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O SPELLCASTING FOCUS Instrument of your choosing

You create up to four torch-sized lights within range,
making them appear as torches, lanterns, or glowing orbs
that hover in the air for the duration. You can also
combine the four lights into one glowing vaguely
humanoid form of Medium size. Whichever form you
choose, each light sheds dim light in a 10-foot radius.

As a bonus action on your turn, you can move the lights
up to 60 feet to a new spot within range. A light must be

within 20 feet of another light created by this spell, and a

ﬂvel

SPELLS | KNOW

C Dancing Lights

light winks out if it exceeds the spell's range.

//

Vicious Mockery
60 ft. 1 Action WIS DC13
Instant \%

(OPREPARED)

You unleash a string of insults laced with subtle
enchantments at a creature you can see within
range. If the target can hear you (though it
need not understand you), it must succeed on a
Wisdom saving throw or take 1d4 psychic
damage and have disadvantage on the next
attack roll it makes before the end of its next
turn.

C Vicious Mockery A\
1 Charm Person
1 Detect Magic 7
1 Faerie Fire N Charm Person
1 Healing Word o o
g 30 ft. 1 Action WIS DC13
1 Thunderwave RATION . e
1 Hour VS
(QPREPARED)

You attempt to charm a humanoid you can see within

range. It must make a Wisdom saving throw, and does so

with advantage if you or your companions are fighting it.

If it fails the saving throw, it is charmed by you until the
spell ends or until you or your companions do anything

harmful to it. The charmed creature regards you as a

friendly acquaintance. When the spell ends, the creature
knows it was charmed by you.

LEVEL

C

A\
4 Detect Magic
Self 1 Action -
CONC | 10 Min VS
(QPREPARED)

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 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.

N




7 Faerie Fire
60 ft. 1 Action DEX DC13
CONC | 1 Min \Y
(OPREPARED) ‘ '

Each object in a 20-foot cube within range is outlined in
blue, green, or violet light (your choice). Any creature in
the area when the spell is cast is also outlined in light if it
fails a Dexterity saving throw. For the duration, objects
and affected creatures shed dim light in a 10-foot radius.
Any attack roll against an affected creature or object has
advantage if the attacker can see it, and the affected
creature or object can't benefit from being invisible.

LEVEL

//

(QPREPARED)

LEVEL

b/
4 Healing Word 1
60 ft. 1 Bonus Action -
Instant V
(OPREPARED)

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.

LEVEL

(QPREPARED)

//

Thunderwave
Self (15-foot Cube) 1 Action CON DC13

Instant VS

(QPREPARED)

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
creature takes 2d8 thunder damage and is pushed 10
feet away from you. On a successful save, the creature
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.

N

LEVEL

//

(QPREPARED)
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FEY ANCESTRY |
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