


INTRODUCTION

LEGAL

The 5th edition rules of the world’s most popular
fantasy roleplaying game have few options for upcast-
ing spells beyond increasing the damage or number of
targets. This book provides new options for spellcast-
ers who want to add more flavor and powers to their
favorite spells and cantrips.

AT HIGHER LEVELS

When you cast a spell using a slot that is of a higher
level than the spell, the spell assumes the higher level
for that casting. The higher the spell slot expended,
the more powerful the spell becomes. Most spells have
several upcasting options to choose from.

AT MASTER LEVEL

Even experienced adventurers don’t have many
high level spell slots, so expending one on a lower lev-
el spell should be worthwhile. When you cast a lower
level spell using a spell slot of 5th-7th level, you gain
master level benefits in addition to the higher level
benefit you chose.

AT EPIC LEVEL

Only the mightiest spellcasters have 8th and 9th
level spell slots, so using one is an epic move. When
you cast a spell using a spell slot of 8th or 9th level,
you gain epic level benefits in addition to the higher
level benefit you chose.

Even a 9th level spell can be pushed to new levels
of power, but doing so can be dangerous for the caster.
Overcasting a 9th level spell requires some manner of
sacrifice of hit points, lower spell slots, or actions.
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[ACID ARROW

2nd level evocation

Casting Time: 1 action

Range: 90 feet

Components: V, S, M (powdered rhubarb leaf and an
adder’s stomach)

Duration: Instantaneous

You launch a missile of acid toward your target. A
shimmering green arrow streaks toward a target with-
in range and bursts in a spray of acid. Make a ranged
spell attack against the target. On a hit, the target takes
4d4 acid damage immediately and 2d4 acid damage at
the end of its next turn. On a miss, the arrow splash-
es the target with acid for half as much of the initial
damage and no damage at the end of its next turn.

AT HIGHER LEVELS

When you cast this spell using a spell slot of 3rd or
4th level, choose 1 option:
» The damage (both initial and later) increases by
1d4 for each slot level above 2nd.
or
o The acid’s duration increases by 1 round for each
slot level above 2nd. The target takes 2d4 acid
damage at the end of each additional round unless
it uses an action to wash off the acid.
or
« Each creature within 5 feet of the target must
make a Dexterity saving throw. It takes 2d4 acid
damage on a failed save, or half as much damage
on a successful one. It takes no damage on its next
turn. The damage increases by 1d4 for each slot
level above 2nd.

AT MASTER LEVEL

When you cast this spell using a spell slot of 5th-
7th level, the range extends to 120 feet. Also, choose 1
option:

 The damage (both initial and later) increases by
1d6 for each slot level above 2nd.
or
o The acid’s duration increases by 1 round for each
slot level above 2nd. The target takes 2d6 acid
damage at the end of each additional round unless
it uses an action to wash off the acid.
or
 Each creature within 10 feet of the target must

make a Dexterity saving throw. It takes 2d6 acid
damage on a failed save, or half as much damage
on a successful one. It takes no damage on its next
turn. The damage increases by 1d6 for each slot
level above 2nd.

AT EPIC LEVEL

When you cast this spell using a spell slot of 8th or
9th level, the range extends to 150 feet and you can
cast it as a bonus action. Also, choose 1 option:

o The damage (both initial and later) increases by
1d8 for each slot level above 2nd.
or
o The acid’s duration increases by 1 round for each
slot level above 2nd. The target takes 2d8 acid
damage at the end of each additional round unless
it uses an action to wash off the acid.
or
o Each creature within 10 feet of the target must
make a Dexterity saving throw. It takes 2d8 acid
damage on a failed save, or half as much damage
on a successful one. It takes no damage on its next
turn. The damage increases by 1d8 for each slot
level above 2nd.

[ACID SPLASH

Conjuration cantrip

Casting Time: 1 action
Range: 60 feet
Components: V, S
Duration: Instantaneous

You hurl a bubble of acid. Choose one or two
creatures you can see within range. If you choose two,
they must be within 5 feet of each other. A target must
succeed on a Dexterity saving throw or take 1d6 acid
damage.

This spell’s damage increases by 1d6 when you
reach 5th level (2d6), 11th level (3d6), and 17th level
(4de6).



AT HIGHER LEVELS or
« A target takes an additional 1d8 acid damage for

When you cast this spell using a spell slot of 1st-4th each slot level if it fails its Dexterity saving throw,

level, choose 1 option: taking half damage on a successful save.
+ You can target one additional creature for each

slot level. All targets must be within 10 feet of the

prime target. { AID }
or
o The acid’s duration increases by 1 round for each 2nd level abjuration
slot level. A target takes 1d6 acid damage at the Casting Time: 1 action
end of each additional round unless it uses an Range: 30 feet
action to wash off the acid. Components: V, S, M (a tiny strip of white cloth)
or Duration: 8 hours

« A target takes an additional 1d4 acid damage for
each slot level if it fails its Dexterity saving throw,
taking half damage on a successful save.

Your spell bolsters your allies with toughness and
resolve. Choose up to three creatures within range.
Each target’s hit point maximum and current hit
AT MASTER LEVEL points increase by 5 for the duration.

When you cast this spell using a spell slot of 5th- AT HIGHER LEVELS
7th level, the range extends to 90 feet and you can cast
it as a bonus action. Also, choose 1 option:

+ You can target one additional creature for each
slot level. All targets must be within 15 feet of the
prime target.

or

o The acid’s duration increases by 1 round for each

slot level. A target takes 1d8 acid damage at the

When you cast this spell using a spell slot of 3rd
level or higher, choose 1 option:
« A target’s hit points increase by an additional 5 for
each slot level above 2nd.
or
» You can target one additional creature for each slot
level above 2nd.

or
enq of each aﬁdlgoﬁal r(?gnd unless it uses an o The range increases by 10 feet for each slot level
action to wash ofr the acid. above 2nd.
or
or

o A target takes an additional 1d6 acid damage for
each slot level if it fails its Dexterity saving throw,
taking half damage on a successful save.

o The duration increases by 2 hours for each slot
level above 2nd.

AT EPIC LEVEL
[ALARM }

When you cast this spell using a spell slot of 8th or

] o .
9th level, the range extends to 120 feet and you can st level abjuration (ritual)

cast it as a bonus action. Also, choose 1 option: Casting Time: 1 minute

+ You can target one additional creature for each Range: 30 feet
slot level. All targets must be within 20 feet of the Components: V, S, M (a tiny bell and a piece of fine
prime target. silver wire)

or Duration: 8 hours

« 'The acid’s duration increases by 1 round for each You set an alarm against unwanted intrusion.
slot level. A target takes 1d10 acid damage at the Choose a door, a window, or an area within range that
end of each additional round unless it uses an is no larger than a 20-foot cube. Until the spell ends,
action to wash off the acid. an alarm alerts you whenever a Tiny or larger creature

touches or enters the warded area. When you cast the
spell, you can designate creatures that won't set off the
alarm. You also choose whether the alarm is mental or
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audible.

A mental alarm alerts you with a ping in your mind
if you are within 1 mile of the warded area. This ping
awakens you if you are sleeping.

An audible alarm produces the sound of a hand bell
for 10 seconds within 60 feet.

AT HIGHER LEVELS

When you cast this spell using a spell slot of 2nd-
4th level:
o The area of effect expands to an additional 20-foot
cube for each slot level above 1st.
o The duration increases by 8 hours for each slot
level above 1st.

AT M ASTER LEVEL

When you cast this spell using a spell slot of 5th-
7th level:

« The range of the mental ping increases by 1 mile
for each slot level above 1st.

o The area of effect expands to an additional 25-foot
cube for each slot level above 1st.

o The duration increases by 10 hours for each slot
level above Ist.

o A creature that triggers the alarm must make a
Constitution saving throw. On a failed save, a crea-
ture takes 1d6 thunder damage for each slot level
above Ist and becomes deafened for 1 minute if
the alarm is audible. A creature takes 1d6 psychic
damage for each slot level above 1st and becomes
stunned until the end of its next turn if the alarm
is mental. On a successful save, a creature takes
half damage and isn't deafened or stunned.

AT EPIC LEVEL

When you cast this spell using a spell slot of 8th or
9th level:

+ You can cast this spell as an action.

o The range of the mental ping increases by 1 mile
for each slot level above 1st.

 You can designate a number of creatures equal to
the spell slot level used. These creatures will also
receive a mental ping when the alarm is triggered.

o The area of effect expands to an additional 30-foot
cube for each slot level above 1st.

o The duration increases by 12 hours for each slot
level above 1st.

o A creature that triggers the alarm must make a

Constitution saving throw. On a failed save, a crea-
ture takes 1d6 thunder damage for each slot level
above Ist and becomes deafened for 1 minute if
the alarm is audible. A creature takes 1d6 psychic
damage for each slot level above 1st and becomes
stunned until the end of its next turn if the alarm
is mental. On a successful save, a creature takes
half damage and isn't deafened or stunned.

[ALTER SELF

2nd level transmutation

Casting Time: 1 action

Range: Self

Components: V, S

Duration: Concentration, up to 1 hour

You assume a different form. When you cast the
spell, choose one of the following options, the effects
of which last for the duration of the spell. While the
spell lasts, you can end one option as an action to gain
the benefits of a different one.

Aquatic Adaptation. You adapt your body to an
aquatic environment, sprouting gills and growing
webbing between your fingers. You can breathe un-
derwater and gain a swimming speed equal to your
walking speed.

Change Appearance. You transform your appear-
ance. You decide what you look like, including your
height, weight, facial features, sound of your voice,
hair length, coloration, and distinguishing characteris-
tics, if any. You can make yourself appear as a member
of another race, though none of your statistics change.
You also can’t appear as a creature of a different size
than you, and your basic shape stays the same; if
you're bipedal, you can’t use this spell to become qua-
drupedal, for instance. At any time for the duration
of the spell, you can use your action to change your
appearance in this way again.

Natural Weapons. You grow claws, fangs, spines,
horns, or a different natural weapon of your choice.
Your unarmed strikes deal 1d6 bludgeoning, pierc-
ing, or slashing damage, as appropriate to the natural
weapon you chose, and you are proficient with your
unarmed strikes. Finally, the natural weapon is magic
and you have a +1 bonus to the attack and damage
rolls you make using it.



AT HIGHER LEVELS range. It must see and hear you. If the beast’s Intel-
ligence is 4 or higher, the spell fails. Otherwise, the

When you cast this spell using a spell slot of 3rd beast must succeed on a Wisdom saving throw or be
or 4th level, the duration increases by 30 minutes for Charmed by you for the Spell’s duration. If you or one
each slot level above 2nd. of your companions harms the target, the spell ends.

AT MASTER LEVEL AT HIGHER LEVELS

When you cast this spell using a spell slot of 5th- When you cast this spell using a spell slot of 2nd
7th level, the duration increases by 30 minutes for level or higher, choose 1 option:
each slot level above 2nd. The options’ effects are + You can affect one additional beast for each slot
upgraded. level above Ist.

» Aquatic Adaptation. Your swimming speed is or
equal to your walking speed plus 20 feet for each « The range increases by 10 feet for each slot level
slot level above 4th. above 1st.

« Change Appearance. You can appear as a creature or
up to one size larger or smaller than you. o The duration increases by 4 hours for each slot

o Natural Weapons. Your unarmed strikes deal level above 1st.
1d8 bludgeoning, piercing, or slashing damage, as or
appropriate to the natural weapon. You have an « You can affect a beast with an Intelligence of 3 plus
additional +1 bonus for eaCh SlOt level above 4th, 1 for each SlOt level above 1st, t0 a maximum Of 10
to a maximum +4 bonus. Intelligence.

AT EPIC LEVEL

When you cast this spell using a spell slot of 8th
or 9th level, the duration increases by 30 minutes for
each slot level above 2nd and the spell no longer re-
quires concentration. The spell options’ effects remain
at master level, you can switch options as a bonus
action, and there are new options.

 Avian Adaptation. You grow wings and gain a
flying speed equal to your walking speed
plus 20 feet for each slot level above 4th.

o Burrowing Adaptation. You grow tough,
mole-like claws for digging. You gain a burrow
speed of 10 feet for each slot level above 4th.

 Natural Armor. Your base armor class, before
Dexterity and armor bonuses, increases by 1 for
each slot level above 4th, to a maximum 16 AC.

[ANIMAL FRIENDSHIP }

1st level enchantment

Casting Time: 1 action

Range: 30 feet

Components: V, S, M (a morsel of food)
Duration: 24 hours

This spell lets you convince a beast that you mean
it no harm. Choose a beast that you can see within



[ANIMAL MESSENGER

] [ANIMAL SHAPES

2nd level enchantment

Casting Time: 1 action

Range: 30 feet

Components: V, S, M (a morsel of food)
Duration: 24 hours

By means of this spell, you use an animal to deliver
a message. Choose a Tiny beast you can see within
range, such as a rabbit, a bird, or a bat. You specify a
location, which you must have visited, and a recipient
who matches a general description, such as “a man
or woman dressed in the uniform of the town guard”
or “a red-haired dwarf wearing a pointed hat” You
also speak a message of up to twenty-five words. The
target beast travels for the duration of the spell toward
the specified location, covering about 50 miles per
24 hours for a flying messenger, or 25 miles for other
animals.

When the messenger arrives, it delivers your mes-
sage to the creature that you described, replicating
the sound of your voice. The messenger speaks only
to a creature matching the description you gave. If
the messenger doesn't reach its destination before the
spell ends, the message is lost, and the beast makes its
way back to where you cast this spell.

AT HIGHER LEVELS

When you cast this spell using a spell slot of 3rd
level or higher, choose 1 option:
o The duration of the spell increases by 48 hours for
each slot level above 2nd.
or
o The length of the message increases by 10 words
for each slot level above 2nd.
or
 You can send the message to one additional recip-
ient for each slot level. Each recipient must match
the same description, such as “any elf armed with
a bow” The messenger attempts to reach as many
recipients as it can in 24 hours.

8th level transmutation

Casting Time: 1 action

Range: 30 feet

Components: V, S

Duration: Concentration, up to 24 hours

Your magic turns others into beasts. Choose any
number of willing creatures that you can see within
range. You transform each target into the form of a
Large or smaller beast with a challenge rating of 4 or
lower. On subsequent turns, you can use your action
to transform affected creatures into new forms.

The transformation lasts for the duration for each
target, or until the target drops to 0 hit points or dies.
You can choose a different form for each target. A
target’s game statistics are replaced by the statistics of
the chosen beast, though the target retains its align-
ment and Intelligence, Wisdom, and Charisma scores.
The target assumes the hit points of its new form, and
when it reverts to its normal form, it returns to the
number of hit points it had before it transformed. If
it reverts as a result of dropping to 0 hit points, any
excess damage carries over to its normal form. As long
as the excess damage doesn't reduce the creature’s nor-
mal form to 0 hit points, it isn't knocked unconscious.
The creature is limited in the actions it can perform
by the nature of its new form, and it can’t speak or cast
spells.

The target’s gear melds into the new form. The tar-
get can’t activate, wield, or otherwise benefit from any
of its equipment.

AT EPIC LEVEL

When you cast this spell using a spell slot of 9th
level, each target can take the form of a Large or
smaller beast with a challenge rating of 5 or lower.
Also, choose 1 option:

» The range increases to 90 feet.
or
o The duration is up to 48 hours.



[ANIMATE DEAD

3rd level necromancy

Casting Time: 1 minute

Range: 10 feet

Components: V, S, M (a drop of blood, a piece of
flesh, and a pinch of bone dust)

Duration: Instantaneous

This spell creates an undead servant. Choose a pile
of bones or a corpse of a Medium or Small humanoid
within range. Your spell imbues the target with a foul
mimicry of life, raising it as an undead creature. The
target becomes a skeleton if you chose bones or a
zombie if you chose a corpse (the GM has the crea-
ture’s game statistics).

On each of your turns, you can use a bonus action
to mentally command any creature you made with
this spell if the creature is within 60 feet of you (if you
control multiple creatures, you can command any or
all of them at the same time, issuing the same com-
mand to each one). You decide what action the crea-
ture will take and where it will move during its next
turn, or you can issue a general command, such as to
guard a particular chamber or corridor. If you issue
no commands, the creature only defends itself against
hostile creatures. Once given an order, the creature
continues to follow it until its task is complete.

The creature is under your control
for 24 hours, after which it stops
obeying any command you've
given it. To maintain control
of the creature for another 24
hours, you must cast this spell
on the creature again before the
current 24-hour period ends.

This use of the spell reasserts
your control over up to

four creatures you

have animated with

this spell, rather

than animating a

new one.

AT HIGHER LEVELS

When you cast this spell using a spell slot of 4th
level or higher, you animate or reassert control over
two additional undead creatures for each slot level
above 3rd. Each of the creatures must come from a
different corpse or pile of bones.

AT MASTER LEVEL

When you cast this spell using a spell slot of 5th-
7th level, choose 1 option:

« You animate or reassert control over 2 additional
undead creatures for each slot level above 3rd.
Each zombie or skeleton must come from a differ-
ent corpse or pile of bones.

or

 You animate an undead creature with a higher CR.
5th level slot: 1 ghoul or specter.
6th level slot: 1 ghast, minotaur skeleton, or ogre
zombie.
7th level slot: 1 mummy or wight.

AT EPIC LEVEL

When you cast this spell using a spell slot of 8th or
9th level, choose 1 option:

« You maintain control of your undead servant for
an additional 24 hours for each slot level above
3rd.

or

» You animate or reassert control over 2 additional
undead creatures for each slot level above 3rd.
Each zombie or skeleton must come from a differ-
ent corpse or pile of bones.

or

» You animate undead creatures with a higher CR.
8th level slot: 2 ghouls and 1 ghast.
9th level slot: 4 zombies and 1 wight, or 4 skele-
tons and 1 mummy.



[ANIMATE OBJECTS

5th level transmutation

Casting Time: 1 action

Range: 120 feet

Components: V, S

Duration: Concentration, up to 1 minute

Objects come to life at your command. Choose
up to ten nonmagical objects within range that are
not being worn or carried. Medium targets count as
two objects, Large targets count as four objects, Huge
targets count as eight objects. You can’t animate any
object larger than Huge. Each target animates and
becomes a creature under your control until the spell
ends or until reduced to 0 hit points.

As a bonus action, you can mentally command
any creature you made with this spell if the creature is
within 500 feet of you (if you control multiple crea-
tures, you can command any or all of them at the
same time, issuing the same command to each one).
You decide what action the creature will take and
where it will move during its next turn, or you can is-
sue a general command, such as to guard a particular
chamber or corridor. If you issue no commands, the
creature only defends itself against hostile creatures.
Once given an order, the creature continues to follow
it until its task is complete.

Animated Object Statistics

Size HP | AC [Str | Dex | Attack

Tiny 20 (18 |4 18 | +8to hit, 1d4+4
damage

Small 25 |16 |6 |14 |+6tohit, 1d8+2
damage

Medium (40 (13 |10 |12 |+5to hit, 2d6+1
damage

Large 50 |10 |14 |10 [+6 to hit,2d10+2
damage

Huge 80 |10 |18 |6 +8 to hit, 2d12+4
damage

An animated object is a construct with AC, hit
points, attacks, Strength, and Dexterity determined by
its size. Its Constitution is 10 and its Intelligence and
Wisdom are 3, and its Charisma is 1. Its speed is 30
feet; if the object lacks legs or other appendages it can
use for locomotion, it instead has a flying speed of 30
feet and can hover. If the object is securely attached

to a surface or a larger object, such as a chain bolted
to a wall, its speed is 0. It has blindsight with a radius
of 30 feet and is blind beyond that distance. When
the animated object drops to 0 hit points, it reverts to
its original object form, and any remaining damage
carries over to its original object form.

If you command an object to attack, it can make
a single melee attack against a creature within 5 feet
of it. It makes a slam attack with an attack bonus and
bludgeoning damage determined by its size. The GM
might rule that a specific object inflicts slashing or
piercing damage based on its form.

AT MASTER LEVEL

When you cast this spell using a spell slot of 6th or
7th level, choose 1 option:
 You can animate two additional objects for each
slot level above 5th.
or
o The duration of the spell increases by 1 minute for
each slot level above 5th.
or
 Each animated object gains 1 hp for each slot level
above 5th.

AT EPIC LEVEL

When you cast this spell using a spell slot of 8th or
9th level, choose 1 option:
» You can animate two additional objects for each
slot level above 5th.
or
 The duration of the spell increases by 1 minute for
each slot level above 5th.
or
« Each animated object gains 2 hp for each slot level
above 5th.

In addition, you can choose to target a Gargantuan
object. Gargantuan targets count as ten objects.

Gargantuan Animated Object Statistics
Size |HP | AC |Str | Dex | Attack

Gargantuan | 120 (14 |22 |10 [+10 to hit,
3d10+4
damage



[ANTILIFE SHELL

] [ANTIMAGIC FIELD

5th level abjuration

Casting Time: 1 action

Range: Self (10 foot radius)
Components: V, S

Duration: Concentration, up to 1 hour

A shimmering barrier extends out from you in a
10-foot radius and moves with you, remaining cen-
tered on you and hedging out creatures other than un-
dead and constructs. The barrier lasts for the duration.

The barrier prevents an affected creature from pass-
ing or reaching through. An affected creature can cast
spells or make attacks with ranged or reach weapons
through the barrier.

If you move so that an affected creature is forced to
pass through the barrier, the spell ends.

AT MASTER LEVEL

When you cast this spell using a spell slot of 6th or
7th level, choose 1 option:

o The spell radius expands 5 feet for each slot level
above 5th. Up to 3 friendly creatures that are with-
in the radius when you cast the spell are protected
by the barrier.

or

o The duration of the spell increases by 10 minutes
for each slot level above 5th.

or

o An affected creature that attempts to pass or reach
through the barrier must make a Dexterity saving
throw. On a failed save, a creature takes 1d6 force
damage for each slot level above 5th.

AT EPIC LEVEL

When you cast this spell using a spell slot of 8th or
9th level, choose 1 option:

o The spell radius expands 10 feet for each slot level
above 5th. Up to 6 friendly creatures that are with-
in the radius when you cast the spell are protected
by the barrier.
or

o The duration of the spell increases by 30 minutes
for each slot level above 5th.
or

o An affected creature that attempts to pass or reach
through the barrier must make a Dexterity saving
throw. On a failed save, a creature takes 1d8 force
damage for each slot level above 5th.

8th level abjuration

Casting Time: 1 action

Range: Self (10 foot radius sphere)

Components: V, S, M (a pinch of powdered iron or
iron filings)

Duration: Concentration, up to 1 hour

A 10-foot-radius invisible sphere of antimagic
surrounds you. This area is divorced from the magical
energy that suffuses the multiverse. Within the sphere,
spells can’t be cast, summoned creatures disappear,
and even magic items become mundane. Until the
spell ends, the sphere moves with you, centered on
you.

Spells and other magical effects, except those
created by an artifact or a deity, are suppressed in the
sphere and can’t protrude into it. A slot expended to
cast a suppressed spell is consumed. While an effect is
suppressed, it doesn't function, but the time it spends
suppressed counts against its duration.

Targeted Effects. Spells and other magical effects,
such as magic missile and charm person, that target a
creature or an object in the sphere have no effect on
that target.

Areas of Magic. The area of another spell or magi-
cal effect, such as fireball, can’t extend into the sphere.
If the sphere overlaps an area of magic, the part of the
area that is covered by the sphere is suppressed. For
example, the flames created by a wall of fire are sup-
pressed within the sphere, creating a gap in the wall if
the overlap is large enough.

Spells. Any active spell or other magical effect on a
creature or an object in the sphere is suppressed while
the creature or object is in it.

Magic Items. The properties and powers of magic
items are suppressed in the sphere. For example, a +1
longsword in the sphere functions as a nonmagical
longsword.

A magic weapon’s properties and powers are sup-
pressed if it is used against a target in the sphere or
wielded by an attacker in the sphere. If a magic weap-
on or a piece of magic ammunition fully leaves the
sphere (for example, if you fire a magic arrow or throw
a magic spear at a target outside the sphere), the magic
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of the item ceases to be suppressed as soon as it exits.

Magical Travel. Teleportation and planar travel
fail to work in the sphere, whether the sphere is the
destination or the departure point for such magical
travel. A portal to another location, world, or plane of
existence, as well as an opening to an extradimension-
al space such as that created by the rope trick spell,
temporarily closes while in the sphere.

Creatures and Objects. A creature or object sum-
moned or created by magic temporarily winks out
of existence in the sphere. Such a creature instantly
reappears once the space the creature occupied is no
longer within the sphere.

Dispel Magic. Spells and magical effects such as
dispel magic have no effect on the sphere. Likewise,
the spheres created by different antimagic field spells
don’t nullify each other.

AT EPIC LEVEL

When you cast this spell using a spell slot of 9th
level, choose 1 option:
o The radius of the sphere increases to 15 feet.
or
o The duration is up to 2 hours.
or
o A creature that attempts to pass or reach through
the shell must make a Dexterity saving throw. On
a failed save, a creature takes 4d6 force damage
and is pushed back 10 feet. On a successful save, a
creature takes half damage and isn’t pushed back.

[ANTI PATHY /| SYMPATHY

8th level enchantment

Casting Time: 1 hour

Range: 60 feet

Components: V, S, M (either a lump of alum soaked
in vinegar for the antipathy effect or a drop of honey
for the sympathy effect)

Duration: 10 days

This spell attracts or repels creatures of your choice.
You target something within range, either a Huge or
smaller object or creature or an area that is no larger
than a 200-foot cube. Then specify a kind of intelligent

creature, such as red dragons, goblins, or vampires.
You invest the target with an aura that either attracts
or repels the specified creatures for the duration.
Choose antipathy or sympathy as the aura’s effect.

Antipathy. The enchantment causes creatures of the
kind you designated to feel an intense urge to leave
the area and avoid the target. When such a creature
can see the target or comes within 60 feet of it, the
creature must succeed on a Wisdom saving throw or
become frightened. The creature remains frightened
while it can see the target or is within 60 feet of it.
While frightened by the target, the creature must use
its movement to move to the nearest safe spot from
which it can’t see the target. If the creature moves
more than 60 feet from the target and can’t see it, the
creature is no longer frightened, but the creature be-
comes frightened again if it regains sight of the target
or moves within 60 feet of it.

Sympathy. The enchantment causes the specified
creatures to feel an intense urge to approach the target
while within 60 feet of it or able to see it. When such
a creature can see the target or comes within 60 feet
of it, the creature must succeed on a Wisdom saving
throw or use its movement on each of its turns to en-
ter the area or move within reach of the target. When
the creature has done so, it can't willingly move away
from the target.

If the target damages or otherwise harms an affect-
ed creature, the affected creature can make a Wisdom
saving throw to end the effect, as described below.

Ending the Effect. If an affected creature ends its
turn while not within 60 feet of the target or able to
see it, the creature makes a Wisdom saving throw. On
a successful save, the creature is no longer affected by
the target and recognizes the feeling of repugnance or
attraction as magical. In addition, a creature affected
by the spell is allowed another Wisdom saving throw
every 24 hours while the spell persists.

A creature that successfully saves against this effect
is immune to it for 1 minute, after which time it can
be affected again.



AT EPIC LEVEL

When you cast this spell using a spell slot of 9th
level, choose 1 option:
o The range increases to 90 feet.
or
o The duration increases to 15 days.
or
« An affected creature suffers a -2 penalty to its
Wisdom saving throws to resist or end the spell’s
effect.

[ARCANE EYE

4th level divination

Casting Time: 1 action

Range: 30 feet

Components: V, S, M (a bit of bat fur)
Duration: Concentration, up to 1 minute

You create an invisible, magical eye within range
that hovers in the air for the duration.

You mentally receive visual information from the
eye, which has normal vision and darkvision out to
30 feet. The eye can look in every direction.

As an action, you can move the eye up to 30 feet in
any direction. There is no limit to how far away from
you the eye can move, but it can’t enter another plane
of existence. A solid barrier blocks the eye’s move-
ment, but the eye can pass through an opening as
small as 1 inch in diameter.

AT MASTER LEVEL

When you cast this spell using a spell slot of 5th-
7th level, choose 1 option:
« The range increases by 5 feet for each slot level
above 4th.
or
o The duration increases by 30 seconds for each slot
level above 4th.
or
o The eye’s vision and darkvision range increases by
5 feet for each slot level above 4th.

AT EPIC LEVEL

When you cast this spell using a spell slot of 8th
or 9th level, you can move the eye as a bonus action.
Also, choose 1 option:

« The range increases by 10 feet for each slot level
above 4th.
or
o The duration increases by 1 minute for each slot
level above 4th.
or
o The eye can see up to 30 feet into the ethereal
plane, and the eye’s vision and darkvision range
increases by 5 feet for each slot level above 4th.

[ARCANE HAND

5th level evocation

Casting Time: 1 action

Range: 120 feet

Components: V, S, M (an eggshell and a snakeskin
glove)

Duration: Concentration, up to 1 minute

You create a Large hand of shimmering, translucent
force in an unoccupied space that you can see within
range. The hand lasts for the spell’s duration, and it
moves at your command, mimicking the movements
of your own hand.

The hand is an object that has AC 20 and hit points
equal to your hit point maximum. If it drops to 0 hit
points, the spell ends. It has a Strength of 26 (+8) and
a Dexterity of 10 (+0). The hand doesn't fill its space.

()



When you cast the spell and as a bonus action on
your subsequent turns, you can move the hand up to
60 feet and then cause one of the following effects with
it.

Clenched Fist. The hand strikes one creature or
object within 5 feet of it. Make a melee spell attack
for the hand using your game statistics. On a hit, the
target takes 4d8 force damage.

Forceful Hand. The hand attempts to push a crea-
ture within 5 feet of it in a direction you choose. Make
a check with the hand’s Strength contested by the
Strength (Athletics) check of the target. If the target
is Medium or smaller, you have advantage on the
check. If you succeed, the hand pushes the target up
to 5 feet plus a number of feet equal to five times your
spellcasting ability modifier. The hand moves with the
target to remain within 5 feet of it.

Grasping Hand. The hand attempts to grapple a
Huge or smaller creature within 5 feet of it. You use
the hand’s Strength score to resolve the grapple. If
the target is Medium or smaller, you have advantage
on the check. While the hand is grappling the target,
you can use a bonus action to have the hand crush it.
When you do so, the target takes bludgeoning damage
equal to 2d6 + your spellcasting ability modifier.

Interposing Hand. The hand interposes itself
between you and a creature you choose until you
give the hand a different command. The hand moves
to stay between you and the target, providing you
with half cover against the target. The target can’t
move through the hand’s space if its Strength score
is less than or equal to the hand’s Strength score. If
its Strength score is higher than the hand’s Strength
score, the target can move toward you through the
hand’s space, but that space is difficult terrain for the
target.

AT MASTER LEVEL

When you cast this spell using a spell slot of 6th or
7th level, choose 1 option:

o The damage from the clenched fist option increas-
es by 2d8 and the damage from the grasping hand
increases by 2d6 for each slot level above 5th.

or

« The range increases by 20 feet for each slot level

above 5th.

AT EPIC LEVEL

When you cast this spell using a spell slot of 8th or
9th level, the hand has AC 22, a Strength of 28 (+9)
and a Dexterity of 15 (+2). Choose 1 option:

» The damage from the clenched fist option increas-
es by 2d8 and the damage from the grasping hand
increases by 2d6 for each slot level above 5th.

or

o The range increases by 20 feet for each slot level
above 5th.

or

» Add the Wielding Hand effect as one of the spell
effects options:

Wielding Hand. The arcane hand wields a melee
weapon that you can wield one-handed (one with
the finesse, light, or versatile property). As a bonus
action, the hand makes a melee attack against one
creature or object within 5 feet of it. Roll a melee
attack for the weapon using your game statistics,
with a +1 bonus for each slot level above 5th.

[ARCANE LLOCK

2nd level abjuration

Casting Time: 1 action

Range: Touch

Components: V, S, M (gold dust worth at least 25 gp,
which the spell consumes)

Duration: Until dispelled

You touch a closed door, window, gate, chest, or
other entryway, and it becomes locked for the dura-
tion. You and the creatures you designate when you
cast this spell can open the object normally. You can
also set a password that, when spoken within 5 feet of
the object, suppresses this spell for 1 minute. Other-
wise, it is impassable until it is broken or the spell is
dispelled or suppressed. Casting knock on the object



suppresses arcane lock for 10 minutes.

While affected by this spell, the object is more difh-
cult to break or force open; the DC to break it or pick
any locks on it increases by 10.

AT HIGHER LEVELS

When you cast this spell using a spell slot of 3rd or
4th level, the DC to break an object or pick any locks
on it increases by 10 and 1 for each slot level above
2nd.

AT MASTER LEVEL

When you cast this spell using a spell slot of 5th-
7th level, the DC to break an object or pick any locks
on it increases by 10 and 1 for each slot level above
2nd. Also, choose 1 option:

o A creature that attempts to break or pick the lock
must make a Dexterity saving throw. On a failed
save, it takes 1d4 force damage for each slot level.

or

« When a creature attempts to break or pick the
lock, you receive a mental alert if you are within
1 mile of the lock, plus 1 mile for each slot level
above 2nd.

AT EPIC LEVEL

When you cast this spell using a spell slot of 8th or
9th level, the DC to break an object or pick any locks
on it increases by 10 and 1 for each slot level above
2nd. Also, choose 1 option:

o A creature that attempts to break or pick the lock
must make a Dexterity saving throw. On a failed
save, it takes 1d6 force damage for each slot level.

or

o When a creature attempts to break or pick the
lock, you receive a mental alert if you are within
5 miles of the lock, plus 5 miles for each slot level
above 2nd.

[ARCANE SWORD

7th level evocation

Casting Time: 1 action

Range: 60 feet

Components: V, S, M (a miniature platinum sword
with a grip and pommel of copper and zinc, worth 250

gp)
Duration: Concentration, up to 1 minute

You create a sword-shaped plane of force that hov-
ers within range. It lasts for the duration.

When the sword appears, you make a melee spell
attack against a target of your choice within 5 feet of
the sword. On a hit, the target takes 3d10 force dam-
age. Until the spell ends, you can use a bonus action
on each of your turns to move the sword up to 20 feet
to a spot you can see and repeat this attack against the
same target or a different one.

AT EPIC LEVEL

When you cast this spell using a spell slot of 8th or
9th level, choose 1 option:

o The damage from the sword increases by 1d10 for

each slot level above 7th.
or

o The spell range increases by 15 feet for each slot
level above 7th, and you can move the sword 5
additional feet for each slot level above 7th.



[ARCANIST’S MAGIC AURA

2nd level illusion

Casting Time: 1 action

Range: Touch

Components: V, S, M (a small square of silk)
Duration: 24 hours

You place an illusion on a creature or an object you
touch so that divination spells reveal false informa-
tion about it. The target can be a willing creature or
an object that isn’t being carried or worn by another
creature.

When you cast the spell, choose one or both of the
following effects. The effect lasts for the duration. If
you cast this spell on the same creature or object every
day for 30 days, placing the same effect on it each
time, the illusion lasts until it is dispelled.

False Aura. You change the way the target appears
to spells and magical effects, such as detect magic, that
detect magical auras. You can make a nonmagical
object appear magical, a magical object appear non-
magical, or change the object’s magical aura so that
it appears to belong to a specific school of magic that
you choose. When you use this effect on an object,
you can make the false magic apparent to any creature
that handles the item.

Mask. You change the way the target appears to
spells and magical effects that detect creature types,
such as a paladin’s Divine Sense or the trigger of a
symbol spell. You choose a creature type and other
spells and magical effects treat the target as if it were a
creature of that type or of that alignment.

AT HIGHER LEVELS.

When you cast this spell using a spell slot of 3rd or
4th level, the duration increases by 12 hours for each
slot level above 2nd.

AT MASTER LEVEL

When you cast this spell using a spell slot of 5th-
7th level, the casting time becomes 1 action and the
duration increases by 12 hours for each slot level
above 2nd.

AT EPIC LEVEL

When you cast this spell using a spell slot of 8th
or 9th level, the casting time is 1 action. The duration
increases by 12 hours for each slot level above 2nd and
24 hours for each slot level above 7th. If you cast this
spell at epic level on the same creature or object every
day for 7 days, placing the same effect on it each time,
the illusion lasts until it is dispelled.

[ASTRAL PROJECTION

9th level necromancy

Casting Time: 1 hour

Range: 10 feet

Components: V, S, M (for each creature you affect
with this spell, you must provide one jacinth worth

at least 1,000 gp and one ornately carved bar of silver
worth at least 100 gp, all of which the spell consumes)
Duration: Special

You and up to eight willing creatures within range
project your astral bodies into the Astral Plane (the
spell fails and the casting is wasted if you are already
on that plane). The material body you leave behind is
unconscious and in a state of suspended animation; it
doesn’t need food or air and doesn’t age.

Your astral body resembles your mortal form in
almost every way, replicating your game statistics and
possessions. The principal difference is the addition of
a silvery cord that extends from between your shoul-
der blades and trails behind you, fading to invisibility
after 1 foot. This cord is your tether to your material
body. As long as the tether remains intact, you can
find your way home. If the cord is cut—something
that can happen only when an effect specifically states
that it does—your soul and body are separated, killing
you instantly.

Your astral form can freely travel through the As-
tral Plane and can pass through portals there leading
to any other plane. If you enter a new plane or return
to the plane you were on when casting this spell, your
body and possessions are transported along the silver
cord, allowing you to re-enter your body as you enter
the new plane. Your astral form is a separate incarna-
tion. Any damage or other effects that apply to it have
no effect on your physical body, nor do they persist
when you return to it.

The spell ends for you and your companions when
you use your action to dismiss it. When the spell ends,



the affected creature returns to its physical body, and The spell doesn't take into account any possible

it awakens. circumstances that might change the outcome, such as
The spell might also end early for you or one of the casting of additional spells or the loss or gain of a
your companions. A successful dispel magic spell used  companion.
against an astral or physical body ends the spell for If you cast the spell two or more times before
that creature. If a creature’s original body or its astral completing your next long rest, there is a cuamulative
form drops to 0 hit points, the spell ends for that crea- 25 percent chance for each casting after the first that
ture. If the spell ends and the silver cord is intact, the you get a random reading. The GM makes this roll in
cord pulls the creature’s astral form back to its body, secret.
ending its state of suspended animation.
If you are returned to your body prematurely, your AT HIGHER LEVELS

companions remain in their astral forms and must
find their own way back to their bodies, usually by
dropping to 0 hit points.

When you cast this spell using a spell slot of 3rd
level or higher, you can receive an omen about a
course of action beyond the next 30 minutes. The time

_ increases by 5 minutes for each slot level above 2nd.

When you cast this spell using a 9th level spell slot,

you can overcast it with the following drawbacks: { AWAKEN

o The casting time increases to 2 hours.

+ You must also expend one 2nd level spell slot or Sth level transmutation

two 1st spell slots. Casting Time: 8 hours
 The material components require one jacinth Range: Touch feet
worth at least 1,500 gp and one ornately carved Components: V, S, M (an agate worth at least 1,000
bar of silver worth at least 150 gp. gp, which the spell consumes)
Duration: Instantaneous
Overcasting this spell lets you target eight willing After spending the casting time tracing magical

creatures plus a number of creatures equal to your pathways within a precious gemstone, you touch a
proficiency bonus. Huge or smaller beast or plant. The target must have

either no Intelligence score or an Intelligence of 3 or
less. The target gains an Intelligence of 10. The target
[AUGURY } also gains the ability to speak one language you know.
If the target is a plant, it gains the ability to move its
limbs, roots, vines, creepers, and so forth, and it gains
senses similar to a humans. Your GM chooses statis-
tics appropriate for the awakened plant, such as the
statistics for the awakened shrub or the awakened tree.
The awakened beast or plant is charmed by you for
30 days or until you or your companions do anything

2nd level divination (ritual)

Casting Time: 1 minute

Range: Self

Components: V, S, M (specially marked sticks, bones,
or similar tokens worth at least 25 gp)

Duration: Instantaneous

By casting gem-inlaid sticks, rolling dragon bones, harmful to it. When the charmed condition ends, the
laying out ornate cards, or employing some other di- awakened creature chooses whether to remain friend-
vining tool, you receive an omen from an otherworld-  ly to you, based on how you treated it while it was

ly entity about the results of a specific course of action ~ charmed.
that you plan to take within the next 30 minutes. The
GM chooses from the following possible omens:
Weal, for good results
Woe, for bad results
Weal and woe, for both good and bad results
Nothing, for results that aren’t especially good or
bad



AT M ASTER LEVEL

When you cast this spell using a spell slot of 6th or
7th level, choose 1 option:
» The awakened beast or plant is charmed by you for
an additional 5 days for each slot level above 5th.
or
o The target gains an Intelligence of 10, plus 1 for
each slot level above 5th.

AT EPIC LEVEL

When you cast this spell using a spell slot of 8th
or 9th level, the casting time is 4 hours instead of 8.
Choose 1 option:
o The awakened beast or plant is charmed by you for
an additional 7 days for each slot level above 5th
or
o The target gains an Intelligence of 12, plus 1 for
each slot level above 5th.
or
 You can awaken 1 Small or Tiny beast or plant for
each slot level above 5th.

WANTED: NEW SPELLS

Do you have an idea for a spell with
upcasting options? Send your concept to
info@arcadian.tv

If we use your ideas in the Upcasting
book, you will be credited as a spell creator
and will receive a free PDF of the complet-
ed work.





