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THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEART: GABRIEL LAVOYER THE DECK OF MANY © HIT POINT PRESS INC. 2019

Invisibility LEVEL 2 
ILLUSION

C. 1 HRV, S, M1 ACTION TOUCH

THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEANIMATION: JOSH GRINLINTON THE DECK OF MANY © HIT POINT PRESS INC. 2019

Knock LEVEL 2
TRANSMUTATION

INSTANT V 1 ACTION 60'

THE DECK OF MANY © CARDAMAJIGS.COM 2018

THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEANIMATION: MENG HER THE DECK OF MANY © HIT POINT PRESS INC. 2019

Lesser restoration LEVEL 2
ABJURATION

INSTANT V, S 1 ACTION TOUCH

THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEANIMATION: CRAIG YAMAMOTO THE DECK OF MANY © HIT POINT PRESS INC. 2019

Levitate LEVEL 2
TRANSMUTATION

C. 10 MIN V, S ,M 1 ACTION 60'



A creature you touch becomes invisible until the spell 
ends. Anything the target is wearing or carrying is 
invisible as long as it is on the target’s person. The spell 
ends for a target that attacks or casts a spell.

At Higher Levels. 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.

Invisibility
2ND LEVEL ILLUSION

RANGE

DURATION

CASTING TIME

COMPONENTS

Touch

Concentration, 
up to 1 hour

1 Action

V, S, M

BARD | SORCERER | WARLOCK | WIZARD

An eyelash encased in gum arabic.

MATERIAL COMPONENTS

Choose an object that you can see within range. The 
object can be a door, a box, a chest, a set of manacles, a 
padlock, or another object that contains a mundane or 
magical means that prevents access. 
A target that is held shut by a mundane lock or that is 
stuck or barred becomes unlocked, unstuck, or unbarred. 
If the object has multiple locks, only one of them is 
unlocked. 
If you choose a target that is held shut with arcane lock, 
that spell is suppressed for 10 minutes, during which time 
the target can be opened and shut normally. 
When you cast the spell, a loud knock, audible from as far 
away as 300 feet, emanates from the target object.

Knock
2ND LEVEL TRANSMUTATION

RANGE

DURATION

CASTING TIME

COMPONENTS

60 Feet

Instantaneous

1 Action

V

BARD | SORCERER | WIZARD

You touch a creature and can end either one 
disease or one condition afflicting it.  
The condition can be blinded, deafened, 
paralyzed, or poisoned.

lesser restoration
2ND LEVEL ABJURATION

BARD | CLERIC | DRUID | PALADIN | RANGER

RANGE

DURATION

CASTING TIME

COMPONENTS

Touch

Instantaneous

1 Action

V, S

One creature or object of your choice that you can see within 
range rises vertically, up to 20 feet, and remains suspended 
there for the duration. The spell can levitate a target that 
weighs up to 500 pounds. An unwilling creature that succeeds 
on a Constitution saving throw is unaffected. 

The target can move only by pushing or pulling against a fixed 
object or surface within reach (such as a wall or a ceiling), 
which allows it to move as if it were climbing. You can change 
the target’s altitude by up to 20 feet in either direction on 
your turn. If you are the target, you can move up or down 
as part of your move. Otherwise, you can use your action to 
move the target, which must remain within the spell’s range. 

When the spell ends, the target floats gently to the ground if 
it is still aloft.

levitate
2ND LEVEL TRANSMUTATION

SORCERER | WIZARD

RANGE

DURATION

CASTING TIME

COMPONENTS

60 Feet

Concentration,
up to 10 minutes

1 Action

V, S, M

Either a small leather loop or a piece of golden wire bent into 
a cup shape with a long shank on one end.

MATERIAL COMPONENTS



THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEANIMATION: SAM ALLEN THE DECK OF MANY © HIT POINT PRESS INC. 2019

Locate Animals or Plants LEVEL 2
DIVINATION (R)

INSTANT V,S,M 1 ACTION SELF

THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEANIMATION: ARIANE PETITCLERC THE DECK OF MANY © HIT POINT PRESS INC. 2019

Magic Weapon LEVEL 2
TRANSMUTATION

C. 1 HRV, S1 BONUS TOUCH

THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEANIMATION:  SAM ALLEN THE DECK OF MANY © HIT POINT PRESS INC. 2019

Locate Object LEVEL 2 
DIVINATION

C.10 MINSV, S, M1 ACTION SELF

THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEANIMATION: BEN RAVID THE DECK OF MANY © HIT POINT PRESS INC. 2019

Magic Mouth LEVEL 2
ILLUSION (R)

UNTIL  
DISPELLEDV, S, M1 MIN 30'



Describe or name a specific kind of beast or 
plant. Concentrating on the voice of nature 
in your surroundings, you learn the direction 
and distance to the closest creature or plant of 
that kind within 5 miles, if any are present.

Locate Animals or Plants
2ND LEVEL DIVINATION (RITUAL)

RANGE

DURATION

CASTING TIME

COMPONENTS

Self

Instantaneous

1 Action

V, S, M

BARD | DRUID | RANGER

A bit of fur from a bloodhound.

MATERIAL COMPONENTS

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.

Locate Object
2ND LEVEL DIVINATION

RANGE

DURATION

CASTING TIME

COMPONENTS

Self

Concentration, 
up to 10 minutes

1 Action

V, S, M

BARD | CLERIC | DRUID | PALADIN | RANGER | WIZARD

A forked twig.

MATERIAL COMPONENTS

You implant a message within an object in range, a message that is 
uttered when a trigger condition is met. Choose an object that you 
can see and that isn’t being worn or carried by another creature. 
Then speak the message, which must be 25 words or less, though 
it can be delivered over as long as 10 minutes. Finally, determine 
the circumstance that will trigger the spell to deliver your message. 

When that circumstance occurs, a magical mouth appears on 
the object and recites the message in your voice and at the 
same volume you spoke. If the object you chose has a mouth or 
something that looks like a mouth (for example, the mouth of a 
statue), the magical mouth appears there so that the words appear 
to come from the object’s mouth. When you cast this spell, you 
can have the spell end after it delivers its message, or it can remain 
and repeat its message whenever the trigger occurs. 

The triggering circumstance can be as general or as detailed as you 
like, though it must be based on visual or audible conditions that 
occur within 30 feet of the object. For example, you could instruct 
the mouth to speak when any creature moves within 30 feet of the 
object or when a silver bell rings within 30 feet of it.

Magic Mouth
2ND LEVEL ILLUSION (RITUAL)

RANGE

DURATION

CASTING TIME

COMPONENTS

30 Feet

Until Dispelled

1 Minute 

V, S, M

BARD | WIZARD

A small bit of honeycomb and jade dust worth at least 10 gp, 
which the spell consumes.

MATERIAL COMPONENTS

You touch a nonmagical weapon. Until the spell ends, 
that weapon becomes a magic weapon with a +1 bonus to 
attack rolls and damage rolls.

At Higher Levels. When you cast this spell using a spell 
slot of 4th level or higher, the bonus increases to +2. 
When you use a spell slot of 6th level or higher, the bonus 
increases to +3.

Magic Weapon
2ND LEVEL TRANSMUTATION

RANGE

DURATION

CASTING TIME

COMPONENTS

Touch

Concentration, 
up to 1 hour

1 Bonus Action

V, S

PALADIN | WIZARD



THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEART: MENG HER THE DECK OF MANY © HIT POINT PRESS INC. 2019

Mirror Image LEVEL 2 
ILLUSION

1 MINV, S1 ACTION SELF

THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEANIMATION: THE DECK OF MANY © HIT POINT PRESS INC. 2019

Misty Step LEVEL 2 
CONJURATION

INSTANTV1 BONUS SELF

THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEART: ANON THE DECK OF MANY © HIT POINT PRESS INC. 2019

Moonbeam LEVEL 2 
EVOCATION

C. 1 MINV, S, M1 ACTION 120'

THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEANIMATION: MICHAEL WINN THE DECK OF MANY © HIT POINT PRESS INC. 2019

Pass without Trace LEVEL 2 
ABJURATION

C. 1 HRV, S, M1 ACTION SELF

A
R

T CO
M

IN
G

 SO
O

N



Three illusory duplicates of yourself appear in your space. 
Until the spell ends, the duplicates move with you and mimic 
your actions, shifting position so it’s impossible to track 
which image is real. You can use your action to dismiss the 
illusory duplicates. 
Each time a creature targets you with an attack during the 
spell’s duration, roll a d20 to determine whether the attack 
instead targets one of your duplicates. 
If you have three duplicates, you must roll a 6 or higher to 
change the attack’s target to a duplicate. With two duplicates, 
you must roll an 8 or higher. With one duplicate, you must 
roll an 11 or higher. 
A duplicate’s AC equals 10 + your Dexterity modifier. If an 
attack hits a duplicate, the duplicate is destroyed. A duplicate 
can be destroyed only by an attack that hits it. It ignores 
all other damage and effects. The spell ends when all three 
duplicates are destroyed. 
A creature is unaffected by this spell if it can’t see, if it relies 
on senses other than sight, such as blindsight, or if it can 
perceive illusions as false, as with truesight.

Mirror Image
2ND LEVEL ILLUSION

RANGE

DURATION

CASTING TIME

COMPONENTS

Self

1 Minute

1 Action

V, S

SORCERER | WARLOCK | WIZARD

Briefly surrounded by silvery mist, 
you teleport up to 30 feet to an 
unoccupied space that you can see.

Misty Step
2ND LEVEL CONJURATION

RANGE

DURATION

CASTING TIME

COMPONENTS

Self

Instantaneous

1 Bonus Action

V

SORCERER | WARLOCK | WIZARD

A silvery beam of pale light shines down in a 5-foot- radius, 
40-foot-high cylinder centered on a point within range.  
Until the spell ends, dim light fills the cylinder. 
When a creature enters the spell’s area for the first time on  
a turn or starts its turn there, it is engulfed in ghostly flames 
that cause searing pain, and it must make a Constitution 
saving throw. It takes 2d10 radiant damage on a failed save, 
or half as much damage on a successful one. 
A shapechanger makes its saving throw with disadvantage.  
If it fails, it also instantly reverts to its original form and  
can’t assume a different form until it leaves the spell’s light. 
On each of your turns after you cast this spell, you can  
use an action to move the beam 60 feet in any direction.
At Higher Levels. When you cast this spell using a spell slot 
of 3rd level or higher, the damage increases by 1d10 for each 
slot level above 2nd.

Moonbeam
2ND LEVEL EVOCATION

RANGE

DURATION

CASTING TIME

COMPONENTS

120 Feet

Concentration,  
up to 1 minute

1 Action

V, S, M

SORCERER | WARLOCK | WIZARD

Several seeds of any moonseed plant and a piece of  
opalescent feldspar.

MATERIAL COMPONENTS

A veil of shadows and silence radiates from you, 
masking you and your companions from detection. 
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.

Pass without Trace
2ND LEVEL ABJURATION

RANGE

DURATION

CASTING TIME

COMPONENTS

Self

Concentration, 
up to 1 hour

1 Action

V, S, M

DRUID | RANGER

Ashes from a burned leaf of mistletoe and a sprig 
of spruce.

MATERIAL COMPONENTS



THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEANIMATION: THE DECK OF MANY © HIT POINT PRESS INC. 2019

Prayer of Healing LEVEL 2 
EVOCATION

INSTANTV10 MINS 30'

THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEART: MENG HER THE DECK OF MANY © HIT POINT PRESS INC. 2019

Rope Trick LEVEL 2 
TRANSMUTATION

1 HRV, S, M1 ACTION TOUCH

THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEART: FELIPE ALMEIDA THE DECK OF MANY © HIT POINT PRESS INC. 2019

Protection from Poison LEVEL 2 
ABJURATION

1 HRV, S1 ACTION TOUCH

THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEART:  FER LOZADA THE DECK OF MANY © HIT POINT PRESS INC. 2019

Ray of Enfeeblement LEVEL 2 
NECROMANCY

C. 1 MINV, S1 ACTION 60'

A
R

T 
CO

M
IN

G
 S
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N



You touch a length of rope that is up to 60 feet long. One 
end of the rope then rises into the air until the whole rope 
hangs perpendicular to the ground. At the upper end of the 
rope, an invisible entrance opens to an extradimensional 
space that lasts until the spell ends. 

The extradimensional space can be reached by climbing to 
the top of the rope. The space can hold as many as eight 
Medium or smaller creatures. The rope can be pulled into 
the space, making the rope disappear from view outside 
the space. 

Attacks and spells can’t cross through the entrance into or 
out of the extradimensional space, but those inside can see 
out of it as if through a 3-foot-by-5-foot window centered 
on the rope. 

Anything inside the extradimensional space drops out when 
the spell ends.

Rope Trick
2ND LEVEL TRANSMUTATION

RANGE

DURATION

CASTING TIME

COMPONENTS

Touch

1 Hour

1 Action

V, S, M

WIZARD

Powdered corn extract and a twisted loop of parchment.

MATERIAL COMPONENTS

Up to six creatures of your choice that you can 
see within range each regain hit points equal 
to 2d8 + 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 3rd level or higher, the 
healing increases by 1d8 for each slot level 
above 2nd.

Prayer of Healing
2ND LEVEL EVOCATION

RANGE

DURATION

CASTING TIME

COMPONENTS

30 Feet

Instantaneous

10 Minutes 

V

CLERIC

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.

Protection from Poison
2ND LEVEL ABJURATION

RANGE

DURATION

CASTING TIME

COMPONENTS

Touch

1 Hour

10 Action

V, S

CLERIC | DRUID | PALADIN |RANGER

A black beam of enervating energy springs 
from your finger toward a creature within 
range. Make a ranged spell attack against  
the target. On a hit, the target deals only  
half damage with weapon attacks that use 
Strength until the spell ends. 

At the end of each of the target’s turns, it can 
make a Constitution saving throw against the 
spell. On a success, the spell ends.

Ray of Enfeeblement
2ND LEVEL NECROMANCY

RANGE

DURATION

CASTING TIME

COMPONENTS

60 Feet

Concentration,  
up to 1 minute

1 Action

V, S

WARLOCK | WIZARD



THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEART: DARREN BIRD THE DECK OF MANY © HIT POINT PRESS INC. 2019

Scorching Ray LEVEL 2 
EVOCATION

INSTANTV, S1 ACTION 120'

THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEART: PEG BARIANS THE DECK OF MANY © HIT POINT PRESS INC. 2019

Silence LEVEL 2 
ILLUSION (R)

C.10 MINSV, S1 ACTION 120'

THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEART: DEBBIE T THE DECK OF MANY © HIT POINT PRESS INC. 2019

See Invisibility LEVEL 2 
DIVINATION

1 HRV, S, M1 ACTION SELF

THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEART: KOHL ALBAN THE DECK OF MANY © HIT POINT PRESS INC. 2019

Shatter LEVEL 2 
EVOCATION

INSTANTV, S, M1 ACTION 60'

A
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T 
CO

M
IN
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For the duration, no sound can be created within 
or pass through a 20-foot-radius sphere centered 
on a point you choose within range. Any creature 
or object entirely inside the sphere is immune to 
thunder damage, and creatures are deafened while 
entirely inside it. Casting a spell that includes a 
verbal component is impossible there.

Silence
2ND LEVEL ILLUSION (RITUAL)

RANGE

DURATION

CASTING TIME

COMPONENTS

120 Feet

Concentration,  
up to 10 minutes

1 Action

V, S

BARD | CLERIC | RANGER

You create three rays of fire and hurl them at 
targets within range. You can hurl them at one 
target or several. 

Make a ranged spell attack for each ray. On a 
hit, the target takes 2d6 fire damage.

At Higher Levels. When you cast this spell 
using a spell slot of 3rd level or higher, you 
create one additional ray for each slot level 
above 2nd.

Scorching Ray
2ND LEVEL EVOCATION

RANGE

DURATION

CASTING TIME

COMPONENTS

120 Feet

Instantaneous

1 Action

V, S

SORCERER | WIZARD

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.

See Invisibility
2ND LEVEL DIVINATION

RANGE

DURATION

CASTING TIME

COMPONENTS

Self

1 Hour

1 Action

V, S, M

BARD | SORCERER |WIZARD

A pinch of talc and a small sprinkling of 
powdered silver.

MATERIAL COMPONENTS

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 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.

Shatter
2ND LEVEL EVOCATION

RANGE

DURATION

CASTING TIME

COMPONENTS

60 Feet

Instantaneous

1 Action

V, S, M

BARD | SORCERER | WARLOCK | WIZARD

A chip of mica.

MATERIAL COMPONENTS



THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEANIMATION: THE DECK OF MANY © HIT POINT PRESS INC. 2019

Spider Climb LEVEL 2 
TRANSMUTATION

C. 1 HRV, S, M1 ACTION TOUCH

THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEART: MENG HER THE DECK OF MANY © HIT POINT PRESS INC. 2019

Suggestion LEVEL 2 
ENCHANTMENT

C. 8 HRSV, M1 ACTION 30'

THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEANIMATION: THE DECK OF MANY © HIT POINT PRESS INC. 2019

Spike Growth LEVEL 2 
TRANSMUTATION

C.10 MINSV, S, M1 ACTION 150'

THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEART: GIOVANNI BAROTTU THE DECK OF MANY © HIT POINT PRESS INC. 2019

Spiritual Weapon LEVEL 2 
EVOCATION

1 MINV, S1 BONUS 60'

A
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You suggest a course of activity (limited to a sentence or two) and 
magically influence a creature you can see within range that can hear 
and understand you. Creatures that can’t be charmed are immune 
to this effect. The suggestion must be worded in such a manner as 
to make the course of action sound reasonable. Asking the creature 
to stab itself, throw itself onto a spear, immolate itself, or do some 
other obviously harmful act ends the spell. 

The target must make a Wisdom saving throw. On a failed save, it 
pursues the course of action you described to the best of its ability. 
The suggested course of action can continue for the entire duration. 
If the suggested activity can be completed in a shorter time, the spell 
ends when the subject finishes what it was asked to do. 

You can also specify conditions that will trigger a special activity 
during the duration. For example, you might suggest that a knight 
give her warhorse to the first beggar she meets. If the condition isn’t 
met before the spell expires, the activity isn’t performed. 

If you or any of your companions damage the target, the spell ends.

Suggestion
2ND LEVEL ENCHANTMENT

RANGE

DURATION

CASTING TIME

COMPONENTS

30 Feet

Concentration,  
up to 8 hours

1 Action

V, M

BARD | SORCERER | WARLOCK | WIZARD

A snake’s tongue and either a bit of honeycomb or a drop of  
sweet oil.

MATERIAL COMPONENTS

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.

Spider Climb
2ND LEVEL TRANSMUTATION

RANGE

DURATION

CASTING TIME

COMPONENTS

Touch

Concentration,  
up to 1 hour

1 Action

V, S, M

SORCERER | WARLOCK | WIZARD

A drop of bitumen and a spider.

MATERIAL COMPONENTS

The ground in a 20-foot radius centered on a point  
within range twists and sprouts hard spikes and thorns. 
The area becomes difficult terrain for the duration.  
When a creature moves into or within the area, it  
takes 2d4 piercing damage for every 5 feet it travels. 

The transformation of the ground is camouflaged to  
look natural. Any creature that can’t see the area at the 
time the spell is cast must make a Wisdom (Perception) 
check against your spell save DC to recognize the terrain 
as hazardous before entering it.

Spike Growth
2ND LEVEL TRANSMUTATION

RANGE

DURATION

CASTING TIME

COMPONENTS

150 Feet

Concentration,  
up to 10 minutes

1 Action

V, S, M

DRUID | RANGER

Seven sharp thorns or seven small twigs, each sharpened 
to a point.

MATERIAL COMPONENTS

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 Levels. 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 2nd.

Spiritual Weapon
2ND LEVEL EVOCATION

RANGE

DURATION

CASTING TIME

COMPONENTS

60 Feet

1 Minute

1 Bonus Action

V, S

CLERIC



THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEANIMATION: SAM ALLEN THE DECK OF MANY © HIT POINT PRESS INC. 2019

Warding Bond LEVEL 2 
ABJURATION

1 HRV, S, M1 ACTION TOUCH

THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEANIMATION: KOHL ALBAN THE DECK OF MANY © HIT POINT PRESS INC. 2019

WEB LEVEL 2
CONJURATION

C.1 HRV, S, M1 ACTION 60'

THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEART: DARREN BIRD THE DECK OF MANY © HIT POINT PRESS INC. 2019

Zone of Truth LEVEL 2 
ENCHANTMENT

10 MINSV, S1 ACTION 60'

A
R

T 
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M
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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.

Warding Bond
2ND LEVEL ABJURATION

RANGE

DURATION

CASTING TIME

COMPONENTS

Touch

1 Hour

1 Action

V, S, M

CLERIC

A pair of platinum rings worth at least 50 gp each, which 
you and the target must wear for the duration.

MATERIAL COMPONENTS

You conjure a mass of thick, sticky webbing at a point of your 
choice within range. The webs fill a 20-foot cube from that point 
for the duration. The webs are difficult terrain and lightly obscure 
their area. 

If the webs aren’t anchored between two solid masses (such 
as walls or trees) or layered across a floor, wall, or ceiling, the 
conjured web collapses on itself, and the spell ends at the start 
of your next turn. Webs layered over a flat surface have a depth 
of 5 feet. 

Each creature that starts its turn in the webs or that enters them 
during its turn must make a Dexterity saving throw. On a failed 
save, the creature is restrained as long as it remains in the webs or 
until it breaks free. 

A creature restrained by the webs can use its action to make a 
Strength check against your spell save DC. If it succeeds, it is no 
longer restrained. 

The webs are flammable. Any 5-foot cube of webs exposed to fire 
burns away in 1 round, dealing 2d4 fire damage to any creature 
that starts its turn in the fire.

WEB
2nd LEVEL CONJURATION

RANGE

DURATION

CASTING TIME

COMPONENTS

60 feet

Concentration, 
up to 1 hour

1 Action

V, S, M

SORCERER | WIZARD

A bit of spiderweb.

MATERIAL COMPONENTS

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 a creature can be evasive in its 
answers as long as it remains within the boundaries of  
the truth.

Zone of Truth
2ND LEVEL ENCHANTMENT

RANGE

DURATION

CASTING TIME

COMPONENTS

60 Feet

10 Minutes

1 Action

V, S

BARD | CLERIC | PALADIN



LICENCE

The terms of the Open Gaming License Version 1.0a 
are as follows: 

OPEN GAME LICENSE Version 1.0a 

The following text is the property of Wizards of the 
Coast, Inc. and is Copyright 2000 Wizards of the 
Coast, Inc (“Wizards”). All Rights Reserved. 1. Defini-
tions: (a)”Contributors” means the copyright and/or 
trademark owners who have contributed Open Game 
Content; (b)”Derivative Material” means copyrighted 
material including derivative works and translations 
(including into other computer languages), potation, 
modification, correction, addition, extension, upgrade, 
improvement, compilation, abridgment or other form 
in which an existing work may be recast, transformed 
or adapted; (c) “Distribute” means to reproduce, 
license, rent, lease, sell, broadcast, publicly display, 
transmit or otherwise distribute; (d)”Open Game 
Content” means the game mechanic and includes 
the methods, procedures, processes and routines to 
the extent such content does not embody the Prod-
uct Identity and is an enhancement over the prior art 
and any additional content clearly identified as Open 
Game Content by the Contributor, and means any 
work covered by this License, including translations 
and derivative works under copyright law, but specif-
ically excludes Product Identity. (e) “Product Identity” 
means product and product line names, logos and 
identifying marks including trade dress; artifacts; 
creatures characters; stories, storylines, plots, thematic 
elements, dialogue, incidents, language, artwork, sym-
bols, designs, depictions, likenesses, formats, poses, 
concepts, themes and graphic, photographic and oth-
er visual or audio representations; names and descrip-
tions of characters, spells, enchantments, personali-
ties, teams, personas, likenesses and special abilities; 
places, locations, environments, creatures, equipment, 
magical or supernatural abilities or effects, logos, 
symbols, or graphic designs; and any other trademark 
or registered trademark clearly identified as Product 
identity by the owner of the Product Identity, and 
which specifically excludes the Open Game Content; 
(f) “Trademark” means the logos, names, mark, sign, 
motto, designs that are used by a Contributor to 
identify itself or its products or the associated prod-
ucts contributed to the Open Game License by the 
Contributor (g) “Use”, “Used” or “Using” means to use, 
Distribute, copy, edit, format, modify, translate and 
otherwise create Derivative Material of Open Game 

Content. (h) “You” Not for resale. Permission granted 
to print or photocopy this document for personal 
use only. System Reference Document 5.1 2 or “Your” 
means the licensee in terms of this agreement. 

2. The License: This License applies to any Open Game 
Content that contains a notice indicating that the 
Open Game Content may only be Used under and in 
terms of this License. You must affix such a notice to 
any Open Game Content that you Use. No terms may 
be added to or subtracted from this License except as 
described by the License itself. No other terms or con-
ditions may be applied to any Open Game Content 
distributed using this License. 

3.Offer and Acceptance: By Using the Open Game 
Content You indicate Your acceptance of the terms of 
this License. 

4. Grant and Consideration: In consideration for 
agreeing to use this License, the Contributors grant 
You a perpetual, worldwide, royalty-free, nonexclusive 
license with the exact terms of this License to Use, the 
Open Game Content. 

5.Representation of Authority to Contribute: If You are 
contributing original material as Open Game Content, 
You represent that Your Contributions are Your origi-
nal creation and/or You have sufficient rights to grant 
the rights conveyed by this License. 

6.Notice of License Copyright: You must update the 
COPYRIGHT NOTICE portion of this License to include 
the exact text of the COPYRIGHT NOTICE of any Open 
Game Content You are copying, modifying or distrib-
uting, and You must add the title, the copyright date, 
and the copyright holder’s name to the COPYRIGHT 
NOTICE of any original Open Game Content you Dis-
tribute. 

7. Use of Product Identity: You agree not to Use any 
Product Identity, including as an indication as to 
compatibility, except as expressly licensed in anoth-
er, independent Agreement with the owner of each 
element of that Product Identity. You agree not to 
indicate compatibility or co-adaptability with any 
Trademark or Registered Trademark in conjunction 
with a work containing Open Game Content except 
as expressly licensed in another, independent Agree-
ment with the owner of such Trademark or Regis-
tered Trademark. The use of any Product 



Identity in Open Game Content does not constitute 
a challenge to the ownership of that Product Iden-
tity. The owner of any Product Identity used in Open 
Game Content shall retain all rights, title and interest 
in and to that Product Identity. 

8. Identification: If you distribute Open Game Content 
You must clearly indicate which portions of the work 
that you are distributing are Open Game Content. 

9. Updating the License: Wizards or its designated 
Agents may publish updated versions of this License. 
You may use any authorized version of this License to 
copy, modify and distribute any Open Game Content 
originally distributed under any version of this License. 

10. Copy of this License: You MUST include a copy of 
this License with every copy of the Open Game Con-
tent You Distribute. 

11. Use of Contributor Credits: You may not market or 
advertise the Open Game Content using the name of 
any Contributor unless You have written permission 
from the Contributor to do so. 

12. Inability to Comply: If it is impossible for You to 
comply with any of the terms of this License with 
respect to some or all of the Open Game Content due 
to statute, judicial order, or governmental regulation 
then You may not Use any Open Game Material so 
affected. 

13. Termination: This License will terminate automat-
ically if You fail to comply with all terms herein and 
fail to cure such breach within 30 days of becoming 
aware of the breach. All sublicenses shall survive the 
termination of this License. 

14. Reformation: If any provision of this License is held 
to be unenforceable, such provision shall be reformed 
only to the extent necessary to make it enforceable. 

15. COPYRIGHT NOTICE Open Game License v 1.0a 
Copyright 2000, Wizards of the Coast, LLC. 

System Reference Document 5.1 Copyright 2016, 
Wizards of the Coast, Inc.; Authors Mike Mearls, Jere-
my Crawford, Chris Perkins, Rodney Thompson, Peter 
Lee, James Wyatt, Robert J. Schwalb, Bruce R. Cordell, 
Chris Sims, and Steve Townshend, based on original 
material by E. Gary Gygax and Dave Arneson. 

END OF LICENSE

PRODUCT IDENTITY

The  following  items  are  designated  Product  Identi-
ty, as  defined  in  Section  1(e)  of  the  Open  Gaming  
License Version  1.0a  and  are  subject  to  the  condi-
tions  set  forth in  Section  7  of  the  Open  Gaming  
Licence,  and  are  not Open  Content:
 
All  artwork,  including  but  not  limited  to,  works  
created  by  Darren Bird,  Hugo Blendl,  
Craig Yamamoto, Giovanni Barrotou, Mimi Chu,  
Sam Allen, Meng Her, Kohl Alban,  Dante Tumminello, 
Gabriel Lavoyer, Josh Grinlinton, James Frio,  
Fer Lozada, Fika Productions
 
Hit Point Press Inc.  branding,  including  but  not  lim-
ited  to, logos,  trademarks,  graphic  design,  layouts  
and  identifying  marks,
 
The  Deck  of  Many  branding,  including  but  not  
limited  to  logos,  trademarks,  graphic  design,  lay-
outs  and identifying  marks,
 
The Deck of Many Animated Spells  branding,  includ-
ing  but  not  limited  to, logos,  trademarks,  graphic  
design,  layouts  and  identifying  marks,
 
Graphic  design  elements  of  the  Deck  of  Many,  
including  but  not  limited  to,  layouts,  box  design,  
graphics, and  iconography,
 
All  text  created  by  Hit Point Press Inc.  not  found  
in  the Open  Gaming  License  Version  1.0a,  System  
Reference Document  5.1  found  at  the  internet  link  
http://media.wizards.com/2016/downloads/DND/SRD-
OGL_V5.1.pdf, 
 
Promotional  materials  for  the  Deck  of  Many,  in-
cluding but  not  limited  to,  video,  animation,  and  
social  media  content, 
 
All  merchandise  associated  with  the  Deck  of  
Many, including  but  not  limited  to,  enamel  pins, 
deck boxes, books, figurines, card  names,  statistics,  
abilities,  spells,  and  all information  found  on  all  
cards.
 
OPEN GAMING CONTENT

All content from the System Reference Document 5.1 
is Open Game Content as described in Section 1(d) of 
the License.  No portion of this work other than the 
material designated as Open Game Content may be 
reproduced in any form without permission.


