
Aid
March 6, 2023

Your spell bolsters your allies with toughness and resolve.
Choose up to three creatures within range. Each target’s hit
point maximum and current hit points increase by 5 for the
duration.
At Higher Levels. When you cast this spell using a spell slot of
3rd  level  or  higher,  a  target’s  hit  points  increase  by  an
additional 5 for each slot level above 2nd.

Banishment
March 6, 2023

You attempt to send one creature that you can see within range
to another plane of existence. The target must succeed on a
Charisma saving throw or be banished.
If the target is native to the plane of existence you’re on, you
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banish the target to a harmless demiplane. While there, the
target is incapacitated. The target remains there until the
spell ends, at which point the target reappears in the space it
left  or  in  the  nearest  unoccupied  space  if  that  space  is
occupied.

If the target is native to a different plane of existence than
the one you’re on, the target is banished with a faint popping
noise, returning to its home plane. If the spell ends before 1
minute has passed, the target reappears in the space it left or
in  the  nearest  unoccupied  space  if  that  space  is  occupied.
Otherwise, the target doesn’t return.

At Higher Levels. When you cast this spell using a spell slot of
5th level or higher, you can target one additional creature for
each slot level above 4th.

Bless
March 6, 2023

You bless up to three creatures of your choice within range.
Whenever a target makes an attack roll or a saving throw before
the spell ends, the target can roll a d4 and add the number
rolled to the attack roll or saving throw.
At Higher Levels. When you cast this spell using a spell slot of
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2nd level or higher, you can target one additional creature for
each slot level above 1st.

Branding Smite
March 6, 2023

The next time you hit a creature with a weapon attack before
this spell ends, the weapon gleams with astral radiance as you
strike. The attack deals an extra 2d6 radiant damage to the
target, which becomes visible if it’s invisible, and the target
sheds dim light in a 5-foot radius and can’t become invisible
until the spell ends.
At Higher Levels. When you cast this spell using a spell slot of
3rd level or higher, the extra damage increases by 1d6 for each
slot level above 2nd.

Command
March 6, 2023
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You speak a one-word command to a creature you can see within
range. The target must succeed on a Wisdom saving throw or
follow the command on its next turn. The spell has no effect if
the target is undead, if it doesn’t understand your language, or
if your command is directly harmful to it.
Some typical commands and their effects follow. You might issue
a command other than one described here. If you do so, the GM
determines how the target behaves. If the target can’t follow
your command, the spell ends.

Approach. The target moves toward you by the shortest and most
direct route, ending its turn if it moves within 5 feet of you.

Drop. The target drops whatever it is holding and then ends its
turn.

Flee. The target spends its turn moving away from you by the
fastest available means.

Grovel. The target falls prone and then ends its turn.

Halt. The target doesn’t move and takes no actions.

A flying creature stays aloft, provided that it is able to do
so. If it must move to stay aloft, it flies the minimum distance
needed to remain in the air.

At Higher Levels. When you cast this spell using a spell slot of
2nd level or higher, you can affect one additional creature for
each slot level above 1st. The creatures must be within 30 feet
of each other when you target them.



Create Food and Water
March 6, 2023

You create 45 pounds of food and 30 gallons of water on the
ground or in containers within range, enough to sustain up to
fifteen humanoids or five steeds for 24 hours. The food is bland
but nourishing, and spoils if uneaten after 24 hours. The water
is clean and doesn’t go bad.

Death Ward
March 6, 2023

You touch a creature and grant it a measure of protection from
death.
The first time the target would drop to 0 hit points as a result
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of taking damage, the target instead drops to 1 hit point, and
the spell ends.

If the spell is still in effect when the target is subjected to
an effect that would kill it instantaneously without dealing
damage, that effect is instead negated against the target, and
the spell ends.

Daylight
March 6, 2023

A 60-foot radius 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.
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Detect Evil and Good
March 6, 2023

For the duration, you know if there is an aberration, celestial,
elemental, fey, fiend, or undead within 30 feet of you, as well
as where the creature is located. Similarly, you know if there
is a place or object within 30 feet of you that has been
magically consecrated or desecrated.
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.

Detect Magic
March 6, 2023
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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.


