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Secrets of Gravity Magic

E
ver since the mage Einstein proposed his

legendary theories of relativity, many

spellcasters have explored further into the

nature of time, space and gravity, seeking to

harness these raw forces of nature for their

own purposes.

This compilation of 13 spells sheds light on some of the

most elusive and dangerous of these discoveries and what it

would take to actually wield even a fraction of the destructive

power of the gods!

Discovery of Gravity Magic
All magic comes from the Goddess Mystra and her

magnificent spell-weave. However, after the goddess was

attacked by nefarious forces, a massive tear appeared in the

weave, causing surges of wild magic and a terrifying disease

known as the spell-plague began ravaging the lands.

Always the researchers, the Dark Elves of Menzoberranzan

first discovered the secrets of gravity magic when

experimenting with the spell-weave, finding that they were

able to manipulate it using one specific tear in the fabric of

the universe: a Sphere of Annihilation.

Many speculate about the true nature of this discovery. Is it

a doorway between multiple worlds? Is it a massive presence

that is warping the fabric of space-time in its vicinity? Is it just

an empty void?

Recommended Level
This module is intended for adventurers between
10-12th level, as the material component for
casting these spells requires a very difficult arcana
check to attune to.

A Dark Plan
Always the opportunists, the Dark Elves saw this newfound

power as a means to achieve great things. If they could create

a way to control the spell-weave using gravity magic, they

could create a new dark-weave, establishing their own spider-

deity Llolth as the new Goddess of Magic, and spreading

darkness throughout the world!

Partnerships
When the Dark Elves understood the true scope of their plan,

they realized that it would be impossible to accomplish it

without the right allies and resources. Other subterranean

dwellers soon partnered with the dark elves: Fire Giants,

Ogres, Orcs, Hobgoblins, Bugbears and Kobolds.

A Hallowed Site
The Dark Elves had many possible locations to choose from,

but they settled on the mountains near the fabled elven city of

Silvery Moon as the perfect site for their ritual, owing to its

proximity to a great tear in the fabric of the spell-weave. This

would be the epi-center from which the waves of their world

domination would ripple out!

The Ritual
The Drow Spellcaster Xorlarrin (Archmage) has gathered an

inner circle to help with the casting of his profane ritual to

bind the broken spell-weave to the Spider Goddess Llolth:

10 Drow Mages

The Curse of Many Eyes (Beholder)

Abithriax The Skull Collector (Young Red Dragon)

The ritual requires 10 rounds to complete, requiring total

concentration from at least 7 mages each round. If the ritual

is interrupted during a round, the counter resets.

Random Encounters Approaching
The Ritual
d4 Monsters Encountered

1 Young Blue Dragon (Ozyrandion The Deadly), Orc
Warchief, 12 Orcs

2 1 Salamander, 4 Magmins

3 Young Black Dragon (Regiarax The Merciless), 10
Bugbears

4 Young White Dragon (Rynnarvyx The Dread Host), 10
Hobgoblins
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Spells from the school of Gravity Magic
Vitruvius’s Detect Nature
1st-level Gravitomancy

Casting Time: 1 action

Range: 30ft

Components: V, S, M (A Plumb Bob Surveying Instrument,

Sphere of Annihilation)

Duration: Instantaneous

You focus on the intrinsic nature instead of the external

qualities of a targeted object or creature. The target must

succeed a Wisdom saving throw against the caster's spell

save DC. Upon failure, the caster can learn one saving throw

modifier of the target of your choice.

Le Verrier's Find Massive Object
2nd-level Gravitomancy

Casting Time: 1 action

Range: 1 mile

Components: V, S, M (An Eagle Quill Pen, Sphere of

Annihilation)

Duration: Instantaneous

Immense objects or powerful creatures tend to warp the

space-time around the region they are in. Upon casting this

spell, the caster is immediately aware of any creatures or

objects that are causing this sort of warp in the area around

them, such as Dragons, Giants, Elder Elementals or

Powerful Fey, unless they are deliberately masking their

presence.

Galileo’s Greedy Grasp
2nd-level Gravitomancy

Casting Time: 1 action

Range: 30ft

Components: V, S, M (Iron Pendulum, Feather, Sphere of

Annihilation)

Duration: Instantaneous

By compressing the space between you and an object

within a distance of 60ft, you reach out and grab the object

and then let space restore to its usual form, making it seem

like the object just vanished from its location and appeared in

your hand. If the object is in the possession of another

creature and you wish to stealthily take it, make a sleight of

hand check against the creature’s passive perception. Upon

success, you are able to grab the object without the target

noticing. Upon failure, the target notices the grasp and can

attempt a strength check against your spell save DC to try

and hold onto the object, losing it to you upon failing its

check.

Schwarzschild’s Warped Deflection
3rd-level Gravitomancy

Casting Time: 1 reaction

Range: 60 feet

Components: V, S, M (Tuft of Cat Fur, Sphere of

Annihilation)

Duration: Concentration, upto 1 min

For the duration of the spell, whenever you are hit by a

ranged missile attack, you can use your reaction to roll a

1d10 + your intelligence modifier to attempt to warp the

space around you to deflect the missile and reduce the

damage taken. If the damage is reduced to zero, then you are

able to successfully capture the missile in an orbit around

you for upto 1 min. You can capture as many missiles as your

spellcasting modifier.

As an action, you can dismiss this spell to fire any orbiting

missiles at one or more targets you can see within 30ft. Make

a ranged spell attack for each missile. On a hit, each missile

does a damage of 1d10 + your intelligence modifier.

For each higher level the spell is cast, you can capture one

additional missile.

Pound-Rebka's Slow Time
3rd-level Gravitomancy

Casting Time: 1 Bonus Action

Range: Self

Components: V, S, M (Small Statue of a Tower, Sphere of

Annihilation)

Duration: Concentration, upto 1 min

You increase the gravitational field around you, making

time run slower for you. As a result, you disappear from view

of those around you with lower gravity, skipping ahead in

time to the beginning of your turn in the next round of

combat.

At the end of your next action, if you are still concentrating

on the spell, you may use your bonus action to skip further

ahead in time to your turn in the next round of combat.

Archimedes' Binary Defense
3rd-level Gravitomancy

Casting Time: 1 Action

Range: Self

Components: V, S, M (A Pair of Small Brass Balls, Sphere of

Annihilation)

Duration: Concentration, upto 1 min

You conjure two balls of energy that swirl around you,

intercepting any oncoming attacks and protect you. Each ball

absorbs upto 10hp of all types of damage before dissipating.

The caster takes damage only when all the balls of energy are

expended.

If cast at a higher level, one extra ball of energy appears

around the caster.
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