Sanos Abduction

	Riddywipple

	Spell
	Casting

Time
	Range
	Target/Effect
	Duration
	Saving

Throw
	Description

	Grease
	Standard
	50 ft
	1 object or 10 ft sq
	10 min (D)
	Ref 
DC 14
	· Sq-move at half speed, failure-don’t move this round, fail by 5+-fall prone
· Object-make ref or drop item. Ref needed each rnd to pick up or hold onto item

	Silent Image
	Standard
	520 ft
	figment that cannot extend beyond 7 10-ft. cubes
	Concentration
	Will 
DC 14
	· This spell creates the visual illusion of an object, creature, or force, as visualized by you.

	Sleep
	Round
	130 ft
	1+ living creatures in a 10 ft radius
	30 min
	Will
DC 14
	· Magical slumber to come upon 4 HD of creatures. 

· Creatures with the fewest HD are affected first.

	Dancing Lights
	Standard
	130 ft
	Up to 4 light in 10 ft radius
	1 min (D)
	none
	· you create up to four lights that resemble torches
· can only have one spell active at any one time.

	Flare
	Standard
	30 ft
	Burst of light
	1 min
	Fort 
DC 13
	· light to burst in front of a single creature, that creature is dazzled

	Ghost Sound
	Standard
	30 ft
	Illusiary sounds
	3 rnds
	Will
DC 13
	· Ghost sound allows you to create a volume of sound that rises, recedes, approaches, or remains at a fixed place. You choose what type of sound ghost sound creates when casting it 

	Mage Hand
	Standard
	30 ft
	one non-magical, unattended object weighing 5 lbs.
	Concentration
	None
	· As a move action, you can propel the object as far as 15 feet in any direction

	Open/Close
	Standard
	30 ft
	object weighing up to 30 lbs. that can be opened or closed
	Instantaneous
	Will
DC 13
	· You can open or close (your choice) a door, chest, box, window, bag, pouch, bottle, barrel, or other container.

	Gremlin

	Spell
	Casting

Time
	Range
	Target/Effect
	Duration
	Saving

Throw
	Description

	Shatter
	Standard
	30 ft
	5-ft.-radius spread; or one solid object or one crystalline creature
	Instantaneous
	Will 
DC 10
	· you can target shatter against a single solid non-magical object, regardless of composition, weighing up to 30 lbs


	YOUNG MARIANNA  (Tier 3-4)

	Spell
	Casting

Time
	Range
	Target/Effect
	Duration
	Saving

Throw
	Description

	Deathwatch
	Standard
	30 ft
	Cone emanation
	100 min
	none
	· instantly know whether each creature within the area is dead, fragile (alive and wounded, with 3- HP), fighting off death (alive with 4+ HP), healthy, undead, or neither alive nor dead

	Control Undead
	Standard
	50 ft
	up to 20 HD of creatures, 2 cannot be 30 ft. apart
	10 mins
	Will
DC 14
	· This spell enables you to control undead creatures for a short period of time. You command them by voice and they understand you

	Death Knell
	Standard
	Touched
	Creature Touched
	instantaneous/10 minutes per HD of subject
	Will

DC 14
	· Upon casting this spell, you touch a living creature that has -1 or fewer hit points. If the subject fails its saving throw, it dies, and you gain 1d8 temporary hit points and a +2 enhancement bonus to Strength. Additionally, your effective caster level goes up by +1

	Ray of Enfeeblement
	Standard
	50 ft
	1 Ray
	10 rnds
	Fort 
DC 13
Half
	· +13 Ranged Touch Attack
· 1d6+5 Strength Penalty, cannot lower below 1

	Scare
	Standard
	200 ft
	3 living creatures, no two of which can 30 ft. apart
	10 rnds or 1 rnd
	Will 

DC 14

Partial
	· The affected creatures becomes frightened. 

· subject succeeds on a Will save, shaken for 1 rnd

	MARIANNA  (Tier 6-7)

	Spell
	Casting

Time
	Range
	Target/Effect
	Duration
	Saving

Throw
	Description

	Deathwatch
	Standard
	30 ft
	Cone emanation
	100 min
	none
	· instantly know whether each creature within the area is dead, fragile (alive and wounded, with 3- HP), fighting off death (alive with 4+ HP), healthy, undead, or neither alive nor dead

	Control Undead
	Standard
	50ft
	up to 20 HD of creatures, 2 cannot be 30 ft. apart
	10 mins
	Will
DC 16
	· This spell enables you to control undead creatures for a short period of time. You command them by voice and they understand you

	Death Knell
	Standard
	Touched
	Creature Touched
	instantaneous/10 minutes per HD of subject
	Will

DC 16
	· Upon casting this spell, you touch a living creature that has -1 or fewer hit points. If the subject fails its saving throw, it dies, and you gain 1d8 temporary hit points and a +2 enhancement bonus to Strength. Additionally, your effective caster level goes up by +1

	Ray of Enfeeblement
	Standard
	50 ft
	1 Ray
	10 rnds
	Fort 

DC 15
Half
	· +15 Ranged Touch Attack

· 1d6+5 Strength Penalty, cannot lower below 1

	Scare
	Standard
	200 ft
	3 living creatures, no two of which can 30 ft. apart
	10 rnds or 1 rnd
	Will 

DC 16

Partial
	· The affected creatures becomes frightened. 

· subject succeeds on a Will save, shaken for 1 rnd


