
Conjure Celestial
7th-level conjuration

1 minute

Concentration, up to 1 hour

90 feet

V, S

You summon a celestial of challenge rating 4 or lower,
which apperas in an unoccupied space that you can see
within range. The celestial disappears when it drops to 0
hit points or when the spell ends.

The celestial is friendly to you and your companions for
the duration. Roll initiative for the celestial, which has
its own turns.

Conjure Celestial
7th-level conjuration

It obeys any verbal commands that you issue to it (no
action required by you), as long as they don't violate its
alignment. If you don't issue any commands to the
celestial, it defends itself from hostile creatures but
otherwise takes no actions.

The DM has the celestial's statistics.

At higher level: When you cast this spell using a 9th-
level spell slot, you summon a celestial of challenge
rating 5 or lower.

Divine Word
7th-level evocation

1 bonus action

Instantaneous

30 feet

V

You utter a divine word, imbued with the power that
shaped the world at the dawn of creation. Choose any
number of creatures you can see within range. Each
creature that can hear you must make a Charisma saving
throw. On a failed save, a creature suffers an effect based
on its current hit points:

50 hit points or fewer: deafened for 1 minute

Divine Word
7th-level evocation

40 hit points or fewer: deafened and blinded for 10
minutes

30 hit points or fewer: blinded, deafened, and
stunned for 1 hour

20 hit points or fewer: killed instantly

Regardless of its current hit points, a celestial, an
elemental, a fey, or a fiend that fails its save is forced
back to its plane of origin (if it isn't there already) and
can't return to your current plane for 24 hours by any
means short of a wish spell.

Etherealness
7th-level transmutation

1 action

Up to 8 hours

Self

V, S

You step into the border regions of the Ethereal Plane, in
the area where it overlaps with your current plane. You
remain in the Border Ethereal for the duration or until
you use your action to dismiss the spell. During this
time, you can move in any direction. If you move up or
down, every foot of movement costs an extra foot. You
can see and hear the plane you originated from, but
everything there looks gray, and you can't see anything
more than 60 feet away.

Etherealness
7th-level transmutation

While on the Ethereal Plane, you can only affect and be
affected by other creatures on that plane. Creatures that
aren't on the Ethereal Plane can't perceive you and can't
interact with you, unless a special ability or magic has
given them the ability to do so.

You ignore all objects and effects that aren't on the
Ethereal Plane, allowing you to move through objects
you perceive on the plane you originated from.

When the spell ends, you immediately return to the plan
you originated from in the spot you currently occupy.

Etherealness
7th-level transmutation

If you occupy the same spot as a solid object or creature
when this happens, you are immediately shunted to the
nearest unoccupied space that you can occupy and take
force damage equal to twice the number of feet you are
moved.

This spell has no effect if you cast it while you are on
the Ethereal Plane or a plane that doesn't border it, such
as one of the Outer Planes.

At higher level: When you cast this spell using a spell
slot of 8th level or higher, you can target up to three
willing creatures (including you) for each slot level
above 7th. The creatures must be within 10 feet of you
when you cast the spell.

Fire Storm
7th-level evocation

1 action

Instantaneous

150 feet

V, S

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

Fire Storm
7th-level evocation

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.



Plane Shift
7th-level conjuration

1 action

Instantaneous

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.

Plane Shift
7th-level conjuration

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.

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.

Regenerate
7th-level transmutation

1 minute

1 hour

Touch

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.

Regenerate
7th-level transmutation

If you have the severed part and hold it to the stump, the
spell instantaneously causes the limb to knit to the
stump.

Resurrection
7th-level necromancy

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.

Resurrection
7th-level necromancy

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.

Casting this spell to restore life to a creature that has
been dead for one year or longer taxes you greatly.

Resurrection
7th-level necromancy

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.


