Pathfinder 2 Playtest Sheets Primal Cantrips
ACID SPLASH
Acid
Cantrip
Evocation

CANTRIP

You splash a glob of acid. Make a ranged touch attack. If you hit, you deal 1d4 acid damage plus 1 splash damage.
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KNOW DIRECTION
CANTRIP

Casting
Somatic Casting,
Range 120 feet
Duration concentration

Verbal Casting

You create up to four floating lights, no two of which are more than 10 feet apart. Each sheds light like a torch. When you Concentrate
on the Spell, you can move each light up to 60 feet. Each light must remain within range and within 10 feet of all others, or it winks
out.

DETECT MAGIC
Cantrip
Detection
Divination

CANTRIP

Casting
Somatic Casting,
Area 30-foot aura

Verbal Casting

You send out a magical pulse that registers the presence of magic. You receive no information beyond presence or
absence of magic. You can choose to ignore magic you’re fully aware of, such as you and your allies’ magic items and ongoing spells.
You detect illusion magic only if that magic’s effect has a lower level than the level of your detect magic spell. However, items that
have an illusion aura but aren’t deceptive in appearance (such as an invisibility potion) typically get detected normally.
Heightened (3rd) You learn the school of magic for the highestlevel magical effect within range that the spell detects. If multiple effects
are equally strong, the GM determines which you learn.
Heightened (4th) As 3rd level, but you also pinpoint the source of the highest-level magic. You don’t learn the exact location but can
narrow down the source to within a 5-foot cube. If the source is larger than that, you identify only the cube nearest to you.

DISRUPT UNDEAD
Necromancy
Positive

CANTRIP

Casting
Somatic Casting,
Verbal Casting
Range 30 feet; Targets one undead creature

You infuse the target with energy. You deal 1d10 positive damage; the target must attempt a Fortitude save. Heightening increases
damage.
Success The target takes half damage.
Critical SuccessThe target takes no damage.
Failure The target takes full damage.
Critical Failure Double damage and enfeebled 1 for 1 round.
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ELECTRIC ARC
Attack
Cantrip
Electricity
Evocation

Casting
Somatic Casting,
Verbal Casting
Range 30 feet; Targets one or two creatures

You deal 1d6 electricity damage; each target must attempt a Reflex save. Heightening increases damage.
Success The target takes half damage.
Critical Success The target takes no damage.
Failure The target takes full damage.
Critical Failure The target takes double damage.
Heightened (3rd) Damage of 1d6 + your spellcasting ability modifier.
Heightened (5th) Damage of 2d6 + your spellcasting ability modifier.
Heightened (7th) Damage of 3d6 + your spellcasting ability modifier.
Heightened (9th) Damage of 4d6 + your spellcasting ability modifier.

CANTRIP

Casting
Somatic Casting,
Verbal Casting
Range 30 feet; Targets one creature
Duration until the start of your next turn or until dismissed
You ask for divine guidance, granting the target a +1 conditional bonus to one attack roll, Perception check, saving throw, or skill check
the target attempts before the duration ends. The target chooses which roll to use the bonus on before rolling. If the target uses the
bonus, the spell ends. Either way, it’s bolstered.
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DANCING LIGHTS
Cantrip
Evocation
Light

GUIDANCE
Cantrip
Divination

Casting
Somatic Casting,
Verbal Casting
Range 30 feet; Targets one creature or object

On a critical success, the target also takes 1 persistent acid damage.
The damage increases depending on your level.
Heightened (3rd) Damage increases to 1d4 + your spellcasting ability modifier,
Heightened (5th) Damage increases to 2d4 + your spellcasting ability modifier,
Heightened (7th) Damage increases to 3d4 + your spellcasting ability modifier,
Heightened (9th) Damage increases to 4d4 + your spellcasting ability modifier,
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CANTRIP

Cantrip
Detection
Divination

Casting

CANTRIP
Somatic Casting,

Verbal Casting

In your mind’s eye, you see a path northward. You immediately know which direction is north (if there is such a

thing as north at your current location).
Heightened (7th) You can choose to instead know the direction to a specific location with which you are very familiar, such as a
previous home, a favorite tavern, or the temple where you trained.

LIGHT

CANTRIP

Cantrip
Evocation
Light

Casting
Somatic Casting,
Verbal Casting
Range touch; Targets one unattended, nonmagical object of 1 Bulk or less Duration 1 day or until dismissed

The object begins to glow with pure light, casting bright light in a 20-foot radius like a torch. If you cast this spell
again on another object, the light on the last object you cast it on is dismissed.
Heightened (4th) The object instead sheds bright light in a 60- foot radius.

PRESTIDIGITATION

CANTRIP

Cantrip
Evocation

Casting
Somatic Casting,
Verbal Casting
Range 10 feet; Targets one object (cook, lift, or tidy only)
Duration concentration
You can perform simple magical effects for as long as you Concentrate on the Spell. The effects are minor and have severe limitations.
Each time you Concentrate on the Spell, you can choose one of four options, based on your type of magic.
• Cook (arcane, primal) Chill, warm, or flavor 1 pound of nonliving material.
• Lift (arcane, divine, occult) Slowly lift an unattended object of light Bulk or less 1 foot off the ground.
• Make (arcane, divine, occult) Create an object of negligible Bulk, made of congealed magical substance and temporary in nature. The
object looks crude and artificial and is extremely fragile—it crumbles if put under too much strain and can’t be used as a tool, weapon,
or spell component.
• Tidy (arcane, primal) Color, clean, or soil an object of light or less Bulk. You can affect an object of 1 Bulk with 10 rounds of
concentration or a larger object, such as a suit of armor, with 5 minutes of concentration.
Prestidigitation can’t deal damage or cause adverse conditions.
Any actual change to an object (beyond just moving, cleaning, coloring, or soiling it) persists only as long as you Concentrate on the
Spell.

PRODUCE FLAME
Attack
Cantrip
Evocation
Fire

CANTRIP

Casting
Somatic Casting,
Verbal Casting
Range 30 feet; Targets one creature

A flame appears in your palm. Make a melee or ranged touch attack. On a success, you deal 1d4 fire damage. On
a critical success, the target takes 1d4 persistent fire damage in addition to the cantrip dealing double damage.
Heightening this spell increases its damage.
Heightened (3rd) 1d6 + your spellcasting ability modifier.
Heightened (5th) 2d6 + your spellcasting ability modifier, and double damage + 2d4 persistent fire damage on a critical hit.
Heightened (7th) 3d6 + your spellcasting ability modifier and double damage + 3d4 persistent fire damage on a critical hit.
Heightened (9th) 4d6 + your spellcasting ability modifier and double damage + 4d4 persistent fire damage on a critical hit.

RAY OF FROST
Attack
Cantrip
Cold
Evocation
Heightened
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(3rd)
(5th)
(7th)
(9th)

CANTRIP

Casting
Somatic Casting,
Verbal Casting
Range 60 feet; Targets one creature
Make a ranged touch attack against the target. If you hit, you deal 1d8 cold damage. Double the damage on a
critical hit. Heightening this spell increases its damage.
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READ AURA
Cantrip
Detection
Divination

CANTRIP
Casting 1 minute (Somatic, Verbal)
Range 30 feet; Targets one object

You focus on the target object. When the casting is complete, you know whether or not that item is magical and, if
it is, you learn the school of magic (see page 194).
If the object is illusory, you detect this only if the effect has a lower level than the level of your read aura spell.
Heightened (3rd) You can target up to 10 objects.

Cantrip
Transmutation

CANTRIP
Casting

Somatic Casting,

Verbal Casting

Range touch; Targets one creature or object
Duration unlimited (see below)
You harmlessly place your unique magical sigil, which is about 1 square inch in size, on the touched creature or object. The mark can be
visible or invisible, and you can change it from one state to another by spending a Somatic Casting action during which you touch the
target.
The mark can be scrubbed or scraped off with 5 minutes of work. If it’s on a creature, it fades naturally over the course of a week.
The time before the mark fades increases depending on your level.
Heightened (3rd) 1 month.
Heightened (5th) 1 year.
Heightened (7th) The sigil never fades.

STABILIZE
Cantrip
Detection
Healing
Necromancy
Positive

CANTRIP
Casting
Somatic Casting,
Verbal Casting
Range 30 feet; Targets one dying creature
The soft glow of positive energy shuts death’s door. The target loses the dying condition, though it remains
unconscious at 0 Hit Points.

Cantrip
Conjuration
Plant

CANTRIP
Casting
Somatic Casting,
Verbal Casting
Range 30 feet; Targets one creature

A vine covered in sticky sap appears from thin air, flicking from your hand and lashing itself to the target. Attempt
a ranged touch attack against the target.
Success The target is entangled. It can attempt an Acrobatics or Athletics check against your spell DC to remove the entangled
condition (and immobile condition, if necessary).

Heightened (6th) You can target any number of objects.

SIGIL

TANGLEFOOT

Critical Success Per success, and the target immobile as long as it’s entangled.
Failure No effect.
Heightened (2nd) The entangled condition lasts for 2 rounds.
Heightened (4th) The entangled condition lasts for 1 minute.

