
Detect Poison and Disease
March 6, 2023

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

Dispel Evil and Good
March 6, 2023

Shimmering energy surrounds and protects you from fey, undead,
and creatures originating from beyond the Material Plane. For
the duration, celestials, elementals, fey, fiends, and undead
have disadvantage on attack rolls against you.
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You can end the spell early by using either of the following
special functions.

Break Enchantment. As your action, you touch a creature you can
reach that is charmed, frightened, or possessed by a celestial,
an elemental, a fey, a fiend, or an undead. The creature you
touch is no longer charmed, frightened, or possessed by such
creatures.

Dismissal. As your action, make a melee spell attack against a
celestial, an elemental, a fey, a fiend, or an undead you can
reach. On a hit, you attempt to drive the creature back to its
home plane. The creature must succeed on a Charisma saving throw
or be sent back to its home plane (if it isn’t there already).
If they aren’t on their home plane, undead are sent to the
Shadowfell, and fey are sent to the Feywild.

Dispel Magic
March 6, 2023

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.
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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.

Divine Favor
March 6, 2023

Your prayer empowers you with divine radiance. Until the spell
ends, your weapon attacks deal an extra 1d4 radiant damage on a
hit.

Find Steed
March 6, 2023
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You  summon  a  spirit  that  assumes  the  form  of  an  unusually
intelligent, strong, and loyal steed, creating a long-lasting
bond with it. Appearing in an unoccupied space within range, the
steed takes on a form that you choose: a warhorse, a pony, a
camel, an elk, or a mastiff. (Your GM might allow other animals
to be summoned as steeds.) The steed has the statistics of the
chosen form, though it is a celestial, fey, or fiend (your
choice) instead of its normal type. Additionally, if your steed
has an Intelligence of 5 or less, its Intelligence becomes 6,
and it gains the ability to understand one language of your
choice that you speak.
Your steed serves you as a mount, both in combat and out, and
you have an instinctive bond with it that allows you to fight as
a seamless unit. While mounted on your steed, you can make any
spell you cast that targets only you also target your steed.

When the steed drops to 0 hit points, it disappears, leaving
behind no physical form. You can also dismiss your steed at any
time as an action, causing it to disappear. In either case,
casting this spell again summons the same steed, restored to its
hit point maximum.

While your steed is within 1 mile of you, you can communicate
with each other telepathically.

You can’t have more than one steed bonded by this spell at a
time. As an action, you can release the steed from its bond at
any time, causing it to disappear.



Geas
March 6, 2023

You place a magical command on a creature that you can see
within range, forcing it to carry out some service or refrain
from some action or course of activity as you decide. If the
creature can understand you, it must succeed on a Wisdom saving
throw or become charmed by you for the duration. While the
creature is charmed by you, it takes 5d10 psychic damage each
time it acts in a manner directly counter to your instructions,
but no more than once each day. A creature that can’t understand
you is unaffected by the spell.
You can issue any command you choose, short of an activity that
would  result  in  certain  death.  Should  you  issue  a  suicidal
command, the spell ends.

You can end the spell early by using an action to dismiss it. A
wish spell also ends it.

At Higher Levels. When you cast this spell using a spell slot of
7th or 8th level, the duration is 1 year. When you cast this
spell using a spell slot of 9th level, the spell lasts until it
is ended by one of the spells mentioned above.
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Heroism
March 6, 2023

A willing creature you touch is imbued with bravery. Until the
spell ends, the creature is immune to being frightened and gains
temporary hit points equal to your spellcasting ability modifier
at the start of each of its turns. When the spell ends, the
target loses any remaining temporary hit points from this spell.
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.

Lesser Restoration
March 6, 2023

You touch a creature and can end either one disease or one
condition afflicting it. The condition can be blinded, deafened,
paralyzed, or poisoned.
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Locate Object
March 6, 2023

Describe or name an object that is familiar to you. You sense
the direction to the object’s location, as long as that object
is within 1,000 feet of you. If the object is in motion, you
know the direction of its movement.
The spell can locate a specific object known to you, as long as
you  have  seen  it  up  close-within  30  feet-at  least  once.
Alternatively, the spell can locate the nearest object of a
particular kind, such as a certain kind of apparel, jewelry,
furniture, tool, or weapon.

This spell can’t locate an object if any thickness of lead, even
a thin sheet, blocks a direct path between you and the object.

Locate Creature
March 6, 2023
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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.
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