Banishment

Banishment

Blight

4th-level abjuration

4th-level abjuration

4th-level necromancy

1 action
Concentration, up to 1 minute
60 feet

V, S, M (an item distasteful to the target)

If the target is native to a different plane of existance than
the one you're on, the target is banished with a faint
popping noise, returning to its home plane. If the spell ends
before 1 minute has passed, the target reappears in the
space it left or in the nearest unoccupied space if that
space is occupied. Otherwise, the target doesn't return.
At higher level: When you cast this spell using a spell slot of
5th level or higher, you can target one additional creature

1 action
Instantaneous
30 feet

V, S

for each slot level above 4th.
You attempt to send one creature that you can see within
range to another plane of existence. The target must
succeed on a Charisma saving throw or be banished.

Necromantic energy washes over a creature of your choice
that you can see within range, draining moisture and vitality
from it. The target must make a Constitution saving throw.

If the target is native to the plane of existance you're on,

The target takes 8d8 necrotic damage on a failed save, or
half as much damage on a successful one. The spell has

you banish the target to a harmless demiplane. While there,
the target is incapacitated. The target remains there until
the spell ends, at which point the target reappears in the

no effect on undead or constructs.

space it left or in the nearest unoccupied space if that
space is occupied.

the saving throw with disadvantage, and the spell deals
maximum damage to it.

If you target a plant creature or a magical plant, it makes

Blight

Dimension Door

Dimension Door

4th-level necromancy

4th-level conjuration

4th-level conjuration

If you target a nonmagical plant that isn't a creature, such
as a tree or shrub, it doesn't make a saving throw; it simply
withers and dies.

If you would arrive in a place already occupied by an
object or a creature, you and any creature travelling with
you each take 4d6 force damage, and the spell fails to
teleport you.

1 action
Instantaneous

At higher level: When you cast this spell using a spell slot of
5th level of higher, the damage increases by 1d8 for each
slot level above 4th.

500 feet

V

You teleport yourself from your current location to any other
spot within range. You arrive at exactly the spot desired. It
can be a place you can see, one you can visualise, or one
you can describe by stating distance and direction, such
as "200 feet straight downward" or "upward to the northwest
at a 45-degree angle, 300 feet."
You can bring along objects as long as their weight doesn't
exceed what you can carry. You can also bring one willing
creature of your size or smaller who is carrying gear up to
its carrying capacity. The creature must be within 5 feet of
you when you cast this spell.

Hallucinatory Terrain

Hallucinatory Terrain

Elemental Bane

4th-level illusion

4th-level illusion

4th-level transmutation

10 minutes
24 hours
300 feet

V, S, M (a stone, a twig, and a bit of green plant)

You make natural terrain in a 150-foot cube in range look,
sound, and smell like some other sort of natural terrain.
Thus, open fields or a road can be made to resemble a
swamp, hill, crevasse, or some other difficult or impassable
terrain. A pond can be made to seem like a grassy
meadow, a precipice like a gentle slope, or a rock-strewn
gully like a wide and smooth road. Manufactured
structures, equipment, and creatures within the area aren’t
changed in appearance.

The tactile characteristics of the terrain are unchanged, so
creatures entering the area are likely to see through the
illusion. If the difference isn’t obvious by touch, a creature
carefully examining the illusion can attempt an Intelligence
(Investigation) check against your spell save DC to
disbelieve it. A creature who discerns the illusion for what it
is, sees it as a vague image superimposed on the terrain.

1 action
Concentration, up to 1 minute
90 feet

V, S

Choose one creature you can see within range, and choose
one of the following damage types: acid, cold, fire,
lightning, or thunder. The target must succeed on a
Constitution saving throw or be affected by the spell for its
duration. The first time each turn the affected target takes
damage of the chosen type, the target takes an extra 2d6
damage of that type. Moreover, the target loses any
resistance to that damage type until the spell ends.

Elemental Bane
4th-level transmutation
At higher level: When you cast this spell using a spell slot of
5th level or higher, you can target one additional creature
for each slot level above 4th. The creatures must be within
30 feet of each other when you target them.

