The Goblinblood Dead

	Telda (Tier 1-2)

	Spell
	Casting

Time
	Range
	Target/Effect
	Duration
	Saving

Throw
	Description

	IMW-2nd 
	Standard
	Touch
	Creature Touched

+ 2ATK
	instantaneous
	Fort Half

DC 16
	· 2d8+4 negative energy damage

	Lesser, animate dead-2md 
	Standard
	Touch
	1 corpse touched
	Instantaneous
	none
	· This spell turns corpses into undead skeletons or zombies that obey your spoken commands.

	Cause Fear-1st
	Standard
	30 ft
	1 living creature 5 HD or less
	1d4 rnds or 1 rnd
	Will part

DC 15
	· Fail save-creature becomes frightened

· Make save-Creature becomes shaken for 1 rnd

	ILW-1st 
	Standard
	Touch 
	Creature Touched

+ 2ATK
	instantaneous
	Fort Half

DC 15
	· 1d8+4 negative energy damage

	Obscuring Mist-1st 
	Standard
	20 ft
	cloud spreads in 20-ft. radius from you, 20 ft. high
	4 mins (D)
	none
	· The vapor obscures all sight, including darkvision, beyond 5 feet. A creature 5 feet away has concealment (attacks have a 20% miss chance). Creatures farther away have total concealment (50% miss chance, and the attacker cannot use sight to locate the target).

	Smn Monster I-1st 
	1 Round
	35 ft
	Summon 1 skeleton
	4 rnds
	None
	· Summon 1 skeleton

	Telda (Tier 3-4)

	Spell
	Casting

Time
	Range
	Target/Effect
	Duration
	Saving

Throw
	Description

	Dispel Magic-3rd 
	Standard
	150ft 
	one spellcaster, creature, or object
	instantaneous
	none
	· Make dispel check (1d20+5) and compare that to the spell with highest caster level (DC = 11 + the spell's caster level)
· If successful, that spell ends. If not, compare the same result to the spell with the next highest caster level.

	Animate Dead-3rd 
	Standard
	Touch
	1 or more corpses touched
	Instantaneous
	none
	· This spell turns corpses into undead skeletons or zombies that obey your spoken commands.

	Blindness/Deafness-3rd
	Standard
	170 ft
	1 living Creature
	Permanent
	Fort

DC 17
	· Subject is either blinded or deafened

	ISW-3rd 
	Standard
	Touched
	Creature Touched

+4 ATK
	instantaneous
	Fort Half

DC 17
	· 3d8+7 negative energy damage

	Smn Monster III-3rd
	1 Round
	40 ft
	Smn 1 skeletal champion
	7 rnds
	none
	· Summon 1 skeletal champion

	Hold Person-2nd 
	Standard
	170 ft
	One humanoid
	7 rnds (D)
	Will 
DC 15
	· Subject becomes paralyzed and freezes in place

· Each rnd new save is made as a full rnd non-provoking action

	IMW-2nd 
	Standard
	Touch
	Creature Touched

+ 4ATK
	instantaneous
	Fort Half

DC 16
	· 2d8+7 negative energy damage

	Lesser, animate dead-2nd 
	Standard
	Touch
	1 corpse touched
	Instantaneous
	none
	· This spell turns corpses into undead skeletons or zombies that obey your spoken commands.

	Spiritual Weapon-2nd
	Standard
	170 ft
	Magic Scythe of Force

+8 ATK
	7 rnds
	none
	· weapon made of force appears and attacks foes at a distance, dealing 1d8+2 force damage (X4 crit range) 

· It strikes as a spell, not as a weapon, so it can damage creatures that have DR

	Cause Fear-1st
	Standard
	40 ft
	1 living creature 5 HD or less
	1d4 rnds or 1 rnd
	Will part

DC 15
	· Fail save-creature becomes frightened

· Make save-Creature becomes shaken for 1 rnd

	Command-1st
	Standard
	40 ft
	1 living creature
	1 rnd
	Will
DC 14
	· Give command (PG 257 CORE)

	Doom-1st
	Standard
	170ft
	1 living creature
	7 mins
	Will
DC 15
	· Creature becomes shaken

	ILW-1st 
	Standard
	Touch 
	Creature Touched

+ 4ATK
	instantaneous
	Fort Half

DC 15
	· 1d8+5 negative energy damage

	Obscuring Mist-1st
	Standard
	20 ft
	cloud spreads in 20-ft. radius from you, 20 ft. high
	7 mins (D)
	none
	· The vapor obscures all sight, including darkvision, beyond 5 feet. A creature 5 feet away has concealment (attacks have a 20% miss chance). Creatures farther away have total concealment (50% miss chance, and the attacker cannot use sight to locate the target).

	Smn Monster I-1st
	1 Round
	35 ft
	Summon 1 skeleton
	7 rnds
	None
	· Summon 1 skeleton


