Evocation Cantrip (Sorerer, Wizard)
e Ackon | Range: 60 feet | Duration: Instantaneous
Components: v,

You create an acidic bubble at a point within range, where it explodes
in a 5-foot-radius Sphere. Each creature in that Sphere must succeed
on a Dexterity saving throw or take 146 Acid damage.

Cantrip Upgrade: The damage increases by 1d6 when you reacl
5 (2d6), 11 (3d6), and 17 (4d6).

© 2026 RolBerry Studios - SRD5.2.1 + CCBY 4.0

Necromaney Cantrip (Sorcerer, Warlock, Wizard)
Casting Time: Action | Range! Touch | Duration: Instantaneous
Components:

Channeling the chill of the grave, make a melee spell attack against a
target within reach. On a hit, the target takes 1d10 Necrotic damage,
and it can’t regain Hit Points until the end of your next turn.

Cantrip Upgrade: The damage increases by 110 when you reach
levels 5 (2d10), 11 (3d10), and 17 (4d10).
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Tusion Cantrip (Bard, Sorcer
Casting Time: Action | Rang it i
Components 6h

You create up to four torch-size lights within range, making them appear as
or glowing orbs that hover for the duration. Alternatively, you
S e 1 e i et P T
u choose, each light sheds Dim Light in a 10-foot radius. As a
u can move the lights up to 60 feet to a space within range. Each.
light must be within o fect of another light created by this spell, and a light
disappears if it exceeds the spell's rang
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Transmutation Cantrip (Druid)
Casting Time: Action | Range: 30 feet | Duration: Instantaneous
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cation Cantrip (Warlock)
Action | Range: 120 feet | Duration: Instantaneous.
e

You hurl a beam of crackling energy. Make a ranged spell attack against one
creature or object in range. On a hit, the target takes 1d10 Force damage.

Cantrip Upmdp The spell creates two beams at level 5, three beams at level
11, and four beams at level 17. You can direct the beams at the same target or
at different ones. Make a separate attack roll for each beam.
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Transmutation Cantrip (Druid, Sorcerer, Wizard)
ction | Range: 30 feet | Duration: I
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Evocation Cantrip (Sorcerer, Wizard)
Casting Time: Action | Range: 120 feet | Duration: Instantaneous
Components:

You hurl a mote of fire at a creature or an 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 starts burning if it isn't being worn or carried.

Cantrip Upgrade: The damage increases by 1d10 when you reach levels 5
(2d10), 11 (3410), and 17 (410).
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Divination Cantrip (Cleric, Druid)
Casting Time: Action | Range: Toueh | Duration: Coneentration, up to 1 minute
Components:

You touch a willing creature and choose a skill. Until
the spell ends, the creature adds 1d4 to any ability
check using the chosen skill.
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Evocation Cantrip (Baxd, Clric Sorcerer, Wizard)
Casting Time: Action | Range: Touch | Duration: 1 hour
Components: V, M (a firefly or phosphorescent moss

You touch one Large or smaller object that isn’t being worn or

by someone else. 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 colored as you like. Covering the object with something opaque
blocks the light. The spell ends if you cast it again.
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Conjuration Cantrip (Bard, Sorcerer, Warlock, Wizard)
Gasting Time: Action | Range: 30 fet. | Duration: 1 minute
Components

ectral, floating hand appears at a point you choose within range. The hand lasts for the
duration. The hand vanishes if you cast this spell again or if the hand is ever more than 30
feet away from you. When you cast the spell, you can use the hand to manipulate an object,
open an unlocked door or container, stow or retrieve an item from an open container, or
pous the content out o a vial. A5  Magie acton on your later tuns,you cancontral the

nd th of that action, you can move the hand up to 30 feet. The hand can't
s
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Transmutation Cantrip (Bard, Cleric, Druid, Sorcerer, Wizard
Casting Time: 1 minute | Range: Touch | Duration: Tnstantaneous
Components: V, S, M (two lodestones|

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 cloak, 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, but it can’t restore magic
to such an object.
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ransmutation Cantrp (Bard, Druid, Sorcerer, Wizard)
Casting Time: Action | Range: 120 feet | Duration: 1round
Components: S, M (a copper wire)

You point toward a creature within range and whisper a message. The
target, and only the target, hears the message and can reply in a
whisper that only you can hear. You can cast this spell thr

objects if you are familiar with the target and know it is b

barrier. Magical silence; 1 foot of stone, metal, or wood; o

sheet of lead blocks the spell.

Tllusion Cantrip (Bard, Sorcerer, Warlock, Wizard)
Casting Time: Action | Range: 30 feet | Duration: 1 minute
Components: S, M (a bit of fleece)

You create a sound or an image of an object within range that lasts for the duration. The
illusion also ends if you cast this spell again. If a creature takes the Study action to examine
the sound or image, the creature .m determine that it 1 an vll\hwn with a successful
Intelligence (Investigation) check against your C. If a creature discerns the ll

for what it s, the illusion becomes faint to the r >n(ure. md The volume can ange from
‘whisper to a scream and can be any sounc age of a ject must be.
e e
Physical interaction reveals it to be an illusion.

Necromancy Cantrip (Druid, Sorcerer, Warlock, Wizard)
Casting Time: Action | Range: 30 feet | Duration: Insta
Components

You spray toxic creature within range. Make a ranged spell
attack against lhf‘ lalget On a hit, the target takes 1d12 Poison
damage.

Cantrip Upgrade: The damage increases by 1d12 when you reach
levels 5 (2d12), 11 (3d12), and 17 (4d12).

Transmutation Cantrip (Bard, Sorcerer, Warlock, Wizard
g Time: Acion. | Range: 1o foet | Datation: U to 1 houe
Components: V,

You ereate o magical effet witin range. Choose the ffect from the apto
ell multiple times, you can have up to three of its non-instantaneous effect
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Conjuration Cantrip (Druid)
Casting Time: Bonus Action | Range: Sef | Duration: 10 minutes
Components

Aflickering flame appears in your hand and remains there for the duration. While there, the

ame emits no heat and ignites nothing, and it sheds Bright Light in a 20-foot radius and Dim
Light for an aditional 20 feet. The spell ens if you cast it again, Untl the spell ends, you can
take a Magic action to hurl fire at a creature or an object within 60 feet of aranged
spel attack. O a it the target takes 108 Fire damage

Cantrip Upgrade: The damage increases by 1d8 when you reach levels 5 (2d8), 11 (38), and 17
(4d8).
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Evocation Cantrip (Sorcerer, Wizard)
Casting Time: Action | Range: 60 Tt | Dueotio: Tamastamisons
Components:

A frigid beam of blue-white light streaks toward a creature within range.
Make a ranged spell attack against the target. On a hit, it takes 1d8 Cold
damage, and its Speed is reduced by 10 feef until the start of your next turn.

Cantrip Upgrade: The damage increases by 1d8 when y
2d8), 11 (3d8), and 17 (4d8).

u reach levels 5
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bjuration Cantrip (Cleric, Druid)
sting Time: Action | Range: Touch | Duration: Concentration, up to 1 minute
Components: V,

You touch a willing creature and choose a damage type: Acid,
Bludgeoning, Cold, Fire, Lightning, Necrotic, Piercing, Poison,
Radiant, Slashing, or Thunder. When the creature takes damage of
the chosen type before the spell ends, the creature reduces the total
damage taken by 1d4. A creature can benefit from this spell only once
per turn.
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Evocation Cantrip (Cleric)
Gusting Tume: Action | i
Components

Flame-like radiance descends on a creature that you can see within range. The
target must succeed on a Dexterity saving throw or take 1d8 Radiant damage. The
target gains no benefit from Half Cover or Three-Quarters Cover for this save

Cantrip Upgrade: The damage increases by 1d8 when you reach levels 5 (2d8), 11
(3d8), and 17 (4d8).
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Transmutation Cantrip (Druid)
Casting Time: Bonus Action | Range: Self | Duration: 1 minute
Components: V, S, M (mistletoe)
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Cantrip Upgrade: The damage die changes when you reach levels 5 (d10), 11 (d12), and 17
(2d6).

Evocation Cantrip (Sorcerer, Wizard)
Casting Time: Action | Range: Touch | Duration: Instantaneous
Components:

Lightning springs from you to a creature that you try to touch. Make a melee
spell attac] the target. On a hit, the target takes 1d8 Lightning damage,
and it can't make Opportunity Attacks until the start of its next turn

Cantrip Upgrade: The damage increases by 18 when you reach levels 5 (2d8),
11(3d8), and 17 (4d8).

Evocation Cantrip (Sorcerer)
Casting Time: Action | Range: 120 fet. | Duration: Instantaneous
Components

rcerous energy at one creature or object within range. Make a nnzed spell attack
the target. On a hit, the target takes 148 damage of a type you choo: Cold, Fire,
on, Psychic, or mnvlrl‘ If you roll an 8 on a d8 for this spell, \0\\ (.\n roll
andadd it to the pellthe maimu numbes o these
e e

Cantrip Upgrade: The damage increases by 1d8 when you reach levels 5 (2d8), 11 (3d8), and 17
(448).
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Necromancy Cantrip (Cleric)
Casting Time: Action | Range: 15 feet | Duration: I
Components

ntaneous

Choose a creature within range that has o Hit Points and
isn’t dead. The creature becomes Stable.

Cantrip Upgrade: The range doubles when
levels 5 (30 feet), 11 (60 feet), and 17 (120 feet).
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Evocation Cantrip (Bard, Druid)
Casting Time: Action | Range: 60 feet | Duration: Instantanco
Components

You aunch a mote of light at one creatureor objct ithin range. Male a ranged

against the target. On a Lit, the ta Radiant damage, and
B b o s o oot saiis s
benefit from the Invisible condition

Cantrip Upgrade: The damage increases by 148 when you reach levels 5 (2d8), 11
(3d8), and 17 (4d8).
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Transmutation Cantrip (Cleric
g Time: Action | Range: 30 feet | Duration: Up to 1 minute
Components: V.

You manifest  minor wonder, o
following magica s within rare

Rimite ofects active at a1
m. mltel e ap

creato oneof the

u can have up to three
fored 1

booms up to three

GohmEe o hicker, brighten, it onl\an’smlul fo

minute, Invisble Hand; You instants cously cause an unlocked door or window to fy o

shut. Phantom Sound: ¥ nstantaneous sound that originate from  point e

Choice within range. Tremors: You cause harmless remors in the ground for 1 minute
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e
Casting Time: Action | Range: Self | Duration: Instantaneous
Comrnents 5, M (s woBal with whieh you have Dreeisney and thatis worth 1+ CP)

Lvuuled by a lash of magical insight, you make one attack with the weapon used i the spell’s
asting, The attack uses your spellcasting ability for the attack and damage rolls

ueing Strength or Dextenty.If the attack dels damage it can be Radiant ‘damage or the

‘weapon's normal damage type, your choice.

Cantrip Upgrade: Whether you deal Radiant damage or the weapon's normal damage type, the
attack deals extra Radiant damage when you reach levels 5 (1d6), 11 (2d6), and 17 (3d6).
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Enchantment Cantrip (Bard)
sting Time: Action | Range: 60 feet | Duration: Instantancous
Components:

You unleash a string of insults laced with subtle enchantments at one creature you
can see or hear within range. The target must succeed on a Wisdom saving throw
or take 1d6 Psychic damage and have Disadvantage on the next attack roll it makes
before the end of its next turn.

Cantrip Upgrade: The damage i

reases by 1d6 when you reach levels 5 (2d6), 11
(3d6), and 17 (4d6).
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