Control Water

March 6, 2023

Until the spell ends, you control any freestanding water inside
an area you choose that is a cube up to 100 feet on a side. You
can choose from any of the following effects when you cast this
spell. As an action on your turn, you can repeat the same effect
or choose a different one.

Flood. You cause the water level of all standing water in the
area to rise by as much as 20 feet. If the area includes a
shore, the flooding water spills over onto dry land.

If you choose an area in a large body of water, you instead
create a 20-foot tall wave that travels from one side of the
area to the other and then crashes down. Any Huge or smaller
vehicles in the wave’s path are carried with it to the other
side. Any Huge or smaller vehicles struck by the wave have a 25
percent chance of capsizing.

The water level remains elevated until the spell ends or you
choose a different effect. If this effect produced a wave, the
wave repeats on the start of your next turn while the flood
effect lasts.

Part Water. You cause water in the area to move apart and create
a trench. The trench extends across the spell’s area, and the
separated water forms a wall to either side. The trench remains
until the spell ends or you choose a different effect. The water
then slowly fills in the trench over the course of the next
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round until the normal water level 1is restored.

Redirect Flow. You cause flowing water in the area to move in a
direction you choose, even if the water has to flow over
obstacles, up walls, or in other unlikely directions. The water
in the area moves as you direct 1it, but once it moves beyond the
spell’s area, it resumes 1its flow based on the terrain
conditions. The water continues to move in the direction you
chose until the spell ends or you choose a different effect.

Whirlpool. This effect requires a body of water at least 50 feet
square and 25 feet deep. You cause a whirlpool to form in the
center of the area. The whirlpool forms a vortex that is 5 feet
wide at the base, up to 50 feet wide at the top, and 25 feet
tall. Any creature or object in the water and within 25 feet of
the vortex is pulled 10 feet toward it. A creature can swim away
from the vortex by making a Strength (Athletics) check against
your spell save DC.

When a creature enters the vortex for the first time on a turn
or starts its turn there, it must make a Strength saving throw.
On a failed save, the creature takes 2d8 bludgeoning damage and
is caught in the vortex until the spell ends. On a successful
save, the creature takes half damage, and isn’t caught in the
vortex. A creature caught in the vortex can use its action to
try to swim away from the vortex as described above, but has
disadvantage on the Strength (Athletics) check to do so.

The first time each turn that an object enters the vortex, the
object takes 2d8 bludgeoning damage; this damage occurs each
round it remains in the vortex.



Continual Flame

March 6, 2023

A flame, equivalent in brightness to a torch, springs forth from
an object that you touch. The effect looks like a regular flame,
but it creates no heat and doesn’t use oxygen. A continual flame
can be covered or hidden but not smothered or quenched.

Contingency

March 6, 2023

Choose a spell of 5th level or lower that you can cast, that has
a casting time of 1 action, and that can target you. You cast
that spell-called the contingent spell-as part of casting
contingency cast with water breathing might stipulate that water
breathing comes into effect when you are engulfed in water or a
similar liquid.

The contingent spell takes effect immediately after the
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circumstance is met for the first time, whether or not you want
it to, and then contingency ends.

The contingent spell takes effect only on you, even if it can
normally target others. You can use only one contingency spell
at a time. If you cast this spell again, the effect of another
contingency spell on you ends. Also, contingency ends on you if
its material component is ever not on your person.

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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Create Undead

March 6, 2023

You can cast this spell only at night. Choose up to three
corpses of Medium or Small humanoids within range. Each corpse
becomes a ghoul under your control. (The GM has game statistics
for these creatures.)

As a bonus action on each of your turns, you can mentally
command any creature you animated with this spell if the
creature 1is within 120 feet of you (if you control multiple
creatures, you can command any or all of them at the same time,
issuing the same command to each one). You decide what action
the creature will take and where it will move during its next
turn, or you can issue a general command, such as to guard a
particular chamber or corridor. If you issue no commands, the
creature only defends itself against hostile creatures. Once
given an order, the creature continues to follow it until its
task 1s complete.

The creature is under your control for 24 hours, after which it
stops obeying any command you have given it. To maintain control
of the creature for another 24 hours, you must cast this spell
on the creature before the current 24-hour period ends. This use
of the spell reasserts your control over up to three creatures
you have animated with this spell, rather than animating new
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ones.

At Higher Levels. When you cast this spell using a 7th-level
spell slot, you can animate or reassert control over four
ghouls. When you cast this spell using an 8th-level spell slot,
you can animate or reassert control over five ghouls or two
ghasts or wights. When you cast this spell using a 9th-level
spell slot, you can animate or reassert control over six ghouls,
three ghasts or wights, or two mummies.

Creation

March 6, 2023

You pull wisps of shadow material from the Shadowfell to create
a nonliving object of vegetable matter within range: soft goods,
rope, wood, or something similar. You can also use this spell to
create mineral objects such as stone, crystal, or metal. The
object created must be no larger than a 5-foot cube, and the
object must be of a form and material that you have seen before.

The duration depends on the object’s material. If the object is
composed of multiple materials, use the shortest duration.
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Table- Creation Duration

| Material | Duration |

| | |

| Vegetable matter | 1 day |

| Stone or crystal | 12 hours |
| Precious metals | 1 hour |
|

|

|

Gems | 10 minutes |
Adamantine or mithral | 1 minute |

Using any material created by this spell as another spell’s
material component causes that spell to fail.

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

Darkvision

March 6, 2023

You touch a willing creature to grant it the ability to see in
the dark. For the duration, that creature has darkvision out to
a range of 60 feet.
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Darkness

March 6, 2023

Magical darkness spreads from a point you choose within range to
fill a 15-foot radius sphere for the duration. The darkness
spreads around corners. A creature with darkvision can’t see
through this darkness, and nonmagical light can’t illuminate it.
If the point you choose is on an object you are holding or one
that isn’t being worn or carried, the darkness emanates from the
object and moves with it. Completely covering the source of the
darkness with an opaque object, such as a bowl or a helm, blocks
the darkness.

If any of this spell’s area overlaps with an area of light
created by a spell of 2nd level or lower, the spell that created
the light is dispelled.

Dancing Lights

March 6, 2023
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You create up to four torch-sized lights within range, making
them appear as torches, lanterns, or glowing orbs that hover in
the air for the duration. You can also combine the four lights
into one glowing vaguely humanoid form of Medium size. Whichever
form you choose, each light sheds dim light in a 10-foot radius.
As a bonus action on your turn, you can move the lights up to 60
feet to a new spot within range. A light must be within 20 feet
of another light created by this spell, and a light winks out if
it exceeds the spell’s range.

Delayed Blast Fireball

March 6, 2023

A beam of yellow light flashes from your pointing finger, then
condenses to linger at a chosen point within range as a glowing
bead for the duration. When the spell ends, either because your
concentration is broken or because you decide to end it, the
bead blossoms with a low roar into an explosion of flame that
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spreads around corners. Each creature in a 20-foot radius sphere
centered on that point must make a Dexterity saving throw. A
creature takes fire damage equal to the total accumulated damage
on a failed save, or half as much damage on a successful one.

The spell’s base damage is 12d6. If at the end of your turn the
bead has not yet detonated, the damage increases by 1d6.

If the glowing bead is touched before the interval has expired,
the creature touching it must make a Dexterity saving throw. On
a failed save, the spell ends immediately, causing the bead to
erupt in flame. On a successful save, the creature can throw the
bead up to 40 feet. When it strikes a creature or a solid
object, the spell ends, and the bead explodes.

The fire damages objects in the area and ignites flammable
objects that aren’t being worn or carried.

At Higher Levels. When you cast this spell using a spell slot of
8th level or higher, the base damage increases by 1d6 for each
slot level above 7th.



