


D&D 5e Spell Planner: Cleric (War Domain)
Note:  You are Proficient in Spellcasting (though the PhB nowhere says this), so you do add your proficiency bonus to any Spell Save DC and any Spell Attack Modifier.
		Spellcasting Ability:
	WIS

	Spellcasting Ability Modifier (SCAM) = Wisdom Modifier =
	

	Spell Save DC (SSDC) = 8 + Proficiency Bonus + SCAM =
	

	Spell Attack Modifier (SAM) =  Proficiency Bonus + SCAM =
	

	# Prepared spells/day=SCAM + Cleric Level =
	




Focus?  (Item:___________________________)
Component Pouch?
	Special Components

	Component
	Cost
	Spell Level
	Spell Name
	#
	Consumed by spell?

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	





		L
	P
	Cantrips Known
	Spell Slots / Spell Level

	
	
	
	1
	2
	3
	4
	5
	6
	7
	8
	9

	1
	+2
	3
	2
	
	
	
	
	
	
	
	

	2
	+2
	3
	3
	
	
	
	
	
	
	
	

	3
	+2
	3
	4
	2
	
	
	
	
	
	
	

	4
	+2
	4
	4
	3
	
	
	
	
	
	
	

	5
	+3
	4
	4
	3
	2
	
	
	
	
	
	

	6
	+3
	4
	4
	3
	3
	
	
	
	
	
	

	7
	+3
	4
	4
	3
	3
	1
	
	
	
	
	

	8
	+3
	4
	4
	3
	3
	2
	
	
	
	
	

	9
	+4
	4
	4
	3
	3
	3
	1
	
	
	
	

	10
	+4
	5
	4
	3
	3
	3
	2
	
	
	
	

	11
	+4
	5
	4
	3
	3
	3
	2
	1
	
	
	

	12
	+4
	5
	4
	3
	3
	3
	2
	1
	
	
	

	13
	+5
	5
	4
	3
	3
	3
	2
	1
	1
	
	

	14
	+5
	5
	4
	3
	3
	3
	2
	1
	1
	
	

	15
	+5
	5
	4
	3
	3
	3
	2
	1
	1
	1
	

	16
	+5
	5
	4
	3
	3
	3
	2
	1
	1
	1
	

	17
	+6
	5
	4
	3
	3
	3
	2
	1
	1
	1
	1

	18
	+6
	5
	4
	3
	3
	3
	3
	1
	1
	1
	1

	19
	+6
	5
	4
	3
	3
	3
	3
	2
	1
	1
	1

	20
	+6
	5
	4
	3
	3
	3
	3
	2
	2
	1
	1





























	MSA:  Melee Spell Attack:  d20 + SAM  vs target AC

	RSA: Ranged Spell Attack:  d20 + SAM  vs target AC 
(Remember:  You have DISADVANTAGE if target is within 5’ of you and not incapacitated)

	How to use the next few pages:
1)   If you know a spell, highlight it.
2)   Columns for each spell listed are:

	Name
	Name of Spell

	P
	Check box for Prepared spells

	S
	Source (P=PHB ; X=XGE)

	C
	Casting Time

	R?
	Ritual Spell? (Not for Cantrips)

	Rng
	Range

	Dur
	Duration

	AoE
	Area of Effect

	Sav
	What Save, if any, is applicable

	Sch
	School of Magic 

	Effect
	Brief Description

	HL
	Different effect if cast with higher level spell slot

	VSM
	Verbal, Somatic or Material Components

	
	Green box under “P” column is a Domain Spell (always prepared, never counts against # of prepared spells per day)



	Acronyms:
!		Material component has non-negligible cost
-		"or less".  For example "3-" means "3 or less", or "up to 3".
+		"or more".  For example "3+" means "3 or more", or "as few as 3"
aceffu		Aberrations, Celestials, Elementals, Fey, Fiends and Undead
ba		Bonus Action
bst		Beast
bys		Beast You can See
ceff		Celestials, Elementals, Fey, Fiends
ceffu		Celestials, Elementals, Fey, Fiends and Undead
crt		Creature
cys		Creature You can See
Con:		Concentration, up to the time listed after the colon
hys		Humanoid You can See
Ins		Instantaneous
MSA		Melee Spell Attack
oys		Object You can See
pys		Plant You can See
re		Reaction
RSA		Ranged Spell Attack
SCA		Spellcasting Ability
SCAM		Spellcasting Ability Modifier
SSDC		Spell Save Difficulty Class
Slf		Self (the caster)
Tch		Touch
tys		Target You can See
VSC		Spell has Verbal/Somatic/Material components, but the material component is 
                                          consumed with each casting
VSM		Spell has Verbal/Somatic/Material components
wil		Willing



Cantrips
	P
	Name
	S
	C
	R?
	Rng
	Dur
	AoE
	Sav
	Sch
	Effect
	HL
	VSM

	
	Guidance
	P
	1a
	 
	Tch
	Con:1m
	1 wil crt
	 
	Div
	Add 1d4 to any ability check
	 
	VS

	
	Light
	P
	1a
	 
	Tch
	1h
	1 obj
	Dex*
	Evo
	Obj sheds light 20+20feet; held by hostile = gets save
	 
	VM

	
	Mending
	P
	1m
	 
	Tch
	Ins
	1 obj
	 
	Tra
	Repair one break or tear in any object (even magic)
	 
	VSM

	
	Resistance
	P
	1a
	 
	Tch
	Con:1m
	1 wil crt
	 
	Abj
	Add 1d4 to one save before duration ends
	 
	VSM

	
	Sacred Flame
	P
	1a
	 
	60'
	Ins
	1 cys
	Dex
	Evo
	1d8 radiant dmg (no cover bonus); 2/3/4d8@L5/11/17
	 
	VS

	
	Spare the Dying
	P
	1a
	 
	Tch
	Ins
	1 crt w/0 hp
	 
	Nec
	Creature becomes stable
	 
	VS

	
	Thaumaturgy
	P
	1a
	 
	30'
	Upto 1m
	 
	 
	Tra
	Manifest small effects*
	 
	V

	
	Toll the Dead
	X
	1a
	 
	60’
	Ins
	1 cys
	Wis
	Nec
	1d8NecDm;hurt=d12 instead(2/3/4d8or12@L5/11/17)
	 
	VS

	
	Word of Radiance
	X
	1a
	 
	Slf
	5’rad
	All chsn cys
	Con
	Evo
	1d6RadDm(2/3/4d6@L5/11/17)
	 
	VM



1st Level Spells
	P
	Name
	S
	C
	R?
	Rng
	Dur
	AoE
	Sav
	Sch
	Effect
	HL
	VSM

	
	Bane
	P
	1a
	 
	30'
	Con:1m
	Up to 3 cys
	Cha
	Enc
	d4 penalty on all attack/save rolls
	Y
	VSM

	
	Bless
	P
	1a
	 
	30'
	Con:1m
	Up to 3 crt
	 
	Enc
	d4 bonus on all attack/save rolls 
	Y
	VSM

	
	Ceremony
	X
	1h
	Y
	Tch
	Ins
	Varies*
	 
	Abj
	Atone;Make Holy Wtr;Dedication;Funeral;Wedding *
	 
	VSC!

	
	Command
	P
	1a
	 
	60'
	1r
	1 cys*
	 
	Enc
	Follows 1 word command
	Y
	V

	
	Create or Destroy Water
	P
	1a
	 
	30'
	Ins
	10gal/30'fog
	 
	Tra
	Create/Destroy Water
	Y
	VSM

	
	Cure Wounds
	P
	1a
	 
	Tch
	Ins
	1 crt
	 
	Evo
	Regain 1d8 + SCAM hit points
	Y
	VS

	
	Detect Evil and Good
	P
	1a
	 
	Slf
	Con:10m
	30' rad
	 
	Div
	Know if aber, cele, ele, fey, fiend, undead around*
	 
	VS

	
	Detect Magic
	P
	1a
	Y
	Slf
	Con:10m
	30' rad
	 
	Div
	Sense magic and school on anything in area*
	 
	VS

	
	Detect Poison and Disease
	P
	1a
	Y
	Slf
	Con:10m
	30' rad
	 
	Div
	Sense Pois, Poison creatures, disease in range*
	 
	VSM

	
	Divine Favor
	P
	1ba
	 
	Slf
	Con:1m
	Slf
	 
	Evo
	+1d4 rad dmg on weapon hits
	 
	VS

	
	Guiding Bolt
	P
	1a
	 
	120'
	1r
	1 crt
	 
	Evo
	RSA: 4d6 rad dmg+next att vs victim gets adv.
	Y
	VS

	
	Healing Word
	P
	1ba
	 
	60'
	Ins
	1 cys
	 
	Evo
	Regain 1d4+SCAM hp
	Y
	V

	
	Inflict Wounds
	P
	1a
	 
	Tch
	Ins
	1 cys
	 
	Con
	MSA:3d10 nec dmg
	Y
	VS

	
	Protection from Evil and Good
	P
	1a
	 
	Tch
	Con:10m
	1 wil crt
	 
	Abj
	aceffu: dis att; no chm, fear, poss.; adv on fut svs*
	 
	VSC!

	
	Purify Food and Drink
	P
	1a
	Y
	10'
	Ins
	5' rad
	 
	Tra
	All nonmagic food free of poison and disease
	 
	VS

	
	Sanctuary
	P
	1ba
	 
	30'
	1m
	1 crt
	 
	Abj
	Enemies must make WisSav if targeting crt*
	 
	VSM

	
	Shield of Faith
	P
	1ba
	 
	60'
	Con:10m
	1 crt
	 
	Abj
	AC +2
	 
	VSM




2nd Level Spells
	P
	Name
	S
	C
	R?
	Rng
	Dur
	AoE
	Sav
	Sch
	Effect
	HL
	VSM

	
	Aid
	P
	1a
	 
	30'
	8h
	Up to 3 crt
	 
	Abj
	hp and hpmax go up by 5
	Y
	VSM

	
	Augury
	P
	1m
	Y
	Slf
	Ins*
	 
	 
	Div
	Omens about next 30 min*
	 
	VSM!

	
	Blindness/Deafness
	P
	1a
	 
	30'
	1m
	1 cys
	Con
	Nec
	Blind or Deaf.  New save each turn
	Y
	V

	
	Calm Emotions
	P
	1a
	 
	60'
	Con:1m
	Mult crt*
	Cha*
	Enc
	Remove charm/fear or Make indifferent
	 
	VS

	
	Continual Flame
	P
	1a
	 
	Tch
	Pmt
	Small fire
	 
	Evo
	Creates cool, non-burning, perm. torch flame
	 
	VSC!

	
	Enhance Ability
	P
	1a
	 
	Tch
	Con:1h
	 
	 
	Tra
	Adv on one AbChk + misc*
	Y
	VSM

	
	Find Traps
	P
	1a
	 
	120'
	Ins
	 
	 
	Div
	Sense presence of traps in range*
	 
	VS

	
	Gentle Repose
	P
	1a
	Y
	Tch
	10d
	1 corpse
	 
	Nec
	No decay; can't be undead; extend resur. time.
	 
	VSM

	
	Hold Person
	P
	1a
	 
	60'
	Con:1m
	1 hys
	Wis
	Enc
	Paralyzed;Re-try save every turn
	Y
	VSM

	
	Lesser Restoration
	P
	1a
	 
	Tch
	Ins
	1 crt
	 
	Abj
	Cure 1: Disease, Blind, Deaf, Paralyzed, Poison
	 
	VS

	
	Locate Object
	P
	1a
	 
	Slf
	Con:10m
	1000'
	 
	Div
	Locate specific obj or type; lead blocks*
	 
	VSM

	
	Magic Weapon
	P
	1ba
	 
	Tch
	Con:1h
	1 wpn
	 
	Tra
	Non-magic weapon becomes +1
	Y
	VS

	
	Prayer of Healing
	P
	10m
	 
	30'
	Ins
	6- cys
	 
	Evo
	Regain 2d8+SCAM hp
	Y
	V

	
	Protection from Poison
	P
	1a
	 
	Tch
	1h
	1 crt
	 
	Abj
	Fix: poisoned; Adv Sav vs poison; Res pois dmg
	 
	VS

	
	Silence
	P
	1a
	Y
	120'
	Con:10m
	20' rad
	 
	Ill
	Silence in/thru;Imm thun dmg;deaf;no V spells*
	 
	VS

	
	Spiritual Weapon
	P
	1ba
	 
	60'
	1m
	 
	 
	Evo
	MSA:1d8+SCAM frc dmg; mvable; 5' reach
	Y
	VS

	
	Warding Bond
	P
	1a
	 
	Tch
	1h
	1 crt 
	 
	Abj
	If dist≤60':AC&Sv+1,Res Dmg;if dmg:you too*
	 
	VSM!

	
	Zone of Truth
	P
	1a
	 
	60'
	10m
	15'rad
	Cha
	Enc
	Can't lie; you know who saves; they know too
	 
	VS





3rd Level Spells
	P
	Name
	S
	C
	R?
	Rng
	Dur
	AoE
	Sav
	Sch
	Effect
	HL
	VSM

	
	Animate Dead
	P
	1m
	 
	10'
	Ins*
	Bones/crpse*
	 
	Nec
	Create skeleton/zombie*
	Y
	VSM

	
	Beacon of Hope
	P
	1a
	 
	30'
	Con:1m
	Mult crt
	 
	Abj
	Adv on Wis/Dth Saves/Maximize all heals
	 
	VS

	
	Bestow Curse
	P
	1a
	 
	Tch
	Con:1m
	1 crt
	Wis
	Nec
	Creature becomes cursed*
	Y
	VS

	
	Clairvoyance
	P
	10m
	 
	1mile
	Con:10m
	1 sensor
	 
	Div
	See/hear through invisible sensor*
	 
	VSM!

	
	Create Food and Water
	P
	1a
	 
	30'
	Ins
	45#/30gal
	 
	Con
	1 day food/wtr for 15 humans or 5 steeds
	 
	VS

	
	Crusader's Mantle
	P
	1a
	 
	Slf
	Con:1m
	30'  rad
	 
	Evo
	Friendly crt's do +1d4 radi. dmg w/ wpns
	 
	V

	
	Daylight
	P
	1a
	 
	60'
	1h
	120' rad
	 
	Evo
	Lights an area 120' rad; dispels some dark*
	 
	VS

	
	Dispel Magic
	P
	1a
	 
	120'
	Ins
	1 target
	Spl*
	Abj
	Ends spell (L3-); L4+ : AbilChk vs SCA*
	Y
	VS

	
	Feign Death
	P
	1a
	Y
	Tch
	1h
	1 wil crt
	 
	Nec
	Blind;Incap;0 speed;ResDmgButPsy; more*
	 
	VSM

	
	Glyph of Warding
	P
	1h
	 
	Tch
	Pmt*
	1 obj/surface*
	Dex*
	Abj
	Various effects if glyph touched*
	Y
	VSC!

	
	Life Transference
	X
	1a
	 
	30'
	Ins
	1 cys
	 
	Nec
	You:4d8 Nec Dmg;Target:Gain twice what you took 
	Y
	VS

	
	Magic Circle
	P
	1m
	 
	10'
	1h
	10'rad/20'hi
	Cha*
	Abj
	1 of ceffu:barred/;DisAtt;Can't chm/fr/poss*
	Y
	VSC!

	
	Mass Healing Word
	P
	1ba
	 
	60'
	Ins
	6- cys
	 
	Evo
	Each regains 1d4+SCAM hp
	Y
	V

	
	Meld Into Stone
	P
	1a
	 
	Tch
	8h
	Slf
	 
	Tra
	Meld; blnd/df;self cast; dmg if stone dmg*
	 
	VS

	
	Protection from Energy
	P
	1a
	 
	Tch
	Con:1h
	1 crt
	 
	Abj
	Res to 1 : acid, cold, fire, lightning, thunder
	 
	VS

	
	Remove Curse
	P
	1a
	 
	Tch
	Ins
	1 crt or obj
	 
	Abj
	End curse or attunement to cursed item*
	 
	VS

	
	Revivify
	P
	1a
	 
	Tch
	Ins
	1 dead crt
	 
	Nec
	If dead≤1m, raise to 1 hp*
	 
	VSC!

	
	Sending
	P
	1a
	 
	Unlim
	1r
	1 familiar crt
	 
	Evo
	Send/Rcv 25 word msg; 5% fail if oth.plane
	 
	VSM

	
	Speak with Dead
	P
	1a
	 
	10'
	10m
	1 corpse
	 
	Nec
	Answers 5- questions*
	 
	VSM

	
	Spirit Guardians
	P
	1a
	 
	Slf
	Con:10m
	15' rad
	Wis*
	Con
	Enemy spd ½;WisSv/t:3d8 rad/nec(save:½)
	Y
	VSM

	
	Tongues
	P
	1a
	 
	Tch
	1h
	1 crt
	 
	Div
	Understand/speak all languages
	 
	VM

	
	Water Walk
	P
	1a
	 
	30'
	1h
	10- wail cys
	 
	Tra
	Gain walk on liquid; forced rise speed 60'/r
	 
	VSM




4th Level Spells
	P
	Name
	S
	C
	R?
	Rng
	Dur
	AoE
	Sav
	Sch
	Effect
	HL
	VSM

	
	Banishment
	P
	1a
	 
	60'
	Con:1m
	1 cys
	Cha
	Abj
	Banish crt to demiplane or home plane*
	Y
	VSM!

	
	Control Water
	P
	1a
	 
	300'
	Con:10m
	100' cu
	 
	Tra
	Flood/Part/Redirect/Whirlpool*
	 
	VSM

	
	Death Ward
	P
	1a
	 
	Tch
	8h
	1 crt
	 
	Abj
	Prevents once: hp=0 or non-damage death*
	 
	VS

	
	Divination
	P
	1a
	Y
	Slf
	Ins
	A deity
	 
	Div
	One question re: next 7 days, gets answered*
	 
	VSC!

	
	Freedom of Movement
	P
	1a
	 
	Tch
	1h
	1 wil crt
	 
	Abj
	Speed const., other; no para/restr., escape*
	 
	VSM

	
	Guardian of Faith
	P
	1a
	 
	30'
	8h
	 
	Dex*
	Con
	Summ. Guardian; Foes save or 20 rad dmg*
	 
	V

	
	Locate Creature
	P
	1a
	 
	Slf
	Con:1h
	1000'
	 
	Dif
	Locate specific crt or type; run water blocks*
	 
	VSM

	
	Stone Shape
	P
	1a
	 
	Tch
	Ins
	5' cube
	 
	Tra
	Change shape of any stone object
	 
	VSM

	
	Stoneskin
	P
	1a
	 
	Tch
	Con:1h
	1 wil crt
	 
	Abj
	Skin hard; Res to nonmgc prc/blg/slash dmg
	 
	VSC!



5th Level Spells
	P
	Name
	S
	C
	R?
	Rng
	Dur
	AoE
	Sav
	Sch
	Effect
	HL
	VSM

	
	Commune
	P
	1m
	Y
	Slf
	1m
	 
	 
	Div
	3 yes/no questions from deity*
	 
	VSM

	
	Contagion
	P
	1a
	 
	Slf
	7d
	Tch Trgts
	 
	Nec
	MSA: 3 failed Con saves: disease sticks*
	 
	VS

	
	Dawn
	X
	1a
	 
	60'
	Con:1m
	30' r/40'h
	Con
	Evo
	Bright Sunlight;4d10RadDmg(sv:½);BA:mvable 60'
	 
	VSM!

	
	Dispel Evil and Good
	P
	1a
	 
	Slf
	Con:1m
	Slf
	 
	Abj
	Spl crt: disadv vs att you; endspell functions* 
	 
	VSM

	
	Flame Strike
	P
	1a
	 
	60'
	Ins
	10'r/40'h
	Dex
	Evo
	4d6 fire dmg+4d6 rad dmg (save: ½)
	Y
	VSM

	
	Geas
	P
	1m
	 
	60'
	30d
	1 crt
	Wis
	Enc
	Charm; forced behavior or 5d10 psy/day
	Y
	V

	
	Greater Restoration
	P
	1a
	 
	Tch
	Ins
	1 crt
	 
	Abj
	Fix 1: Exh Lev, Chm, Crs, AbiDrop, hpmax*
	 
	VSC!

	
	Hallow
	P
	24h
	 
	Tch
	Pmt
	60' rad
	 
	Evo
	Bar and undo eff of ceffu; 1 extra effect*
	 
	VSC!

	
	Hold Monster
	P
	1a
	 
	90'
	Con:1m
	1 cys
	Wis
	Enc
	Paralyzed;Re-try save every turn
	Y
	VSM

	
	Holy Weapon
	X
	1ba
	 
	Tch
	Con:1h
	1 weapon
	Con*
	Evo
	Light 30+30;mgc;+2d8Rad;ba:dsms+4d8Ra30'+blnd*
	 
	VS

	
	Insect Plague
	P
	1a
	 
	300'
	Con:10m
	20' rad
	Con
	Con
	LightObscur/DiffTerr;4d10piercDmg(save:½)
	Y
	VSM

	
	Legend Lore
	P
	10m
	 
	Slf
	Ins
	1 "noun"
	 
	Div
	Learn significant lore about person/place/obj*
	 
	VSC!

	
	Mass Cure Wounds
	P
	1a
	 
	60'
	Ins
	6- crt,30' r
	 
	Evo
	Regain 3d8+SCAM hp
	Y
	VS

	
	Planar Binding
	P
	1h
	 
	60'
	24h
	1 ceff
	Cha
	Abj
	Bind to your service
	Y
	VSC!

	
	Raise Dead
	P
	1h
	 
	Tch
	Ins
	1 crt
	 
	Nec
	Return to life if dead≤10d; fix some pois,dis*
	 
	VSC!

	
	Scrying
	P
	10m
	 
	Slf
	Con:10m
	1 crt or loc
	Wis*
	Div
	Make inv sensor; see/hear crt; same plane*
	 
	VSM!


[bookmark: _GoBack]
6th Level Spells
	P
	Name
	S
	C
	R?
	Rng
	Dur
	AoE
	Sav
	Sch
	Effect
	HL
	VSM

	
	Blade Barrier
	P
	1a
	 
	90'
	Con:10m
	Special*
	Dex
	Evo
	Wall/Cyl: ¾ cover; 6d10 slash (save ½)
	 
	VS

	
	Create Undead
	P
	1m
	 
	10'
	Ins
	3- corpses*
	 
	Nec
	Creates ghouls under caster command*
	Y
	VSM!

	
	Find The Path
	P
	1m
	 
	Slf
	Con:1d
	 
	 
	Div
	Shows path to specific dest. on same plane
	 
	VSM!

	
	Forbiddance
	P
	10m
	Y
	Tch
	1d
	40k sq ft x 30'
	 
	Abj
	Stop planar entry;dmg 1 crt typ;can be pmt*
	 
	VSC!*

	
	Harm
	P
	1a
	 
	60'
	Ins
	1cys
	Con
	Nec
	14d6nec dmg&tmp hpmx drop(sv:½);nokill*
	 
	VS

	
	Heal
	P
	1a
	 
	60'
	Ins
	1 cys
	 
	Evo
	Regain 70hp; End blind/deaf/diseas*
	Y
	VS

	
	Heroes' Feast
	P
	10m
	 
	30'
	Ins
	 
	 
	Con
	Feast for 12;Various cures, immune, advan*
	 
	VSC!

	
	Planar Ally
	P
	10m
	 
	60'
	Ins
	1 entity*
	 
	Con
	Sends lesser servant which might aid you*
	 
	VS

	
	True Seeing
	P
	1a
	 
	Tch
	1h
	1 wil crt
	 
	Div
	truesight; see sec. mgc doors; see Eth 120'
	 
	VSC!

	
	Word of Recall
	P
	1a
	 
	5'
	Ins
	Slf+5- wil crt
	 
	Con
	Designate Sanc OR teleport to Sanctuary
	 
	V




7th Level Spells
	P
	Name
	S
	C
	R?
	Rng
	Dur
	AoE
	Sav
	Sch
	Effect
	HL
	VSM

	
	Conjure Celestial
	P
	1m
	 
	90'
	Con:1h
	 
	 
	Con
	Summon Celestial (CR 4-)*
	Y
	VS

	
	Divine Word
	P
	1ba
	 
	30'
	Ins
	Mult cys
	Cha
	Evo
	Deaf+Blind+Stun+Kill*; exorcise
	 
	V

	
	Etherealness
	P
	1a
	 
	Slf
	8- h
	 
	 
	Tra
	Enter Border Ethereal; re-entry issues*
	Y
	VS

	
	Fire Storm
	P
	1a
	 
	150'
	Ins
	10- 10ft cub
	Dex
	Evo
	7d10 fire dmg (save: ½); ignite; plants*
	 
	VS

	
	Plane Shift
	P
	1a
	 
	Tch
	Ins
	Slf+8- wilcrt*
	 
	Con
	Telep to another plane OR banish 1 crt*
	 
	VSM!

	
	Regenerate
	P
	1m
	 
	Tch
	1h
	1 crt
	 
	Tra
	Regain 4d8+15+1/t hp; regrow parts*
	 
	VSM

	
	Resurrection
	P
	1h
	 
	Tch
	Ins
	1 dead crt
	 
	Nec
	If dead≤100y, raise;fix pois/dis; side eff*
	 
	VSC!

	
	Symbol
	P
	1m
	 
	Tch
	Pmt
	1 surf/obj
	 
	Abj
	Activatable; varies:death,discord,fear,etc*
	 
	VSC!

	
	Temple of the Gods
	X
	1h
	 
	120’
	24h
	120’ unoc sq
	 
	Con
	Temple app;opposes 1+ of ceffu;xtra healing;no eth.*
	 
	VSM!




8th Level Spells
	P
	Name
	S
	C
	R?
	Rng
	Dur
	AoE
	Sav
	Sch
	Effect
	HL
	VSM

	
	Antimagic Field
	P
	1a
	 
	Self
	Con:1h
	10' rad
	 
	Abj
	All spells/magic suppressed*
	 
	VSM

	
	Control Weather
	P
	10m
	 
	5mi
	Con:8h
	 
	 
	Tra
	Change local weather*
	 
	VSM

	
	Earthquake
	P
	1a
	 
	500'
	Con:1m
	100' rad
	Con
	Evo
	Lose concen; Diffic. Trn; Fissures; Struct.*
	 
	VSM

	
	Holy Aura
	P
	1a
	 
	Slf
	Con:1m
	30' rad
	Con*
	Abj
	Friends:AdvSave;Foes:DisadSave+blind*
	 
	VSM




9th Level Spells
	P
	Name
	S
	C
	R?
	Rng
	Dur
	AoE
	Sav
	Sch
	Effect
	HL
	VSM

	
	Astral Projection
	P
	1h
	 
	10'
	Spl*
	Slf+8crt*
	 
	Nec
	Project astral selves into Astral Plane*
	 
	VSC!

	
	Gate
	P
	1a
	 
	60'
	Con:1m
	5'-20' rad
	 
	Con
	Open gate other plane; Summon by name
	 
	VSM!

	
	Mass Heal
	P
	1a
	 
	60'
	Ins
	Mult cys
	 
	Evo
	Regain 700 hp tot; Cure dis/blind/deaf
	 
	VS

	
	True Resurrection
	P
	1h
	 
	Tch
	Ins
	1 dead crt*
	 
	Nec
	If dead≤200y: raise; fix pois/dis/curse/limbs*
	 
	VSC!








