
See Invisibility
March 6, 2023

For the duration, you see invisible creatures and objects as if
they were visible, and you can see into the Ethereal Plane.
Ethereal creatures and objects appear ghostly and translucent.

Seeming
March 6, 2023

This spell allows you to change the appearance of any number of
creatures that you can see within range. You give each target
you choose a new, illusory appearance. An unwilling target can
make  a  Charisma  saving  throw,  and  if  it  succeeds,  it  is
unaffected  by  this  spell.
The spell disguises physical appearance as well as clothing,
armor, weapons, and equipment. You can make each creature seem 1
foot shorter or taller and appear thin, fat, or in between. You
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can’t change a target’s body type, so you must choose a form
that has the same basic arrangement of limbs. Otherwise, the
extent of the illusion is up to you. The spell lasts for the
duration, unless you use your action to dismiss it sooner.

The changes wrought by this spell fail to hold up to physical
inspection. For example, if you use this spell to add a hat to a
creature’s outfit, objects pass through the hat, and anyone who
touches it would feel nothing or would feel the creature’s head
and hair. If you use this spell to appear thinner than you are,
the hand of someone who reaches out to touch you would bump into
you while it was seemingly still in midair.

A creature can use its action to inspect a target and make an
Intelligence (Investigation) check against your spell save DC.
If it succeeds, it becomes aware that the target is disguised.

Shatter
March 6, 2023

A sudden loud ringing noise, painfully intense, erupts from a
point of your choice within range. Each creature in a 10-foot
radius sphere centered on that point must make a Constitution
saving throw. A creature takes 3d8 thunder damage on a failed
save, or half as much damage on a successful one. A creature
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made of inorganic material such as stone, crystal, or metal has
disadvantage on this saving throw.
A nonmagical object that isn’t being worn or carried also takes
the damage if it’s in the spell’s area.

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.

Shocking Grasp
March 6, 2023

Lightning  springs  from  your  hand  to  deliver  a  shock  to  a
creature you try to touch. Make a melee spell attack against the
target. You have advantage on the attack roll if the target is
wearing armor made of metal. On a hit, the target takes 1d8
lightning damage, and it can’t take reactions until the start of
its next turn.
The spell’s damage increases by 1d8 when you reach 5th level
(2d8), 11th level (3d8), and 17th level (4d8).
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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 .

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
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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

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.
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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

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
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2nd level or higher, roll an additional 2d8 for each slot level
above 1st.

Silent Image
March 6, 2023

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.
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Spider Climb
March 6, 2023

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.
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