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You choose nonmagical flame that you can see
within range and that fits within a 5-foot cube.
You affect it in one of the following ways: •
You instantaneously expand the flame 5 feet
in one direction, provided that wood or other
fuel is present in the new location. • You
instantaneously extinguish the flames within
the cube. • You double or halve the area of
bright light and dim light cast by the flame,
change its color, or both. The change lasts for 1
hour. • You cause simple shapes—such as the
vague form of a creature, an inanimate object,
or a location—to appear within the flames and
animate as you like. The shapes last for 1 hour.
If you cast this spell multiple times, you can
have up to three of its non-instantaneous
effects active at a time, and you can dismiss
such an effect as an action.

Control Flames
Sorcerer Cantrip Transmutation DC 15 Spell Mod +7

1 Act. 60 ft S Inst

You channel primal magic to cause your teeth
or fingernails to sharpen, ready to deliver a
corrosive attack. Make a melee spell attack
against one creature within 5 feet of you. On a
hit, the target takes 1d10 acid damage. After
you make the attack, your teeth or fingernails
return to normal. The spell’s damage increases
by 1d10 when you reach 5th level (2d10), 11th
level (3d10), and 17th level (4d10).

Primal Savagery
Druid Cantrip Transmutation DC 10 Spell Mod +2

1 Act. Self S Inst

You touch one to three pebbles and imbue
them with magic. You or someone else can
make a ranged spell attack with one of the
pebbles by throwing it or hurling it with a
sling. If thrown, a pebble has a range of 60
feet. If someone else attacks with a pebble,
that attacker adds your spellcasting ability
modifier, not the attacker’s, to the attack roll.
On a hit, the target takes bludgeoning damage
equal to 1d6 + your spellcasting ability
modifier. Whether the attack hits or misses,
the spell then ends on the stone. If you cast
this spell again, the spell ends on any pebbles
still affected by your previous casting.

Magic Stone
Druid Cantrip Transmutation DC 10 Spell Mod +2

1 B.A. Touch V,S 1 min

You cause a fist-sized chunk of stone to appear
and hurl itself into the target. Make a ranged
spell attack. On a hit, the target takes 1d6
bludgeoning damage. During its next turn
when it makes an attack roll or ability check,
the target must roll a d4 and subtract the
result from the check.  The spell’s damage
increases by 1d6 when you reach 5th level
(2d6), 11th level (3d6), and 17th level (4d6).

A pebble

Pummelstone
Sorcerer Cantrip Conjuration DC 15 Spell Mod +7

1 Act. 60 ft V,S,M Inst

You send a telepathic message to one creature
within range. The target (and only the target)
receives the message as your voice whispering
in their mind. They can send a telepathic
message back in reply. This ability to
communicate lasts until the start of your next
turn. You can’t communicate with an
unwilling creature. Creatures with an
Intelligence score of 2 or less aren’t affected by
this spell. You don’t need to share a language
with a creature for it to understand your
telepathic utterances, but the creature must
understand at least one language in order to
communicate this way. If you cannot see or
hear the target, you must be familiar with the
target and know its approximate location with
range. If the creature is not within range, the
spell fails.

Mindspeak
Sorcerer Cantrip Divination DC 15 Spell Mod +7

1 Act. 120 ft V,S 1 Rnd

You hurl a mote of fire at a creature or object
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).

Fire Bolt
Sorcerer Cantrip Evocation DC 15 Spell Mod +7

1 Act. 120 ft V,S Inst

You hurl a 4-inch-diameter sphere of energy
at a creature that you can see within range.
You choose acid, cold, fire, lightning, poison,
or thunder for the type of orb you create, and
then make a ranged spell attack against the
target. If the attack hits, the creature takes 3d8
damage of the type you chose. At Higher
Levels. When you cast this spell using a spell
slot of 2nd level or higher, the damage
increases by 1d8 for each slot level above 1st.

A diamond worth at least 50gp

Chromatic Orb
Sorcerer Level 1 Evocation DC 15 Spell Mod +7

1 Act. 90 ft V,S,M Inst

As you hold your hands with thumbs touching
and fingers spread, a thin sheet of flames
shoots forth from your outstretched
fingertips. Each creature in a 15-foot cone
must make a Dexterity saving throw. A
creature takes 3d6 fire damage on a failed
save, or half as much damage on a successful
one. The fire ignites any 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 2nd level or higher, the damage
increases by 1d6 for each slot level above 1st.

Burning Hands
Sorcerer Level 1 Evocation DC 15 Spell Mod +7

1 Act. Self V,S Inst

You gain the ability to comprehend and
verbally communicate with beasts for the
duration. The knowledge and awareness of
many beasts is limited by their intelligence,
but at minimum, beasts can give you
information about nearby locations and
monsters, including whatever they can
perceive or have perceived within the past
day. You might be able to persuade a beast to
perform a small favor for you, at the GM's
discretion.

Speak with Animals (ritual)
Druid Level 1 Divination DC 10 Spell Mod +2

1 Act. Self V,S 10 mins
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