ETHEREALNESS

FORCECAGE

FINGER OF DEATH

CASTING TIME
1 action

RANGE
Self

CASTING TIME RANGE
1 action 100 feet

CASTING TIME
1 action

RANGE
60 feet

COMPONENTS

DURATION
Up to 8 hours

COMPONENTS DURATION
V, S, M 1 hour

doso.

the plan you originated from.

When the spell ends, you immediately return to the plane you
originated from in the spot you currently occupy. 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 Levels: When you cast this spell using a spell slot of
8th level or higher, you can target up to three willing creatures

Warlock

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 plan you
originated from, but everything there looks gray, and you can't
see anything more than 60 feet away.

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

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

7th Transmutation

ruby dust worth 1,500 gp

An immobile, invisible, cube-shaped prison
composed of magical force springs into existence
around an area you choose within range. The
prison can be a cage or a solid box as you
choose.

A prison in the shape of a cage can be up to 20
feet on a side and is made from 1/2-inch diameter
bars spaced 1/2 inch apart.

A prison in the shape of a box can be up to 10 feet
on a side, creating a solid barrier that prevents any
matter from passing throu%h it and blocking any
spells cast into or out of the area. .

When you cast the spell, any creature that is
completely inside the cage's area is trapped.
Creatures onIY par‘(iaII¥| within the area, or those
too large to fit inside the area, are pushed away
from the center of the area until they are
completely outside the area.

A creature inside the cage can't leave it by
nonmagical means. If the creature tries to'use
teleportation or interplanar travel to leave the cage,
it must first make a Charisma saving throw. On a
success, the creature can use that magic to exit
the cage. On a failure, the creature can't exit the
cage and wastes the use of the spell or effect. The

Warlock

PLANE SHIFT

7th Evocation

COMPONENTS

DURATION
Instantaneous

You send negative energy coursing through
a creature that you can see within range,
causing it searing pain. The target must make
a Constitution saving throw. It takes 7d8+30
necrotic damage on a failed save, or half as
much damage on a successful one.

A humanoid killed by this spell rises at the
start of your next turn as a zombie that is
permanently under your command, following
your verbal orders to the best of its ability.

Warlock

CASTING TIME RANGE
1 action Touch

COMPONENTS DURATION
V, S, M Instantaneous

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,
ou might arrive in its Street of Steel, before its
ate of Ashes, or looking at the city from across
the Sea of Fire, at the DM's discretion.
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. Choose 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 the save, it is
transported to a random location on the plane of
existence you specify. A creature so transported

Warlock

7th Conjuration

7th Necromancy




