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Arcane Sword LEVEL 7 
EVOCATION

C. 1 MINV, S, M1 ACTION 60'

THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEART: MIMI CHIU THE DECK OF MANY © HIT POINT PRESS INC. 2020

conjure celestial LEVEL 7 
CONJURATION

C. 1 HRV, S1 MIN 90'

THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEART: MENG HER THE DECK OF MANY © HIT POINT PRESS INC. 2020

delayed blast fireball LEVEL 7 
EVOCATION

C. 1 MINV, S, M1 ACTION 150'

THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEART: TOMMY MILLAR THE DECK OF MANY © HIT POINT PRESS INC. 2020

Divine word LEVEL 7 
EVOCATION

INSTANTV1 BONUS 30'



You create a sword-shaped plane of force that 
hovers within range. It lasts for the duration.
When the sword appears, you make a melee spell 
attack against a target of your choice within 5 feet 
of the sword. On a hit, the target takes 3d10 force 
damage. Until the spell ends, you can use a bonus 
action on each of your turns to move the sword 
up to 20 feet to a spot you can see and repeat this 
attack against the same target or a different one.

Arcane Sword
7TH LEVEL EVOCATION

RANGE

DURATION

CASTING TIME

COMPONENTS

60 Feet

Concentration, 
up to 1 minute

1 Action

V, S, M

BARD | WIZARD

A miniature platinum sword with a grip and 
pommel of copper and zinc, worth 250 gp.

MATERIAL COMPONENTS

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 GM 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.

conjure celestial
7TH LEVEL CONJURATION

RANGE

DURATION

CASTING TIME

COMPONENTS

90 Feet

Concentration, 
up to 1 hour

1 Minute

V, S

CLERIC

A beam of yellow light flashes from your pointing finger, then  
condenses to linger at a chosen point within range as a glowing bead  
for the duration. When the spell ends, either because your concentration 
is broken or because you decide to end it, the bead blossoms with a 
low roar into an explosion of flame that spreads around corners. Each 
creature in a 20-foot-radius sphere centered on that point must make  
a Dexterity saving throw. A creature takes fire damage equal to the  
total accumulated damage on a failed save, or half as much damage  
on a successful one.

The spell’s base damage is 12d6. If at the end of your turn the bead has 
not yet detonated, the damage increases by 1d6.

If the glowing bead is touched before the interval has expired, the 
creature touching it must make a Dexterity saving throw. On a failed 
save, the spell ends immediately, causing the bead to erupt in flame. On 
a successful save, the creature can throw the bead up to 40 feet. When it 
strikes a creature or a solid object, the spell ends, and the bead explodes.

The fire damages objects in the area and ignites flammable objects that 
aren’t being worn or carried.

At Higher Levels. When you cast this spell using a spell slot of 8th level  
or higher, the base damage increases by 1d6 for each slot level above 7th.

delayed blast fireball
7TH LEVEL EVOCATION

RANGE

DURATION

CASTING TIME

COMPONENTS

150 Feet 
(20-Foot-Radius Sphere)

Concentration, 
up to 1 minute

1 Action

V, S, M

SORCERER | WIZARD

A tiny ball of bat guano and sulfur.

MATERIAL COMPONENTS

You utter a divine word, imbued with the power that 
shaped the world at the dawn of creation. Choose any 
number of creatures you can see within range. Each 
creature that can hear you must make a Charisma saving 
throw. On a failed save, a creature suffers an effect based 
on its current hit points:

• 50 hit points or fewer: deafened for 1 minute
• 40 hit points or fewer: deafened and blinded for 10 

minutes
• 30 hit points or fewer: blinded, deafened, and stunned 

for 1 hour
• 20 hit points or fewer: killed instantly

Regardless of its current hit points, a celestial, an 
elemental, a fey, or a fiend that fails its save is forced back 
to its plane of origin (if it isn’t there already) and can’t 
return to your current plane for 24 hours by any means 
short of a wish spell.

divine word
7TH LEVEL EVOCATION

RANGE

DURATION

CASTING TIME

COMPONENTS

30 Feet

Instantaneous

1 Bonus Action

V

CLERIC
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ANIMATION: JASON ENGLEART: MIMI CHIU THE DECK OF MANY © HIT POINT PRESS INC. 2020

Etherealness LEVEL 7 
TRANSMUTATION

8 HRSV, S1 ACTION SELF

THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEART: SAM ALLEN THE DECK OF MANY © HIT POINT PRESS INC. 2020

Forcecage LEVEL 7 
EVOCATION

1 HRV, S, M1 ACTION 100'

THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEART: JONATHAN HIGAREDA THE DECK OF MANY © HIT POINT PRESS INC. 2020

finger of death LEVEL 7 
NECROMANCY

INSTANTV, S1 ACTION 60'

THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEART: FER LOZADA THE DECK OF MANY © HIT POINT PRESS INC. 2020

Fire Storm LEVEL 7 
EVOCATION

INSTANTV, S1 ACTION 150'



You step into the border regions of the Ethereal Plane, in the area where 
it overlaps with your current plane. You remain in the Border Ethereal 
for the duration or until you use your action to dismiss the spell. During 
this time, you can move in any direction. If you move up or down, every 
foot of movement costs an extra foot. You can see and hear the plane 
you originated from, but everything there looks gray, and you can’t see 
anything more than 60 feet away.

While on the Ethereal Plane, you can only affect and be affected by other 
creatures on that plane. Creatures that aren’t on the Ethereal Plane can’t 
perceive you and can’t interact with you, unless a special ability or magic 
has given them the ability to do so.

You ignore all objects and effects that aren’t on the Ethereal Plane, allowing 
you to move through objects you perceive on the plane you originated from.

When the spell ends, you immediately return to the plane you originated 
from in the spot you currently occupy. If you occupy the same spot as a 
solid object or creature when this happens, you are immediately shunted 
to the nearest unoccupied space that you can occupy and take force 
damage equal to twice the number of feet you are moved.

This spell has no effect if you cast it while you are on the Ethereal Plane or 
a plane that doesn’t border it, such as one of the Outer Planes.

At Higher Levels. When you cast this spell using a spell slot of 8th level 
or higher, you can target up to three willing creatures (including you) for 
each slot level above 7th. The creatures must be within 10 feet of you when 
you cast the spell.

Etherealness
7TH LEVEL TRANSMUTATION

RANGE

DURATION

CASTING TIME

COMPONENTS

Self

8 Hours

1 Action

V, S

BARD | CLERIC | SORCERER | WARLOCK | WIZARD

You send negative energy coursing through a 
creature that you can see within range, causing it 
searing pain. The target must make a Constitution 
saving throw. It takes 7d8 + 30 necrotic damage 
on a failed save, or half as much damage on a 
successful one.

A humanoid killed by this spell rises at the start 
of your next turn as a zombie that is permanently 
under your command, following your verbal orders 
to the best of its ability.

Finger of Death
7TH LEVEL NECROMANCY

RANGE

DURATION

CASTING TIME

COMPONENTS

60 Feet

Instantaneous

1 Action

V, S

SORCERER | WARLOCK | WIZARD

A storm made up of sheets of roaring flame appears 
in a location you choose within range. The area 
of the storm consists of up to ten 10-foot cubes, 
which you can arrange as you wish. Each cube 
must have at least one face adjacent to the face of 
another cube. Each creature in the area must make 
a Dexterity saving throw. It takes 7d10 fire damage 
on a failed save, or half as much damage on a 
successful one.

The fire damages objects in the area and ignites 
flammable objects that aren’t being worn or carried. 
If you choose, plant life in the area is unaffected by 
this spell.

Fire Storm
7TH LEVEL EVOCATION

RANGE

DURATION

CASTING TIME

COMPONENTS

150 Feet

Instantaneous

1 Action

V, S

CLERIC | DRUID | SORCERER

An immobile, invisible, cube-shaped prison composed of magical force 
springs into existence around an area you choose within range. The 
prison can be a cage or a solid box, as you choose.

A prison in the shape of a cage can be up to 20 feet on a side and is 
made from 1/2-inch diameter bars spaced 1/2 inch apart.

A prison in the shape of a box can be up to 10 feet on a side, creating 
a solid barrier that prevents any matter from passing through it and 
blocking any spells cast into or out from the area.

When you cast the spell, any creature that is completely inside the 
cage’s area is trapped. Creatures only partially within the area, or those 
too large to fit inside the area, are pushed away from the center of the 
area until they are completely outside the area.

A creature inside the cage can’t leave it by nonmagical means. If the 
creature tries to use teleportation or interplanar travel to leave the cage, 
it must first make a Charisma saving throw. On a success, the creature 
can use that magic to exit the cage. On a failure, the creature can’t exit 
the cage and wastes the use of the spell or effect. The cage also extends 
into the Ethereal Plane, blocking ethereal travel.

This spell can’t be dispelled by dispel magic

Forcecage
7TH LEVEL EVOCATION

RANGE

DURATION

CASTING TIME

COMPONENTS

100 Feet

1 Hour

1 Action

V, S, M

BARD | WARLOCK | WIZARD

Ruby dust worth 1,500 gp.

MATERIAL COMPONENTS



THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEART: JAMES FRIO THE DECK OF MANY © HIT POINT PRESS INC. 2020

Magnificent Mansion LEVEL 7 
CONJURATION

24 HRSV, S, M1 MIN 300'

THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEART: MIMI CHIU THE DECK OF MANY © HIT POINT PRESS INC. 2020

Mirage Arcane LEVEL 7 
ILLUSION

10 DAYSV, S10 MINS SIGHT

THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEART: JAMES FRIO THE DECK OF MANY © HIT POINT PRESS INC. 2020

Plane Shift LEVEL 7 
CONJURATION

INSTANTV, S, M1 ACTION TOUCH

THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEART: MATEI MONORANU THE DECK OF MANY © HIT POINT PRESS INC. 2020

Prismatic Spray LEVEL 7 
EVOCATION

INSTANTV, S1 ACTION SELF



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 fires, 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.

Magnificent Mansion 
7TH LEVEL CONJURATION

RANGE

DURATION

CASTING TIME

COMPONENTS

300 Feet

24 Hours

1 Minute

V, S, M

BARD | WIZARD

A miniature portal carved from ivory, a small piece of polished marble, and a 
tiny silver spoon, each item worth at least 5 gp.

MATERIAL COMPONENTS

You make terrain in an area up to 1 mile square look, sound, 
smell, and even feel like some other sort of terrain. The 
terrain’s general shape remains the same, however. Open fields 
or a road could be made to resemble a swamp, hill, crevasse, 
or some other difficult or impassable terrain. A pond can be 
made to seem like a grassy meadow, a precipice like a gentle 
slope, or a rock-strewn gully like a wide and smooth road.

Similarly, you can alter the appearance of structures, or add  
them where none are present. The spell doesn’t disguise, 
conceal, or add creatures.

The illusion includes audible, visual, tactile, and olfactory 
elements, so it can turn clear ground into difficult terrain  
(or vice versa) or otherwise impede movement through the 
area. Any piece of the illusory terrain (such as a rock or stick) 
that is removed from the spell’s area disappears immediately.

Creatures with truesight can see through the illusion to the 
terrain’s true form; however, all other elements of the illusion 
remain, so while the creature is aware of the illusion’s presence, 
the creature can still physically interact with the illusion.

Mirage Arcane
7TH LEVEL ILLUSION

RANGE

DURATION

CASTING TIME

COMPONENTS

Sight 
(1-Mile Square)

10 Days

10 Minutes

V, S

BARD | DRUID | WIZARD

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  
GM’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.

Plane Shift
7TH LEVEL CONJURATION

RANGE

DURATION

CASTING TIME

COMPONENTS

Touch

Instantaneous

1 Action

V, S, M

CLERIC | DRUID | SORCERER | WARLOCK | WIZARD

A forked, metal rod worth at least 250 gp, attuned to a particular plane  
of existence.

MATERIAL COMPONENTS

Eight multicolored rays of light flash from your hand. Each ray is a different 
color and has a different power and purpose. Each creature in a 60-foot cone 
must make a Dexterity saving throw. For each target, roll a d8 to determine 
which color ray affects it.

1. Red. The target takes 10d6 fire damage on a failed save, or half as much 
damage on a successful one.

2. Orange. The target takes 10d6 acid damage on a failed save, or half as 
much damage on a successful one.

3. Yellow. The target takes 10d6 lightning damage on a failed save, or half 
as much damage on a successful one.

4. Green. The target takes 10d6 poison damage on a failed save, or half as 
much damage on a successful one.

5. Blue. The target takes 10d6 cold damage on a failed save, or half as much 
damage on a successful one.

6. Indigo. On a failed save, the target is restrained. It must then make a 
Constitution saving throw at the end of each of its turns. If it successfully 
saves three times, the spell ends. If it fails its save three times, it 
permanently turns to stone and is subjected to the petrified condition. 
The successes and failures don’t need to be consecutive;  
keep track of both until the target collects three of a kind.

7. Violet. On a failed save, the target is blinded. It must then make a 
Wisdom saving throw at the start of your next turn. A successful save 
ends the blindness. If it fails that save, the creature is transported to 
another plane of existence of the GM’s choosing and is no longer 
blinded. (Typically, a creature that is on a plane that isn’t its home plane 
is banished home, while other creatures are usually cast into the Astral 
or Ethereal planes.) 

8. Special. The target is struck by two rays. Roll twice more, rerolling any 8.

Prismatic spray
7TH LEVEL EVOCATION

RANGE

DURATION

CASTING TIME

COMPONENTS

Self (60-Foot Cone)

Instantaneous

1 Action

V, S

SORCERER | WIZARD
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Project Image LEVEL 7 
ILLUSION

C. 1 DAYV, S, M1 ACTION 500 MILES

THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEART: CRISTINA PIRVU THE DECK OF MANY © HIT POINT PRESS INC. 2020

reverse gravity LEVEL 7 
TRANSMUTATION

C. 1 MINV, S, M1 ACTION 100'

THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEART: JONATHAN HIGAREDA THE DECK OF MANY © HIT POINT PRESS INC. 2020

Regenerate LEVEL 7 
TRANSMUTATION

1 HRV, S, M1 MIN TOUCH

THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEART: JONATHAN HIGAREDA THE DECK OF MANY © HIT POINT PRESS INC. 2020

Resurrection LEVEL 7 
NECROMANCY

INSTANTV, S, M1 HR TOUCH



This spell reverses gravity in a 50-foot-radius, 100-foot 
high cylinder centered on a point within range. All 
creatures and objects that aren’t somehow anchored 
to the ground in the area fall upward and reach the 
top of the area when you cast this spell. A creature can 
make a Dexterity saving throw to grab onto a fixed 
object it can reach, thus avoiding the fall.

If some solid object (such as a ceiling) is encountered 
in this fall, falling objects and creatures strike it just 
as they would during a normal downward fall. If an 
object or creature reaches the top of the area without 
striking anything, it remains there, oscillating slightly, 
for the duration.

At the end of the duration, affected objects and 
creatures fall back down.

Reverse Gravity
7TH LEVEL TRANSMUTATION

RANGE

DURATION

CASTING TIME

COMPONENTS

100 Feet 
(50-Foot-Radius Cylinder)

Concentration, 
up to 1 minute

1 Action

V, S, M

DRUID | SORCERER | WIZARD

A lodestone and iron filings.

MATERIAL COMPONENTS

You create an illusory copy of yourself that lasts for the duration. The 
copy can appear at any location within range that you have seen before, 
regardless of intervening obstacles. The illusion looks and sounds like 
you but is intangible. If the illusion takes any damage, it disappears, 
and the spell ends.

You can use your action to move this illusion up to twice your speed, 
and make it gesture, speak, and behave in whatever way you choose. It 
mimics your mannerisms perfectly.

You can see through its eyes and hear through its ears as if you were in 
its space. On your turn as a bonus action, you can switch from using its 
senses to using your own, or back again. While you are using its senses, 
you are blinded and deafened in regard to your own surroundings.

Physical interaction with the image reveals it to be an illusion, because 
things can pass through it. A creature that uses its action to examine 
the image can determine that it is an illusion with a successful 
Intelligence (Investigation) check against your spell save DC. If a 
creature discerns the illusion for what it is, the creature can see through 
the image, and any noise it makes sounds hollow to the creature.

Project Image
7TH LEVEL ILLUSION

RANGE

DURATION

CASTING TIME

COMPONENTS

500 Miles

Concentration, 
up to 1 day

1 Action

V, S, M

BARD | WIZARD

A small replica of you made from materials worth at least 5 gp.

MATERIAL COMPONENTS

You touch a creature and stimulate its natural 
healing ability. The target regains 4d8 + 15 hit 
points. For the duration of the spell, the target 
regains 1 hit point at the start of each of its turns 
(10 hit points each minute).

The target’s severed body members (fingers, legs, 
tails, and so on), if any, are restored after 2 minutes. 
If you have the severed part and hold it to the 
stump, the spell instantaneously causes the limb  
to knit to the stump.

Regenerate
7TH LEVEL TRANSMUTATION

RANGE

DURATION

CASTING TIME

COMPONENTS

Touch

1 Hour

1 Minute

V, S, M

BARD | CLERIC | DRUID

A prayer wheel and holy water.

MATERIAL COMPONENTS

You touch a dead creature that has been dead for no more than a 
century, that didn’t die of old age, and that isn’t undead. If its soul 
is free and willing, the target returns to life with all its hit points.

This spell neutralizes any poisons and cures normal diseases 
afflicting the creature when it died. It doesn’t, however, remove 
magical diseases, curses, and the like; if such effects aren’t removed 
prior to casting the spell, they afflict the target on its return to life.

This spell closes all mortal wounds and restores any missing  
body parts.

Coming back from the dead is an ordeal. The target takes a −4 
penalty to all attack rolls, saving throws, and ability checks. Every 
time the target finishes a long rest, the penalty is reduced by 1 
until it disappears.

Casting this spell to restore life to a creature that has been dead for 
one year or longer taxes you greatly. Until you finish a long rest, 
you can’t cast spells again, and you have disadvantage on all attack 
rolls, ability checks, and saving throws.

resurrection
7TH LEVEL NECROMANCY

RANGE

DURATION

CASTING TIME

COMPONENTS

Touch

Instantaneous

1 Hour

V, S, M

BARD | CLERIC

A diamond worth at least 1,000 gp, which the spell consumes.

MATERIAL COMPONENTS
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ANIMATION: JASON ENGLEART: JAMES FRIO THE DECK OF MANY © HIT POINT PRESS INC. 2020

Sequester LEVEL 7 
TRANSMUTATION

DISPELLEDV, S, M1 ACTION TOUCH

symbol (continued)
ART: JONATHAN HIGAREDA THE DECK OF MANY © HIT POINT PRESS INC. 2020

LEVEL 7
ABJURATION

THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEART: MIMI CHIU THE DECK OF MANY © HIT POINT PRESS INC. 2020

Simulacrum LEVEL 7 
ILLUSION

DISPELLEDV, S, M12 HRS TOUCH

THE DECK OF MANY © CARDAMAJIGS.COM 2018

ANIMATION: JASON ENGLEART: JONATHAN HIGAREDA THE DECK OF MANY © HIT POINT PRESS INC. 2020

Symbol LEVEL 7 
ABJURATION

V, S, M1 MIN TOUCH DISPELLED/
TRIGGERED



Death. Each target must make a Constitution saving throw, taking 
10d10 necrotic damage on a failed save, or half as much damage on a 
successful save.

Discord. Each target must make a Constitution saving throw. On 
a failed save, a target bickers and argues with other creatures for 1 
minute. During this time, it is incapable of meaningful communication 
and has disadvantage on attack rolls and ability checks.

Fear. Each target must make a Wisdom saving throw and becomes 
frightened for 1 minute on a failed save. While frightened, the target 
drops whatever it is holding and must move at least 30 feet away from 
the glyph on each of its turns, if able.

Hopelessness. Each target must make a Charisma saving throw. On 
a failed save, the target is overwhelmed with despair for 1 minute. 
During this time, it can’t attack or target any creature with harmful 
abilities, spells, or other magical effects.

Insanity. Each target must make an Intelligence saving throw. On a 
failed save, the target is driven insane for 1 minute. An insane creature 
can’t take actions, can’t understand what other creatures say, can’t read, 
and speaks only in gibberish. The GM controls its movement, which 
is erratic.

Pain. Each target must make a Constitution saving throw and becomes 
incapacitated with excruciating pain for 1 minute on a failed save.

Sleep. Each target must make a Wisdom saving throw and falls 
unconscious for 10 minutes on a failed save. A creature awakens if it 
takes damage or if someone uses an action to shake or slap it awake.

Stunning. Each target must make a Wisdom saving throw and 
becomes stunned for 1 minute on a failed save.

Symbol
7TH LEVEL ABJURATION

BARD | CLERIC | WIZARD

Mercury, phosphorus, and powdered diamond and opal with a total 
value of at least 1,000 gp, which the spell consumes.

MATERIAL COMPONENTS

By means of this spell, a willing creature or an  
object can be hidden away, safe from detection for the 
duration. When you cast the spell and touch the target, 
it becomes invisible and can’t be targeted by divination 
spells or perceived through scrying sensors created by 
divination spells.

If the target is a creature, it falls into a state of suspended 
animation. Time ceases to flow for it, and it doesn’t  
grow older.

You can set a condition for the spell to end early. The 
condition can be anything you choose, but it must occur 
or be visible within 1 mile of the target. Examples include 

“after 1,000 years” or “when the tarrasque awakens.” This 
spell also ends if the target takes any damage.

sequester
7TH LEVEL TRANSMUTATION

RANGE

DURATION

CASTING TIME

COMPONENTS

Touch

Until Dispelled

1 Action

V, S, M

WIZARD

A powder composed of diamond, emerald, ruby,  
and sapphire dust worth at least 5,000 gp, which  
the spell consumes.

MATERIAL COMPONENTS

You shape an illusory duplicate of one beast or humanoid that is within range 
for the entire casting time of the spell. The duplicate is a creature, partially 
real and formed from ice or snow, and it can take actions and otherwise be 
affected as a normal creature. It appears to be the same as the original, but 
it has half the creature’s hit point maximum and is formed without any 
equipment. Otherwise, the illusion uses all the statistics of the creature it 
duplicates, except that it is a construct.

The simulacrum is friendly to you and creatures you designate. It obeys your 
spoken commands, moving and acting in accordance with your wishes and 
acting on your turn in combat. The simulacrum lacks the ability to learn or 
become more powerful, so it never increases its level or other abilities, nor 
can it regain expended spell slots.

If the simulacrum is damaged, you can repair it in an alchemical laboratory, 
using rare herbs and minerals worth 100 gp per hit point it regains. The 
simulacrum lasts until it drops to 0 hit points, at which point it reverts to 
snow and melts instantly.

If you cast this spell again, any duplicate you created with this spell is 
instantly destroyed.
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Snow or ice in quantities sufficient to made a life-size copy of the duplicated 
creature; some hair, fingernail clippings, or other piece of that creature’s body 
placed inside the snow or ice; and powdered ruby worth 1,500 gp, sprinkled 
over the duplicate and consumed by the spell.

MATERIAL COMPONENTS

When you cast this spell, you inscribe a harmful glyph either on a surface 
(such as a section of floor, a wall, or a table) or within an object that can be 
closed to conceal the glyph (such as a book, a scroll, or a treasure chest). If 
you choose a surface, the glyph can cover an area of the surface no larger than 
10 feet in diameter. If you choose an object, that object must remain in its 
place; if the object is moved more than 10 feet from where you cast this spell, 
the glyph is broken, and the spell ends without being triggered.

The glyph is nearly invisible, requiring an Intelligence (Investigation) check 
against your spell save DC to find it.

You decide what triggers the glyph when you cast the spell. For glyphs 
inscribed on a surface, the most typical triggers include touching or stepping 
on the glyph, removing another object covering it, approaching within a 
certain distance of it, or manipulating the object that holds it. For glyphs 
inscribed within an object, the most common triggers are opening the object, 
approaching within a certain distance of it, or seeing or reading the glyph.

You can further refine the trigger so the spell is activated only under certain 
circumstances or according to a creature’s physical characteristics (such as 
height or weight), or physical kind (for example, the ward could be set to 
affect hags or shapechangers). You can also specify creatures that don’t trigger 
the glyph, such as those who say a certain password.

When you inscribe the glyph, choose one of the options below for its effect. 
Once triggered, the glyph glows, filling a 60-foot-radius sphere with dim 
light for 10 minutes, after which time the spell ends. Each creature in the 
sphere when the glyph activates is targeted by its effect, as is a creature that 
enters the sphere for the first time on a turn or ends its turn there.
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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 
GM rolls d100 and consults the table.

Familiarity Mishap Similar Area Off Target On 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 - -

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.
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“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 GM 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 GM rerolls on the table to see where you wind up (multiple 
mishaps can occur, dealing damage each time).
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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 Mimi Chiu, Sam Allen, Meng Her,  
Matei Monoranu, James Frio, Johnathan Higareda,  
Fer Lozada, Tommy Millar, Marisol Aranda,  
Cristina Pirvu
 
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.


