
My good friends and helpful minds Micah
and Daniel

My wonderful wife and her continuing
support of a hobby she does not under-
-stand.

My amazing subscribers who were so
supportive of this supplemensupportive of this supplement.

A Product from the Play Your Role Team

Special thanks to:



Untapped Potential

What is Sorcerer Unlimited?

Table of Contents:

S

T

orcerers stand out amongst the magic
 casters of the world for one single
 reason: while others work to learn to
 tap into the weave, a Sorcerer must
work to learn how to avoid letting the
weave consume them.

his is a supplement for Dungeons and
Dragons 5th edition revolving specific-
ally around the Sorcerer and the lack
of identity or unique spells they receive.

While a Wizard practices percise movements and 
the perfect words, while a Druid must be perfec-
tly in tune with nature, and while a Cleric must
have the utmost faith to it’s deity...

A Sorcerer must have control over the well-
spring of magic flooding through their veins
and rand rather than pursue power, they must tame
it. 

For this reason, many envy and lust over the
power that Sorcerers hold within their veins,
but such desire towards them is unwarranted
and foolish. For only a Sorcerer truly under-
stands the burden they carry. The burden of
not pursuing pnot pursuing power but controlling it before
it consumes your very core.

To many Sorcerers, their power is not a gift.

To many Sorcerers, their power is a curse.

In order to hopefully adjust for this, Play Your
Role has worked with a few friends to create a
supplement that should add options to any Sor-
-cerers at your table without drastically changing
the class like many other homebrewed options
tend to do. 

In this supplement In this supplement you will find new Sorcerer
specific spells, cantrips, and a new type of spell
known as ‘tempermental’, made to make the Sorc-
-erer feel as if they are truly a well spring of
magic ready to unleash at a moments notice.

Please keep in mind that any spells added within
this document are meant to be exclusive to the
Sorcerer, and hSorcerer, and have been balanced as such. If you
choose to offer them to other classes, or if a
Bard at your table would like to use Magical
Secrets to learn one, do so at your own risk!

They are balanced with Meta Magics in mind, after
all. 

So, without further delay, we give you...

The Sorcerers Unlimited!The Sorcerers Unlimited!
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Cantrips

Transmutation cantrip
Casting Time: 1 Action
Range/Area: Touch
Components: V, S
Duration: 1 round

You can magically shrink a willing creature you touch to one
 size smaller than its n size smaller than its natural size. This spell cannot make a 
creature smaller than tiny. Until the spell ends, the creature 
gains all benefits and negatives of a smaller size and cannot 
grow any smaller. If you have cast this cantrip within the last 
minute, you must succeed on a DC 10 Charisma check, or the spell
 fails. This DC increases by 5 for each subsequent cast attempt 
if you have cast this spell within the last minute.

Illusion cantrip
Casting Time: 1 Action
Range/Area: Touch
Components: V, S, M (a small hand held mirror)
Duration: 1 Hour

You touch one willing creature within range and magically adjust 
the color of their eyes, hair, and clothinthe color of their eyes, hair, and clothing. These adjustments are 
subtle, and the creature can still obviously be recognized as them-
-selves. While under these effects, the first Charisma check the 
creature makes gains a bonus equal to the caster’s proficiency 
modifier. Once this feature has been used, the creature no longer 
gain the bonus but maintains the new appearance for the duration 

Transmutation cantrip
Casting Time: 1 Action
Range/Area: 60 feet
Components: V, S, M (a small piece of non-magical metal weighing no 
more than 2 pounds)
Duration: Instantaneous

YYou create a magnetic bond between a loose piece of metal and a
 target within range. Make a ranged spell attack against that 
target. On a hit, the target takes 1d6 bludgeoning damage. If the 
target is wearing metal of any kind, that metal is now magnetized
 and any subsequent attack rolls against that target using this 
cantrip are made at advantage for the next minute.

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

Abjuration cantrip
Casting Time: 1 Bonus Action
Range/Area: Self
Components: S, M (a polished stone carved with magical runes)
Duration: Concentration, up to 1 minute

Choose between bludgeoning, piercing, and slashing damage. For the
 dur duration of the spell, any attack that deals that type of damage is 
reduced by an amount of damage equal to your proficiency modifier. 
You can reduce damage in this way a number of times equal to your 
proficiency modifier, at which point the spell ends.
 

Minimize:

Runic Armor:

Glamour:

Magnetize:



Enchantment cantrip
Casting Time: 1 Action
Range/Area: 15 feet
Components: V, S
Duration: 1 Minute

You designate any number of creatures within range with an intelli-
-gence of 4 or higher. Choose one of the foll-gence of 4 or higher. Choose one of the following emotions: Fear, 
Anger, Joy, Sorrow, Paranoia, or Serenity. For the duration of the 
spell each creature feels these emotions as if they were their own. 
Each creature is aware that these emotions are magically manifested, 
and maintain their agency, displaying behaviors rational of their char-
-acter while feeling these emotions.

Transmutation cantrip
Casting Time: 1 Bonus Action
Range/Area: 5 feet
Components: V
Duration: 10 minutes

Choose a non-magical material object which displays acts of chance,
 such as a deck of pl such as a deck of playing cards, dice, or tarot cards. The next time this 
object would be used, you may influence its outcome to one of your ch-
-oosing. Roll 1d6. On a 1-3, the object acts as normal. On a 4-6, it provides
 a result of your choosing. You may only have this effect on one object
 at a time, and the effect fades as soon as the object is used for the first
 time after the spell is cast.

This spell’s chance of succeeding increases by 1 when you reach 5th level
 (3-6), 11th level (2-6), and 17th level ( (3-6), 11th level (2-6), and 17th level (automatic success).

Transmutation cantrip
Casting Time: 1 Action
Range/Area: Touch
Components: V, S, M (a tiny inanimate object capable of folding or changing
 form such as paper or clay)
Duration: 1 Hour

YYou touch a small, malleable object and temporarily imbue it with a facs-
-imile of life. For the duration of the spell, the object takes on the shape 
of a creature of your choice that you have seen. The creature is tiny, can-
-not lift any object heavier than itself, and cannot activate or use items. 
The creature can speak and have its own individual thoughts or do as it is
 commanded, however, they are merely a manifestation of the casters sub-
-conscious. The creature has a speed of 5 ft, an AC of 15, and 1 HP.

In comIn combat, the creature shares your initiative and can only take the dodge 
action.

 

Evocation cantrip
Casting Time: 1 Bonus Action
Range/Area: Self
Components: V, S
Duration: 1 Minute

You channel your inner magic to the surface and shape it into a deadly wea-
-pon. Choose a simple weapon th-pon. Choose a simple weapon that does not have the loading, reach, or 
special property. For the duration of the spell, a glowing construct of 
magic takes the shape of that weapon in your hand. If the weapon requires 
ammunition, you gain 10 pieces as part of the casting of the spell.

This weapon is considered non-magical and vanishes if you are not holding 
it at the end of your turn.

 

Manifest Empathy:

Manifest Weapon:

Invoke Chance:

Life Facsimile:



Spells

6th level Evocation (Temperamental)
Casting Time: 1 action
Range: 120 feet
Components: Verbal, Somatic
Duration: Instantaneous
A burst of elemental energy pours out from your pointing finger at 
a a target within range. Choose acid, cold, fire, lightning, or poison. 
Make a ranged spell attack against the target. On a hit, the target 
takes 14d8 of the chosen type and another 7d8 of the chosen type at 
the end of its next turn. On a critical hit, this spell does not increase 
in damage, but instead increases the damage the target takes at the 
end of their next turn by 7d8 (for a total of 14d8).

Temperamental; The strain of this spell renders you vulnerable to 
elemenelemental forces. You gain vulnerability to acid, cold, fire, lightning,
 and poison damage until the end of your next turn. If you have resis-
-tance to any of these damage types, you do not gain vulnerability for 
that damage type, but you lose your resistance until the end of your 
next turn. If you have immunity to any of these damage types, you do 
not gain vulnerability for that damage type, but your immunity is re-
-placed with resistance instead until the end of your next turn.

AAt Higher Levels: When you cast this spell using a spell slot of 7th 
level or higher, the initial damage is increased by 2d8.

7th-level Evocation (Temperamental)
Casting Time: 1 Action
Range/Area: Self
Components: V, S
Duration: Concentration, up to 1 minute

You call upon your connection to the weave to surpass mortal limits, 
temporaritemporarily imbueing your physical body with pure planar energy. Until
 the spell ends, you gain the following benefits:

 . Choose one of the following damage types: acid, cold, fire, lightning, 
thunder, necrotic, or radiant. For the duration of the spell, you gain 
immunity to that damage type.

. Resistance to all non-magical damage

. You gain a flying speed of 60 ft. If you are still flying when the spell 
ends, ends, you fall, unless you can somehow prevent it.

. You can use your action to create a 15-foot cube of flowing energy 
centered on a point you can see within 60 feet of you. Each creature 
in the cube must make a Dexterity saving throw. A creature takes 10d8 
damage of the type chosen at the casting of this spell on a failed save, 
or half as much damage on a successful one.

Temperamental: When this spell ends, your physical form remains ra-
--vaged from the strain of channeling the raw power of the weave. You 
take force damage equal to half of your maximum health and your hit 
point maximum is reduced by an amount equal to the force damage you 
took. This damage ignores resistance and immunity. This effect cannot 
be healed aside from Greater Restoration cast at 7th level or a sim-
-ilar effect. Your hit point maximum returns to normal after you finish 
a long rest.

 

When you reach 5th level you can choose a weapon from the 
martial weapons list, at 11th level you can choose a weapon 
with the loading, reach, or special property, and at 17th level 
attacks made with these weapons count as magical for the pur-
-pose of overcoming resistance and immunity to non-magical 
bludgeoning, piercing, or slashing damage.

Elemental Evisceration:

Personify Arcana:



2nd level Transmutation (Temperamental)
Casting Time: 1 reaction (when you see an attack roll, ability check, or 
saving throw made within range)
Range: 60 feet
Components: Somatic, Material (a mirror or reflective surface)
Duration: 1 minute

YYou temporarily trap the existing laws of probability in the reflection
 of your material component, allowing you to reproduce the effect in 
the near future. For the next minute, you can forego a roll and replace
 one attack roll, ability check, or saving throw made by a creature within 
range with the number rolled by the triggering roll for this spell.

Temperamental: Once you use this feature, you must make all attack rolls, 
ability checks, and saving throws with disadvantage until the end of your 
nenext turn.

4th-level Evocation (Temperamental)
Casting Time: 1 action
Range: Self (60-foot cone)
Components: Verbal
Duration: Instantaneous
You gather and release a ravaging shriek from your throat, echoing out in a 
60-foot cone in front of 60-foot cone in front of you. Each creature within the cone must make a Con-
-stitution saving throw or take 6d10 thunder damage and become deafened for 
one minute. On a successful save, a creature takes half as much damage and 
isn’t deafened. At the end of each of its turns, a target can make another Con-
-stitution saving throw, ended the deafness on a success.

Temperamental: The strain of the spell temporarily removes your voice, silencing 
you and removing your ability to cast spells with verbal components until the end 
of of your next turn.

At Higher Levels: When you cast this spell using a spell slot of 5th level or higher, 
the damage increases by 1d10 for each level above 4th. 

The following are new Meta Magic options that are balanced around the expanded
options within this supplement. you can choose to offer any of these to your play-
-ers on top of the other Meta Magic options already available, or you can choose to
forgo them if you deem them unnecessary for your campaign.

 

When you cast a spell with the Temperamental tag, you may spend 2 sorcery points to
ignore the Temperamental effects of that spell.

 

When you cast a spell that requires an attack roll, you can expend a number of sorc-
-ery points equal to half your Charisma modifier rounded down (Minimum of 1). When
you do so, you can roll 2 additional d6 of the spells damage type and add it to the
spells total damage. You also take any damage rolled from these additional dice,
ignoring resistances. You must choose to use this option before seeing the results of
your damage roll.

YYou may use Refractory Spell even if you have already used a different Meta Magic
option during the casting of this spell.
 

Replicate Chance:

Refractory Spell

Silencing Cacophony:

Controlled Spell

New Meta Magic Options



Variant Rule: Wild Temperament

New Spell Type

The concept of Temperamental spells grants sorcerers the ability to channel
power beyond their means at the cost of detrimental side effects. The Wild 
Magic Sorcerous Bloodline functions around a similar idea but can prove to be 
crippling when combined with Temperamental spells and bad luck. With this 
variant rule, a Wild Magic sorcerer can choose to forego suffering the negative 
effects of spells with the Temperamental tag to instead immediately roll on 
the the Wild Magic surge table.

The sorcerers power can often be uncontainable and catastrophic if they do not
learn how to temper it. Many Sorcerers have learned to control their powers in
some regards, however, certain spells can bring out their magics worst tendencies.

This is shown through spells with the Tempermental tag:

Tempermental: If a spell has a temepermental tag, it will have a side effect along-
-side the casting of the spell. This effect happens simultaneously at the casting
of the spell, and is considered of the spell, and is considered part of the spells casting. If the spell is cancelled
by an effect like counterspell or similar, the negative effects do not trigger.
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