Winklebert’s Spells
CANTRIPS

Light
Level: Cantrip
Casting time: 1 Action
Range: Touch
Components: V, M (a firefly or phosphorescent moss)
Duration: 1 hour
You touch one object that is no larger than 10 feet in any dimension. Until the spell ends, the object
sheds bright light in a 20-foot radius and dim light for an additional 20 feet. The light can be colored
as you like. Completely covering the object with something opaque blocks the light. The spell ends if
you cast it again or dismiss it as an action.
If you target an object held or worn by a hostile creature, that creature must succeed on a Dexterity
saving throw to avoid the spell.

Resistance
Abjuration
Level: Cantrip
Casting time: 1 Action
Range: Touch
Components: V, S, M (a miniature cloak)
Duration: Concentration, up to 1 minute
You touch one willing creature. Once before the spell ends, the target can roll a d4 and add the
number rolled to one saving throw of its choice. It can roll the die before or after the saving throw.
The spell then ends.
Guidance
Divination
Level: Cantrip
Casting time: 1 Action
Range: Touch
Components: V, S
Duration: Concentration, up to 1 minute
You touch one willing creature. Once 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.

Word of Radiance
A spell from Xanathar's Guide To Everything
Evocation
Level: Cantrip
Casting time: 1 Action
Range: 5 feet
Components: V, M (a holy symbol)
Duration: Instantaneous
You utter a divine word, and burning radiance erupts from you. Each creature of your choice that
you can see within range must succeed on a Constitution saving throw or take 1d6 radiant damage.
The spell’s damage increases by 1d6 when you reach 5th level (2d6), 11th level (3d6), and 17th level
(4d6).

LEVEL1

Bane
Level: 1
Casting time: 1 Action
Range: 30 feet
Components: V, S, M (A drop of blood)
Duration: Concentration, up to 1 minute
Up to three creatures of your choice that you can see within range must make Charisma saving
throws. Whenever a target that fails this saving throw makes an attack roll or a saving throw before
the spell ends, the target must roll a d4 and subtract the number rolled from the attack roll or saving
throw.
At higher level
When you cast this spell using a spelslot of 2nd level or higher, you can target one aditional creature
for each slot level above 1st.

Bless
Enchantment
Level: 1
Casting time: 1 Action
Range: 30 feet
Components: V, S, M (a sprinkling of holy water)
Duration: Concentration, up to 1 minute
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 level
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.

Command
Enchantment
Level: 1
Casting time: 1 Action
Range: 60 feet
Components: V
Duration: 1 round
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 DM 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 level
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 or Destroy Water
Transmutation
Level: 1
Casting time: 1 Action
Range: 30 feet
Components: V, S, M (a drop of water if creating water or a few grains of sand if destroying it)
Duration: Instantaneous
You either create or destroy water.
Create Water
You create up to 10 gallons of clean water within range in an open container. Alternatively, the
water falls as rain in a 30-foot cube within range, extinguishing exposed flames in the area.
Destroy Water

You destroy up to 10 gallons of water in an open container within range. Alternatively, you destroy
fog in a 30-foot cube within range.
At higher level
When you cast this spell using a spell slot of 2nd level or higher, you create or destroy 10 additional
gallons of water, or the size of the cube increases by 5 feet, for each slot level above 1st.
Cure Wounds
Evocation
Level: 1
Casting time: 1 Action
Range: Touch
Components: V, S
Duration: Instantaneous
A creature 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 level
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.

Detect Evil and Good
Divination
Level: 1
Casting time: 1 Action
Range: Self
Components: V, S
Duration: Concentration, up to 10 minutes
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 (Ritual)
Divination
Level: 1
Casting time: 1 Action
Range: Self
Components: V, S
Duration: Concentration, up to 10 minutes

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 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 Poison and Disease (Ritual)
Divination
Level: 1
Casting time: 1 Action
Range: Self
Components: V, S, M (a yew leaf)
Duration: Concentration, up to 10 minutes
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 is blocked by 1 foot of stone, 1 inch of common metal, a
thin sheet of lead, or 3 feet of wood or dirt.

Guiding Bolt
Evocation
Level: 1
Casting time: 1 Action
Range: 120 feet
Components: V, S
Duration: 1 round
A flash of light streaks toward a creature of your choice within range.
Make a ranged spell attack against the target. On a hit, the target takes 4d6 radiant damage, and the
next attack roll made against this target before the end of your next turn has advantage, thanks to
the mystical dim light glittering on the target until then.
At higher level
When you cast this spell using a spell slot of 2nd level or higher, the damage increases by 1d6 for
each slot level above 1st.

Healing Word
Evocation
Level: 1
Casting time: 1 Bonus Action

Range: 60 feet
Components: V
Duration: Instantaneous
A creature of your choice that you can see within range regains hit points equal to 1d4 + your
spellcasting ability modifier.
This spell has no effect on undead or constructs.
At higher level
When you cast this spell using a spell slot of 2nd level or higher, the healing increases by 1d4 for
each slot level above 1st.

Inflict Wounds
Necromancy
Level: 1
Casting time: 1 Action
Range: Touch
Components: V, S
Duration: Instantaneous
Make a melee spell attack against a creature you can reach. On a hit, the target takes 3d10 necrotic
damage.
At higher level
When you cast this spell using a spell slot of 2nd level or higher, the damage increases by 1d10 for
each slot level above 1st.

Protection from Evil and Good
Abjuration
Level: 1
Casting time: 1 Action
Range: Touch
Components: V, S, M (holy water or powdered silver and iron, which the spell consumes)
Duration: Concentration, up to 10 minutes
Until the spell ends, one willing creature you touch is protected against certain types of creatures:
aberrations, celestials, elementals, fey, fiends, and undead.
The protection grants several benefits. Creatures of those types have disadvantage on attack rolls
against the target. The target also can’t be charmed, frightened, or possessed by them. If the target
is already charmed, frightened, or possessed by such a creature, the target has advantage on any
new saving throw against the relevant effect.

Purify Food and Drink (Ritual)
Transmutation
Level: 1
Casting time: 1 Action
Range: 10 feet
Components: V, S
Duration: Instantaneous
All nonmagical food and drink within a 5-foot-radius sphere centered on a point of your choice
within range is purified and rendered free of poison and disease.

Sanctuary
Abjuration
Level: 1
Casting time: 1 Bonus Action
Range: 30 feet
Components: V, S, M (a small silver mirror)
Duration: 1 minute
You ward a creature within range against attack.
Until the spell ends, any creature who targets the warded creature with an attack or a harmful spell
must first make a Wisdom saving throw. On a failed save, the creature must choose a new target or
lose the attack or spell. This spell doesn’t protect the warded creature from area effects, such as the
explosion of a fireball.
If the warded creature makes an attack or casts a spell that affects an enemy creature, this spell
ends.

Shield of Faith
Abjuration
Level: 1
Casting time: 1 Bonus Action
Range: 60 feet
Components: V, S, M (a small parchment with a bit of holy text written on it)
Duration: Concentration, up to 10 minutes
A shimmering field appears and surrounds a creature of your choice within range, granting it a +2
bonus to AC for the duration.

LEVEL 2
Lesser Restoration
Abjuration
Level: 2
Casting time: 1 Action
Range: Touch
Components: V, S
Duration: Instantaneous
You touch a creature and can end either one disease or one condition afflicting it. The condition can
be blinded, deafened, paralyzed, or poisoned.

Spiritual Weapon
Evocation
Level: 2
Casting time: 1 Bonus Action
Range: 60 feet
Components: V, S
Duration: 1 minute
You create a floating, spectral weapon within range that lasts for the duration or until you cast this
spell again.
When you cast the spell, you can make a melee spell attack against a creature within 5 feet of the
weapon. On a hit, the target takes force damage equal to 1d8 + your spellcasting ability modifier.
As a bonus action on your turn, you can move the weapon up to 20 feet and repeat the attack
against a creature within 5 feet of it.
The weapon can take whatever form you choose. Clerics of deities who are associated with a
particular weapon (as St. Cuthbert is known for his mace and Thor for his hammer) make this spell’s
effect resemble that weapon.
At higher level
When you cast this spell using a spell slot of 3rd level or higher, the damage increases by 1d8 for
every two slot levels above the 2nd.

Calm Emotions
Enchantment

Level: 2
Casting time: 1 Action
Range: 60 feet
Components: V, S
Duration: Concentration, up to 1 minute
You attempt to suppress strong emotions in a group of people.
Each humanoid in a 20-foot-radius sphere centered on a point you choose within range must make a
Charisma saving throw; a creature can choose to fail this saving throw if it wishes. If a creature fails
its saving throw, choose one of the following two effects. You can suppress any effect causing a
target to be charmed or frightened. When this spell ends, any suppressed effect resumes, provided
that its duration has not expired in the meantime.
Alternatively, you can make a target indifferent about creatures of your choice that it is hostile
toward. This indifference ends if the target is attacked or harmed by a spell or if it witnesses any of
its friends being harmed. When the spell ends, the creature becomes hostile again, unless the DM
rules otherwise.

Enhance Ability
Transmutation
Level: 2
Casting time: 1 Action
Range: Touch
Components: V, S, M (fur or a feather from a beast)
Duration: Concentration, up to 1 hour
You touch a creature and bestow upon it a magical enhancement. Choose one of the following
effects: the target gains the effect until the spell ends.
- Bear’s Endurance. The target has advantage on Constitution checks. It also gains 2d6 temporary hit
points, which are lost when the spell ends.
- Bull’s Strength. The target has advantage on Strength checks, and his or her carrying capacity
doubles.
- Cat’s Grace. The target has advantage on Dexterity checks. It also doesn’t take damage from falling
20 feet or less if it isn’t incapacitated.
- Eagle’s Splendor. The target has advantage on Charisma checks.
- Fox’s Cunning. The target thas advantage on Intelligence checks.
- Owl’s Wisdom. The target has advantage on Wisdom checks.
At higher level
When you cast this spell using a spell slot of 3rd level or higher, you can target one additional
creature for each slot level above 2nd.

Locate Object
Divination

Level: 2
Casting time: 1 Action
Range: Self
Components: V, S, M (a forked twig)
Duration: Concentration, up to 10 minutes
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.

Warding Bond
Abjuration
Level: 2
Casting time: 1 Action
Range: Touch
Components: V, S, M (a pair of platinum rings worth at least 50 gp each, which you and target must
wear for the duration)
Duration: 1 hour
This spell wards a willing creature you touch and creates a mystic connection between you and the
target until the spell ends.
While the target is within 60 feet of you, it gains a +1 bonus to AC and saving throws, and it has
resistance to all damage. Also, each time it takes damage, you take the same amount of damage.
The spell ends if you drop to 0 hit points or if you and the target become separated by more than 60
feet. It also ends if the spell is cast again on either of the connected creatures. You can also dismiss
the spell as an action.

Zone of Truth
Enchantment
Level: 2
Casting time: 1 Action
Range: 60 feet
Components: V, S
Duration: 10 minutes

You create a magical zone that guards against deception in a 15-foot-radius sphere centered on a
point of your choice within range.
Until the spell ends, a creature that enters the spell’s area for the first time on a turn or starts its
turn there must make a Charisma saving throw. On a failed save, a creature can’t speak a deliberate
lie while in the radius. You know whether each creature succeeds or fails on its saving throw.
An affected creature is aware of the spell and can thus avoid answering questions to which it would
normally respond with a lie. Such creatures can be evasive in its answers as long as it remains within
the boundaries of the truth.

Protection from Poison
Abjuration
Level: 2
Casting time: 1 Action
Range: Touch
Components: V, S
Duration: 1 hour
You touch a creature. If it is poisoned, you neutralize the poison. If more than one poison afflicts the
target, you neutralize one poison that you know is present, or you neutralize one at random.
For the duration, the target has advantage on saving throws against being poisoned, and it has
resistance to poison damage.

