
Spells (6th): The Treantmonk Variant
Arcane Gate
6th level conjuration

Casting Time: 1 action

Range: 500 feet

Components: V, S

Duration: Concentration 10 minutes

You create linked teleportation portals that remain open for

the duration. Choose two points on the ground within range,

one point within 10 feet of you and one point within 500 feet

of you. A circular portal, 10 feet in diameter, opens over each

point. If the portal would open in a space occupied by a

creature or an object, the spell fails, and the casting is lost.

The portals are two-dimensional glowing rings filled with

mist, hovering inches from the ground and perpendicular to it

at the points you choose. A ring is visible only from one side

(your choice), which is the side that functions as a portal.

Any creature or object entering the portal exits from the

other portal as if the two were adjacent to each other; passing

through a portal from the nonportal side has no effect. If the

creature or object would arrive in a place already occupied by

an object or a creature, then they are unable to pass through

the portal as long as the obstruction lasts. The mist that fills

each portal is opaque and blocks vision through it. On your

turn, you can rotate the rings as a bonus action so that the

active side faces in a different direction.

Circle of Death
6th level necromancy

Casting Time: 1 action

Range: 150 feet

Components: V, S, M*

Duration: Instantaneous

A sphere of negative energy ripples out in a 60-foot- radius

sphere from a point within range. Each creature in that area

must make a Constitution saving throw. A target takes 12d6

necrotic damage on a failed save, or half as much damage on

a successful one.

At Higher Levels. When you cast this spell using a spell

slot of 7th level or higher, the damage increases by 2d6 for

each slot level above 6th.

-* (the powder of a crushed black pearl worth at least 500

gp)

Drawmij's Instant Summons
6th level conjuration

Casting Time: 1 minute (ritual)

Range: Touch

Components: V, S, M*

Duration: Until Dispelled

You touch an object weighing 10 pounds or less whose

longest dimension is 6 feet or less. The spell leaves an

invisible mark on its surface and invisibly inscribes the name

of the item on the gemstone you use as the material

component. Each time you cast this spell, you must use a

different gemstone.

At any time thereafter, you can use your action to speak the

item’s name and crush the gemstone. The item instantly

appears in your hand regardless of physical or planar

distances, and the spell ends.

If another creature is holding or carrying the item, crushing

the gemstone doesn’t transport the item to you, but instead

you learn who the creature possessing the object is and

roughly where that creature is located at that moment.

Dispel magic or a similar effect successfully applied to the

sapphire ends this spell’s effect.

-* (a gemstone worth at least 100 gp)

Find the Path
6th level divination

Casting Time: 1 minute

Range: self

Components: V, S, M*

Duration: 1 day

This spell allows you to find the shortest, most direct physical

route to a specific fixed location that you are familiar with on

the same plane of existence. If you name a destination on

another plane of existence, a destination that moves (such as

a mobile fortress), or a destination that isn't specific (such as

"a green dragon's lair"), the spell fails.

For the duration, as long as you are on the same plane of

existence as the destination, you know how far it is and in

what direction it lies. While you are traveling there, whenever

you are presented with a choice of paths along the way, you

automatically determine which path is the shortest and most

direct route (but not necessarily the safest route) to the

destination.

-* (a set of divinatory tools--such as bones, ivory sticks,

cards, teeth, or carved runes--worth 100 gp and an object from

the location you wish to find)

Magic Jar
6th level necromancy

Casting Time: 1 minute

Range: self

Components: V, S, M*

Duration: Until Dispelled

Your body falls into a catatonic state as your soul leaves it and

enters the container you used for the spell's material

component. While your soul inhabits the container, you are

aware of your surroundings as if you were in the container's

space. You can't move or use reactions. The only action you

can take is to project your soul up to 100 feet out of the

container, either returning to your living body (and ending the

spell) or attempting to possess a humanoids body.

You can attempt to possess any humanoid within 100 feet of

you that you can see (creatures warded by a protection from

evil and good or magic circle spell can't be possessed). The

target must make a Charisma saving throw. On a failure, your

soul moves into the target's body, and the target's soul

becomes trapped in the container. On a success, the target

resists your efforts to possess it, and you can't attempt to

possess it again for 24 hours.

Page 1 | Spells (6th): The Treantmonk Variant

This is unofficial Fan Content permitted under the Fan Content Policy. Not approved/endorsed by Wizards. Portions of the materials used
are property of Wizards of the Coast. ©Wizards of the Coast LLC.



Once you possess a creature's body, you control it. Your game

statistics are replaced by the statistics of the creature, though

you retain your alignment and your Intelligence, Wisdom, and

Charisma scores. You retain the benefit of your own class

features with the exception of hit points and hit dice. If the

target has any class levels, you can't use any of its class

features.

Meanwhile, the possessed creature's soul can perceive from

the container using its own senses, but it can't move or take

actions at all.

While possessing a body, you can use your action to return

from the host body to the container if it is within 100 feet of

you, returning the host creature's soul to its body. If the host

body dies while you're in it, the creature dies, and you must

make a Charisma saving throw against your own spellcasting

DC. On a success, you return to the container if it is within

100 feet of you. Otherwise, you die.

If the container is destroyed or the spell ends, your soul

immediately returns to your body. If your body is more than

100 feet away from you or if your body is dead when you

attempt to return to it, you die. If another creature's soul is in

the container when it is destroyed, the creature's soul returns

to its body if the body is alive and within 100 feet. Otherwise,

that creature dies.

When the spell ends, the container is destroyed.

-* (a gem, crystal, reliquary, or some other ornamental

container worth at least 500 gp)

Move Earth
6th level transmutation

Casting Time: 1 action

Range: 120 feet

Components: V, S, M*

Duration: Concentration 2 hours

Choose an area of terrain no larger than 40 feet on a side

within range. You can reshape dirt, sand, or clay in the area in

any manner you choose for the duration. You can raise or

lower the area's elevation, create or fill in a trench, erect or

flatten a wall, or form a pillar. The extent of any such changes

can't exceed half the area's largest dimension. So, if you affect

a 40-foot square, you can create a pillar up to 20 feet high,

raise or lower the square's elevation by up to 20 feet, dig a

trench up to 20 feet deep, and so on. It takes 10 minutes for

these changes to complete.

This spell can manipulate natural stone, but the spell may

only dig into the stone, creating a 5-foot square excavation for

every 10 minutes concentrating on this spell.

At the end of every 10 minutes you spend concentrating on

the spell, you can choose a new area of terrain to affect.

Because the terrain's transformation occurs slowly,

creatures in the area can't usually be trapped or injured by the

ground's movement.

This spell can't manipulate stone construction. Structures

shift to accommodate the new terrain. If the way you shape

the terrain would make a structure unstable, it might collapse.

Similarly, this spell doesn't directly affect plant growth. The

moved earth carries any plants along with it.

-* (an iron blade and a small bag containing a mixture of

soils--clay, loam, and sand)

Otiluke's Freezing Sphere
6th level evocation

Casting Time: 1 Action

Range: 300 feet

Components: V, S, M*

Duration: Instantaneous

A frigid globe of cold energy streaks from your fingertips to a

point of your choice within range, where it explodes in a 60-

foot-radius sphere. Each creature within the area must make

a Constitution saving throw. On a failed save, a creature takes

10d6 cold damage. On a successful save, it takes half as much

damage.

If the globe strikes a body of water or a liquid that is

principally water (not including water-based creatures), it

freezes the liquid to a depth of 6 inches over an area 30 feet

square. This ice lasts for 1 minute. Creatures that were

swimming on the surface of frozen water are trapped in the

ice. A trapped creature can use an action to make a Strength

check against your spell save DC to break free.

You can refrain from firing the globe after completing the

spell, if you wish. A small globe about the size of a sling stone,

cool to the touch, appears in your hand. At any time, you or a

creature you give the globe to can throw the globe (to a range

of 80 feet) or hurl it with a sling (to the sling’s normal range). It

shatters on impact, with the same effect as the normal casting

of the spell. You can also set the globe down without

shattering it. After 1 minute, if the globe hasn’t already

shattered, it explodes.

At Higher Levels. When you cast this spell using a spell slot

of 7th level or higher, the damage increases by 1d6 for each

slot level above 6th

-* (a small crystal sphere)

Otto's Irresistible Dance
6th level enchantment

Casting Time: 1 action

Range: 30 feet

Components: V

Duration: Concentration 1 minute

Choose one creature that you can see within range. The target

begins a comic dance in place: shuffling, tapping its feet, and

capering for the duration. Creatures that can't be charmed are

immune to this spell.

A dancing creature must use all its movement and its action

to dance without leaving its space and has disadvantage on

Dexterity saving throws and attack rolls. While the target is

affected by this spell, other creatures have advantage on attack

rolls against it. At the end of each of its turns, a dancing

creature makes a Wisdom saving throw to regain control of

itself. On a successful save, the spell ends.

Page 2 | Spells (6th): The Treantmonk Variant

This is unofficial Fan Content permitted under the Fan Content Policy. Not approved/endorsed by Wizards. Portions of the materials used
are property of Wizards of the Coast. ©Wizards of the Coast LLC.



Wall of Ice
6th level evocation

Casting Time: 1 action

Range: 120 feet

Components: V, S, M*

Duration: Concentration 10 minutes

You create a wall of ice on a solid surface within range. You

can form it into a hemispherical dome or a sphere with a

radius of up to 10 feet, or you can shape a flat surface made

up of ten 10-foot-square panels. Each panel must be

contiguous with another panel. In any form, the wall is 1 foot

thick and lasts for the duration.

If the wall cuts through a creature's space when it appears,

the creature within its area is pushed to one side of the wall

and must make a Dexterity saving throw. On a failed save, the

creature takes 10d6 cold damage, or half as much damage on

a successful save.

The wall is an object that can be damaged and thus

breached. It has AC 12 and 30 hit points per 10-foot section,

and it is vulnerable to fire damage. Reducing a 10-foot section

of wall to 0 hit points destroys it and leaves behind a sheet of

frigid air in the space the wall occupied. A creature moving

through the sheet of frigid air for the first time on a turn must

make a Constitution saving throw. That creature takes 10d6

cold damage on a failed save, or half as much damage on a

successful one.

At Higher Levels. When you cast this spell using a spell

slot of 7th level or higher, the damage the wall deals when it

appears as well as the damage from passing through the sheet

of frigid air increases by 2d6 for each slot level above 6th.

-* (a small piece of quartz)

Wall of Thorns
6th level conjuration

Casting Time: 1 action

Range: 120 feet

Components: V, S, M*

Duration: Concentration 10 minutes

You create a wall of tough, pliable, tangled brush bristling with

needle-sharp thorns. The wall appears within range on a solid

surface and lasts for the duration. You choose to make the

wall up to 60 feet long, 10 feet high, and 5 feet thick or a circle

that has a 20-foot diameter and is up to 20 feet high and 5 feet

thick. The wall blocks line of sight.

When the wall appears, each creature within its area must

make a Dexterity saving throw. On a failed save, a creature

takes 7d8 piercing damage, or half as much damage on a

successful save.

A creature can move through the wall, albeit slowly and

painfully. For every 1 foot a creature moves through the wall, it

must spend 4 feet of movement. Furthermore, whenever a

creature enters a space occupied by the wall, the creature

must make a Dexterity saving throw. It takes 10d8 slashing

damage on a failed save, or half as much damage on a

successful one.

At Higher Levels. When you cast this spell using a spell slot

of 7th level or higher, both types of damage increase by 1d8

for each slot level above 6th.

-* (a handful of thorns)
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