
ELNORIN LUNARREST'S
SPELLBOOK

CANTRIPS

GUIDANCE
Level 0 Divination (Cleric, Druid)

Casting Time: Action
Range: Touch
Components: V, S
Duration: Concentration, up to 1 minute

You touch a willing creature and choose a skill. Until the spell ends,
the creature adds 1d4 to any ability check using the chosen skill.

LIGHT
Level 0 Evocation (Bard, Cleric, Sorcerer, Wizard)

Casting Time: Action
Range: Touch
Components: V, M (a firefly or phosphorescent moss)
Duration: 1 hour

You touch one Large or smaller object that isn't being worn or
carried by someone else. 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.
Covering the object with something opaque blocks the light. The
spell ends if you cast it again.

PRESTIDIGITATION
Level 0 Transmutation (Bard, Sorcerer, Warlock, Wizard)

Casting Time: Action
Range: 10 feet
Components: V, S
Duration: Up to 1 hour

You create a magical effect within range. Choose the effect from the
options below. If you cast this spell multiple times, you can have up
to three of its non-instantaneous effects active at a time.
Sensory Effect. You create an instantaneous, harmless sensory
effect, such as a shower of sparks, a puff of wind, faint musical
notes, or an odd odor.
Fire Play. You instantaneously light or snuff out a candle, a torch,
or a small campfire.
Clean or Soil. You instantaneously clean or soil an object no larger
than 1 cubic foot.
Minor Sensation. You chill, warm, or flavor up to 1 cubic foot of
nonliving material for 1 hour.
Magic Mark. You make a color, a small mark, or a symbol appear
on an object or a surface for 1 hour.
Minor Creation. You create a nonmagical trinket or an illusory
image that can fit in your hand. It lasts until the end of your next
turn. A trinket can deal no damage and has no monetary worth.

SHOCKING GRASP
Level 0 Evocation (Sorcerer, Wizard)

Casting Time: Action
Range: Touch
Components: V, S
Duration: Instantaneous

Lightning springs from you to a creature that you try to touch. Make
a melee spell attack against the target. On a hit, the target takes 1d8
Lightning damage, and it can't make Opportunity Attacks until the
start of its next turn.
Cantrip Upgrade. The damage increases by 1d8 when you reach
levels 5 (2d8), 11 (3d8), and 17 (4d8).

SORCEROUS BURST
Level 0 Evocation (Sorcerer)

Casting Time: Action
Range: 120 feet
Components: V, S
Duration: Instantaneous

You cast sorcerous energy at one creature or object within range.
Make a ranged attack roll against the target. On a hit, the target
takes 1d8 damage of a type you choose: Acid, Cold, Fire, Lightning,
Poison, Psychic, or Thunder.
If you roll an 8 on a d8 for this spell, you can roll another d8, and
add it to the damage. When you cast this spell, the maximum
number of these d8s you can add to the spell's damage equals your
spellcasting ability modifier.
Cantrip Upgrade. This damage increases by 1d8 when you reach
level 5 (2d8), 11 (3d8), and 17 (4d8).

THAUMATURGY
Level 0 Transmutation (Cleric)

Casting Time: Action
Range: 30 feet
Components: V
Duration: Up to 1 minute

You manifest a minor wonder within range. You create one of the
effects below within range. If you cast this spell multiple times, you
can have up to three of its 1-minute effects active at a time.
Altered Eyes. You alter the appearance of your eyes for 1 minute.
Booming Voice. Your voice booms up to three times as loud as
normal for 1 minute. For the duration, you have Advantage on
Charisma (Intimidation) checks.
Fire Play. You cause flames to flicker, brighten, dim, or change
color for 1 minute.
Invisible Hand. You instantaneously cause an unlocked door or
window to fly open or slam shut.
Phantom Sound. You create an instantaneous sound that
originates from a point of your choice within range, such as a
rumble of thunder, the cry of a raven, or ominous whispers.
Tremors. You cause harmless tremors in the ground for 1 minute.
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LEVEL 1

ALARM
Level 1 Abjuration (Ranger, Wizard)

Casting Time: 1 minute or Ritual
Range: 30 feet
Components: V, S, M (a bell and silver wire)
Duration: 8 hours

You set an alarm against intrusion. Choose a door, a window, or an
area within range that is no larger than a 20-foot Cube. Until the
spell ends, an alarm alerts you whenever a creature touches or
enters the warded area. When you cast the spell, you can designate
creatures that won't set off the alarm. You also choose whether the
alarm is audible or mental:
Audible Alarm. The alarm produces the sound of a handbell for 10
seconds within 60 feet of the warded area.
Mental Alarm. You are alerted by a mental ping if you are within 1
mile of the warded area. This ping awakens you if you're asleep.

BURNING HANDS
Level 1 Evocation (Sorcerer, Wizard)

Casting Time: Action
Range: Self
Components: V, S
Duration: Instantaneous

A thin sheet of flames shoots forth from you. Each creature in a 15-
foot Cone makes a Dexterity saving throw, taking 3d6 Fire damage
on a failed save or half as much damage on a successful one.
Flammable objects in the Cone that aren't being worn or carried
start burning.
Using a Higher-Level Spell Slot. The damage increases by 1d6
for each spell slot level above 1.

DETECT MAGIC
Level 1 Divination (Bard, Cleric, Druid, Paladin, Ranger, Sorcerer,
Warlock, Wizard)

Casting Time: Action or Ritual
Range: Self
Components: V, S
Duration: Concentration, up to 10 minutes

For the duration, you sense the presence of magical effects within
30 feet of yourself. If you sense such effects, you can take the Magic
action to see a faint aura around any visible creature or object in the
area that bears the magic, and if an effect was created by a spell, you
learn the spell's school of magic.
The spell is blocked by 1 foot of stone, dirt, or wood; 1 inch of metal;
or a thin sheet of lead.

HEALING WORD
Level 1 Abjuration (Bard, Cleric, Druid)

Casting Time: 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 2d4 plus your spellcasting ability modifier.
Using a Higher-Level Spell Slot. The healing increases by 2d4
for each spell slot level above 1.

MAGE ARMOR
Level 1 Abjuration (Sorcerer, Wizard)

Casting Time: Action
Range: Touch
Components: V, S, M (a piece of cured leather)
Duration: 8 hours

You touch a willing creature who isn't wearing armor. Until the spell
ends, the target's base AC becomes 13 plus its Dexterity modifier.
The spell ends early if the target dons armor.

PROTECTION FROM EVIL AND GOOD
Level 1 Abjuration (Cleric, Druid, Paladin, Warlock, Wizard)

Casting Time: Action
Range: Touch
Components: V, S, M (a flask of Holy Water worth 25+ GP, which
the spell consumes)
Duration: Concentration, up to 10 minutes

Until the spell ends, one willing creature you touch is protected
against creatures that are Aberrations, Celestials, Elementals, Fey,
Fiends, or Undead. The protection grants several benefits. Creatures
of those types have Disadvantage on attack rolls against the target.
The target also can't be possessed by or gain the Charmed or
Frightened conditions from them. If the target is already possessed,
Charmed, or Frightened by such a creature, the target has
Advantage on any new saving throw against the relevant effect.

SHIELD
Level 1 Abjuration (Sorcerer, Wizard)

Casting Time: Reaction, which you take when you are hit by an
attack roll or targeted by the Magic Missile spell
Range: Self
Components: V, S
Duration: 1 round

An imperceptible barrier of magical force 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.

WITCH BOLT
Level 1 Evocation (Sorcerer, Warlock, Wizard)

Casting Time: Action
Range: 60 feet
Components: V, S, M (a twig struck by lightning)
Duration: Concentration, up to 1 minute

A beam of crackling energy lances toward a creature within range,
forming a sustained arc of lightning between you and the target.
Make a ranged spell attack against it. On a hit, the target takes 2d12
Lightning damage.
On each of your subsequent turns, you can take a Bonus Action to
deal 1d12 Lightning damage to the target automatically, even if the
first attack missed. The spell ends if the target is ever outside the
spell's range or if it has Total Cover from you.
Using a Higher-Level Spell Slot. The initial damage increases
by 1d12 for each spell slot level above 1.



LEVEL 2

AID
Level 2 Abjuration (Bard, Cleric, Druid, Paladin, Ranger)

Casting Time: Action
Range: 30 feet
Components: V, S, M (a strip of white cloth)
Duration: 8 hours

Choose up to three creatures within range. Each target's Hit Point
maximum and current Hit Points increase by 5 for the duration.
Using a Higher-Level Spell Slot. Each target's Hit Points
increase by 5 for each spell slot level above 2.

LESSER RESTORATION
Level 2 Abjuration (Bard, Cleric, Druid, Paladin, Ranger)

Casting Time: Bonus Action
Range: Touch
Components: V, S
Duration: Instantaneous

You touch a creature and end one condition on it: Blinded,
Deafened, Paralyzed, or Poisoned.

SHATTER
Level 2 Evocation (Bard, Sorcerer, Wizard)

Casting Time: Action
Range: 60 feet
Components: V, S, M (a chip of mica)
Duration: Instantaneous

A loud noise erupts from a point of your choice within range. Each
creature in a 10-foot-radius Sphere centered there makes a
Constitution saving throw, taking 3d8 Thunder damage on a failed
save or half as much damage on a successful one. A Construct has
Disadvantage on the save.
A nonmagical object that isn't being worn or carried also takes the
damage if it's in the spell's area.
Using a Higher-Level Spell Slot. The damage increases by 1d8
for each spell slot level above 2.


