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	C1 Spell Name: Barkskin
	C1 Range: Touch
	C1 Duration: 4 Rounds + 1 Round/Lvl
	C1 Area of Effect: Creature Touched
	C1 Casting Time: V,S,M
	C1 Saving Throw: None
	C1 Level: 2
	C2 Spell name: Charm Person or Mammal
	C2 Duration: Special
	C2 Range: 8"
	C2 Area of Effect: 1 Creature or Mammal
	C2 Casting Time: V,S
	C2 Components: 4 Segments
	C2 Saving Throw: Negates
	C2 Level: 2
	C3 Range: 1"
	C3 Spell Name: Create Water
	C3 Duration: Permanent
	C3 Area of Effect: 1 Cu. Foot / Level
	C3 Casting Time: V,S
	C1 Components: 3 Segments
	C3 Components: 1 Turn
	C3 Saving Throw: None
	C3 Level: 2
	C1 Magic Type: Alteration
	C2 Magic Type: Evocation/Charm
	C3 Magic Type: Alteration


