Myth RPG 2.5

An MC production


The Old Faith

Description:

The Old Faith is the religion followed by druids. Its origins are shrouded in the mists of prehistory, and it is considerably older than the present-day religions. The Old Faith revolves around nature and natural forces, and it has strong associations with many ancient sites, such as barrows and stone circles, whose significance has long been forgotten by others.

There is no major deity or pantheon ruling the Old Faith. Although its devotees do sometimes talk of a force whom they call Altaruhn, who symbolizes the earth and the fertility of nature, they generally concern themselves with the forces of nature on a smaller scale, dealing with the energies which flow within the natural world; the concept of Altaruhn seems not to be a deity in the conventional sense, but an abstraction of the natural world and the energies used by the druids.

Symbol:

The Old Faith does not normally use symbols in the same way as the other cults of the world, although carvings of circles, spirals and discs are sometimes associated with stone circles and barrows.

Temples:

The Old Faith is based in the natural world, and does not have formal shrines or temples. Instead, there are sacred groves – small clearings in the depth of the forest which serve as places of meeting and worship. To the casual observer, there is nothing special to mark a grove as sacred, but they are instantly recognizable to a druid. 

It is possible for a follower of The Old Faith to gain blessings from sacred groves in the same way as the followers of other deities receive them from temples and shrines. Further, sacred groves may protect themselves from those who seek to desecrate them by using their magical abilities; any creature affected by these powers must make a Will save, or flee from the grove immediately. If a druid is present, the grove will not attempt to defend itself, as this is the druid’s duty. Druids who fail in this duty lose one Wisdom point, and will not be able to use any druid powers until atonement has been made and the grove has been rededicated.

Stone circles are also sacred sites of The Old Faith; they are relics of the age in which The Old Faith had its origins, and are valuable sources of magical energy to those who know how to tap their power. It is the duty of every druid to protect stone circles, and to repair ruined or damaged circles where necessary. A druid who stands idly by while a stone circle is destroyed invites retribution of the type described above for sacred groves.

Holy Days:

The main holy days of The Old Faith are the summer and winter solstices and the spring and autumn equinoxes, which mark the turning of the seasons. Lesser holy days are associated with the full and new moons.

Strictures:

All druids adhere to the following strictures:

· Never harm an animal except in self-defense or for food.

· Never tamper with a stone circle, standing stone, or barrow, and prevent others from doing so whenever possible.

· May not wear metal armor.

· May not carry metal weapons. Allowed weapons listed below.

Weapons Allowed:

Melee Weapons

	Type
	Damage
	Parry
	Grip
	STR
	Type
	Weight
	Dur.
	Price

	Clawed Handwrap
	1d4
	n/a
	1h
	1
	Slashing
	0.5 kg
	+0
	5 sp

	Club
	1d8
	+0
	1h
	3
	Blunt
	2 kg
	+2
	1 sp

	Bone Dagger
	1d4
	-3
	1h
	1
	Piercing
	0.5 kg
	+2
	2 sp

	Bone Handaxe
	1d6
	-1
	1h
	5
	Slashing
	1.5 kg
	+2
	6 sp

	Heavy Bone Pick
	1d10
	+0
	2h
	10
	Piercing
	5 kg
	+2
	20 sp

	Bone Kama
	1d6
	+1
	1h
	5
	Slashing
	1 kg
	+2
	2 sp

	Bone Kukri
	1d4+1
	-3
	1h
	2
	Slashing
	1 kg
	+2
	5 sp

	Bone Longspear
	1d8
	-1
	2h
	8
	Piercing
	4.5 kg
	+2
	5 sp

	Mace, Light wooden
	1d6
	-1
	1h
	6
	Blunt
	2 kg
	+2
	5 sp

	Quarterstaff
	1d8
	+1
	2h
	3
	Blunt
	2 kg
	+2
	1 sp

	Sap
	1d8s
	-5
	1h
	1
	Blunt
	1 kg
	+0
	1 sp

	Bone Scythe
	1d8
	+0
	2h
	10
	Slashing
	5 kg
	+2
	16 sp

	Bone Sickle
	1d6
	-2
	1h
	1
	Slashing
	1 kg
	+2
	6 sp

	Bone Spear
	1d8
	+0
	1h
	5
	Piercing
	3 kg
	+2
	2 sp

	Unarmed
	1d4s
	+0
	1h
	1
	Blunt
	-
	-
	-

	Whip
	1d4s
	-4
	1h
	3
	Slashing
	1 kg
	+0
	1 sp


*First number is hardness, second number is durability.

Ranged Weapons

	Type
	Damage
	Range (sq.)
	Type
	STR
	Weight
	Price

	Bone Arrow (20)
	1d8
	See Bow
	Piercing
	-
	1.5 kg
	1 sp

	Blowgun
	Dart
	5
	-
	1
	0.5 kg
	1 sp

	Wooden Bolas
	1d4
	2
	Blunt
	3
	1 kg
	5 sp

	Bow, Longbow*
	Arrow
	20
	-
	12
	1.5 kg
	75 sp

	Bow, Shortbow*
	Arrow
	12
	-
	8
	1 kg
	30 sp

	Bullet, Sling (10)
	1d6
	See Sling
	Blunt
	-
	2.5 kg
	1 sp

	Composite Longbow*
	Arrow +2
	22
	-
	14
	1.5 kg
	100 sp

	Composite Shortbow*
	Arrow +1
	14
	-
	12
	1 kg
	75 sp

	Bone Dagger, Thrown
	1d4
	2
	Piercing
	1
	0.5 kg
	2 sp

	Dart (5)
	1
	See Blowgun
	Piercing
	-
	-
	1 sp

	Bone Javelin
	1d6
	6
	Piercing
	5
	1 kg
	1 sp

	Net
	Entangle
	2
	-
	3
	3 kg
	20 sp

	Sling
	Bullet
	10
	-
	3
	---
	-

	Bone Spear, Thrown
	1d8
	4
	Piercing
	5
	3.5 kg
	2 sp

	Stone, Thrown
	1d3
	3
	Blunt
	1
	0.25 kg
	n/a


*Hardness 5, Durability 5

Druidic Magic
1st Level Spells

Battle Fury, Beastfriend, Calm the Wild Beast, Claws of Fury, Cruelty’s Desserts, Earth Blood, Fat of the Land, Ghost Step, Gust, Heart of the Wolf, Ill Fortune, Magic Flame, Master’s Voice, The Beast Made Well, The Ox Stands, The Talking Beast, Winter’s Chill.
2nd Level Spells

Bear’s Paw, Cowering Beasts, Cure Blight, Curse of Thorns, Father of Thorns, Form of the Soaring Raven, Stag’s Leap, Summer Heat, The Beast Unleashed, The Boar’s Hide, Thunderclap. 

3rd Level Spells

Crow’s Feast, Form of the Puissant Steed, Form of the Ravening Wolf, Leaf Fall, Nature’s Comfort, River’s Whisper, Tanglefoot, The Wilds Undisturbed, Track’s Tale Told.
4th Level Spells

Earth Gate, Flesh of Clay, Form of the Raging Bear, Iron Wood, Starshine, The Winter’s Long Slumber, Summon Swarm.
5th Level Spells

Control Weather, Creeping Doom, Earthquake, Form of the Mighty Drake, Hungry Earth, Tree Stride.
Spell Format

Difficulty: The DC to successfully cast the spell.

Cost: The amount of Magic Points required to fuel the spell.

Casting: The amount of time it takes to cast the spell.

Resistance: Whether or not the target is entitled to a save.

Range: How far the spell can reach.

Duration: How long the spell lasts.

Description: What the spell does.
Battle Fury

Difficulty: 
11

Cost: 
1
Casting: 
Half Action

Resistance:
None
Range: 
Personal

Duration: 
1 minute per success level
Description: Nature’s spirit fills you and your bloodlust is unleashed. For the duration of the spell, you gain a +1 bonus to hit. Whilst Battle Fury is in effect, you must attack the nearest enemy in melee combat, all attacks must be all-out attacks, and you may not flee or disengage.

Bear’s Paw

Difficulty: 
13

Cost:
3
Casting: 
Half Action

Resistance:
None
Range: 
Touch

Duration: 
1 minute per success level
Description:  Your touch imbues a character with the strength of a bear. The target of Bear’s Paw receives a +4 bonus to Strength for the duration of the spell. You can cast it on yourself. 

Beastfriend

Difficulty: 
10

Cost:
1
Casting: 
Half Action

Resistance:
Will negates (harmless)
Range: 
10 sq.

Duration: 
1 minute per success level
Description:  With this spell you are able to converse with a single animal within range. You can understand each other for the duration of the spell and during that time you gain a +4 bonus on non-hostile skill checks involving this creature. Animals are not used to conversing with bipeds, so they sometimes have trouble articulating ideas. The GM should decide how much the animal knows, remembering that worldview of the average animal is limited at best.

Calm the Wild Beast

Difficulty: 
12

Cost:
2
Casting: 
Half Action

Resistance: 
Will negates
Range: 
20 sq.

Duration: 
10 minutes per success level
Description: Your soothing and hypnotic voice calms one animal within range. You may approach the beast and touch it without fear; it remains placid. If a mount, you may ride it with a +1 bonus to any Ride skill checks you are required to make. The animal remains friendly towards you for the duration of the spell unless you attack it, in which case the enchantment is broken immediately.
Claws of Fury

Difficulty: 
12

Cost:
2
Casting: 
Half Action

Resistance:
None
Range: 
Personal

Duration: 
1 minute per success level
Description:  Your fingernails turn into razor sharp claws as you take on a feral aspect. You gain +1 to hit, an extra unarmed melee attack, and your claws do 1d8 points of damage. You cannot wield a weapon while claws of fury is in effect.

Control Weather

Difficulty: 
20

Cost:
10
Casting: 
10 minutes; see text
Resistance:
None

Range: 
3 km

Duration: 
4d12 hours; see text

Area of Effect: 1 km radius per success level; centered on you

Description: You change the weather in the local area. It takes 10 minutes to cast the spell and an additional 10 minutes for the effects to manifest. You can call forth weather appropriate to the climate and season of the area you are in. 

	Season
	Possible Weather

	Spring
	Tornado, thunderstorm, sleet storm, or hot weather 

	Summer
	Torrential rain, heat wave, or hailstorm

	Autumn
	Hot or cold weather, fog, or sleet 

	Winter
	Frigid cold, blizzard, or thaw

	Late winter
	Hurricane-force winds or early spring (coastal area)


You control the general tendencies of the weather, such as the direction and intensity of the wind. You cannot control specific applications of the weather—where lightning strikes, for example, or the exact path of a tornado. When you select a certain weather condition to occur, the weather assumes that condition 10 minutes later (changing gradually, not abruptly). The weather continues as you left it for the duration, or until you use a half action to designate a new kind of weather (which fully manifests itself 10 minutes later). Contradictory conditions are not possible simultaneously. 

Control weather can do away with atmospheric phenomena (naturally occurring or otherwise) as well as create them. 
Cowering Beasts

Difficulty: 
13

Cost:
3
Casting: 
Full Action

Resistance:
Will negates (harmless)
Range: 
Personal

Duration: 
1 minute per success level



Description:  You thunderously rebuke your foes, comparing them to base animals that had best cower before their master. This affects one target per success level in a 3 sq. radius spread, starting with those closest to you. Those affected must make a Will save or become Frightened for the duration of the spell, or until you leave the scene, whichever comes first. Alternately, you may focus the effects of this spell on one target, who must make the Will save at a -4 penalty.
Creeping Doom

Difficulty: 
18

Cost:
9
Casting: 
1 round

Resistance:
None

Range: 
10 sq.

Duration: 
1 minute per success level
Description: When you utter the spell of creeping doom, you call forth a mass of centipede swarms (1 per success level), which need not appear adjacent to one another. 

You may summon the centipede swarms so that they share the area of other creatures. The swarms remain stationary, attacking any creatures in their area, unless you command the creeping doom to move (a half action). As a half action, you can command any number of the swarms to move toward any prey within 20 sq. of you. You cannot command any swarm to move more than 20 sq. away from you, and if you move more than 20 sq. from any swarm, that swarm remains stationary, attacking any creatures in its area (but it can be commanded again if you move within 20 sq.).

Crow’s Feast

Difficulty: 
15

Cost:
5
Casting: 
Full Action

Resistance:
None
Range: 
20 sq.

Duration: 
Instantaneous



Description:  You summon up a murder of supernatural crows that swoops down upon your enemies. These are magical creatures of vengeance, with iron-shod beaks and bleeding feathers. They may be summoned anywhere, as they are capable of passing through any form of non-sentient material – trees, rocks, metal etc. These crows always appear in huge flocks (5 sq. radius). Those affected take 3d10 points of damage plus 1 per success level from the furious crows, which then scatter as quickly as they appeared. 

Cruelty’s Desserts

Difficulty: 
12

Cost:
2
Casting: 
Half Action

Resistance:
Will negates
Range: 
Touch

Duration: 
See text
Description:  You cast this spell while touching an animal, wild or domestic. Any intelligent creature who harms or is otherwise cruel to that particular animal before the next full moon takes a -2 penalty to its Charisma score until the full moon after that one. 

Cure Blight

Difficulty: 
12

Cost:
2
Casting: 
10 minutes

Resistance:
None
Range: 
See text

Duration: 
Permanent

Description:  You can cleanse an area of up to one square km of blight. This saves plants, trees, crops, and other growing things and makes the area immune to the same blight for the rest of the season. Alternately, this spell can be cast on 2d10 characters suffering from disease. The duration of any diseases these characters are suffering from is halved (rounded down).

Curse of Thorns

Difficulty: 
12

Cost:
2

Casting: 
Half action

Resistance:
Fortitude negates

Range: 
10 sq.

Duration: 
1 round per success level



Description: You cause thorns to grow inside the body of one character within range, wracking him with excruciating pain. On each of the target’s turns, he must make a Fortitude Save or lose 1d6 hit points and suffer a -2 penalty on all checks for 1 round.

Earth Blood

Difficulty: 
11

Cost:
1
Casting: 
1 round

Resistance:
None
Range: 
Personal

Duration: 
1 Half Action per success level


Description:  You absorb energy from the earth beneath your feet to heal yourself. You must be standing on natural earth. If cast successfully, earth blood heals a number of hit points equal to 1d8 per half action you spend immobile  (maximum equal to success level). 

Earth Gate

Difficulty: 
15

Cost:
5
Casting: 
Full Action

Resistance:
None
Range: 
Personal

Duration: 
Instantaneous


Description:  You disappear into the earth and reappear anywhere within 10 sq. per success level. Both your departure and arrival points must be areas of natural earth. This means you can’t cast this spell while inside a building or on a cobblestone street, for example.

Earthquake

Difficulty: 
20

Cost:
20 

Casting: 
Full Action 

Resistance:
See text

Range: 
50 sq.

Duration: 
1 round per success level

Description: When you cast earthquake, an intense but highly localized tremor rips the ground in a 30 sq. radius spread. The shock knocks creatures down, collapses structures, opens cracks in the ground, and more. The effect lasts for 1 round, during which time creatures on the ground can’t move or attack. A spellcaster on the ground must make a Magic check (DC  +10) or lose any spell he or she tries to cast. The earthquake affects all terrain, vegetation, structures, and creatures in the area. The specific effect of an earthquake spell depends on the nature of the terrain where it is cast. 

Cave, Cavern, or Tunnel

The spell collapses the roof, dealing 8d6 points of bludgeoning damage to any creature caught under the cave-in (Reflex DC 15 half) and pinning that creature beneath the rubble (see below). An earthquake cast on the roof of a very large cavern could also endanger those outside the actual area but below the falling debris. 

Cliffs

Earthquake causes a cliff to crumble, creating a landslide that travels horizontally as far as it fell vertically. Any creature in the path takes 8d6 points of bludgeoning damage (Reflex DC 15 half) and is pinned beneath the rubble (see below). 

Open Ground

Each creature standing in the area must make a DC 15 Reflex save or fall down. Fissures open in the earth, and every creature on the ground has a 25% chance to fall into one (Reflex DC 20 to avoid a fissure). At the end of the spell, all fissures grind shut, killing any creatures still trapped within. 

Structure

Any structure standing on open ground takes 100 points of damage, enough to collapse a typical wooden or masonry building, but not a structure built of stone or reinforced masonry. Hardness does not reduce this damage, nor is it halved as damage dealt to objects normally is. Any creature caught inside a collapsing structure takes 8d6 points of bludgeoning damage (Reflex DC 15 half) and is pinned beneath the rubble (see below). 

River, Lake, or Marsh

Fissures open underneath the water, draining away the water from that area and forming muddy ground. Soggy marsh or swampland becomes quicksand for the duration of the spell, sucking down creatures and structures. Each creature in the area must make a DC 15 Reflex save or sink down in the mud and quicksand. At the end of the spell, the rest of the body of water rushes in to replace the drained water, possibly drowning those caught in the mud. 

Pinned beneath Rubble

Any creature pinned beneath rubble takes 1d6 points of non-lethal damage per minute while pinned. If a pinned character falls unconscious, he or she must make a DC 15 Constitution check or take 1d6 points of lethal damage each minute thereafter until freed or dead. 

Faerie Fire

Difficulty: 
11

Cost:
1
Casting: 
Half Action

Resistance:
None
Range: 
10 squares

Duration: 
1 minute per success level
Description: A pale glow surrounds and outlines the subjects in a 1-square radius burst. Outlined subjects shed light as candles. Outlined creatures do not benefit from the concealment normally provided by darkness, flicker, invisibility, or similar effects. The light is too dim to have any special effect on undead or dark-dwelling creatures vulnerable to light. The faerie fire can be blue, green, or violet, according to your choice at the time of casting. The faerie fire does not cause any harm to the objects or creatures thus outlined. 

Fat of the Land

Difficulty: 
11

Cost:
1
Casting: 
1 minute

Resistance:
Will negates (harmless)
Range: 
Touch

Duration: 
1 day per success level
Description: Just as animals fatten themselves up before winter, you cause the character you touch to feed on and store the energy of Nature. The subject of the spell does not need to eat for the duration of the spell, though drinking is still required. You can cast this spell on yourself. 

Father of Thorns
Difficulty: 
12

Cost:
2
Casting: 
Full Action

Resistance:
Reflex half (damage only)
Range: 
10 sq.

Duration: 
1 minute per success level
Description: You cause thorns and briars to burst from naked earth within range. Anyone in a 6 sq. radius spread area have their Speed halved while they remain in the affected area, and anyone who tries to move suffers 1d8 points of damage. The thorns and briars retreat back into the ground when the spell expires.
Flesh of Clay

Difficulty: 
14

Cost:
8
Casting: 
Half Action

Resistance:
None

Range:
Personal 

Duration: 
1 minute per success level

Description:  Your skin hardens until it becomes dense like clay. Your Strength and Constitution scores are doubled, but your Dexterity and Speed are halved (rounded down). You also gain damage reduction 5/magic.

Form of the Mighty Drake
Difficulty: 
20

Cost:
10
Casting: 
1 round

Resistance:
None
Range: 
Personal

Duration: 
10 minutes per success level
Description:  This spell works exactly like form of the soaring raven, but you transform into a drake instead.
Form of the Raging Bear

Difficulty: 
17

Cost:
7
Casting: 
1 round

Resistance:
None
Range: 
Personal

Duration: 
10 minutes per success level
Description:  This spell works exactly like form of the soaring raven, but you transform into a bear instead.

Form of the Puissant Steed

Difficulty: 
15

Cost:
5
Casting: 
1 round

Resistance:
None
Range: 
Personal

Duration: 
10 minutes per success level
Description:  This spell works exactly like form of the soaring raven, but you transform into a warhorse instead.

Form of the Ravening Wolf

Difficulty: 
15

Cost:
5
Casting: 
1 round

Resistance:
None

Range: 
Personal

Duration: 
10 minutes per success level
Description:  This spell works exactly like form of the soaring raven, but you transform into a wolf instead.

Form of the Soaring Raven

Difficulty: 
14

Cost:
4
Casting: 
Full Action

Resistance: 
None
Range: 
Personal

Duration: 
10 minutes per success level
Description:  You transform yourself (and all the equipment you are carrying) into a raven for the duration of the spell. You retain your mental ability scores. Your other stats are as a raven. You cannot talk or use magic while in raven form. You may end this spell at any time and resume your normal form. The spell ends automatically if you are reduced to 0 hit points are less.

Ghost Step

Difficulty: 
11

Cost:
1
Casting: 
Full Action

Resistance:
None
Range: 
Personal

Duration: 
1 hour per success level
Description: You leave no visible tracks for the duration of the spell no matter what type of terrain you are walking through. Anyone trying to follow tracks suffers a -8 penalty.

Gust

Difficulty: 
10

Cost:
1
Casting: 
Half Action

Resistance:
None
Range: 
0m

Duration: 
Instantaneous


Description: The wave of your hand creates a light gust of wind to blow through the area (8 sq. radius spread). It is strong enough to blow out candles and scatter papers, but not of such force to knock over objects of any weight.

Heart of the Wolf

Difficulty: 
12

Cost:
2
Casting: 
Half Action

Resistance: 
None
Range: 
10 sq.

Duration: 
1 minute per success level
Description:  For the duration of the spell, any allies within a 6 sq. radius spread automatically pass any Fear checks they are required to make and become immune to the effects of the Intimidate skill.

Hungry Earth

Difficulty: 
16

Cost:
6
Casting: 
Half Action

Resistance:
Reflex partial
Range: 
10 sq.

Duration: 
Instantaneous

Description:  You cause the ground under your enemies to erupt in a wave of dirt, mud, and stones that engulfs everyone in a 1 sq. radius spread. If the affected creatures fail their saves, they are buried one meter into the ground, suffer 3d12 points of damage, and start to suffocate. It takes a buried creature one round per success level to claw their way to the surface, and also requires a successful Acrobatics or Strength check. The DC is equal to 10 + success level. 

On a successful save, the targets suffer half damage, and avoid being buried underground. 
Ill Fortune

Difficulty: 
12

Cost:
2
Casting: 
Full Action

Resistance: 
None
Range: 
Touch

Duration: 
24 hours


Description:  You can enchant an item so that its bearer is cursed with bad luck. For the next 24 hours, the bearer of the cursed item suffers a penalty equal to success level on all checks. A character can only be the subject of one ill fortune at a time.

Ironwood

Difficulty: 
15

Cost:
5
Casting: 
1 minute per kg

Resistance:
None
Range: 
Touch

Duration: 
1 day per success level



Description: Ironwood is a magical substance created by druids from normal wood. While remaining natural wood in almost every way, ironwood is as strong, heavy, and resistant to fire as steel. Spells that affect metal or iron do not function on ironwood. Spells that affect wood do affect ironwood, although ironwood does not burn. Thus, wooden plate armor and wooden swords can be created that are as durable as their normal steel counterparts. These items are freely usable by druids. 

Further, if you make only half as much ironwood as the spell would normally allow, any weapon, shield, or suit of armor so created is treated as a magic item with a +1 enhancement bonus. 

Leaf Fall

Difficulty: 
14

Cost:
4
Casting: 
Half Action

Resistance:
None
Range: 
Personal 

Duration: 
1 minute per success level
Description:  You conjure a swirling vortex of leaves to spin about you for the duration of the spell. While concealed by the spinning leaves, all ranged attacks made against you have a 50 % miss chance, while all melee attacks made against you have a 20 % miss chance. 

Magic Flame

Difficulty: 
10

Cost:
1
Casting: 
Half Action

Resistance:
None
Range: 
Personal

Duration: 
10 minutes per success level
Description: You cause a bluish flame to burst to life in your open palm. It lasts as long as your palm stays open or until the duration expires (whichever comes first). The flame is too small to cause any damage in combat, but it provides the illumination of a candle and can be used to ignite flammable materials like torches, thatch, etc.

Master’s Voice

Difficulty: 
11

Cost:
2
Casting: 
Half Action

Resistance:
Will negates
Range: 
10 sq.

Duration: 
1 round


Description:  You command one animal within range to do your bidding unless it makes a successful Will Save. On its next turn, you decide what actions the animal will take and it will do as you command.

River’s Whisper

Difficulty: 
15

Cost:
5
Casting: 
1 minute

Resistance:
None
Range: 
Personal

Duration: 
1 minute per success level
Description:  You commune with the spirit of a river. To cast this spell, you must be at least waist deep in the river in question. Your magic and indeed a part of yourself flow into the water allowing you to ask questions of the river. You can ask about anything that happened on or in the river over the past 24 hours and up to 1 km up or down stream. Answers are quite general. You could find out, for instance, that two boats had passed downriver and that one of them was especially large. You could not find out the names of the boats or their passengers. You might find out that Goblins attacked one of the boats, but not what tribe the Goblin came from. 

Stag’s Leap

Difficulty: 
12

Cost:
2
Casting: 
Half Action

Resistance:
None
Range: 
Personal

Duration: 
1 minute per success level
Description:  You are imbued with the power of the wild stag. For the duration of the spell, you gain +2 to your Speed Characteristic and may make charge attacks as a half action.
Starshine

Difficulty: 
17

Cost:
7
Casting: 
Full Action

Resistance:
None
Range: 
0

Duration: 
10 minutes per success level
Description:  You call down the light of the stars in a 5 sq. radius spread. The area of effect is illuminated by a soft light that reveals all that is hidden. Darkness (both magical and mundane) is banished, the invisible is made visible, hidden or disguised characters are exposed, and secret areas (doors, chambers, etc.) are revealed. 

Summer Heat

Difficulty: 
13

Cost:
3
Casting: 
1 round

Resistance:
Fortitude negates
Range: 
20 sq.

Duration: 
10 minutes per success level 

Description:  You cause a 10 sq. radius spread to burn with the heat of summer. Those affected sweat profusely and feel incredibly fatigued, as if they had been working all day under the hot sun. Unless they make a Fortitude save they are fatigued.

Summon Swarm

Difficulty: 
15

Cost:
5
Casting: 
1 round

Resistance:
None
Range: 
10 sq.

Duration: 
Concentration + 2 rounds

Description: You summon a swarm of spiders, which attacks all other creatures within its area (1 sq./Success level). You may summon the swarm so that it shares the area of other creatures. If no living creatures are within its area, the swarm attacks or pursues the nearest creature as best it can. The caster has no control over its target or direction of travel. 

Tanglefoot

Difficulty: 
15

Cost:
5
Casting: 
Half Action

Resistance: 
Reflex negates
Range: 
10 sq.

Duration: 
1 minute per success level 
Description:  You summon up tangling vines anywhere within range to bind and hinder your opponents. Those affected (6 sq. radius spread) can’t move at all unless they make a successful Strength or Acrobatics check DC 15 and even then their Speed Characteristic is halved while in the area of effect.

The Beast Made Well

Difficulty: 
11

Cost:
1
Casting: 
Full Action

Resistance:
Will negates (harmless)
Range: 
Touch

Duration: 
Instantaneous


Description:  You touch an injured animal, healing 1d6 points of damage per success level. Only natural animals may be healed by this spell.

The Beast Unleashed

Difficulty: 
13

Cost:
3
Casting: 
Full Action

Resistance:
Will negates (harmless)
Range: 
6 sq. radius spread
Duration: 
1 minute per success level 
Description:  You unleash the primal savagery of your allies. Any friendly character within 6 squares of you goes into a Frenzy, as per the Talent of that name. This spell does not work on animals (they are already beasts!).

The Boar’s Hide

Difficulty: 
13

Cost:
3
Casting: 
Half Action

Resistance:
None
Range: 
Personal

Duration: 
1 minute per success level 
Description:  Your skin becomes as tough as a wild boar’s. For the duration of the spell, you gain a +4 natural armor bonus to Defense. Due to the rigidity of the armor, you also take a -2 armor check penalty to physical checks. 

The Ox Stands

Difficulty: 
13

Cost:
3
Casting: 
Full Action

Resistance:
None

Range: 
6 sq. radius spread
Duration: 
1 minute per success level 
Description:  You shout out to all allies within range. Any who are currently fleeing due to the effects of fear, or who are currently paralyzed by the effects of fear, are relieved of those effects and need not roll again under the present circumstances. If a new source of fear come on the scene, however, they are affected as normal.

The Talking Beast

Difficulty: 
11

Cost:
1
Casting: 
Half Action

Resistance:
None

Range: 
Personal and see text
Duration: 
1 minute per success level and see text


Description:  If you cast this spell immediately before taking on animal form, you can speak while so transformed. You can also cast this spell on an animal within 20 sq. to gift it with the power of speech for a number of minutes equal to success level.

The Wilds Undisturbed

Difficulty: 
14

Cost:
4
Casting: 
Full Action

Resistance:
None
Range: 
Personal

Duration: 
See text


Description:  You move through wild lands as though traversing the most finely maintained roads in the world and leave no trace whatsoever of your passage. “Wild lands” includes any wilderness generally uninhabited by humans, but does not include cultivated land of any type. The spell lasts until you cross a man-made road, cross a track or trail generally used by intelligent creatures, enter a man-made structure, cut living wood to make a fire or shelter, or have traveled 100 km. You can extend the effects of this spell to a number of other individuals equal to success level, and you may cast this spell multiple times to affect a large number of people. To affect other people, you must be able to touch them. 
The Winter’s Long Slumber

Difficulty: 
15

Cost:
5
Casting: 
1 round

Resistance:
Fortitude negates (harmless)
Range: 
Touch

Duration: 
See text



Description:  You touch a willing character, creature, or animal, causing it to immediately fall into a deep sleep akin to a bear’s hibernation. This state persists for many months, until the solstice or equinox after the next (that is, the remainder of the current season, plus the full season after that). During this period of slumber, the character need not eat or drink. Due to the magical nature of the hibernation, any diseases, poisons, or other similar afflictions the character endures are interrupted. No further damage or symptoms accrue from them, though any penalties or other maladies already in effect continue while the character hibernates. Natural healing, however, does occur. The recipient of this spell cannot be woken by normal means; the caster must will a premature awakening. You may also cast this spell on yourself. In the event that you do, you may – at your option – designate one other individual, who must be present when you cast the spell, who may wake you before the spell’s expiration with a free action.
Thunderclap

Difficulty: 
12

Cost:
2
Casting: 
Half Action

Resistance:
Fortitude negates
Range: 
20 sq.

Duration: 
Instantaneous


Description:  You cause a cacophonous clap of thunder to peel out anywhere within range. Those in a 10 sq. radius spread area are affected and must make a successful Fortitude save or be stunned for one round. The Thunderclap is so loud that it can be heard up to a mile away.

Track’s Tale Told

Difficulty: 
13

Cost:
3
Casting: 
Full Action

Resistance:
None
Range: 
Personal

Duration: 
See text


Description:  You listen for subtle signs of earth and branch, giving you a +5 bonus to any check to track or gain information about those who have recently passed through a wilderness area. The bonus most commonly applies to Search checks, though it may aid other checks depending on the situation and your approach. You may continue to follow a given track, gaining the benefits of this spell, until the track crosses a man-made road or enters a cultivated or inhabited area.

Tree Stride

Difficulty: 
16

Cost:
6
Casting: 
Half Action

Resistance:
None
Range: 
Personal

Duration: 
1 hour per success level 
Description: You gain the ability to enter trees and move from inside one tree to inside another tree. The first tree you enter and all others you enter must be of the same kind, must be living, and must have girth at least equal to yours. By moving into an oak tree (for example), you instantly know the location of all other oak trees within transport range (see below) and may choose whether you want to pass into one or simply step back out of the tree you moved into. You may choose to pass to any tree of the appropriate kind within the transport range as shown on the following table. 
	Type of Tree
	Transport Range

	Oak, Ash, Yew
	1.000 meters

	Elm, Linden
	700 meters

	Other deciduous
	500 meters

	Any coniferous
	300 meters

	All other trees
	150 meters


You may move into a tree up to one time per success level (passing from one tree to another counts only as moving into one tree). The spell lasts until the duration expires or you exit a tree. Each transport is a full action. 

You can, at your option, remain within a tree without transporting yourself, but you are forced out when the spell ends. If the tree in which you are concealed is chopped down or burned, you are slain if you do not exit before the process is complete. 

Winter’s Chill

Difficulty: 
11

Cost:
1
Casting: 
Half Action

Resistance:
None

Range: 
Personal

Duration: 
1 minute per success level 
Description:  You radiate a coldness that chills to the bone. Anyone attacking you in melee combat suffers a -1 penalty to hit. 

Druidic Forms

Raven (Form of the Soaring Raven)

Tiny Animal

Hit Points:

(Original -5)

Initiative:

+2 (dex)

Speed:

4m (fly 16m)

Defense:

14 (+2 size, +2 dex)

Attacks:

Claws and Beak (1)

Space/Reach:
None

Special Attacks:
None

Special Qualities:
Low-light vision

Saves:

Fort +2, Ref +4, Will (Original)

Abilities:

Str1, Dex15, Con10, Int/Wis/Cha (Original)

Skills:

Spot (Original +4)

Talents:

None
Horse (Form of the Puissant Steed)

Large Animal

Hit Points:

(Original +10)

Initiative:

+1 (dex)

Speed:

24 m (12 squares)

Defense:

14 (-1 size, +1 dex, +4 natural)

Attacks:

2 Hooves (1d6)

Space/Reach:
4m/2m

Special Attacks:
None

Special Qualities:
Low-light vision, Scent

Saves:

Fort +6, Ref +4, Will (Original)

Abilities:

Str16, Dex13, Con17, Int/Wis/Cha (Original)

Skills:

Unarmed Attack (Original)

Talents:

Multiattack

Wolf (Form of the Ravening Wolf)

Medium Animal

Hit Points:

(Original)

Initiative:

+4 (dex)

Speed:

20m

Defense:

14 (+2 dex, +2 natural)

Attacks:

Bite (1d8)

Space/Reach:
2m/2m

Special Attacks:
Trip

Special Qualities:
Low-light vision, Scent

Saves:

Fort +5, Ref +5, Will (Original)

Abilities:

Str13, Dex15, Con15, Int/Wis/Cha (Original)

Skills:

Listen (Original), Unarmed Combat (Original +1)

Talents:

Trip

Bear (Form of the Raging Bear)

Large Animal

Hit Points:

(Original +10)

Initiative:

+1 (dex)

Speed:

16m

Defense:

15 (-1 size, +1 dex, +5 natural)

Attacks:

2 Claws (1d10) or 1 Bite (2d8)

Space/Reach:
4m/2m

Special Attacks:
Bear Hug

Special Qualities:
Low-light vision, Scent

Saves:

Fort +9, Ref +6, Will (Original)

Abilities:

Str27, Dex13, Con19, Int/Wis/Cha (Original)

Skills:

Unarmed Combat (Original)

Talents:

Multiattack

Bear Hug (ex) – If both Claw attacks hit, you automatically grapple the target and make a Bite attack.

Drake (Form of the Mighty Drake)

Large Animal

Hit Points:

(Original +20)

Initiative:

+1 (dex)

Speed:

8m (fly 24m)

Defense:

18 (-1 size, +1 dex, +8 natural)

Attacks:

Bite (2d8)

Space/Reach:
4m/4m

Special Attacks:
Trip

Special Qualities:
Low-light vision, Scent

Saves:

Fort +7, Ref +6, Will (Original)

Abilities:

Str22, Dex12, Con15, Int/Wis/Cha (Original)

Skills:

Listen (Original +2), Spot (Original +2), Unarmed Combat (Original)

Talents:

Trip
Swarms
Swarms are dense masses of Fine, Diminutive, or Tiny creatures that would not be particularly dangerous in small groups, but can be terrible foes when gathered in sufficient numbers. For game purposes a swarm is defined as a single creature with a space of 1 square – gigantic hordes are actually composed of dozens of swarms in close proximity. A swarm has a single pool of hit points, a single initiative modifier, and a single speed. It makes saving throws as a single creature. 

Vulnerabilities of Swarms

Swarms are extremely difficult to fight with physical attacks. However, they have a few special vulnerabilities, as follows: 

A lit torch swung as an improvised weapon deals 1d4 points of fire damage per hit. 

A weapon with a special ability such as flaming or frost deals its full energy damage with each hit (automatic hit), even if the weapon’s normal damage can’t affect the swarm. 

A lit lantern can be used as a thrown weapon, dealing 1d6 points of fire damage to all creatures in the square where it breaks.

Centipede Swarm
Medium-Size Swarm
Initiative +4, Hit Points 30, Speed 8 (4 squares) climb 8 (4 squares), Defense n/a, Attack Bite (2d6 + poison), Space 1x1, Reach 1, Plot Points 0, Alignment Neutral
Saves: Fortitude +5, Reflex +7, Will +3
Abilities: Strength 1, Dexterity 19, Constitution 8, Intelligence 0, Wisdom 10, Charisma 2
Skills: Climb +12, Spot +4
Talents: None

Special Attacks: Distraction; Poison (DC 13).

Special Qualities: Darkvision; Immune to weapon damage; Swarm traits; Tremorsense.

A centipede swarm seeks to surround and attack any living prey it encounters. A swarm deals 2d6 points of damage to any creature whose space it occupies at the end of its move. 

Distraction (Ex)

Any living creature that begins its turn with a centipede swarm in its space must succeed on a DC 13 Fortitude save or be nauseated for 1 round. The save DC is Constitution-based. 

Poison (Ex)

Injury, Fortitude DC 13, ongoing 1d6 poison damage. The save DC is Constitution-based. 

Spider Swarm 
Medium-Size Swarm
Initiative +3, Hit Points 10, Speed 8 (4 squares) climb 8 (4 squares), Defense n/a, Attack Bite (1d8 + poison), Space 1x1, Reach 1, Plot Points 0, Alignment Neutral
Saves: Fortitude +3, Reflex +3, Will +0
Abilities: Strength 1, Dexterity 17, Constitution 10, Intelligence 0, Wisdom 10, Charisma 2
Skills: Climb +11, Listen +4, Spot +4
Talents: None

Special Attacks: Distraction; Poison (DC 11).

Special Qualities: Darkvision; Immune to weapon damage; Swarm traits; Tremorsense.

A spider swarm seeks to surround and attack any living prey it encounters. A swarm deals 1d8 points of damage to any creature whose space it occupies at the end of its move. 

Distraction (Ex)

Any living creature that begins its turn with a centipede swarm in its space must succeed on a DC 11 Fortitude save or be nauseated for 1 round. The save DC is Constitution-based. 

Poison (Ex)

Injury, Fortitude DC 11, ongoing 1d4 poison damage. The save DC is Constitution-based. 
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