GUIDANCE
Divination 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.

Po1soN SPRrRAY
Conjuration cantrip

Casting Time: 1 action
Range: 10 feet
Components:V, S
Duration: Instantaneous

You extend your hand toward a creature you can see within range and
prgect a puff of noxious gas from your palm. The creature must
succeed on a Constitution saving throw or take 1d 12 poison damage.

This spell's damage increases by 1d 12 when you reach 5th level (2d 12),
11th level (3d12), and 17th level (4d12).

ANIMAL FRIENDSHIP
1st-level enchantment

Casting Time: 1 action
Range: 30 feet
Components: V,S, M
Duration: 24 hours

This spell lets you convince a beast that you mean it no harm. Choose a
beast that you can see within range. It must see and hear you. If the
beast's Intelligence is 4 or higher, the spell fails. Otherwise, the beast
must succeed on a Wisdom saving throw or be charmed by you for the
spell's duration. If you or one of your companions harms the target, the
spells ends.

At higher levels:

When you cast this spell using a spell slot of 2nd level or higher, you can
affect one additional beast level above 1st.

CURE WOUNDS
1st-level evocation

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 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.

DeTECT MAGIC
1st-level divination

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 ohject 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, 1inch of common metal, a thin sheet of lead, or 3 feet of wood or
dirt.



