Gate Gate

9th-level conjuration 9th-level conjuration
@ 1 action Travel through the portal is possible only by moving
through its front. Anything that does so is instantly
transported to the other plane, appearing in the

unoccupied space nearest to the portal.

Concentration, up to 1 minute

60 feet
Deities and other planar rulers can prevent portals

created by this spell from opening in their presence or

anywhere within their domains.

w V, S, M (a diamond worth at least 5,000 gp)

You conjure a portal linking an unoccupied space you
can see whithin range to a precise location on a different
plane of existence. The portal is a circular opening,
which you can make 5 to 20 feet in diameter. You can

When you cast this spell, you can speak the name of a

work). If that creature is on a plane other than the one
you are on, the portal opens in the named creature's

orient the portal in any direction you choose. The portal : : e A
immediate vicinity and draws the creature through it to

lasts for the duration. § j
the nearest unoccupied space on your side of the portal.
The portal has a front and a back on each plane where it

appears.

Meteor Swarm

9th-level evocation

Meteor Swarm

9th-level evocation

The spell damages objects in the area and ignites
flammable objects that aren't being worn or carried.

@ 1 action
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Blazing orbs of fire plummet to the ground at four
different points you can see within range. Each creature
in a 40-foot-radius sphere centered on each point you
choose must make a Dexterity saving throw. The sphere
spreads around corners. A creature takes 20d6 fire
damage and 20d6 bludgeoning damage on a failed save,
or half as much damage on a successful one. A creature
in the area of more than one fiery burst is affected only

once.

Time Stop

9th-level transmutation

Time Stop

9th-level transmutation

In addition, the spell ends if you move to a place more
than 1,000 feet form the location where you cast it.

1 action
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You briefly stop the flow of time for everyone but
yourself. No time passes for other creatures, while you
take 1d4 + 1 turns in a row, during which you can use

actions and move as normal.

This spell ends if one of the actions you use during this
period, or any effects that you create during this period,
affects a creature other than you or an object being worn

or carried by someone other than you.

specific creature (a pseudonym, title or nickname doesn't

Gate

9th-level conjuration

You gain no special power over the creature, and it is
free to act as the DM deems appropriate. It might leave,

attack you or help you.

Power Word Kill

9th-level enchantment

@ 1 action

Instantaneous

Vo 60 feet
S
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You utter a word of power that can compel one creature
you can see within range to die instantly. If the creature

you choose has 100 hit points or fewer, it dies.

Otherwise, the spell has no effect.

Wish

9th-level conjuration

1 action
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Wish is the mightiest spell a mortal creature can cast. By
simply speaking aloud, you can alter the very
foundations of reality in accord with your desires.

The basic use of this spell is to duplicate any other spell
of 8th level or lower. You don't need to meet any
requirements in that spell, including costly components.

The spell simply takes effect.



Wish

9th-level conjuration

e You create one object of up to 25,000 gp in value
that isn't a magic item. The object can be no more
than 300 feet in any dimension, and it appears in an

unoccupied space you can see on the ground.

e You allow up to twenty creatures that you can see
to regain all hit points, and you end all effects on
them described in the greater restoration spell.

o You grant up to ten creatures that you can see
resistance to a damage type you choose.

Wish

9th-level conjuration

After enduring that stress, each time you cast a spell
until you finish a long rest, you take 1d10 necrotic
damage per level of that spell. This damage can't be
reduced or prevented in any way. In addition, you
Strength drops to 3 if it isn't 3 or lower already, for 2d4
days. For each of those days that you spend resting and
doing nothing more than light activity, your remaining
recovery time decreases by 2 days. Finally, there is a 33
percent chance that you are unable to cast wish ever
again if you suffer this stress.

Wish

9th-level conjuration

e You grant up to ten creatures you can see immunity
to a single spell or other magical effect for 8 hours.
For instance, you could make yourself and all your

companions immune to a lich's life drain attack.

¢ You undo a single recent event by forcing a reroll
of any roll made within the last round (including
your last turn). Reality reshapes itself to
accomodate the new result. For example, a wish
spell could undo an opponent's successful save, a
foe's critical hit, or a friend's failed save. You can
force the reroll to be made with advantage or
disadvantage, and you can choose whether to use
the reroll or the original roll.

You might be able to achieve something beyond the
scope of the above examples. State your wish to the DM

as precisely as possible.

Wish

9th-level conjuration

The DM has great latitude in ruling what occurs in such
an instance; the greater the wish, the greater the
likelihood that something goes wrong. This spell might
simply fail, the effect you desire might only be partly
achieved, or you might suffer some unforeseen
consequence as a result of how you worded the wish.
For example, wishing that a villain were dead might
propel you forward in time to a period when that villain
is no longer alive, effectively removing you from the
game. Similarly, wishing for a legendary magic item or
artifact might instantly transport you to the presence of

the item's current owner.

The stress of casting this spell to produce any effect
other than duplicating another spell weakens you.



