Phantom Steed

March 6, 2023

A Large quasi-real, horselike creature appears on the ground in
an unoccupied space of your choice within range. You decide the
creature’s appearance, but it is equipped with a saddle, bit,
and bridle. Any of the equipment created by the spell vanishes
in a puff of smoke if it is carried more than 10 feet away from
the steed.

For the duration, you or a creature you choose can ride the
steed. The creature uses the statistics for a riding horse,
except it has a speed of 100 feet and can travel 10 miles in an
hour, or 13 miles at a fast pace. When the spell ends, the steed
gradually fades, giving the rider 1 minute to dismount. The
spell ends if you use an action to dismiss it or if the steed
takes any damage.

Phantasmal Killer

March 6, 2023
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You tap into the nightmares of a creature you can see within
range and create an illusory manifestation of its deepest fears,
visible only to that creature. The target must make a Wisdom
saving throw. On a failed save, the target becomes frightened
for the duration. At the end of each of the target’s turns
before the spell ends, the target must succeed on a Wisdom
saving throw or take 4d10 psychic damage. On a successful save,
the spell ends.

At Higher Levels. When you cast this spell using a spell slot of
5th level or higher, the damage increases by 1d10 for each slot
level above 4th.

Planar Binding

March 6, 2023

With this spell, you attempt to bind a celestial, an elemental,
a fey, or a fiend to your service. The creature must be within
range for the entire casting of the spell. (Typically, the


https://wyrmworkspublishing.com/lair/basic-rules/spellcasting/planar-binding/

creature is first summoned into the center of an inverted magic
circle in order to keep it trapped while this spell is cast.) At
the completion of the casting, the target must make a Charisma
saving throw. On a failed save, it is bound to serve you for the
duration. If the creature was summoned or created by another
spell, that spell’s duration is extended to match the duration
of this spell.

A bound creature must follow your instructions to the best of
its ability. You might command the creature to accompany you on
an adventure, to guard a location, or to deliver a message. The
creature obeys the letter of your instructions, but if the
creature 1s hostile to you, it strives to twist your words to
achieve its own objectives. If the creature carries out your
instructions completely before the spell ends, it travels to you
to report this fact if you are on the same plane of existence.
If you are on a different plane of existence, it returns to the
place where you bound it and remains there until the spell ends.

At Higher Levels. When you cast this spell using a spell slot of
a higher level, the duration increases to 10 days with a 6th-
level slot, to 30 days with a 7th-level slot, to 180 days with
an 8th-level slot, and to a year and a day with a 9th-level
spell slot.

Plane Shift

March 6, 2023
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You and up to eight willing creatures who link hands in a circle
are transported to a different plane of existence. You can
specify a target destination in general terms, such as the City
of Brass on the Elemental Plane of Fire or the palace of
Dispater on the second level of the Nine Hells, and you appear
in or near that destination. If you are trying to reach the City
of Brass, for example, you might arrive in its Street of Steel,
before its Gate of Ashes, or looking at the city from across the
Sea of Fire, at the GM’'s discretion.

Alternatively, if you know the sigil sequence of a teleportation
circle on another plane of existence, this spell can take you to
that circle. If the teleportation circle is too small to hold
all the creatures you transported, they appear in the closest
unoccupied spaces next to the circle.

You can use this spell to banish an unwilling creature to
another plane. Choose a creature within your reach and make a
melee spell attack against it. On a hit, the creature must make
a Charisma saving throw. If the creature fails this save, it 1is
transported to a random location on the plane of existence you
specify. A creature so transported must find its own way back to
your current plane of existence.




Poison Spray

March 6, 2023

You extend your hand toward a creature you can see within range
and project a puff of noxious gas from your palm. The creature
must succeed on a Constitution saving throw or take 1d12 poison
damage.

This spell’s damage increases by 1d12 when you reach 5th level
(2d12), 11th level (3d12), and 17th level (4d12).

Polymorph

March 6, 2023

This spell transforms a creature that you can see within range
into a new form. An unwilling creature must make a Wisdom saving
throw to avoid the effect. The spell has no effect on a
shapechanger or a creature with 0 hit points.

The transformation lasts for the duration, or until the target
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drops to 0 hit points or dies. The new form can be any beast
whose challenge rating is equal to or less than the target’s (or
the target’s level, if it doesn’t have a challenge rating). The
target’s game statistics, including mental ability scores, are
replaced by the statistics of the chosen beast. It retains its
alignment and personality.

The target assumes the hit points of its new form. When it
reverts to its normal form, the creature returns to the number
of hit points it had before it transformed. If it reverts as a
result of dropping to 0@ hit points, any excess damage carries
over to its normal form. As long as the excess damage doesn’t
reduce the creature’s normal form to O hit points, it isn’t
knocked unconscious.

The creature is limited in the actions it can perform by the
nature of its new form, and it can’t speak, cast spells, or take
any other action that requires hands or speech.

The target’s gear melds into the new form. The creature can’t
activate, use, wield, or otherwise benefit from any of its
equipment.

Power Word Kill

March 6, 2023
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You utter a word of power that can compel one creature you can
see within range to die instantly. If the creature you choose
has 100 hit points or fewer, it dies. Otherwise, the spell has
no effect.

Power Word Stun

March 6, 2023

You speak a word of power that can overwhelm the mind of one
creature you can see within range, leaving it dumbfounded. If
the target has 150 hit points or fewer, it is stunned.
Otherwise, the spell has no effect.

The stunned target must make a Constitution saving throw at the
end of each of its turns. On a successful save, this stunning
effect ends.


https://wyrmworkspublishing.com/lair/basic-rules/spellcasting/power-word-stun/

Prestidigitation

March 6, 2023

This spell is a minor magical trick that novice spellcasters use
for practice. You create one of the following magical effects
within Range:

— You create an instantaneous, harmless sensory effect, such as
a shower of sparks, a puff of wind, faint musical notes, or an
odd odor.

— You instantaneously light or snuff out a candle, a torch, or a
small campfire.

— You instantaneously clean or soil an object no larger than 1
cubic foot.

— You chill, warm, or flavor up to 1 cubic foot of nonliving
material for 1 hour.

— You make a color, a small mark, or a symbol appear on an
object or a surface for 1 hour.

— You create a nonmagical trinket or an illusory image that can
fit in your hand and that lasts until the end of your next turn.

If you cast this spell multiple times, you can have up to three
of its non-instantaneous effects active at a time, and you can
dismiss such an effect as an action.
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Prismatic Spray

March 6, 2023

Eight multicolored rays of light flash from your hand. Each ray
is a different color and has a different power and purpose. Each
creature in a 60-foot cone must make a Dexterity saving throw.
For each target, roll a d8 to determine which color ray affects
it.

— Red. The target takes 10d6 fire damage on a failed save, or
half as much damage on a successful one.

— Orange. The target takes 10d6 acid damage on a failed save, or
half as much damage on a successful one.

— Yellow. The target takes 10d6 lightning damage on a failed
save, or half as much damage on a successful one.

— Green. The target takes 10d6 poison damage on a failed save,
or half as much damage on a successful one.

— Blue. The target takes 10d6 cold damage on a failed save, or
half as much damage on a successful one.

— Indigo. On a failed save, the target is restrained. It must
then make a Constitution saving throw at the end of each of its
turns. If it successfully saves three times, the spell ends. If
it fails its save three times, it permanently turns to stone and
is subjected to the petrified condition. The successes and
failures don’t need to be consecutive; keep track of both until
the target collects three of a kind.
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— Violet. On a failed save, the target is blinded. It must then
make a Wisdom saving throw at the start of your next turn. A
successful save ends the blindness. If it fails that save, the
creature 1is transported to another plane of existence of the
GM’s choosing and is no longer blinded. (Typically, a creature
that is on a plane that isn’t its home plane is banished home,
while other creatures are usually cast into the Astral or
Ethereal planes.)

— Special. The target is struck by two rays. Roll twice more,
rerolling any 8.



