G

none

E Concentration, up to 1

— Q. S' m — fiour
(a bit of bat fur)

You create an invisible, magica[ eye within range that hovers in
the air for the duration. You mentally receive visual information
from the eye, which has normal vision and darkvision out to 30
feet. Ohe eye can fook in every direction. _4s an action, you can
move the eye up to 30 feet in any direction. Qhere is no limit to
fiow far away from you the eye can move, but it can’t enter
another plane of existence. A sofid barrier blocks the eye's
movement, but the eye can pass through an opening as small as 1
inch in diameter.



G

none

E CInstantancous

= OSNK =
(specia[[\z marked sticks, bones, or similar tokens worth at
least 25 gp)

(By casting gem—in[aid sticks, ro[[ing dragon bones, [aying out ornate cards,
or emp[mzing some other divining tool, you receive an omen J"rom an
otherworldly entity about the results of a specific course of action that you
plan to take within the next 30 minutes.

e P chooses from the following possible omens:

o  O\Weal, for good results

e (\Woe, for bad results

e OWVeal and woe, for both good and bad results

° Q\Lgthing, for results that aren't especia[[\z good or bad

Ohe spell doesn't take into account any possible circumstances that might
cﬁange the outcome, such as the casting of additional spe[[s or the [oss or gain
of a companion. “If you cast the spell two or more times before completing
your next [0119 vest, there is a cumulative 25 percent chance for each casting
after the first that you get a random reading. Hhe PDM makes this roll in
secret,



G

none

)
E 1 minute

= 0SSN =

(incense and a vial of holy or unholy water)

You contact your deity or a divine proxy and ask up to three
questions that can be answered with a yes or no. You must ask
your questions before the spell ends. You receive a correct
answer for each question. (ivine beings aren't necessarily
omniscient, so you might receive “unclear” as an answer 1f a
question pertains to information that lies beyond the deity's
knowledge. In a case where a one-word answer could be
misleading or contrary to the deity's interests, the DM might
offer a short phrase as an answer instead. “If you cast the spell
two or more times Before ﬁnishing your next [ong rest, there is
a cumulative 25 percent chance for each casting after the first
that you get no answer. Qhe M makes this roll in secret.
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Comprehend Janguages s,

o

= 0SSN =

(a pinch of soot and salt)

Oor the duration, you understand the (iteral meaning of any
spoken [anguage that you hear. You also understand any written
[angu.age that you see, but you must be touching the surface on
which the words are written, CIt takes about 1 minute to read
one page of text. Ghis spell doesn't decode secret messages in a
text or a g[ypﬁ’ such as an arcane sigi[, that isn't part oj" a
written [anguage.
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G

30 feet aura

E Concentration, up

Oror the duration, you sense the presence of magic within 30
feet of you, CIJ' 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 (earn its school of magic, 1f
any. Ohe spell can penetrate most barriers, but it is blocked [ry 1
foot of stone, 1 inch oj" common metal, a thin sheet oj" [ead, or 3

feet of wood or dirt,
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G

se[f
E CInstantaneous

= QO8N =
(incense and a sacriﬁcia[ oﬁering appropriate to your reﬁgion‘
togetﬁer ‘worth at [east 25 gp. which the spell consumes)

Your magic and an offering put you in contact with a god or a
god's servants, You ask a single question concerning a specific
goal, event, or activity to occur within 7 days. Dhe DM offers
a truthful reply. Ohe reply might be a short phrase, a cryptic
rhyme, or an omen, Q)he spe[[ doesn’t take into account any
possib[e circumstances that might change the outcome, such as
the casting of additional spells or the [oss or gain of a
companion, “If you cast the spell two or more times before
ﬁnishing your next [ong rest, there is a cumulative 25 percent
chance for each casting after the first that you get a random
reading. Hhe DM makes this roll in secret.



G

se[f

E Concentration, up to 1
da
= O.8SM =

(a set of cﬁvinator\z tools—such as bones, ivor\z sticks, cards, teeth,

or carved runes— worth 100 gp and an o[gject from the [ocation you
wish to find)

Ohis spell allows you to ﬁnd the shortest, most direct pﬁxzsica[ route to a speciﬁc ﬁxed
[ocation that you are familiar with on the same plane of existence. “If you name a
destination on another plane of existence, a destination that moves (such as a mobile
fortress), or a destination that isn't specific (such as “a green dragon’s lair”), the spell fails,
Oor the duration, as [ong as you are on the same plane oJ" existence as the destination, you
know how far it is and in what direction it lies, While you are traw[ing there, whenever
you are presented with a choice of paths a[ong the way, you automatica[[\z determine which
path is the shortest and most direct route (but not necessarily the safest route) to the
destination. Graerie Frire 1st-level evocation Casting Qime: 1 action (Range: 6o feet
Components: () Puration: Concentration, up to 1 minute Fach object in a 20-foot cube
within range is outlined in blue, green, or violet [igﬁt (your choice). Auny creature in the
area when the spell is cast is also outlined in [ight if it fails a (Dexterity saving throw. Gor
the duration, o[ljects and aﬁected creatures shed dim [igﬁt ina 10—foot radius, Any attack
roll against an affected creature or OQject has advcmtage 1‘f the attacker can see it, and the
affected creature or object can't benefit from being invisible.



G

] )/@ @ willing creature

E 8 hours

= 0SSN =

(@ hummingbird feather)

You touch a willing creature and bestow a [imited ability to see
into the immediate future. Oor the duration, the target can't be
surprised and has advantage on attack rolls, aﬁi[ity checks, and
saving throws, Adc[itiona[[y, other creatures have disadvantage
on attack rolls against the target for the duration. Gyhis spell
immediately ends if you cast it again before its duration ends.



wi[[ing creature

E Concentration, up

You touch one wi[[ing creature, Once [Jefore the spell ends, the
target can roll a dg and add the number rolled to one ability
check of its choice. °It can roll the die before or after making the
ability check. Phe spell then ends.
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one o[ject

J
1 minute E Q)J _7—/ e ] E CInstantaneous
= O.SM =

(a pearl worth at [east 100 gp and an owl feather)

You choose one object that you must touch throughout the casting
of the spell. °If it is a magic item or some other magic-imbued
iject, you [earn its properties and how to use them, whether it
requires attunement to use, and how many charges it has, lj’
any. You learn whether any spells are affecting the item and
what they are. °If the item was created by a spell, you [earn
which spell created it. ’If you instead touch a creature
throughout the casting, you [earn what spells, 1J" any, are
currently affecting it.



G

E Concentration, up

- © S M - to 1 hour
(a bit of fur from a bloodhound)

(Describe or name a creature that is familiar to you. You sense
the direction to the creature’s location, as [ong as that creature
is within 1,000 feet of you. “If the creature is moving, you know
the direction of its movement. Qhe spell can [ocate a specific
creature known to you, or the nearest creature of a speciﬁc
kind (such as a human or a unicorn), so [ong 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 c[iﬂ"erent form, such as
Being under the eﬁects oJ‘ a po[ymorph spe[[' this spe[[ doesn't
[ocate the creature. Qhis spell can't [ocate a creature if running
water at [east 10 feet wide blocks a direct path between you and
the creature,

1000~ feet aura



G

wi[[ing creature

9
E 1 hour

o o
R (O' S' QV( =
(an ointment for the eyes that costs 25 gp: is made from mushroom
powder‘ saﬁron, and fat; and is consumed [yy the spe[[)

Ohis spell gives the willing creature you touch the ability to see
things as they actua[[\z are, Jor the duration, the creature has
truesigﬁt, notices secret doors hidden [nz magic, and can see into
the Cthereal Plane, all out to a range oj" 120 feet.



G

wi[[ing beast

E Concentration, up

to 1 hour

You touch a Wi[[ing beast. Jor the duration oj" the spell, you can
use your action to see through the beast's eyes and hear what it
ficars, and continue to do so until you use your action to return
to your normal senses.\n While perceiving through the beast's
senses, you gain the beneﬁts of any special senses possessed [ry
that creature, tﬁougﬁ you are olinded and deafened to your own
surroundings.



fami[iar [ocation

@
10 minutes E QQJ 2 ] g ] )/
= QSN =

@ focus worth at [east 100 ap. cither a Jewe[ed horn for
hearing or a glass eye for seeing)

E Concentration, up

You create an invisible sensor within range in a [ocation familiar
to you (a place you have visited or seen before) or in an obvious
(ocation that is unfami[iar to you (such as behind a door, around
a corner, or in a grove oj" trees). Qhe sensor remains in p[ace
J’or the duration, and it can'’t be attacked or otherwise interacted
with.\n “When you cast the spe[[, you choose seeing or hearing.
You can use the chosen sense through the sensor as if you were
in its space. As your action, you can switch between seeing and
hearing.\n A creature that can see the sensor (such as a
creature benefiting from see invisibility or truesight) sees a
fuminous, intangiﬁ[e orb about the size of your ﬁst.



G

You briefly become one with nature and gain knowledge of the
surrounc[ing territor\z. CIn the outdoors, the spe[[ 9ives you
knowledge of the land within 3 miles of you. “In caves and other
natural underground settings, the radius is [imited to 300 feet.
Ohe spell doesn't function where nature has been replaced by
construction, such as in c[ungeons and towns,

You instantly gain knowledge of up to three facts of your choice
about any of the following subjects as they relate to the area:

e terrain and bodies of water

° preva[ent p[ants, minerals, animals, or peop[es

° powerfu[ celestials, fey, ﬁends, elementals, or undead

e influence from other planes of existence

® buildings

oJor examp[e, you could determine the [ocation oJ‘ powerfu[
undead in the area, the [ocation of mqjor sources of safe
drinking water, and the [ocation oj" any nearby towns,



G

se[f

)
E 1 minute

You menta[[\z contact a c[emigoc[, the spirit of a [ong dead sage,
or some other mysterious entity from another plane. Contacting
this extraplanar intelligence can strain or even break your mind.
When you cast this spell, make a (DC 15 “Intelligence saving
throw. On a fai[ure, you take 6d6 psychic damage and are
insane until you ﬁnish a [ong rest. ‘While insane, you can't take
actions, can’t understand what other creatures say, can't read,
and speak on[y in gi%erish, Agveater restoration spe[[ cast on
you ends this effect.

Ona successfu[ save, you can ask the entit\z up to ﬁvc
questions. You must ask your questions before the spell ends.
Ohe PM answers each question with one word, such as “yes”,
"ho", "ma\zﬁe", "never”, "irrelevant”, or "unclear” (if the entit\z
doesn't know the answer to the question), “If a one--word
answer would be misleading, the (DM might instead offer a
short phrase as an answer.,
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Detect Bvil and Good

30-foot aura

E Concentration, up

to 10 minutes

Oor the duration, you know 1f there is an aberration, celestial,
elemental, fcy, ﬁend, or undead within 30 feet oj" you, as well as
where the creature is located, Simi[ar[«z, you know 1J" there is a
place or object within 30 feet of you that has been magically
consecrated or desecrated.,

Ohe spell can penetrate most barriers, but it is blocked [ry 1 foot
of stone, 1 inch oj" common metal, a thin sheet oj" [ead, or 3 feet of
wood or dirt,
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30-foot aura

E Concentration, up

to 10 minutes

= osM =
(a yew [eaf)

Oor the duration, you can sense the presence and [ocation oj"
poisons, poisonous creatures, and diseases within 30 feet of you.
You also identify the kind oj" poison, poisonous creature, or
disease in each case.

Ohe spell can penetrate most barriers, but it is blocked [ry 1 foot
of stone, 1 inch oj" common metal, a thin sheet oj" [ead, or 3 feet of
wood or dirt,
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creatures

E Concentration, up

to 1 minute

= 0SSN =

(a copper piece)

or the duration, you can read the thoughls of certain creatures, When you cast the spe[[ and as your
action on each turn until the spe[[ ends, you can foms your mind on any one creature that you can see within
30 J‘eet of you, C[f the creature you choose has an CInte[[igence o_f 3 or lower or doesn't speak any [anguage.
the creature is unaffected.

You initially [earn the surface thoughts of the creature-what is most on its mind in that moment. As an
action, you can cither shiﬁ your attention to another creature’s tﬁoughts or attempt to probe deeper into the
same creature’s mind, le you probe a’eeper, the target must make a Wisdom saving throw. le it 'fai[s’ you
gain insight into its reasoning (if any), its emotional state, and something that looms large in its mind (such as
something it worries over, [oves, or hates). C[f it succeeds, the spell ends. Either way, the target knows that
you are proﬁing into its mind, and unless you sﬁiﬁ your attention to another creature’s thoughts, the creature
can use its action on its turn to make an CIme[[igem::e check contested Enz your C[me[[igence check; 1]" it
succeeds, the spell ends.

Questions verba[[\z directed at the target creature natura[[\z shape the course of its tﬁougﬁts‘ so this spe[[ is
particularly effective as part of an interrogation.

You can also use this spe[[ to detect the presence of tﬁinking creatures you can't see. ‘When you cast the spe[[
or as your action during the duration, you can search for thoughts within 30 feet of you. Ghe spell can
penetrate barriers, but 2 feet of rock, 2 inches of any metal other than [ead, or a thin sheet o_f [ead blocks you.
You can't detect a creature with an Cntelligence of 3 or [ower or one that doesn't speak any language.

Once you detect the presence of a creature in this way, you can read its tﬁoughts for the rest o_f the duration
as described above, even lj" you can't see it, but it must still be within range.



G

in sight aura

E CInstantaneous

You sense the presence of any trap within range that is within
(ine of sight. Atrap’ for the purpose of this spe[[, includes
anything that would inflict a sudden or unexpected effect you
consider harmfu[ or undesirable, which was speciﬁca[[\z
intended as such 6\2 its creator. Qhus, the spe[[ would sense an
area aﬁectec[ B\Z the alarm spe[[, a 8[\th of Warcﬁng, ora
mechanical pit trap, but it would not reveal a natural weakness
in the f[oor, an unstable cei[ing, or a hidden sinkhole,

Ohis spell merely reveals that a trap is present. You don't [earn
the location oj" each trap, but you do [earn the genera[ nature of
the danger posed by a trap you sense.



G

90 feet creature
1 bonus action E E Concentration, up
& (_O = to 1 minute

You choose a creature you can see within range and mystically
mark it as your quarry, Until the spe[[ ends, you deal an extra
1d6 damage to the target whenever you hit it with a weapon
attack. and you have advantage on any Wisdom ((Perception)
or Wisdom (Survival) check you make to find it. ’If the target
drops to o hit points before this spell ends. you can use a bonus
action on a subsequent turn of yours to mark a new creature,

At Higher Jevels. When you cast this spell using a spell slot of
3rd or gth [evel, you can maintain your concentration on the
spell for up to 8 hours. When you use a spell slot of 5th [evel or
higher, you can maintain your concentration on the spe[[ J’or up
to 24 hours,



G

Sel] ) @ person/place/object

10 minutes E
& OV.SM =

(incense worth at [east 2504p, which the spell consumes, and
four ivory strips worth at [east 50 gp each)

E CInstantaneous

(Name or describe a person, p[ace, or iject. Ohe spe[[ Grings to your
mind a brief summary of the significant [ore about the thing you named.
Ohe lore might consist of current tales, forgotten stories, or even secret
[ore that has never been widely known, CIf the thing you named isn't of
[egenc[ary importance, you 5ain no infor’mation. Ohe more information
you a[reac[\z have about the thing, the more precise and detailed the
information you receive is.

Ohe information you learn is accurate but might be couched in figurative
[anguage. Jor examp[e, [f you have a mysteriou.s magic axe on hand,
the spell might yield this information: “Woe to the evildoer whose hand
touches the axe, J‘or even the haft slices the hand of the evil ones. On[y a
true Child oJ‘ Stone, lover and beloved of Moradin, may awaken the
true powers oJ‘ the axe, and on[\z with the sacred word %d‘nogg on the
lips.”



G

beast /plant

. 2 J
Haction g )J —)/ )] E CInstantaneous
O, S. 9K (a bit of fur from a 6BBdRound)

(Describe or name a specific kind of beast or plant.
Concentrating on the voice of nature in your surroundings, you
[earn the direction and distance to the closest creature or plant
of that kind within 5 miles, ',f any are present,



fami[iar oiject

E Concentration, up

to 1 hour

(a forked twig)

(Describe or name an object that is familiar to you. You sense the
direction to the iject’s (ocation, as [ang as that iject is within
1,000 feet of you. “If the object is in motion, you know the
direction of its movement,

Ohe spe[[ can [ocate a speciﬁc o[zject known to you, as [ong as
you have seen it up close-within 30 feet-at [east once.
,«[ternative[\z, the spe[[ can locate the nearest iject of a
particu[ar Kind, such as a certain kind of appare[, jewc[r\z,
J‘umiture, tool, or weapon,

Dhis spe[[ can't [ocate an iject 1J" any thickness of (ead, even a
thin sheet, blocks a direct path between you and the o[g'ect.



G

eight wi[ﬁng

9
E 1 hour

0. S, MTPteces of egg shell fromTwo different

Kinds of creatures)

You forge a telepathic [ink among up to eight willing creatures of
your choice within range, psychica[[y [inking each creature to
all the others for the duration. Creatures with Cntelligence
scores of 2 or [ess aren't affected by this spell.\n  (Intil the spell
ends, the targets can communicate te[epathica[[\z through the
bond whether or not they have a common [anguage. Hhe
communication is possib[e over any distance, though it can't
extend to other planes of existence.



G

Sel creature

10 minutes E
= O8N =

(a foms worth at [east 1,000 gp. such as a cr\zsta[ ball, a
silver mirror, or a font ﬁ[[ed with ho[\z ‘water)

E Concentration, up

You can see and hear a particular creature you choose that is on the same plane of existence as you. Ghe
target must make a Wisdom saving throw, which is mocﬁﬁed ﬁy fhow well you know the target and the sort of
physica[ connection you have to it. le a target knows \Zou're casting this spe[[‘ it can _fai[ the saving throw
voluntarily if it wants to be observed.

- (IQ,ow[edge / Save %cﬁﬁer

- Secondhand (you have heard of the target) / +5

- Orirsthand (you have met the target) / +o

- Oramiliar (you know the target well) / -5

- Connection / Save f)V(odiﬁer

- ikeness or picture / -2

- ﬂ)ossession or garment /-4

- @ody part, fock of hair, bit of nail, or the like / -10

On a successful save. the target isn't affected. and you can't use this spell against it again for 24 hours.

On a failed save. the spell creates an invisible sensor within 10 feet of the target. You can see and hear through
the sensor as lj" you were there. G)he sensor moves with the target, remaining within 10 feet of it for the
duration. A creature that can see invisible objects sees the sensor as a [uminous orb about the size of your fist.
CUInstead of targeting a creature. you can choose a [ocation you have seen before as the target of this spefl.
When you do, the sensor appears al that location and doesn’t move,



& DS NM =
(a pinch of tale and a small sprinkling ofpowdered
silver)

Oor the duration, you see invisible creatures and o[g’ects as 1f
the\z were visible, and you can see into the Cthereal Plane.
Cthereal creatures and objects appear 5host[\2 and translucent,



G

@ self

You gain the ability to comprehend and verbally communicate
with beasts for the duration. Phe knowledge and awareness of
many beasts is [imited [ry their inte[[igence, but at minimum,
beasts can give you information about nearby locations and
monsters, inc[uc[ing 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 PDMs discretion.



G

creature

(a small clay model of a ziggurat)

Ohis spell grants the creature you touch the ability to
understand any spoken [anguage it hears. (Moreover, when the
target speaks, any creature that knows at [east one [anguage and
can hear the target understands what it says.



®
E Concentration, up

to 1 round

You extend your hand and point a finger at a target in range.
Your magic grants you a brief insight into the target's defenses.
On your next turn, you gain advantage on your ﬁrst attack roll
against the target, provided that this spell hasn't ended.



G

300x300x50 foot wall

(0
<> J
2 2 ) > ] E Concentration, up
& Q. S — to 6 rounds

A wall of water springs into existence at a point you choose within range.
You can make the wall up to 300 feel ong, 300 feet figh, and 5o feet thick.
Ohe wall [asts for the duration.

When the wall appears, each creature within its area must make a Strengtﬁ
saving throw. On a fai[ed save, a creature takes 6d10 [J[udgeoning c[amage,
or half as much damage on a successful save.

At the start of each of your turns aﬁer the wall appears, the wall, a[ong with
any creatures in it, moves 50 feet away ﬁ*om you. Any Huge or smaller
creature inside the wall or whose space the wall enters when it moves must
succeed on a Strength saving throw or take 5dio bludgeoning damage. A
creature can take this damage on[y once per round. At the end of the turn,
the wall’s heigﬁt is reduced By 50 feet‘ and the damage creatures take from
the spell on subsequent rounds is reduced by 1dio. When the wall reaches o
feet in height, the spell ends.

A creature caught in the wall can move by swimming. (Because of the force
oJ" the wave, tﬁough, the creature must make a successfu[ Strength
(Athletics) check against your spell save (DC in order to move at al°[. If it
fai[s the check, it can't move, A creature that moves out of the area faCI[s to
the ground.



