The God’s Market Gamble


	Tursula (Tier 1-2)

	Spell
	Casting

Time
	Range
	Target/Effect
	Duration
	Saving

Throw
	Description

	Laughing Touch

(SLA)
	Standard
	Touch
	Creature Touched

+0 ATK
	1 rnd
	none
	· you can cause a creature to burst out laughing

· A laughing creature can only take a move action but can defend itself normally. 

· Once a creature has been affected by laughing touch, it is immune to its effects for 24 hours.

	Sleep
	1 round
	120 ft
	one or more living creatures within a 10-ft.-radius burst
	2 min
	Will
DC 16
	· Creatures with the fewest HD are affected first. Among creatures with equal HD, those who are closest to the spell's point of origin are affected first.
· Slapping or wounding awakens an affected creature, but normal noise does not. Awakening a creature is a standard action

	Vanish
	Standard
	Touch
	Creature Touched
	2 rnd (D)
	none
	· The creature or object touched becomes invisible. 

	Daze
	Standard
	30 ft
	1 humanoid of 4 HD/lower
	1 rnd
	Will 
DC 15
	· This spell clouds the mind of a humanoid so that it takes no actions. Humanoids of 5 or more HD are not affected. A dazed subject is not stunned, so attackers get no special advantage against it. 

· it is immune to the effects of this spell for 1 minute.

	Durnil (Tier 1-2)

	Spell
	Casting

Time
	Range
	Target/Effect
	Duration
	Saving

Throw
	Description

	Laughing Touch

(SLA)
	Standard
	Touch
	Creature Touched

+4 ATK
	1 rnd
	none
	· you can cause a creature to burst out laughing

· A laughing creature can only take a move action but can defend itself normally. 

· Once a creature has been affected by laughing touch, it is immune to its effects for 24 hours.

	Vanish
	Standard
	Touch
	Creature Touched
	2 rnd (D)
	none
	·  The creature or object touched becomes invisible. 

	Daze
	Standard
	30 ft
	1 humanoid of 4 HD/lower
	1 rnd
	Will 

DC 15
	· This spell clouds the mind of a humanoid so that it takes no actions. Humanoids of 5 or more HD are not affected. A dazed subject is not stunned, so attackers get no special advantage against it. 

· it is immune to the effects of this spell for 1 minute.

	Tursula (Tier 1-2)

	Spell
	Casting

Time
	Range
	Target/Effect
	Duration
	Saving

Throw
	Description

	Laughing Touch

(SLA)
	Standard
	Touch
	Creature Touched

+1 ATK
	1 rnd
	none
	· you can cause a creature to burst out laughing

· A laughing creature can only take a move action but can defend itself normally. 

· Once a creature has been affected by laughing touch, it is immune to its effects for 24 hours.

	Ghoul Touch
	Standard
	Touch
	Creature Touched
	1d6+2 rnds
	Fort

DC 15
	· Paralyze w/successful melee touch attack (+1)
· A paralyzed subject exudes a stench that causes all living creatures (except you) in a 10-foot-radius spread to become sickened (Fortitude negates).

	Hideous Laughter
	Standard
	35 ft
	One Creature
	5 rnd
	Will
DC 17
	· Fall prone laughing, taking no actions (not helpless)
· New save each round, it’s a round action that does not provoke 

· Intelligence score of 2 or lower is not affected. 
· A creature whose type is different from the caster's receives a +4 bonus on its saving throw, because humor doesn't "translate" 

	Scorching Ray
	Standard
	35 ft
	1 ray
	instant
	none
	· ranged touch atk (+4) to hit and deals 4d6 points of fire damage.

	Entangle
	Standard
	600 ft
	plants in a 40-ft.-radius spread
	5 mins (D)
	Ref
DC 14
	· Make save-start in web (when cast), move into web, end in web
· Fail Save- Entangles

· break free as a move action, making a STR or EA check.

· Considered Difficult Terrain

	Obscuring Mist
	Standard
	20 ft
	cloud spreads in 20-ft. radius from you, 20 ft. high
	5 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).

	Sleep
	1 round
	120 ft
	one or more living creatures within a 10-ft.-radius burst
	5 min
	Will

DC 16
	· Creatures with the fewest HD are affected first. Among creatures with equal HD, those who are closest to the spell's point of origin are affected first.

· Slapping or wounding awakens an affected creature, but normal noise does not. Awakening a creature is a standard action

	Vanish
	Standard
	Touch
	Creature Touched
	2 rnd (D)
	none
	· The creature or object touched becomes invisible. 

	Daze
	Standard
	35 ft
	1 humanoid of 4 HD/lower
	1 rnd
	Will 

DC 15
	· This spell clouds the mind of a humanoid so that it takes no actions 

· it is immune to the effects of this spell for 1 minute.

	Touch of Fatigue
	Standard
	Touch
	Creature Touched
	5 rnd
	Fort
13
	· You must succeed on a touch attack (+1) to strike a target. The subject is immediately fatigued for the spell's duration.

	Durnil (Tier 1-2)

	Spell
	Casting

Time
	Range
	Target/Effect
	Duration
	Saving

Throw
	Description

	Laughing Touch
(SLA)
	Standard
	Touch
	Creature Touched

+5 ATK
	1 rnd
	none
	· you can cause a creature to burst out laughing

· A laughing creature can only take a move action but can defend itself normally. 

· Once a creature has been affected by laughing touch, it is immune to its effects for 24 hours.

	Hideous Laughter
	Standard
	35 ft
	One Creature
	5 rnd
	Will

DC 18
	· Falls prone in laughter, taking no actions (not helpless)
· New save each rnd. A full round action that does not provoke 

· Intelligence score of 2 or lower is not affected. 
· A creature whose type is different from the caster's receives a +4 bonus on its saving throw, because humor doesn't "translate"

	Mirror Image
	Standard
	Personal
	You
	6 mins
	NA
	· 1d4+1 images created

· If the attack is a hit, roll randomly to see whether the selected target is real or a figment. If it is a figment, the figment is destroyed. If the attack misses by 5 or less, one of your figments is destroyed by the near miss.

	Web
	Standard
	150 ft
	webs in a 20-ft.-radius spread
	50 mins (D)
	Ref
DC 16
	· Make save-start in web (when cast), move into web, end in web
· Fail save-grappled 

· Break free as a standard action making a CMB or EA check 

· considered difficult terrain.

· 5 feet of web between you and an opponent, it provides cover. 

· 20 feet of web between you, it provides total cover.

	Charm Person
	Standard
	35 ft
	1 humanoid
	6 hr
	Will
DC 15
	· This charm makes a humanoid creature friendly toward you 

· If the creature is currently being threatened or attacked by you or your allies, however, it receives a +5 bonus on its saving throw.

· You can try to give the subject orders, by opposed CHA check to convince it to do anything it wouldn't ordinarily do.

	Entangle
	Standard
	600 ft
	plants in a 40-ft.-radius spread
	5 mins (D)
	Ref

DC 15
	· Make save-start in web (when cast), move into web, end in web
· Fail Save- Entangles

· break free as a move action, making a STR or EA check.

· Considered Difficult Terrain

	Vanish
	Standard
	Touch
	Creature Touched
	2 rnd (D)
	none
	·  The creature or object touched becomes invisible. 

	Daze
	Standard
	30 ft
	1 humanoid of 4 HD/lower
	1 rnd
	Will 

DC 15
	· This spell clouds the mind of a humanoid so that it takes no actions. 
· it is immune to the effects of this spell for 1 minute.

	Touch of Fatigue
	Standard
	Touch
	Creature Touched
	5 rnd
	Fort

14
	· You must succeed on a touch attack (+5) to strike a target. The subject is immediately fatigued for the spell's duration.


