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9TH-LEVEL SPELL: GRAVITY WELL
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GrAvITY WELL
9th Level Transmutation spell (Wizard only)

Casting Time: 1 action

Range: 150 feet

Components: V, S, M (a meteor chunk)
Duration: Concentration, up to 1 minute

You summon a melon-sized orb of pitch-black gravitic
magic that emanates an incredibly powerful attracting force
into an unoccupied space within range. The area within 100
feet of the orb is difficult terrain that costs 2 feet of speed for
every 1 foot of movement, and the area within 40 feet of the
orb is difficult terrain that costs 3 feet of speed for every 1
foot of movement.

Creatures can enter the orb's space and end their turn
there (the orb does not occupy the space that it exists in), but
creatures that enter the orb's space instantly have their speed
reduced to O until they leave. Any creature or object that
enters the orb's space or ends its turn there takes 30d6 force
damage. This damage ignores resistance, and any creature
killed or object destroyed by this damage is reduced to dust.

At the beginning of each of your turns while the spell
persists, every creature within 100 feet of the orb must make
a Strength saving throw. Creatures that are within 40 feet of
the orb have disadvantage on this saving throw. On a failed
saving throw, a creature takes 3d10 force damage and is
pulled 20 feet toward the orb. On a successful saving throw, a
creature takes half damage and is not pulled.

The orb can pull creatures up into the air, although if it
does, the creature is pulled exactly 10 feet up regardless of
whether they failed their saving throw or not, unless they
have something to grab which is firmly rooted in the ground.
When a creature that cannot fly is pulled into the air by this
spell, it remains suspended there until it can make it back to
the ground or the spell ends, at which point it falls if it still
can't fly. A suspended creature can move only by pushing or
pulling against a fixed object or surface within reach (such as
a wall or a ceiling), which allows it to move as if it were
climbing.

When you cast this spell, you may designate up to 10 other
creatures that you can see within range as being protected
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from it. Those creatures automatically succeed on their
saving throws against the spell You are totally immune to the
spell's effects, except that you will still take damage if you
enter the orb's space or start your turn there.

The spell also affects and damages objects in the area that
aren't being worn or carried, as if they failed the saving throw.

GRIEVOUS STAR
9th Level Evocation spell (Wizard only)

As gravity well, but the orb's space deals radiant damage
instead of force damage and does not ignore resistance, the
orb gives off bright light for 100 feet and dim light for an
additional 100 feet, and the orb can be clearly seen as a
strange twinkling star for 10 miles in all directions. This light
counts as both sunlight and moonlight.
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FALLING & DEATH (SEE PHB 183 & 197)

A creature in the air that is not being held up by
magic or some other force instantly falls if it does
not have a flying speed. The rules for falling
assumes that a creature immediately drops the
entire distance when it falls if the fall is 500 feet or
shorter. If not, it falls 500 feet per round.

At the end of a fall, a creature takes 1d6
bludgeoning damage for every 10 feet it fell, to a
maximum of 20d6. The creature falls prone, unless
it avoids taking damage from the fall.

Massive damage can kill you instantly. When
damage reduces you to O hit points and there is
damage remaining, you die if the remaining
damage equals or exceeds your max hit points.






