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ASTRAL PROJECTION

9™ LEVEL NECROMANCY

The spell ends for you and your companions when
you use your action to dismiss it. When the spell
ends, the affected creature returns to its physical
body, and it awakens.

The spell might also end early for you or one of
your companions. A successful dispel magic spell
used against an astral or physical body ends the
spell for that creature. If a creature’s original body
or its astral form drops to 0 hit points, the spell
ends for that creature. If the spell ends and the
silver cord is intact, the cord pulls the creature’s
astral form back to its body, ending its state of
suspended animation.

If you are returned to your body prematurely, your
companions remain in their astral forms and must
find their own way back to their bodies, usually by
dropping to 0 hit points.

MATERIAL COMPONENTS

For each creature you affect with this spell, you
must provide one jacinth worth at least 1,000 gp
and one ornately carved bar of silver worth at least
100 gp, all of which the spell consumes.

CLERIC | WARLOCK | WIZARD

GATE

9™ LEVEL CONJURATION
@ CASTING TIME @
COMPONENTS DURATION
A V.S, M g Concentration,

up to 1 minute

RANGE

1 Action 60 Feet

You conjure a portal linking an unoccupied space you can see within
range to a precise location on a different plane of existence. The portal
is a circular opening, which you can make 5 to 20 feet in diameter.
You can orient the portal in any direction you choose. The portal lasts
for the duration.

The portal has a front and a back on each plane where it appears. Travel
through the portal is possible only by moving through its front. Anything
that does so is instantly transported to the other plane, appearing in the
unoccupied space nearest to the portal.

Deities and other planar rulers can prevent portals created by this spell
from opening in their presence or anywhere within their domains.
When you cast this spell, you can speak the name of a specific creature
(a pseudonym, title, or nickname doesn’t work). If that creature is on
a plane other than the one you are on, the portal opens in the named
creature’s immediate vicinity and draws the creature through it to

the nearest unoccupied space on your side of the portal. You gain no
special power over the creature, and it is free to act as the GM deems
appropriate. It might leave, attack you, or help you.

MATERIAL COMPONENTS
A diamond worth at least 5,000 gp.

CLERIC | SORCERER | WIZARD

ASTRAL PROJECTION

9™ LEVEL NECROMANCY
@ CASTING TIME @
1 Hour
COMPONENTS DURATION
& s
You and up to eight willing creatures within range project your
astral bodies into the Astral Plane (the spell fails and the casting

is wasted if you are already on that plane). The material body you
leave behind is unconscious and in a state of suspended animation;

RANGE
10 Feet

Special

it doesn’t need food or air and doesn’t age.

Your astral body resembles your mortal form in almost every way,
replicating your game statistics and possessions. The principal
difference is the addition of a silvery cord that extends from
between your shoulder blades and trails behind you, fading to
invisibility after 1 foot. This cord is your tether to your material
body. As long as the tether remains intact, you can find your way
home. If the cord is cut—something that can happen only when
an effect specifically states that it does—your soul and body are
separated, killing you instantly.

Your astral form can freely travel through the Astral Plane and can
pass through portals there leading to any other plane. If you enter
a new plane or return to the plane you were on when casting this
spell, your body and possessions are transported along the silver
cord, allowing you to re-enter your body as you enter the new
plane. Your astral form is a separate incarnation. Any damage or
other effects that apply to it have no effect on your physical body,
nor do they persist when you return to it.

CLERIC | WARLOCK | WIZARD

FORESIGHT

9™ LEVEL DIVINATION
@ CASTING TIME @
COMPONENTS DURATION

A V, S, M g 8 Hours

RANGE

1 Minute Touch

You touch a willing creature and bestow a limited
ability to see into the immediate future. For the
duration, the target can't be surprised and has
advantage on attack rolls, ability checks, and
saving throws. Additionally, other creatures have
disadvantage on attack rolls against the target for
the duration.

This spell immediately ends if you cast it again
before its duration ends.

MATERIAL COMPONENTS

A hummingbird feather.

BARD | DRUID | WARLOCK | WIZARD
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IMPRISONMENT

9™ LEVEL ABJURATION

Minimus Containment. The target shrinks to a height of 1 inch
and is imprisoned inside a gemstone or similar object. Light can
pass through the gemstone normally (allowing the target to see out
and other creatures to see in), but nothing else can pass through,
even by means of teleportation or planar travel. The gemstone can't
be cut or broken while the spell remains in effect.

The special component for this version of the spell is a large,
transparent gemstone, such as a corundum, diamond, or ruby.

Slumber. The target falls asleep and can’t be awoken. The special
component for this version of the spell consists of rare
soporific herbs.

Ending the Spell. During the casting of the spell, in any of its
versions, you can specify a condition that will cause the spell to

end and release the target. The condition can be as specific or as
elaborate as you choose, but the GM must agree that the condition
is reasonable and has a likelihood of coming to pass. The conditions
can be based on a creature’s name, identity, or deity but otherwise
must be based on observable actions or qualities and not based on
intangibles such as level, class, or hit points.

A dispel magic spell can end the spell only if it is cast as a 9" level
spell, targeting either the prison or the special component used to
create it.

You can use a particular special component to create only one prison
at a time. If you cast the spell again using the same component, the
target of the first casting is immediately freed from its binding.

MATERIAL COMPONENTS

A vellum depiction or a carved statuette in the likeness of the target,
and a special component that varies according to the version of the
spell you choose, worth at least 500 gp per Hit Die of the target.

WARLOCK | WIZARD

METEOR SWARM

9™ LEVEL EVOCATION

@ CASTING TIME @
J

COMPONENTS DURATION

A V, S 8 Instantaneous

RANGE

1 Action 1 Mile

Blazing orbs of fire plummet to the ground at
four different points you can see within range.
Each creature in a 40-foot-radius sphere centered
on each point you choose must make a Dexterity
saving throw. The sphere spreads around corners.
A creature takes 20d6 fire damage and 20d6
bludgeoning damage on a failed save, or half as
much damage on a successful one. A creature in
the area of more than one fiery burst is affected
only once.

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

SORCERER | WIZARD

IMPRISONMENT
9™ LEVEL ABJURATION

@ CASTING TIME @ RANGE
1 Minute 30 Feet
COMPONENTS DURATION

A V,S, M 8 Until Dispelled

You create a magical restraint to hold a creature that you can see within
range. The target must succeed on a Wisdom saving throw or be bound by
the spell; if it succeeds, it is immune to this spell if you cast it again. While
affected by this spell, the creature doesn’t need to breathe, eat, or drink,
and it doesn't age. Divination spells can't locate or perceive the target.
When you cast the spell, you choose one of the following forms

of imprisonment.

Burial. The target is entombed far beneath the earth in a sphere of
magical force that is just large enough to contain the target. Nothing
can pass through the sphere, nor can any creature teleport or use planar
travel to get into or out of it.

The special component for this version of the spell is a small mithral orb.

Chaining. Heavy chains, firmly rooted in the ground, hold the target in
place. The target is restrained until the spell ends, and it can't move or be
moved by any means until then.

The special component for this version of the spell is a fine chain of
precious metal.

Hedged Prison. The spell transports the target into a tiny demiplane that
is warded against teleportation and planar travel. The demiplane can be
a labyrinth, a cage, a tower, or any similar confined structure or area of
your choice.

The special component for this version of the spell is a miniature
representation of the prison made from jade.

WARLOCK | WIZARD

MASS HEAL
9™ LEVEL EVOCATION

@ CASTING TIME @ RANGE
60 Feet

1 Action

COMPONENTS DURATION

A vV, S 8 Instantaneous

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

or constructs.

CLERIC




/23

.
\

POWER WORD KILL ....::2

©@i1acion@® 60 @ v

ART: MARISOL ARANDA

@ INSTANT

THE DECK OF MANY © HIT POINT PRESS INC. 2020

PRISMATIC WALL (CONTINUED) et

ART: CHRIS KEARFORD THE DECK OF MANY © HIT POINT PRESS INC. 2020

§

-, ;5‘_\.‘

A
PRISMATIC WALL ...==2

P ————————
©@i1acion@® 60 @ vs & oMns

ART: CHRIS KEARFORD THE DECK OF MANY © HIT POINT PRESS INC. 2020

SHAPECHANGE  .....:0=2

Pr—————————
© 1acron @ seer @) v.ism ) caHRr

ART: LIAM GREGG THE DECK OF MANY © HIT POINT PRESS INC. 2020



PRISMATIC WALL
9™ LEVEL ABJURATION

@ CASTING TIME @ RANGE
60 Feet

1 Action

COMPONENTS DURATION

A V, S g 10 Minutes

A shimmering, multicolored plane of light forms a vertical opaque
wall—up to 90 feet long, 30 feet high, and 1 inch thick—centered on
a point you can see within range. Alternatively, you can shape the
wall into a sphere up to 30 feet in diameter centered on a point you
choose within range. The wall remains in place for the duration.

If you position the wall so that it passes through a space occupied by a
creature, the spell fails, and your action and the spell slot are wasted.

The wall sheds bright light out to a range of 100 feet and dim light for
an additional 100 feet. You and creatures you designate at the time
you cast the spell can pass through and remain near the wall without
harm. If another creature that can see the wall moves to within 20
feet of it or starts its turn there, the creature must succeed on a
Constitution saving throw or become blinded for 1 minute.

The wall consists of seven layers, each with a different color.

When a creature attempts to reach into or pass through the wall, it
does so one layer at a time through all the wall’s layers. As it passes or
reaches through each layer, the creature must make a Dexterity saving
throw or be affected by that layer’s properties as described below.

The wall can be destroyed, also one layer at a time, in order from red
to violet, by means specific to each layer. Once a layer is destroyed, it
remains so for the duration of the spell. Antimagic field has no effect
on the wall, and dispel magic can affect only the violet layer.

WIZARD

SHAPECHANGE
9™ LEVEL TRANSMUTATION

@ CASTING TIME @ RANGE
1 Action Self
COMPONENTS DURATION

A V.S, M g Concentration,

up to 1 hour

You assume the form of a different creature for the duration.
The new form can be of any creature with a challenge rating
equal to your level or lower. The creature can’t be a construct
or an undead, and you must have seen the sort of creature

at least once. You transform into an average example of that
creature, one without any class levels or the Spellcasting trait.

Your game statistics are replaced by the statistics of the chosen
creature, though you retain your alignment and Intelligence,
Wisdom, and Charisma scores. You also retain all of your skill
and saving throw proficiencies, in addition to gaining those
of the creature. If the creature has the same proficiency as
you and the bonus listed in its statistics is higher than yours,
use the creature’s bonus in place of yours. You can’t use any
legendary actions or lair actions of the new form.

You assume the hit points and Hit Dice of the new form.
When you revert to your normal form, you return to the
number of hit points you had before you transformed. If
you revert as a result of dropping to 0 hit points, any excess
damage carries over to your normal form. As long as the
excess damage doesn’t reduce your normal form to 0 hit
points, you aren’t knocked unconscious.

DRUID | WIZARD

POWER WORD KILL
9™ LEVEL ENCHANTMENT

CASTING TIME RANGE
@ 1 Action @ 60 Feet

COMPONENTS DURATION
A \Y% Instantaneous

You utter a word of power that can compel one
creature you can see within range to die instantly.
If the creature you choose has 100 hit points or
fewer, it dies. Otherwise, the spell has no effect.

BARD | SORCERER | WARLOCK | WIZARD

PRISMATIC WALL

9™ LEVEL ABJURATION

1. Red. The creature takes 10d6 fire damage on a failed save, or half as much
damage on a successful one. While this layer is in place, nonmagical ranged
attacks can’t pass through the wall. The layer can be destroyed by dealing at
least 25 cold damage to it.

2. Orange. The creature takes 10d6 acid damage on a failed save, or half as
much damage on a successful one. While this layer is in place, magical ranged
attacks can't pass through the wall. The layer is destroyed by a strong wind.

3. Yellow. The creature takes 10d6 lightning damage on a failed save, or half
as much damage on a successful one. This layer can be destroyed by dealing
at least 60 force damage to it.

4. Green. The creature takes 10d6 poison damage on a failed save, or half as
much damage on a successful one. A passwall spell, or another spell of equal
or greater level that can open a portal on a solid surface, destroys this layer.

5. Blue. The creature takes 10d6 cold damage on a failed save, or half as
much damage on a successful one. This layer can be destroyed by dealing at
least 25 fire damage to it.

6. Indigo. On a failed save, the creature 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 creature
collects three of a kind. While this layer is in place, spells can’t be cast
through the wall. The layer is destroyed by bright light shed by a daylight
spell or a similar spell of equal or higher level.

7. Violet. On a failed save, the creature 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 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.) This layer is destroyed by a
dispel magic spell or a similar spell of equal or higher level that can end spells
and magical effects.

WIZARD
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STORM OF VENGEANCE
9™ LEVEL CONJURATION

CASTING TIME RANGE
@ 1 Action @ Sight

COMPONENTS DURATION
A V. S Concentration,

up to 1 minute

A churning storm cloud forms, centered on a point you can see and
spreading to a radius of 360 feet. Lightning flashes in the area, thunder
booms, and strong winds roar. Each creature under the cloud (no
more than 5,000 feet beneath the cloud) when it appears must make

a Constitution saving throw. On a failed save, a creature takes 2d6
thunder damage and becomes deafened for 5 minutes.

Each round you maintain concentration on this spell, the storm
produces different effects on your turn.

Round 2. Acidic rain falls from the cloud. Each creature and object
under the cloud takes 1d6 acid damage.

Round 3. You call six bolts of lightning from the cloud to strike six
creatures or objects of your choice beneath the cloud. A given creature
or object can’t be struck by more than one bolt. A struck creature must
make a Dexterity saving throw. The creature takes 10d6 lightning
damage on a failed save, or half as much damage on a successful one.

Round 4. Hailstones rain down from the cloud. Each creature under the
cloud takes 2d6 bludgeoning damage.

Round 5-10. Gusts and freezing rain assail the area under the cloud.
‘The area becomes difficult terrain and is heavily obscured. Each creature
there takes 1d6 cold damage. Ranged weapon attacks in the area are
impossible. The wind and rain count as a severe distraction for the
purposes of maintaining concentration on spells. Finally, gusts of strong
wind (ranging from 20 to 50 miles per hour) automatically disperse fog,
mists, and similar phenomena in the area, whether mundane or magical.

TRUE POLYMORPH

9™ LEVEL TRANSMUTATION
@ CASTING TIME @
<
COMPONENTS DURATION
A V.S, M 8 Concentration,

up to 1 hour

RANGE

1 Action 30 Feet

Choose one creature or nonmagical object that you can see within
range. You transform the creature into a different creature, the creature
into a nonmagical object, or the object into a creature (the object must
be neither worn nor carried by another creature). The spell lasts for
the duration, or until the target drops to 0 hit points or dies. If you
concentrate on this spell for the full duration, the spell lasts until it

is dispelled.

This spell has no effect on a shapechanger or a creature with 0 hit
points. An unwilling creature can make a Wisdom saving throw,
and if it succeeds, it isn't affected by this spell.

Creature into Creature. If you turn a creature into another kind of
creature, the new form can be any kind you choose whose challenge
rating is equal to or less than the target’s (or its level, if the target doesn’t
have a challenge rating). The target’s game statistics, including mental
ability scores, are replaced by the statistics of the new form. It retains

its alignment and personality.

The target assumes the hit points of its new form, and when it reverts to
its normal form, the creature returns to the number of hit points it had
before it transformed. If it reverts as a result of dropping to 0 hit points,
any excess damage carries over to its normal form. As long as the excess
damage doesn't reduce the creature’s normal form to 0 hit points, it isn't
knocked unconscious.

BARD | WARLOCK | WIZARD

SHAPECHANGE
9™ LEVEL TRANSMUTATION

You retain the benefit of any features from your class, race,
or other source and can use them, provided that your new
form is physically capable of doing so. You can’t use any
special senses you have (for example, darkvision) unless
your new form also has that sense. You can only speak if
the creature can normally speak.

When you transform, you choose whether your
equipment falls to the ground, merges into the new form,
or is worn by it. Worn equipment functions as normal.
The GM determines whether it is practical for the new
form to wear a piece of equipment, based on the creature’s
shape and size. Your equipment doesn’t change shape or
size to match the new form, and any equipment that the
new form can’t wear must either fall to the ground or
merge into your new form. Equipment that merges has
no effect in that state.

During this spell’s duration, you can use your action to
assume a different form following the same restrictions
and rules for the original form, with one exception: if
your new form has more hit points than your current
one, your hit points remain at their current value.

MATERIAL COMPONENTS

A jade circlet worth at least 1,500 gp, which you must
place on your head before you cast the spell.

DRUID | WIZARD

TIME STOP
9™ LEVEL TRANSMUTATION

@ CASTING TIME @ RANGE
Self

1 Action

COMPONENTS DURATION

A A% 8 Instantaneous

You briefly stop the flow of time for everyone but
yourself. No time passes for other creatures, while
you take 1d4 + 1 turns in a row, during which you
can use actions and move as normal.

This spell ends if one of the actions you use during
this period, or any effects that you create during
this period, affects a creature other than you or an
object being worn or carried by someone other
than you. In addition, the spell ends if you move
to a place more than 1,000 feet from the location
where you cast it.

SORCERER | WIZARD




. ‘TRUE RESURRECTION ....5o58
TR“E POI-YMORPH (CONTINUED) TRANSMtﬁ"/’j'ILON '@ 1HR @ ToucH @ vsm INSTANT

ART: CRISTINA PIRVU THE DECK OF MANY © HIT POINT PRESS INC. 2020 ART: CRISTINA PIRVU THE DECK OF MANY © HIT POINT PRESS INC. 2020

WEIRD
ILLUSION CONJURATION

'@ 1acTioN @ 120 @ Vs CIMIN '@ 1acTioN @ secr @ v ——

ART: JONATHAN HIGAREDA THE DECK OF MANY © HIT POINT PRESS INC. 2020 ART: MIMI CHIU THE DECK OF MANY © HIT POINT PRESS INC. 2020




TRUE RESURRECTION
9™ LEVEL NECROMANCY

CASTING TIME RANGE
@ 1 Hour @ Touch

COMPONENTS DURATION
A V, S, M Instantaneous

You touch a creature that has been dead for no longer
than 200 years and that died for any reason except old
age. If the creature’s soul is free and willing, the creature
is restored to life with all its hit points.

This spell closes all wounds, neutralizes any poison,
cures all diseases, and lifts any curses affecting the
creature when it died. The spell replaces damaged or
missing organs and limbs. If the creature was undead,
it is restored to its non-undead form.

The spell can even provide a new body if the original no
longer exists, in which case you must speak the creature’s
name. The creature then appears in an unoccupied space
you choose within 10 feet of you.

MATERIAL COMPONENTS

A sprinkle of holy water and diamonds worth at least
25,000 gp, which the spell consumes.

CLERIC | DRUID

WISH
9™ LEVEL CONJURATION

@ CASTING TIME @ RANGE
<
1 Action Self
COMPONENTS DURATION

A \Y% 8 Instantaneous

Wish is the mightiest spell a mortal creature can cast. By simply
speaking aloud, you can alter the very foundations of reality in accord
with your desires.

The basic use of this spell is to duplicate any other spell of 8th level or lower.
You don’t need to meet any requirements in that spell, including costly
components. The spell simply takes effect.
Alternatively, you can create one of the following effects of your choice:

* You create one object of up to 25,000 gp in value that isn’t a magic

item. The object can be no more than 300 feet in any dimension,
and it appears in an unoccupied space you can see on the ground.

You allow up to twenty creatures that you can see to regain all hit points,
and you end all effects on them described in the greater restoration spell.
* You grant up to ten creatures that you can see resistance to a damage

type you choose.

* You grant up to ten creatures you can see immunity to a single spell or
other magical effect for 8 hours. For instance, you could make yourself
and all your companions immune to a lich’s life drain attack.

You undo a single recent event by forcing a reroll of any roll made
within the last round (including your last turn). Reality reshapes itself
to accommodate the new result. For example, a wish spell could undo
an opponent’s successful save, a foe’s critical hit, or a friend’s failed save.
You can force the reroll to be made with advantage or disadvantage,
and you can choose whether to use the reroll or the original roll.

SORCERER | WIZARD

TRUE POLYMORPH

9™ LEVEL TRANSMUTATION

The creature is limited in the actions it can perform by the
nature of its new form, and it can’t speak, cast spells, or take
any other action that requires hands or speech, unless its new
form is capable of such actions.

The target’s gear melds into the new form. The creature
can't activate, use, wield, or otherwise benefit from any of
its equipment.

Object into Creature. You can turn an object into any kind
of creature, as long as the creature’s size is no larger than the
object’s size and the creature’s challenge rating is 9 or lower.
The creature is friendly to you and your companions. It acts on
each of your turns. You decide what action it takes and how it
moves. The GM has the creature’s statistics and resolves all of
its actions and movement.

If the spell becomes permanent, you no longer control the
creature. It might remain friendly to you, depending on how
you have treated it.

Creature into Object. If you turn a creature into an object,

it transforms along with whatever it is wearing and carrying
into that form, as long as the object’ size is no larger than the
creature’s size. The creature’s statistics become those of the
object, and the creature has no memory of time spent in this
form, after the spell ends and it returns to its normal form.

MATERIAL COMPONENTS

A drop of mercury, a dollop of gum arabic, and a wisp
of smoke.

BARD | WARLOCK | WIZARD

WEIRD
9™ LEVEL ILLUSION

@ CASTING TIME @ RANGE
. 120 Feet
1 Action (30-Foot-Radius Sphere)
COMPONENTS DURATION

A 8 Concentration,
vV, S

up to 1 minute

Drawing on the deepest fears of a group of creatures,
you create illusory creatures in their minds, visible
only to them. Each creature in a 30-foot-radius sphere
centered on a point of your choice within range must
make a Wisdom saving throw. On a failed save, a creature
becomes frightened for the duration. The illusion calls
on the creature’s deepest fears, manifesting its worst
nightmares as an implacable threat. At the end of each
of the frightened creature’s turns, it must succeed on a
Wisdom saving throw or take 4d10 psychic damage.
On a successful save, the spell ends for that creature.

WIZARD
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WISH

9™ LEVEL CONJURATION

You might be able to achieve something beyond the scope of

the above examples. State your wish to the GM as precisely as
possible. The GM has great latitude in ruling what occurs in such
an instance; the greater the wish, the greater the likelihood that
something goes wrong. This spell might simply fail, the effect you
desire might only be partly achieved, or you might suffer some
unforeseen consequence as a result of how you worded the wish.
For example, wishing that a villain were dead might propel you
forward in time to a period when that villain is no longer alive,
effectively removing you from the game. Similarly, wishing for a
legendary magic item or artifact might instantly transport you to
the presence of the item’s current owner.

The stress of casting this spell to produce any effect other than
duplicating another spell weakens you. After enduring that stress,
each time you cast a spell until you finish a long rest, you take
1d10 necrotic damage per level of that spell. This damage can’t be
reduced or prevented in any way. In addition, your Strength drops
to 3, if it isn’t 3 or lower already, for 2d4 days. For each of those
days that you spend resting and doing nothing more than light
activity, your remaining recovery time decreases by 2 days.

Finally, there is a 33 percent chance that you are unable to cast
wish ever again if you suffer this stress.

SORCERER | WIZARD
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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 Came
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
Came 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-
ervisual 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

THE ECKOF Mny
ANIMATED SPELLS

Siou-

Content. (h) “You" Not for resale. Permission granted
to print or photocopy this document for personal
use only. System Reference Document 512 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.

3.0Offer 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
GCame 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 comypatibility 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.

1. 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, Johnathan
Higareda, Fer Lozada, Marisol Aranda, Cristina Pirvu,
Chris Kearford, Liam Gregg

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 51 found at the internet link
http:/mediawizards.com/2016/downloads/DND/SRD-
OGL_V51.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.



