COMMAND PHB r223
Level School Casting Time Range

1st Enchantment 1 action 60 feet
Components Duration

vV 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 Levels. 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.

Classes: Cleric, Paladin

KNock PHB s2s4
Level School Casting Time Range

2nd Transmutation 1 action 60 feet
Components Duration

V Instantaneous

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.

Classes: Bard, Sorcerer, Wizard

PROTECTION FROM EVIL AND

GooD PHB 270
Level School Casting Time Range

1st Abjuration 1 action Touch
Components Duration

V, S, M (holy water or powdered silver and
iron, which the spell consumes)

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.

Classes: Cleric, Paladin, Warlock, Wizard



