Contact Other Plane

Sth-level divination (ritual)

@ 1 minute
m 1 minute
V&* Self

WV

You mentally contact a demigod, the spirit of a long-
dead sage, or some other mysterious entity from another
plane. Contacting this extraplanar intelligence can strain
or even break your mind. When you cast this spell, make
a DC 15 Intelligence saving throw. On a failure, you
take 6d6 psychic damage and are insane until you finish
a long rest. While insane, you can't take actions, can't
understand what other creatures say, can't read, and

speak only in gibberish.

Dream

Sth-level illusion

If the target is asleep, the messenger appears in the
target's dreams and can converse with the target as long
as it remains asleep, through the duration of the spell.
The messenger can also shape the environment of the
dream, creating landscapes, objects, and other images.
The messenger can emerge from the trance at any time,
ending the effect of the spell early. The target recalls the
dream perfectly upon waking. If the target is awake
when you cast the spell, the messenger knows it, and can
either end the trance (and the spell) or wait for the target
to fall asleep, at which point the messenger appears in

the target's dreams.

Hold Monster

Sth-level enchantment

At higher level: When you cast this spell using a spell
slot of 6th level or higher, you can target one additional
creature for each slot level above Sth. The creatures must
be within 30 feet of each other when you target them.

Contact Other Plane

Sth-level divination (ritual)

A greater restoration spell cast on you ends this effect.

On a successful save, you can ask the entity up to five
questions. You must ask your questions before the spell
ends. The DM answers each question with one word,
such as "yes," "no," "maybe," "never," "irrelevant," or
"unclear" (if the entity doesn't know the answer to the
question). If a one-word answer would be misleading,
the DM might instead offer a short phrase as an answer.

Dream

Sth-level illusion

You can make the messenger appear monstrous and
terrifying to the target. If you do, the messenger can
deliver a message of no more than ten words and then
the target must make a Wisdom saving throw. On a
failed save, echoes of the phantasmal monstrosity spawn
a nightmare that lasts the duration of the target's sleep
and prevents the target from gaining any benefit from
that rest. In addition, when the target wakes up, it takes

3d6 psychic damage.

If you have a body part, lock of hair, clipping from a
nail, or similar portion of the target's body, the target

makes its saving throw with disadvantage.

Scrying

Sth-level divination

10 minutes

@

Concentration, up to 10 minutes

Self

'

V, S, M (a focus worth at least 1,000 gp, such as a crystal
ball, a silver mirror, or a font filled with holy water)

You can see and hear a particular creature you choose
that is on the same plane of existence as you. The target
must make a Wisdom saving throw, which is modified
by how well you know the target and the sort of physical
connection you have to it. If a target knows you're
casting this spell, it can fail the saving throw voluntarily

if it wants to be observed.

Dream

Sth-level illusion

@ 1 minute
m 8 hours
V&* Special

V, S, M (a handful of sand, a dab of ink, and a writing quill
plucked from a sleeping bird)

This spell shapes a creature's dreams. Choose a creature
known to you as the target of this spell. The target must
be on the same plane of existence as you. Creatures that
don't sleep, such as elves, can't be contacted by this
spell. You, or a willing creature you touch, enters a
trance state, acting as a messenger. While in the trance,
the messenger is aware of his or her surroundings, but

can't take actions or move.

Hold Monster

Sth-level enchantment

@ 1 action

Concentration, up to | minute

90 feet

w V, S, M (a small, straight piece of iron)

Choose a creature that you can see within range. The
target must succeed on a Wisdom saving throw or be
paralyzed for the duration. This spell has no effect on
undead. At the end of each of its turns, the target can
make another Wisdom saving throw. On a success, the

spell ends on the target.

Scrying

Sth-level divination

Save
Knowledge -
Modifier
Secondhand (you have heard of the i
target)
Firsthand (you have met the target) 0
Familiar (you know the target well) -5
; Save
Connection :
Modifier
Likeness or picture -2
Possession or garment -4
Body part, lock of hair, bit of nail, or 10

the like



Scrying

Sth-level divination

On a successful save, the target isn't affected, and you
can't use this spell against it again for 24 hours. On a
failed save, the spell creates an invisible sensor within
10 feet of the target. You can see and hear through the
sensor as if you were there. The sensor moves with the
target, remaining within 10 feet of it for the duration. A
creature that can see invisible objects sees the sensor as

a luminous orb about the size of your fist.

Instead of targeting a creature, you can choose a location
you have seen before as the target of this spell. When
you do, the sensor appears at that location and doesn’t
move.



