


D&D 5e Spell Planner: Fighter (Eldritch Knight)
Note:  You are Proficient in Spellcasting (though the PhB nowhere says this), so you do add your proficiency bonus to any Spell Save DC and any Spell Attack Modifier.
		Spellcasting Ability:
	INT

	Spellcasting Ability Modifier (SCAM) = Intelligence Modifier =
	

	Spell Save DC (SSDC) = 8 + Proficiency Bonus + SCAM =
	

	Spell Attack Modifier (SAM) =  Proficiency Bonus + SCAM =
	




Component Pouch?
	Special Components

	Component
	Cost
	Spell Level
	Spell Name
	#
	Consumed by spell?

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	



		L
	P
	Cantrips Known
	Spells Known
	Spell Slots / Spell Level

	
	
	
	
	1
	2
	3
	4

	3
	+2
	2
	3
	2
	
	
	

	4
	+2
	2
	4
	3
	
	
	

	5
	+3
	2
	4
	3
	
	
	

	6
	+3
	2
	4
	3
	
	
	

	7
	+3
	2
	5
	4
	2
	
	

	8
	+3
	2
	6
	4
	2
	
	

	9
	+4
	2
	6
	4
	2
	
	

	10
	+4
	3
	7
	4
	3
	
	

	11
	+4
	3
	8
	4
	3
	
	

	12
	+4
	3
	8
	4
	3
	
	

	13
	+5
	3
	9
	4
	3
	2
	

	14
	+5
	3
	10
	4
	3
	2
	

	15
	+5
	3
	10
	4
	3
	2
	

	16
	+5
	3
	11
	4
	3
	3
	

	17
	+6
	3
	11
	4
	3
	3
	

	18
	+6
	3
	11
	4
	3
	3
	

	19
	+6
	3
	12
	4
	3
	3
	1

	20
	+6
	3
	13
	4
	3
	3
	1




























	MSA:  Melee Spell Attack:  d20 + SAM  vs target AC

	RSA: Ranged Spell Attack:  d20 + SAM  vs target AC 
(Remember:  You have DISADVANTAGE if target is within 5’ of you and not incapacitated)




	How to use the next few pages:
1)   If you know a spell, highlight it.
2)   Columns for each spell listed are:

	Name
	Name of Spell

	P
	Check box for Prepared spells

	S
	Source (P=PHB ; X=XGE)

	C
	Casting Time

	R?
	Ritual Spell? (Not for Cantrips)

	Rng
	Range

	Dur
	Duration

	AoE
	Area of Effect

	Sav
	What Save, if any, is applicable

	Sch
	School of Magic 

	Effect
	Brief Description

	HL
	Different effect if cast with higher level spell slot

	VSM
	Verbal, Somatic or Material Components



	Acronyms:
!		Material component has non-negligible cost
-		"or less".  For example "3-" means "3 or less", or "up to 3".
+		"or more".  For example "3+" means "3 or more", or "as few as 3"
aceffu		Aberrations, Celestials, Elementals, Fey, Fiends and Undead
ba		Bonus Action
bst		Beast
bys		Beast You can See
ceff		Celestials, Elementals, Fey, Fiends
ceffu		Celestials, Elementals, Fey, Fiends and Undead
crt		Creature
cys		Creature You can See
Con:		Concentration, up to the time listed after the colon
hys		Humanoid You can See
Ins		Instantaneous
MSA		Melee Spell Attack
oys		Object You can See
pys		Plant You can See
re		Reaction
RSA		Ranged Spell Attack
SCA		Spellcasting Ability
SCAM		Spellcasting Ability Modifier
SSDC		Spell Save Difficulty Class
Slf		Self (the caster)
Tch		Touch
tys		Target You can See
VSC		Spell has Verbal/Somatic/Material components, but the material component is 
                                          consumed with each casting
VSM		Spell has Verbal/Somatic/Material components
wil		Willing





Cantrips

	P
	Name
	S
	C
	R?
	Rng
	Dur
	AoE
	Sav
	Sch
	Effect
	HL
	VSM

	
	Acid Splash
	P
	1a
	 
	60'
	Pmt
	1 or 2 crt
	Dex
	Con
	1d6 Acid damage (2/3/4d6 @L5/11/17 ;save=no dmg)
	 
	VS

	
	Blade Ward
	P
	1a
	 
	Slf
	1r
	Self
	 
	Abj
	Resistance to Bludgeoning/Piercing/Slashing
	 
	VS

	
	Chill Touch
	P
	1a
	 
	120'
	1r
	1 crt
	 
	Nec
	RSA=1d8 nec dmg; undead get disadv on att vs you*
	 
	VS

	
	Control Flames
	X
	1a
	 
	60'
	Ins/1h*
	5'cu nml flm
	 
	Tra
	Varies:Expand, Extinguish, Dbl/Halve Light, Shapes*
	 
	S

	
	Create Bonfire
	X
	1a
	 
	60'
	Con:1m
	5'cube
	Dex
	Con
	Bonfire;1d8 fire dmg(sv:½);ign;2/3/4d8@L5/11/17
	 
	VS

	
	Dancing Lights
	P
	1a
	 
	120'
	Con: 1m
	4 lights/spl*
	 
	Evo
	Make 4 lights or 1 glowing humanoid; movable*
	 
	VSM

	
	Firebolt
	P
	1a
	 
	120'
	Ins
	1 crt or obj
	 
	Evo
	RSA: 1d10 fire dmg+ignite; (2/3/4d10 @ L5/L11/L17
	 
	VS

	
	Friends
	P
	1a
	 
	Slf
	Con:1m
	1 crt
	 
	Enc
	Adv on Cha chks vs 1 crt; after, crt becomes hostile
	 
	SM

	
	Frostbite
	X
	1a
	 
	60'
	Ins
	1 cys
	Con
	Evo
	1d6 ColdDm(2/3/4d6 @L5/11/17);Dis on nxt wpn att
	 
	VS

	
	Gust
	X
	1a
	 
	30'
	Ins
	Varies*
	Str*
	Tra
	M/S crt pushed 5' (sv:no) or push 5# 10' or sensory eff
	 
	VS

	
	Infestation
	X
	1a
	 
	30'
	Ins
	1 cys
	Con
	Con
	Bugs;1d6 PoiDm;5'ran.mv(no opp att);2/3/4@5/11/17
	 
	VSM

	
	Light
	P
	1a
	 
	Tch
	1h
	1 obj
	Dex*
	Evo
	Obj sheds light 20+20feet; held by hostile = gets save
	 
	VM

	
	Mage Hand
	P
	1a
	 
	30'
	1m
	 
	 
	Con
	Summon hand out to 30'; no att/magic/>10#
	 
	VS

	
	Mending
	P
	1m
	 
	Tch
	Ins
	1 obj
	 
	Tra
	Repair one break or tear in any object (even magic)
	 
	VSM

	
	Message
	P
	1a
	 
	120'
	1r
	1 crt
	 
	Tra
	Send message; Goes around corners; blockable*
	 
	VSM

	
	Minor Illusion
	P
	1a
	 
	30'
	1m
	5' cube
	 
	Ill
	Create 1 sound /image;no light/senses made; Int(Inv)*
	 
	SM

	
	Mold Earth
	X
	1a
	 
	30'
	Ins/1h
	5' cube
	 
	Tra
	Dig+mv 5' or shapes/colors or toggle Dif/Nor Terr*
	 
	S

	
	Poison Spray
	P
	1a
	 
	10'
	Ins
	1 cys
	Con
	Con
	1d12 poison dmg (2/3/4d12 @ L5/11/17)
	 
	VS

	
	Prestidigitation
	P
	1a
	 
	10'
	Up to 1h
	Varies*
	 
	Tra
	Small effect*
	 
	VS

	
	Ray of Frost
	P
	1a
	 
	60'
	Ins
	1 crt
	 
	Evo
	RSA: 1/2/3/4d8 cold dmg@L1/5/11/17; Speed dn 10'*
	 
	VS

	
	Shape Water
	X
	1a
	 
	30'
	Ins/1h
	5'cu water
	 
	Tra
	Mv 5'or Shapes(1h) or Color(1h) or Freeze(1h) *
	 
	S

	
	Shocking Grasp
	P
	1a
	 
	Tch
	Ins
	1 crt
	 
	Evo
	MSA:1/2/3/4d8@L1/5/11/17 ltgdmg+noreac(1t);mtl:adv*
	 
	VS

	
	Thunderclap
	X
	1a
	 
	Slf
	Ins
	5’ rad
	Con
	Evo
	1d6ThDm;(2/3/4d6@L5/11/17);heard 100’ away
	 
	S

	
	Toll the Dead
	X
	1a
	 
	60’
	Ins
	1 cys
	Wis
	Nec
	1d8NecDm;hurt=d12 instead(2/3/4d8or12@L5/11/17)
	 
	VS

	
	True Strike
	P
	1a
	 
	30'
	Con:1r
	1 target
	 
	Div
	Gain adv on first attack roll against target
	 
	S






1st Level Spells
	P
	Name
	S
	C
	R?
	Rng
	Dur
	AoE
	Sav
	Sch
	Effect
	HL
	VSM

	
	Absorb Elements
	X
	1re
	 
	Slf
	1r
	Slf
	 
	Abj
	When Ac/Co/Fi/Lg/Th dmg: resis;release 1d6 to orig.
	 
	S

	
	Alarm
	P
	1m
	Y
	30'
	8h
	1 obj < 20'cu
	 
	Abj
	Alarm if crt > tiny touches
	 
	VSM

	
	Burning Hands
	P
	1a
	 
	Slf
	Ins
	15' cone
	Dex
	Evo
	3d6 fire dmg (save for ½); ignites lone obj.
	Y
	VS

	
	Catapult
	X
	1a
	 
	60'
	Ins
	1 obj <5# *
	Dex*
	Tra
	Fling 90';3d8 bld dmg to obj/crt if strikes crt(sv: miss)
	Y
	S

	
	Cause Fear
	X
	1a
	 
	60'
	Con:1m
	1 cys
	Wis
	Nec
	Fear; Repeat save every turn; no undead or constructs
	Y
	V

	
	Charm Person
	P
	1a
	 
	30'
	1h
	1 hys
	Wis
	Enc
	Charmed
	Y
	VS

	
	Chromatic Orb
	P
	1a
	 
	90'
	Ins
	1 cys
	 
	Evo
	RSA=3d8 dmg (many types*)
	Y
	VSM!

	
	Color Spray
	P
	1a
	 
	Slf
	1r
	Crt ,15' cone*
	 
	Ill
	Blinds crt (no save)
	Y
	VSM

	
	Comprehend Languages
	P
	1a
	Y
	Slf
	1h
	Slf
	 
	Div
	Understand all written/spoken languages*
	 
	VSM

	
	Detect Magic
	P
	1a
	Y
	Slf
	Con:10m
	30' rad
	 
	Div
	Sense magic and school on anything in area*
	 
	VS

	
	Disguise Self
	P
	1a
	 
	Slf
	1h
	Slf
	 
	Ill
	Change appearance*.  Int(inv) check vs SSDC.
	 
	VS

	
	Earth Tremor
	X
	1a
	 
	Slf
	Ins
	10'r(cstr imm)
	Dex
	Evo
	1d6BlDm+prone;poss Diff Terr(1r to clear 5'dia)
	 
	 

	
	Expeditious Retreat
	P
	1ba
	 
	Slf
	Con:10m
	Slf
	 
	Tra
	Gain Dash and can use it as a bonus action ea turn
	 
	VS

	
	False Life
	P
	1a
	 
	Slf
	1h
	Slf
	 
	Nec
	Gain 1d4+4 temporary hp
	Y
	VSM

	
	Feather Fall
	P
	1re
	 
	60'
	1m
	5- crt
	 
	Tra
	Fall speed=  60'/r ;no dmg if land before duration
	 
	VM

	
	Find Familiar
	P
	1h
	Y
	10'
	Ins
	 
	 
	Con
	Gain fey/celestial/fiend familiar in beast form*
	 
	VSC!

	
	Fog Cloud
	P
	1a
	 
	120'
	Con:1h
	20' rad
	 
	Con
	Becomes heavily obscured; 10mph wind disperses
	Y
	VS

	
	Grease
	P
	1a
	 
	60'
	1m
	10' sq
	Dex
	Con
	Diff. terrain; Save or fall prone every turn in AoE
	 
	VS

	
	Ice Knife
	X
	1a
	 
	60'
	Ins
	1 crt
	Dex*
	Con
	RSA:1d10PrcDmg;Explode:2d6 Cold 5' rad (Sv:0)
	Y
	SM

	
	Identify
	P
	1m
	Y
	Tch
	Ins
	1 obj or crt*
	 
	Div
	Learn properties, # charges, usage, etc*
	 
	VSM

	
	Illusory Script
	P
	1m
	Y
	Tch
	10d
	1 parchment
	 
	Ill
	Only caster designees can read true message
	 
	SC!

	
	Jump
	P
	1a
	 
	Tch
	1 m
	1 crt
	 
	Tra
	Jump distance x 3
	 
	VSM

	
	Longstrider
	P
	1a
	 
	Tch
	1h
	1 crt
	 
	Tra
	Speed increases +10'
	Y
	VSM

	
	Mage Armor
	P
	1a
	 
	Tch
	8h
	unarm wil crt
	 
	Abj
	Gain spectral armor, AC13+DexAM
	 
	VSM

	
	Magic Missile
	P
	1a
	 
	120'
	Ins
	3- targets
	 
	Evo
	3 darts, 1d4+1 force dmg ea; can do mult targets
	Y
	VS

	
	Protection from Evil and Good
	P
	1a
	 
	Tch
	Con:10m
	1 wil crt
	 
	Abj
	aceffu: dis att; no chm, fear, poss.; adv on fut svs*
	 
	VSC!

	
	Ray of Sickness
	P
	1a
	 
	60'
	Ins
	1 crt
	Con*
	Nec
	RSA:2d8 pois; ConSav or poisoned 1 turn
	Y
	VS

	
	Shield
	P
	1re
	 
	Slf
	1r
	Slf
	 
	Abj
	If hit/MgcMis: frcfld;AC+5 inc trig;imm MgcMis
	 
	VS

	
	Silent Image
	P
	1a
	 
	60'
	Con:10m
	15' cube
	 
	Ill
	Visual of obj/crt/etc; movable; Int(Inv) chk*
	 
	VSM

	
	Sleep
	P
	1a
	 
	90'
	1m
	5d8 hp in 20'r
	 
	Enc
	Sleep: Low-High hp order
	Y
	VSM

	
	Snare
	X
	1m
	 
	Tch
	8h
	5’ rad/S,M,L
	Dex*
	Abj
	Int(Inv)vsSSDC to find;Hoisted 3;Rstrn;DxSv2end*
	 
	SC!

	
	Tasha's Hideous Laughter
	P
	1a
	 
	30'
	Con:1m
	1 cys w/Int5+
	Wis
	Enc
	Prone;Incap; Ea turn or dmg: save(adv if dmg)
	 
	VSM

	
	Tenser's Floating Disk
	P
	1a
	Y
	30'
	1h
	 
	 
	Con
	Summon disk; 500# load; movable*
	 
	VSM

	
	Thunderwave
	P
	1a
	 
	Slf
	Ins
	15' cube
	Con
	Evo
	2d8 thn dmg(save:½)+pushed 10';push obj;boom*
	Y
	VS

	
	Unseen Servant
	P
	1a
	Y
	60'
	1h
	 
	 
	Con
	Invis servant;AC 2,hp 1,Str 2,noAtt;obeys*
	 
	VSM

	
	Witch Bolt
	P
	1a
	 
	30'
	Con:1m
	1 crt
	 
	Evo
	RSA:1d12 ltg dmg; ea turn:1d12 lt dmg*
	Y
	VSM





2nd Level Spells
	P
	Name
	S
	C
	R?
	Rng
	Dur
	AoE
	Sav
	Sch
	Effect
	HL
	VSM

	
	Aganazzar's Scorcher
	X
	1a
	 
	Slf
	Ins
	ea crt 30'x5'
	Dex
	Evo
	3d8 fire dmg(sv: ½) 
	Y
	VSM

	
	Alter Self
	P
	1a
	 
	Slf
	Con:1h
	Self
	 
	Tra
	Change appearance*
	 
	VS

	
	Arcane Lock
	P
	1a
	 
	Tch
	Pmt*
	1 obj
	 
	Abj
	Lock object*
	 
	VSC!

	
	Blindness/Deafness
	P
	1a
	 
	30'
	1m
	1 cys
	Con
	Nec
	Blind or Deaf.  New save each turn
	Y
	V

	
	Blur
	P
	1a
	 
	Slf
	Con:1m
	Slf
	 
	Ill
	Attkrs who see:  DisAdv on att rolls vs caster
	 
	V

	
	Cloud of Daggers
	P
	1a
	 
	60'
	Con:1m
	5' cubed
	 
	Con
	4d4 slash damage to all crt in AoE
	Y
	VSM

	
	Continual Flame
	P
	1a
	 
	Tch
	Pmt
	Small fire
	 
	Evo
	Creates cool, non-burning, perm. torch flame
	 
	VSC!

	
	Crown of Madness
	P
	1a
	 
	120'
	Con:1m
	1 hys
	Wis
	Enc
	Charm crt into attacking*
	 
	VS

	
	Darkness
	P
	1a
	 
	60'
	Con:10m
	15' rad
	 
	Evo
	Sphere of dark; movable; dispels some light*
	 
	VM

	
	Darkvision
	P
	1a
	 
	Tch
	8 h
	1 wil crt
	 
	Tra
	Creature gains darkvision out to 60'
	 
	VSM

	
	Detect Thoughts
	P
	1a
	 
	Slf
	Con:1m
	cys to 30'
	Spl*
	Div
	Read thoughts and emotions of one crt
	 
	VSM

	
	Dragon's Breath
	X
	1ba
	 
	Tch
	Con:1m
	1 wil crt
	 
	Tra
	Acid/cold/fire/ltn/poi brth wpn:15'cone,3d6(DxSv:½)
	Y
	VSM

	
	Dust Devil
	X
	1a
	 
	60'
	Con:1m
	5'cube
	 
	Con
	SumDD;5':1d8BlDm+10'psh(StSv:½);BA:mv;HvOb*
	Y
	VSM

	
	Earthbind
	X
	1a
	 
	300'
	Con:1m
	1 cys
	Str
	Tra
	FlySpeed=0;Descend to ground at 60'/r safely
	 
	V

	
	Enlarge / Reduce
	P
	1a
	 
	30'
	Con:1m
	1cys or oys
	Con*
	Tra
	x2 size + misc or /2 size + misc*
	 
	VSM

	
	Flaming Sphere
	P
	1a
	 
	60'
	Con:1m
	5' diam
	Dex*
	Con
	2d6 fire dmg (save: ½); movable*
	Y
	VSM

	
	Gentle Repose
	P
	1a
	Y
	Tch
	10d
	1 corpse
	 
	Nec
	No decay; can't be undead; extend resur. time.
	 
	VSM

	
	Gust of Wind
	P
	1a
	 
	Slf
	Con:1m
	60x10'line
	Str
	Evo
	Push away 15';mvmt chg; 50%exting;moveable*
	 
	VSM

	
	Hold Person
	P
	1a
	 
	60'
	Con:1m
	1 hys
	Wis
	Enc
	Paralyzed;Re-try save every turn
	Y
	VSM

	
	Invisibility
	P
	1a
	 
	Tch
	Con:1h
	1 crt
	 
	Ill
	Invisible; ends if targets attacks or casts spell
	Y
	VSM

	
	Knock
	P
	1a
	 
	60'
	Ins
	1 oys
	 
	Tra
	Unlocks/unsticks;Supp ArcLock 10m;loud noise
	 
	V

	
	Levitate
	P
	1a
	 
	60'
	Con:10m
	1 cys /oys
	Con*
	Tra
	UpTo500#;20' rise;Caster moves target up/dn*
	 
	VSM

	
	Locate Object
	P
	1a
	 
	Slf
	Con:10m
	1000'
	 
	Div
	Locate specific obj or type; lead blocks*
	 
	VSM

	
	Magic Mouth
	P
	1m
	Y
	30'
	Pmt
	1 obj
	 
	Ill
	Implant 25 word msg; trigger within 30' to play
	 
	VSC!

	
	Magic Weapon
	P
	1ba
	 
	Tch
	Con:1h
	1 wpn
	 
	Tra
	Non-magic weapon becomes +1
	Y
	VS

	
	Maximillian's Earthen Grasp
	X
	1a
	 
	30'
	Con:1m
	5' sq/1 cys
	Str
	Tra
	2d6BlDm+Restr(sv:none);Act:crush:2d6BD(sv:½)*
	 
	VSM

	
	Melf's Acid Arrow
	P
	1a
	 
	90'
	Ins
	1 target
	 
	Evo
	RSA: 4d4 acid; 2d4 acid next turn (miss: ½ + 0)
	Y
	VSM

	
	Mind Spike
	X
	1a
	 
	60'
	Con:1h
	1 cys
	Wis
	Div
	3d8PsyDm(sv:½)+know loc/no hide/invis=no bonus*
	Y
	S

	
	Mirror Image
	P
	1a
	 
	Slf
	1m
	 
	 
	Ill
	Make 3 copies; d20(> 6/8/11) to hit vs 3/2/1 im.
	 
	VS

	
	Misty Step
	P
	1ba
	 
	Slf
	Ins
	 
	 
	Con
	Teleport up to 30' away to empty space you see
	 
	V

	
	Nystul's Magic Aura
	P
	1a
	 
	Tch
	24h
	1 crt/obj
	 
	Ill
	False aura(mgc/nonmgc); Chg crt type
	 
	VSM

	
	Phantasmal Force
	P
	1a
	 
	60'
	Con:1m
	1 cys
	Int
	Ill
	Phant; 10'cu; Int(Inv) chk*; can do 1d6 psy/rd
	 
	VSM

	
	Pyrotechnics
	X
	1a
	 
	60'
	Ins
	5'cu NrmFlm
	Con*
	Tra
	Exting;Frwk(blnd 10'r(sv:no)) or Smoke(20'HvOb1m)
	 
	VS

	
	Ray of Enfeeblement
	P
	1a
	 
	60'
	Con:1m
	1 crt
	Con*
	Nec
	RSA: Str attacks do ½ dmg; ConSav/trn to end
	 
	VS

	
	Rope Trick
	P
	1a
	 
	Tch
	1h
	60-' rope
	 
	Tra
	Rope leads up to x-dim space; 8 M crt*
	 
	VSM

	
	Scorching Ray
	P
	1a
	 
	120'
	Ins
	3- targets
	 
	Evo
	3 hurlable rays;RSA:2d6 fire damage each
	Y
	VS

	
	See Invisibility
	P
	1a
	 
	Slf
	1h
	Slf
	 
	Div
	See inviso crt/obj and into Ethereal plane
	 
	VSM

	
	Shadow Blade
	X
	1ba
	 
	Slf
	Con:1m
	 
	 
	Ill
	Make smpl prof fin/lite/thr wpn(20/60);2d8PsyDm*
	Y
	VS

	
	Shatter
	P
	1a
	 
	60'
	Ins
	10'rad 
	Con
	Evo
	3d8 thun dmg(save:½ ,stone/mtl crt:dis);obj dmg
	Y
	VSM

	
	Skywrite
	X
	1a
	Y
	Sight
	Con:1h
	Seen sky
	 
	Tra
	Write 10- cloudy words; strong wind can disperse
	 
	VS

	
	Snilloc’s Snowball Swarm
	X
	1a
	 
	90’
	Ins
	5’rad
	Dex
	Evo
	3d6 Cold Dmg (sv: ½)
	Y
	VSM

	
	Spider Climb
	P
	1a
	 
	Tch
	Con:1h
	1 wil crt
	 
	Tra
	Move on surfaces w/o hands; climb speed=walk
	 
	VSM

	
	Suggestion
	P
	1a
	 
	30'
	Con:8h
	1 cys
	Wis
	Enc
	Force course of action on target; 1-2 sent.*
	 
	VM

	
	Warding Wind
	X
	1a
	 
	Slf
	Con:10m
	10’r mv w/u
	 
	Evo
	20mph;Deaf;ExtFlam;StrWind;DifTer;RngAt=DisAd
	 
	V

	
	Web
	P
	1a
	 
	60'
	Con:1h
	20' cube
	Dex
	Con
	Restr(save:no);DifTer;LitObs;StrCkvsSSDC;flmble
	 
	VSM












3rd Level Spells
	P
	Name
	S
	C
	R?
	Rng
	Dur
	AoE
	Sav
	Sch
	Effect
	HL
	VSM

	
	Animate Dead
	P
	1m
	 
	10'
	Ins*
	Bones/crpse*
	 
	Nec
	Create skeleton/zombie*
	Y
	VSM

	
	Bestow Curse
	P
	1a
	 
	Tch
	Con:1m
	1 crt
	Wis
	Nec
	Creature becomes cursed*
	Y
	VS

	
	Blink
	P
	1a
	 
	Slf
	1m
	Slf
	 
	Tra
	Possible ethereal or return each turn*
	 
	VS

	
	Catnap
	X
	1a
	 
	30'
	10m
	3- wil cys
	 
	Enc
	Sleep;Benefits as "short rest";No repeat until long rest
	Y
	SM

	
	Clairvoyance
	P
	10m
	 
	1mile
	Con:10m
	1 sensor
	 
	Div
	See/hear through invisible sensor*
	 
	VSM!

	
	Counterspell
	P
	1re
	 
	60'
	Ins
	1crt
	Spl*
	Abj
	Interrupts another spellcaster
	Y
	S

	
	Dispel Magic
	P
	1a
	 
	120'
	Ins
	1 target
	Spl*
	Abj
	Ends spell (L3-); L4+ : AbilChk vs SCA*
	Y
	VS

	
	Enemies Abound
	X
	1a
	 
	120'
	Con:1m
	1 cys
	Int
	Enc
	AutoSv if Imm2Fear;All crt are foes;If dmgd,re-save
	 
	VS

	
	Erupting Earth
	X
	1a
	 
	120'
	Ins
	20' cube
	Dex
	Tra
	3d12BldDm(sv:½);DiffTerr;Clear 5'sq in 1 min.
	Y
	VSM

	
	Fear
	P
	1a
	 
	0
	Con:1m
	30' cone
	Wis*
	Ill
	Drop Items; Dash away; 
	 
	VSM

	
	Feign Death
	P
	1a
	Y
	Tch
	1h
	1 wil crt
	 
	Nec
	Blind;Incap;0 speed;ResDmgButPsy; more*
	 
	VSM

	
	Fireball
	P
	1a
	 
	150'
	Ins
	20' rad
	Dex
	Evo
	8d6 fire dmg (save: ½); ignites lone obj.
	Y
	VSM

	
	Flame Arrows
	X
	1a
	 
	Tch
	Con:1h
	1 qv w/ammo
	 
	Tra
	Add 1d6 FrDm from ammo; limit 12 ammo
	Y
	VS

	
	Fly
	P
	1a
	 
	Tch
	Con:10m
	1 wil crt
	 
	Tra
	Gain ability to fly, speed 60'/rnd
	Y
	VSM

	
	Gaseous Form
	P
	1a
	 
	Tch
	Con:1h
	1 wil crt
	 
	Tra
	Turn gas; Fly 10'; Res nonmag dmg; more*
	 
	VSM

	
	Glyph of Warding
	P
	1h
	 
	Tch
	Pmt*
	1 obj/surface*
	Dex*
	Abj
	Various effects if glyph touched*
	Y
	VSC!

	
	Haste
	P
	1a
	 
	30'
	Con:1m
	1 wil cys
	 
	Tra
	AC+2;Speed x2;Adv on DexSv;+1action*
	 
	VSM

	
	Hypnotic Pattern
	P
	1a
	 
	120'
	Con:1m
	30'cube
	Wis
	Ill
	Charmed/incap./Speed0 ; dmg/shake ends
	 
	SM

	
	Leomund's Tiny Hut
	P
	1m
	Y
	Slf
	8h
	10' rad
	 
	Evo
	Creates safe dome for 9- crt*
	 
	VSM

	
	Life Transference
	X
	1a
	 
	30'
	Ins
	1 cys
	 
	Nec
	You:4d8 Nec Dmg;Target:Gain twice what you took 
	Y
	VS

	
	Lightning Bolt
	P
	1a
	 
	Slf
	Ins
	100'line/5'wid
	 
	Dex
	8d6 ltng dmg(save: ½); ignites; 
	Y
	VSM

	
	Magic Circle
	P
	1m
	 
	10'
	1h
	10'rad/20'hi
	Cha*
	Abj
	1 of ceffu:barred/;DisAtt;Can't chm/fr/poss*
	Y
	VSC!

	
	Major Image
	P
	1a
	 
	120'
	Con:10m
	20' cube
	 
	Ill
	Make image: moves,sound; Int(Inv) chk*
	Y
	VSM

	
	Melf's Minute Meteors
	X
	1a
	 
	Slf
	Con:10m
	6 meteors
	Dex
	Evo
	BA:1-2 meteors to 120';Expl  5'rad:2d6FirDm(sv:½)
	Y
	VSM

	
	Nondetection
	P
	1a
	 
	Tch
	8h
	1 target <10'*
	 
	Abj
	Imm. to divination and scrying
	 
	VSC!

	
	Phantom Steed
	P
	1m
	Y
	30'
	1h
	 
	 
	Ill
	L semi-real horse;rideable;100'spd;10mi/h*
	 
	VS

	
	Protection from Energy
	P
	1a
	 
	Tch
	Con:1h
	1 crt
	 
	Abj
	Res to 1 : acid, cold, fire, lightning, thunder
	 
	VS

	
	Remove Curse
	P
	1a
	 
	Tch
	Ins
	1 crt or obj
	 
	Abj
	End curse or attunement to cursed item*
	 
	VS

	
	Sending
	P
	1a
	 
	Unlim
	1r
	1 familiar crt
	 
	Evo
	Send/Rcv 25 word msg; 5% fail if oth.plane
	 
	VSM

	
	Sleet Storm
	P
	1a
	 
	150'
	Con:1m
	40'r x 20'h
	D,C*
	Con
	Prone/EndConc;HvyObs;out flame;dif Terr*
	 
	VSM

	
	Slow
	P
	1a
	 
	120'
	Con:1m
	6- crt in 40'cu
	Wis
	Tra
	Speed ½;AC -2;DexSav -2;NoReac;more*
	 
	VSM

	
	Stinking Cloud
	P
	1a
	 
	90'
	Con:1m
	20'rad
	 
	Con
	Cloud; HvyObs; ConSv/t: retch; dispersable*
	 
	VSM

	
	Summon Lesser Demons
	X
	1a
	 
	60’
	Con:1h
	 
	 
	Con
	Summon 2/4/8 demons of CR1/.5/.25;hostile;circle*
	Y
	VSC!*

	
	Thunder Step
	X
	1a
	 
	90’
	Ins
	(heard 300’)
	Con*
	Con
	Teleport u+1;crt 10’ fm spot u left:3d10ThDm(sv:½)*
	Y
	V

	
	Tidal Wave
	X
	1a
	 
	120’
	Ins
	30’x10’x10h
	Dex
	Con
	4d8BlDm+prone(sv:½,no);ext flames 30’ rad
	 
	VSM

	
	Tiny Servant
	X
	1m
	 
	Tch
	8h
	1 T nrml obj*
	 
	Tra
	Make “Tiny Servant”;ba:telepth command@120’
	Y
	VS

	
	Tongues
	P
	1a
	 
	Tch
	1h
	1 crt
	 
	Div
	Understand/speak all languages
	 
	VM

	
	Vampiric Touch
	P
	1a
	 
	Slf
	Con:1m
	Slf
	 
	Nec
	MSA:3d6 nec dmg+you gain same;reptable
	Y
	VS

	
	Wall of Sand
	X
	1a
	 
	90’
	Con:10m
	30x10x10’
	 
	Evo
	Swirling sand wall; Blind; Move Penalty 3:1
	 
	VSM

	
	Wall of Water
	X
	1a
	 
	60’
	Con:10m
	30x10x1’*
	 
	Evo
	DifTer;RanAtt=Disadv;FirDm=½;Cold=Freeze* 
	 
	VSM

	
	Water Breathing
	P
	1a
	Y
	30'
	24h
	10- wil cys
	 
	Tra
	Gain ability to breathe underwater
	 
	VSM
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	Arcane Eye
	P
	1a
	 
	30'
	Con:1h
	 
	 
	Div
	Invis. Eye w/ vis/darkv*
	 
	VSM

	
	Banishment
	P
	1a
	 
	60'
	Con:1m
	1 cys
	Cha
	Abj
	Banish crt to demiplane or home plane*
	Y
	VSM!

	
	Blight
	P
	1a
	 
	30'
	Ins
	1 cys/pys
	Con*
	Nec
	8d8 nec dmg (save for ½) 
	Y
	VS

	
	Charm Monster
	X
	1a
	 
	30'
	1h
	1 cys
	Wis
	Enc
	Charmed;Adv if you/friends are fighting it
	Y
	VS

	
	Confusion
	P
	1a
	 
	90'
	Con:1m
	10' rad
	Wis*
	Enc
	No reactions; Random behavior*
	Y
	VSM

	
	Conjure Minor Elementals
	P
	1m
	 
	90'
	Con:1h
	 
	 
	Con
	Summon 1/2/4/8 elementals*
	Y
	VS

	
	Control Water
	P
	1a
	 
	300'
	Con:10m
	100' cu
	 
	Tra
	Flood/Part/Redirect/Whirlpool*
	 
	VSM

	
	Dimension Door
	P
	1a
	 
	500'
	Ins
	Slf+1*
	 
	Con
	Teleport.  If occup: 4d6 force dmg, no telep.
	 
	V

	
	Elemental Bane
	X
	1a
	 
	90'
	Con:1m
	1 cys
	Con
	Tra
	Chz:Ac,Co,Fr,Lt,Th;If dmgd by typ, xtra 2d6;no res*
	Y
	VS

	
	Evard's Black Tentacles
	P
	1a
	 
	90'
	Con:1m
	20' sq
	Dex
	Con
	Diff. Terr.; Per turn: 3d6 blud dmg+restrain*
	 
	VSM

	
	Fabricate
	P
	10m
	 
	120'
	Ins
	10'cu
	 
	Tra
	Convert raw materials into products*
	 
	VS

	
	Fire Shield
	P
	1a
	 
	Slf
	10m
	Slf
	 
	Evo
	Enflamed; 20' light; Res to fire/cold; dmg*
	 
	VSM

	
	Greater Invisibility
	P
	1a
	 
	Tch
	Con:1m
	Slf or 1crt
	 
	Ill
	Invisible until spell expires
	 
	VS

	
	Hallucinatory Terrain
	P
	10m
	 
	300'
	24h
	150' cube
	 
	Ill
	Chg natural to natural; Int(Inv) chk maybe*
	 
	VSM

	
	Ice Storm
	P
	1a
	 
	300'
	Ins
	20'r/40'h
	Dex
	Evo
	2d8 blud dmg+4d6 cold dmg(save:½);DifTer
	Y
	VSM

	
	Leomund's Secret Chest
	P
	1a
	 
	Tch
	Ins*
	1 chest*
	 
	Con
	Hide chest in Eth. Plane; 60 day limit*
	 
	VSM!

	
	Locate Creature
	P
	1a
	 
	Slf
	Con:1h
	1000'
	 
	Dif
	Locate specific crt or type; run water blocks*
	 
	VSM

	
	Mordenkainen's Faithful Hound
	P
	1a
	 
	30'
	8h
	 
	 
	Con
	Invis dog sees inv/eth;ignor ill;barks;bites*
	 
	VSM

	
	Mordenkainen's Private Sanctum
	P
	10m
	 
	120'
	24h
	100-' cu
	 
	Abj
	Secure area:  Choose various securities*
	Y
	VSM

	
	Otiluke's Resilient Sphere
	P
	1a
	 
	30'
	Con:1m
	1 L- crt
	Dex*
	Evo
	Unbreachable movable sph. encases target*
	 
	VSM

	
	Phantasmal Killer
	P
	1a
	 
	120'
	Con:1m
	1 cys
	Wis
	Ill
	Feared; ea turn: WisSv or 4d10 psy dmg*
	Y
	VS

	
	Polymorph
	P
	1a
	 
	60'
	Con:1h
	1 cys
	Wis
	Tra
	Chg to beast CR≤L; ShpChg/0hp imm *
	 
	VSM

	
	Sickening Radiance
	X
	1a
	 
	120’
	Con:10m
	30’ rad
	Con
	Evo
	Dim green light;4d10 RadDm+1Exh+Glow5’(no inv)
	 
	VS

	
	Stone Shape
	P
	1a
	 
	Tch
	Ins
	5' cube
	 
	Tra
	Change shape of any stone object
	 
	VSM

	
	Stoneskin
	P
	1a
	 
	Tch
	Con:1h
	1 wil crt
	 
	Abj
	Skin hard; Res to nonmgc prc/blg/slash dmg
	 
	VSC!

	
	Storm Sphere
	X
	1a
	 
	150’
	Con:1m
	20’ rad
	Str
	Evo
	2d6 BlDm;DifTer;ba:ltng=RSA(60’)=4d6LtDm*
	Y
	VS

	
	Summon Greater Demon
	X
	1a
	 
	60’
	Con:1h
	 
	Cha*
	Con
	Summon CR5- Demon;Commandable(Sv:no);*
	Y
	VSC!*

	
	Vitriolic Sphere
	X
	1a
	 
	150’
	Ins
	20’ rad
	Dex
	Evo
	Roll ball+expl:10d4AcDm+5d4AcDm nx tn(sv:½+no)
	Y
	VSM

	
	Wall of Fire
	P
	1a
	 
	120'
	Con:1m
	60x20/20di
	Dex
	Evo
	5d8 fire(save:½);hot side:10'=5d8fire(no sv)
	Y
	VSM

	
	Watery Sphere
	X
	1a
	 
	90’
	Con:1m
	5’rad
	Str*
	Con
	Crt Ejected(sv:rstrn);size matters;movable 30’ *
	 
	VSM








