Druid ability to pass through thick vegetation with neither a penalty to

movement rate nor any evidence of their passing.

Reaching 7 level: Druids gain the ability to assume animal
shapes upon reaching level 7, three times per day. Any normal
animal form may be chosen, from as small as a bat or rat to as large
as approximately twice human size, such as a bear. A specific animal
shape may be taken only one time per day, for unlimited duration.
However, while in the form of an animal the druid has all of the
physical properties of that animal, while retaining his normal
mental state. Transitioning from one form to another allows the
druid to heal 1d6x10% of any damage that has been sustained to
the previous form.

In addition to these abilities, at 7™ level druids become immune to
charm or charm-like effects from sylvan beings.

Reaching 9 level: Upon reaching the 9™ level, a druid will attract
1d6 druidic apprentices, 50% of them are 1* level and 50% are 2™
level. Druids do not build permanent strongholds, but may have
temporary, hidden homes within thick vegetation or the trunks of

trees.
Druid Level Progression
Experience Level Hit Dice (1d6)
0 1 1
Requirements: WIS 12, CHA 15 2,065 2 2
Prime Requisite: WIS, CHA 4,125 3 3
Hit Dice: 1d6 7,751 4 4
Maximum Level: 14 12,501 5 5
Druids are secretive types of clerics. Their ambitions and methods 20,001 3 0
. . 40,001 7 7
are often not understood, which makes them objects of both
S . . . « 60,001 8 8
fascination and fear. Much like clerics, druids can be seen as “holy 90.001 9 9
warriors,” but their allegiance is not to a typical god. Rather, they .
150,001 10 10
pay homage to nature. The sun, the moon, the earth, the elements,
. . ] . 200,001 11 11
and all things associated with these forces are their gods. As a 300.001 12 1
consequence, druids are not bound by typical concepts of “good” 75 O’ 001 13 13
or “evil,” for nature does not exist to adhere to human moral 1,500,001 14% 14

concepts. Thus, all druids must be neutrally aligned. Druids are
dedicated to protecting the balance of nature; sometimes protecting

that balance requires acts others might view as “evil” or “good.” Druid Spell Progression
. . . Spell Level
Because of their close ties to nature, druids may not use metal P
Class Level

*Maximum level attainable for druids.

armor or shields, but may use leather or wood armor and shields. 1
They may use most weapons, except crossbows and bows. Druids 5 ) 1 0 0 0 0 0
attack using the same table as clerics, as well as sharing their saving 3 3 5 ] 0 0 0 0

throw progression. However, druids receive a +2 bonus to saving
! . . 4 3 2 2 0 0 0 0
throws against all fire or electrical based attacks. Druids may use 5 4 3 5 0 0 0 0

magical items available to clerics, except spell scrolls since druids
. . 6 4 3 2 1 0 0 0

have access to different powers and spells. Druids have no power
r undead 7 4 3 3 1 0 0 0
over undeac. 8 4 4 3 2 0 0 0
Druids speak their own secret druidic language, their alignment 9 4 4 3 2 1 0 0
tongue, and common. Beginning at 3 Jevel, for each level of 10 5 4 3 3 2 0 0
experience druids may select an additional language from the 11 5 5 4 3 2 1 0
following list: centaur, dragon (green), dryad, dwarven, elven, 12 5 5 4 4 3 2 1
gnome, lizardfolk, manticore, nixie, pixie, sprite, or treant. 13 6 5 5 5 4 3 2
14 6 6 6 6 5 4 3

Reaching 3" level: Upon reaching the 3" level, druids gain the
ability to identify animals and plants. In addition, they may discern
whether water or food is pure, safe, or poisoned. Druids gain the



Druid Spell List

Animal Companion
Detect Magic
Detect Snares and Pits
Divine Weather
Entangle
Faerie Fire
Invisibility, Animal
Locate Creature
Pass without Trace
Purify Water
Shillelagh
Speak with Animals

Barkskin
Charm Person or Mammal
Create Water
Cure Light Wounds
Feign Death
Find Plant
Fire Trap
Heat Metal
Obscuring Mist
Produce Flame
Stumble
Warp Wood

Call Lightning
Cure Disease
Hold Animal
Insect Swarm

Neutralize Poison
Plant Growth
Protection from Fire
Pyrotechnics
Snare
Stone Shape
Tree Shape
Water Breathing

Cure Serious Wounds
Dispel Magic
Flash Fire
Hallucinatory Terrain
Hold Vegetation and Fungus
Passplant
Protection from Electricity
Repel Vermin
Speak with Plants
Summon Animal I
Summon Sylvan Beings
Temperature Control
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Animal Growth
Anti-Plant Shell
Commune with Nature
Control Winds
Insect Plague
Sticks to Snakes
Summon Animal IT
Transmute Rock to Mud
(reversible)

Tree Stride
Wall of Fire

Anti-Animal Shell
Conjure Fire Elemental
Control Weather
Cure Critical Wounds
Feeblemind
Fire Seeds
Repel Wood
Summon Animal IIT
Transport via Plants

Wall of Thorns

Animate Mineral
Conjure Earth Elemental
Control Weather (Greater)
Confusion
Creeping Doom
Finger of Death
Fire Chariot
Fire Storm

Reincarnate
Transmute Metal to Wood
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Druid Spells

Animal Companion

Level: 1
Duration: Permanent

Range: 10°

A druid may use this spell to attract 2 HD of normal animals (and
of ordinary animal intelligence) per caster level, and befriend them.
The animals must have a neutral alignment. The druid may train
these animals, so long as training takes place within 4 months of
befriending them. A maximum of three specific behaviors may be
trained, much like one might train a dog. It takes 1 week to train
an animal to perform 1 behavior, but if the training is interrupted
for more than 3 days it must be started all over. It takes 6 turns to
cast this spell.

Animal Growth (reversible)

Level: 5
Duration: 2 rounds per level
Range: 80°

The caster may use this spell to double the size of up to 8 animals
within a 20’ x 20’ area. This doubling effect applies to damage



inflicted by the animals and applies to their HD numbers, which
affects their attack values. The opposite, reduce animal, has exactly
the opposite effect, reducing animals and their abilities by half.

Animate Mineral

Level: 7
Duration: 1 round per level
Range: 40°

This spell is effectively a more limited version of the cleric spell
animate objects. The caster may animate 2’ cubed of rock or some
other mineral per level, but the object must not be part of a larger
portion of mineral (not a piece of a stone wall, for instance). In all
other ways this spell functions like animate objects.

Anti-Animal Shell
Level: 6

Duration: 1 turn per level

Range: 0

The spell anti-animal shell creates an invisible barrier that keeps all
creatures within the shell protected, as if behind a wall, from
attacks by ordinary creatures. Ordinary creatures include giant
animals, ogres, orcs, but not any form of undead, demons, or most
creatures from other planes of existence. The shell is centered on
the caster and is 20 in diameter.

Anti-Plant Shell

Level: 5
Duration: 1 turn per level
Range: 0

The spell anti-plant shell creates an invisible barrier that keeps all
creatures within the shell protected, as if behind a wall, from
attacks by plant creatures, animated plants, or missiles of plant
material. The shell is centered on the caster and is 20’ in diameter.

Barkskin

Level: 2
Duration: 4 rounds, +1 round per level

Range: Touch

Barkskin toughens a creature’s skin; this spell may be used on the
caster or another willing creature. The effect lowers the creature’s
existing armor class by 1, and provides a +1 to all saving throws
except versus spells.

Call Lightning

Level: 3
Duration: 10 rounds per level
Range: 0

Immediately upon completion of the spell, and once per round
thereafter, the caster may call down a vertical bolt of lightning that
deals 2d8, +1d8 per level points of electricity damage. The caster
must be outdoors and in a stormy area—a rain shower, clouds and
wind, hot and cloudy conditions, or even a tornado. The bolt of
lightning flashes down in a vertical stroke at whatever target point
chosen within a 360’ radius of the caster. Any creature within a 10’
radius of the target area or in the path of the bolt is affected. A bolt
of lightning may be called once every 10 rounds. This spell does

not function underground, unless there is a clear straight vertical
path outdoors. Victims may save versus spells for half of the dice
damage.

Charm Person or Mammal

Level: 2
Duration: See below
Range: 80°

This spell functions in much the same manner as the magic-user
spell charm person. Refer to that spell description for more details.
However, in addition to humanoids, the druid spell may be used to
charm mammals, including intelligent animals.

Commune with Nature

Level: 5
Duration: See below
Range: V2 mile radius per level

The caster becomes one with nature (in outdoor settings only),
attaining knowledge of the surrounding territory. The caster may
gain knowledge of a fact per caster level from among the following
subjects: the ground or terrain, plants, minerals, bodies of water,
people, general animal population, presence of woodland creatures,
presence of powerful unnatural creatures, or even the general state
of the natural setting. It takes 1 turn to cast this spell.

Confusion

Level: 7
Duration: 12 rounds
Range: 120°

This spell functions identically to the magic-user spell of the same
name.

Conjure Earth Elemental (reversible)

Level: 7
Duration: 1 turn per level

Range: 40°

By means of this spell, the caster creates a portal to the plane of
earth, and beckons forth a 16 HD earth elemental. It is of friendly
disposition to the caster, and will perform tasks, including fight, for
the caster for the duration of the spell. The reverse of this spell,
banish earth elemental, or dispel magic, will send it back to the
plane of earth

Conjure Fire Elemental (reversible)
Level: 6

Duration: 1 turn per level

Range: 80°

By means of this spell, the caster creates a portal to the plane of fire,
and beckons forth a creature native to that plane. Such a creature is
of friendly disposition to the caster, and will perform tasks,
including fight, for the caster for the duration of the spell. The
reverse of this spell, banish fire elemental, or dispel magic, will send
fire elementals back to the plane of fire, but only banish fire
elemental can be used to send salamanders, efreeti, or other
powerful creatures from the plane of fire back through the planes.
When this spell is cast, consult the table below to determine which



creature appears.

Roll 400 Creature Conjured

01-05 Efreeti
06-87 Fire Elemental (12 HD)
88-90 Fire Elemental (16 HD)
91-00 Flame Salamanders (1d4+1)
Control Weather
Level: 6
Duration: 4d12 hours
Range: 0

This spell functions identically to the cleric spell of the same name.
Control Weather (Greater)

Level: 7
Duration: 4d12 hours
Range: 0

This spell takes greater control of the weather than the cleric spell
of the same name. It may change weather to be consistent with a
prior or future adjacent season. For instance, if it is spring, winter
or summer weather may be summoned. In all other respects this
spell functions as control weather.

Control Winds

Level: 5
Duration: 10 rounds per level
Range: 0

This spell allows the caster to alter wind force within a 40 radius
per caster level. The caster can make the wind increase or decrease
its strength. The new strength persists until the spell ends or until
the caster chooses to alter his handiwork. An “eye” of calm air that
is 40’ in diameter at the center of the area surrounds the caster. For
every caster level, wind can increase or decrease speed by 3 miles
per hour, in increments of 3 miles per hour per round. Wind speed
reduces at the same rate when the spell ends or is dismissed by the
caster.

® Strong winds (30+ mph) make sailing difficult, missile
weapons difficult, and forces smaller airborne creatures
out of the air.

® A severe wind (45+ mph) causes minor ship and building
damage, and forces human-sized airborne creatures from
the air.

® A windstorm (60+ mph) drives most flying creatures from
the skies, uproots small trees, knocks down light wooden
structures, tears off roofs, and endangers ships.

® Hurricane force winds (75+ mph) destroy wooden
buildings, sometimes uproot even large trees, and cause
most ships to sink.

® A tornado (175+ mph) destroys all unfortified buildings
and often uproots large trees.

Note that in confined spaces, including underground, the spell will
function. If the area is confined such that the radius of effect is less
than 400’, then there is no eye of calm winds and the caster will

suffer from the winds just as any other creature in affected radius.

Create Water

Level: 2
Duration: Permanent
Range: 10°

This spell generates wholesome, drinkable water, just like clean rain
water. Water can be created in an area as small as will actually
contain the liquid, or up to 1’ cubed per caster level. It takes 1 turn
to cast this spell.

Creeping Doom

Level: 7
Duration: 4 rounds per level
Range: 0

When the caster utters the spell of creeping doom, a mass of
centipedes, insects, and arachnids is called forth. The swarm
occupies a volume of 20’ square, and can be commanded to swarm
any target within 80’. The swarm moves at 10’ per round, and will
consist of (1d6+4)x100 individual bugs, each of which deals 1
point of damage and then dies. If a swarm occupies the same area
as a target, as many bugs attack as the creature has hit points. The
remaining swarm may be commanded to attack a new target in
range. If the swarm moves beyond 80’ from the caster, 50 of their
number wander away. An additional 50 wander away per 10, so
that if they are 100” away, 150 have been lost.

Cure Critical Wounds (reversible)

Level: 6
Duration: Permanent

Range: Touch
This spell is identical to the cleric spell of the same name.

Cure Disease (reversible)

Level: 3
Duration: Permanent

Range: Touch

This spell functions in the same way as the cleric spell of the same
name.

Cure Light Wounds (reversible)

Level: 1
Duration: Permanent

Range: Touch
This spell is identical to the cleric spell of the same name.
Cure Serious Wounds (reversible)

Level: 4
Duration: Permanent

Range: Touch

Cure serious wounds functions the same as the cleric spell of the
same name.



Detect Magic

Level: 1
Duration: 2 turns
Range: 60°

This spell is identical to the cleric spell detect magic.

Detect Snares and Pits

Level: 1
Duration: 4 rounds per level

Range: 60°

In the wilderness, the druid can detect simple pits, deadfalls, and
snares as well as mechanical traps. The spell does not detect
complex traps, including trapdoor traps. In a dungeon or other
below ground environment, the druid may only detect simple pits.

Dispel Magic

Level: 4
Duration: Permanent
Range: 120°

This spell functions the same as the cleric spell of the same name.
Divine Weather

Level: 1
Duration: 2 hours per level
Range: 0

A druid may use this spell to divine coming weather conditions
within a 5 mile radius. The caster can predict the weather into the
future by 2 hours per caster level. This spell only grants knowledge
about general weather conditions (rain, snow, wind, temperature,
etc.) but cannot detect specific future locations of lightning strikes,
tornadoes, etc.

Entangle

Level: 1
Duration: 1 turn

Range: 80

Grasses, weeds, bushes, and even trees wrap, twist, and entwine
about creatures in a 40’ diameter area or those that enter the
designated area, holding them fast and causing them to become
entangled. A creature may move half its normal movement if it
succeeds in a saving throw versus spells.

Faerie Fire

Level: 1
Duration: 4 rounds per level
Range: 80°

A pale glow surrounds and outlines the subjects. Outlined subjects
shed light that makes them visible in darkness at a distance of 80,
or half this if the creatures are near a light source. The druid may
affect creatures within a 40’ radius, and may outline up to 12’ per
caster level. For instance, 2 human sized targets at first level, and 4
human sized targets at 2™ level, etc. The faerie fire can be blue,
green, or violet, according to druid’s choice at the time of casting.
The faerie fire does not cause any harm to the objects or creatures
thus outlined. However, their greater visibility grants attackers +2
to hit while the spell is in effect.

Feeblemind

Level: 6
Duration: Indefinite
Range: 240°

This spell is identical to the magic-user spell of the same name.

Feign Death

Level: 2
Duration: 4 rounds, +2 rounds per level

Range: Touch

With the exception of the duration, this spell functions identically
to the magic-user spell of the same name.

Finger of Death
Level: 7

Duration: Permanent

Range: 60°

The caster may use this spell to slay any one living creature within
range. The target is entitled to a saving throw versus death to
survive the attack.



Find Plant

Level: 2
Duration: 1 turn per level
Range: 0

The caster of this spell is able to find a specific plant within a 10’
diameter circle per caster level (30’ at level 3, etc.), centered on the
caster. The caster may concentrate on a different plant type each
round, and he may move around since the area of effect follows
with him.

Fire Chariot
Level: 7

Duration: 5 turns, +1 turn per level

Range: 10°

By means of this spell, the caster creates a fire chariot pulled by two
flaming specters of horses. The caster and up to 7 other human-
sized creatures may ride on the chariot, but they must have been
touching the caster when the spell was cast to be immune to the
flames. The chariot is capable of ground movement [240° (80’)]
and can fly [480’ (160°)]. The flaming horses may only be damaged
by water or magical weapons; they have AC 2 and 30 hp. Any
creature that touches the chariot or horses suffers 1d6 hp fire
damage.

Fire Seeds

Level: 6
Duration: See below
Range: 40°

The caster may turn acorns into explosive thrown weapons, or holly
berries into bombs that can be detonated on command. It takes
one round to enchant one seed, and each seed will retain its
enchantment for 1 turn per caster level. The number of seeds that
may be enchanted and their effects are determined by the type
enchanted. Only one type may be enchanted per spell casting.

Acorn Grenades: As many as four acorns turn into hurled weapons
that can be thrown up to 40’. An arttack roll is required to strike the
intended target. The acorns deal 2d8 points of fire damage. In
addition, they ignite any combustible materials within 10°. A
creature within this area that makes a successful saving throw versus
spells takes only half damage; a creature struck directly is not
allowed a saving throw.

Holly Berry Bombs: The caster can turn as many as eight holly
berries into special bombs. The holly berries are usually placed by
hand, since they are too light to make effective thrown weapons
(they can be tossed only 5°). When the caster speaks a word of
command within 40’ of the berries, each berry instantly bursts into
flames, causing 1d8 points of fire damage in a 5’ radius burst and
igniting any combustible materials within 5°. A creature in the area
that makes a successful saving throw versus spells takes only half
damage.

Fire Storm (reversible)

Level: 7
Duration: 1 round
Range: 160°

When a fire storm spell is cast, the whole area is shot through with
sheets of roaring flame identical to a wall of fire in a 20’ cube per
level area (the area must be 10" high minimum, 20" high
maximum). Any creature within the area or within 10’ of it takes
2d8 points of fire damage plus a number equal to the caster’s level.
The reverse, extinguish storm, will extinguish normal fires covering
double the normal area. It will extinguish magical fires in the
normal area, but with a probability of 5% per caster level.

Fire Trap

Level: 2
Duration: See below
Range: Touch

The druid spell fire trap functions identically to the magic-user
spell of the same name.

Flash Fire (reversible)

Level: 4
Duration: 1 round
Range: 40°

The caster causes a 10’ square area within range to suddenly erupt
in flames, potentially igniting flammable materials in addition to
inflicting 1d4 hp damage to all creatures in the area. Dampen fire,
the reverse of flash fire, may be used to snuff out any normal fires
within the same area.

Hallucinatory Terrain, Druidic
Level: 4

Duration: Permanent
Range: 80°

This spell is very similar to the magic-user spell of the same name,
but with some important differences. The caster makes some
terrain look, sound, and smell like some other natural sort of
terrain, but the entire terrain to be hidden must be encompassed by
the range this spell may affect. The caster, all druids, and all sylvan
creatures recognize the illusion for what it is. The caster may affect
a 40’ square area per level. The illusion is permanent, unless dispel
magic is successfully cast on the enchanted area.

Heat Metal (reversible)

Level: 2
Duration: 7 rounds
Range: 40°

Hear metal makes metal extremely warm. A creature takes fire
damage if its metal weapons, armor, or equipment is heated. On
the first round of the spell, the metal becomes warm and
uncomfortable to touch but deals no damage. The same effect also
occurs on the last round of the spell’s duration. During the second
(and also the next-to-last) round, intense heat causes pain and
damage. In the third, fourth, and fifth rounds, the metal is searing
hot, causing more damage, as shown on the table below.



Round Metal Temperature Damage
1 Warm (Cool) None
2 Hot (Cold) 1d4 (1d2) hp
3-5 Scorching (Freezing) 2d4 (1d4) hp
6 Hot (Cold) 1d4 (1d2) hp
7 Warm (Cool) None

Note that when searing damage is delivered, additional effects
occur depending on the body parts which are in contact with
metal. A target may experience more than one of these effects if
metal is contacting multiple body parts. Effects are as follows:
extremities (hands, feet), unusable for 2d4 days; body (covered by
metal armor), bedridden from extreme burns for 1d4 days; head
(covered by a helmet), severely burned, victim is unconscious for
1d4 turns. If searing metal makes contact with flammable material
(leather, cloth, etc.) it burns, dealing 2d4 damage the next round.

The reverse of heat metal, chill metal, has similar effects as noted in
parenthesis in the table above. However, when freezing damage is
dealt, small body parts like the ears, the nose, toes, fingers, etc. are
completely frozen and must be amputated. At the referee’s
discretion, penalties to CHA may apply. Note that magical items or
spells that provide protection from fire or cold, or exposure to
magical or mundane heat or cold sources will all negate the
appropriate spell effect. Hear metal negates chill metal, and vice
versa.

Hold Animal
Level: 3

Duration: 2 rounds per level
Range: 80

The caster of this spell can hold normal animals (including giant
versions) for the spell duration, up to 400 Ibs. of animals per caster
level. If more than 4 creatures are affected, they may save versus
spells as normal to avoid the effects of the spell. If creatures fewer
than 4 are affected, each creature receives -1 per creature fewer.
Thus, if only 1 is affected, it saves at -3, -2 for two creatures and -1
for 3 creatures. See also hold person.

Hold Vegetation and Fungus
Level: 4

Duration: 1 round per level

Range: 80

This spell may be used to hold all forms of plant and fungus life,
both intelligent and unintelligent. Held plant or fungus material is
unmovable by magical animation or any other movement except by
natural outside means, such as wind. Intelligent plants or fungus,
or plant/fungus monsters are entitled to a saving throw versus spells
to negate the effect. The caster may affect up to 70 square feet of
plant-covered terrain, or up to 4 intelligent beings or non-
intelligent but sentient and/or independently mobile beings. If
creatures fewer than 4 are affected, each creature receives -1 to save
versus spells per creature fewer. Thus, if only 1 is affected, it saves at
-3, -2 for two creatures and -1 for 3 creatures.

Insect Plague

Level: 5
Duration: 1 day
Range: 480°

This spell is identical to the cleric spell of the same name.

Insect S warm

Level: 3
Duration: 1 round per level

Range: 30°

As soon as this spell is cast, a swarm of biting, pinching, and
stinging insects engulfs a victim. There is a 50% chance either way
that the swarm is a mass of flying or crawling insects. They inflict 2
hp damage per round, and a victim may commit no other action
than try to get rid of the insect swarm. The caster may direct the
swarm to attack different opponents, but it takes one round for the
insects to disengage one opponent and move to another. Flying
insects move at 180’ (60°) and crawling insects move at 120 (40°).

Invisibility, Animal

Level: 1
Duration: 1 turn, +1 round per level

Range: Touch

A druid may cast this spell on himself or another willing creature.
The affected creature is completely invisible to ordinary (and giant)
animals of normal animal intelligence.

Locate Creature

Level: 1
Duration: 1 round per level
Range: 0

By casting this spell, a druid may stand and detect whether a
specific kind of animal is within range, and where in range it is
located. The range is directly in front of the caster, in a 20’ wide
path that is 20’ long per caster level. The caster may face in a
different direction per round.

Neutralize Poison (reversible)
Level: 3

Duration: Permanent

Range: Touch
This spell functions identically to the cleric spell of the same name.

Obscuring Mist

Level: 2
Duration: 4 rounds per level
Range: 0

A misty vapor arises around the caster. It is stationary once created.
'The vapor obscures all sight, including infravision, beyond 2d4 feet
for 4 rounds per caster level and covers 10” cubed per caster level. A
strong wind disperses the fog, reducing its duration to 25% of
normal.



Pass without Trace

Level: 1
Duration: 1 turn per level
Range: Touch

The caster or a subject can move through any type of terrain and
leave neither footprints nor scent. Tracking the subjects is
impossible; however, for 6d6 turns any area passed over will radiate
faint magic.

Passplant
Level: 4

Duration: 5 turns

Range: Touch

The caster creates a passage through vegetation, whether natural or
magical. The passage is 10’ deep per caster level, 5’ wide and 10’
high. The caster may choose to hide within a tree, if it is large
enough and falls in a direct path of the spell. When the spell ends
the caster is simply expelled from the tree in a random direction.
However, if the tree is killed (cut down) or otherwise destroyed
while the caster is within, he dies.

Plant Growth

Level: 3
Duration: Permanent

Range: 160°

Plant growth causes normal vegetation (grasses, briars, bushes,
creepers, thistles, trees, vines) within range and a 20’ square area
per level to become thick and overgrown. The plants entwine to
form a thicket or jungle that creatures must hack or force a way
through. Movement drops to 10’, or 20’ for large creatures. The
area must have brush and trees in it for this spell to take effect. At
the caster’s option, the area can be any shape. This spell has no
effect on plant creatures.

Produce Flame

Level: 2
Duration: 2 rounds per level
Range: 0

Flames as bright as a torch appear in the caster’s open hand, for 2
rounds per caster level (unless dismissed early). The flames harm
neither the caster nor his equipment; however, they will ignite
other flammable materials. In addition to providing illumination,
the flames can be hurled at enemies up to 40’, bursting to catch fire
to any burnable materials within a 2’ radius of the impact point.

Protection from Fire

Level: 3
Duration: See below
Range: Touch

This spell may be used on the caster or another creature, with
different effects in each case. When used on the caster, he is
rendered completely immune to all damage from normal and
magical fires, no matter their source, for an unlimited time or until
an accumulation of 12 hp of damage per caster level is dealt. At
that point the spell ends and immunity ends. If the spell is used on

another creature, the duration is 1 turn per caster level, during
which time the recipient benefits from immunity to all nonmagical
fires and 50% immunity (half damage) from magical or other fires.
In addition, the recipient may save versus fire-based attacks with a
+4 bonus.

Protection from Electricity

Level: 4
Duration: See below
Range: Touch

This spell functions identically to protection from fire, but is
effective against all electrical damage and attacks.

Purify Water (reversible)

Level: 1
Duration: Permanent

Range: 40°

The caster may use this spell to make poisoned or otherwise
unsanitary or undrinkable water within a 10’ square area pure and
ready for drinking. The caster may convert a total of 1’ cubed of
water per level. Spoil water, the reverse of purify water, makes
water undrinkable due to contamination. Spoil water may also be
used to render holy or unholy water powerless.

Pyrotechnics

Level: 3
Duration: See below
Range: 160°

Pyrotechnics turns a fire into either a burst of blinding fireworks or
a thick cloud of choking smoke, depending on the wishes of the

caster.

Fireworks: The fireworks are a flashing, fiery, momentary burst of
glowing, colored aerial lights. This effect causes creatures within
120’ of the area of effect to become blinded. The size of the
pyrotechnics is equal to 10x the size of the fire source. Creatures
must have line of sight to the fire to be affected.

Smoke Cloud: A writhing stream of smoke billows out from the
source, forming a choking cloud. The cloud obscures all vision of
anything 20’ or more distant and lasts for 1 round per caster level.
The smoke fills a total area equal to 100x the size of the fire source.

Reincarnate

Level: 7

Duration: Permanent

Range: 0

This spell functions in an identical manner to the magic-user spell

of the same name.

Repel Vermin
Level: 4

Duration: 1 turn per level

Range: 0

The caster of this spell is able to prevent all ordinary insects, rats,
spiders, etc. from coming with a 10’ radius. Giant vermin or
vermin of 2 HD or more may enter the area if they succeed in a



saving throw versus spells. However, entering the area causes 1d6
hp damage to them. This spell does not affect wererats or intelligent
vermin-like creatures.

Repel Wood

Level: 6
Duration: 4 rounds per level
Range: 0

Waves of energy roll forth from the caster on a 120’ wide path, 20’
long per caster level, moving in the direction he faces. Once the
spell is cast, the area of effect is stationary. It causes all wooden
objects in the path of the spell to be pushed away to the limit of the
range. Wooden objects larger than 30’ in diameter that are fixed
firmly are not affected, but loose objects are. Objects 30 in
diameter or smaller that are fixed in place splinter and break, and
the pieces move with the wave of energy. Objects affected by the
spell are repelled at the rate of 40’ per round.

Objects such as wooden shields, spears, wooden weapon shafts and
hafts, and arrows and bolts are pushed back, dragging those
carrying them along. If a spear is planted (set) to prevent this
forced movement, it splinters. The waves of energy continue to
sweep down the set path for the spell’s duration. After being cast,
the path is set, and the caster can then do other things or go
elsewhere without affecting the spell’s power.

Shillelagh

Level: 1
Duration: 1 round per level

Range: Touch

The caster’s own nonmagical club or quarterstaff becomes a +1
weapon in regard to attack rolls. The weapon deals 2d4 damage.
These effects only occur when the weapon is wielded by the caster.

Snare

Level: 3
Duration: See below
Range: Touch

This spell enables the caster to make a snare that functions as a
magic trap. The snare can be made from any supple vine, a rope, or
something similar. When snare is cast, the cordlike object blends
with its surroundings (only 10% chance to detect by nonmagical
means). One end of the snare is tied in a loop that contracts around
one or more of the limbs of any creature stepping inside the circle.

If a strong and supple tree is nearby, the snare can be fastened to it.
The spell causes the tree to bend and then straighten when the loop
is triggered, dealing 1d6 points of damage to the creature trapped
and lifting it off the ground by the trapped limb or limbs. If no
such tree is available, the cordlike object tightens around the
creature, dealing no damage but causing it to be entangled.

The snare is magical and will restrain a victim for 12 hours. To
escape, a trapped creature must be as strong as a giant to break the
bonds. The bonds lose their strength over time, so that after 4
hours STR 18 or ogre strength is needed, and after 8 hours STR 16
is needed.

Speak with Animals

Level: 1
Duration: 6 turns
Range: 60°

This spell functions in an identical way to the cleric spell speak
with animals.

Speak with Plants

Level: 4
Duration: 3 turns
Range: 80°

This spell functions identically to the cleric spell of the same name,
but with a greater range.

Sticks to Snakes

Level: 5
Duration: 6 turns
Range: 120°

This spell functions identically to the cleric spell of the same name.
Stone Shape
Level: 3

Duration: Permanent

Range: Touch

This spell can form an existing piece of stone into any shape that
suits the caster’s purpose, to a total volume of 3’ cubed, +1” cubed
per level. While it’s possible to make crude coffers, doors, and so
forth with stone shape, fine detail isn’t possible.

Stumble

Level: 2
Duration: 1 turn per level

Range: Touch

The caster of this spell may enchant a 10’ length (or shorter) of
organic material, such as a hemp rope, staff, stick, etc. When a
creature or creatures walk over the object, it very suddenly rises to
trip them (even the caster is not immune!). If a victim fails a saving
throw versus spells, he falls to the ground. Any creatures passing
over the object and already aware of its magical behavior may save
with a +4 bonus. There is only a 20% chance of detecting this trip
trap by nonmagical methods. Creatures walking when tripped
suffer no damage and may get up the next round. If running, a
creature suffers 1d6 damage from the fall when on stone, rock, or
similar unyielding surfaces and is stunned for 1d4+1 rounds. On
softer surfaces such as earth, forest floor, etc. no damage is suffered
and victims are stunned for only 1 round.

Summon Animal I

Level: 4
Duration: See below
Range: 40’ per level

The caster of the spell summons 1d8 ordinary animals (including
giant types) of up to 4 HD per animal, if they are within range of
the spell. The referee will decide the chance of a particular animal
type being available, and the caster may attempt up to three



different animals before the spell is a failure. Summoned animals
will serve the caster for a specific task, including fighting, aiding on
a quest, or other goals that may be short term or relatively longer
term. The caster may dismiss animals at any time.

Summon Animal II

Level: 5
Duration: See below
Range: 60 per level

This spell is a more powerful version of summon animal I. A total
of 3d4 animals of up to 4 HD may be summoned, or 1d6 animals
of up to 8 HD.

Summon Animal III

Level: 6
Duration: See below
Range: 80 per level

This spell is a more powerful version of summon animal I. A total
of 4d4 animals of up to 4 HD may be summoned, or 2d4 animals
of up to 8 HD, or 1d4 animals of up to 16 HD.

Summon Sylvan Beings

Level: 4
Duration: See below
Range: 120°, +10’ per level

The caster of this spell must be outdoors, and must both chant and
make magical hand gestures. The casting ends when sylvan beings
appear, or if 2 turns have passed with no results. The referee decides
the probability of a particular type of woodland creature being
available within range, based on the circumstances and terrain type.
Refer to the table below for the type of creatures this spell may
beckon forth, and how many of each will appear.

Creature Number Creature Number
Centaur 1d4 Sprite 1d6
Dryad 1d4 Treant 1
Nixie 1d4 Unicorn 1
Pixie 1d8

Creatures are allowed a saving throw versus spells, with a +4 bonus.
When creatures arrive they receive an additional identical saving
throw if any companion of the caster is chaotic. Summoned sylvan
beings who fail their save are friendly to the caster, and will aid him
in any way that is within their abilities. However, if they are asked
to fight for the caster, the referee rolls on the monster reaction table
in Labyrinth Lord, taking into account how the druid has treated
the creature previously.

Temperature Control
Level: 4

Duration: 4 turns, +1 turn per level
Range: 0

By means of this spell, the caster can raise or lower the ambient
temperature within a 20" diameter area around the caster. The
amount of temperature change is 50 degrees (Fahrenheit), +10
degrees per caster level above 6™ level. So, at 8™ level the
temperature may be changed by 70 degrees.

Transmute Metal to Wood
Level: 7

Duration: Permanent
Range: 80°

This spell enables the caster to change one metal object to wood. A
magic object made of metal only has a 10% chance of being
affected by this spell. The caster may transmute 8 lbs of metal into
wood per level. Objects changed in this way are permanently
altered such that dispel magic will not reverse the effects. However,
a wish or limited wish can return an object to its original state.

Transmute Rock to Mud (reversible)

Level: 5
Duration: See below
Range: 160°

This spell turns natural, uncut or unworked rock of any sort into
an equal volume of mud. The volume is up to 20’ cubed per caster
level. The depth of the mud created cannot exceed the width or
breadth of the area chosen. A creature unable to levitate, fly, or
otherwise free itself from the mud sinks and may drown if the
depth is great enough. The mud remains until a successful dispel
magic or transmute mud to rock spell (the reverse) restores its
substance—but not necessarily its form. Evaporation turns the
mud to normal dirt over a period of days. The exact time depends
on exposure to the sun, wind, and normal drainage.

Transport via Plants

Level: 6
Duration: See below
Range: Touch

By means of this spell the caster may enter any large normal plant
and pass any distance to a plant of the same kind in a single round,
regardless of the distance separating the two. The entry plant must
be alive. The destination plant need not be familiar to the caster,
but it also must be alive. If the caster is uncertain of the location of
a particular kind of destination plant, he need merely designate
direction and distance and the transport via plants spell moves him
as close as possible to the desired location. If a particular
destination plant is desired but the plant is not living, the spell fails
and the caster must leave the entry plant within 24 hours. There is
a 5% chance that the spell goes awry, sending the caster to a similar
plant 1d100 miles away in a random direction. Destruction of an
occupied plant slays the caster (as with passplantand treestride).

Tree Stride

Level: 5
Duration: See below
Range: Touch

The caster gains the ability to enter trees and move from inside one
tree to inside another tree. The trees entered must be of the same
kind, must be living, and must have girth at least equal to the
caster. By moving into an oak tree, for example, the caster may
choose to move into the furthest oak tree to the east, wherever that
may be in range. However, if the nearest oak in range is to the west,
the caster emerges from that tree instead.



Type of Tree Transport Range

Oak, ash, yew 600’
Elm, linden 420
Other deciduous 300’
Other coniferous 240
All other trees 180

The caster can remain within a tree for 1 round per caster level, but
is forced out when the spell ends. If the tree in which the caster is
concealed is chopped down or burned, the caster is slain if he does
not exit before the process is complete.

Tree Shape
Level: 3

Duration: 6 turns, +1 turn per level
Range: 0

By means of this spell, the caster is able to assume the form of a
small living tree or shrub or a large dead tree trunk with a small
number of limbs. The closest inspection cannot reveal that the tree
in question is actually a magically concealed creature. To all normal
tests the caster is, in fact, a tree or shrub. While in tree form, the
caster can observe all that transpires around him just as if he were
in his normal form. All clothing and gear carried or worn also
changes. The caster may end the spell at any time, and may attack
or undertake other normal actions the same round the spell is
dismissed.

‘Wall of Fire

Level: 5
Duration: See below
Range: 60°

The function of this spell is identical to the magic-user spell of the
same name.

‘Wall of Thorns

Level: 6
Duration: 1 turn per level
Range: 80

A wall of thorns spell creates a barrier of very tough, pliable,
tangled brush bearing needle-sharp thorns as long as a human’s
finger. Any creature forced into or attempting to move through a
wall of thorns takes 8 damage +AC rating (0-9) per 10’. Any
creature within the area of the spell when it is cast takes damage as
if it had moved into the wall and is caught inside. The caster may
create a 10" cubed area of wall per level. The wall must be 10 thick
(or fills a smaller space completely), which allows it to be shaped as
a number of 10x10x10 blocks. A wall of thorns can be breached by
slow work with edged weapons at rate of 4 turns per 10’. Normal
fire cannot harm the barrier, but magical fire burns away the wall in
2 turns.

Warp Wood

Level: 2
Duration: Permanent
Range: 10’ per level

The caster causes wood to bend and warp, permanently destroying
its straightness, form, and strength. A warped door springs open (or

becomes stuck). A boat or ship springs a leak. Warped ranged
weapons are useless. The caster may warp a volume of
approximately 15 square inches per caster level. For example, at
first level the caster could warp four arrows or a short wooden

handle.
Water Breathing (reversible)

Level: 3
Duration: 1 day
Range: 30°

This spell is identical to the magic-user spell of the same name,
except that the druid version is also reversible such that a water
breathing creature may be made to breath air.
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GNU General Public License

Version 2, June 1991

Copyright (C) 1989, 1991 Free Software Foundation, Inc.

51 Franklin Street, Fifth Floor, Boston, MA 02110-1301, USA

Everyone is permitted to copy and distribute verbatim copies of this license document, but changing it is not
allowed.

Preamble

The licenses for most software are designed to take away your freedom to share and change it. By contrast, the GNU
General Public License is intended to guarantee your freedom to share and change free software--to make sure the
software is free for all its users. This General Public License applies to most of the Free Software Foundation's
software and to any other program whose authors commit to using it. (Some other Free Software Foundation
software is covered by the GNU Lesser General Public License instead.) You can apply it to your programs, too.

When we speak of free software, we are referring to freedom, not price. Our General Public Licenses are designed to
make sure that you have the freedom to distribute copies of free software (and charge for this service if you wish),
that you receive source code or can get it if you want it, that you can change the software or use pieces of it in new
free programs; and that you know you can do these things.

To protect your rights, we need to make restrictions that forbid anyone to deny you these rights or to ask you to
surrender the rights. These restrictions translate to certain responsibilities for you if you distribute copies of the
software, or if you modi

For example, if you distribute copies of such a program, whether gratis or for a fee, you must give the recipients all
the rights that you have. You must make sure that they, too, receive or can get the source code. And you must show
them these terms so they know their rights.

We protect your rights with two steps: (1) copyright the software, and (2) offer you this license which gives you legal
permission to copy, distribute and/or modify the software.

Also, for each author's protection and ours, we want to make certain that everyone understands that there is no
warranty for this free software. If the software is modified by someone else and passed on, we want its recipients to
know that what they have is not the original, so that any problems introduced by others will not reflect on the
original authors' reputations.

Finally, any free program is threatened constantly by software patents. We wish to avoid the danger that
redistributors of a free program will individually obtain patent licenses, in effect making the program proprietary. To
prevent this, we have made it clear that any patent must be licensed for everyone's free use or not licensed at all.

The precise terms and conditions for copying, distribution and modification follow.
Terms and Conditions For Copying, Distribution and Modification

0. This License applies to any program or other work which contains a notice placed by the copyright holder saying
it may be distributed under the terms of this General Public License. The "Program", below, refers to any such
program or work, and a "work based on the Program" means either the Program or any derivative work under
copyright law: that is to say, a work containing the Program or a portion of it, either verbatim or with modifications
and/or translated into another language. (Hereinafter, translation is included without limitation in the term
"modification".) Each licensee is addressed as "you".

Activities other than copying, distribution and modification are not covered by this License; they are outside its
scope. The act of running the Program is not restricted, and the output from the Program is covered only if its
contents constitute a work based on the Program (independent of having been made by running the Program).
Whether that is true depends on what the Program does.

1. You may copy and distribute verbatim copies of the Program's source code as you receive it, in any medium,
provided that you conspicuously and appropriately publish on each copy an appropriate copyright notice and
disclaimer of warranty; keep intact all the notices that refer to this License and to the absence of any warranty; and
give any other recipients of the Program a copy of this License along with the Program.

You may charge a fee for the physical act of transferring a copy, and you may at your option offer warranty
protection in exchange for a fee.

2. You may modify your copy or copies of the Program or any portion of it, thus forming a work based on the
Program, and copy and distribute such modifications or work under the terms of Section 1 above, provided that you
also meet all of these conditions:

a) You must cause the modified files to carry prominent notices stating that you changed the files and the date of any
change.

b) You must cause any work that you distribute or publish, that in whole or in part contains or is derived from the
Program or any part thereof, to be licensed as a whole at no charge to all third parties under the terms of this
License.

©) If the modified program normally reads commands interactively when run, you must cause it, when started
running for such interactive use in the most ordinary way, to print or display an announcement including an
appropriate copyright notice and a notice that there is no warranty (or else, saying that you provide a warranty) and
that users may redistribute the program under these conditions, and telling the user how to view a copy of this
License. (Exception: if the Program itself is interactive but does not normally print such an announcement, your
work based on the Program is not required to print an announcement.)

‘These requirements apply to the modified work as a whole. If identifiable sections of that work are not derived from
the Program, and can be reasonably considered independent and separate works in themselves, then this License,
and its terms, do not apply to those sections when you distribute them as separate works. But when you distribute
the same sections as part of a whole which is a work based on the Program, the distribution of the whole must be on
the terms of this License, whose permissions for other licensees extend to the entire whole, and thus to each and
every part regardless of who wrote it.

Thus, it is not the intent of this section to claim rights or contest your rights to work written entirely by you; rather,
the intent is to exercise the right to control the distribution of derivative or collective works based on the Program.

In addition, mere aggregation of another work not based on the Program with the Program (or with a work based on
the Program) on a volume of a storage or distribution medium does not bring the other work under the scope of this
License.

3. You may copy and distribute the Program (or a work based on it, under Section 2) in object code or executable
form under the terms of Sections 1 and 2 above provided that you also do one of the following:

a) Accompany it with the complete corresponding machine-readable source code, which must be distributed under
the terms of Sections 1 and 2 above on a medium customarily used for software interchange; or,

b) Accompany it with a written offer, valid for at least three years, to give any third party, for a charge no more than
your cost of physically performing source distribution, a complete machine-readable copy of the corresponding
source code, to be distributed under the terms of Sections 1 and 2 above on a medium customarily used for software
interchange; or,

) Accompany it with the information you received as to the offer to distribute corresponding source code. (This
alternative is allowed only for noncommercial distribution and only if you received the program in object code or
executable form with such an offer, in accord with Subsection b above.)

‘The source code for a work means the preferred form of the work for making modifications to it. For an executable
work, complete source code means all the source code for all modules it contains, plus any associated interface
definition files, plus the scripts used to control compilation and installation of the executable. However, as a special
exception, the source code distributed need not include anything that is normally distributed (in either source or
binary form) with the major components (compiler, kernel, and so on) of the operating system on which the
executable runs, unless that component itself accompanies the executable.

If distribution of executable or object code is made by offering access to copy from a designated place, then offering
equivalent access to copy the source code from the same place counts as distribution of the source code, even though
third parties are not compelled to copy the source along with the object code.

4. You may not copy, modify, sublicense, or distribute the Program except as expressly provided under this License.
Any attempt otherwise to copy, modify, sublicense or distribute the Program is void, and will automatically
terminate your rights under this License. However, parties who have received copies, or rights, from you under this
License will not have their licenses terminated so long as such parties remain in full compliance.

5. You are not required to accept this License, since you have not signed it. However, nothing else grants you
permission to modify or distribute the Program or its derivative works. These actions are prohibited by law if you do
not accept this License. Therefore, by modifying or distributing the Program (or any work based on the Program),
you indicate your acceptance of this License to do so, and all its terms and conditions for copying, distributing or
modifying the Program or works based on it.

6. Each time you redistribute the Program (or any work based on the Program), the recipient automatically receives
a license from the original licensor to copy, distribute or modify the Program subject to these terms and conditions.
You may not impose any further restrictions on the recipients' exercise of the rights granted herein. You are not
responsible for enforcing compliance by third parties to this License.

7. 1f; as a consequence of a court judgment or allegation of patent infringement or for any other reason (not limited
to patent issues), conditions are imposed on you (whether by court order, agreement or otherwise) that contradict
the conditions of this License, they do not excuse you from the conditions of this License. If you cannot distribute
50 as to satisfy simultaneously your obligations under this License and any other pertinent obligations, then as a
consequence you may not distribute the Program at all. For example, if a patent license would not permit royalty-
free redistribution of the Program by all those who receive copies directly or indirectly through you, then the only
way you could satisfy both it and this License would be to refrain entirely from distribution of the Program.

If any portion of this section is held invalid or unenforceable under any particular circumstance, the balance of the
section is intended to apply and the section as a whole is intended to apply in other circumstances.

It is not the purpose of this section to induce you to infringe any patents or other property right claims or to contest
validity of any such claims; this section has the sole purpose of protecting the integrity of the free software
distribution system, which is implemented by public license practices. Many people have made generous
contributions to the wide range of software distributed through that system in reliance on consistent application of
that system; it is up to the author/donor to decide if he or she is willing to distribute software through any other
system and a licensee cannot impose that choice.

This section is intended to make thoroughly clear what is believed to be a consequence of the rest of this License.

8. If the distribution and/or use of the Program is restricted in certain countries cither by patents or by copyrighted
interfaces, the original copyright holder who places the Program under this License may add an explicit geographical
distribution limitation excluding those countries, so that distribution is permitted only in or among countries not
thus excluded. In such case, this License incorporates the limitation as if written in the body of this License.

9. The Free Software Foundation may publish revised and/or new versions of the General Public License from time
to time. Such new versions will be similar in spirit to the present version, but may differ in detail to address new
problems or concerns.

Each version is given a distinguishing version number. If the Program specifies a version number of this License
which applies to it and "any later version", you have the option of following the terms and conditions either of that
version or of any later version published by the Free Software Foundation. If the Program does not specify a version
number of this License, you may choose any version ever published by the Free Software Foundation.

10. If you wish to incorporate parts of the Program into other free programs whose distribution conditions are
different, write to the author to ask for permission. For software which is copyrighted by the Free Software
Foundation, write to the Free Software Foundation; we sometimes make exceptions for this. Our decision will be
guided by the two goals of preserving the free status of all derivatives of our free software and of promoting the
sharing and reuse of software generally.

NO WARRANTY

11. BECAUSE THE PROGRAM IS LICENSED FREE OF CHARGE, THERE IS NO WARRANTY FOR THE
PROGRAM, TO THE EXTENT PERMITTED BY APPLICABLE LAW. EXCEPT WHEN OTHERWISE
STATED IN WRITING THE COPYRIGHT HOLDERS AND/OR OTHER PARTIES PROVIDE THE
PROGRAM "AS IS" WITHOUT WARRANTY OF ANY KIND, EITHER EXPRESSED OR IMPLIED,
INCLUDING, BUT NOT LIMITED TO, THE IMPLIED WARRANTIES OF MERCHANTABILITY AND
FITNESS FOR A PARTICULAR PURPOSE. THE ENTIRE RISK AS TO THE QUALITY AND
PERFORMANCE OF THE PROGRAM IS WITH YOU. SHOULD THE PROGRAM PROVE DEFECTIVE,
YOU ASSUME THE COST OF ALL NECESSARY SERVICING, REPAIR OR CORRECTION.

12. IN NO EVENT UNLESS REQUIRED BY APPLICABLE LAW OR AGREED TO IN WRITING WILL
ANY COPYRIGHT HOLDER, OR ANY OTHER PARTY WHO MAY MODIFY AND/OR REDISTRIBUTE
THE PROGRAM AS PERMITTED ABOVE, BE LIABLE TO YOU FOR DAMAGES, INCLUDING ANY
GENERAL, SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES ARISING OUT OF THE USE
OR INABILITY TO USE THE PROGRAM (INCLUDING BUT NOT LIMITED TO LOSS OF DATA OR
DATA BEING RENDERED INACCURATE OR LOSSES SUSTAINED BY YOU OR THIRD PARTIES OR A
FAILURE OF THE PROGRAM TO OPERATE WITH ANY OTHER PROGRAMS), EVEN IF SUCH
HOLDER OR OTHER PARTY HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES.

END OF TERMS AND CONDITIONS

‘The images may be redistributed and/or modified under the terms of the GNU General Public License v2.0.
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