Fire Storm

Mirage Arcane

Mirage Arcane

7th-level evocation

7th-level illusion

7th-level illusion

1 action

10 minutes

Instantaneous

10 days

150 feet

Sight

V, S

V, S

The illusion includes audible, visual, tactile, and olfactory
elements, so it can turn clear ground into difficult terrain (or
vice versa) or otherwise impede movement through the
area. Any piece of the illusory terrain (such as a rock or
stick) that is removed from the spell's area disappears
immediately.
Creatures with truesight can see through the illusion to the
terrain's true form; however, all other elements of the illusion

A storm made up of sheets of roaring flame appears in a
location you choose within range. The area of the storm
consists of up to ten 10-foot-cubes, which you can arrange

You make terrain in a area up to 1 mile square look, sound,
smell, and even feel like some other sort of terrain. The
terrain's general shape remains the same, however. Open

as you wish. Each cube must have at least one face
adjacent to the face of another cube. Each creature in the

fields or a road could be made to resemble a swamp, hill,
crevasse, or some other difficult or impassable terrain. A

area must make a Dexterity saving throw. It takes 7d10 fire
damage on a failed save, or half as much damage on a
successful one.

pond can be made to seem like a grassy meadow, a
precipice like a gental slope, or a rock-strewn gully like a
wide and smooth road.

The fire damages objects in the area and ignites flammable
objects that aren't being worn or carried. If you choose,
plant life in the area is unaffected by this spell.

Similarly, you can alter the appearance of structures, and
add them where none are present. The spell doesn't
disguise, conceal or add creatures.

remain, so while the creature is aware of the illusion's
presence, the creature can still physically interact with the
illusion.

Plane Shift

Plane Shift

Regenerate

7th-level conjuration

7th-level conjuration

7th-level transmutation

Alternatively, if you know the sigil sequence of a
teleportation circle on another plane of existence, this spell
can take you to that circle. If the teleportation circle is too
small to hold all the creatures you transported, they appear
in the closest unoccupied spaces next to the circle.

1 action
Instantaneous
Touch

1 minute
1 hour
Touch

V, S, M (a forked, metal rod worth at least 250 gp,
attuned to a particular plane of existence)

You and up to eight willing creatures who link hands in a
circle are transported to a different plane of existence. You
can specify a target destination in general terms, such as
the City of Brass on the Elemental Plane of Fire or the
palace of Dispater on the second level of the Nine Hells,
and you appear in or near that destination. If you are trying
to reach the City of Brass, for example, you might arrive in
is Street of Steel, before its Gate of Ashes, or looking at the
city from across the Sea of Fire, at the DM's discretion.

You can use this spell to banish an unwilling creature to
another plane. Chose a creature within your reach and
make a melee spell attack against it. On a hit, the creature
must make a Charisma saving throw. If the creature fails
this save, it is transported to a random location on the
plane of existence you specify. A creature so transported
must find its own way back to your current plane of
existence.

V, S, M (a prayer wheel and holy water)

You touch a creature and stimulate its natural healing
ability. The target regains 4d8 + 15 hit points. For the
duration of the spell, the target regains 1 hit point at the
start of each of its turns (10 hit points each minute).
The target's severed body members (fingers, legs, tails,
and so on), if any, are restored after 2 minutes. If you have
the severed part and hold it to the stump, the spell
instantaneously causes the limb to knit to the stump.

Resurrection

Resurrection

Reverse Gravity

7th-level necromancy

7th-level necromancy

7th-level transmutation

1 hour
Instantaneous
Touch
V, S, M (a diamond worth at least 1,000 gp, which
the spell consumes)

You touch a dead creature that has been dead for no more
than a century, that didn't die of old age, and that isn't
undead. If its soul is free and willing, the target returns to
life with all its hit points.
This spell neutralizes any poisons and cures normal
diseases afflicting the creature when it died. It doesn't
however, remove magical diseases, curses, and the like; if
such effects aren't removed prior to casting the spell, the
afflict the target on its return to life.

This spell closes all mortal wounds and restores any
missing body parts.
Coming back from the dead is an ordeal. The target takes a
-4 penalty to all attack rolls, saving throws, and ability
checks. Every time the target finishes a long rest, the
penalty is reduced by 1 until it disappears.

1 action
Concentration, up to 1 minute
100 feet

V, S, M (a lodestone and iron filings)
Casting this spell to restore life to a creature that has been
dead for one year or longer taxes you greatly. Until you
finish a long rest, you can't cast spells again, and you have
disadvantage on all attack rolls, ability checks, and saving
throws.

This spell reverses gravity in a 50-foot-radius, 100-foot high
cylinder centered on a point within range. All creatures and
objects that aren't somehow anchored to the ground in the
area fall upward and reach the top of the area when you
cast this spell. A creature can make a Dexterity saving
throw to grab onto a fixed object it can reach, thus avoiding
the fall.

Reverse Gravity

Whirlwind

Whirlwind

7th-level transmutation

7th-level evocation

7th-level evocation

If some solid object (such as a ceiling) is encountered in
this fall, falling objects and creature strike it just as they

1 action

would during a normal downward fall. If an object or
creature reaches the top of the area without striking

A creature must make a Dexterity saving throw the first time
on a turn that it enters the whirlwind or that the whirlwind
enters its space, including when the whirlwind first

Concentration, up to 1 minute

anything, it remains there, oscillating slightly, for the

appears. A creature takes 10d6 bludgeoning damage on a
failed save, or half as much damage on a successful one.

duration.

300 feet

In addition, a Large or smaller creature that fails the save
must succeed on a Strength saving throw or become

At the end of the duration, affected objects and creatures

V, M (a piece of straw)

restrained in the whirlwind until the spell ends. When a

fall back down.

creature starts its turn restrained by the whirlwind, the
creature is pulled 5 feet higher inside it, unless the creature
A whirlwind howls down to a point on the ground you

is at the top. A restrained creature moves with the whirlwind

specify. The whirlwind is a 10-foot-radius, 30-foot-high

and falls when the spell ends, unless the creature has

cylinder centered on that point. Until the spell ends, you

some means to stay aloft.

can use your action to move the whirlwind up to 30 feet in
any direction along the ground. The whirlwind sucks up any

A restrained creature can use an action to make a Strength

Medium or smaller objects that aren’t secured to anything
and that aren’t worn or carried by anyone.

or Dexterity check against your spell save DC. If
successful, the creature is no longer restrained by the
whirlwind and is hurled 3d6 × 10 feet away from it in a
random direction.

