


D&D 5e Spell Planner: Ranger
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 =
	




Component Pouch?
	Special Components

	Component
	Cost
	Spell Level
	Spell Name
	#
	Consumed by spell?

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	



		L
	P
	Spells Known
	Spell Slots / Spell Level

	
	
	
	1
	2
	3
	4
	5

	1
	+2
	0
	0
	
	
	
	

	2
	+2
	2
	2
	
	
	
	

	3
	+2
	3
	3
	
	
	
	

	4
	+2
	3
	3
	
	
	
	

	5
	+3
	4
	4
	2
	
	
	

	6
	+3
	4
	4
	2
	
	
	

	7
	+3
	5
	4
	3
	
	
	

	8
	+3
	5
	4
	3
	
	
	

	9
	+4
	6
	4
	3
	2
	
	

	10
	+4
	6
	4
	3
	2
	
	

	11
	+4
	7
	4
	3
	3
	
	

	12
	+4
	7
	4
	3
	3
	
	

	13
	+5
	8
	4
	3
	3
	1
	

	14
	+5
	8
	4
	3
	3
	1
	

	15
	+5
	9
	4
	3
	3
	2
	

	16
	+5
	9
	4
	3
	3
	2
	

	17
	+6
	10
	4
	3
	3
	3
	1

	18
	+6
	10
	4
	3
	3
	3
	1

	19
	+6
	11
	4
	3
	3
	3
	2

	20
	+6
	11
	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



	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




[bookmark: _GoBack]
1st Level Spells
	Name
	S
	C
	R?
	Rng
	Dur
	AoE
	Sav
	Sch
	Effect
	HL
	VSM

	Absorb Elements
	X
	1re
	 
	Slf
	1r
	Slf
	 
	Abj
	When Ac/Co/Fi/Lg/Th dmg: resis;release 1d6 to orig.
	 
	S

	Alarm
	P
	1m
	Y
	30'
	8h
	1 obj < 20'cu
	 
	Abj
	Alarm if crt > tiny touches
	 
	VSM

	Animal Friendship
	P
	1a
	 
	30'
	24h
	1 bys
	Wis*
	Enc
	Charm creature
	Y
	VSM

	Beast Bond
	X
	1a
	 
	Tch
	Con:10m
	1 frd/chm bst
	 
	Div
	Telep link; Bst gets adv on att vs cys w/in 5' of caster
	 
	VSM

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

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

	Fog Cloud
	P
	1a
	 
	120'
	Con:1h
	20' rad
	 
	Con
	Becomes heavily obscured; 10mph wind disperses
	Y
	VS

	Goodberry
	P
	1a
	 
	Tch
	Ins
	 
	 
	Tra
	10- berries appear; eat=1hp+nourished all day*
	 
	VSM

	Hail of Thorns
	P
	1ba
	 
	Slf
	Con:1m
	1 crt + 5' rad
	Dex
	Con
	Next melee hit: +1d10 piercing dmg (save: ½)
	Y
	V

	Hunter's Mark
	P
	1ba
	 
	90'
	Con:1h
	1 cys
	 
	Div
	Caster:+1d6 wpn dmg vs targ; AdvWisChks*
	Y
	V

	Jump
	P
	1a
	 
	Tch
	1 m
	1 crt
	 
	Tra
	Jump distance x 3
	 
	VSM

	Longstrider
	P
	1a
	 
	Tch
	1h
	1 crt
	 
	Tra
	Speed increases +10'
	Y
	VSM

	Snare
	X
	1m
	 
	Tch
	8h
	5’ rad/S,M,L
	Dex*
	Abj
	Int(Inv)vsSSDC to find;Hoisted 3;Rstrn;DxSv2end*
	 
	SC!

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

	Zephyr Strike
	X
	1ba
	 
	Slf
	Con:1m
	Slf
	 
	Tra
	No opp attks;Adv on 1 wpn att(+1d8FrcDm);Mv+30’
	 
	V



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

	Animal Messenger
	P
	1a
	Y
	30'
	24h
	1 tiny bys
	 
	Enc
	25 word message/25-50 miles*
	Y
	VSM

	Barkskin
	P
	1a
	 
	Tch
	Con:1h
	1 wil crt
	 
	Tra
	AC minimum of 16
	 
	VSM

	Beast Sense
	P
	1a
	Y
	Tch
	Con:1h
	1 wil bst
	 
	Div
	Your action: see/hear through beast
	 
	 S

	Cordon of Arrows
	P
	1a
	 
	5'
	8h
	30'rad
	Dex
	Tra
	1d6 piercing dmg (save ½)*
	Y
	VSC!

	Darkvision
	P
	1a
	 
	Tch
	8 h
	1 wil crt
	 
	Tra
	Creature gains darkvision out to 60'
	 
	VSM

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

	Healing Spirit
	X
	1ba
	 
	60'
	Con:1m
	5' cube
	 
	Con
	You make spirit heal crt 1d6; ba to move it 30'
	Y
	VS

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

	Locate Animals or Plants
	P
	1a
	Y
	Slf
	Ins
	5 miles
	 
	Div
	Find nearest beast/plant type named
	 
	VSM

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

	Pass without Trace
	P
	1a
	 
	Slf
	Con:1h
	Mult crt 30'
	 
	Abj
	+10 Dex(stl) cks; untrackable w/o mgc;no tracks
	 
	VSM

	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

	Spike Growth
	P
	1a
	 
	150'
	Con:10m
	20' rad
	 
	Tra
	Sprout spikes;2d4 prc dmg/5';DifTer;camo*
	 
	VSM



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

	Conjure Animals
	P
	1a
	 
	60'
	Con:1h
	 
	 
	Con
	Summon 1/2/4/8 fey spirits as beasts*
	Y
	VS

	Conjure Barrage
	P
	1a
	 
	Slf
	Ins
	60' cone
	Dex
	Con
	3d8 dmg (as wpn type; save ½)
	 
	VSM

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

	Flame Arrows
	X
	1a
	 
	Tch
	Con:1h
	1 qv w/ammo
	 
	Tra
	Add 1d6 FrDm from ammo; limit 12 ammo
	Y
	VS

	Lightning Arrow
	P
	1ba
	 
	Slf
	Con:1m
	1 wpn/ammo
	 
	Tra
	NextAtt:4d8ltng dmg(save: ½);10'rad:2d8/*
	Y
	VSM

	Nondetection
	P
	1a
	 
	Tch
	8h
	1 target <10'*
	 
	Abj
	Imm. to divination and scrying
	 
	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

	Speak with Plants
	P
	1a
	 
	Slf
	10m
	30' rad
	 
	Tra
	Speak w/plants; Chg terrain; maybe task*
	 
	VS

	Water Breathing
	P
	1a
	Y
	30'
	24h
	10- wil cys
	 
	Tra
	Gain ability to breathe underwater
	 
	VSM

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

	Wind Wall
	P
	1a
	 
	120'
	Con:1m
	50x15x1' *
	Str
	Evo
	3d8 bld (save:½);gases/fliers away;deflect*
	 
	VSM





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

	Conjure Woodland Beings
	P
	1a
	 
	60'
	Con:1h
	 
	 
	Con
	Summon 1/2/4/8 fey creatures*
	Y
	VSM

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

	Grasping Vine
	P
	1ba
	 
	30'
	Con:1m
	30' rad
	Dex*
	Con
	Vines pull cys 20'; As bonus act, pull 1/turn
	 
	VS

	Guardian of Nature
	X
	1ba
	 
	Slf
	Con:1m
	Slf
	 
	Tra
	Become: Primal Beast or Great Tree, ea. w/ abilities*
	 
	V

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

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



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

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

	Conjure Volley
	P
	1a
	 
	150'
	Ins
	Cyl 20'x40'r
	Dex
	Con
	8d8 dmg (as wpn type; save ½)
	Y
	VSM

	Steel Wind Strike
	X
	1a
	 
	30’
	Ins
	5- cys
	 
	Con
	MSA vs each: 6d10 Force Dmg;telep to 5’ of 1 target
	 
	SM!

	Swift Quiver
	P
	1ba
	 
	Tch
	Con:1m
	Qvr w ammo
	 
	Tra
	Endless supply of ammo; ba for 2 xtra attacks
	 
	VSM

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

	Wrath of Nature
	X
	1a
	 
	120’
	Con:1m
	60’ cube
	Spl*
	Evo
	DifTer;Tree:10’r 4d6SlDm(DxSv);Rstrn;3d8BlDm*
	 
	VS






