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Simic scientist

Imagine a perfect world: one in which nature and civilization exist in harmony, adapted
to each other; one in which life is shaped to match its environment and the environment
is shaped to match life. That's the world you have been trying to grow in the
laboratories of the Simic Combine. Nature is all about adaptation, evolution, and
balance - but for it to keep up with the pace of advancing civilization, nature needs
some help from biomancers and terraformers. If, along the way, you happen to create
super-soldiers and mutant monsters that can bolster the combine's defenses against

the schemes and ambitions of the other guilds, so much the better.
Source: Guildmaster's Guide to Ravnica

Skill Proficiencies: Arcana, Medicine

Languages: Two of your choice

Equipment: A Simic insignia, a set of commoner's clothes, a book of research notes, an ink pen, a
bottle of squid ink, a flask of oil (made from blubber), a vial of acid (derived from digestive juices),
a vial of fish scales, a vial of seaweed, a vial of jellyfish stingers, a glass bottle of unidentified slime,

and a pouch containing 10gp (Azorius 1-zino coins)

Features

Clades and Projects

As a Simic researcher, you are part of a clade - a diverse group of individuals combining disparate

talents in pursuit of a common goal - or a researcher on a specialized, short-term project focused
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on addressing an immediate need. You can roll a d6 or choose from the options in the Research

Options table to determine your area of research.
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Researcher

When you attempt to learn or recall a magical or scientific fact, if you don't know that information,
you know where and from whom you can obtain it. Usually, this information comes from a Simic
laboratory, or sometimes from an Izzet facility, a library, a university, or an independent scholar or
other learned person or creature. Knowing where the information can be found doesn't
automatically enable you to learn it; you might need to offer bribes, favors, or other incentives to

induce people to reveal their secrets.

Your DM might rule that the knowledge you seek is secreted away in an inaccessible place, or that
it simply can't be found. Unearthing the deepest secrets of the multiverse can require an adventure

or even a whole campaign.



Simic Guild Spells

Prerequisite: Spellcasting or Pact Magic class feature

For you, the spells on the Simic Guild Spells table are added to the spell list of your spellcasting
class. (If you are a multiclass character with multiple spell lists, these spells are added to all of

them.)

Simic Guild Spells
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When your magic causes physical alterations in yourself or others, the result often displays the
characteristics of fish, amphibians, or other water-dwelling creatures. Blue-green eddies of magical
energy sometimes accompany your spellcasting, forming spirals that reflect the mathematical

perfection of nature.

Suggested Characteristics
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The bizarre science of the Simic Combine attracts a certain type of personality and encompasses a
set of beliefs about the nature of life. Simic members' bonds and flaws derive from their scientific

research - including their creation of new life forms, which they can become very attached to.

Personality Traits

ds8 Per
son
alit
y
Trai
t

can'

wait
to
see
wha
tl
bec
ome
next



I am
con

vinc
ed

that
ever
ythi
ng

incli
nes
tow
ard

cons
tant
impr
ove
men



I'm
eag
er
to
expl
ain
ever

deta
il of
my

mos

intri
cate
exp
erim
ents
and
theo
ries
to

any
one
who
sho
WS

the
leas
t bit
of

inte
rest.



assu
me
that
ever
yon

nee
ds
eve

the
mos

basi

con
cept

expl
aine
dto
the



desc
ribe
ever
ythi
ng

that
hap
pen
s as
if it

wer

goin
into
my
rese
arch
note
(and

ofte

is).



|l am
insa
tiabl

curi
ous
abo
ut
the
see
min
gly
infin
ite
for
ms
and
ada
ptati
ons
of
life.



can'

resi
st
pryi
ng
into
anyt
hing
forbi
dde

sinc
eit
mus
t be
terri

inte
resti
ng.



ldeals

do Ide
al



Guil

My
guil
dis
all
that
reall

mat
ters.
(Any



Cha
nge
. All
life

mea
nt
to
prog
ress
tow
ard
perf
ecti
on,
and
our
wor
kis
to
hurr
y it
alon

no
mat
ter
wha

mus
t be
upe
nde

alon

the
way

(Ch
aoti
c)



Kno
wle
dge

Und
erst
andi
ng
the
worl
dis
mor

imp
orta
nt
than
wha

you
do
with
your
kno
wle
dge.
(Ne
utra



Gre
ate

Goo
d. |
wan
tto
resh
ape
the
worl

into
high
er
for
ms
of
life
SO
that
all
can
enjo

evol
utio

(Go
od)



Log
ic.
It's
fooli
sh
to
let
emo
tion

and
prin
cipl
es

inte
rfer

with
the
con
clusi
ons
of
logi

(La
wful



erio
rity
. My
vast
intel
lect
and
stre
ngth
are

dire
cted
tow
ard

incr
easi
ng

my

swa

over
othe

rs.
(Evil

Bonds

do6 Bon



help
ed

crea
te a
kras

that

love
like

pet
and
wou

carr

with
me
ever
ywh
ere

exc
ept
it's
the
size
of a
buil
ding

and

mig
ht

eat
me.



my

labo
rato
ry, |
disc
over
ed

som
ethi
ng

that

thin

coul

elim
inat

half
the
life
on
Rav
nica



The
othe

rese
arch
ers

my
clad

are

fami

and
part
s of
man

spec
ies.



The
labo
rato
ry
whe
re |
did
my
rese
arch
cont
ains
ever
ythi
ng
that

prec
ious
to
me.

I will
get

reve
nge
on

the

shor
tsig
hted
fool
who
kille

my

prec
ious
kras

crea
tion.



6 Ever
ythi
ng |
do

an
atte
mpt
to
impr
ess
som
eon
el
love

Flaws

do6 Fla



hav
ea
rath
er
emb
arra
ssin

mut
atio

that
I do
ever
ythi
ng |
can
to

kee

hidd
en.






Ever

SOCi
al

situ
atio

I'm

see
ms
to
lead
to
my
aski
ng
rude
pers
onal
que
stio
ns.



I'm
supr
eme

conf
iden
tin
my
abili
ty to
ada
pt
to
any
situ
atio
n
and
han
dle
any
dan
ger.

I'll
take
any
risk
to
earn
reco
gniti
on
for
my
scie
ntifi
C
brilli
anc
e.



hav
ea

tend
enc
y to
take
shor
tcut
sin

my

rese
arch
and
any
othe

task
s
hav
eto
com
plet

Contacts

The fluid nature of clades, whose rosters span different laboratories and change as researchers
discover new interests, creates abundant connections among the Simic. The guild members live in
watery sinkholes called zonots, and their isolation shelters them from much contact with outsiders.

Nonetheless, a fair number of Simic members are former members of other guilds.

Roll twice on the Simic Contacts table (for an ally and a rival) and once on the Non-Simic Contacts

table.

Simic Contacts
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