


D&D 5e Spell Planner: Paladin (Oath of the Ancients)
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:
	CHA

	Spellcasting Ability Modifier (SCAM) = Charisma Modifier =
	

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

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

	# Prepared spells/day=SCAM + (Paladin Level)/2, Rnd Dwn=
	




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

	Component
	Cost
	Spell Level
	Spell Name
	#
	Consumed by spell?

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	





		L
	P
	Spell Slots / Spell Level

	
	
	1
	2
	3
	4
	5

	1
	+2
	0
	
	
	
	

	2
	+2
	2
	
	
	
	

	3
	+2
	3
	
	
	
	

	4
	+2
	3
	
	
	
	

	5
	+3
	4
	2
	
	
	

	6
	+3
	4
	2
	
	
	

	7
	+3
	4
	3
	
	
	

	8
	+3
	4
	3
	
	
	

	9
	+4
	4
	3
	2
	
	

	10
	+4
	4
	3
	2
	
	

	11
	+4
	4
	3
	3
	
	

	12
	+4
	4
	3
	3
	
	

	13
	+5
	4
	3
	3
	1
	

	14
	+5
	4
	3
	3
	1
	

	15
	+5
	4
	3
	3
	2
	

	16
	+5
	4
	3
	3
	2
	

	17
	+6
	4
	3
	3
	3
	1

	18
	+6
	4
	3
	3
	3
	1

	19
	+6
	4
	3
	3
	3
	2

	20
	+6
	4
	3
	3
	3
	2





























	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 an Oath 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



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

	
	Compelled Duel
	P
	1ba
	 
	30'
	Con:1m
	1 cys
	Wis
	Enc
	Compels crt to approach you*
	 
	V

	
	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

	
	Ensnaring Strike
	P
	1ba
	 
	Slf
	Con:1m
	 
	Str
	Con
	Next wpn hit: ensnare (L+ adv); 1d6 prc dmg/trn*
	Y
	V

	
	Heroism
	P
	1a
	 
	Tch
	Con:1m
	1 wil crt
	 
	Enc
	Imm to Fear; Gain temp hp=SCAM every turn
	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

	
	Searing Smite
	P
	1ba
	 
	Slf
	Con:1m
	1 wpn
	 
	Evo
	Next melee hit:+1d6 fire+ignite;ConSv/t:1d6 fir*
	Y
	V

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

	
	Speak with Animals
	P
	1a
	Y
	Slf
	10m
	Slf
	 
	Div
	Speak with beasts re: 1 day/local; maybe favor
	 
	VS

	
	Thunderous Smite
	P
	1ba
	 
	Slf
	Con:1m
	300'
	 
	Evo
	1st mel hit:2d6 thn dmg;if crt:StrSv or push/prone*
	 
	V

	
	Wrathful Smite
	P
	1ba
	 
	Slf
	Con:1m
	Slf
	Wis*
	Evo
	Next melee hit:+1d6 psy;Fear(save:no);fut saves*
	 
	V



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

	
	Branding Smite
	P
	1ba
	 
	Slf
	Con:1m
	Slf
	 
	Evo
	+2d6 rad dmg next hit; trg glow/made visible
	Y
	V

	
	Find Steed
	P
	1h
	Y
	10'
	Ins
	 
	 
	Con
	Gain fey/celestial/fiend steed in beast form*
	 
	VSC!

	
	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

	
	Misty Step
	P
	1ba
	 
	Slf
	Ins
	 
	 
	Con
	Teleport up to 30' away to empty space you see
	 
	V

	
	Moonbeam
	P
	1a
	 
	120'
	Con:1m
	5'r x 40'h
	Con
	Evo
	2d10 rad dmg (save: ½); Shpchg:Revert/DisAd*
	Y
	VSM

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

	
	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

	
	Aura of Vitality
	P
	1a
	 
	Slf
	Con:1m
	30' rad
	 
	Evo
	Bonus action: creature regains 2d6 hp
	 
	V

	
	Blinding Smite
	P
	1ba
	 
	Slf
	Con:1m
	Slf
	 
	Evo
	+3d8 rad. dmg on next hit + poss. blind*
	 
	V

	
	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

	
	Elemental Weapon
	P
	1a
	 
	Tch
	Con:1h
	1 wpn
	 
	Tra
	Becomes magic;+1 tohit;+1d4 dmg by typ*
	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!

	
	Plant Growth
	P
	1a/8h
	 
	150'
	Ins
	100'r / ½ mi r.
	 
	Tra
	Plnts become thick(4:1mv) / 2x food for yr*
	 
	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!





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

	
	Aura of Life
	P
	1a
	 
	Slf
	Con:10m
	30' rad
	 
	Abj
	Res to NecDmg/hpmax fixed/regen*
	 
	V

	
	Aura of Purity
	P
	1a
	 
	Slf
	Con:10m
	30' rad
	 
	Abj
	Imm to Dis/Res to Pois/Adv to many saves*
	 
	V

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

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

	
	Find Greater Steed
	X
	10m
	 
	30'
	Ins
	 
	 
	Con
	Summ CFF as specific mount; telepath to 1 mi *
	 
	VS

	
	Ice Storm
	P
	1a
	 
	300'
	Ins
	20'r/40'h
	Dex
	Evo
	2d8 blud dmg+4d6 cold dmg(save:½);DifTer
	Y
	VSM

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

	
	Staggering Smite
	P
	1ba
	 
	Slf
	Con:1m
	1 wpn
	 
	Evo
	Next hit:+4d6 psy dmg; WisSv or extra eff*
	 
	V

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



[bookmark: _GoBack]5th Level Spells
	P
	Name
	S
	C
	R?
	Rng
	Dur
	AoE
	Sav
	Sch
	Effect
	HL
	VSM

	
	Banishing Smite
	P
	1ba
	 
	Slf
	Con:1m
	Slf
	 
	Abj
	+5d10 force w/melee + possible banishmt*
	 
	V

	
	Circle of Power
	P
	1a
	 
	Slf
	Con:10m
	30' rad
	 
	Abj
	Adv on Saves; For ½ dmg saves = No dmg
	 
	V

	
	Commune with Nature
	P
	1m
	Y
	Slf
	Ins
	3mi/300'*
	 
	Div
	3 facts learned about area*
	 
	VS

	
	Destructive Wave
	P
	1a
	 
	Slf
	Ins
	30' rad
	Con
	Evo
	5d6 thun.+5d6 rad/nec dmg (save ½)+prone*
	 
	V

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

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

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

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

	
	Tree Stride
	P
	1a
	 
	Slf
	Con:1m
	500'
	 
	Con
	Enter tree/exit other tree w/5' mv; repeatable
	 
	VS






