
Astral Projection
March 6, 2023

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; 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.
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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.

Banishment
March 6, 2023

You attempt to send one creature that you can see within range
to another plane of existence. The target must succeed on a
Charisma saving throw or be banished.
If the target is native to the plane of existence you’re on, you
banish the target to a harmless demiplane. While there, the
target is incapacitated. The target remains there until the
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spell ends, at which point the target reappears in the space it
left  or  in  the  nearest  unoccupied  space  if  that  space  is
occupied.

If the target is native to a different plane of existence than
the one you’re on, the target is banished with a faint popping
noise, returning to its home plane. If the spell ends before 1
minute has passed, the target reappears in the space it left or
in  the  nearest  unoccupied  space  if  that  space  is  occupied.
Otherwise, the target doesn’t return.

At Higher Levels. When you cast this spell using a spell slot of
5th level or higher, you can target one additional creature for
each slot level above 4th.

Blight
March 6, 2023

Necromantic energy washes over a creature of your choice that
you can see within range, draining moisture and vitality from
it. The target must make a Constitution saving throw. The target
takes 8d8 necrotic damage on a failed save, or half as much
damage on a successful one. This spell has no effect on undead
or constructs.
If you target a plant creature or a magical plant, it makes the
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saving throw with disadvantage, and the spell deals maximum
damage to it.

If you target a nonmagical plant that isn’t a creature, such as
a tree or shrub, it doesn’t make a saving throw; it simply
withers and dies.

At Higher Levels. When you cast this spell using a spell slot of
5th level or higher, the damage increases by 1d8 for each slot
level above 4th.

Charm Person
March 6, 2023

You attempt to charm a humanoid you can see within range. It
must make a Wisdom saving throw, and does so with advantage if
you or your companions are fighting it. If it fails the saving
throw, it is charmed by you until the spell ends or until you or
your companions do anything harmful to it. The charmed creature
regards you as a friendly acquaintance. When the spell ends, the
creature knows it was charmed by you.
At Higher Levels. When you cast this spell using a spell slot of
2nd level or higher, you can target one additional creature for
each slot level above 1st. The creatures must be within 30 feet
of each other when you target them.
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Chill Touch
March 6, 2023

You create a ghostly, skeletal hand in the space of a creature
within range. Make a ranged spell attack against the creature to
assail it with the chill of the grave. On a hit, the target
takes 1d8 necrotic damage, and it can’t regain hit points until
the start of your next turn. Until then, the hand clings to the
target.
If you hit an undead target, it also has disadvantage on attack
rolls against you until the end of your next turn.

This spell’s damage increases by 1d8 when you reach 5th level
(2d8), 11th level (3d8), and 17th level (4d8).

Circle of Death
March 6, 2023

https://wyrmworkspublishing.com/lair/basic-rules/spellcasting/chill-touch/
https://wyrmworkspublishing.com/lair/basic-rules/spellcasting/circle-of-death/


A sphere of negative energy ripples out in a 60-foot radius
sphere from a point within range. Each creature in that area
must  make  a  Constitution  saving  throw.  A  target  takes  8d6
necrotic damage on a failed save, or half as much damage on a
successful one.
At Higher Levels. When you cast this spell using a spell slot of
7th level or higher, the damage increases by 2d6 for each slot
level above 6th.

Comprehend Languages
March 6, 2023

For the duration, you understand the literal meaning of any
spoken language that you hear. You also understand any written
language that you see, but you must be touching the surface on
which the words are written. It takes about 1 minute to read one
page of text.
This spell doesn’t decode secret messages in a text or a glyph,

https://wyrmworkspublishing.com/lair/basic-rules/spellcasting/comprehend-languages/


such as an arcane sigil, that isn’t part of a written language.

Contact Other Plane
March 6, 2023

You mentally contact a demigod, the spirit of a long-dead sage,
or some other mysterious entity from another plane. Contacting
this extraplanar intelligence can strain or even break your
mind. When you cast this spell, make a DC 15 Intelligence saving
throw. On a failure, you take 6d6 psychic damage and are insane
until you finish a long rest. While insane, you can’t take
actions, can’t understand what other creatures say, can’t read,
and speak only in gibberish. A greater restoration spell cast on
you ends this effect.
On  a  successful  save,  you  can  ask  the  entity  up  to  five
questions. You must ask your questions before the spell ends.
The GM answers each question with one word, such as “yes,” “no,”
“maybe,”  “never,”  “irrelevant,”  or  “unclear”  (if  the  entity
doesn’t know the answer to the question). If a one-word answer
would be misleading, the GM might instead offer a short phrase
as an answer.
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Conjure Fey
March 6, 2023

You summon a fey creature of challenge rating 6 or lower, or a
fey spirit that takes the form of a beast of challenge rating 6
or lower. It appears in an unoccupied space that you can see
within range. The fey creature disappears when it drops to 0 hit
points or when the spell ends.
The fey creature is friendly to you and your companions for the
duration. Roll initiative for the creature, which has its own
turns. It obeys any verbal commands that you issue to it (no
action required by you), as long as they don’t violate its
alignment. If you don’t issue any commands to the fey creature,
it defends itself from hostile creatures but otherwise takes no
actions.

If  your  concentration  is  broken,  the  fey  creature  doesn’t
disappear. Instead, you lose control of the fey creature, it
becomes hostile toward you and your companions, and it might
attack. An uncontrolled fey creature can’t be dismissed by you,
and it disappears 1 hour after you summoned it.

The GM has the fey creature’s statistics.

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

Counterspell
March 6, 2023

You attempt to interrupt a creature in the process of casting a
spell. If the creature is casting a spell of 3rd level or lower,
its spell fails and has no effect. If it is casting a spell of
4th  level  or  higher,  make  an  ability  check  using  your
spellcasting ability. The DC equals 10 + the spell’s level. On a
success, the creature’s spell fails and has no effect.
At Higher Levels. When you cast this spell using a spell slot of
4th level or higher, the interrupted spell has no effect if its
level is less than or equal to the level of the spell slot you
used.
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