VGHC?7 - Mid Level Spells

Cantrips
Acid Splash

Level: Cantrip

School: Conjuration

Casting Time: 1 Action

Range: 60 ft. (near)

Effect: Up to two creatures within 5 feet of each other
Components: V7, S

Duration: Instantaneous

Saving Throw: Athletics (Evasion) Dex negates

A stinking bubble of acid is conjured out of thin air to fly at the targets, dealing 1d6 acid damage. Bloodied </ targets suffer 1
injury.

Specialization (Conjuration or Elemental)

+1: 2d6 Acid Damage.
+2:3d6Acid Damage

+3: 4d6 Acid Damage
+4: 5d6 Acid Damage

Damage Expertise (Acid)

Die Size increase
+1:d8

+2:d10

+3:d12

Conduit: Arcane ¢/, Divine <~ Strain: Elemental </ Taint: None

Blade Ward

Level: Cantrip

School: Abjuration
Casting Time: 1 Action
Range: Self
Components: V, S
Duration: 1 round

You extend your hand and trace a sigil of warding in the air. Until the end of your next turn, you have resistance against
bludgeoning, piercing, and slashing damage dealt by weapon attacks.

Halve the damage of the types listed above.
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+1: Duration 2 rounds
+2: Duration 3 rounds
+3: Duration 4 rounds

+4: Duration 5 rounds

Conduit: Arcane ¢/, Divine < Strain: Ethereal < Taint: None

Level: Cantrip

School: Evocation

Casting Time: 1 Action
Range: Self

Effect: 60 feet Sphere (near)
Components: V, S, F
Duration: 1 minute

You create an aura of sunlight that lasts for 1 minute or until you dismiss it using another action. You emit bright light in a 60-
foot radius and dim light 30 feet beyond that. Your enemies in the bright light have disadvantage on saving throws against any

spell that deals fire or radiant magic.

Conduit: Divine 7 Strain: Celestial </ Taint: None

Level: 0

School: Clemency
Casting Time: 1 Round
Range: Touch

Target: One creature
Components: V, S, F

Duration: Concentration (1 minute)

This spell brings an Injured </ creature back from the brink of death a little bit, reducing its Injured Level by 1 + Spellcasting
modifier. Alternatively the target regains hit points equal to 1 Hit Die + Spellcasting modifier.

The target creature is also stabilized and its injury level will not increase unless it suffers more damage. Creature's who's
injuries are brought down to 0 can then be helped back to full health using Cure Wounds spells, potions or by being cared for,

no Death Save <#” needed.

Casting Time is 1 round which means you need to spend a whole round withing reach of your target creature. Additional
creates can be targeted as you reach them while concentrating, only taking an action needed.
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You can target an additional creature per specialization increase, which must be touched while still concentrating on the spell..
+1: target 2 creatures
+2: target 3 creatures
+3: target 4 creatures
+4: target 5 creatures

Conduit: Divine ¢/,Primal </ Strain: Celestial </ Taint: Good

Level: Cantrip

School: Transmutation
Casting Time: 1 Action
Range: 30 feet (close)
Components: V, S

Duration: Instantaneous
You call upon your mastery of nature to produce one of the following effects within range:

¢ You create a minor, harmless sensory effect that lasts for 1 round and predicts the next 24 hours of weather in your
current location. For example, the effect might create a miniature thunderhead if storms are predicted.
You instantly make a plant feature develop, but never to produce Supply. For example, you can cause a flower to bloom or

a seed pod to open.

¢+ You create an instantaneous, harmless sensory effect such as the sound of running water, birdsong, or the smell of mulch.
The effect must fit in a 5-foot cube.

You instantly ignite or extinguish a candle, torch, smoking pipe, or small campfire.

Conduit: Divine ¢/, Primal ¢/ Strain: Fey </ Taint: None

Level: Cantrip

School: Evocation

Casting Time: 1 Action

Range: 120 feet (far)

Effect: One Creature or Object
Components: V, S

Duration: Instantaneous

You cast a streak of flame at the target. Make a ranged spell attack. On a hit, you deal Base Damage 2 + Spellcasting Ability
or 1d6 + Base Damage Fire Damage <. Bloodied ¢~ targets suffer 1 injury. Crit: x2 (+1). An unattended flammable object is
ignited.

+1: Base Damage 4 + Spellcasting Ability or 1d6 + Base Damage fire damage
+2: Base Damage 6 + Spellcasting Ability or 2d6 + Base Damage fire damage
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+3: Base Damage 8 + Spellcasting Ability or 3d6 + Base Damage fire damage
+4: Base Damage 10 + Spellcasting Ability or 4d6 + Base Damage fire damage

Dice Size Increase
+1:d8

+2:d10

+3:d12

Conduit: Arcane </, Divine </, Primal <7 Strain: Elemental </ Taint: None

Level: Cantrip

School: Evocation
Casting Time: 1 Action
Range: 100 miles
Components: V, S

Duration: Instantaneous

You cause a message in Druidic to appear on a tree or plant within range which you have seen before. You can cast the spell
again to erase the message.

Conduit: Divine ¢/, Primal ¢ Strain: Fey < Taint: None

Level: Cantrip

School: Transmutation

Casting Time: Action

Range: Touch

Effect: Object no larger than 10 feet in any dimension

Components: V, M (small tinder box)

Duration: 1 hour

Saving Throw: Athletics (Evasion) Dex for object held or worn by hostile creature

Until the spell ends, the target emits bright light in a 20-foot radius and dim light an additional 20 feet. Light emanating from
the target may be any color. Completely covering the target with something that is not transparent blocks the light. The spell

ends when you use an action to dismiss it or if you cast it again.

Conduit: Arcane ¢/, Divine <7, Primal </ Strain: Celestial /* Taint: None
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Level: 0

School: Transmutation

Casting Time: 1 minute

Range: Touch

Effect: One Object

Components: V, S, M (fragment of equine bone)

Duration: Instantaneous

You repair a single rip or break in the target object (for example, a cracked goblet, torn page, or ripped robe). The break must
be smaller than 1 foot in all dimensions. The spell leaves no trace that the object was damaged.

Magic items and constructs may be repaired in this way, but their magic is not restored.
You gain an Advantage on maintenance checks if you are able to cast this spell on the item you are treating.
Mending armor, see Armor Repair

Conduit: Arcane ¢/, Divine </, Primal </ Strain: Elemental </ Taint: None

Level: Cantrip

School: Illusion (Glamour)

Casting Time: 1 Action

Range: 30 feet (close)

Effect: 5 feet Cube illusion

Components: S, M (tinderbox and small mirror)

Duration: 1 minute
This spell creates a sound or image of an object. The illusion disappears if dismissed or you cast the spell again.

You may create any sound you choose, ranging in volume from a whisper to a scream. You may choose one sound for the

duration or change them at varying points before the spell ends. Sounds are audible outside the spell’s area.

Visual illusions may replicate any image and remain within the spell’s area, but cannot create sound, light, smell, or other
sensory effects.

The image is revealed as an illusion with any physical interaction as physical objects and creatures pass through it. An Insight
(Deception) Int check against your spell save DC also reveals the image is an illusion. When a creature realizes the image is an

illusion, the effects become fainter for that creature.

+1: Duration 2 minutes
+2: Duration 3 minutes
+3: Duration 4 minutes

+4: Duration 5 minutes

Conduit: Arcane </, Divine <~ Strain: Ethereal </ Taint: None
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Level: Cantrip

School: Evocation
Casting Time: Attack
Range: 60 feet (near)
Effect: One Attack
Components: V, S
Duration: Instantaneous

A glowing dart of magical force unerringly and simultaneously striking the target. A Minor Missile attack deals 1d4+1 force

damage. You can create a single missile per Attack.

Force Damage are normally not affected by Armor, only some magical armor provide protection, like the spell Shield </ for

example.

+1: damage increases to 1d6+2
+2: damage increases to 1d8+3
+3: damage increases to 1d10+4

+4: damage increases to 1d12+5

Conduit: Arcane ¢/, Divine < Strain: Ethereal < Taint: None

Level: Cantrip

School: Transmutation
Casting Time: 1 Action
Range: Self
Components: V, S
Duration: 1 round

You wield arcane energies to produce minor effects. Choose one of the following:

+ create a single burst of magic that manifests to one of the senses (for example a burst of sound, sparks, or an odd odor).
clean or soil an object of 1 cubic foot or less.

¢ light or snuff a flame.
chill, warm, or flavor nonliving material of 1 cubic foot or less for 1 hour.

+ color or mark an object or surface for 1 hour.

create an ordinary trinket or illusionary image that fits in your hand and lasts for 1 round.

You may cast this spell multiple times, though only three effects may be active at a time. Dismissing each effect requires an
action.

Conduit: Arcane </, Divine < Strain: Ethereal </ Taint: None
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Level: Cantrip

School: Evocation
Casting Time: 1 Action
Range: 30 feet (close)
Effect: One flame
Components: V, S
Duration: 10 minutes

You create a flame in your hand which lasts until the spell ends and does no harm to you or your equipment. The flame sheds
bright light in a 10-foot radius and dim light for an additional 10 feet.

The spell ends when you dismiss it, cast it again, or attack with the flame. As part of casting the spell or as an action on a
following turn, you can fling the flame at a creature within 30 feet, making a ranged spell attack that deals
2 or 1d6+2 fire damage. Bloodied </~ targets suffer 1 injury. Crit x2 (+1)

This spells' is affected by Armor like non-magical fire attacks.

+1: 4 or 2d6+4 fire damage
+2: 6 or 3d6+6 fire damage
+3: 8 or 4d6+8 fire damage
+4: 10 or 5d6+10 fire damage

+1:+2 or d8
+2: +4 or d10
+3:+6 or d12

Produce Lightning </ is another variant of this spell.

Conduit: Arcane ¢/, Divine </, Primal </ Strain: Elemental </ Taint: None

Level: Cantrip

School: Abjuration

Casting Time: 1 Action

Range: Touch

Target: One willing creature
Components: V, S, M (a miniature cloak)

Duration: 10 minutes
The target gains an advantage on a Saving Throw, ending the spell.

Conduit: Divine <7/, Primal ¢/ Strain: Ethereal </ Taint: None
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Level: 1

School: Abjuration

Casting Time: 1 minute

Range: 60 ft. (near)

Effect: Protect a 20 feet Cube (close)

Components: V&7, S, M < (miniature trip wire)

Duration: 8 hours

You set an alarm against unwanted intrusion that alerts you whenever a creature of size Tiny or larger touches or enters the

warded area. When you cast the spell, choose any number of creatures. These creatures don’t set off the alarm.

Choose whether the alarm is silent or audible. The silent alarm is heard in your mind if you are within 1 mile of the warded
area and it awakens you if you are sleeping. An audible alarm produces a loud noise of your choosing for 10 seconds within 60

feet.

You may create an additional alarm for each Specialization Level. The spell’s range increases to 120 ft. (far), but you must be
familiar with the locations you ward, and all alarms must be set within the same physical structure. Setting off one alarm does
not activate the other alarms.

You may choose one of the following effects in place of creating an additional alarm. The effects apply to all alarms created

during the spell’s casting.
Increased Duration. The spell’s duration increases to 24 hours.
Improved Audible Alarm. The audible alarm produces any sound you choose and can be heard up to 300 ft. (far) away.

Improved Mental Alarm. The mental alarm alerts you regardless of your location, even if you and the alarm are on different

planes of existence.
Ritual Alarm may be cast as a ritual

Conduit: Arcane </, Divine </, Primal </ Strain: Ethereal </ Taint: None

Level: 1

School: Enchantment

Casting Time: 1 Action

Range: 30 feet (close)

Effect: Bless up to three creatures
Components: V, S, M (sprinkle of sacred fluid)

Duration: 5 minutes

The blessing you bestow upon the targets makes them more durable and competent. Until the spell ends, targeted creatures

can roll a d4 and add the number rolled to the attack roll, Defense Rolls and Saving Throws.
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Specialization (Enchantment or Celestial)

For each Specialization level, you affect one additional target.
+1: Up to 4 creatures
+2: Up to 5 creatures
+3: Up to 6 creatures

+4: Up to 7 creatures

Conduit: Divine ¢ Strain: Celestial </ Taint: Good

Burning Hands

Level: 1

School: Evocation

Casting Time: 1 Action

Range: Self

Effect: Area; 15 feet half circle of flames
Components: V, S

Duration: Instantaneous

Saving Throw: Athletics (Evasion) Dex halves

A thin sheet of flames shoots forth from your outstretched hands. Each creature in the area takes 3d6 fire damage. Bloodied

targets takes 1 injury. The fire ignites any flammable unattended objects in the area.
Specialization (Evocation or Elemental)

+1: 4d6 fire damage
+2: 5d6 fire damage
+3: 6d6 fire damage
+4: 7d6 fire damage

Damage Expertise (Fire)

+1: Damage Dice increases to d8
+2: Damage Dice increases to d10
+3: Damage Dice increases to d12

Conduit: Arcane </, Divine < Strain: Elemental / Taint: None

Cure Light Wounds

Level: 1

School: Clemency
Casting Time: 1 Action
Range: Touch
Components: V, S, F
Duration: Instantaneous
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This spell brings an Injured </ creature back from the brink of death a little bit, reducing its Injured Level by 3 + Spellcasting

modifier. Alternatively the target regains hit points equal to 3 Hit Dice + Spellcasting modifier.

The target creature is also stabilized and its injury level will not increase unless it suffers more damage. Creature's who's
injuries are brought down to 0 can then be helped back to full health using Cure Wounds spells, potions or by being cared for,

no Death Save < needed.

Casting Time is 1 round which means you need to spend a whole round withing reach of your target creature. Additional
creates can be targeted as you reach them while concentrating, only taking an action needed.

You can target an additional creature per specialization increase, which must be touched while still concentrating on the spell.
+1: target 2 creatures
+2: target 3 creatures
+3: target 4 creatures

+4: target 5 creatures

Conduit: Divine ¢//,Primal </ Strain: Celestial </” Taint: Good

Level: 1

School: Divination

Casting Time: 1 Action

Range: 30 feet (close)

Effect: Imbue yourself with Sense Magic
Components: V, S

Duration: Concentration (10 minutes)

Until the spell ends, you sense the presence of magic within 30 feet, and you can use an action to study the aura of a magic
effect to learn its schools of magic (if any).

The spell penetrates most barriers but is blocked by 3 feet of wood or dirt, 1 foot of stone, 1 inch of common metal, or a thin

sheet of lead.

+1: The spell no longer requires your concentration
+2: The duration increases to 1 hour
+3: The duration increases to 8 hours

+4: The spell lasts until next Long Rest
This spell may be cast as a ritual

Conduit: Arcane ¢/, Divine <7, Primal <7 Strain: Ethereal </ Taint: None
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Level: 1

School: Abjuration

Casting Time: 1 reaction, which you take when you are targeted with a ranged attack

Range: 30 feet (close)

Components: V, S

Duration: 1 minute

When you are targeted with a ranged attack that you are aware of, you can React and cast this spell.

Choose an unoccupied space between you and the source of the attack which triggers the spell. You call forth a pillar or
mound of earth or stone (3 feet (wide or diameter, 20 feet tall, Hardness 10, 50 hit points) in that space that provides you
with Cover <7/, Attacks made against you at DIS and you make Dexterity saving throws, and ability checks made to hide with
ADV.

Conduit: Divine </, Primal </ Strain: Elemental </ Taint: None

Level: 1

School: Conjuration

Casting Time: 1 Action

Range: 120 feet (far)

Effect: 20-foot square of entangling plants

Components: V, S

Duration: Concentration (1 minute)

Saving Throw: Athletics (Grappling) Str negates entangle

Constraining plants erupt from the ground in the spell’s area, wrapping vines and tendrils around creatures. Until the spell

ends, the area is difficult terrain.

A creature in the area when you cast the spell makes a Strength saving throw or it becomes restrained as the plants wrap
around it. A creature restrained in this way can use its action to make a Strength check against your spell save DC, freeing itself

on a success.
When the spell ends, the plants wither away.

Conduit: Divine ¢/, Primal ¢ Strain: Fey </ Taint: None

Level: 1

School: Evocation

Casting Time: 1 Action

Range: 60 feet (near)

Effect: Objects within 20 feet are outlined with light
Components: V

Duration: Concentration (1 minute)

Saving Throw: Athletics (Evasion) Dex (special)
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Each object in a 20-foot cube within range is outlined in light (your choice of color). Any creature in the area when the spell is
cast is also outlined unless it makes a Athletics (Evasion) Dex Saving Throw. Until the spell ends, affected objects and creatures
shed dim light in a 10-foot radius.

Any attack roll against an affected object or creature has advantage. The spell also negates the benefits of invisibility on

affected creatures and objects.

+1: increase the area of effect to 40 feet
+2: increase the area of effect to 60 feet
+3: increase the area of effect to 80 feet.
+4: increase the area of effect to 100 feet

Conduit: Arcane ¢/, Divine ¢/, Primal ¢’ Strain: Fey </’ Taint: None

Level: 1

School: Conjuration

Casting Time: 1 Action

Range: 120 feet (far)

Effect: 20 feet Sphere of fog
Components: V, S

Duration: Concentration (1 hour)

You create a heavily obscured area of fog. The fog spreads around corners and can be dispersed by a moderate wind (at least

10 miles per hour).

The spell’s radius increases by 20 feet for each Specialization level. Until the spell ends, you can also use a bonus action to
move the area of fog up to 30 feet horizontally and 5 feet vertically.

+1: 140 feet

+2: 160 feet

+3: 180 feet

+4: 200 feet

Conduit: Arcane ¢/, Divine # Primal </ Strain: Elemental </ Taint: None

Level: 1

School: Divination
Casting Time: 1 Action
Range: Self
Components: S

Duration: Concentration (1 minute)
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You gain an innate understanding of the defenses of a creature or object in range. You can make one Attack with Advantage
per round for the duration of the spell.

This is a more powerful version of the spell True Strike

Conduit: Arcane ¢/, Divine <7, Primal <7 Strain: Cerebral </ Taint: None

Level: 1

School: Clemency
Casting Time: Attack
Range: 30 feet (close)
Components: V

Duration: Instantaneous

This spell brings an Injured </ creature back from the brink of death a little bit, reducing its Injured Level by 1 + Spellcasting
modifier. The target creature is also stabilized and its injury level will not increase unless it suffers more damage. Creature's
who's injuries are brought down to 0 can then be helped back to full health using Cure Wounds spells, potions or by being

cared for, no Death Save ¢ needed.

Range increases

+1: to 60 feet (near)
+2: to 90 feet (near)
+3: to 120 feet (far)
+4: to 150 feet (far)

Conduit: Divine ¢, Primal </ Strain: Celestial </ Taint: Good

Level: 1

School: Abjuration

Casting Time: 1 Reaction, which you take when you are hit by an attack or targeted by the Magic Missile & spell
Range: Self

Components: V, S

Duration: 1 round

You create a shimmering arcane barrier between yourself and an oncoming attack. Until the spell ends, you gain a +5 Shield
Bonus to your AC (including against the triggering attack) and any magic missile targeting you is harmlessly deflected. The +5
Shield Bonus provided by this spell doesn't stack with other Shield Bonus (including natural armor), the best one counts. It

does stack with your armor's magic bonus.

Note: You might have to spend a point of Exertion to be able to take an Reaction. There are situations where taking a Reaction
might not be possible, like when you are surprised or sometimes when you loose initiative. When it is possible is ultimately up
to GM adjudication.
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Specialization (Abjuration or Ethereal)

Duration increase by one round per Specialization level.
+1: 2 rounds
+2: 3 rounds
+3: 4 rounds

+4: 5 rounds

Conduit: Arcane ¢/, Divine < Strain: Ethereal </ Taint: None

Thunderwave

Level: 1

School: Evocation

Casting Time: 1 Action

Range: Self

Effect: Thunder wave 15 feet Cube

Components: V, S

Duration: Instantaneous

Saving Throw: Athletics (Balance) Dex halves and negates push

You create a wave of thunderous force, damaging creatures and pushing them back. Creatures in the area take 2d8 thunder
damage <*” and are pushed 10 feet away from you. A creature that takes 10 or more damage from this spell and fail its Save is

also knocked prone.

Unsecured objects completely within the area are also pushed 10 feet away from you. The thunderous boom of the spell is

audible out to a mile away.
Specialization (Evocation or Elemental)

+1: 3d8 Thunder damage
+2: 4d8 Thunder damage
+3: 5d8 Thunder damage
+4: 6d8 Thunder damage

Expertise (Thunder)

Dice Size Increase
+1:d10
+2:d12

Conduit: Arcane ¢/, Divine <~ Strain: Elemental </ Taint: None

2nd Level
Aid


app://obsidian.md/Arcane
app://obsidian.md/Arcane
app://obsidian.md/Arcane
app://obsidian.md/Divine
app://obsidian.md/Divine
app://obsidian.md/Divine
app://obsidian.md/Magic/Magic%20Rules/Magic%20Strains/Ethereal
app://obsidian.md/Magic/Magic%20Rules/Magic%20Strains/Ethereal
app://obsidian.md/Magic/Magic%20Rules/Magic%20Strains/Ethereal
app://obsidian.md/Evocation
app://obsidian.md/Evocation
app://obsidian.md/Evocation
app://obsidian.md/thunder%20damage
app://obsidian.md/thunder%20damage
app://obsidian.md/thunder%20damage
app://obsidian.md/thunder%20damage
app://obsidian.md/Arcane
app://obsidian.md/Arcane
app://obsidian.md/Arcane
app://obsidian.md/Divine
app://obsidian.md/Divine
app://obsidian.md/Divine
app://obsidian.md/Magic/Magic%20Rules/Magic%20Strains/Elemental
app://obsidian.md/Magic/Magic%20Rules/Magic%20Strains/Elemental
app://obsidian.md/Magic/Magic%20Rules/Magic%20Strains/Elemental

Level: 2

School: Clemency

Casting Time: 1 Action

Range: 60 ft. (near)

Effect: Aid up to three creatures

Components: V <7/, S<7, M <’ (measure of spirits)
Duration: 8 hours

You draw upon divine power, imbuing the targets with fortitude. Until the spell ends, each target increases its hit point

maximum and current hit points by 1 Hit Die (full Hit Points). All the extra hit points are temporary.

The granted hit points increase by an additional Hit Die for each Specialization level.
+1: 2 Hit Dice
+2: 3 Hit Dice
+3: 4 Hit Dice
+4: 5 Hit Dice

Conduit: Divine ¢ Strain: Celestial </ Taint: Good

Level: 2

School: Transmutation

Casting Time: 1 Action

Range: Touch

Effect: Imbue 1 target

Components: V, S, M (pinch of dried carrot or an agate)
Duration: 8 hours

The target gains darkvision out to a range of 60 feet.

+1: Darkvision range increases to 90 feet.
+2: Darkvision range increases to 120 feet.
+3: 2 targets

+4: 3 targets

Conduit: Arcane ¢/, Divine <, Primal <7 Strain: Ethereal <7 Taint: None

Level: 3

School: Abjuration
Casting Time: 1 Action
Range: Long (120 feet)
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Effect: Target one creature, object, or magical effect
Components: V, S

Duration: Instantaneous

This spell can end an ongoing magical effect by making an opposing Casting Check < against the spell of effect. If your result
is higher than the magic you're trying to dispel, the magic is dispelled.

+1: add +2 to your Casting Check modifier.
+2: add +4 to your Casting Check modifier.
+3: add +6 to your Casting Check modifier.
+4: add +8 to your Casting Check modifier.

Conduit: Arcane ¢/, Divine <~ Strain: Ethereal < Taint: None

Level: 2

School: Abjuration

Casting Time: 1 Action

Range: Touch

Effect: Protect one willing creature
Components: V, S

Duration: 1 minute

Until the spell ends, the target has resistance to one of the following damage types: acid, cold, fire, lightning, thunder. Taking
half damage and have Advantage on Saving Throws against the resisted damage type.

+1: Protect 2 creatures
+2: Protect 3 creatures
+3: Protect 4 creatures
+4: Protect 5 creatures

Conduit: Arcane </, Divine <77, Primal <7 Strain: Elemental </ Taint: None

Level: 2

School: Evocation

Casting Time: 1 Action

Range: Self

Components: V, S, M (a sharp edged leaf)
Duration: Concentration (10 minutes)
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A scimitar-shaped blade of fire appears in your hand, lasting for the duration. It disappears if you drop it, but you can recall it
on your next turn. The blade casts bright light in a 10-foot radius and dim light for another 10 feet. You can use an Spell Attack
with the blade that deals 10 or 5d6+10 fire damage.

Armor: Flame Blade attacks are affected by armor.

1: 12 or 6d6+12 Fire Damage
2: 14 or 7d6+14 Fire Damage
3: 16 or 8d6+16 Fire Damage
4: 18 or 9d6+18 Fire Damage

Other Versions
Radiant Blade </ for a version inflicting Radiant Damage.

Lightning Blade ¢ for a version inflicting Lightning Damage.

Conduit: Arcane <7/, Divine < Strain: Elemental </ Taint: None

Level: 2

School: Evocation

Casting Time: 1 Action

Range: Medium (60 feet)

Effect: Area; 5-foot-diameter sphere of fire

Components: V, S, M (tallow, brimstone, and powdered iron)
Duration: Concentration (1 minute)

Saving Throw: Athletics (Evasion) Dex halves

A 5-foot-diameter sphere of fire appears within range, lasting for the duration. It casts bright light in a 20-foot radius and dim
light for another 20 feet, and ignites unattended flammable objects it touches. You can use a bonus action to move the sphere
up to 30 feet. It can jump over pits 10 feet wide or obstacles 5 feet tall. If you move the sphere into a creature, the sphere
ends its movement for that turn and the creature makes a Dexterity saving throw, taking 2d6 fire damage on a failed save, or
half as much on a successful one. A creature that ends its turn within 5 feet of the sphere makes a Dexterity saving throw
against the sphere’s damage.

+1: 3d6 Fire Damage
+2: 4d6 Fire Damage
+3: 5d6 Fire Damage
+4: 6d6 Fire Damage

Conduit: Arcane ¢/, Divine <, Primal </ Strain: Elemental </ Taint: None
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Level: 2

School: Evocation

Casting Time 1 Bonus Action

Range Medium (60 feet)

Effect: Create a semi-real magical weapon
Components: V, S

Duration: 1 minute

You create a floating, incandescent weapon with an appearance of your choosing and use it to attack your enemies. On the
round you cast it, you can make a spell attack against a creature within 5 feet of the weapon that deals radiant damage equal
to 1d8 + your spellcasting ability modifier.

On subsequent turns until the spell ends, as an Attack you can move the weapon up to 20 feet and make another attack

against a creature within 5 feet of it.

+1: 2 Damage Dice
+2: 3 Damage Dice
+3: 4 Damage Dice
+4: 5 Damage Dice

Die Size increase
+1:d10
+2:d12

Other Versions
Fell Weapon ¢” The weapon deals necrotic damage instead of radiant damage, and when it scores a critical hit its target is
rattled until the end of your next turn.

Spiritual Weapon ¢” The weapon deals force damage instead of radiant damage, and when it scores a critical hit its target is
rattled until the end of your next turn.

Conduit: Divine </ Strain: Celestial ¢/ Taint: None

Level: 2

School: Abjuration

Casting Time: 1 Action

Range: Self

Effect: 30 feet circle of stealth enhancement
Components: V, S, M (ashes of mistletoe and spruce)
Duration: Concentration (1 hour)

You and allies within the area gain advantage and on Stealth (Dex) checks as an aura of secrecy enshrouds you. Creatures in

the area leave behind no evidence of their passage.
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Conduit: Divine ¢/, Primal ¢ Strain: Fey < Taint: None

Level: 3

School: Abjuration

Casting Time: 1 Action

Range: Touch

Effect: Dispel one Curse on a creature or object
Components: V, S

Duration: Instantaneous
This spell can end a curse by making a Casting Check </ against the Curse DC.

Curse DC's that are the same as your Casting Check Modifier or lower the removal is automatic, no check needed.

+1: add +2 to your Casting Check modifier.
+2: add +4 to your Casting Check modifier.
+3: add +6 to your Casting Check modifier.
+4: add +8 to your Casting Check modifier.

Conduit: Arcane ¢/, Divine <~ Strain: Celestial </’ Taint: Good

Level: 2

School: Clemency

Casting Time: 1 Action

Range: Touch

Restore: Restore one creature
Components: V, S

Duration: Instantaneous
Healing energy rejuvenates a creature you touch and undoes a debilitating effect. You can remove one of:

¢ 1level of fatigue

1 point Weakening Drain < or Epistemic Drain ¢ to a single ability score.
¢ Blinded

Deafened

¢ Incapacitated

Note: there might be reasons when this spells cannot remove a certain condition in some cases, like disease (natural or

magical), curses or reasons at GM's discretion.

Conduit: Divine </, Primal ¢/ Strain: Celestial </ Taint: Good
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Level: 3

School: Clemency

Casting Time: 1 Action

Range: Short (30 feet)

Effect: Imbue all allies within range.
Components: V, S

Duration: 1 minute

Hope and vitality fills the targets. Until the spell ends, each target gains advantage on Wisdom saving throws and Death

Saves <, and when a target receives healing it regains the maximum number of hit points possible.

Conduit: Divine </ Strain: Celestial </ Taint: Good

Level: 3

School: Evocation

Casting Time: 1 Action
Range: Medium (60 feet)
Effect: Light up a 60 feet area
Components: V, S

Duration: 1 hour

Magical light fills the area. The area is brightly lit and sheds dim light for an additional 60 feet. If any of the area overlaps with

magical darkness created by a spell of 3rd-level or lower, the spell that created the darkness is dispelled.

When cast on an object that is in your possession or unattended, the light shines from it and moves with it. Completely

covering the object with something that is not transparent blocks the light.

Conduit: Arcane <7/, Divine </, Primal <7 Strain: Celestial </” Taint: None

Level: 3

School: Abjuration

Casting Time: 1 Action

Range: Long (120 feet)

Effect: Target one creature, object, or magical effect
Components: V, S

Duration: Instantaneous
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This spell can end an ongoing magical effect by making an opposing Casting Check

is higher than the magic you're trying to dispel, the magic is dispelled.

+1: add +2 to your Casting Check modifier.
+2: add +4 to your Casting Check modifier.
+3: add +6 to your Casting Check modifier.
+4: add +8 to your Casting Check modifier.

Conduit: Arcane ¢/, Divine < Strain: Ethereal < Taint: None

against the spell of effect. If your result

Level: 3

School: Evocation

Casting Time: 1 Action

Range: Long (120 feet)

Effect: 20 feet radius of fire

Components: V, S, M (bat guano and sulfur)
Duration: Instantaneous

Saving Throw: Athletics (Evasion) Dex halves

A fiery mote streaks to a point within range and explodes in a burst of flame. The fire spreads around corners and ignites

unattended flammable objects. Each creature in the area takes 6d6 fire damage. Bloodied < targets takes 3 injuries if failed

Save, and 1 Injury if they saved successfully.

+1: 7d6 Fire Damage 30 feet radius
+2: 8d6 Fire Damage

+3: 9d6 Fire Damage 40 feet radius
+4: 10d6 Fire Damage

+1: Damage Die increase to d8.
+2: Damage Die increase to d10.
+3: Damage Die increase to d12

Conduit: Arcane </, Divine </, Primal <7 Strain: Elemental </ Taint: None

Level: 3

School: Transmutation
Casting Time: 1 Action
Range: Touch
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Target: A stone object or surface large enough to contain your body
Components: V, S
Duration: 8 hours

Until the spell ends, you meld yourself and your carried equipment into the target stone. Using your movement, you may

enter the stone from any point you can touch. No trace of your presence is visible or detectable by nonmagical senses.

Within the stone, you can’t see outside it and have disadvantage on Perception checks made to hear beyond it. You are aware
of time passing, and may cast spells upon yourself. You may use your movement only to step out of the target where you

entered it, ending the spell.

If the target is damaged such that its shape changes and you no longer fit within it, you are expelled and take 6d6 bludgeoning
damage. Complete destruction of the target, or its transmutation into another substance, expels you and you take 50
bludgeoning damage. When expelled you fall prone into the closest unoccupied space near your entrance point.

Conduit: Divine </, Primal ¢/ Strain: Elemental </ Taint: None

Level: 3

School: Abjuration

Casting Time: 1 Action

Range: Touch

Effect: Dispel one Curse on a creature or object
Components: V, S

Duration: Instantaneous

This spell can end a curse by making a Casting Check </” against the Curse DC.

Curse DC's that are the same as your Casting Check Modifier or lower the removal is automatic, no check needed.

+1: add +2 to your Casting Check modifier.
+2: add +4 to your Casting Check modifier.
+3: add +6 to your Casting Check modifier.
+4: add +8 to your Casting Check modifier.

Conduit: Arcane ¢/, Divine < Strain: Celestial ¢/ Taint: Good

Level: 3

School: Evocation
Casting Time: 1 Action
Range: Long (120 feet)
Area: Special
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Components: V, S, M (exotic feather)
Duration: Concentration (1 minute)

A wall of strong wind rises from the ground at a point you choose. You can make the wall up to 50 feet long, 15 feet high, and

1 foot thick. You can shape the wall in any way you choose so long as it makes one continuous path along the ground.

When the wall appears, each creature within its area makes a Athletics (Endurance) Str Saving Throw, taking 3d8 bludgeoning

damage on a failed save, or half as much damage on a successful one.

The wall keeps fog, smoke, and other gases (including creatures in gaseous form) at bay. Small or smaller flying creatures or
objects can't pass through. Loose, lightweight materials brought into the area fly upward. Arrows, bolts, and other ordinary
projectiles launched at targets behind the wall are deflected upward and automatically miss (larger projectiles such as
boulders and siege engine attacks are unaffected).

+1: Wall damage increases to 4d8 bludgeoning damage.
+2: Wall damage increases to 5d8 bludgeoning damage.
+3: Wall damage increases to 6d8 bludgeoning damage.
+4: Wall damage increases to 7d8 bludgeoning damage.

Dice Size Increase
+1: Damage Die increase to d10

+2: Damage Die increase to d12

Conduit: Divine </, Primal </ Strain: Elemental </ Taint: None

Level: 4

School: Abjuration

Casting Time: 1 Action

Range: Medium (60 feet)

Target: One creature

Components: V, S, M (an item the target finds distasteful, consumed by the spell)
Duration: Instantaneous

Saving Throw: Insight (The Planes) Cha negates (special)

Force a creature back to its native plane, so Banishment only works on creatures who not native to the plane you're on
including summoned and conjured creatures. Summoned and Conjured creatures save normally, creatures that are native to
other planes but are fully present make their save with Advantage. A targeted creature who fail its save are immediately, sent

off to its native plane if conduits between the plane you're casting it on and the creature's native plane.

Conduit: Arcane ¢/, Divine < Strain: Astral </’ Taint: None
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Level: 4

School: Clemency
Casting Time: 1 Round
Range: Touch

Target: One creature
Components: V, S, F
Duration: Instantaneous

This spell brings an Injured </ creature back from the brink of death and restore it to having 1 Hit Dice of Hit Point.
Alternatively it can restore creatures all Hit Points in full. Alternatively the target regains hit points equal to 10 Hit Dice +
Spellcasting modifier.

You can target one more creature per specialization increase, which must be touched while still concentrating on the spell..
+1: target 2 creatures
+2: target 3 creatures
+3: target 4 creatures
+4: target 5 creatures

Conduit: Divine ¢, Primal ¢/ Strain: Celestial </ Taint: Good

Level: 4

School: Abjuration

Casting Time: 1 Action

Range: Touch

Components: V, S, M (a leather strap, bound around the arm or a similar appendage)
Duration: 1 hour

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.

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.

Conduit: Arcane ¢/, Divine </, Primal </ Strain: Ethereal </ Taint: None

Level: 4

School: Abjuration
Casting Time: 1 Action
Range: Touch
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Target: One willing creature
Components: V, S, M (diamond dust worth 1 Noble)
Duration: 1 hour

Until the spell ends, the target’s flesh becomes as hard as stone and it gains resistance to nonmagical bludgeoning, piercing,

and slashing damage.

Conduit: Arcane ¢/, Divine ¢/, Primal </ Strain: Elemental </ Taint: None
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