
Shield of Faith
March 6, 2023

A shimmering field appears and surrounds a creature of your
choice within range, granting it a +2 bonus to AC for the
duration.

Shield
March 6, 2023

An invisible barrier of magical force appears and protects you.
Until the start of your next turn, you have a +5 bonus to AC,
including against the triggering attack, and you take no damage
from Magic Missile .

https://wyrmworkspublishing.com/lair/basic-rules/spellcasting/shield-of-faith/
https://wyrmworkspublishing.com/lair/basic-rules/spellcasting/shield/
https://wyrmworkspublishing.com/lair/basic-rules/spellcasting/magic-missile/


Simulacrum
March 6, 2023

You shape an illusory duplicate of one beast or humanoid that is
within range for the entire casting time of the spell. The
duplicate is a creature, partially real and formed from ice or
snow, and it can take actions and otherwise be affected as a
normal creature. It appears to be the same as the original, but
it has half the creature’s hit point maximum and is formed
without any equipment. Otherwise, the illusion uses all the
statistics of the creature it duplicates, except that it is a
construct.
The simulacrum is friendly to you and creatures you designate.
It obeys your spoken commands, moving and acting in accordance
with  your  wishes  and  acting  on  your  turn  in  combat.  The
simulacrum lacks the ability to learn or become more powerful,
so it never increases its level or other abilities, nor can it
regain expended spell slots.

If the simulacrum is damaged, you can repair it in an alchemical
laboratory, using rare herbs and minerals worth 100 gp per hit
point it regains. The simulacrum lasts until it drops to 0 hit
points, at which point it reverts to snow and melts instantly.

If you cast this spell again, any currently active duplicates
you created with this spell are instantly destroyed.

https://wyrmworkspublishing.com/lair/basic-rules/spellcasting/simulacrum/


Sleet Storm
March 6, 2023

Until the spell ends, freezing rain and sleet fall in a 20-foot
tall cylinder with a 40-foot 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  starts  its  turn  in  the  spell’s  area  and  is
concentrating on a spell, the creature must make a successful
Constitution saving throw against your spell save DC or lose
concentration.

Slow
March 6, 2023

https://wyrmworkspublishing.com/lair/basic-rules/spellcasting/sleet-storm/
https://wyrmworkspublishing.com/lair/basic-rules/spellcasting/slow/


You alter time around up to six creatures of your choice in a
40-foot cube within range. Each target must succeed on a Wisdom
saving throw or be affected by this spell for the duration.
An affected target’s speed is halved, it takes a -2 penalty to
AC and Dexterity saving throws, and it can’t use reactions. On
its turn, it can use either an action or a bonus action, not
both. Regardless of the creature’s abilities or magic items, it
can’t make more than one melee or ranged attack during its turn.

If the creature attempts to cast a spell with a casting time of
1 action, roll a d20. On an 11 or higher, the spell doesn’t take
effect until the creature’s next turn, and the creature must use
its action on that turn to complete the spell. If it can’t, the
spell is wasted.

A creature affected by this spell makes another Wisdom saving
throw at the end of each of its turns. On a successful save, the
effect ends for it.

Sleep
March 6, 2023

https://wyrmworkspublishing.com/lair/basic-rules/spellcasting/sleep/


This spell sends creatures into a magical slumber. Roll 5d8; the
total is how many hit points of creatures this spell can affect.
Creatures within 20 feet of a point you choose within range are
affected  in  ascending  order  of  their  current  hit  points
(ignoring  unconscious  creatures).
Starting  with  the  creature  that  has  the  lowest  current  hit
points, each creature affected by this spell falls unconscious
until the spell ends, the sleeper takes damage, or someone uses
an action to shake or slap the sleeper awake. Subtract each
creature’s hit points from the total before moving on to the
creature  with  the  next  lowest  hit  points.  A  creature’s  hit
points must be equal to or less than the remaining total for
that creature to be affected.

Undead and creatures immune to being charmed aren’t affected by
this spell.

At Higher Levels. When you cast this spell using a spell slot of
2nd level or higher, roll an additional 2d8 for each slot level
above 1st.

Silent Image
March 6, 2023

https://wyrmworkspublishing.com/lair/basic-rules/spellcasting/silent-image/


You create the image of an object, a creature, or some other
visible phenomenon that is no larger than a 15-foot cube. The
image appears at a spot within range and lasts for the duration.
The  image  is  purely  visual;  it  isn’t  accompanied  by  sound,
smell, or other sensory effects.
You can use your action to cause the image to move to any spot
within range. As the image changes location, you can alter its
appearance so that its movements appear natural for the image.
For example, if you create an image of a creature and move it,
you can alter the image so that it appears to be walking.

Physical  interaction  with  the  image  reveals  it  to  be  an
illusion, because things can pass through it. A creature that
uses its action to examine the image can determine that it is an
illusion with a successful Intelligence (Investigation) check
against your spell save DC. If a creature discerns the illusion
for what it is, the creature can see through the image.

Spider Climb
March 6, 2023

https://wyrmworkspublishing.com/lair/basic-rules/spellcasting/spider-climb/


Until the spell ends, one willing creature you touch gains the
ability  to  move  up,  down,  and  across  vertical  surfaces  and
upside down along ceilings, while leaving its hands free. The
target also gains a climbing speed equal to its walking speed.

Speak with Animals
March 6, 2023

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 GM’s discretion.

https://wyrmworkspublishing.com/lair/basic-rules/spellcasting/speak-with-animals/


Speak with Dead
March 6, 2023

You grant the semblance of life and intelligence to a corpse of
your choice within range, allowing it to answer the questions
you pose. The corpse must still have a mouth and can’t be
undead. The spell fails if the corpse was the target of this
spell within the last 10 days.
Until  the  spell  ends,  you  can  ask  the  corpse  up  to  five
questions. The corpse knows only what it knew in life, including
the languages it knew. Answers are usually brief, cryptic, or
repetitive, and the corpse is under no compulsion to offer a
truthful answer if you are hostile to it or it recognizes you as
an enemy. This spell doesn’t return the creature’s soul to its
body, only its animating spirit. Thus, the corpse can’t learn
new information, doesn’t comprehend anything that has happened
since it died, and can’t speculate about future events.

https://wyrmworkspublishing.com/lair/basic-rules/spellcasting/speak-with-dead/

