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Niveau 0

P RODUCE FLAME

R ESISTANCE

level 0  Conjuration

level 0  Abjuration

Casting Time: 1 action
Range: Self
Components: V, S
Duration: 10 minutes

Casting Time: 1 action
Range: Touch
Components: V, S, M (a miniature cloak)
Duration: Concentration, up to 1 minute

A flickering flame appears in your hand. The flame remains there for the
duration and harms neither you nor your equipment. The flame sheds
bright light in a 10foot radius and dim light for an additional 10 feet. The
spell ends if you dismiss it as an action or if you cast it again.
You can also attack with the flame, although doing so ends the spell.
When you cast this spell, or as an action on a later turn, you can hurl the
flame at a creature within 30 feet of you. Make a ranged spell attack. On a
hit, the target takes 1d8 fire damage.
This spell's damage increases by 1d8 when you reach 5th level (2d8), 11th
level (3d8), and 17th level (4d8).

You touch one willing creature. Once before the spell ends, the target can
roll a d4 and add the number rolled to one saving throw of its choice. It
can roll the die before or after making the saving throw. The spell then
ends.

S HILLELAGH
level 0  Transmutation
Casting Time: 1 bonus action
Range: Touch
Components: V, S, M (mistletoe, a shamrock leaf, and a club or
quarterstaff)
Duration: 1 minute
The wood of a club or quarterstaff you are holding is imbued with nature's
power. For the duration, you can use your spellcasting ability instead of
Strength for the attack and damage rolls of melee attacks using that
weapon, and the weapon's damage die becomes a d8. The weapon also
becomes magical, if it isn't already. The spell ends if you cast it again or if
you let go of the weapon.

Niveau 1

A NIMAL FRIENDSHIP

B EAST BOND

level 1  enchantment

level 1  divination

Casting Time: 1 action
Range: 30 feet
Components: V, S, M (a morsel of food)
Duration: 24 hours

Casting Time: 1 action
Range: Touch
Components: V, S, M (a bit of fur wrapped in a cloth)
Duration: Concentration, up to 10 minutes

This spell lets you convince a beast that you mean it no harm. Choose a
beast that you can see within range. It must see and hear you. If the
beast's Intelligence is 4 or higher, the spell fails. Otherwise, the beast must
succeed on a Wisdom saving throw or be charmed by you for the spell's
duration. If you or one of your companions harms the target, the spell
ends.
At Higher Levels. When you cast this spell using a spell slot of 2nd level
or higher, you can affect one additional beast for each slot level above 1st.

You establish a telepathic link with one beast you touch that is friendly to
you or charmed by you. The spell fails if the beast's Intelligence is 4 or
higher. Until the spell ends, the link is active while you and the beast are
within line of sight of each other. Through the link, the beast can
understand your telepathic messages to it, and it can telepathically
communicate simple emotions and concepts back to you. While the link is
active, the beast gains advantage on attack rolls against any creature
within 5 feet of you that you can see.
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C HARM P ERSON

D ETECT MAGIC

level 1  enchantment

level 1  divination (ritual)

Casting Time: 1 action
Range: 30 feet
Components: V, S
Duration: 1 hour

Casting Time: 1 action
Range: Self
Components: V, S
Duration: Concentration, up to 10 minutes

You attempt to charm a humanoid you can see within range. It must make
a Wisdom saving throw, and does so with advantage if you or your
companions are fighting it. If it fails the saving throw, it is charmed by you
until the spell ends or until you or your companions do anything harmful
to it. The charmed creature regards you as a friendly acquaintance. When
the spell ends, the creature knows it was charmed by you.
At Higher Levels. When you cast this spell using a spell slot of 2nd level
or higher, you can target one additional creature for each slot level above
1st. The creatures must be within 30 feet of each other when you target
them.

For the duration, you sense the presence of magic within 30 feet of you. If
you sense magic in this way, you can use your action to see a faint aura
around any visible creature or object in the area that bears magic, and you
learn its school of magic, if any.
The spell can penetrate most barriers, but it is blocked by 1 foot of stone, 1
inch of common metal, a thin sheet of lead, or 3 feet of wood or dirt.

E NTANGLE

F AERIE FIRE

level 1  conjuration

level 1  evocation

Casting Time: 1 action
Range: 90 feet
Components: V, S
Duration: Concentration, up to 1 minute

Casting Time: 1 action
Range: 60 feet
Components: V
Duration: Concentration, up to 1 minute

Grasping weeds and vines sprout from the ground in a 20foot square
starting from a point within range. For the duration, these plants turn the
ground in the area into difficult terrain.
A creature in the area when you cast the spell must succeed on a Strength
saving throw or be restrained by the entangling plants until the spell
ends. A creature restrained by the plants can use its action to make a
Strength check against your spell save DC. On a success, it frees itself.
When the spell ends, the conjured plants wilt away.

Each object in a 20foot cube within range is outlined in blue, green, or
violet light (your choice). Any creature in the area when the spell is cast is
also outlined in light if it fails a Dexterity saving throw. For the duration,
objects and affected creatures shed dim light in a 10foot radius.
Any attack roll against an affected creature or object has advantage if the
attacker can see it, and the affected creature or object can't benefit from
being invisible.

F OG CLOUD

H EALING WORD

level 1  conjuration

level 1  evocation

Casting Time: 1 action
Range: 120 feet
Components: V, S
Duration: Concentration, up to 1 hour

Casting Time: 1 bonus action
Range: 60 feet
Components: V
Duration: Instantaneous

You create a 20footradius sphere of fog centered on a point within
range. The sphere spreads around corners, and its area is heavily
obscured. It lasts for the duration or until a wind of moderate or greater
speed (at least 10 miles per hour) disperses it.
At Higher Levels. When you cast this spell using a spell slot of 2nd level
or higher, the radius of the fog increases by 20 feet for each slot level
above 1st.

A creature of your choice that you can see within range regains hit points
equal to 1d4 + your spellcasting ability modifier. This spell has no effect on
undead or constructs.
At Higher Levels. When you cast this spell using a spell slot of 2nd level
or higher, the healing increases by 1d4 for each slot level above 1st.

J UMP

L ONGSTRIDER

level 1  transmutation

level 1  transmutation

Casting Time: 1 action
Range: Touch
Components: V, S, M (a grasshopper's hind leg)
Duration: 1 minute

Casting Time: 1 action
Range: Touch
Components: V, S, M (a pinch of dirt)
Duration: 1 hour

You touch a creature. The creature's jump distance is tripled until the
spell ends.

You touch a creature. The target's speed increases by 10 feet until the spell
ends.
At Higher Levels. When you cast this spell using a spell slot of 2nd level
or higher, you can target one additional creature for each slot level above
1st.
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S P EAK WITH ANIMALS

T HUNDERWAVE

level 1  divination (ritual)

level 1  evocation

Casting Time: 1 action
Range: Self
Components: V, S
Duration: 10 minutes

Casting Time: 1 action
Range: Self (15foot cube)
Components: V, S
Duration: Instantaneous

You gain the ability to comprehend and verbally communicate with beasts
for the duration. The knowledge and awareness of many beasts is limited
by their intelligence, but at minimum, beasts can give you information
about nearby locations and monsters, including whatever they can
perceive or have perceived within the past day. You might be able to
persuade a beast to perform a small favor for you, at the DM's discretion.

A wave of thunderous force sweeps out from you. Each creature in a 15
foot cube originating from you must make a Constitution saving throw. On
a failed save, a creature takes 2d8 thunder damage and is pushed 10 feet
away from you. On a successful save, the creature takes half as much
damage and isn't pushed.
In addition, unsecured objects that are completely within the area of effect
are automatically pushed 10 feet away from you by the spell's effect, and
the spell emits a thunderous boom audible out to 300 feet.
At Higher Levels. When you cast this spell using a spell slot of 2nd level
or higher, the damage increases by 1d8 for each slot level above 1st.

Niveau 2

A NIMAL MESSENGER

B ARKSKIN

level 2  enchantment (ritual)

level 2  transmutation

Casting Time: 1 action
Range: 30 feet
Components: V, S, M (a morsel of food)
Duration: 24 hours

Casting Time: 1 action
Range: Touch
Components: V, S, M (a handful of oak bark)
Duration: Concentration, up to 1 hour

By means of this spell, you use an animal to deliver a message. Choose a
Tiny beast you can see within range, such as a squirrel, a blue jay, or a bat.
You specify a location, which you must have visited, and a recipient who
matches a general description, such as "a man or woman dressed in the
uniform of the town guard" or "a redhaired dwarf wearing a pointed
hat." You also speak a message of up to twentyfive words. The target beast
travels for the duration of the spell toward the specified location, covering
about 50 miles per 24 hours for a flying messenger, or 25 miles for other
animals.
When the messenger arrives, it delivers your message to the creature that
you described, replicating the sound of your voice. The messenger speaks
only to a creature matching the description you gave. If the messenger
doesn't reach its destination before the spell ends, the message is lost, and
the beast makes its way back to where you cast this spell.
At Higher Levels. If you cast this spell using a spell slot of 3nd level or
higher, the duration of the spell increases by 48 hours for each slot level
above 2nd.

You touch a willing creature. Until the spell ends, the target's skin has a
rough, barklike appearance, and the target's AC can't be less than 16,
regardless of what kind of armor it is wearing.

B EAST SENSE

F LAME BLADE

level 2  divination

level 2  evocation

Casting Time: 1 action
Range: Touch
Components: S
Duration: Concentration, up to 1 hour

Casting Time: 1 bonus action
Range: Self
Components: V, S, M (leaf of sumac)
Duration: Concentration, up to 10 minutes

You touch a willing beast. For the duration of the spell, you can use your
action to see through the beast's eyes and hear what it hears, and continue
to do so until you use your action to return to your normal senses. While
perceiving through the beast's senses, you gain the benefits of any special
senses possessed by that creature, though you are blinded and deafened
to your own surroundings.

You evoke a fiery blade in your free hand. The blade is similar in size and
shape to a scimitar, and it lasts for the duration. If you let go of the blade,
it disappears, but you can evoke the blade again as a bonus action.
You can use your action to make a melee spell attack with the fiery blade.
On a hit, the target takes 3d6 fire damage.
The flaming blade sheds bright light in a 10foot radius and dim light for
an additional 10 feet.
At Higher Levels. When you cast this spell using a spell slot of 4th level
or higher, the damage increases by 1d6 for every two slot levels above 2nd.
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F LAMING SP HERE

G UST OF WIND

level 2  conjuration

level 2  evocation

Casting Time: 1 action
Range: 60 feet
Components: V, S, M (a bit of tallow, a pinch of brimstone, and a dusting
of powdered iron)
Duration: Concentration, up to 1 minute

Casting Time: 1 action
Range: Self (60foot line)
Components: V, S, M (a legume seed)
Duration: Concentration, up to 1 minute

A 5footdiameter sphere of fire appears in an unoccupied space of your
choice within range and lasts for the duration. Any creature that ends its
turn within 5 feet of the sphere must make a Dexterity saving throw. The
creature takes 2d6 fire damage on a failed save, or half as much damage
on a successful one.
As a bonus action, you can move the sphere up to 30 feet. If you ram the
sphere into a creature, that creature must make the saving throw against
the sphere's damage, and the sphere stops moving this turn.
When you move the sphere, you can direct it over barriers up to 5 feet tall
and jump it across pits up to 10 feet wide. The sphere ignites flammable
objects not being worn or carried, and it sheds bright light in a 20foot
radius and dim light for an additional 20 feet.
At Higher Levels. When you cast this spell using a spell slot of 3rd level
or higher, the damage increases by 1d6 for each slot level above 2nd.

A line of strong wind 60 feet long and 10 feet wide blasts from you in a
direction you choose for the spell's duration. Each creature that starts its
turn in the line must succeed on a Strength saving throw or be pushed 15
feet away from you in a direction following the line.
Any creature in the line must spend 2 feet of movement for every 1 foot it
moves when moving closer to you.
The gust disperses gas or vapor, and it extinguishes candles, torches, and
similar unprotected flames in the area. It causes protected flames, such as
those of lanterns, to dance wildly and has a 50 percent chance to
extinguish them.
As a bonus action on each of your turns before the spell ends, you can
change the direction in which the line blasts from you.

H EAT METAL

L ESSER RESTORATION

level 2  transmutation

level 2  abjuration

Casting Time: 1 action
Range: 60 feet
Components: V, S, M (a piece of iron and a flame)
Duration: Concentration, up to 1 minute

Casting Time: 1 action
Range: Touch
Components: V, S
Duration: Instantaneous

Choose a manufactured metal object, such as a metal weapon or a suit of
heavy or medium metal armor, that you can see within range. You cause
the object to glow redhot. Any creature in physical contact with the object
takes 2d8 fire damage when you cast the spell. Until the spell ends, you
can use a bonus action on each of your subsequent turns to cause this
damage again.
If a creature is holding or wearing the object and takes the damage from it,
the creature must succeed on a Constitution saving throw or drop the
object if it can. If it doesn't drop the object, it has disadvantage on attack
rolls and ability checks until the start of your next turn.
At Higher Levels. When you cast this spell using a spell slot of 3rd level
or higher, the damage increases by 1d8 for each slot level above 2nd.

You touch a creature and can end either one disease or one condition
afflicting it. The condition can be blinded, deafened, paralyzed, or
poisoned.

S P IKE GROWTH
level 2  transmutation
Casting Time: 1 action
Range: 150 feet
Components: V, S, M (seven sharp thorns or seven small twigs, each
sharpened to a point)
Duration: Concentration, up to 10 minutes
The ground in a 20foot radius centered on a point within range twists
and sprouts hard spikes and thorns. The area becomes difficult terrain for
the duration. When a creature moves into or within the area, it takes 2d4
piercing damage for every 5 feet it travels.
The transformation of the ground is camouflaged to look natural. Any
creature that can't see the area at the time the spell is cast must make a
Wisdom (Perception) check against your spell save DC to recognize the
terrain as hazardous before entering it.

Niveau 3
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C ALL LIGHTNING

C ONJURE ANIMALS

level 3  conjuration

level 3  conjuration

Casting Time: 1 action
Range: 120 feet
Components: V, S
Duration: Concentration, up to 10 minutes

Casting Time: 1 action
Range: 60 feet
Components: V, S
Duration: Concentration, up to 1 hour

A storm cloud appears in the shape of a cylinder that is 10 feet tall with a
60foot radius, centered on a point you can see 100 feet directly above
you. The spell fails if you can't see a point in the air where the storm cloud
could appear (for example, if you are in a room that can't accommodate the
cloud).
When you cast the spell, choose a point you can see within range. A bolt of
lightning flashes down from the cloud to that point. Each creature within 5
feet of that point must make a Dexterity saving throw. A creature takes
3d10 lightning damage on a failed save, or half as much damage on a
successful one. On each of your turns until the spell ends, you can use
your action to call down lightning in this way again, targeting the same
point or a different one.
If you are outdoors in stormy conditions when you cast this spell, the spell
gives you control over the existing storm instead of creating a new one.
Under such conditions, the spell's damage increases by 1d10.
At Higher Levels. When you cast this spell using a spell slot of 4th or
higher level, the damage increases by 1d10 for each slot level above 3rd.

You summon fey spirits that take the form of beasts and appear in
unoccupied spaces that you can see within range. Choose one of the
following options for what appears:
• One beast of challenge rating 2 or lower
• Two beasts of challenge rating 1 or lower
• Four beasts of challenge rating 1/2 or lower
• Eight beasts of challenge rating 1/4 or lower
Each beast is also considered fey, and it disappears when it drops to 0 hit
points or when the spell ends. The summoned creatures are friendly to
you and your companions. Roll initiative for the summoned creatures as a
group, which has its own turns. They obey any verbal commands that you
issue to them (no action required by you). If you don't issue any
commands to them, they defend themselves from hostile creatures, but
otherwise take no actions. The DM has the creatures' statistics.
At Higher Levels. When you cast this spell using certain higherlevel
spell slots, you choose one of the summoning options above, and more
creatures appear: twice as many with a 5thlevel slot, three times as many
with a 7thlevel slot, and four times as many with a 9thlevel slot.

D AYLIGHT

D ISP EL MAGIC

level 3  evocation

level 3  abjuration

Casting Time: 1 action
Range: 60 feet
Components: V, S
Duration: 1 hour

Casting Time: 1 action
Range: 120 feet
Components: V, S
Duration: Instantaneous

A 60footradius sphere of light spreads out from a point you choose
within range. The sphere is bright light and sheds dim light for an
additional 60 feet.
If you chose a point on an object you are holding or one that isn't being
worn or carried, the light shines from the object and moves with it.
Completely covering the affected object with an opaque object, such as a
bowl or a helm, blocks the light.
If any of this spell's area overlaps with an area of darkness created by a
spell of 3rd level or lower, the spell that created the darkness is dispelled.

Choose one creature, object, or magical effect within range. Any spell of
3rd level or lower on the target ends. For each spell of 4th level or higher
on the target, make an ability check using your spellcasting ability. The DC
equals 10 + the spell's level. On a successful check, the spell ends.
At Higher Levels. When you cast this spell using a spell slot of 4th level
or higher, you automatically end the effects of a spell on the target if the
spell's level is equal to or less than the level of the spell slot you used.

M ELD INTO STONE

P LANT GROWTH

level 3  transmutation (ritual)

level 3  transmutation

Casting Time: 1 action
Range: Touch
Components: V, S
Duration: 8 hours

Casting Time: 1 action or 8 hours
Range: 150 feet
Components: V, S
Duration: Instantaneous

You step into a stone object or surface large enough to fully contain your
body, melding yourself and all the equipment you carry with the stone for
the duration. Using your movement, you step into the stone at a point you
can touch. Nothing of your presence remains visible or otherwise
detectable by nonmagical senses.
While merged with the stone, you can't see what occurs outside it, and any
Wisdom (Perception) checks you make to hear sounds outside it are made
with disadvantage. You remain aware of the passage of time and can cast
spells on yourself while merged in the stone. You can use your movement
to leave the stone where you entered it, which ends the spell. You
otherwise can't move.
Minor physical damage to the stone doesn't harm you, but its partial
destruction or a change in its shape (to the extent that you no longer fit
within it) expels you and deals 6d6 bludgeoning damage to you. The
stone's complete destruction (or transmutation into a different substance)
expels you and deals 50 bludgeoning damage to you. If expelled, you fall
prone in an unoccupied space closest to where you first entered.

This spell channels vitality into plants within a specific area. There are two
possible uses for the spell, granting either immediate or longterm
benefits.
If you cast this spell using 1 action, choose a point within range. All normal
plants in a 100foot radius centered on that point become thick and
overgrown. A creature moving through the area must spend 4 feet of
movement for every 1 foot it moves.
You can exclude one or more areas of any size within the spell's area from
being affected.
If you cast this spell over 8 hours, you enrich the land. All plants in a half
mile radius centered on a point within range become enriched for 1 year.
The plants yield twice the normal amount of food when harvested.
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P ROTECTION FROM ENERGY

S LEET STORM

level 3  abjuration

level 3  conjuration

Casting Time: 1 action
Range: Touch
Components: V, S
Duration: Concentration, up to 1 hour

Casting Time: 1 action
Range: 150 feet
Components: V, S, M (a pinch of dust and a few drops of water)
Duration: Concentration, up to 1 minute

For the duration, the willing creature you touch has resistance to one
damage type of your choice: acid, cold, fire, lightning, or thunder.

Until the spell ends, freezing rain and sleet fall in a 20foottall cylinder
with a 40foot radius centered on a point you choose within range. The
area is heavily obscured, and exposed flames in the area are doused.
The ground in the area is covered with slick ice, making it difficult terrain.
When a creature enters the spell's area for the first time on a turn or starts
its turn there, it must make a Dexterity saving throw. On a failed save, it
falls prone.
If a creature is concentrating in the spell's area, the creature must make a
successful Constitution saving throw against your spell save DC or lose
concentration.

S P EAK WITH P LANTS

W ATER BREATHING

level 3  transmutation

level 3  transmutation (ritual)

Casting Time: 1 action
Range: Self (30foot radius)
Components: V, S
Duration: 10 minutes

Casting Time: 1 action
Range: 30 feet
Components: V, S, M (a short reed or piece of straw)
Duration: 24 hours

You imbue plants within 30 feet of you with limited sentience and
animation, giving them the ability to communicate with you and follow
your simple commands. You can question plants about events in the spell's
area within the past day, gaining information about creatures that have
passed, weather, and other circumstances.
You can also turn difficult terrain caused by plant growth (such as thickets
and undergrowth) into ordinary terrain that lasts for the duration. Or you
can turn ordinary terrain where plants are present into difficult terrain
that lasts for the duration, causing vines and branches to hinder pursuers,
for example.
Plants might be able to perform other tasks on your behalf, at the DM's
discretion. The spell doesn't enable plants to uproot themselves and move
about, but they can freely move branches, tendrils, and stalks.
If a plant creature is in the area, you can communicate with it as if you
shared a common language, but you gain no magical ability to influence it.
This spell can cause the plants created by the entangle spell to release a
restrained creature.

This spell grants up to ten willing creatures you can see within range the
ability to breathe underwater until the spell ends. Affected creatures also
retain their normal mode of respiration.

W ATER WALK
level 3  transmutation
Casting Time: 1 action
Range: 30 feet
Components: V, S, M (a piece of cork)
Duration: 1 hour
This spell grants the ability to move across any liquid surface—such as
water, acid, mud, snow, quicksand, or lava—as if it were harmless solid
ground (creatures crossing molten lava can still take damage from the
heat). Up to ten willing creatures you can see within range gain this ability
for the duration.
If you target a creature submerged in a liquid, the spell carries the target
to the surface of the liquid at a rate of 60 feet per round.

Niveau 4
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B LIGHT

C ONFUSION

level 4  necromancy

level 4  enchantment

Casting Time: 1 action
Range: 30 feet
Components: V, S
Duration: Instantaneous

Casting Time: 1 action
Range: 90 feet
Components: V, S, M (three nut shells)
Duration: Concentration, up to 1 minute

Necromantic energy washes over a creature of your choice that you can see
within range, draining moisture and vitality from it. The target must make
a Constitution saving throw. The target takes 8d8 necrotic damage on a
failed save, or half as much damage on a successful one. This spell has no
effect on undead or constructs. If you target a plant creature or a magical
plant, it makes the saving throw with disadvantage, and the spell deals
maximum damage to it.
If you target a nonmagical plant that isn't a creature, such as a tree or
shrub, it doesn't make a saving throw; it simply withers and dies.
At Higher Levels. When you cast this spell using a spell slot of 5th level
or higher, the damage increases by 1d8 for each slot level above 4th.

This spell assaults and twists creatures' minds, spawning delusions and
provoking uncontrolled action. Each creature in a 10footradius sphere
centered on a point you choose within range must succeed on a Wisdom
saving throw when you cast this spell or be affected by it.
An affected target can't take reactions and must roll a d10 at the start of
each of its turns to determine its behavior for that turn.
d10

Behavior
The creature uses all its movement to move in a random direction. To

1

determine the direction, roll a d8 and assign a direction to each die face. The
creature doesn't take an action this turn.

26

The creature doesn't move or take actions this turn.
The creature uses its action to make a melee attack against a randomly

78

determined creature within its reach. If there is no creature within its reach,
the creature does nothing this turn.

9–10

The creature can act and move normally.

At the end of each of its turns, an affected target can make a Wisdom
saving throw. If it succeeds, this effect ends for that target.
At Higher Levels. When you cast this spell using a spell slot of 5th level
or higher, the radius of the sphere increases by 5 feet for each slot level
above 4th.
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C ONTROL WATER

D OMINATE BEAST

level 4  transmutation

level 4  enchantment

Casting Time: 1 action
Range: 300 feet
Components: V, S, M (a drop of water and a pinch of dust)
Duration: Concentration, up to 10 minutes

Casting Time: 1 action
Range: 60 feet
Components: V, S
Duration: Concentration, up to 1 minute

Until the spell ends, you control any freestanding water inside an area you choose
that is a cube up to 100 feet on a side. You can choose from any of the following
effects when you cast this spell. As an action on your turn, you can repeat the same
effect or choose a different one.
Flood. You cause the water level of all standing water in the area to rise by as
much as 20 feet. If the area includes a shore, the flooding water spills over onto
dry land. If you choose an area in a large body of water, you instead create a 20
foot tall wave that travels from one side of the area to the other and then crashes
down. Any Huge or smaller vehicles in the wave's path are carried with it to the
other side. Any Huge or smaller vehicles struck by the wave have a 25 percent
chance of capsizing. The water level remains elevated until the spell ends or you
choose a different effect. If this effect produced a wave, the wave repeats on the
start of your next turn while the flood effect lasts.
Part Water. You cause water in the area to move apart and create a trench. The
trench extends across the spell's area, and the separated water forms a wall to
either side. The trench remains until the spell ends or you choose a different
effect. The water then slowly fills in the trench over the course of the next round
until the normal water level is restored.
Redirect Flow. You cause flowing water in the area to move in a direction you
choose, even if the water has to flow over obstacles, up walls, or in other unlikely
directions. The water in the area moves as you direct it, but once it moves beyond
the spell's area, it resumes its flow based on the terrain conditions. The water
continues to move in the direction you chose until the spell ends or you choose a
different effect.
Whirlpool. This effect requires a body of water at least 50 feet square and 25 feet
deep. You cause a whirlpool to form in the center of the area. The whirlpool forms
a vortex that is 5 feet wide at the base, up to 50 feet wide at the top, and 25 feet tall.
Any creature or object in the water and within 25 feet of the vortex is pulled 10
feet toward it. A creature can swim away from the vortex by making a Strength
(Athletics) check against your spell save DC.
When a creature enters the vortex for the first time on a turn or starts its turn
there, it must make a Strength saving throw. On a failed save, the creature takes
2d8 bludgeoning damage and is caught in the vortex until the spell ends. On a
successful save, the creature takes half damage, and isn't caught in the vortex. A
creature caught in the vortex can use its action to try to swim away from the vortex
as described above, but has disadvantage on the Strength (Athletics) check to do
so.
The first time each turn that an object enters the vortex, the object takes 2d8
bludgeoning damage; this damage occurs each round it remains in the vortex.

You attempt to beguile a beast that you can see within range. It must
succeed on a Wisdom saving throw or be charmed by you for the duration.
If you or creatures that are friendly to you are fighting it, it has advantage
on the saving throw.
While the beast is charmed, you have a telepathic link with it as long as
the two of you are on the same plane of existence. You can use this
telepathic link to issue commands to the creature while you are conscious
(no action required), which it does its best to obey. You can specify a
simple and general course of action, such as “Attack that creature,” “Run
over there,” or “Fetch that object.” If the creature completes the order and
doesn't receive further direction from you, it defends and preserves itself
to the best of its ability.
You can use your action to take total and precise control of the target. Until
the end of your next turn, the creature takes only the actions you choose,
and doesn't do anything that you don't allow it to do. During this time,
you can also cause the creature to use a reaction, but this requires you to
use your own reaction as well. Each time the target takes damage, it makes
a new Wisdom saving throw against the spell. If the saving throw
succeeds, the spell ends.
At Higher Levels. When you cast this spell with a 5thlevel spell slot, the
duration is concentration, up to 10 minutes. When you use a 6thlevel
spell slot, the duration is concentration, up to 1 hour. When you use a spell
slot of 7th level or higher, the duration is concentration, up to 8 hours.

F REEDOM OF MOVEMENT

I CE STORM

level 4  abjuration

level 4  evocation

Casting Time: 1 action
Range: Touch
Components: V, S, M (a leather strap, bound around the arm or a
similar appendage)
Duration: 1 hour

Casting Time: 1 action
Range: 300 feet
Components: V, S, M (a pinch of dust and a few drops of water)
Duration: Instantaneous

You touch a willing creature. For the duration, the target's movement is
unaffected by difficult terrain, and spells and other magical effects can
neither reduce the target's speed nor cause the target to be paralyzed or
restrained.
The target can also spend 5 feet of movement to automatically escape from
nonmagical restraints, such as manacles or a creature that has it grappled.
Finally, being underwater imposes no penalties on the target's movement
or attacks.
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A hail of rockhard ice pounds to the ground in a 20footradius, 40foot
high cylinder centered on a point within range. Each creature in the
cylinder must make a Dexterity saving throw. A creature takes 2d8
bludgeoning damage and 4d6 cold damage on a failed save, or half as
much damage on a successful one.
Hailstones turn the storm's area of effect into difficult terrain until the end
of your next turn.
At Higher Levels. When you cast this spell using a spell slot of 5th level
or higher, the bludgeoning damage increases by 1d8 for each slot level
above 4th.
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L OCATE CREATURE

P OLYMORP H

level 4  divination

level 4  transmutation

Casting Time: 1 action
Range: Self
Components: V, S, M (a bit of fur from a bloodhound)
Duration: Concentration, up to 1 hour

Casting Time: 1 action
Range: 60 feet
Components: V, S, M (a caterpillar cocoon)
Duration: Concentration, up to 1 hour

Describe or name a creature that is familiar to you. You sense the direction
to the creature's location, as long as that creature is within 1,000 feet of
you. If the creature is moving, you know the direction of its movement.
The spell can locate a specific creature known to you, or the nearest
creature of a specific kind (such as a human or a unicorn), so long as you
have seen such a creature up close —within 30 feet—at least once. If the
creature you described or named is in a different form, such as being
under the effects of a polymorph spell, this spell doesn't locate the
creature.
This spell can't locate a creature if running water at least 10 feet wide
blocks a direct path between you and the creature.

This spell transforms a creature that you can see [and that have at least 1
hit point] within range into a new form. An unwilling creature must make
a Wisdom saving throw to avoid the effect. A shapechanger automatically
succeeds on this saving throw.
The transformation lasts for the duration, or until the target drops to 0 hit
points or dies. The new form can be any beast whose challenge rating is
equal to or less than the target's (or the target's level, if it doesn't have a
challenge rating). The target's game statistics, including mental ability
scores, are replaced by the statistics of the chosen beast. It retains its
alignment and personality.
The target assumes the hit points of its new form. When it reverts to its
normal form, the creature returns to the number of hit points it had before
it transformed. If it reverts as a result of dropping to 0 hit points, any
excess damage carries over to its normal form. As long as the excess
damage doesn't reduce the creature's normal form to 0 hit points, it isn't
knocked unconscious.
The creature is limited in the actions it can perform by he nature of its new
form, and it can't speak, cast spells, or take any other action that requires
hands or speech.
The target's gear melds into the new form. The creature can't activate, use,
wield, or otherwise benefit from any of its equipment.

S TONE SHAP E

S TONESKIN

level 4  transmutation

level 4  abjuration

Casting Time: 1 action
Range: Touch
Components: V, S, M (soft clay, which must be worked into roughly the
desired shape of the stone object)
Duration: Instantaneous

Casting Time: 1 action
Range: Touch
Components: V, S, M (diamond dust worth 100 gp, which the spell
consumes)
Duration: Concentration, up to 1 hour

You touch a stone object of Medium size or smaller or a section of stone no
more than 5 feet in any dimension and form it into any shape that suits
your purpose. So, for example, you could shape a large rock into a weapon,
idol, or coffer, or make a small passage through a wall, as long as the wall
is less than 5 feet thick. You could also shape a stone door or its frame to
seal the door shut. The object you create can have up to two hinges and a
latch, but finer mechanical detail isn't possible.

This spell turns the flesh of a willing creature you touch as hard as stone.
Until the spell ends, the target has resistance to nonmagical bludgeoning,
piercing, and slashing damage.

W ALL OF FIRE
level 4  evocation
Casting Time: 1 action
Range: 120 feet
Components: V, S, M (a small piece of phosphorus)
Duration: Concentration, up to 1 minute
You create a wall of fire on a solid surface within range. You can make the
wall up to 60 feet long, 20 feet high, and 1 foot thick, or a ringed wall up to
20 feet in diameter, 20 feet high, and 1 foot thick. The wall is opaque and
lasts for the duration.
When the wall appears, each creature within its area must make a
Dexterity saving throw. On a failed save, a creature takes 5d8 fire
damage, or half as much damage on a successful save.
One side of the wall, selected by you when you cast this spell, deals 5d8
fire damage to each creature that ends its turn within 10 feet of that side or
inside the wall. A creature takes the same damage when it enters the wall
for the first time on a turn or ends its turn there.
The other side of the wall deals no damage.
At Higher Levels. When you cast this spell using a spell slot of 5th level
or higher, the damage increases by 1d8 for each slot level above 4th.
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