Magie Anakis
Tiefling
Thaumaturgy

Transmutation Cantrip
Casting Time: 1 action
Range: 30 feet
Components: V
Duration: 1 minute

You manifest a minor wonder, a sign of supernatural power, within range. You create one of the
following magical effects within range:

= Your voice booms up to three times as loud as normal for 1 minute.
= You cause flames to flicker, brighten, dim, or change color for 1 minute.
= You cause harmless tremors in the ground for 1 minute.

= You create an instantaneous sound that originates from a point of your choice within range,
such as a rumble of thunder, the cry of a raven, or ominous whispers.

= You instantaneously cause an unlocked door or window to fly open or slam shut.
= You alter the appearance of your eyes for 1 minute.

If you cast this spell multiple times, you can have up to three of its 1-minute effects active at a
time, and you can dismiss such an effect as an action.

Hellish Rebuke
1st-level evocation

Casting Time: 1 reaction, which you take in response to being damaged by a creature within 60
feet of you that you can see

Range: 60 feet

Components: V, S

Duration: Instantaneous

You point your finger, and the creature that damaged you is momentarily surrounded by hellish
flames. The creature must make a Dexterity saving throw. It takes 2d10 fire damage on a failed
save, or half as much damage on a successful one. At Higher Levels, when you cast this spell
using a spell slot of 2nd level or higher, the damage increases by 1d10 for each slot level above
1st.

2nd-level evocation

Casting Time: 1 action

Range: 60 feet

Components: V, M (bat fur and a drop of pitch or piece of coal)
Duration: Concentration, up to 10 minutes

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 creature with darkvision can’t see through
this darkness, and nonmagical light can’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.

Cantrips

Create Bonfire

Conjuration cantrip

Casting Time: 1 action

Range: 60 feet

Components: V, S

Duration: Concentration, up to 1 minute

You create a bonfire on ground that you can see within range. Until the spells ends, the bonfire
fills a 5-foot cube. Any creature in the bonfire’s space when you cast the spell must succeed on a
Dexterity saving throw or take 1d8 fire damage. A creature must also make the saving throw
when it enters the bonfire’s space for the first time on a turn or ends its turn there.

At Higher Levels:

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

Transmutation cantrip

Casting Time: 1 action

Range: 30 feet

Components: S

Duration: Instantaneous or 1 hour (see below)

You choose a portion of dirt or stone that you can see within range and that fits within a 5-foot
cube. You manipulate it in one of the following ways:

* If you target an area of loose earth, you can instantaneously excavate it, move it along the
ground, and deposit it up to 5 feet away. This movement doesn’t have enough force to cause
damage.

* You cause shapes, colors, or both to appear on the dirt or stone, spelling out words, creating
images, or shaping patterns. The changes last for 1 hour.

« If the dirt or stone you target is on the ground, you cause it to become difficult terrain.
Alternatively, you can cause the ground to become normal terrain if it is already difficult terrain.
This change lasts for 1 hour. If you cast this spell multiple times, you can have no more than two
of its non-instantaneous effects active at a time, and you can dismiss such an effect as an action.

Mold Earth

Transmutation cantrip

Casting Time: 1 action

Range: 30 feet

Components: S

Duration: Instantaneous or 1 hour (see below)

You choose a portion of dirt or stone that you can see within range and that fits within a 5-foot
cube. You manipulate it in one of the following ways:



* If you target an area of loose earth, you can instantaneously excavate it, move it along the
ground, and deposit it up to 5 feet away. This movement doesn’t have enough force to cause
damage.

* You cause shapes, colors, or both to appear on the dirt or stone, spelling out words, creating
images, or shaping patterns. The changes last for 1 hour.

« If the dirt or stone you target is on the ground, you cause it to become difficult terrain.
Alternatively, you can cause the ground to become normal terrain if it is already difficult terrain.
This change lasts for 1 hour. If you cast this spell multiple times, you can have no more than two
of its non-instantaneous effects active at a time, and you can dismiss such an effect as an action.

Mending

Transmutation cantrip

Spell Name: Mending

Casting Time: 1 minute

Range: Touch

Components: V, S, M (two lodestones)

Duration: Instantaneous

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 or construct, but the spell can’t restore magic to such
an object.

1st Level
Cure Wounds

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

A creature you touch regains a number of hit points equal to 1d8 + your spellcasting ability
modifier. This spell has no effect on undead or constructs.

At Higher Levels. When you cast this spell using a spell slot of 2nd level or higher, the healing
increases by 1d8 for each slot level above 1st.

Entangle

Casting Time 1 Action

Range 90 feet
Components V, S
Duration Concentration, up to 1 minute

Grasping weeds and vines sprout from the ground in a 20-foot square starting from a point within
range. For the duration, these plants turn the ground in the area into difficult terrain.



A creature in the area when you cast the spell must succeed on a Strength saving throw or be
restrained by the entangling plants until the spell ends. A creature restrained by the plants can
use its action to make a Strength check against your spell save DC. On a success, it frees itself.

When the spell ends, the conjured plants wilt away.

Goodberry

1st-level transmutation

Casting Time: 1 action

Range: Touch

Components: V, S, M (a sprig of mistletoe)
Duration: Instantaneous

Up to ten berries appear in your hand and are infused with magic for the duration. A creature can
use its action to eat one berry. Eating a berry restores 1 hit point, and the berry provides enough
nourishment to sustain a creature for one day.

The berries lose their potency if they have not been consumed within 24 hours of the casting of
this spell.

Speak with Animals

1st-level divination (ritual)
Casting Time: 1 action
Range: Self
Components: V, S
Duration: 10 minutes

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 DM’s discretion.

2nd Level
Hold Person

Casting Time: 1 action

Range: 60 feet

Components: V, S, M (a small, straight piece of iron)
Duration: Concentration, up to 1 minute

Choose a humanoid that you can see within range. The target must succeed on a Wisdom saving
throw or be paralyzed for the duration. At the end of each of its turns, the target can make
another Wisdom saving throw. On a success, the spell ends on the target.

At Higher Levels: When you cast this spell using a spell slot of 3rd level or higher, you can
target one additional humanoid for each slot level above 2nd. The humanoids must be within 30
feet of each other when you target them.

Spike Growth

2nd-level transmutation

Casting Time: 1 action

Range: 150 feet

Components: V, S, M (seven sharp thorns or seven small twigs, each sharpened to a point)
Duration: Concentration, up to 10 minutes



The ground in a 20-foot radius centered on a point within range twists and sprouts hard spikes
and thorns. The area becomes difficult terrain for the duration. When a creature moves into or
within the area, it takes 2d4 piercing damage for every 5 feet it travels. The transformation of the
ground is camouflaged to look natural. Any creature that can’t see the area at the time the spell is
cast must make a Wisdom (Perception) check against your spell save DC to recognize the terrain
as hazardous before entering it.

3rd Level
Protection from Energy

3rd-level abjuration

Casting Time: 1 action

Range: Touch

Components: V, S

Duration: Concentration, up to 1 hour

For the duration, the willing creature you touch has resistance to one damage type of your choice:
acid, cold, fire, lightning, or thunder.

Tidal Wave

3rd-level conjuration

Casting Time: 1 action

Range: 120 feet

Components: V, S, M (a drop of water)
Duration: Instantaneous

You conjure up a wave of water that crashes down on an area within range. The area can be up
to 30 feet long, up to 10 feet wide, and up to 10 feet tall. Each creature in that area must make a
Dexterity saving throw. On a failure, a creature takes 4d8 bludgeoning damage and is knocked
prone. On a success, a creature takes half as much damage and isn’t knocked prone. The water
then spreads out across the ground in all directions, extinguishing unprotected flames in its area
and within 30 feet of it.

STONE SHAPE
4 transmutation

Casting Time: 1 action

Range: Touch

Components: VS M (Soft clay, to be crudely worked into the desired shape for the stone object)
Duration: Instantaneous

Classes: Cleric, Druid, Wizard

You touch a stone object of Medium size or smaller or a section of stone no more than 5 feet in any
dimension and form it into any shape that suits your purpose. So, for example, you could shape a
large rock into a weapon, idol, or coffer, or make a small passage through a wall, as long as the wall
is less than 5 feet thick. You could also shape a stone door or its frame to seal the door shut. The
object you create can have up to two hinges and a latch, but finer mechanical detail isn't possible.



DIVINATION

4 divination

Casting Time: 1 action
Range: Self

Components: VS M (Incense and a sacrificial offering appropriate to your religion, together
worth at least 25 gp, which the spell consumes)

Duration: Instantaneous
Classes: Cleric

Your magic and an offering put you in contact with a god or a god's servants. You ask a single
question concerning a specific goal, event, or activity to occur within 7 days. The DM offers a
truthful reply. The reply might be a short phrase, a cryptic rhyme, or an omen.

The spell doesn't take into account any possible circumstances that might change the outcome,
such as the casting of additional spells or the loss or gain of a companion.

If you cast this spell two or more times before finishing your next long rest, there is a
cumulative 25 percent chance for each casting after the first that you get a random reading.
The DM makes this roll in secret.



