unoccupied space

E Concentration, up to 1

four

You summon a cefestial of cha[[enge rating 4 or fower, which
appears in an unoccupied space that you can see within range.
Ohe celestial disappears when it drops to o hit points or when
the spell ends.

Ohe celestial is friendly to you and your companions for the
duration, Cl@[[ initiative for the celestial, which has its own
turns, It obeys any verbal commands that you issue to it (no
action required B\Z you), as [ong as they don't violate its
a[ignment. CIJ" you don't issue any commands to the celestial, it
defends itself from hostile creatures but otherwise takes no

actions.
Ohe PM has the celestial’s statistics.

At Higher Jevels. When you cast this spell using a gth-level

spell slot, you summon a celestial oj" cha[[enge rating 5 or lower,



G

60 J"eet

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 f)exterity saving throw or
take 1d6 acid damage. Ghis spell's damage increases by 1d6
when you reach sth [evel (2d6), nith [evel (3d6), and 17th [evel
(446).
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500 feet% Al
1 action g

You tefeport yourself from your current [ocation 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 B\Z stating distance and direction, such as “200 feet
straight downward” or “upward to the northwest at a 45-
degree ang[e, 300 feet." You can [wing a[ong o[gjects as [ong 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. Qhe creature must be
within 5 feet of you when you cast this spell. “If you would
arrive in a place a[ready occupied B\Z an o[g'ect or a creature,
you and any creature traveling with you each take 4d6 force
damage, and the spell fai[s to teleport you,



60 feet - )/@ P @ 5-foot sphere
_ <2
1 action E )‘) 2 ] > ] E Concentration, up to 1

@. (O' S' m @. minute
(a bit of tallow, a pinch of brimstone,
and a dusting of powdered iron)

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 (Pexterity saving throw. Ghe creature takes 2d6 fire
damage ona fai[ec[ save, or ha[f as much c[amage ona succcssfu[
one. As a bonus action, you can move the sphcre up to 30 feet.
qu 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. Phe sphere ignites flammable objects not being
worn or carried, and it sheds [wight [ight ina 2o -foot radius
and dim [ight for an additional 20 feet. At Higher Jevels.
When you cast this spe[[ u.sing a spe[[ slot of 3rd [evel or higher,
the damage increases by 1d6 for each slot [evel above 2nd.



E Concentration, up to 1

= minute

(a diamond worth at [east 5,000 gp)

You conjure a portal linking an unoccupied space you can see within
range to a precise [ocation on a different plane of existence. G)he 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. GYhe portal [asts for the
duration. Qhe portal has a front and a back on each plane where it
appears. Qyravel through the portal is possible only by moving through its
front. ,«mztﬁing that does so is instcmt[y trcmsported to the other p[amz,
appearing in the unoccupied space nearest to the portal. (Peities and
other planar rulers can prevent portals created by this spell from opening
in their presence or amzwﬁere within their domains. When you cast this
spe[[, you can speak the name o_f a speci_ﬁc creature (a pseuc[omzm, title,
or nickname doesn’t work). “If that creature is on a plane other than the
one you are on, the porta[ 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. CIt might
[eave, attack you, or Fle[p you,



AYarge spectral guardian appears and hovers for the duration
in an unoccupied space of your choice that you can see within
range. PQhe 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 Pexterity saving throw. Hhe creature takes 20
radiant damage ona fai[ed save, or ha[f as much damage ona
successful one. Hhe guardian vanishes when it has dealt a total
of bo damage.
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(@ gem-encrusted bowl worth at [east
1,000 gp, which the spell consumes)

E CInstantancous

You Bring fortn a great feast. inc[u.c[ing magniﬁcent food and
drink. Qhe feast takes 1 hour to consume and disappears at the
end of that time, and the Beneﬁcia[ eﬁ'ects don't set in until this
hour is over. ((Ip to twelve other creatures can partake of the
feast. A creature that partakes of the feast gains several
beneﬁts. Ohe creature is cured of all diseases and poison,
becomes immune to poison and Being frightened, and makes all
Wisdom saving throws with advantage. CIts hit point maximum
also increases [’Y 2d10, and it gains the same number of hit
points. GYhese benefits [ast for 24 hours,



G

30 feet

1 action E E | minute

point

A spectral, ﬁoating hand appears at a point you choose within
range. Phe hand [asts for the duration or until you dismiss it as
an action. Phe 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 iject, 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.
Ohe hand can't attack, activate magic items, or carry more than
10 pounds.



60 J"eet

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. (Cach target regains hit
points equal to 3d8 -+ your spellcasting ability modifier. Qhis
spell has no effect on undead or constructs. At Higher Jeyvels.
When you cast this spell using a spell slot of 6th [evel or higher,
the healing increases by 1d8 for each sfot [evel above 5th.
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60 J"eet

A flood of healing energy flows from you into injured creatures
around you. You restore up to oo 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. GYhis
spell has no effect on undead or constructs.
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60 J"eet

1 action g E Concentration, up to 10

minutes

creature

You banish a creature that you can see within range into a
labyrinthine demiplane. Ghe target remains there for the
duration or until it escapes the maze. Phe target can use its
action to attempt to escape. When it does so, it makes a (DC 20
Clnte[[igence check. CIJ" 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 [eft or, if that
space is occupied, in the nearest unoccupied space.



point

E CInstantancous

Briefly surrounded by silvery mist, you teleport up to 30 feet to
an unoccupied space that you can see.
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10 J"eet creature

E CInstantancous

You extend your hand toward a creature you can see within
range and project a puff of noxious gas from your palm. GHhe
creature must succeed on a Constitution saving throw or take
1d12 poison damage. Qhis spell's damage increases by 1di2 when
you reach s5th [evel (2d12), 11th [evel (3d12), and 17th [evel (4d12).



G

You touch a creature that has died within the [ast minute. G)hat
creature returns to [ife with 1 hit point. Qhis spell can't return to

[ife a creature that has died of old age, nor can it restore any
missing Gody parts.
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You call forth spirits to protect you. Hhey flit around you to a
distance of 15 J‘eet for the duration, CIJ’ you are good or neutral,
their spectral form appears angefic or fey (your choice). ‘If you
are evil, they appear ﬁenc[ish. When you cast this spe[[, you can
designate any number of creatures you can see to be unaffected
[ry it. An aﬁectec[ creature’s speed is halved in the area, and
Wwhen 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 fai[ed save, the creature takes 3d8 radiant damage (if you are
good or neutral) or 3d8 necrotic damage (if you are evil). On a
successfu[ save, the creature takes ha[f as much damage. At
‘Higher Ieyels. When you cast this spell using a spell slot of 4th
(evel or higher, the c[amage increases 6\2 1d8 J‘or cach slot [evel
above 3rd.



G

= © &

P

Ohis spell inslam[\z transports you and up to eigﬁt wi[[inﬂ creatures of your choice that you can see within range, or a sing[e
ijzct that you can see within range, to a destination you select. CIJ" you target an of{jzct, it must be able to ﬁt emirz[y inside a
10-f001 cube, and it can’t be held or carried ﬁy an unwi[[ing creature, Qhe 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. he DI rolls dioo and consults the table. Gramiliarity. “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 (ast six months, such as a book ﬁ'om a wizard's [iﬁrar\z, bed [inen from a roya[ suite, or a chunk of marble from a
lich’s secret tomb, “(Oery famiﬁar" is a place you have been very often, a place you have carefu[[\z 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
fami[iar. “(Oiewed once” is a place you have seen once, possiﬁ[y using magic. “Description” is a place whose [ocation and
appearance you know tﬁrougﬁ someone else’s description, perhaps from a map. “ralse destination” is a place that doesn't
exist. Perhaps you tried to scry an enzm\z's sanctum but instead viewed an illusion, or you are attempting to teleport to a
familiar [ocation that no longer exists. On Qarget. You and your group (or the target object) appear where you want to. Off
Qarget. You and your group (or the target object) appear a random distance away from the destination in a random
direction. (Distance off target is 1dio x 1dio percent of the distance that was to be traveled. Gror example, if you tried to
travel 120 miles, landed oj:f target, and rolled a 5 and 3 on the two dios, then you would be oj:f target [’Y 15 percent, or 18
miles. he PDIOM 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. C[f you were uz[eporting to a coastal city and wound up 18 miles out at sea,
you could be in trouble. Similar Apea. You and your group (or the target object) wind up in a different area that's visually
or thzmatica[[\z similar to the target area. C[f Yyou are hzacﬁng for your flome [abomtory, for example, you migﬁt wind up in
another wizard's [aboratory or in an alchemical supply shop that has many of the same tools and implements as your
[aﬁoratory. Genzra[[y, you appear in the closest similar place, but since the spell has no range (imit, you could conceivab[xz
wind up anywhere on the plane. Mishap. Dhe spell’s unpredictable magic results in a difficult journey. Each teleporting
creature (or the target object) takes 3d1o force damage, and the (DIM rerolls on the table to see where you wind up (multiple
mishaps can occur, dealing damage each time). Similar Off On Sramiliarity Mishap Area Garget Harget Permanent
circle — — — o1-100 Associated object — — — o1-100 (ery familiar o01-05 06-13 14-24 25-100 Seen casually 01-33 34-43 44~
53 54-100 (Yiewed once 01-43 44-53 54-73 74-100 Pescription 01-43 44-53 54-73 74-100 Fralse destination 01-50 51-100 —
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E Concentration, up to 1

= QO S m - hour
(a bit of spiderweb)

You coqjure a mass of thick, stick\z We[abing at a point of your choice within
range. Q)he webs fill a 20-foot cube from that point for the duration. Hhe
webs are difficult terrain and (ightly obscure their area. If the webs aren't
anchored between two solid masses (such as walls or trees) or [ayered across
a ﬂoor‘ wall, or cei[ing, the conjured web collapses on itse[f, and the spell
ends at the start of your next turn, Webs [ayered over a flat surface have a
depth of 5 feet. ach creature that starts its turn in the webs or that enters
them c[uring its turn must make a @exterit\z saving throw. On a fai[ed save,
the creature is restrained as [ong 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. CIf it succeeds, it is no longer
restrained. Qhe webs are flammable. Any 5-foot cube of webs exposed to
ﬁre burns away in 1 round, c[ea[ing 2dg ﬁre damage to any creature that
starts its turn in the fire,
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You create linked teleportation portals that remain open for the duration,
(Choose two points on the g‘r'ound that you can see, one point within 10 feet oJ"
you and one point within 500 feet of you, A circular porta[‘ 10 feet in
diameter, opens over each point. If the portal would open in the space
occupied [yy a creature, the spe[[ fai[s, and the casting is [ost.

Ohe porta[s are two-dimensional g[owing rings ﬁ[[ed Wwith mist, howring
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 ac['Jacent to each other; passing tfwougﬁ a portal from the
nonportal side has no effect. Qhe mist that fills each portal is opaque and
blocks vision tﬁrough it. On your turn, you can rotate the rings as a bonus
action so that the active side faces in a different direction.
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10-f00t radius

E CInstantancous

You invoke the power of Hadar, the (Dark Hunger. Jendrils
of dark energy erupt from you and batter all creatures within 10
feet of you. (Cach creature in that area must make a Strength
saving throw. On a fai[ec[ save, a target takes 2d6 necrotic
damage and can't take reactions until its next turn. On a
successfu[ save, the creature takes Fla[f damage, but suffers no

other eﬁect.

At Higher Jevels. When you cast this spell using a spell slot of

ond level or higher, the damage increases By 1d6 for each slot

(evel above 1st,
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E Concentration, up to 10

= minutes

A storm cloud appears in the shape of a cylinder that is 10 feet tall with a
6o—foot radius, centered on a point you can see 100 feet cﬁrect[y above you,
Ohe spell fails if you can't see a point in the air where the storm cloud could
appear (J"or examp[e, IJ" you are in a room that can't accommodate the cloud).
QWhen you cast the spe[[, choose a point you can see within range. A bolt of
lightning flashes down from the cloud to that point. ICach creature within 5
feet of that point must make a ()exterity saving throw. _A creature takes
3d1o0 [igﬁtning damage ona fai[ec[ sav , or ﬁa[f as much damage ona
successfu[ one. On each of your turns until the spell ends, you can use your
action to call down [ightning in this 'way again, targeting the same point or a
different one.

C[f you are outdoors in stormy conditions when you cast this spell, the spe[[
gives you control over the existing storm instead of creating a new one.
Under such conditions, the spell’s c[amage increases [nz 1dio.

At Higher Jeyels. When you cast this spell using a spell slot of 4th or higher

[evel, the damage increases ﬁy 1d1o J"or each slot [evel above 3rd.
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(a sliver of glass)

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 4dy slashing damage when it enters the spell's area for the
first time on a turn or starts its turn there.

At Higher Jevels. When you cast this spell using a spell slot of
3rd [evel or higher, the damage increases by 2d4 for each slot
[evel above 2nd.,
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120 feet N Aaes —— );) f 5-foot cube
1 action g E Concentration, up to 10
= - minutes

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 4dy slashing damage when it enters the spell’s area for the
first time on a turn or starts its turn there.

At Higher Jevels. When you cast this spell using a spell slot of
3rd [evel or higher, the damage increases by 2d4 for each slot
[evel above 2nd.
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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:

e (One beast of challenge rating 2 or [lower Gywo beasts of challenge rating 1
or [ower
® Jour beasts of challenge rating 1/2 or lower
o Iight beasts of challenge rating 1/4 or lower
(Cach beast is also considered fey, and it disappears when it drops to o hit
points or when the spell ends.

Ohe summoned creatures are friendly to you and your companions. Roll
initiative for the summoned creatures as a group, which has its own turns,
Ohey obey any verbal commands that you issue to them (no action required
[nz you). le you don't issue any commands to them, they defend themselves
from hostile creatures, but otherwise take no actions,

he PM has the creatures’ statistics.

At Higher Jeyels. When you cast this spell using certain higher-[evel spell
slots, you choose one of the summoning options above, and more creatures
appear: twice as many with a sth-(evel slot, three times as many with a
7th-level slot. and four times as many with a gth [evel slot.

E Concentration, up to 1
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(one piece of ammunition or
a thrown weapon)

cone

E CInstantancous

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. ®ach creature in a 60-
foot cone must succeed on a Pexterity saving throw. A
creature takes 3d8 damage ona fai[ed save, or ha[f as much
damage on a successful one. Jhe damage type is the same as
that of the weapon or ammunition used as a component.
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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 [ower appropriate to the area you chose appears in an unoccupied space
within 10 feet of it. 3or example, a ﬁre elemental emerges from a Bonﬁre,
and an earth elemental rises up from the ground. Qhe elemental disappears
‘When it drops to o hit points or when the spell ends.

Ohe elemental is friendly to you and your companions for the duration. (Roll
initiative for the elemental, which has its own turns, CIt oﬁe\zs 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 itse[f from hostile creatures but
otherwise takes no actions.

C[f your concentration is broken, the elemental doesn't disappear. “Instead,
you [ose control of the elemental, it becomes hostile toward you and your
companions, and it might attack. An uncontrolled elemental can't be dismissed
[nz you, and it disappears 1 hour after you summoned it.

Ohe DM has the elemental’s statistics.

At Higher Jevels. When you cast this spell using a spell slot of 6th [evel or
higher, the cﬁa[[enge rating increases By 1 for each slot [evel above 5th.

E Concentration, up to 1



four

You summon a fe\z creature oJ" cﬁa[[enge rating 6 or fower, or a fey spirit
that takes the form of a beast of challenge rating 6 or [ower. ‘It appears in an
unoccupied space that you can see within range, Ohe fey creature disappears
When it drops to ) hit points or when the spell ends,

Ohe fey creature is friendly to you and your companions for the duration,
QRoll 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. CIf you don't issue any commands to the fey
creature, it defenc[s itse[f J"rom hostile creatures but otherwise takes no
actions,

C[f your concentration is broken, the fe\z creature doesn't disappear. “Instead,
you [ose control of the fey creature, it becomes hostile toward you and your
companions, and it might attack. An uncontrolled fe\z creature can't be
dismissed by you. and it disappears 1 hour after you summoned it.

oOhe DM has the fey creature’s statistics,

At Higher Jevels. When you cast this spell using a spell slot of 7th [evel or

higher, the cﬁa[[enge rating increases By 1 for cach slot [evel above 6th,

E Concentration, up to 1



E Concentration, up to 1
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You summon elementals that appear in unoccupied spaces that you can see
within range. You choose one the following options for what appears:

o One elemental of challenge rating 2 or [ower

® Qwo elementals of challenge rating 1 or [lower

® Jour elementals of challenge rating 1/2 or lower

o Iight elementals of challenge rating 1/4 or lower.

An elemental summoned by this spell disappears when it drops to o hit points
or when the spell ends.

Ohe summoned creatures are friendly to you and your companions, Roll
initiative for the summoned creatures as a group, which has its own turns,
Ohey obey any verbal commands that you issue to them (no action required
[nz you). le you don't issue any commands to them, they defend themselves
from hostile creatures, but otherwise take no actions,

Ohe DM has the creatures’ statistics.

At Higher Jevels. 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-[evel slot.
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(one piece of ammunition or one
thrown weapon)

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. Tach
creature in a 40~foot~radius, 2o~foot~hi5h cy[inder centered
on that point must make a (Dexterity saving throw. A creature
takes 88 damage ona fai[ed save., or Fla[f as much damage ona
successful one. he damage type is the same as that of the
ammunition or weapon.
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E Concentration, up to 1
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You summon fey creatures that appear in unoccupied spaces that you can see
within range. Choose one of the following options for what appears:

e (One fey creature of challenge rating 2 or lower

® QWo fey creatures of challenge rating 1 or lower

® Jour fey creatures of challenge rating 1/2 or lower

o Iight fey creatures of challenge rating 1/4 or lower

A summoned creature disappears when it drops to o hit points or when the
spell ends.

Ohe summoned creatures are friendly to you and your companions, Roll
initiative for the summoned creatures as a group, which have their own
turns, QYhey obey any verbal commands that you issue to them (no action
required By you). le you don't issue any commands to them, the\z defend
themselves from hostile creatures, but otherwise take no actions,

Ohe DM has the creatures’ statistics.

At Higher Jeyels. When you cast this spell using certain higher-[evel 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-[evel slot.
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You create 45 pounds of food and 30 gallons of water on the
8round or in containers within range, enough to sustain up to
fifteen humanoids or five steeds for 24 hours. Dhe food is bland

but nourishing, and spoils if uneaten after 24 hours. GHhe water
is clean and doesn't go bad.
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You create a shadowy door on a f'lat solid surface that you can
see within range. Hhe 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 oj" wood or stone. When the spell ends,
the door disappears, and any creatures or o[g’ects inside the
demiplane remain trapped there, as the door also disappears
from the other side.\n ach 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.
Ac[cﬁtiona[[y, 1f you know the nature and contents of a
demiplane created [ry a casting of this spell 6\2 another creature,
you can have the shadowy door connect to its demiplane
instead,
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(a sapphire worth 1,000 gp)

o[ject

You touch an object weighing 10 pounds or [ess whose [ongest
dimension is 6 feet or [ess. GYhe spell [eaves an invisible mark on
its surface and invisibly inscribes the name of the item on the
sapphire you use as the material component. Cach time you cast
this spell, you must use a different sapphire.

At any time thereaﬁer, you can use your action to speak the
item’s name and crush the sapphire. Ghe item instantly appears
in your hand regard[ess of physica[ or p[anar distances, and the
spell ends.\n CIf another creature is holding or carrying the
item, crushing the sapphire doesn't transport the item to you, but
instead you [earn who the creature possessing the object is and
roughly where that creature is [ocated at that moment.

(Dispel magic or a similar effect successfully applied to the
sapphire ends this spell’s effect.
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Ohe next time you hit a creature with a weapon attack before
this spell ends, a writhing mass of thormz 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 darge or larger creature has advantage on this saving
throw., CIJ" the target succeeds on the save, the vines shrivel
away.

While restrained [’Y 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 Uevels. If you cast this spell using a spell slot of 2nd
(evel or higﬁer, the damage increases 6\2 1d6 for each slot [evel
above 1st,



90 feet 20-foot square
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minute

(5rasping weeds and vines sprout from the ground in a 20-foot
square starting from a point within range. or 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 entangfing
plants until the spell ends. A creature restrained by the plants
can use its action to make a Strength check against your spell
save (PDC. On a success, it frees itself.

When the spell ends, the conjured plants wilt away.
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1 action g

Squirming, ebomz tentacles ﬁ[[ a 20 -j’oot square on ground that
you can see within range. gyor 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
(PDexterity 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 [akes 3d6 bludgeoning damage.

A creature restrained by the tentacles can use its action [o make
a Strength or (Pexterity check (its choice) against your spell
save (PDC. On a success, it frees itself.
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(10 gp worth of charcoal, incense, and herbs that must
be consumed by fire in a brass brazier)

You gain the service of a fami[iar, a spirit that takes an animal form you choose: bat, cat, crab, frog
(toad), hawk, (izard, octopus, owl, poisonous snake, _fish (quipper),rat, raven, sea horse, spider‘ or weasel.
Appearing inan unoccupied space within range, the fami[iar has the statistics o_f the chosen form, tﬁougﬁ
it is a celestial, 'fexz‘ or ﬁend (your choice) instead of a beast.

Your fami[iar acts independent[xz o_f you, but it a[wa\zs obeys your commands, “In combat, it rolls its own
initiative and acts on its own turn, A_fami[iar can't attack, but it can take other actions as normal,

When the fami[iar drops to o hit points, it disappears, [eaving behind no ph\zsica[ _for’m‘ ‘It reappears after
you cast this spell again.

While your fami[iar is within 100 feet of you, you can communicate with it le[epathica[[y. Additiona[[\z,
as an action, you can see tﬁrough your fami[iar’s eyes and hear what it hears until the start of your next
turn, 6aining the Beneﬁts of any specia[ senses that the _fami[iar has. @uring this time, you are deaf and
blind with regard to your own senses.

As an action, you can temporari[\z dismiss your fami[iar'. Clt cﬁsappears 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 fami[iar at a time. C[f you cast this spell while you a[read\z have a fami[iar,
you instead cause it to adopt a new form. Choose one of the forms from the above [ist. Your familiar
wans_forms into the chosen creature.

gina[[y, when you cast a spe[[ with a range of touch, your fami[iar can deliver the spe[[ as [f it had cast
the spe[[‘ Your _fami[iar must be within 100 feet of you, and it must use its reaction to deliver the spe[[
when you cast it C[_f the spe[[ requires an attack roll, you use your attack modiﬁer for the roll,



unoccupied space

E CInstantaneous

You summon a spirit that assumes the J"orm of an unusua[[y inte[[igent‘ strong, and [oya[
steed, creating a [ong—[asting 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.) he steed has the
statistics of the chosen form‘ thougﬁ it is a celestial, fey, or ﬁend (your choice) instead of its
normal type. Adcﬁtiona[[y, if your steed has an C[ﬂtnz[[igcznce oJ" 5 or [ess, its Clnte[[igence
becomes 6, and it gains the aﬁi[ity to understand one [angu.age oJ" 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.

QWhen the steed drops to o hit points, it disappears, [ecwing behind no pﬁysica[ 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.

OWhile your steed is within 1 mile of you, you can communicate with it te[epathica[[y,

You can’t have more than one steed bonded By this spe[[ at a time. _Ags an action, you can
release the steed fr'om its bond at any time, causing it to c[isappear.
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20 -foot sphere

E Concentration, up to 1

four

You create a 20-foot-radius sphere of fog centered on a point

within range. Ohe sphere spreads around corners, and its area
is heavily obscured. ‘It [asts for the duration or until a wind of
moderate or greater speed (at [east 10 miles per fiour) disperses

it.

At Higher Jevels. When you cast this spell using a spell slot of
ond level or higher, the radius of the fog increases [ry 20 feet for

each slot [evel above 1st,
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unoccupied space

30 feet
1 bonus action g E Concentration, up to 1

Py minute

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. G)hat creature
must succeed on a exterity saving throw or be pulled 20 feel
directly toward the vine.

(Until the spell ends, you can direct the vine to [ash out at the
same creature or another one as a bonus action on each of your
turns,
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succeed on a Pexterity saving throw or fall prone.
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10-f00t square

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 Pexterity saving throw or fall prone. A
creature that enters the area or ends its turn there must also



®
E Concentration, up to 1

minute

Ohe 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 (P)exterity saving
throw. A creature takes 1dio piercing damage ona fai[ed save,
or half as much damage on a successful one.

At Higher Uevels. If you cast this spell using a spell slot of 2nd
(evel or ﬁigﬁer, the c[amage increases 6\2 1dio for each slot [evel
above 1st (to a maximum of 6d1o).
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(a pickled octopus tentacle)

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 [asting for the duration. Hhis void is filled with a cacophony
of soft whispers and slurping noises that can be heard up to 30
feet away. No [igﬁt, magica[ or otherwise, can illuminate the
area, and creatures fully within the area are blinded.

Ohe 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 (Pexterity saving throw or take 2d6
acid c[amage as mi[kxz, otherwor[d[y tentacles rub against it.
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A swirling cloud of smoke shot through with white-hot embers
appears in a 20-foot-radius sphere centered on a point within
range. Phe cloud spreads around corners and is heavily
obscured. CIt [asts for the duration or until a wind of moderate
or greater speed (at [east 10 miles per hour) disperses it.

When the cloud appears, each creature in it must make a
Pexterity saving throw. A creature takes 10d8 fire damage on
a fai[ed save, or ha[f as much damage ona successfu[ 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.
Ohe cloud moves 10 feet directly away from you in a direction
that you choose at the start of each of your turns.
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(a few grains of sugar, some kernels of grain,
and a smear of fat)

1 action g Q)J )//)/

Swarming, Biting focusts ﬁ[[ a 2o~foot~radius sphere centered
on a point you choose within range, Ohe sphere spreads around
corners, Q)he sphere remains for the duration, and its area is
lightly obscured. Ghe sphere’s area is difficult terrain.

When the area appears, each creature in it must make a
Constitution saving throw. A creature takes gdio piercing
damage ona fai[ed save, or Fla[f as much damage ona succcssfu[
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 Jevels. When you cast this spell using a spell slot of
6th [evel or higher, the damage increases [’Y 1dio for each slot
[evel above sth,
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(an exquisite chest, 3 fzzt ﬁy 2 fzzt BY 2 fzet, constructed from rare

materials worth at [east 5,000 gp, and a Q)iny replica made from
the same materiais worth at least 50 gp)

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. Ghe chest can contain up to 12
cubic feet of nonliving material (3 feet by 2 feet by 2 feet).
CWhile the chest remains on the ICthereal T[ane, 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 (Cthereal Plane by using an action and
touching both the chest and the replica.

After 60 c[ays, there is a cumulative 5 percent chance per c[ay
that the spell’s effect ends. Phis effect ends if you cast this spell
again, [f the smaller rep[ica chest is c[estroxzed, or 1J’ you choose
to end the spell as an action. “If the spell ends and the [arger
chest is on the Cthereal T[ane’ it is irretrievab[\z [ost,



; point
10 minutes E Q)J 22> ] E 24 hours

(a miniature porta[ carved from ivory, a small piece of polished
marble, and a tiny silver spoon, each item worth at [east 5 gp)

You conjure an extradimensional dwelling in range that [asts for the duration. You choose where its one
entrance is [ocated. G)he 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
porla[ remains open. You can open or close the porta[ 1]" you are ‘within 30 feet oj" it. While closed, the
portal is invisible.

(]3exzond the porta[ isa magniﬁcem foyer with numerous chambers beyomf. Ohe atmospﬁere is clean, fresﬁ,
and warm,

You can create any f[oor p[an you (ike, but the space can't exceed 50 cubes, each cube being 10 feet on each
side. G)he 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. Ghey are completely obedient to your
orders,

Each servant can perform any task a normal human servant could perform‘ but the\z can't attack or take
any action that would cﬁrect[\z harm another creature. Qhus the servants can fetcﬁ things, clean, mend,
fo[a' clothes, [ight tires, serve food, pour wine, and so on. G)he servants can go amzwﬁere in the mansion
but can't [eave it. Furnishings and other objects created by this spell dissipate into smoke if removed from
the mansion. ‘When the spe[[ ends, any creatures inside the extradimensional space are expe[[ea' into the
open spaces nearest to the entrance.
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You beseech an otﬁerwor[d[\z emit\Z for aid. Dhe being must be known to you: a god, a primordial, a
demon prince, or some other Being o_f cosmic power, Ohat entit«z sends a celestial, an elemental, or a ﬁend
[oya[ to it to aid you, making the creature appear in an unoccupied space within range. C[f you know a
speciﬁc creature’s name, you can speak that name when you cast this spe[[ to request that creature,
though you might get a different creature anyway (DM choice).

OWhen the creature appears, it is under no compu[sion to behave in any particu.[ar way. You can ask the
creature to perform a service in exchange for payment, but it isn't ob[iged to do so. Hhe requested task
could range from simp[e (_f[y us across the chasm, or he[p us ﬁgﬁt a battle) to comp[ex (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 magjic items
to an allied temp[e, while a ﬁend might demand a [iving sacriﬁce ora 9iﬁ of treasure. Some creatures
migﬁt exchange their service for a quest undertaken b\z you.\n As arule oj" 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. GYhe PDIM 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 migﬁt be halved or even waived. Nonhazardous tasks typica[[\z
require on[\z ha[f the suggested payment, while especia[[\z a'angerous tasks might require a greater giﬁ.
Creatures rarely accept tasks that seem suicidal.

Aﬁer the creature comp[etes the task, or when the agreed-upon duration of service expires, the creature
veturns to its home plane a_fter reporting back to you, [f appropriate to the task and l'f possible. qu you are
unable to agree on a price for the creature’s service, the creature immec[iate[\z returns to its home p[ane.
A creature enlisted to J'oin your group counts as a member of it, receiving a _fu[[ share of experience
points awarded.
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@ forkcd, metal rod worth at [east 250 gp-
attuned to a particular plane of existence)

You and up to eight willing creatures who (ink hands in a circle are
transported to a different plane of existence. You can specify a target
destination in gemzra[ terms, such as the City of PBrass on the Elemental
Plane of rire or the palace of Pispater on the second [evel of the (Nine
Hells, and you appear in or near that destination. C[f you are trying to reach
the City of PBrass, for examp[e, you might arrive in its Street of Steel,
before its (zate of Ashes, or [ooking at the city from across the Sea of Oire,
at the PDMSs discretion.

Ntemative[y, IJ" you know the sigi[ sequence of a te[eportation circle on
another plane of existence, this spell can take you to that circle. If the
te[eportation 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 J"ai[s this save, it is transported to a random [ocation on the plane oJ"
existence you specify. A creature so transported must find its own way back
to your current plane of existence.



@ self

A flickering flame appears in your hand. Dhe flame remains
there for the duration and harms neither you nor your
equipment. PDhe flame sheds bright light in a 10-foot radius and
dim light for an additional 10 feet. Dhe spell ends if you dismiss
it as an action or if you cast it again.

You can also attack with the ﬂame, a[tﬁou.gﬁ doing so ends the
spell. ‘When you cast this spell, or as an action on a [ater turn,
you can hurf the flame at a creature within 30 feet of you.
Make a ranged spell attack. On a hit, the target takes 1d8 ﬁre
damage.

Ohis spell’'s damage increases by 1d8 when you reach 5th [evel
(2d8), 1th [evel (3d8), and 17th [evel(4d8).
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(a pinch of dust and a few drops of
water)

(Until the spell ends, ﬁ'eczing rain and sleet fa[[ in a 20 -foot-ta[[
cylinder with a 4o-foot radius centered on a point you choose
within range. Ohe area is heavi[\z obscured, and exposed f[ames
in the area are doused.

Ohe 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
Pexterity saving throw. On a fai[ed save, it fa[[s prone.

Clj" a creature is concentrating in the spell’s area, the creature
must make a successful Constitution saving throw against your
spell save (D or [ose concentration.
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(a rotten egg or several skunk cabbage [eaves)

You create a 20 -foot-racﬁus sphere of \Ze[[ow, nauseating gas
centered on a point within range. G)he cloud spreads around
corners, and its area is hcavi[y obscured. Gyhe cloud [ingers 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
Ona fai[ed 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 [east 10 miles per hour) disperses the cloud
after 4 rounds, A strong wind (at [east 20 miles per hour)
disperses it after 1 round.



G

- 0 360-foot radius
1acti0nE Q)J _’}]}])/QE® .
(Concentration, up to1

minute

A churning storm cloud forms, centered on a point you can see and spreading to a radius of 360 feet. lightning
_f[ashes in the area, thunder booms, and strong winds roar. Cach 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 spe[[, the storm produces additional zﬁects on your turn,
Round 2. Acidic rain falls from the cloud. ICach creature and object under the cloud takes [d6 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
PDexterity saving throw. Qhe 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. Qhe area becomes difficult terrain and is
heavily obscured. Cach creature there takes 1d6 cold damage. (Ranged weapon attacks in the area are
impossible. Qhe wind and rain count as a severe distraction for the purposes of maintaining concentration on
spe[[s. gina[[\z, gusts of strong wind (ranging from 20 to 50 miles per fiour) automatica[[y dispersz fog, mists, and
similar phenomena in the area, whether mundane or magica[.

Ohe target must make a Wisdom saving throw. On a fai[zd save, it pursues the course oj" action you described
to the best of its abifity. Qhe suggested course of action can continue for the entire duration. If the suggested
activitxz can be comp[eted in a shorter time, the spe[[ ends when the su({jzct ﬁnisﬁes what it was asked to do.

You can also specify conditions that will trigger a specia[ activit\Z during the duration. Gor examp[e, you might
suggest that a knight give her warhorse to the first beggar she meets. CIf the condition isn't met before the spell
expires, the activity isn't performed.

C[f you or any of your companions dqmage the target, the spe[[ ends,



)
99? ; @ 10-foot circle
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(rare chalks and inks infused with precious
gems with 50 gp. which the spell consumes)

As you cast the spell, you draw a 1o—foot—diameter circle on the ground
inscribed with sigils that [ink your [ocation 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.

%mz major temp[es‘ gu.i[ds, and other important p[aces have permanent
teleportation circles inscribed somewhere within their confines. ®ach such
circle includes a unique sigil sequence-a string of magical runes arranged in
a particu[ar pattern, When you ﬁrst gain the abi[it\z to cast this spell, you
[earn the sigi[ sequences J"or two destinations on the Material Plane,
determined by the DM, You can [earn 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 [ocation every day for one year. You need not use the circle to tefeport
‘when you cast the spell in this way.
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(a drop of mercury)

Ohis spell creates a circular, horizontal plane of force, 3 feet in
diameter and 1 inch thick, that ﬁoats 3 feet above the ground in an
unoccupied space of your choice that you can see within range. Ghe
disk remains for the duration, and can hold up to 500 pounds. “If more
weigﬁt is p[aced on it, the spe[[ ends, and everxztﬁing on the disk _fa[[s to
the ground.

Ohe disk is immobile while you are within 20 feet of it. “If you move
more than 20 _feet away _from it, the disk fo[[ows you so that it
remains within 20 _feet of you. ¢t can move across uneven terrain, up
or down stairs, slopes and the [ike, but it can't cross an elevation
cﬁange o_f 10 J"eet or more, gor examp[e, the disk can’'t move across a
1o-_foot-c[eep pit, nor could it [eave such a pit 1]" 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 fo[[ow you), the spe[[ ends.
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Ohis spell creates a magical [ink between a darge 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 [east once Before. Oor the duration, any
creature can step into the target plant and exit from the
destination plant by using 5 feet of movement.
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minute

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 [iving and at [east the same size as you. You must use 5
feet of movement to enter a tree. You instantly know the [ocation
of all other trees of the same kind within 500 feet and, as part of
the move used to enter the tree, can cither 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, CIJ" you have no movement [eft, 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.
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(a piece of string and a bit of wood)

Dhis spe[[ creates an invisible, mindless, shape[ess force that
performs simple tasks at your command until the spell ends. Jhe
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 o hit points, the spell ends.
(Once on each of your turns as a bonus action, you can menta[[y
command the servant to move up to 15 feet and interact with an
object. Hhe servant can perform simple tasks that a human
servant could do, such as fetching things, c[eaning, mencﬁng,
J’o[c[ing clothes, [ighting ﬁres, serving food, and pouring wine,
Once you give the command, the servant performs the task to
the best of its abi[ity until it comp[etes the task, then waits J’or
your next command,

“If you command the servant to perform a task that would move
it more than 60 feet away from you, the spe[[ ends,

unoccupied space
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You create a wall of tou.gﬁ, p[iab[e. tang[ed brush Brist[ing with need[e—sharp
thorns. Qhe wall appears within range on a solid surface and [asts for the
duration. You choose to make the wall up to 60 feet [ong, 10 J"eet higﬁ, and 5
feet thick or a circle that has a 20-foot diameter and is up to 20 feet high and
5 feet thick. Qhe wall blocks [ine of sight.

QWhen the wall appears, each creature within its area must make a
@exterit\z scwing throw. On a fai[ed save, a creature [akes 7d8 piercing
damage, or ﬁa[f as much damage ona successfu[ save.

A creature can move through the wall, albeit s[ow[y and painfu[[\z. or
every 1 foot a creature moves tﬁrough the wall, it must spend 4 feet oJ"
movement, Jurthermore, the ﬁrst time a creature enters the wall on a turn
or ends its turn there, the creature must make a @exterit\z saving throw. Clt
takes 7d8 s[asﬁing damage ona fai[ed save, or ha[f as much c[amage ona
successful one.

At Higher Jevels. When you cast this spell using a spell slot of 7th [evel or
higher, both types of damage increase [nz 1d8 for each slot [evel above 6th.
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QWish 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.

Ohe basic use of this spell is to duplicate any other spell of 8th [evel or [ower. You don't need to meet any requirements in that
spell, including costly components. Qhe 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. Qhe 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 ours. Gror instance, you
could make yourself and all your companions immune to a lich's (ife drain attack.

® You undo a single recent event by forcing a reroll of any roll made within the [ast round (including your fast tum). Reality
reshapes itself to accommodate the new result. ror example, a wish spell could undo an opponent’s successful save, a foe's
critical hit, or a friend‘s fai[ec[ 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 rofl.

You might be able to achieve something beyond the scope of the above examples. State your wish to the DM as precisely as
possible. Dhe DM has great latitude in ruling what occurs in such an instance; the greater the wish, the greater the [ikelihood
that something goes wrong. Ohis spell miﬂﬁt simply fai[, the effect you desire might only be part[\z achieved, or you miﬂﬁt suj:fer
some unforeseen consequence as a result of how you worded the wish. Gror example, wishing that a villain were dead might
propel you forward in time to a period when that villain is no [onger alive, eﬁective[y removing you from the game.
Similarly, wishing for a [egendary magic item or artifact might instantly transport you to the presence of the item's current
owner.

Ohe 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 ong rest, you take AdlQ) necrotic damage per level of that spell. Dhis
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 2dy
days. 3ror each of those days that you spend resting and doing nothing more than light activity, your remaining recovery time
decreases by 2 days. Jrinally, there is a 33 percent chance that you are unable to cast wish ever again if you suffer this stress.
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E CInstantancous

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 ejj’ect.

You must designate a sanctuary by casting this spell within a
location, such as a temple, dedicated to or strong[y (inked 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 eﬂ’ect.




