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GUIDANCE

cantrip divination

Casting Time: 1 action

Range: Touch

Target: One willing creature

Components: V5

Duration: Concentration, Up to 1 minute

Classes: Artificer, Clerie, Druid

You touch one willing creature. Onee before the spell ends, the target can roll a d4 and add the number
rolled to one ability check of its choice. It can roll the die before or after making the ability check. The spell
then ends.
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PoI1soN SpPrAy
cantrip conjuration
Casting Time: 1 action
Range: 10 feet

Target: A creature you can see within range

Components: V5§

Duration: Instantaneous

Classes: Artificer, Druid, Sorcerer, Warlock, Wizard

You extend your hand toward a ereature you can see within range and projeet a puff of noxious gas from
your palm. The ereature must sucesed on a Constitution saving throw or take 1d12 poison damage.
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SHILLELAGH

cantrip transmutation

Casting Time: 1 bonus action

Range: Touch

Target: The wood of a club or quarterstaff you are holding

Components: V5 M (Mistletoe, a shamrock leaf, and a club or quarterstaff)

Duration: 1 minute

Classes: Druid

The woed of a club or quarterstaff you are holding is imbued with nature’s power. For the duration, you can
use your spellcasting ability instead of Strength for the attack and damage rolls of melee attacks using that
weapon, and the weapon’s damage die becomes a d8. The weapon also becomes magical, if it isn’t already.
The spell ends if you cast it again or if you let go of the weapon.
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CurE WounDs

1st level evocation

Casting Time: 1 action
Range: Touch

Target: A creature you touch
Components: VS
Duration: Instantaneous
Classes: Artificer, Bard, Clerie, Druid, Paladin, Ranger

A ereature you touch regains a number of hit points equal to 1d8 + your spellcasting ability modifier. This
spell has no effect on undead or constructs.

At Higher Levels: When you cast this spell using a spell slot of 2nd level or higher, the Healing increases
by 1d8 for each slot level above 1st.

ENTANGLE

1st level conjuration

Casting Time: 1 action

Range: go feet

Target: A point within range
Components: V5

Duration: Concentration, Up to 1 minute
Classes: Druid

Grasping weeds and vines sprout from the ground in a 20-foot square starting from a point within range.
For the duration, these plants turn the ground in the area into diffieult terrain.

A creature in the area when you cast the spell must succeed on a Strength saving throw or be restrained by
the entangling plants until the spell ends. A creature restrained by the plants can use its action to make a
Strength checlk against your spell save DC. On a success, it frees itself.

When the spell ends, the conjured plants wilt away.




THUNDERWAVE

ist level evocation

Casting Time: 1 action

Range: Self (15-foot cube)

Target: Self (15-foot cube)
Components: VS

Duration: Instantaneous

Classes: Bard, Druid, Sorcerer, Wizard
A wave of thunderous force sweeps out from you. Each creature in a 15-foot cube originating from you must
make a Constitution saving throw. On a failed save, a ereature takes 2d8 thunder damage and is pushed 10
feet away from you. On a suceessful save, the ereature takes half as much damage and isn’t pushed. In
addition, unsecured objects that are completely within the area of effect are automatically pushed 10 feet
away from you by the spell’s effect, and the spell emits a thunderous boom audible out to 300 feet.

At Higher Levels: When you east this spell using a spell slot of 2nd level or higher, the damage increases
by 1d8 for each slot level above 1st.

BARKSKIN

2nd level transmutation

Casting Time: 1 action

Range: Touch

Target: A willing ereature

Components: VS M (A handful of oak bark)

Duration: Coneentration, Up to 1 hour

Classes: Druid, Ranger

You touch a willing ereature. Until the spell ends, the target’s skin has a rough, bark-like appearanee, and
the target’s AC can’t be less than 16, regardless of what kind of armor it is wearing,.
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HorLb PERSON
ond level enchantment

Casting Time: 1 action

Range: 60 feet

Target: A humanoeid that you can see within range

Components: VS M (A small, straight piece of iron)

Duration: Concentration, Up to 1 minute

Classes: Bard, Cleric, Druid, Sorcerer, Warlock, Wizard

Choose a humanoid that you can see within range. The target must succeed on a Wisdom saving throw or
be paralyzed for the duration. At the end of each of its turns, the target can make another Wisdom saving
throw. On a suceess, the spell ends on the target.

At Higher Levels: When you east this spell using a spell slot of 3rd level or higher, you can target on
additional humanoid for each slot level above 2nd. The humanoids must be within 30 feet of each other

when you target them.
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Pass WitHout TRACE

2nd level abjuration
Casting Time: 1 action
Range: Self

Target: Self
Components: VS M (Ashes from a burned leaf of mistletoe and a sprig of spruce)

Duration: Coneentration, Up to 1 hour

Classes: Druid, Ranger

A veil of shadows and silence radiates from you, masking you and your companions from deteetion. For the
duration, each creature you choose within 30 feet of you (including you) has a +10 bonus to Dexterity
(Stealth) checks and can’t be tracked except by magical means. A creature that receives this bonus leaves
behind no tracks or other traces of its passage.
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MzeLDp INTO STONE

3rd level transmutation (ritual)

Casting Time: 1 action

Range: Touch

Target: A stone object or surface large enough to fully contain your body

Components: V5

Duration: 8 hours

Classes: Clerie, Druid

You step into a stone object or surface large encugh to fully contain your body, melding yourself and all the
equipment you carry with the stone for the duration. Using your movement, you step into the stone at a
point you can touch. Nothing of your presence remains visible or otherwise detectable by nonmagieal
senses.

While merged with the stone, you ean’t see what oecurs outside it, and any Wisdom (Perception) cheeks you
make to hear sounds outside it are made with disadvantage. You remain aware of the passage of time and
can cast spells on yourself while merged in the stone. You ean use your movement to leave the stone where
you entered it, which ends the spell. You otherwise can’t move.

Minor physical damage to the stone doesn’t harm you, but its partial destruetion or a change in its shape (to
the extent that you no longer fit within it) expels you and deals 6d6 bludgeoning damage to vou. The stone’s
complete destruetion (or transmutation into a different substance) expels you and deals 50 bludgeoning
damage to you. If expelled, yvou fall prone in an unoccupied space closest to where you first entered.
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ProT1ECTION FROM ENERGY

2rd level abjuration

Casting Time: 1 action

Range: Touch

Target: The willing ereature you touch

Components: V5

Duration: Coneentration, Up to 1 hour

Classes: Artificer, Clerie, Druid, Ranger, Sorcerer, Wizard

For the duration, the willing creature you touch has resistance to one damage type of your choice: acid,
cold, fire, lightning, or thunder.




BrowN BEAR
Large beast, unaligned

Armor Class 11
Hit Points 22 (3dio + 6)
Speed 40 ft., Climb 30 ft.

STR DEX CON INT
17 (3) 12 (1) 15 (2) 2 (-4)

WIS
13 (1)

CHA
7(-2)

Saving Throws Str +3, Dex +1, Con +2, Int -4, Wis +1, Cha -2

Skills Perception +3

Senses Darkvision 60 ft., passive Perception 13
Languages None

Challenge 1 (200 XP)

ACTIONS

Multiattack. The bear makes one Bite attack and one Claw attack.

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: (1d8 + 3) Piercing damage.

Clawo. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: (1d4 + 3) Slashing damage. The target

has the Prone condition if it is Huge or smaller.

DiIre WoLF

Large beast, unaligned

Armor Class 14

Hit Points 22 (3di0 + 6)

Speed 50 ft.
STR DEX CON INT WIS CHA
1A 15 (0. 15(2)  3EIRERIo(1) 7 (-2)

Saving Throws Sir +3, Dex +2, Con +2, Int -4, Wis +1, Cha -2

Skills Perception +5, Stealth +4

Senses Darkvision 60 ft., passive Perception 15
Languages None

Challenge 1 (200 XP)

Pack Tacties. The wolf has Advantage on an attack roll against a creature if at least one of the wolf's allies
is within 5 feet of the creature and the ally doesn't have the Incapacitated condition.

ACTIONS

Bite. Melee Weapon Attack: +5 to hit, reach g5 ft., one target. Hit: (1dio + 3) Piercing damage. The target

has the Prone condition if it is Huge or smaller.
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GianT HYENA
Large beast, unaligned

Armor Class 12
Hit Points 45 (6d10+12)
Speed 50 ft.
STR DEX CON INT WIS CHA
16 (+3) 14 (+2) 14 (+2) 2(-4) 12 (+1) 7 (-2)
Skills Perception +3
Senses passive Perception 13
Challenge 1 (200 XP)

Rampage. When the hyena reduces a creature to 0 hit points with a melee attack on its turn, the hyena
can take a bonus action to move up to half its speed and make a bite attack.

AcCTIONS
Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: (2d6 + 3) piercing damage.
= = = - ——— — = =
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(GIANT SPIDER
Large beast, unaligned

e — =
Armor Class 14

Hit Points 26 (4d10 + 4)
Speed 20 ft., Climb 30 ft.

STR DEX CON INT WIS CHA
14 (2) 16 (3) 12 (1) 2(-4) 11 (0) 4(-3)

[
Saving Throws Str +2, Dex +3, Con +1, Int -4, Wis +0, Cha -3
Skills Perception +4, Stealth +7

Senses Darkvision 60 ft., passive Perception 14

Languages None
Challenge 1 (200 XP)
E———
Spider Climb. The spider can climb difficult surfaces, including along ceilings, without needing to make
an ability checlk.

Web Walker. The spider ignores movement restrictions caused by webs, and it knows the location of any
other creature in contact with the same web.
AcTIONS

Bite. Melee Weapon Artack: +5 to hit, reach 5 fi., one target. Hit: (1d8 + 3) Piercing damage plus
(2d6)Poison damage.

Web (Recharge 5—6). *Dexterity Saving Throw*: DC 13, one creature the spider can see within 60 feet.
*Failure®: The target has the Restrained condition until the web is destroyed (AC 10; HP 5; Vulnerability to
Fire damage; Immunity to Poison and Psychiec damage).




TIGER
Large beast, unaligned
Armor Class 13
Hit Points 22 (3dio + 6)
Speed 40 fi.
STR DEX CON INT WIS CHA
17 (3) 16 (3) 14 (2) 3(-4) 12 (1) 8 (-1)

Saving Throws Sir +3, Dex +3, Con +2, Int -4, Wis +1, Cha -1

Skills Perception +3, Stealth +7

Senses Darkvision 60 ft., passive Perception 13

Languages None
Challenge 1 (200 XP)

ACTIONS

Multiattack. The tiger makes one Pounce attack and uses Prowl.

Pounce. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: (1d6 + 3) Slashing damage. If the
tiger had Advantage on the attack roll, the target takes an extra 3 (or 1d6 (1d6)) Slashing damage and, ifitis

Huge or smaller, has the Prone condition.

Prowl. The tiger moves up to half its Speed without provoking Opportunity Attacks. At the end of this
movement, the tiger ean take the Hide action.
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