
Mind Blank
March 6, 2023

Until the spell ends, one willing creature you touch is immune
to psychic damage, any effect that would sense its emotions or
read its thoughts, divination spells, and the charmed condition.
The  spell  even  foils  wish  spells  and  spells  or  effects  of
similar  power  used  to  affect  the  target’s  mind  or  to  gain
information about the target.

Meteor Swarm
March 6, 2023

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
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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.

Mirage Arcane
March 6, 2023

You make terrain in an area up to 1 mile square look, sound,
smell,  and  even  feel  like  some  other  sort  of  terrain.  The
terrain’s general shape remains the same, however. Open fields
or a road could be made to resemble a swamp, hill, crevasse, or
some other difficult or impassable terrain. A pond can be made
to seem like a grassy meadow, a precipice like a gentle slope,
or a rock-strewn gully like a wide and smooth road.
Similarly, you can alter the appearance of structures, or add
them  where  none  are  present.  The  spell  doesn’t  disguise,
conceal, or add creatures.

The illusion includes audible, visual, tactile, and olfactory
elements, so it can turn clear ground into difficult terrain (or
vice versa) or otherwise impede movement through the area. Any
piece of the illusory terrain (such as a rock or stick) that is
removed from the spell’s area disappears immediately.
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Creatures with truesight can see through the illusion to the
terrain’s true form; however, all other elements of the illusion
remain,  so  while  the  creature  is  aware  of  the  illusion’s
presence, the creature can still physically interact with the
illusion.

Mirror Image
March 6, 2023

Three illusory duplicates of yourself appear in your space.
Until the spell ends, the duplicates move with you and mimic
your actions, shifting position so it’s impossible to track
which image is real. You can use your action to dismiss the
illusory duplicates.
Each time a creature targets you with an attack during the
spell’s duration, roll a d20 to determine whether the attack
instead targets one of your duplicates.

If you have three duplicates, you must roll a 6 or higher to
change the attack’s target to a duplicate. With two duplicates,
you must roll an 8 or higher. With one duplicate, you must roll
an 11 or higher.

A duplicate’s AC equals 10 + your Dexterity modifier. If an
attack hits a duplicate, the duplicate is destroyed. A duplicate
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can be destroyed only by an attack that hits it. It ignores all
other  damage  and  effects.  The  spell  ends  when  all  three
duplicates  are  destroyed.

A creature is unaffected by this spell if it can’t see, if it
relies on senses other than sight, such as blindsight, or if it
can perceive illusions as false, as with truesight.

Misty Step
March 6, 2023

Briefly surrounded by silvery mist, you teleport up to 30 feet
to an unoccupied space that you can see.

Mislead
March 6, 2023
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You become invisible at the same time that an illusory double of
you appears where you are standing. The double lasts for the
duration, but the invisibility ends if you attack or cast a
spell.
You can use your action to move your illusory double up to twice
your speed and make it gesture, speak, and behave in whatever
way you choose.

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

Modify Memory
March 6, 2023

You attempt to reshape another creature’s memories. One creature
that you can see must make a Wisdom saving throw. If you are
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fighting the creature, it has advantage on the saving throw. On
a  failed  save,  the  target  becomes  charmed  by  you  for  the
duration. The charmed target is incapacitated and unaware of its
surroundings, though it can still hear you. If it takes any
damage or is targeted by another spell, this spell ends, and
none of the target’s memories are modified.
While this charm lasts, you can affect the target’s memory of an
event that it experienced within the last 24 hours and that
lasted no more than 10 minutes. You can permanently eliminate
all memory of the event, allow the target to recall the event
with perfect clarity and exacting detail, change its memory of
the details of the event, or create a memory of some other
event.

You must speak to the target to describe how its memories are
affected, and it must be able to understand your language for
the modified memories to take root. Its mind fills in any gaps
in the details of your description. If the spell ends before you
have finished describing the modified memories, the creature’s
memory isn’t altered. Otherwise, the modified memories take hold
when the spell ends.

A modified memory doesn’t necessarily affect how a creature
behaves, particularly if the memory contradicts the creature’s
natural  inclinations,  alignment,  or  beliefs.  An  illogical
modified memory, such as implanting a memory of how much the
creature enjoyed dousing itself in acid, is dismissed, perhaps
as  a  bad  dream.  The  GM  might  deem  a  modified  memory  too
nonsensical to affect a creature in a significant manner.

A remove curse or greater restoration spell cast on the target
restores the creature’s true memory.

At Higher Levels. If you cast this spell using a spell slot of
6th level or higher, you can alter the target’s memories of an
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event that took place up to 7 days ago (6th level), 30 days ago
(7th  level),  1  year  ago  (8th  level),  or  any  time  in  the
creature’s past (9th level).

Passwall
March 6, 2023

A passage appears at a point of your choice that you can see on
a wooden, plaster, or stone surface (such as a wall, a ceiling,
or a floor) within range, and lasts for the duration. You choose
the opening’s dimensions: up to 5 feet wide, 8 feet tall, and 20
feet deep. The passage creates no instability in a structure
surrounding it.
When the opening disappears, any creatures or objects still in
the  passage  created  by  the  spell  are  safely  ejected  to  an
unoccupied space nearest to the surface on which you cast the
spell.
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Move Earth
March 6, 2023

Choose an area of terrain no larger than 40 feet on a side
within range. You can reshape dirt, sand, or clay in the area in
any manner you choose for the duration. You can raise or lower
the area’s elevation, create or fill in a trench, erect or
flatten a wall, or form a pillar. The extent of any such changes
can’t  exceed  half  the  area’s  largest  dimension.  So,  if  you
affect a 40-foot square, you can create a pillar up to 20 feet
high, raise or lower the square’s elevation by up to 20 feet,
dig a trench up to 20 feet deep, and so on. It takes 10 minutes
for these changes to complete.
At the end of every 10 minutes you spend concentrating on the
spell, you can choose a new area of terrain to affect.

Because the terrain’s transformation occurs slowly, creatures in
the area can’t usually be trapped or injured by the ground’s
movement.

This spell can’t manipulate natural stone or stone construction.
Rocks and structures shift to accommodate the new terrain. If
the way you shape the terrain would make a structure unstable,
it might collapse.

Similarly, this spell doesn’t directly affect plant growth. The
moved earth carries any plants along with it.
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Pass without Trace
March 6, 2023

A veil of shadows and silence radiates from you, masking you and
your companions from detection. For the duration, each creature
you choose within 30 feet of you (including you) has a +10 bonus
to Dexterity (Stealth) checks and can’t be tracked except by
magical means. A creature that receives this bonus leaves behind
no tracks or other traces of its passage.
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