	DAGAGAL

	Spell
	Casting

Time
	Range
	Target/Effect
	Duration
	Saving

Throw
	Description

	Blur
	Standard
	touch
	Creature touched
	1 min/lvl
	Will
	· Subject gains concealment (20% miss chance)

	Chain Lightning
	standard
	400+40/lvl
	1 primary, +1 secondary/lvl (all w/in 30 ft of primary)
	Instant
	Reflex
Half
	· Bolt does 11d6 damage to primary and 11d6 to secondaries. As long as secondaries are w/in 30ft of primary. 

· Secondary reflex DC is 2 lower then the primary

	Displacement
	Standard
	Touch
	Creature touched
	1 rnd/lvl
	will
	· Subject gains total concealment (50% miss chance)

	Gust of Wind
	Standard
	60ft line
	Gust of wind
	1 rnd
	fortitude
	· See text

	Ice Storm
	Standard
	400+40/lvl
	Cylinder (20ft radius, 40ft high)
	1 rnd/lvl
	none
	· 3d6 bludgeoning dmg and 2d6 cold damage. 1st rnd 
· Difficult terrain for rest of the rounds

	Interposing Hand
	Standard
	100+10/lvl
	10 ft hand
	1 rnd/lvl
	none
	· Large floating hand provides cover (+4 AC).

· HP equal to your Total HP, AC 20

· Doesn’t provoke

· Any creature pushing past is slowed to half speed

	Major Image
	standard
	400+40/lvl
	illusion
	Concentration +3 rnds
	Will disbelief
	· Creates illusion
· Concentrating takes a standard action

· Can move image

	Scorching Ray
	Standard
	25+5/2 lvl
	1/more rays
	Instant
	None
	· 1 ray + 1 for every 4 lvls beyond 3rd. Each requires a ranged touch Atk and deal 4d6 fire dmg

· All rays must be at targets within 30ft of each other

	Shout
	standard
	30 ft
	Cone shaped burst
	Instant
	Fort part


	· Deaf for 2d6 rnds and 5d6 sonic dmg
· Fort reduces half the dmg

	Slow
	Standard
	25+5/2 lvl
	One/lvl; no 2 can be more than 30ft
	1rnd/lvl
	will
	· Creatures are staggered and can only take a move or a standard each rnd.
· -1 Atk rolls, AC, and reflex saves. Moves at half spd

	Telekinesis
	Standard
	400+40/lvl
	One target
	Concentration or instant
	Will
	· Can move an object that weighs no more than 275 lbs. negated by will save. Lasts for 11 rnds or until concentration has ceased

	Wind Wall
	Standard
	100+10/lvl
	Wall up to 110 ft long & 55 ft high
	1 rnd/lvl
	none
	· Reflex save allows you to maintain grasp on an object
· Creatures in gaseous form cannot pass through

· Arrows and bolts deflect upwards, while other ranged weapons pass through have a 30% miss chance


	MINASAKO

	Spell
	Casting

Time
	Range
	Target/Effect
	Duration
	Saving

Throw
	Description

	Bestow Curse
	Standard
	touch
	Creature touched
	permanent
	Will
	You place a curse on the subject. Choose one 

· –6 decrease to an ability score (minimum 1).

· -4 penalty on attack rolls, saves, ability checks, and skill checks.

· Each turn, the target has a 50% chance to act normally; otherwise, it takes no action.

	Black Tentacles
	standard
	100+10/lvl
	20ft radius
	1 rnd/lvl (D)
	none
	· Creatures that enter are automatically attacked.
· CMB=caster lvl+5. Roll once for entire rnd

· If succeeds, take 1d6+4 dmg and grappled (cannot move w/out breaking grapple

· +5 to CMB to maintain grapple and does dmg

· CMD=10+CMB

	Blindness/Deafness
	Standard
	100+10/lvl
	One living creature
	permanent
	fort
	· Subject is blind or deaf

	Enervation
	Standard
	25+5/2 lvl
	Ray of neg energy
	Instant
	none
	· Ranged touch attack to deal 1d4 temp neg lvls

	Glitterdust
	Standard
	100+10/lvl
	Creatures w/in 10ft radius
	1 rnd/lvl
	will
	· Blind and visibly outlined in glitter. Each rnd and the end of their turn, blind make new save

	Pain Strike, Mass
	Standard
	25+5/2 lvl
	1 foe/lvl, 2 cannot be >30ft apart
	1 rnd/lvl
	fort
	· 1d6 nonlethal dmg for 1 rnd/lvl
· Sickened for duration of spell

	Pox Pustules
	standard
	25+5/2 lvl
	One creature
	1 min/lvl
	fort
	· Sickened and -4 Dex penalty
· Can spend a move action to remove sickened

	Ray of Enfeeblement
	Standard
	25+5/2 lvl
	1/more rays
	Instant
	None
	· 1 ray + 1 for every 4 lvls beyond 3rd. Each requires a ranged touch Atk and deal 4d6 fire dmg

· All rays must be at targets within 30ft of each other

	Spite
	1 round
	Personal
	You
	1hr/lvl
	NA
	· When hit by melee Atk or combat maneuver, stored spell is triggered. No touch attack is needed

	Suffocation
	Standard
	25+5/2 lvl
	One target
	3 rnds
	Fort
Part
	· Save succeeds-staggered for 1 rnd
· Fail-immediately starts to suffocate. Creature next turn falls unconscious and reduced to 0 HP. Next turn, -1 HP and dying. Next turn DEAD. 
· New save each rnd to move along suffocation track

	Touch of Fatigue
	standard
	Touch
	Creature touched
	1 rnd/lvl
	Fort
	· Touch attack hits gains fatigue for duration of spell

	Unwilling Shield
	Standard
	25+5/2 lvl
	One creature
	1 rnd/lvl
	will
	· Connection between you and target
· +1 luck bonus to AC and saving throws

· Take half damage from all atks. Amount not taken goes to target

	Vampiric Touch
	Standard
	Touch
	Creature touched
	Instant
	None
	· Touch attack deals 1d6 dmg/2 lvls. Gain temp HP equal to dmg dealt. Cannot gain more HP then subjects current HP+Con score.


	HAUNTS

	Spell
	Casting

Time
	Range
	Target/Effect/Area
	Duration
	Saving

Throw
	Description

	Waves of Fatigue
	Standard
	30ft 
	Cone shaped burst
	Instant
	None
	· All living creatures are fatigued. 8 hrs of rest to remove fatigue.

	Waves of Exhaustion
	Standard
	60ft
	Cone shaped burst
	Instant
	None
	· All living creatures are exhausted. 1 hr of rest to remove exhaustion. 8 hrs of rest to remove fatigue.

	Freezing Sphere
	standard
	400+40/lvl
	20ft radius
	1 rnd/lvl (D)
	none
	· 40-foot-radius burst, dealing 1d6 points of cold damage per caster level (maximum 15d6) to each creature in the area.

	Solid Fog
	Standard
	100+10/lvl
	20ft radius wide and high
	1 min/lvl
	None
	· A creature within 5 feet has concealment (20% miss chance). Creatures farther away have total concealment (50% miss chance, and the attacker can't use sight to locate the target).
· Move at half speed, -2 on all melee atk and dmg.

· Vapors prevent ranged attacks (except magic rays).

· Cannot take 5ft step

	Acid Fog
	Standard
	100+10/lvl
	20ft radius wide and high
	1rnd/lvl
	none
	· Each round on your turn, starting when you cast the spell, the fog deals 2d6 points of untyped damage to each creature and object within it.

	Aqueous Orb
	Standard
	100+10/lvl
	10ft diameter sphere
	1 rnd/lvl
	reflex
	· Engulf those who it strikes. Move 30ft/rnd.
· Any creature in its path takes 2d5 of nonlethal dmg. Reflex negates. Must make second save or be engulfed.

· Engulfed creatures must hold their breath.

· 2d6 nonlethal at beginning of  their turn each rnd engulfed. New save each round. To free to swallow

	Suffocation
	Standard
	25+5/2 lvl
	One target
	3 rnds
	Fort

Part
	· Save succeeds-staggered for 1 rnd

· Fail-immediately starts to suffocate. Creature next turn falls unconscious and reduced to 0 HP. Next turn, -1 HP and dying. Next turn DEAD. 
· New save each rnd to move along suffocation track

	Phantasmal Killer
	standard
	100+10/lvl
	One creature
	Instant
	Will disbelief
Fort part
	· Only the spell's subject can see the phantasmal killer. You see only a vague shape. The target first gets a Will save to recognize the image as unreal. If that save fails, the phantasm touches the subject, and the subject must succeed on a Fortitude save or die from fear. Even if the Fortitude save is successful, the subject takes 3d6 points of damage.

	Finger of Death
	Standard
	25+5/2 lvl
	One creature
	Instant
	fort
	· This spell instantly delivers 10 points of damage per caster level. If the target's Fortitude saving throw succeeds, it instead takes 3d6 points of damage + 1 point per caster level.


