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Control Flames
Transmutation Cantrip

1 action

60 feet

Instantaneous or 1 hour (see below)

S

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 non-
instantaneous effects created by it active at a time, and you can
dismiss such an effect as an action.

Spellcasting (Druid) Xanathar’s Guide to Everything

Mold Earth
Transmutation Cantrip

1 action

30 feet

Instantaneous or 1 hour (see below)

S

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.

Spellcasting (Druid) Princes of the Apocalypse

Shape Water
Transmutation Cantrip

1 action

30 feet

Instantaneous or 1 hour (see below)

S

You choose an area of water that you can see within range and that
fits within a 5-foot cube. You manipulate it in one of the following
ways:
    •  You instantaneously move or otherwise change the flow of the
water as you direct, up to 5 feet in any direction. This movement
doesn’t have enough force to cause damage.
    •  You cause the water to form into simple shapes and animate at
your direction. This change lasts for 1 hour.
    •  You change the water’s color or opacity. The water must be
changed in the same way throughout. This change lasts for 1 hour.
    •  You freeze the water, provided that there are no creatures in it.
The water unfreezes in 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.

Spellcasting (Druid) Princes of the Apocalypse
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