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AcID SPLASH

cantrip conjuration

Casting Time: 1 action

Range: 60 feet

Target: One creature within range or two creatures within range that are within 5 feet of each other
Components: V5

Duration: Instantaneous

Classes: Artificer, Sorcerer, Wizard

You hurl a bubble of acid. Choose one creature within range, or choose two creatures within range that are
within 5 feet of each other. A target must suceeed on a Dexterity saving throw or take 1d6 acid damage.
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Cor. ToucH

cantrip necromancy

Casting Time: 1 action

Range: 120 feet

Target: The space of a creature within range

Components: VS

Duration: 1 round

Classes: Sorcerer, Warlock, Wizard

You create a ghostly, skeletal hand in the spaee of a creature within range. Make a ranged spell attack
against the creature to assail it with the chill of the grave. On a hit, the target takes 1d8 necrotic damage,
and it ean’t regain hit points until the start of your next turn. Until then, the hand clings to the target. If you
hit an undead target, it also has disadvantage on attack rolls against you until the end of your next turn.
This spell’s damage increases by 1d8 when you reach 5th level (2d8), 11th level (3d8), and 17th level (4d8).
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FIrE Borr

cantrip evocation

Casting Time: 1 action

Range: 120 fest

Target: A creature or object within range

Components: VS

Duration: Instantaneous

Classes: Artificer, Sorcerer, Wizard

You hurl a mote of fire at a ereature or objeet within range. Make a ranged spell attack against the target.
On a hit, the target takes 1d10 fire damage. A flammable object hit by this spell ignites if it isn’t being worn
or carried. This spell’s damage increases by 1d10 when you reach 5th level (2d10), 11th level (3d10), and
17th level (4d10).




LicHT

cantrip evocation

Casting Time: 1 action

Range: Touch

Target: One object that is no larger than 10 feet in any dimension

Components: VM (A firefly or phosphoreseent moss)

Duration: 1 hour

Classes: Artificer, Bard, Clerie, Sorcerer, Wizard

You touch one object that is no larger than 10 feet in any dimension. Until the spell ends, the object sheds
bright light in a 20-foot radius and dim light for an additional 20 feet. The light can be eolored as you like.
Completely covering the object with something opaque blocks the light. The spell ends if you cast it again or
dismiss it as an action.

If you target an object held or worn by a hostile ereature, that creature must succeed on a Dexterity saving
throw to avoid the spell.

MENDING

cantrip transmutation

Casting Time: 1 minute

Range: Touch

Target: A single break or tear in an object you touch

Components: VS M (Two lodestones)

Duration: Instantaneous

Classes: Artificer, Bard, Clerie, Druid, Sorcerer, Wizard

This spell repairs a single break or tear in an object you touch, such as a broken chain link, two halves of a
broken key, a torn eloak, or a leaking wineskin. As long as the break or tear is no larger than 1 foot in any
dimension, you mend it, leaving no trace of the former damage.

This spell can physically repair a magic item or construct, but the spell can’t restore magie to such an
object.
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PRESTIDIGITATION

cantrip transmutation

Casting Time: 1 action

Range: 10 feet

Target: See text

Components: V5

Duration: Up to 1 hour

Classes: Artificer, Bard, Sorcerer, Warlock, Wizard

This spell is a minor magieal trick that novice spellcasters use for practice. You ereate one of the following
magical effects within range:

You create an instantaneous, harmless sensory effect, such as a shower of sparks, a puff of wind, faint
musiecal notes, or an odd edor.

You instantanecusly light or snuff cut a eandle, a torch, or a small campfire.

You instantaneously clean or soil an objeet no larger than 1 eubie foot.

You chill, warm, or flavor up to 1 cubie foot of nonliving material for 1 hour.

You make a color, a small mark, or a symbol appear on an object or a surface for 1 hour.

You create a nonmagical trinket or an illusory image that ean fit in your hand and that lasts until the end of
your next turn.

If you cast this spell multiple times, you ean have up to three of its non-instantaneous effects active at a
time, and you can dismiss such an effect as an action.
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SHOCKING GRASP

cantrip evocation

Casting Time: 1 action

Range: Touch

Target: A creature you try to touch

Components: V5

Duration: Instantaneous

Classes: Artificer, Sorcerer, Wizard

Lightning springs from your hand to deliver a shock to a ereature you try to touch. Make a melee spell
attack against the target. You have advantage on the attack roll if the target is wearing armor made of
metal. On a hit, the target takes 1d8 lightning damage, and it can’t take reactions until the start of its next

turn.




MAacic MiISSILE

1st level evocation
Casting Time: 1 action
Range: 120 feet
Target: A creature of your choice that you can see within range

Components: V5§

Duration: Instantaneous

Classes: Sorcerer, Wizard

You create three glowing darts of magical foree. Each dart hits a creature of your choice that you can see
within range. A dart deals 1d4 + 1 foree damage to its target. The darts all strike simultaneously, and yon
can direct them to hit one creature or several.

At Higher Levels: When you cast this spell using a spell slot of 2nd level or higher, the spell ereates one
more dart for each slot above 1st.
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SHIELD

1st level abjuration

Casting Time: 1 reaction, which you take when you are hit by an attack or targeted by the magic missile
spell

Range: Self

Target: Self

Components: V5

Duration: 1 round

Classes: Sorcerer, Wizard

An invisible barrier of magieal foree appears and protects you. Until the start of your next turn, you have a
+5 bonus to AC, including against the triggering attack, and you take no damage from magie missile.
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DARKNESS

2nd level evocation

Casting Time: 1 action

Range: 60 feet

Target: A point you choose within range
Components: VM (Bat fur and a drop of pitch or piece of coal)

Duration: Concentration, Up to 10 minutes

Classes: Sorcerer, Warlock, Wizard

Magical darkness spreads from a point you choose within range to fill a 15-foot-radius sphere for the
duration. The darkness spreads around corners. A ereature with darkvision ean’t see through this darkness,
and nonmagical light ean’t illuminate it.

If the point you choose is on an object you are holding or one that isn’t being worn or carried, the darkness
emanates from the object and moves with it. Completely covering the source of the darkness with an
opaque object, such as a bowl or a helm, blocks the darkness.

If any of this spell’s area overlaps with an area of light created by a spell of 2nd level or lower, the spell that
created the light is dispelled.




BLUR
ond level illusion

Casting Time: 1 action

Range: Self

Target: Self

Components: V

Duration: Concentration, Up to 1 minute

Classes: Artificer, Sorcerer, Wizard

Your body becomes blurred, shifting and wavering to all who ean see you. For the duration, any creature
has disadvantage on attack rolls against you. An attacker is immune to this effect if it doesn’t rely on sight,
as with blindsight, or can see through illusions, as with truesight.
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ENLARGE REDUCE

snd level transmutation

Casting Time: 1 action

Range: 30 ft

Target: —

Components: V5 M (A pinch iron powder)

Duration: Concentration, Up to 1 minute

Classes: Artificer, Sorcerer, Wizard

You cause a creature or an object you can see within range to grow larger or smaller for the duration.
Choose either a ereature or an objeect that is neither worn nor carried. If the target is unwilling, it can make
a Constitution saving throw. On a suceess, the spell has no effect.

If the target is a creature, everything it is wearing and earrying changes size with it. Any item dropped by an
affected creature returns to normal size at once.

Enlarge. The target's size doubles in all dimensions, and its weight is multiplied by eight. This growth
increases its size by one category - from Medium to Large, for example. If there isn't enough room for the
target to double its size, the creature or object attains the maximum possible size in the space available.
Until the spell ends, the target also has advantage on Strength checks and Strength saving throws. The

target's weapons also grow to match its new size. While these weapons are enlarged, the target's attack with
them deal 1d4 extra damage.

Reduce. The target's size is halved in all dimensions, and its weight is reduced to one-eighth of normal. This
reduction decreases its size by one category - from Medium to Small, for example. Until the spell ends, the
target also has disadvantage on Strength checks and Strength saving throws. The target's weapons also
shrink to match its new size. While these weapons are reduced, the target's attacks with them deal 1d4 less
damage (this can't reduce the damage below 1).




FIREBALL

3rd level evocation

Casting Time: 1 action

Range: 150 feet

Target: A point you choose within range
Components: VS M (A tiny ball of bat guano and sulfur)

Duration: Instantaneous

Classes: Sorcerer, Wizard

A bright streak flashes from your pointing finger to a point you choose within range and then blossoms with
a low roar into an explosion of flame. Each creature in a 20-foot-radius sphere centered on that point must
make a Dexterity saving throw. A target takes 8d6 fire damage on a failed save, or half as much damage on
a suceessful one. The fire spreads around corners. It ignites flammable objects in the area that aren’t being
worn or carried.

At Higher Levels: When you cast this spell using a spell slot of 4th level or higher, the damage inereases
by 1d6 for each slot level above 2rd.

HASTE

grd level transmutation

Casting Time: 1 action

Range: 30 feet

Target: A willing creature that you can see within range

Components: V5 M (A shaving of licorice root)

Duration: Concentration, Up to 1 minute

Classes: Artificer, Sorcerer, Wizard

Choose a willing ereature that you ean see within range. Until the spell ends, the target’s speed is doubled, it
gains a +2 bonus to AC, it has advantage on Dexterity saving throws, and it gains an additional action on
each of its turns. That action can be used only to take the Attack (one weapon attack only), Dash,
Disengage, Hide, or Use an Object action.

When the spell ends, the target can’t move or take actions until after its next turn, as a wave of lethargy
sweeps over it.
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