
 

 

Conjure Celestial 7 

unoccupied space 

Concentration, up to 1 
hour V, S 

1 minute 

90 feet 

You summon a celestial of challenge rating 4 or lower, which 
appears in an unoccupied space that you can see within range. 
The celestial disappears when it drops to 0 hit points or when 
the spell ends. 
The celestial is friendly to you and your companions for the 
duration. Roll initiative for the celestial, which has its own 
turns. It obeys any verbal commands that you issue to it (no 
action required by you), as long as they don’t violate its 
alignment. If you don’t issue any commands to the celestial, it 
defends itself from hostile creatures but otherwise takes no 
actions. 
 The DM has the celestial’s statistics. 
 
At Higher Levels. When you cast this spell using a 9th-level 
spell slot, you summon a celestial of challenge rating 5 or lower. 



 

 

Acid Splash 

0 

two creatures 

Instantaneous 

V, S 

1 action 

60 feet 

You hurl a bubble of acid. Choose one creature within range, or 
choose two creatures within range that are within 5 feet of each 
other. A target must succeed on a Dexterity saving throw or 
take 1d6 acid damage. This spell’s damage increases by 1d6 
when you reach 5th level (2d6), 11th level (3d6), and 17th level 
(4d6). 



 

 

Dimension Door 4 

point 

Instantaneous 

V 

1 action 

500 feet 

You teleport yourself from your current location to any other 
spot within range. You arrive at exactly the spot desired. It can 
be a place you can see, one you can visualize, or one you can 
describe by stating distance and direction, such as “200 feet 
straight downward” or “upward to the northwest at a 45-
degree angle, 300 feet.” You can bring along objects as long as 
their weight doesn’t exceed what you can carry. You can also 
bring one willing creature of your size or smaller who is 
carrying gear up to its carrying capacity. The creature must be 
within 5 feet of you when you cast this spell. If you would 
arrive in a place already occupied by an object or a creature, 
you and any creature traveling with you each take 4d6 force 
damage, and the spell fails to teleport you. 



 

 

Flaming Sphere 

2 

5-foot sphere 

Concentration, up to 1 
minute V, S, M  

(a bit of tallow, a pinch of brimstone, 
and a dusting of powdered iron) 

1 action 

60 feet 

A 5-foot-diameter sphere of fire appears in an unoccupied 
space of your choice within range and lasts for the duration. 
Any creature that ends its turn within 5 feet of the sphere must 
make a Dexterity saving throw. The creature takes 2d6 fire 
damage on a failed save, or half as much damage on a successful 
one. As a bonus action, you can move the sphere up to 30 feet. 
If you ram the sphere into a creature, that creature must make 
the saving throw against the sphere’s damage, and the sphere 
stops moving this turn. When you move the sphere, you can 
direct it over barriers up to 5 feet tall and jump it across pits up 
to 10 feet wide. The sphere ignites flammable objects not being 
worn or carried, and it sheds bright light in a 20-foot radius 
and dim light for an additional 20 feet. At Higher Levels. 
When you cast this spell using a spell slot of 3rd level or higher, 
the damage increases by 1d6 for each slot level above 2nd. 



 

 

Gate 

9 

precise location 

Concentration, up to 1 
minute V, S, M  

(a diamond worth at least 5,000 gp) 

1 action 

60 feet 

You conjure a portal linking an unoccupied space you can see within 
range to a precise location on a different plane of existence. The portal is 
a circular opening, which you can make 5 to 20 feet in diameter. You can 
orient the portal in any direction you choose. The portal lasts for the 
duration. The portal has a front and a back on each plane where it 
appears. Travel through the portal is possible only by moving through its 
front. Anything that does so is instantly transported to the other plane, 
appearing in the unoccupied space nearest to the portal. Deities and 
other planar rulers can prevent portals created by this spell from opening 
in their presence or anywhere within their domains. When you cast this 
spell, you can speak the name of a specific creature (a pseudonym, title, 
or nickname doesn’t work). If that creature is on a plane other than the 
one you are on, the portal opens in the named creature’s immediate 
vicinity and draws the creature through it to the nearest unoccupied 
space on your side of the portal. You gain no special power over the 
creature, and it is free to act as the DM deems appropriate. It might 
leave, attack you, or help you. 
 



 

 

Guardian of Faith 4 

unoccupied space 

8 hours 

V 

1 action 

30 feet 

A Large spectral guardian appears and hovers for the duration 
in an unoccupied space of your choice that you can see within 
range. The guardian occupies that space and is indistinct except 
for a gleaming sword and shield emblazoned with the symbol of 
your deity. Any creature hostile to you that moves to a space 
within 10 feet of the guardian for the first time on a turn must 
succeed on a Dexterity saving throw. The creature takes 20 
radiant damage on a failed save, or half as much damage on a 
successful one. The guardian vanishes when it has dealt a total 
of 60 damage. 



 

 

Heroes’ Feast 

6 

point 

Instantaneous 

V, S , M  
(a gem-encrusted bowl worth at least 

1,000 gp, which the spell consumes) 

10 minutes 

30 feet 

You bring forth a great feast, including magnificent food and 
drink. The feast takes 1 hour to consume and disappears at the 
end of that time, and the beneficial effects don’t set in until this 
hour is over. Up to twelve other creatures can partake of the 
feast. A creature that partakes of the feast gains several 
benefits. The creature is cured of all diseases and poison, 
becomes immune to poison and being frightened, and makes all 
Wisdom saving throws with advantage. Its hit point maximum 
also increases by 2d10, and it gains the same number of hit 
points. These benefits last for 24 hours. 



 

 

Mage Hand 

0 

point 

1 minute 

V, S 

1 action 

30 feet 

A spectral, floating hand appears at a point you choose within 
range. The hand lasts for the duration or until you dismiss it as 
an action. The hand vanishes if it is ever more than 30 feet 
away from you or if you cast this spell again. You can use your 
action to control the hand. You can use the hand to manipulate 
an object, open an unlocked door or container, stow or retrieve 
an item from an open container, or pour the contents out of a 
vial. You can move the hand up to 30 feet each time you use it. 
The hand can’t attack, activate magic items, or carry more than 
10 pounds. 



 

 

Mass Cure Wounds 5 

six creatures 

Instantaneous 

V, S 

1 action 

60 feet 

A wave of healing energy washes out from a point of your 
choice within range. Choose up to six creatures in a 30-foot-
radius sphere centered on that point. Each target regains hit 
points equal to 3d8 + 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 6th level or higher, 
the healing increases by 1d8 for each slot level above 5th. 



 

 

Mass Heal 

9 

creatures 

Instantaneous 

V, S 

1 action 

60 feet 

A flood of healing energy flows from you into injured creatures 
around you. You restore up to 700 hit points, divided as you 
choose among any number of creatures that you can see within 
range. Creatures healed by this spell are also cured of all 
diseases and any effect making them blinded or deafened. This 
spell has no effect on undead or constructs. 



 

 

Maze 

8 

creature 

Concentration, up to 10 
minutes V, S 

1 action 

60 feet 

You banish a creature that you can see within range into a 
labyrinthine demiplane. The target remains there for the 
duration or until it escapes the maze. The target can use its 
action to attempt to escape. When it does so, it makes a DC 20 
Intelligence check. If it succeeds, it escapes, and the spell ends 
(a minotaur or goristro demon automatically succeeds). When 
the spell ends, the target reappears in the space it left or, if that 
space is occupied, in the nearest unoccupied space. 



 

 

Misty Step 

2 

point 

Instantaneous 

V 

1 bonus action 

Self 

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



 

 

Poison Spray 

0 

creature 

Instantaneous 

V, S 

1 action 

10 feet 

You extend your hand toward a creature you can see within 
range and project a puff of noxious gas from your palm. The 
creature must succeed on a Constitution saving throw or take 
1d12 poison damage. This spell’s damage increases by 1d12 when 
you reach 5th level (2d12), 11th level (3d12), and 17th level (4d12). 



 

 

Revivify 

3 

dead creature 

Instantaneous 

V, S, M 
(diamonds 

worth 300 gp, 
which the spell 

consumes) 

1 action 

Touch 

You touch a creature that has died within the last minute. That 
creature returns to life with 1 hit point. This spell can’t return to 
life a creature that has died of old age, nor can it restore any 
missing body parts. 



 

 

Spirit Guardians 

3 

self 

Concentration, up to 10 
minutes V, S, M (a 

holy symbol) 

1 action 

Self (15-foot 
radius) 

You call forth spirits to protect you. They flit around you to a 
distance of 15 feet for the duration. If you are good or neutral, 
their spectral form appears angelic or fey (your choice). If you 
are evil, they appear fiendish. When you cast this spell, you can 
designate any number of creatures you can see to be unaffected 
by it. An affected creature’s speed is halved in the area, and 
when the creature enters the area for the first time on a turn or 
starts its turn there, it must make a Wisdom saving throw. On 
a failed save, the creature takes 3d8 radiant damage (if you are 
good or neutral) or 3d8 necrotic damage (if you are evil). On a 
successful save, the creature takes half as much damage. At 
Higher Levels. When you cast this spell using a spell slot of 4th 
level or higher, the damage increases by 1d8 for each slot level 
above 3rd. 



 

 

Teleport 

7 

eight willing creatures 

Instantaneous 

V 

1 action 

10 feet 

This spell instantly transports you and up to eight willing creatures of your choice that you can see within range, or a single 
object that you can see within range, to a destination you select. If you target an object, it must be able to fit entirely inside a 
10-foot cube, and it can’t be held or carried by an unwilling creature. The destination you choose must be known to you, and 
it must be on the same plane of existence as you. Your familiarity with the destination determines whether you arrive there 
successfully. The DM rolls d100 and consults the table. Familiarity. “Permanent circle” means a permanent teleportation 
circle whose sigil sequence you know. “Associated object” means that you possess an object taken from the desired destination 
within the last six months, such as a book from a wizard’s library, bed linen from a royal suite, or a chunk of marble from a 
lich’s secret tomb. “Very familiar” is a place you have been very often, a place you have carefully studied, or a place you 
can see when you cast the spell. “Seen casually” is someplace you have seen more than once but with which you aren’t very 
familiar. “Viewed once” is a place you have seen once, possibly using magic. “Description” is a place whose location and 
appearance you know through someone else’s description, perhaps from a map. “False destination” is a place that doesn’t 
exist. Perhaps you tried to scry an enemy’s sanctum but instead viewed an illusion, or you are attempting to teleport to a 
familiar location that no longer exists. On Target. You and your group (or the target object) appear where you want to. Off 
Target. You and your group (or the target object) appear a random distance away from the destination in a random 
direction. Distance off target is 1d10 × 1d10 percent of the distance that was to be traveled. For example, if you tried to 
travel 120 miles, landed off target, and rolled a 5 and 3 on the two d10s, then you would be off target by 15 percent, or 18 
miles. The DM determines the direction off target randomly by rolling a d8 and designating 1 as north, 2 as northeast, 3 as 
east, and so on around the points of the compass. If you were teleporting to a coastal city and wound up 18 miles out at sea, 
you could be in trouble. Similar Area. You and your group (or the target object) wind up in a different area that’s visually 
or thematically similar to the target area. If you are heading for your home laboratory, for example, you might wind up in 
another wizard’s laboratory or in an alchemical supply shop that has many of the same tools and implements as your 
laboratory. Generally, you appear in the closest similar place, but since the spell has no range limit, you could conceivably 
wind up anywhere on the plane. Mishap. The spell’s unpredictable magic results in a difficult journey. Each teleporting 
creature (or the target object) takes 3d10 force damage, and the DM rerolls on the table to see where you wind up (multiple 
mishaps can occur, dealing damage each time). Similar Off On Familiarity Mishap Area Target Target Permanent 
circle — — — 01–100 Associated object — — — 01–100 Very familiar 01–05 06–13 14–24 25–100 Seen casually 01–33 34–43 44–
53 54–100 Viewed once 01–43 44–53 54–73 74–100 Description 01–43 44–53 54–73 74–100 False destination 01–50 51–100 — 
— 



 

 

Web 

2 

point 

Concentration, up to 1 
hour V, S, M  

(a bit of spiderweb) 

1 action 

60 feet 

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. 



 

 

Arcane Gate 

6 

two points 

Concentration, up to 10 
minutes V, S 

1 action 

500 feet 

You create linked teleportation portals that remain open for the duration. 
Choose two points on the ground that you can see, one point within 10 feet of 
you and one point within 500 feet of you. A circular portal, 10 feet in 
diameter, opens over each point. If the portal would open in the space 
occupied by a creature, the spell fails, and the casting is lost. 
The portals are two-dimensional glowing rings filled with mist, hovering 
inches from the ground and perpendicular to it at the points you choose. A 
ring is visible only from one side (your choice), which is the side that 
functions as a portal. 
Any creature or object entering the portal exits from the other portal as if 
the two were adjacent to each other; passing through a portal from the 
nonportal side has no effect. The mist that fills each portal is opaque and 
blocks vision through it. On your turn, you can rotate the rings as a bonus 
action so that the active side faces in a different direction. 



 

 

Arms of Hadar 

1 

10-foot radius 

Instantaneous 

V, S 

1 action 

Self (10-foot 
radius) 

You invoke the power of Hadar, the Dark Hunger. Tendrils 
of dark energy erupt from you and batter all creatures within 10 
feet of you. Each creature in that area must make a Strength 
saving throw. On a failed save, a target takes 2d6 necrotic 
damage and can’t take reactions until its next turn. On a 
successful save, the creature takes half damage, but suffers no 
other effect. 
At Higher Levels. When you cast this spell using a spell slot of 
2nd level or higher, the damage increases by 1d6 for each slot 
level above 1st. 



 

 

Call Lightning 

3 

60x10-foot cylinder 

Concentration, up to 10 
minutes V, S 

1 action 

120 feet 

A storm cloud appears in the shape of a cylinder that is 10 feet tall with a 
60-foot radius, centered on a point you can see 100 feet directly above you. 
The spell fails if you can’t see a point in the air where the storm cloud could 
appear (for example, if you are in a room that can’t accommodate the cloud). 
When you cast the spell, choose a point you can see within range. A bolt of 
lightning flashes down from the cloud to that point. Each creature within 5 
feet of that point must make a Dexterity saving throw. A creature takes 
3d10 lightning damage on a failed sav , or half as much damage on a 
successful one. On each of your turns until the spell ends, you can use your 
action to call down lightning in this way again, targeting the same point or a 
different one. 
If you are outdoors in stormy conditions when you cast this spell, the spell 
gives you control over the existing storm instead of creating a new one. 
Under such conditions, the spell’s damage increases by 1d10. 
 
At Higher Levels. When you cast this spell using a spell slot of 4th or higher 
level, the damage increases by 1d10 for each slot level above 3rd. 



 

 

Cloud of Daggers 

2 

5-foot cube 

Concentration, up to 1 
minute V, S, M  

(a sliver of glass) 

1 action 

60 feet 

You fill the air with spinning daggers in a cube 5 feet on each 
side, centered on a point you choose within range. A creature 
takes 4d4 slashing damage when it enters the spell's area for the 
first time on a turn or starts its turn there. 
 
At Higher Levels. When you cast this spell using a spell slot of 
3rd level or higher, the damage increases by 2d4 for each slot 
level above 2nd. 



 

 

Cloudkill 5 

5-foot cube 

Concentration, up to 10 
minutes V, S 

1 action 

120 feet 

You fill the air with spinning daggers in a cube 5 feet on each 
side, centered on a point you choose within range. A creature 
takes 4d4 slashing damage when it enters the spell’s area for the 
first time on a turn or starts its turn there. 
At Higher Levels. When you cast this spell using a spell slot of 
3rd level or higher, the damage increases by 2d4 for each slot 
level above 2nd. 



 

 

Conjure Animals 

3 

unoccupied space 

Concentration, up to 1 
hour V, S 

1 action 

60 feet 

You summon fey spirits that take the form of beasts and  appear in 
unoccupied spaces that you can see within range. Choose one of the 
following options for what appears: 
• One beast of challenge rating 2 or lower Two beasts of challenge rating 1 
or lower 
• Four beasts of challenge rating 1/2 or lower 
• Eight beasts of challenge rating 1/4 or lower 
Each beast is also considered fey, and it disappears when it drops to 0 hit 
points or when the spell ends. 
 The summoned creatures are friendly to you and your companions. Roll 
initiative for the summoned creatures as a group, which has its own turns. 
They obey any verbal commands that you issue to them (no action required 
by you). If you don’t issue any commands to them, they defend themselves 
from hostile creatures, but otherwise take no actions. 
 The DM has the creatures’ statistics. 
 
At Higher Levels. When you cast this spell using certain higher-level spell 
slots, you choose one of the summoning options above, and more creatures 
appear: twice as many with a 5th-level slot, three times as many with a 
7th-level slot. and four times as many with a 9th level slot. 



 

 

Conjure Barrage 

3 

cone 

Instantaneous 

V, S, M  
(one piece of ammunition or 

a thrown weapon) 

1 action   

Self (60-foot 
cone) 

You throw a nonmagical weapon or fire a piece of nonmagical 
ammunition into the air to create a cone of identical weapons 
that shoot forward and then disappear. Each creature in a 60-
foot cone must succeed on a Dexterity saving throw. A 
creature takes 3d8 damage on a failed save, or half as much 
damage on a successful one. The damage type is the same as 
that of the weapon or ammunition used as a component. 



 

 

Conjure Elemental 

5 

10-foot cube 

Concentration, up to 1 
hour V, S, M 

(burning 
incense for air, 

soft day for 
earth, sulfur 

and phosphorus 
for fire, or 
water and 
sand for 
water) 

1 minute 

90 feet 

You call forth an elemental servant. Choose an area of air, earth, fire, or 
water that fills a 10-foot cube within range. An elemental of challenge rating 
5 or lower appropriate to the area you chose appears in an unoccupied space 
within 10 feet of it. For example, a fire elemental  emerges from a bonfire, 
and an earth elemental rises up from the ground. The elemental disappears 
when it drops to 0 hit points or when the spell ends.  
The elemental is friendly to you and your companions for the duration. Roll 
initiative for the elemental, which has its own turns. It obeys any verbal 
commands that you issue to it (no action required by you). If you don’t issue 
any commands to the elemental, it defends itself from hostile creatures but 
otherwise takes no actions. 
If your concentration is broken, the elemental doesn’t disappear. Instead, 
you lose control of the elemental, it becomes hostile toward you and your 
companions, and it might attack. An uncontrolled elemental can’t be dismissed 
by you, and it disappears 1 hour after you summoned it. 
The DM has the elemental’s statistics.  
 
At Higher Levels. When you cast this spell using a spell slot of 6th level or 
higher, the challenge rating increases by I for each slot level above 5th. 



 

 

Conjure Fey 

6 

unoccupied space 

Concentration, up to 1 
hour V, S 

1 minute 

90 feet 

You summon a fey creature of challenge rating 6 or lower, or a fey spirit 
that takes the form of a beast of challenge rating 6 or lower. It appears in an 
unoccupied space that you can see within range, The fey creature disappears 
when it drops to O hit points or when  the spell ends, 
The fey creature is friendly to you and your  companions for the duration. 
Roll initiative for the creature, which has its own turns. It obeys any verbal 
commands that you issue to it (no action required by you), as long as they 
don’t violate its alignment. If you don’t issue any commands to the fey 
creature, it defends itself from hostile creatures but otherwise takes no 
actions. 
If your concentration is broken, the fey creature doesn’t disappear. Instead, 
you lose control of the fey creature, it becomes hostile toward you and your 
companions, and it might attack. An uncontrolled fey creature can’t be 
dismissed by you. and it disappears 1 hour after you summoned it.  
The DM has the fey creature’s statistics. 
 
At Higher Levels. When you cast this spell using a spell slot of 7th level or 
higher, the challenge rating increases by 1 for each slot level above 6th. 



 

 

Conjure Minor 
Elementals 4 

unoccupied space 

Concentration, up to 1 
hour V, S 

1 minute 

90 feet 

You summon elementals that appear in unoccupied spaces that you can see 
within range. You choose one the following options for what appears:  
• One elemental of challenge rating 2 or lower 
• Two elementals of challenge rating 1 or lower 
• Four elementals of challenge rating 1/2 or lower 
• Eight elementals of challenge rating 1/4 or lower. 
An elemental summoned by this spell disappears when it drops to 0 hit points 
or when the spell ends. 
The summoned creatures are friendly to you and your companions. Roll 
initiative for the summoned creatures as a group, which has its own turns. 
They obey any verbal commands that you issue to them (no action required 
by you). If you don’t issue any commands to them, they defend themselves 
from hostile creatures, but otherwise take no actions. 
The DM has the creatures’ statistics. 
 
At Higher Levels. When you cast this spell using certain higher.level spell 
slots, you choose one of the summoning options above, and more creatures 
appear: twice as many with a 6th-level slot and three times as many with an 
8th-level slot. 



 

 

Conjure Volley 5 

point 

Instantaneous 

V,S,M 
(one piece of ammunition or one 

thrown weapon) 

1 action 

150 feets 

You fire a piece of nonmagical ammunition from a ranged 
weapon or throw a nonmagical weapon into the air and choose 
a point within range. Hundreds of duplicates of the ammunition 
or weapon fall in a volley from above and then disappear. Each 
creature in a 40-foot-radius, 20-foot-high cylinder centered 
on that point must make a Dexterity saving throw. A creature 
takes 8d8 damage on a failed save., or half as much damage on a 
successful one. The damage type is the same as that of the 
ammunition or weapon. 



 

 

Conjure Woodland Beings 4 

unoccupied space 

Concentration, up to 1 
hour V, S, M 

1 action 

60 feet 

You summon fey creatures that appear in unoccupied spaces that you can see 
within range. Choose one of the following options for what appears: 
• One fey creature of challenge rating 2 or lower 
• Two fey creatures of challenge rating 1 or lower 
• Four fey creatures of challenge rating 1/2 or lower 
• Eight fey creatures of challenge rating 1/4 or lower 
A summoned creature disappears when it drops to 0 hit points or when the 
spell ends. 
The summoned creatures are friendly to you and your companions. Roll 
initiative for the summoned creatures as a group, which have their own 
turns. They obey any verbal commands that you issue to them (no action 
required by you). If you don’t issue any commands to them, they defend 
themselves from hostile creatures, but otherwise take no actions. 
The DM has the creatures’ statistics. 
 
At Higher Levels. When you cast this spell using certain higher-level spell 
slots, you choose one of the summoning options above, and more creatures 
appear: twice as many with a 6th-level slot and three times as many with an 
8th-level slot. 



 

 

Create Food and Water 3 

point 

Instantaneous 

V, S 

1 action 

30 feet 

You create 45 pounds of food and 30 gallons of water on the 
ground or in containers within range, enough to sustain up to 
fifteen humanoids or five steeds for 24 hours. The food is bland 
but nourishing, and spoils if uneaten after 24 hours. The water 
is clean and doesn’t go bad. 



 

 

Demiplane 

8 

surface 

1 hour 

S 

1 action 

60 feet 

You create a shadowy door on a fIat solid surface that you can 
see within range. The door is large enough to allow Medium 
creatures to pass through unhindered. When opened, the door 
leads to a demiplane that appears to be an empty room 30 feet in 
each dimension, made of wood or stone. When the spell ends, 
the door disappears, and any creatures or objects inside the 
demiplane remain trapped there, as the door also disappears 
from the other side.\n   Each time you cast this spell, you can 
create a new demiplane, or have the shadowy door connect to a 
demiplane you created with a previous casting of this spell. 
Additionally, if you know the nature and contents of a 
demiplane created by a casting of this spell by another creature, 
you can have the shadowy door connect to its demiplane 
instead. 



 

 

Drawmij’s Instant Summons 

6 

object 

Until dispelled 

V, S, M  
(a sapphire worth 1,000 gp) 

1 minute 

Touch 

You touch an object weighing 10 pounds or less whose longest 
dimension is 6 feet or less. The spell leaves an invisible mark on 
its surface and invisibly inscribes the name of the item on the 
sapphire you use as the material component. Each time you cast 
this spell, you must use a different sapphire. 
At any time thereafter, you can use your action to speak the 
item’s name and crush the sapphire. The item instantly appears 
in your hand regardless of physical or planar distances, and the 
spell ends.\n   If another creature is holding or carrying the 
item, crushing the sapphire doesn’t transport the item to you, but 
instead you learn who the creature possessing the object is and 
roughly where that creature is located at that moment. 
Dispel magic or a similar effect successfully applied to the 
sapphire ends this spell’s effect. 



 

 

Ensnaring Strike 

1 

self 

Concentration, up to 1 
minute V 

1 bonus action 

Self 

The next time you hit a creature with a weapon attack before 
this spell ends, a writhing mass of thorny vines appears at the 
point of impact, and the target must succeed on a Strength 
saving throw or be restrained by the magical vines until the spell 
ends. A Large or larger creature has advantage on this saving 
throw. If the target succeeds on the save, the vines shrivel 
away. 
While restrained by this spell, the target takes 1d6 piercing 
damage at the start of each of its turns. A creature restrained 
by the vines or one that can touch the creature can use its action 
to make a Strength check against your spell save DC. On a 
success, the target is freed. 
 
At Higher Levels. If you cast this spell using a spell slot of 2nd 
level or higher, the damage increases by 1d6 for each slot level 
above 1st. 



 

 

Entangle 

1 

20-foot square 

Concentration, up to 1 
minute V, S 

1 action 

90 feet 

Grasping weeds and vines sprout from the ground in a 20-foot 
square starting from a point within range. For the duration, 
these plants turn the ground in the area into difficult terrain. 
A creature in the area when you cast the spell must succeed on 
a Strength saving throw or be restrained by the entangling 
plants until the spell ends. A creature restrained by the plants 
can use its action to make a Strength check against your spell 
save DC. On a success, it frees itself. 
When the spell ends, the conjured plants wilt away. 



 

 

Evard’s Black Tentacles 

4 

20-foot square 

Concentration, up to 1 
minute V,S, M (a 

piece of 
tentacle from a 
giant octopus 

or a giant 
squid) 

1 action 

90 feet 

Squirming, ebony tentacles fill a 20-foot square on ground that 
you can see within range. For the duration, these tentacles turn 
the ground in the area into difficult terrain. 
When a creature enters the affected area for the first time on a 
turn or starts its turn there, the creature must succeed on a 
Dexterity saving throw or take 3d6 bludgeoning damage and be 
restrained by the tentacles until the spell ends. A creature that 
starts its turn in the area and is already restrained by the 
tentacles lakes 3d6 bludgeoning damage. 
A creature restrained by the tentacles can use its action lo make 
a Strength or Dexterity check (its choice) against your spell 
save DC. On a success, it frees itself. 



 

 

Find Familiar 

1 

familiar 

Instantaneous 

V, S, M  
(10 gp worth of charcoal, incense, and herbs that must 

be consumed by fire in a brass brazier) 

1 hour 

10 feet 

You gain the service of a familiar, a spirit that takes an animal form you choose: bat, cat, crab, frog 
(toad), hawk, lizard, octopus, owl, poisonous snake, fish (quipper),rat, raven, sea horse, spider, or weasel. 
Appearing in an unoccupied space within range, the familiar has the statistics of the chosen form, though 
it is a celestial, fey, or fiend (your choice) instead of a beast. 
Your familiar acts independently of you, but it always obeys your commands. In combat, it rolls its own 
initiative and acts on its own turn. A familiar can’t attack, but it can take other actions as normal. 
When the familiar drops to 0 hit points, it disappears, leaving behind no physical form. It reappears after 
you cast this spell again. 
While your familiar is within 100 feet of you, you can communicate with it telepathically. Additionally, 
as an action, you can see through your familiar’s eyes and hear what it hears until the start of your next 
turn, gaining the benefits of any special senses that the familiar has. During this time, you are deaf and 
blind with regard to your own senses. 
As an action, you can temporarily dismiss your familiar. It disappears into a pocket dimension where it 
awaits your summons. Alternatively, you can dismiss it forever. As an action while it is temporarily 
dismissed, you can cause it to reappear in any unoccupied space within 30 feet of you. 
 You can’t have more than one familiar at a time. If you cast this spell while you already have a familiar, 
you instead cause it to adopt a new form. Choose one of the forms from the above list. Your familiar 
transforms into the chosen creature. 
Finally, when you cast a spell with a range of touch, your familiar can deliver the spell as if it had cast 
the spell. Your familiar must be within 100 feet of you, and it must use its reaction to deliver the spell 
when you cast it. If the spell requires an attack roll, you use your attack modifier for the roll. 



 

 

Find Steed 

2 

unoccupied space 

Instantaneous 

V, S 

10 minutes 

30 feet 

You summon a spirit that assumes the form of an unusually intelligent, strong, and loyal 
steed, creating a long-lasting bond with it. Appearing in an unoccupied space within range, 
the steed takes on a form that you choose, such as a warhorse, a pony, a camel, an elk, or a 
mastiff. (Your DM might allow other animals to be summoned as steeds.) The steed has the 
statistics of the chosen form, though it is a celestial, fey, or fiend (your choice) instead of its 
normal type. Additionally, if your steed has an Intelligence of 5 or less, its Intelligence 
becomes 6, and it gains the ability to understand one language of your choice that you speak. 
Your steed serves you as a mount, both in combat and out, and you have an instinctive bond 
with it that allows you to fight as a seamless unit. While mounted on your steed, you can 
make any spell you cast that targets only you also target your steed. 
When the steed drops to 0 hit points, it disappears, leaving behind no physical form. You can 
also dismiss your steed at any time as an action, causing it to disappear. In either case, 
casting this spell again summons the same steed, restored to its hit point maximum. 
While your steed is within 1 mile of you, you can communicate with it telepathically. 
You can’t have more than one steed bonded by this spell at a time. As an action, you can 
release the steed from its bond at any time, causing it to disappear. 



 

 

Fog Cloud 

1 

20-foot sphere 

Concentration, up to 1 
hour V, S 

1 action 

120 feet 

You create a 20-foot-radius sphere of fog centered on a point 
within range. The sphere spreads around corners, and its area 
is heavily obscured. It lasts for the duration or until a wind of 
moderate or greater speed (at least 10 miles per hour) disperses 
it. 
At Higher Levels. When you cast this spell using a spell slot of 
2nd level or higher, the radius of the fog increases by 20 feet for 
each slot level above 1st. 



 

 

Grasping Vine 

4 

unoccupied space 

Concentration, up to 1 
minute V, S 

1 bonus action 

30 feet 

You conjure a vine that sprouts from the ground in an 
unoccupied space of your choice that you can see within range. 
When you cast this spell, you can direct the vine to lash out at a 
creature within 30 feel of it that you can see. That creature 
must succeed on a Dexterity saving throw or be pulled 20 feel 
directly toward the vine. 
Until the spell ends, you can direct the vine to lash out at the 
same creature or another one as a bonus action on each of your 
turns. 



 

 

Grease 

1 

10-foot square 

1 minute 

V, S, M (a bit 
of pork rind or 

butter) 

1 action 

60 feet 

Slick grease covers the ground in a 10-fool square centered on 
a point within range and turns it into difficult terrain for the 
duration. 
When the grease appears, each creature standing in its area 
must succeed on a Dexterity saving throw or fall prone. A 
creature that enters the area or ends its turn there must also 
succeed on a Dexterity saving throw or fall prone. 



 

 

Hail of Thorns 

1 

self 

Concentration, up to 1 
minute V 

1 bonus action 

Self 

The next time you hit a creature with a ranged weapon attack 
before the spell ends, this spell creates a rain of thorns that 
sprouts from your ranged weapon or ammunition. In addition 
to the normal effect of the attack, the target of the attack and 
each creature within 5 feet of it must make a Dexterity saving 
throw. A creature takes 1d10 piercing damage on a failed save, 
or half as much damage on a successful one. 
 
At Higher Levels. If you cast this spell using a spell slot of 2nd 
level or higher, the damage increases by 1d10 for each slot level 
above 1st (to a maximum of 6d10). 



 

 

Hunger of Hadar 

3 

20-foot sphere 

Concentration, up to 1 
minute V, S, M  

(a pickled octopus tentacle) 

1 action 

150 feet 

You open a gateway to the dark between the stars, a region 
infested with unknown horrors. A 20-foot-radius sphere of 
blackness and bitter cold appears, centered on a point with range 
and lasting for the duration. This void is filled with a cacophony 
of soft whispers and slurping noises that can be heard up to 30 
feet away. No light, magical or otherwise, can illuminate the 
area, and creatures fully within the area are blinded. 
The void creates a warp in the fabric of space. and the area is 
difficult terrain. Any creature that starts its turn in the area 
takes 2d6 cold damage. Any creature that ends its turn in the 
area must succeed on a Dexterity saving throw or take 2d6 
acid damage as milky, otherworldly tentacles rub against it. 



 

 

Incendiary Cloud 

8 

20-foot sphere 

Instantaneous 

V, S 

1 action 

150 feet 

A swirling cloud of smoke shot through with white-hot embers 
appears in a 20-foot-radius sphere centered on a point within 
range. The cloud spreads around corners and is heavily 
obscured. It lasts for the duration or until a wind of moderate 
or greater speed (at least 10 miles per hour) disperses it. 
When the cloud appears, each creature in it must make a 
Dexterity saving throw. A creature takes 10d8 fire damage on 
a failed save, or half as much damage on a successful one. A 
creature must also make this saving throw when it enters the 
spell’s area for the first time on a turn or ends its turn there. 
The cloud moves 10 feet directly away from you in a direction 
that you choose at the start of each of your turns. 



 

 

Insect Plague 5 

20-foot sphere 

Concentration, up to 10 
minutes V, S, M  

(a few grains of sugar, some kernels of grain, 
and a smear of fat) 

1 action 

300 feet 

Swarming, biting locusts fill a 20-foot-radius sphere centered 
on a point you choose within range, The sphere spreads around 
corners. The sphere remains for the duration, and its area is 
lightly obscured. The sphere’s area is difficult terrain. 
When the area appears, each creature in it must make a 
Constitution saving throw. A creature takes 4d10 piercing 
damage on a failed save, or half as much damage on a successful 
one. A creature must also make this saving throw when it 
enters the spell’s area for the first time on a turn or ends its turn 
there. 
 
At Higher Levels. When you cast this spell using a spell slot of 
6th level or higher, the damage increases by 1d10 for each slot 
level above 5th. 



 

 

Leomund’s Secret Chest 4 

12-foot cube 

Instantaneous 

V, S, M 
 (an exquisite chest, 3 feet by 2 feet by 2 feet, constructed from rare 

materials worth at least 5,000 gp, and a Tiny replica made from 
the same materiais worth at least 50 gp) 

1 action 

Touch 

You hide a chest, and all its contents on the Ethereal Plane. You 
must touch the chest and the miniature replica that serves as a 
material component for the spell. The chest can contain up to 12 
cubic feet of nonliving material (3 feet by 2 feet by 2 feet). 
While the chest remains on the Ethereal Plane, you can use an 
action and touch the replica to recall the chest. It appears in an 
unoccupied space on the ground within 5 feet of you. You can 
send the chest back to the Ethereal Plane by using an action and 
touching both the chest and the replica. 
After 60 days, there is a cumulative 5 percent chance per day 
that the spell’s effect ends. This effect ends if you cast this spell 
again, if the smaller replica chest is destroyed, or if you choose 
to end the spell as an action. If the spell ends and the larger 
chest is on the Ethereal Plane, it is irretrievably lost. 



 

 

Mordenkainen’s Magnificent Mansion 

7 

point 

24 hours 

V, S, M 
 (a miniature portal carved from ivory, a small piece of polished 

marble, and a tiny silver spoon, each item worth at least 5 gp) 

10 minutes 

300 feet 

You conjure an extradimensional dwelling in range that lasts for the duration. You choose where its one 
entrance is located. The entrance shimmers faintly and is 5 feet wide and 10 feet tall. You and any 
creature you designate when you cast the spell can enter the extradimensional dwelling as long as the 
portal remains open. You can open or close the portal if you are within 30 feet of it. While closed, the 
portal is invisible. 
Beyond the portal is a magnificent foyer with numerous chambers beyond. The atmosphere is clean, fresh, 
and warm. 
You can create any floor plan you like, but the space can’t exceed 50 cubes, each cube being 10 feet on each 
side. The place is furnished and decorated as you choose. It contains sufficient food to serve a nine- 
course banquet for up to 100 people. A staff of 100 near-transparent servants attends all who enter. You 
decide the visual appearance of these servants and their attire. They are completely obedient to your 
orders. 
Each servant can perform any task a normal human servant could perform, but they can’t attack or take 
any action that would directly harm another creature. Thus the servants can fetch things, clean, mend, 
fold clothes, light tires, serve food, pour wine, and so on. The servants can go anywhere in the mansion 
but can’t leave it. Furnishings and other objects created by this spell dissipate into smoke if removed from 
the mansion. When the spell ends, any creatures inside the extradimensional space are expelled into the 
open spaces nearest to the entrance. 



 

 

Planar Ally 

6 

any 

Instantaneous 

V, S 

10 minutes 

60 feet 

You beseech an otherworldly entity for aid. The being must be known to you: a god, a primordial, a 
demon prince, or some other being of cosmic power. That entity sends a celestial, an elemental, or a fiend 
loyal to it to aid you, making the creature appear in an unoccupied space within range. If you know a 
specific creature’s name, you can speak that name when you cast this spell to request that creature, 
though you might get a different creature anyway (DM’s choice). 
When the creature appears, it is under no compulsion to behave in any particular way. You can ask the 
creature to perform a service in exchange for payment, but it isn’t obliged to do so. The requested task 
could range from simple (fly us across the chasm, or help us fight a battle) to complex (spy on our enemies, 
or protect us during our foray into the dungeon). You must be able to communicate with the creature to 
bargain for its services. 
Payment can take a variety of forms. A celestial might require a sizable donation of gold or magic items 
to an allied temple, while a fiend might demand a living sacrifice or a gift of treasure. Some creatures 
might exchange their service for a quest undertaken by you.\n   As a rule of thumb, a task that can be 
measured in minutes requires a payment worth 100 gp per minute. A task measured in hours requires 
1,000 gp per hour. And a task measured in days (up to 10 days) requires 10,000 gp per day. The DM can 
adjust these payments based on the circumstances under which you cast the spell. If the task is aligned 
with the creature’s ethos, the payment might be halved or even waived. Nonhazardous tasks typically 
require only half the suggested payment, while especially dangerous tasks might require a greater gift. 
Creatures rarely accept tasks that seem suicidal. 
After the creature completes the task, or when the agreed-upon duration of service expires, the creature 
returns to its home plane after reporting back to you, if appropriate to the task and if possible. If you are 
unable to agree on a price for the creature’s service, the creature immediately returns to its home plane. 
A creature enlisted to join your group counts as a member of it, receiving a full share of experience 
points awarded. 



 

 

Plane Shift 

7 

willing creature 

Instantaneous 

V, S, M  
(a forked, metal rod worth at least 250 gp, 
attuned to a particular plane of existence) 

1 action   

Touch 

You and up to eight willing creatures who link hands in a circle are 
transported to a different plane of existence. You can specify a target 
destination in general terms, such as the City of Brass on the Elemental 
Plane of Fire or the palace of Dispater on the second level of the Nine 
Hells, and you appear in or near that destination. If you are trying to reach 
the City of Brass, for example, you might arrive in its Street of Steel, 
before its Gate of Ashes, or looking at the city from across the Sea of Fire, 
at the DM’s discretion. 
Alternatively, if you know the sigil sequence of a teleportation circle on 
another plane of existence, this spell can take you to that circle. If the 
teleportation circle is too small to hold all the creatures you transported, they 
appear in the closest unoccupied spaces next to the circle. 
You can use this spell to banish an unwilling creature to another plane. 
Choose a creature within your reach and make a melee spell attack against 
it. On a hit, the creature must make a Charisma saving throw. If the 
creature fails this save, it is transported to a random location on the plane of 
existence you specify. A creature so transported must find its own way back 
to your current plane of existence. 



 

 

Produce Flame 

0 

self 

10 minutes 

V, S 

1 action 

Self 

A flickering flame appears in your hand. The flame remains 
there for the duration and harms neither you nor your 
equipment. The flame sheds bright light in a 10-foot radius and 
dim light for an additional 10 feet. The spell ends if you dismiss 
it as an action or if you cast it again. 
You can also attack with the flame, although doing so ends the 
spell. When you cast this spell, or as an action on a later turn, 
you can hurl the flame at a creature within 30 feet of you. 
Make a ranged spell attack. On a hit, the target takes 1d8 fire 
damage. 
This spell’s damage increases by 1d8 when you reach 5th level 
(2d8), 11th level (3d8), and 17th level(4d8).  
 



 

 

Sleet Storm 

3 

40x20-foot cylinder 

Concentration, up to 1 
minute V, S, M 

 (a pinch of dust and a few drops of 
water) 

1 action 

150 feet 

Until the spell ends, freezing rain and sleet fall in a 20-foot-tall 
cylinder with a 40-foot radius centered on a point you choose 
within range. The area is heavily obscured, and exposed flames 
in the area are doused. 
The ground in the area is covered with slick ice, making it 
difficult terrain. When a creature enters the spell’s area for the 
first time on a turn or starts its turn there, it must make a 
Dexterity saving throw. On a failed save, it falls prone. 
If a creature is concentrating in the spell’s area, the creature 
must make a successful Constitution saving throw against your 
spell save DC or lose concentration. 



 

 

Stinking Cloud 

3 

20-foot sphere 

Concentration, up to 1 
minute V, S, M 

 (a rotten egg or several skunk cabbage leaves) 

1 action 

90 feet 

You create a 20-foot-radius sphere of yellow, nauseating gas 
centered on a point within range. The cloud spreads around 
corners, and its area is heavily obscured. The cloud lingers in 
the air for the duration. 
Each creature that is completely within the cloud at the start of 
its turn must make a Constitution saving throw against paisano 
On a failed save, the creature spends its action that turn 
retching and reeling. Creatures that dan’t need to breathe or are 
immune to poison automatically succeed on this saving throw. 
A moderate wind (at least 10 miles per hour) disperses the cloud 
after 4 rounds. A strong wind (at least 20 miles per hour) 
disperses it after 1 round. 



 

 

Storm of Vengeance 

9 

360-foot radius 

Concentration, up to 1 
minute V, S 

1 action 

Sight 

A churning storm cloud forms, centered on a point you can see and spreading to a radius of 360 feet. Lightning 
flashes in the area, thunder booms, and strong winds roar. Each creature under the cloud (no more than 5,000 
feet beneath the cloud) when it appears must make a Constitution saving throw. On a failed save, a creature 
takes 2d6 thunder damage and becomes deafened for 5 minutes. 
Each round you maintain concentration on this spell, the storm produces additional effects on your turn. 
Round 2. Acidic rain falls from the cloud. Each creature and object under the cloud takes ld6 acid damage. 
Round 3. You call six bolts of lightning from the cloud to strike six creatures or objects of your choice beneath the 
cloud. A given creature or object can’t be struck by more than one bolt. A struck creature must make a 
Dexterity saving throw. The creature takes 10d6 lightning damage on a failed save, or half as much damage on 
a successful one. 
Round 4. Hailstones rain down from the cloud. Each creature under the cloud takes 2d6 bludgeoning damage. 
Round 5-10. Gusts and freezing rain assail the area under the cloud. The area becomes difficult terrain and is 
heavily obscured. Each creature there takes 1d6 cold damage. Ranged weapon attacks in the area are 
impossible. The wind and rain count as a severe distraction for the purposes of maintaining concentration on 
spells. Finally, gusts of strong wind (ranging from 20 to 50 miles per hour) automatically disperse fog, mists, and 
similar phenomena in the area, whether mundane or magical. 
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.  



 

 

Teleportation Circle 5 

10-foot circle 

1 round 

V, M 
 (rare chalks and inks infused with precious 
gems with 50 gp, which the spell consumes) 

1 minute 

10 feet 

As you cast the spell, you draw a 10-foot-diameter circle on the ground 
inscribed with sigils that link your location to a permanent teleportation 
circle of your choice whose sigil sequence you know and that is on the same 
plane of existence as you. A shimmering portal opens within the circle you 
drew and remains open until the end of your next turn. Any creature that 
enters the portal instantly appears within 5 feet of the destination circle or in 
the nearest unoccupied space if that space is occupied. 
Many major temples, guilds, and other important places have permanent 
teleportation circles inscribed somewhere within their confines. Each such 
circle includes a unique sigil sequence-a string of magical runes arranged in 
a particular pattern. When you first gain the ability to cast this spell, you 
learn the sigil sequences for two destinations on the Material Plane, 
determined by the DM. You can learn additional sigil sequences during your 
adventures. You can commit a new sigil sequence to memory after studying it 
for 1 minute. 
You can create a permanent teleportation circle by casting this spell in the 
same location every day for one year. You need not use the circle to teleport 
when you cast the spell in this way. 



 

 

Tenser’s Floating Disk 

1 

3-foot circle 

1 hour 

V, S, M 
 (a drop of mercury) 

1 action 

30 feet 

This spell creates a circular, horizontal plane of force, 3 feet in 
diameter and 1 inch thick, that floats 3 feet above the ground in an 
unoccupied space of your choice that you can see within range. The 
disk remains for the duration, and can hold up to 500 pounds. If more 
weight is placed on it, the spell ends, and everything on the disk falls to 
the ground. 
The disk is immobile while you are within 20 feet of it. If you move 
more than 20 feet away from it, the disk follows you so that it 
remains within 20 feet of you. It can move across uneven terrain, up 
or down stairs, slopes and the like, but it can’t cross an elevation 
change of 10 feet or more. For example, the disk can’t move across a 
10-foot-deep pit, nor could it leave such a pit if it was created at the 
bottom. 
If you move more than 100 feet from the disk (typically because it 
can’t move around an obstacle to follow you), the spell ends. 



 

 

Transport via Plants 

6 

large plant 

1 round 

V, S 

1 action 

10 feet 

This spell creates a magical link between a Large or larger 
inanimate plant within range and another plant, at any distance, 
on the same plane of existence. You must have seen or touched 
the destination plant at least once before. For the duration, any 
creature can step into the target plant and exit from the 
destination plant by using 5 feet of movement. 



 

 

Tree Stride 5 

tree 

Concentration, up to 1 
minute V, S 

1 action 

Self 

You gain the ability to enter a tree and move from inside it to 
inside another tree of the same kind within 500 feet. Both trees 
must be living and at least the same size as you. You must use 5 
feet of movement to enter a tree. You instantly know the location 
of all other trees of the same kind within 500 feet and, as part of 
the move used to enter the tree, can either pass into one of those 
trees or step out of the tree you’re in. You appear in a spot of 
your choice within 5 feet of the destination tree, using another 5 
feet of movement. If you have no movement left, you appear 
within 5 feet of the tree you entered. 
You can use this transportation ability once per round for the 
duration. You must end each turn outside a tree. 



 

 

Unseen Servant 

1 

unoccupied space 

1 hour 

V, S, M 
 (a piece of string and a bit of wood) 

1 action 

60 feet 

This spell creates an invisible, mindless, shapeless force that 
performs simple tasks at your command until the spell ends. The 
servant springs into existence in an unoccupied space on the 
ground within range. It has AC 10, 1 hit point, and a Strength 
of 2, and it can’t attack. If it drops to 0 hit points, the spell ends. 
Once on each of your turns as a bonus action, you can mentally 
command the servant to move up to 15 feet and interact with an 
object. The servant can perform simple tasks that a human 
servant could do, such as fetching things, cleaning, mending, 
folding clothes, lighting fires, serving food, and pouring wine. 
Once you give the command, the servant performs the task to 
the best of its ability until it completes the task, then waits for 
your next command. 
If you command the servant to perform a task that would move 
it more than 60 feet away from you, the spell ends. 



 

 

Wall of Thorns 

6 

60x10x5-foot wall 

Concentration, up to 10 
minutes V, S, M 

 (a handful of thorns) 

1 action 

120 feet 

You create a wall of tough, pliable. tangled brush bristling with needle-sharp 
thorns. The wall appears within range on a solid surface and lasts for the 
duration. You choose to make the wall up to 60 feet long, 10 feet high, and 5 
feet thick or a circle that has a 20-foot diameter and is up to 20 feet high and 
5 feet thick. The wall blocks line of sight. 
When the wall appears, each creature within its area must make a 
Dexterity saving throw. On a failed save, a creature lakes 7d8 piercing 
damage, or half as much damage on a successful save. 
A creature can move through the wall, albeit slowly and painfully. For 
every 1 foot a creature moves through the wall, it must spend 4 feet of 
movement. Furthermore, the first time a creature enters the wall on a turn 
or ends its turn there, the creature must make a Dexterity saving throw. It 
takes 7d8 slashing damage on a failed save, or half as much damage on a 
successful one. 
 
At Higher Levels. When you cast this spell using a spell slot of 7th level or 
higher, both types of damage increase by 1d8 for each slot level above 6th. 



 

 

Wish 9 

any 

Instantaneous 

V 

1 action 

Self 

Wish is the mightiest spell a mortal creature can cast. By simply speaking aloud, you can alter the very foundations of reality 
in accord with your desires. 
The basic use of this spell is to duplicate any other spell of 8th level or lower. You don’t need to meet any requirements in that 
spell, including costly components. The spell simply takes effect. 
Alternatively, you can create one of the following effects of your choice: 
• You create one object of up to 25,000 gp in value that isn’t a magic item. The object can be no more than 300 feet in any 
dimension, and it appears in an unoccupied space you can see on the ground,  
• You allow up to twenty creatures that you can see to regain all hit points, and you end all effects on them described in the 
greater restoration spell. 
• You grant up to ten creatures that you can see resistance to a damage type you choose 
• You grant up to ten creatures you can see immunity to a single spell or other magical effect for 8 hours. For instance, you 
could make yourself and all your companions immune to a lich’s life drain attack. 
• You undo a single recent event by forcing a reroll of any roll made within the last round (including your last tum). Reality 
reshapes itself to accommodate the new result. For example, a wish spell could undo an opponent’s successful save, a foe’s 
critical hit, or a friend’s failed save. You can force the reroll to be made with advantage or disadvantage, and you can choose 
whether to use the reroll or the original roll. 
You might be able to achieve something beyond the scope of the above examples. State your wish to the DM as precisely as 
possible. The DM has great latitude in ruling what occurs in such an instance; the greater the wish, the greater the likelihood 
that something goes wrong. This spell might simply fail, the effect you desire might only be partly achieved, or you might suffer 
some unforeseen consequence as a result of how you worded the wish. For example, wishing that a villain were dead might 
propel you forward in time to a period when that villain is no longer alive, effectively removing you from the game. 
Similarly, wishing for a legendary magic item or artifact might instantly transport you to the presence of the item’s current 
owner. 
The stress of casting this spell to produce any effect other than duplicating another spell weakens you. After enduring that 
stress, each time you cast a spell until you finish a long rest, you take IdlO necrotic damage per level of that spell. This 
damage can’t be reduced or prevented in any way. In addition, your Strength drops to 3, if it isn’t 3 or lower already, for 2d4 
days. For each of those days that you spend resting and doing nothing more than light activity, your remaining recovery time 
decreases by 2 days. Finally, there is a 33 percent chance that you are unable to cast wish ever again if you suffer this stress. 



 

 

 

Word of Recall 

6 

five willing 
creatures 

Instantaneous 

V 

1 action 

5 feet 

You and up to five willing creatures within 5 feet of you 
instantly teleport to a previously designated sanctuary. You and 
any creatures that teleport with you appear in the nearest 
unoccupied space to the spot you designated when you prepared 
your sanctuary (see below), you cast this spell without first 
preparing a sanctuary, the spell has no effect. 
You must designate a sanctuary by casting this spell within a 
location, such as a temple, dedicated to or strongly linked to 
your deity. If you attempt to cast the spell in this manner in an 
area that isn’t dedicated to your deity, the spell has no effect.  


