
Foresight
March 6, 2023

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.

Freedom of Movement
March 6, 2023

You touch a willing creature. For the duration, the target’s
movement is unaffected by difficult terrain, and spells and
other magical effects can neither reduce the target’s speed nor
cause the target to be paralyzed or restrained.
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The target can also spend 5 feet of movement to automatically
escape  from  nonmagical  restraints,  such  as  manacles  or  a
creature that has it grappled. Finally, being underwater imposes
no penalties on the target’s movement or attacks.

Gentle Repose
March 6, 2023

You touch a corpse or other remains. For the duration, the
target is protected from decay and can’t become undead.
The spell also effectively extends the time limit on raising the
target from the dead, since days spent under the influence of
this spell don’t count against the time limit of spells such as
[yadawiki link=”raise dead*.

Gaseous Form
March 6, 2023
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You  transform  a  willing  creature  you  touch,  along  with
everything it’s wearing and carrying, into a misty cloud for the
duration. The spell ends if the creature drops to 0 hit points.
An incorporeal creature isn’t affected.
While in this form, the target’s only method of movement is a
flying speed of 10 feet. The target can enter and occupy the
space  of  another  creature.  The  target  has  resistance  to
nonmagical damage, and it has advantage on Strength, Dexterity,
and Constitution saving throws. The target can pass through
small holes, narrow openings, and even mere cracks, though it
treats liquids as though they were solid surfaces. The target
can’t fall and remains hovering in the air even when stunned or
otherwise incapacitated.

While in the form of a misty cloud, the target can’t talk or
manipulate objects, and any objects it was carrying or holding
can’t be dropped, used, or otherwise interacted with. The target
can’t attack or cast spells.

Gate
March 6, 2023
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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.



Freezing Sphere
March 6, 2023

A frigid globe of cold energy streaks from your fingertips to a
point of your choice within range, where it explodes in a 60-
foot radius sphere. Each creature within the area must make a
Constitution saving throw. On a failed save, a creature takes
10d6 cold damage. On a successful save, it takes half as much
damage.
If the globe strikes a body of water or a liquid that is
principally  water  (not  including  water-based  creatures),  it
freezes the liquid to a depth of 6 inches over an area 30 feet
square.  This  ice  lasts  for  1  minute.  Creatures  that  were
swimming on the surface of frozen water are trapped in the ice.
A trapped creature can use an action to make a Strength check
against your spell save DC to break free.

You  can  refrain  from  firing  the  globe  after  completing  the
spell, if you wish. A small globe about the size of a sling
stone, cool to the touch, appears in your hand. At any time, you
or a creature you give the globe to can throw the globe (to a
range of 40 feet) or hurl it with a sling (to the sling’s normal
range). It shatters on impact, with the same effect as the
normal casting of the spell. You can also set the globe down
without  shattering  it.  After  1  minute,  if  the  globe  hasn’t
already shattered, it explodes.

At Higher Levels. When you cast this spell using a spell slot of
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7th level or higher, the damage increases by 1d6 for each slot
level above 6th.

Geas
March 6, 2023

You place a magical command on a creature that you can see
within range, forcing it to carry out some service or refrain
from some action or course of activity as you decide. If the
creature can understand you, it must succeed on a Wisdom saving
throw or become charmed by you for the duration. While the
creature is charmed by you, it takes 5d10 psychic damage each
time it acts in a manner directly counter to your instructions,
but no more than once each day. A creature that can’t understand
you is unaffected by the spell.
You can issue any command you choose, short of an activity that
would  result  in  certain  death.  Should  you  issue  a  suicidal
command, the spell ends.

You can end the spell early by using an action to dismiss it. A
wish spell also ends it.

At Higher Levels. When you cast this spell using a spell slot of
7th or 8th level, the duration is 1 year. When you cast this
spell using a spell slot of 9th level, the spell lasts until it
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is ended by one of the spells mentioned above.

Globe of Invulnerability
March 6, 2023

An immobile, faintly shimmering barrier springs into existence
in a 10-foot radius around you and remains for the duration.
Any spell of 5th level or lower cast from outside the barrier
can’t affect creatures or objects within it, even if the spell
is cast using a higher level spell slot. Such a spell can target
creatures and objects within the barrier, but the spell has no
effect  on  them.  Similarly,  the  area  within  the  barrier  is
excluded from the areas affected by such spells.

At Higher Levels. When you cast this spell using a spell slot of
7th level or higher, the barrier blocks spells of one level
higher for each slot level above 6th.
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Glyph of Warding
March 6, 2023

When you cast this spell, you inscribe a glyph that harms other
creatures, either upon a surface (such as a table or a section
of floor or wall) or within an object that can be closed (such
as a book, a scroll, or a treasure chest) to conceal the glyph.
The glyph can cover an area no larger than 10 feet in diameter.
If the surface or object is moved more than 10 feet from where
you cast this spell, the glyph is broken, and the spell ends
without being triggered.
The  glyph  is  nearly  invisible  and  requires  a  successful
Intelligence (Investigation) check against your spell save DC to
be found.

You decide what triggers the glyph when you cast the spell. For
glyphs inscribed on a surface, the most typical triggers include
touching  or  standing  on  the  glyph,  removing  another  object
covering the glyph, approaching within a certain distance of the
glyph,  or  manipulating  the  object  on  which  the  glyph  is
inscribed.  For  glyphs  inscribed  within  an  object,  the  most
common triggers include opening that object, approaching within
a certain distance of the object, or seeing or reading the
glyph. Once a glyph is triggered, this spell ends.

You can further refine the trigger so the spell activates only
under  certain  circumstances  or  according  to  physical
characteristics (such as height or weight), creature kind (for
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example, the ward could be set to affect aberrations or drow),
or alignment. You can also set conditions for creatures that
don’t  trigger  the  glyph,  such  as  those  who  say  a  certain
password.

When  you  inscribe  the  glyph,  choose  explosive  runes  or  a
explosive runes glyph increases by 1d8 for each slot level above
3rd. If you create a [yadawiki link=”spell glyph*, you can store
any spell of up to the same level as the slot you use for the
[yadawiki link=”glyph of warding*.

Glibness
March 6, 2023

Until the spell ends, when you make a Charisma check, you can
replace the number you roll with a 15. Additionally, no matter
what you say, magic that would determine if you are telling the
truth indicates that you are being truthful.
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