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The Guiding Light 
“The Guiding Light” is one of many names for 
mysterious beings that seem to appear in any known 
plane. They take many forms, including candle-lit 
lanterns, incense cones with swirling smoke, or far-off 
motes of light. The Guiding Light is attracted to lost 
adventurers. Weaving illusions to give the adventurer 
memories of home--faint scents, quiet sounds, or hazy 
images--they lead them to the right path. The Guiding 
Light is associated with travel, revelation, and, of 
course, light.  
 Warlocks who form a pact with this patron seek 
to aid the wandering and the lost. Some act on an innate 
desire to help others, others want guidance in their own 
lives, and some seek valuable, hidden knowledge that 
can bolster their own power. 
 

Guiding Light Features 
Spell Level Spells 
1st faerie fire, guiding bolt 
2nd augury, see invisibility 
3rd beacon of hope, daylight 
4th divination, freedom of movement 
5th legend lore, teleportation circle 

 

Produce Light 
At 1st level, you learn the produce flame cantrip. It counts 
as a warlock cantrip for you, but it doesn’t count 
against your number of cantrips known. 
 

Additionally, you may opt to change produce flame’s 
damage type from fire to radiant upon casting, which 
also affects the appearance of the spell (a ball of warm 
light instead of a flickering flame). 
 

When you gain the ability to choose eldritch 
invocations at 2nd level, any eldritch invocation which 
affects the abilities of eldritch blast also affects produce 
flame. 
 

Traveler’s Beacon 
Starting at 1st level, you can seek out the inner light 
within a humanoid and make sure their path is true. As 
an action, you touch a humanoid and gain the ability to 
track precisely where they are. They must either be 
willing, or must succeed a Charisma saving throw equal 
to your spell save DC in order to resist the effect. 
 

As long as you are on the same plane of existence as 
them, you are intuitively aware of where a target is in 
terms of distance and direction from you, rounded to 

the nearest foot. Optionally, you may also allow your 
location to be known to a target with the same terms. If 
you and a target are on different planes of existence, 
you only know that the target is on a different plane, 
and not which plane it is or their precise location. When 
someone is affected by a beacon, they appear to you or 
any creature with truesight as being aglow with a warm 
light. 
 

You can have as many beacons lit up to a number equal 
to your Charisma modifier. A lit beacon disappears 
after 1 hour of its activation, or until you take a long 
rest or are incapacitated. 
 

Illuminating Voice 
Starting at 6th level, you gain the ability to project your 
voice to those under your watch. You can communicate 
with any target of your traveler’s beacon as if under the 
effects of sending. 
 

Enlightened View 
Starting at 10th level, your beacon allows you to 
observe your wards from afar. As an action, you can see 
and hear through the senses of a single target of your 
traveler’s beacon, and are blinded and deafened to your 
own surroundings. You can use your action on 
subsequent turns to maintain this connection, 
extending the duration until the end of your next turn. 
You can also use your action to switch your gaze to a 
different target of your traveler’s beacon. You can use 
this effect even if the target is on another plane of 
existence. 
 

In addition, you learn scrying. This counts as a warlock 
spell for you, but does not count against your spells 
known. 
 

Light the Way 
Starting at 14th level, you gain the ability to guide the 
lost across any space. As an action, you can teleport a 
single target affected by your traveler’s beacon to you, 
or you to them, even across planes of existence. In a 
flash of light, the target appears in the nearest 
unoccupied space to you, or you appear in the nearest 
unoccupied space to them, your choice. 
 

A secondary beacon remains exactly where you or the 
target teleported from for as long as the main beacon is 
active. As an action, you are able to either return the 
target to their secondary beacon, or return yourself to 
your own beacon. 


