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Sorcerer 0thFire Bolt
Evocation cantrip
Casting Time: 1 action
Range: 120 feet
Components: V, S

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).

Sorcerer 0thMage Hand
Conjuration cantrip
Casting Time: 1 action
Range: 30 feet
Components: V, S
Duration: 1 minute

A spectral, floating hand appears at a point you choose within range.
The hand lasts for the duration or until you dismiss it as an action. The
hand vanishes if it is ever more than 30 feet away from you or if you
cast this spell again.

You can use your action to control the hand. 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 pour the contents out of a
vial. You can move the hand up to 30 feet each time you use it.

The hand can’t attack, activate magic items, or carry more than 10
pounds.

Sorcerer 0thMinor Illusion
Illusion cantrip
Casting Time: 1 action
Range: 30 feet
Components: S, M (a bit of fleece)
Duration: 1 minute

You create a sound or an image of an object within range that lasts
for the duration. The illusion also ends if you dismiss it as an action or
cast this spell again.

If you create a sound, its volume can range from a whisper to a
scream. It can be your voice, someone else’s voice, a lion’s roar, a
beating of drums, or any other sound you choose. The sound continues
unabated throughout the duration, or you can make discrete sounds at
different times before the spell ends.

If you create an image of an object—such as a chair, muddy
footprints, or a small chest—it must be no larger than a 5 foot cube.
The image can’t create sound, light, smell, or any other sensory effect.
Physical interaction with the image reveals it to be an illusion, because
things can pass through it.

If a creature uses its action to examine the sound or image, the
creature can determine that it is an illusion with a successful
Intelligence (Investigation) check against your spell save DC. If a
creature discerns the illusion for what it is, the illusion becomes faint to
the creature.

Sorcerer 0thPrestidigitation
Transmutation cantrip
Casting Time: 1 action
Range: 10 feet
Components: V, S
Duration: Up to 1 hour

This spell is a minor magical trick that novice spellcasters use for
practice. You create 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 musical notes, or an odd odor.

• You instantaneously light or snuff out a candle, a torch, or a small
campfire.

• You instantaneously clean or soil an object no larger than 1 cubic
foot.

• You chill, warm, or flavor up to 1 cubic 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 can fit in
your hand and that lasts until the end of your next turn.

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.

Sorcerer 0thShocking 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).

Sorcerer 1stChromatic Orb
1st-level evocation
Casting Time: 1 action
Components: V, S, M (a diamond worth at least 50 gp)
Target: Creature that you can see within range.
Duration: 90 feet

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.

Appears In: 5e Players Handbook
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Sorcerer 1stShield
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
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.

Sorcerer 2ndEnhance Ability
2nd-level transmutation
Casting Time: 1 action
Range: Touch
Components: V, S, M (fur or a feather from a beast)
Duration: Concentration, up to 1 hour.

You touch a creature and bestow upon it a magical enhancement.
Choose one of the following effects; the target gains that effect until the
spell ends.

Bear’s Endurance. The target has advantage on Constitution
checks. It also gains 2d6 temporary hit points, which are lost when the
spell ends.

Bull’s Strength. The target has advantage on Strength checks, and
his or her carrying capacity doubles.

Cat’s Grace. The target has advantage on Dexterity checks. It also
doesn’t take damage from falling 20 feet or less if it isn’t incapacitated.

Eagle’s Splendor. The target has advantage on Charisma checks.
Fox’s Cunning. The target has advantage on Intelligence checks.
Owl’s Wisdom. The target has advantage on Wisdom checks.
At Higher Levels. When you cast this spell using a spell slot of 3rd

level or higher, you can target one additional creature for each slot
level above 2nd.

Sorcerer 2ndScorching 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.

Sorcerer 2ndSpider Climb
2nd-level transmutation
Casting Time: 1 action
Range: Touch
Components: V, S, M (a drop of bitumen and a spider)
Duration: Concentration, up to 1 hour

Until the spell ends, one willing creature you touch gains the ability
to move up, down, and across vertical surfaces and upside down along
ceilings, while leaving its hands free. The target also gains a climbing
speed equal to its walking speed.

Sorcerer 3rdFireball
3rd-level evocation
Casting Time: 1 action
Range: 150 feet
Components: V, S, M (a tiny ball of bat guano and sulfur)
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.

Sorcerer 3rdHaste
3rd-level transmutation
Casting Time: 1 action
Range: 30 feet
Components: V, S, M (a shaving of licorice root)
Duration: Concentration, up to 1 minute

Choose a willing creature that you can 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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