AcCID SPLASH
Conjuration cantrip
Casting Time: 1 action
Range: 60 feet

Components: V, S
Duration: Instantaneous

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 succeed on a Dexterity saving throw or take 1d6 acid damage.

This spell's damage increases by 1d6 when you reach 5th level (2d6), 11th level (3d6), and 17th level (4d6).

DANcING L1GHTS

Evocation cantrip

Casting Time: 1 action

Range: 120 feet

Components: V,S,M

Duration: Concentration, up to 1 minute

You create up to four torch-sized lights within range, making them appear as torches, lanterns, or glowing orbs that hover in the air for the
duration. You can also combine the four lights into one glowing vaguely humanoid form of Medium size. Whichever form you choose, each
light sheds dim light in a 10- foot radius.

As a bonus action on your turn, you can move the lights up to 60 feet to a new spot within range. A light must be within 20 feet of another light
created by this spell, and a light winks out if it exceeds the spell's range.

FIrReE BoLT
Evocation cantrip
Casting Time: 1 action
Range: 120 feet
Components: V, S
Duration: Instantaneous

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 1d 10 fire
damage. A flammable ohject hit by this spell ignites if it isn't being worn or carried.

This spell's damage increases by 1d 10 when you reach 5th level (2d 10), 11th level (3d 10), and 17th level (4d 10).

SHOCKING GRASP
Evocation cantrip
Casting Time: 1 action
Range: Touch

Components: V, S
Duration: Instantaneous

Lightning springs from your hand to deliver a shock to a creature 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.

The spell's damage increases by 1d8 when you reach 5th level (2d8), 11th level (3d8), and 17th level (4d8).

ALARM

1st-level abjuration
Casting Time: 1 minute
Range: 30 feet
Components: V,S,M
Duration: 8 hours

You set an alarm against unwanted intrusion. Choose a door, a window, or an area within range that is no larger than a 20-foot cube. Until the
spell ends, an alarm alerts you whenever a Tiny or larger creature touches or enters the warded area. When you cast the spell, you can
designate creatures that won't set off the alarm. You also choose whether the alarm is mental or audible.

A mental alarm alerts you with a ping in your mind if you are within 1 mile of the warded area. This ping awakens you if you are sleeping.

An audible alarm produces the sound of a hand bell for 10 seconds within 60 feet.



BURNING HANDS
1st-level evocation
Casting Time: 1 action
Range: Self
Components: V, S
Duration: Instantaneous

Asyou 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.

DeTECT MAGIC

1st-level divination

Casting Time: 1 action

Range: Self

Components: V, S

Duration: Concentration, up to 10 minutes

For the duration, you sense the presence of magic within 30 feet of you. If you sense magic in this way, you can use your action to see a faint
aura around any visible creature or object in the area that bears magic, and you learn its school of magic, if any.

The spell can penetrate most barriers, but it is blocked by 1 foot of stone, 1 inch of common metal, a thin sheet of lead, or 3 feet of wood or dirt.

MAGE ARMOR
1st-level abjuration
Casting Time: 1 action
Range: Touch
Components: V,S,M
Duration: 8 hours

You touch a willing creature who isn't wearing armor, and a protective magical force surrounds it until the spell ends. The target's base AC
becomes 13 + its Dexterity modifier. The spell ends if the target dons armor or if you dismiss the spell as an action.

MAGIC MISSILE
1st-level evocation
Casting Time: 1 action
Range: 120 feet

Components: V, S
Duration: Instantaneous

You create three glowing darts of magical force. Each dart hits a creature of your choice that you can see within range. A dart deals 1d4 + 1
force damage to its target. The darts all strike simultaneously, and you 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 creates one more dart for each slot level above 1st.

SHIELD

1st-level abjuration
Casting Time: 1reaction
Range: Self
Components: V, S
Duration: 1 round

An invisible barrier of magical force 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 magic missile.



THUNDERWAVE
1st-level evocation
Casting Time: 1 action
Range: Self
Components: V, S
Duration: Instantaneous

A wave of thunderous force sweeps out from you. Each creature in a 15-foot cube originating from you must make a Constitution saving throw.
On a failed save, a creature takes 2d8 thunder damage and is pushed 10 feet away from you. On a successful save, the creature takes half as
much damage and isn't pushed.

In addition, unsecured objects that are completely within the area of effect are automatically pushed 10 feet away from you by the spell's effect,
and the spell emits a thunderous boom audible out to 300 feet.

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.

WitcH BoLT

1st-level evocation

Casting Time: 1 action

Range: 30 feet

Components: V,S,M

Duration: Concentration, up to 1 minute

A beam of crackling, blue energy lances out toward a creature within range, forming a sustained arc of lightning between you and the target.
Make a ranged spell attack against that creature. On a hit, the target takes 1d 12 lightning damage, and on each of your turns for the duration,
you can use your action to deal 1d 12 lightning damage to the target automatically. The spell ends if you use your action to do anything else.
The spell also ends if the target is ever outside the spell’s range or if it has total cover from you.

At higher levels:

When you cast this spell using a spell slot of 2nd level or higher, the damage increases by 1d 12 for each slot level above 1st.

GusT oF WIND

2nd-level evocation

Casting Time: 1 action

Range: Self

Components: V,S,M

Duration: Concentration, up to 1 minute

A line of strong wind 60 feet long and 10 feet wide blasts from you in a direction you choose for the spell's duration. Each creature that starts
its turn in the line must succeed on a Strength saving throw or be pushed 15 feet away from you in a direction following the line.

Any creature in the line must spend 2 feet of movement for every 1 foot it moves when moving closer to you.

The gust disperses gas or vapor, and it extinguishes candles, torches, and similar unprotected flames in the area. It causes protected flames,
such as those of lanterns, to dance wildly and has a 50 percent chance to extinguish them.

As a bonus action on each of your turns before the spell ends, you can change the direction in which the line blasts from you.

MELF'S ACID ARROW
2nd-level evocation

Casting Time: 1 action
Range: 90 feet
Components: V,S,M
Duration: Instantaneous

A shimmering green arrow streaks toward a target within range and bursts in a spray of acid. Make a ranged spell attack against the target. On
a hit, the target takes 4d4 acid damage immediately and 2d4 acid damage at the end of its next turn. On a miss, the arrow splashes the target
with acid for half as much of the initial damage and no damage at the end of its next turn.

At higher levels:

When you cast this spell using a spell slot of 3rd level or higher, the damage (both initial and later) increases by 1d4 for each slot level above
2nd.



SCORCHING RAY
2nd-level evocation

Casting Time: 1 action
Range: 120 feet
Components: V, S
Duration: Instantaneous

You create three rays of fire and hurl them at targets within range. You can hurl them at one target or several.
Make a ranged spell attack for each ray. On a hit, the target takes 2d6 fire damage.
At higher levels:

When you cast this spell using a spell slot of 3rd level or higher, you create one additional ray for each slot level above 2nd.

SHATTER

2nd-level evocation
Casting Time: 1 action
Range: 60 feet
Components: V,S,M
Duration: Instantaneous

A sudden loud ringing noise, painfully intense, erupts from a point of your choice within range. Each creature in a 10-foot-radius sphere
centered on that point must make a Constitution saving throw. A creature takes 3d8 thunder damage on a failed save, or half as much damage
on a successful one. A creature made of inorganic material such as stone, crystal, or metal has disadvantage on this saving throw.

A nonmagical object that isn't being worn or carried also takes the damage if it's in the spell's area.
At higher levels:

When you cast this spell using a spell slot of 3rd level or higher, the damage increases by 1d8 for each slot level above 2nd.

COUNTERSPELL
3rd-level abjuration
Casting Time: 1 reaction
Range: 60 feet

Components: S
Duration: Instantaneous

You attempt to interrupt a creature in the process of casting a spell. If the creature is casting a spell of 3rd level or lower, its spell fails and has
no effect. If it is casting a spell of 4th level or higher, make an ability check using your spellcasting ability. The DC equals 10 + the spell's level.
On a success, the creature's spell fails and has no effect.

At higher levels:

When you cast this spell using a spell slot of 4th level or higher, the interrupted spell has no effect if its level is less than or equal to the level of
the spell slot you used.

DisrPEL MAGIC
3rd-level abjuration
Casting Time: 1 action
Range: 120 feet
Components: V, S
Duration: Instantaneous

Choose one creature, ohject, or magical effect within range. Any spell of 3rd level or lower on the target ends. For each spell of 4th level or
higher on the target, make an ability check using your spellcasting ability. The DC equals 10 + the spell's level. On a successful check, the spell
ends.

At higher levels:

When you cast this spell using a spell slot of 4th level or higher, you automatically end the effects of a spell on the target if the spell's level is
equal to or less than the level of the spell slot you used.



FIREBALL
3rd-level evocation

Casting Time: 1 action
Range: 150 feet
Components: V, S, M
Duration: Instantaneous

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 successful 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 increases by 1d6 for each slot level above 3rd.

LicHTNING BOLT
3rd-level evocation

Casting Time: 1 action
Range: Self
Components: V,S,M
Duration: Instantaneous

A stroke of lightning forming a line 100 feet long and 5 feet wide blasts out from you in a direction you choose. Each creature in the line must
make a Dexterity saving throw. A creature takes 8d6 lightning damage on a failed save, or half as much damage on a successful one.
The lightning ignites flammable ohjects 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 increases by 1d6 for each slot level above 3rd.

ICcE STORM
4th-level evocation

Casting Time: 1 action
Range: 300 feet
Components: V,S,M
Duration: Instantaneous

A hail of rock-hard ice pounds to the ground in a 20- foot-radius, 40-foot-high cylinder centered on a point within range. Each creature in the
cylinder must make a Dexterity saving throw. A creature takes 2d8 bludgeoning damage and 4d6 cold damage on a failed save, or half as much
damage on a successful one.

Hailstones turn the storm's area of effect into difficult terrain until the end of your next turn.
At higher levels:

When you cast this spell using a spell slot of 5th level or higher, the bludgeoning damage increases by 1d8 for each slot level above 4th.



MORDENKAINEN'S PRIVATE SANCTUM
4th-level abjuration

Casting Time: 10 minutes
Range: 120 feet
Components: V,S,M
Duration: 24 hours

You make an area within range magically secure. The area is a cube that can be as small as 5 feet to as large as 100 feet on each side. The
spell lasts for the duration or until you use an action to dismiss it.

until you use an action to dismiss it. When you cast the spell, you decide what sort of security the spell provides, choosing any or all of the
following properties:

e Sound can't pass through the barrier at the edge of the warded area.

e The barrier of the warded area appears dark and foggy, preventing vision (including darkvision) through it.

e Sensors created by divination spells can’t appear inside the protected area or pass through the barrier at its perimeter.
e Creatures in the area can'’t be targeted by divination spells.

e Nothing can teleport into or out of the warded area.

e Planar travel is blocked within the warded area.

Casting this spell on the same spot every day for a year makes this effect permanent.
At higher levels:

When you cast this spell using a spell slot of 5th level or higher, you can increase the size of the cube by 100 feet for each slot level beyond 4th.
Thus you could protect a cube that can be up to 200 feet on one side by using a spell slot of 5th level.



