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This article provides new spells 
for classes in the PHB as well as 
spellcasting monsters.

Spell Lists Spell Lists 
The following spell lists show 
which spells can be cast by 
characters of each class. 

Bard SpellsBard Spells
1st LeveL
Armament
Ignition

2nd LeveL
Ember Belly
Sword Breaker 

3rd LeveL 
Voice to Skull
Barrier
Glyph Bridge

4th LeveL
Portal

Cleric SpellsCleric Spells
1st LeveL
Armament

2nd LeveL
Sword Breaker 

3rd LeveL 
Barrier
Glyph Bridge

 
 

Druid SpellsDruid Spells
1st LeveL
Ignition

2nd LeveL
Bramble Plate

6th LeveL
Summon Horde 

Paladin SpellsPaladin Spells
1st LeveL
Armament

2nd LeveL
Sword Breaker 

Ranger SpellsRanger Spells
2nd LeveL
Ember Belly
Bramble Plate
Sword Breaker 

Sorcerer SpellsSorcerer Spells
1st LeveL
Ignition

2nd LeveL
Ember Belly

3rd LeveL 
Voice to Skull
Barrier
Glyph Bridge

4th LeveL
Portal

Warlock SpellsWarlock Spells
3rd LeveL 
Glyph Bridge

4th LeveL
Portal

6th LeveL
Summon Horde 

Wizard SpellsWizard Spells
1st LeveL
Armament
Ignition

2nd LeveL
Ember Belly

3rd LeveL 
Voice to Skull
Barrier
Glyph Bridge

4th LeveL
Portal

6th LeveL
Summon Horde 

this is PLaytest MateriaL

The DnD material in this article is presented for playtesting and 
to spark your imagination. These game mechanics are in draft 
form, usable in your DnD campaign but not refined by full game 
design and editing. They aren’t officially part of the game and 
aren’t created by the Wizards of the Coast team.



Voice to SkullVoice to Skull
3rd-level illusion
Casting tiMe: 1 action
range: 100 ft.
CoMPonents: V,M (pinch of salt)
duration: Concentration 1 minute  
You push manipulative, deceitful thoughts into the 
mind of a creature, causing them to briefly believe 
what they know to be false. Target creature must 
succeed on a Wisdom saving throw or fall prey to 
your false truths. This effect lasts for 1 minute or until 
concentration is broken.  
Example effects would be the belief that one’s gloves 
are burning their skin, a squirrel has climbed into their 
bag, or a lie that’s been told to them is true.
Once this effect ends the target creature becomes 
aware of the spell’s effects on them.

Ember BellyEmber Belly
2nd-level evocation  
Casting tiMe: 1 action
range: 20 ft.
CoMPonents: S,M (a flask of oil)
duration:  12 hours 
As an action, you may swallow a flask of oil, which 
the spell consumes. During the duration of the spell, 
you may choose to exhale the oil, igniting it as you 
expel it from your body. All creatures in a 20-foot line 
must make a dexterity saving throw or take 2 D10 fire 
damage or half as much on a successful roll. 
It’s an action to use the oil in this way and once you 
have the spell ends.

ArmamentArmament
1st-level conjuration  
Casting tiMe: 1 action
range: 15 ft.
CoMPonents: V,M (metal powder)
duration: Instantanoius  

You summon a collection of weapons from a 
dimensional pocket. You may summon a total of 3 
martial weapons. These weapons are considered well 
made and vanish after 8 hours or until dispelled.

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, you can summon an 
additional 3 martial weapons for each slot level above 
1st.

PortalPortal
4th-level conjuration  
Casting tiMe: 1 action
range: 100 ft.
CoMPonents: V, S 
duration: Concentration 10 minutes  

You create 2 doorways within 100 feet of you that 
occupy a 5 foot square and act as if they’re adjacent 
to each other for movement purposes. You must see 
the spaces that you are placing your doorways on and 
they can not appear in a space that’s currently being 
occupied by something else. The doorways last until 
the spell ends or concentration is broken.

Sword Breaker Sword Breaker 
2nd-level evocation 
Casting tiMe: reaction
range: 5 ft.
CoMPonents: V
duration: Instantaneous

You muster a powerful arcane strike just as you go to 
block your enemy. As a reaction, you may roll 1d6 and 
remove the number rolled from an incoming melee 
attack. If this would cause the attack to miss, the 
damage rolled from the attack is instead dealt to the 
attacker’s weapon instead. See Object Hitpoints chart 
for examples of weapons hitpoints.

Object Size  Fragile  Resilient
Small Weapon (Dagger) 3 (1d6)  10 (3d6)
Medium Weapon (Longsword) 4 (1d8)  18 (4d8)
Large Weapon (Great Club)  5 (1d10)  27 (5d10)

BarrierBarrier
3rd-level illusion
Casting tiMe: 1 action
range: 120 ft.
CoMPonents: S,M ( green glass and soap)
duration: Concentration 10 minutes  
You summon 3 magical barriers within 80 feet 
of yourself. These barriers last until you lose 
concentration or the spell ends. They’re each 1 foot 
thick, 5 foot wide, and 7 foot tall. Any person directly 
behind one has full cover and gains +1 to their AC.
\
IgnitionIgnition
1st-level evocation  
Casting tiMe: 1 action
range: 60 ft.
CoMPonents: S,M (ash and coal)l)
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duration: Instantaneous  
You target a creature within range, that creature 
must succeed a Dexterity saving throw or catch fire. A 
creature that’s on fire suffers 1d6 fire damage on the 
start of their next turn. They can use their action to put 
themselves out, or another creature can do the same 
to extinguish them.
At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, you can target one 
additional creature for each slot level above 1st.

Bramble PlateBramble Plate
2nd-level abjuration  
Casting tiMe: 1 action
range: 100 ft. 
CoMPonents: V,M (blackberry thorns)
duration: Concentration 1 hour 

You create an interlocking armor of thorns and 
brambles that form around you. All creatures that 
would make a melee attack targeting you during the 
spells duration also suffer 1d8 piercing damage.

Glyph BridgeGlyph Bridge
3rd-level conjuration  
Casting tiMe: 1 action
range: 100 ft.
CoMPonents: V,
duration: Concentration 10 minutes  

You create a magical bridge between two solid 
surfaces within range. You can make the bridge up 
to 30 feet long and 5 foot wide, or a thin pathway 
up to 100 feet in long and 1 foot wide. The bridge 
resembles glowing opaque cobblestone and lasts for 
the duration.

Summon Horde Summon Horde 
6th-level conjuration  
Casting tiMe: 10 minutes
range: 5 ft.
CoMPonents:  V,S,M ( a gemstone worth 50 gp, a 
bundle of candles, and incense),
duration: 24 hours 

You pull upon powerful magic to summon 4 
subservient creatures to your side. These creatures 
must be fey, undead, fiend, beast, or angelic in 
nature, and take whatever form you choose. All of the 
summoned creatures use the following stats.
The creatures disappear when the spell ends, they’ve 
been dispelled or they drop below 0 hit points. All 4 
creatures act on your turn and do as you command. 

If the creatures are given no command they act in 
defense of you.

Summoned CreatureSummoned Creature
Medium, Unaligned
Armor Class 12
Hit Points 13 (3d8)
Speed 30 ft

STR DEX CON INT   WIS CHA
14(+2) 15 (+2) 10 (+0)  3 (-4) 14 (+2)  7 (-2)
 
Skills Perception +4, Stealth +6
Senses Passive Perception 14
Languages --
Proficiency Bonus +2

ACTIONS

Strike. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. 
Hit: 5  (1d6 + 2) piercing damage. 
 
The creatures disappear when the spell ends, they’ve been 
dispelled or they drop below 0 hit points. All 4 creatures act on 
your turn and do as you command. If the creatures are given 
no command they act in defense of you.
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1985 Arcana is © 2021 1985 Games. All rights reserved. Reference 
to other copyrighted material in no way constitutes a challenge to 
the respective copyright holders of that material. 1985 Games and 
its associated logos are trademarks of 1985 Games. Open game 
content may only be used under and in the terms of the Open Game 
License. 1985 Games are not affiliated with Wizards of the Coast™. 
1985 Games makes no claim to or challenge to any trademarks held 
by Wizards of the Coast™. This printing of 1985 Arcana is done under 
Version 1.0a of the Open Gaming License, and the System Reference 
Document, by permission from Wizards of the Coast, Inc. 

Designation of Product Identity: The following items are hereby 
designated as Product Identity in accordance with Section 1(e) 
of the Open Game License, version 1.0: 1985 Arcana, all proper 
nouns, capitalized terms, italicized terms, artwork, maps, symbols, 
depictions, and illustrations, except such elements that already 
appear in the System Reference Document or have been released as 
Open Content. 

Designation of Open Content: The Open Content in this issue 
includes the new monsters, new magic items, and all material in 
the appendix. All other material is Product Identity, especially place 
names, character names, locations, story elements, and fiction. 
No other portion of this work may be reproduced in any form 
without permission. Some of the portions of this book which are 
delineated OGC originate from the System Reference Document 
and are copyright © 2000 Wizards of the Coast, Inc. The remainder of 
these OGC portions of these book are hereby added to Open Game 
Content and, if so used, should bear the COPYRIGHT NOTICE “1985 
Arcana,” copyright © 1985 Games, all rights reserved. 

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. Definitions: (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 Product 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 specifically 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, symbols, designs, depictions, likenesses, formats, poses, 
concepts, themes and graphic, photographic and other visual or 
audio representations; names and descriptions of characters, spells, 
enchantments, personalities, 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 products 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” 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 conditions may be applied to 
any Open Game Content distributed using this License. 21 Not for 

resale. Permission granted to print or photocopy this document for 
personal use only. 

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, non-exclusive 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 original 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 distributing, 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 Distribute. 

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 another, 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 
Agreement with the owner of such Trademark or Registered 
Trademark. The use of any Product Identity in Open Game Content 
does not constitute a challenge to the ownership of that Product 
Identity. 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 Content 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 automatically 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, Inc. System Reference Document 5.0 
Copyright 2016, Wizards of the Coast, Inc.; Authors Mike Mearls, 
Jeremy 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. 
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