
Banishing Smite
5th-level abjuration

1 bonus action

Concentration, up to 1 minute

Self

V

The next time you hit a creature with a weapon attack
before this spell ends, your weapon crackles with force,
and the attack deals an extra 5d10 force damage to the
target. Additionally, if this attack reduces the target to 50 hit
points or fewer, you banish it. If the target is native to a
different plane of existence than the one you're on, the
target disappears, returning to its home plane. If the target
is native to the plane you're on, the creature vanishes into a
harmless demiplane. While there, the target is
incapacitated. It remains there until the spell ends, at which
point the target reappears in the space it left or in the
nearest unoccupied space if that space is occupied.

Circle of Power
5th-level abjuration

1 action

Concentration, up to 10 minutes

Self (30-foot radius)

V

Divine energy radiates from you, distorting and diffusing
magical energy within 30 feet of you. Until the spell ends,
the sphere moves with you, centered on you. For the
duration, each friendly creature in the area (including you)
has advantage on saving throws against spells and other
magical effects. Additionally, when an affected creature
succeeds on a saving throw made against a spell or
magical effect that allows it to make a saving throw to take
only half damage, it instead takes no damage if it succeeds
on the saving throw.

Destructive Wave
5th-level evocation

1 action

Instantaneous

Self (30-foot radius)

V

You strike the ground, creating a burst of divine energy that
ripples outward from you. Each creature you choose within
30 feet of you must succeed on a Constitution saving throw
or take 5d6 thunder damage, as well as 5d6 radiant or
necrotic damage (your choice), and be knocked prone. A
creature that succeeds on its saving throw takes half as
much damage and isn't knocked prone.

Dispel Evil and Good
5th-level abjuration

1 action

Concentration, up to 1 minute

Self

V, S, M (holy water or powdered silver and iron)

Shimmering energy surrounds and protects you from fey,
undead, and creatures originating from beyond the Material
Plane. For the duration, celestials, elementals, fey, fiends,
and undead have disadvantage on attack rolls against you. 
 
You can end the spell early by using either of the following
special functions.  
 

Dispel Evil and Good
5th-level abjuration

Break Enchantment: As your action, you touch a creature
you can reach that is charmed, frightened, or possessed
by a celestial, an elemental, a fey, a fiend, or an undead.
The creature you touch is no longer charmed, frightened, or
possessed by such creatures.  
 
Dismissal: As your action, make a melee spell attack
against a celestial, an elemental, a fey, a fiend, or an
undead you can reach. On a hit, you attempt to drive the
creature back to its home plane. The creature must
succeed on a Charisma saving throw or be sent back to its
home plane (if it isn't there already). If they aren't on their
home plane, undead are sent to the Shadowfell, and fey
are sent to the Feywild.

Geas
5th-level enchantment

1 minute

30 days

60 feet

V

You place a magical command on a creature that you can
see within range, forcing it to carry out some service or
refrain from some action or course of activity as you decide.
If the creature can understand you, it must succeed on a
Wisdom saving throw or become charmed by you for the
duration. While the creature is charmed by you, it takes
5d10 psychic damage each time it acts in a manner
directly counter to your instructions, but no more than once
each day. A creature that can't understand you is
unaffected by the spell. 
 

Geas
5th-level enchantment

You can issue any command you choose, short of an
activity that would result in certain death. Should you issue
a suicidal command, the spell ends. 
 
You can end the spell early by using an action to dismiss it.
A "remove curse (lvl 3)", "greater restoration (lvl 5)", or "wish
(lvl 9)" spell also ends it. 
 
At higher level: When you cast this spell using a spell slot of
7th or 8th level, the duration is 1 year. When you cast this
spell using a spell slot of 9th level, the spell lasts until it is
ended by one of the spells mentioned above.

Raise Dead
5th-level necromancy

1 hour

Instantaneous

Touch

V, S, M (a diamond worth at least 500 gp, which the
spell consumes)

You return a dead creature you touch to life, provided that it
has been dead no longer than 10 days. If the creature's
soul is both willing and at liberty to rejoin the body, the
creature returns to life with 1 hit point. 
 
This spell also neutralizes any poisons and cures
nonmagical diseases that affected the creature at the time
it died. This spell doesn't, however, remove magical
diseases, curses, or similar effects; if these aren't first
removed prior to casting the spell, they take effect when
the creature returns to life. The spell can’t return an undead
creature to life. 

Raise Dead
5th-level necromancy

This spell closes all mortal wounds, but it doesn't restore
missing body parts. If the creature is lacking body parts or
organs integral for its survival—its head, for instance—the
spell automatically fails. 
 
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.




