Magic Circle

March 6, 2023

You create a 10-foot radius, 20-foot tall cylinder of magical
energy centered on a point on the ground that you can see within
range. Glowing runes appear wherever the cylinder intersects
with the floor or other surface.

Choose one or more of the following types of creatures:
celestials, elementals, fey, fiends, or undead. The circle
affects a creature of the chosen type in the following ways:

— The creature can’t willingly enter the cylinder by nonmagical
means. If the creature tries to use teleportation or interplanar
travel to do so, it must first succeed on a Charisma saving
throw.

— The creature has disadvantage on attack rolls against targets
within the cylinder.

— Targets within the cylinder can’t be charmed, frightened, or
possessed by the creature.

When you cast this spell, you can elect to cause its magic to
operate in the reverse direction, preventing a creature of the
specified type from leaving the cylinder and protecting targets
outside it.

At Higher Levels. When you cast this spell using a spell slot of
4th level or higher, the duration increases by 1 hour for each
slot level above 3rd.
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Magic Jar

March 6, 2023

Your body falls into a catatonic state as your soul leaves it
and enters the container you used for the spell’s material
component. While your soul inhabits the container, you are aware
of your surroundings as if you were in the container’s space.
You can’t move or use reactions. The only action you can take is
to project your soul up to 100 feet out of the container, either
returning to your 1living body (and ending the spell) or
attempting to possess a humanoids body.

You can attempt to possess any humanoid within 100 feet of you
that you can see (creatures warded by a protection from evil and
good or magic circle spell can’t be possessed). The target must
make a Charisma saving throw. On a failure, your soul moves into
the target’s body, and the target’s soul becomes trapped in the
container. On a success, the target resists your efforts to
possess 1it, and you can’t attempt to possess it again for 24
hours.

Once you possess a creature’s body, you control it. Your game
statistics are replaced by the statistics of the creature,
though you retain your alignment and your Intelligence, Wisdom,
and Charisma scores. You retain the benefit of your own class
features. If the target has any class levels, you can’t use any
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of its class features.

Meanwhile, the possessed creature’s soul can perceive from the
container using 1its own senses, but it can’t move or take
actions at all.

While possessing a body, you can use your action to return from
the host body to the container if it is within 100 feet of you,
returning the host creature’s soul to its body. If the host body
dies while you’re in it, the creature dies, and you must make a
Charisma saving throw against your own spellcasting DC. On a
success, you return to the container if it is within 100 feet of
you. Otherwise, you die.

If the container is destroyed or the spell ends, your soul
immediately returns to your body. If your body is more than 100
feet away from you or if your body is dead when you attempt to
return to it, you die. If another creature’s soul 1is in the
container when it is destroyed, the creature’s soul returns to
its body if the body is alive and within 100 feet. Otherwise,
that creature dies.

When the spell ends, the container is destroyed.

Magnificent Mansion

March 6, 2023
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You conjure an extradimensional dwelling in range that lasts for
the duration. You choose where its one entrance is located. The
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 portal
remains open. You can open or close the portal if you are within
30 feet of it. While closed, the portal is invisible.

Beyond the portal is a magnificent foyer with numerous chambers
beyond. The atmosphere is clean, fresh, and warm.

You can create any floor plan you like, but the space can’t
exceed 50 cubes, each cube being 10 feet on each side. The 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. They are completely obedient to your orders. Each
servant can perform any task a normal human servant could
perform, but they can’t attack or take any action that would
directly harm another creature. Thus the servants can fetch
things, clean, mend, fold clothes, light fires, serve food, pour
wine, and so on. The servants can go anywhere in the mansion but
can’'t leave it. Furnishings and other objects created by this
spell dissipate into smoke if removed from the mansion. When the
spell ends, any creatures inside the extradimensional space are
expelled into the open spaces nearest to the entrance.



Magic Weapon

March 6, 2023

You touch a nonmagical weapon. Until the spell ends, that weapon
becomes a magic weapon with a +1 bonus to attack rolls and
damage rolls.

At Higher Levels. When you cast this spell using a spell slot of
4th level or higher, the bonus increases to +2. When you use a
spell slot of 6th level or higher, the bonus increases to +3.

Mass Cure Wounds

March 6, 2023

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
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sphere centered on that point. Each target regains hit points
equal to 3d8 + your spellcasting ability modifier. This spell
has no effect on undead or constructs.

At Higher Levels. When you cast this spell using a spell slot of
6th level or higher, the healing increases by 1d8 for each slot
level above 5th.

Major Image

March 6, 2023

You create the image of an object, a creature, or some other
visible phenomenon that is no larger than a 20-foot cube. The
image appears at a spot that you can see within range and lasts
for the duration. It seems completely real, including sounds,
smells, and temperature appropriate to the thing depicted. You
can't create sufficient heat or cold to cause damage, a sound
loud enough to deal thunder damage or deafen a creature, or a
smell that might sicken a creature (like a troglodyte’s stench).

As long as you are within range of the illusion, you can use
your action to cause the image to move to any other spot within
range. As the image changes location, you can alter its
appearance so that its movements appear natural for the image.
For example, if you create an image of a creature and move it,
you can alter the image so that it appears to be walking.
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Similarly, you can cause the illusion to make different sounds
at different times, even making it carry on a conversation, for
example.

Physical interaction with the image reveals it to be an
illusion, because things can pass through it. A creature that
uses its action to examine the image can determine that it is an
illusion with a successful Intelligence (Investigation) check
against your spell save DC. If a creature discerns the illusion
for what it is, the creature can see through the image, and its
other sensory qualities become faint to the creature.

At Higher Levels. When you cast this spell using a spell slot of
6th level or higher, the spell lasts until dispelled, without
requiring your concentration.

Magic Mouth

March 6, 2023

You implant a message within an object in range, a message that
is uttered when a trigger condition is met. Choose an object
that you can see and that isn’t being worn or carried by another
creature. Then speak the message, which must be 25 words or
less, though it can be delivered over as long as 10 minutes.
Finally, determine the circumstance that will trigger the spell
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to deliver your message.

When that circumstance occurs, a magical mouth appears on the
object and recites the message in your voice and at the same
volume you spoke. If the object you chose has a mouth or
something that looks like a mouth (for example, the mouth of a
statue), the magical mouth appears there so that the words
appear to come from the object’s mouth. When you cast this
spell, you can have the spell end after it delivers its message,
or it can remain and repeat its message whenever the trigger
occurs.

The triggering circumstance can be as general or as detailed as
you like, though it must be based on visual or audible
conditions that occur within 30 feet of the object. For example,
you could instruct the mouth to speak when any creature moves
within 30 feet of the object or when a silver bell rings within
30 feet of 1it.

Mass Heal

March 6, 2023

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
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diseases and any effect making them blinded or deafened. This
spell has no effect on undead or constructs.

Maze

March 6, 2023

You banish a creature that you can see within range into a
labyrinthine demiplane. The target remains there for the
duration or until it escapes the maze.

The target can use its action to attempt to escape. When it does
so, 1t makes a DC 20 Intelligence check. If 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 left
or, if that space 1is occupied, in the nearest unoccupied space.

Meld into Stone

March 6, 2023
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You step into a stone object or surface large enough to fully
contain your body, melding yourself and all the equipment you
carry with the stone for the duration. Using your movement, you
step into the stone at a point you can touch. Nothing of your
presence remains visible or otherwise detectable by nonmagical
senses.

While merged with the stone, you can’t see what occurs outside
it, and any Wisdom (Perception) checks you make to hear sounds
outside it are made with disadvantage. You remain aware of the
passage of time and can cast spells on yourself while merged in
the stone. You can use your movement to leave the stone where
you entered it, which ends the spell. You otherwise can’t move.

Minor physical damage to the stone doesn’t harm you, but its
partial destruction or a change in its shape (to the extent that
you no longer fit within it) expels you and deals 6d6
bludgeoning damage to you. The stone’s complete destruction (or
transmutation into a different substance) expels you and deals
50 bludgeoning damage to you. If expelled, you fall prone in an
unoccupied space closest to where you first entered.



