Spirit Summoning

This sphere of influence is only available to those who can normally cast Druidic spells (essentially, Druids and Rangers).  The spells from this sphere deal with the intimate connection to nature that a druid or ranger has.  Long ago, the Druids confided in prayer their sacred charge to the supreme spirits of Nature.  The spirits were moved by their plight and answered the Druids’ call for help.  Over the years since then, the spirits have contributed in many ways to the Druids’ cause, even offering up soldiers to serve in their campaigns.  A Druid educated in the language of the Natural Spirits (and any Druid worth his moss is!) can appeal to them, and they will provide him with valuable companions.  These companions fall into three groups: spirit animals, sentient vines, and minor spirits of nature.  This sphere is not incredibly powerful; it only contains spells up to fifth level.

The spells, by spell level, are:

	First
	Second
	Third
	Fourth
	Fifth

	Poison Creeper


	Carrion Vine
	Summon Dire Wolf
	Summon Grizzly
	Summon Cave Bear

	Summon Oak Sage
	Summon Heart of the Wolverine
	Summon Spirit of Barbs
	Summon Solar Creeper
	

	Summon Raven
	Summon Wolf
	
	
	

	Summon Spirit Wolf
	
	
	
	


First Level Spells
Poison Creeper

Range: 10”

Components: V, S

Casting Time: 1 round

Duration: Until killed or 1 day per level

Area of effect: NA

Saving Throw: NA


This spell summons a sentient vine that aids the druid.  It has armor class 5, 2 hit dice, +1 point per level, and moves at 6”.  The vine prefers to remain underground, and will burrow through earth easily.  Through wood it can only move at half its movement rate, and it cannot burrow through stone.  If in a stony area, it can slither along the ground like a snake at 9”, but it loses one hit point per hour permanently if it cannot fully immerse itself in soil or wood.  


If in soil or wood, it can still uproot from the ground to move faster, although it must spend 10 minutes of every hour in soil or wood or it loses hit points as above.  When burrowed, it can move to the rear of enemies or even come up directly under their feet.  Unburrowing has a chance to surprise an opponent, but if they are not surprised it opens the vine up to an attack of opportunity.  The vine gets a +4 bonus to surprise enemies in this manner (+2 if they have some reason to suspect the vine).  


The vine does not directly attack enemies.  Instead, it causes a clump of poisonous vines to grow.  The clump is 10” in diameter, half that if on stone.  The vines remain poisonous for 1 round per level, half if on stone.  Damage inflicted is 1d8, +1 per level, evenly distributed over 1d4 rounds, save for half.  

As it is a plant, the vine is subject to any spells affecting plants.  Fire does double damage.  Magic Missile does not affect the vine, nor does any other spell that the DM rules would not affect a plant.  It takes a full round to burrow into the ground, but erupting onto the surface takes but one segment.  Once on the surface, a vine can trip anyone that they move through, unless they make a dex check.  Remember that creatures with more than two legs gain a bonus to their save.  Note that this applies to allies as well!  The vine cannot move under friendly targets without them having to save to avoid tripping themselves.  


The druid communicates with his vine via a mental link.  He can see through its eyes if he concentrates for one round, and in this way the vine may be used to scout.  If the vine is killed while the druid is seeing through its eyes, he must make a system shock roll or fall unconscious for one hour.  A druid may only have a single sentient vine in its control at any given time.

Summon Oak Sage

Range: 50”

Components: V, S

Duration: 3 turns/level

Casting Time: 1 round

Area of effect: 10”, +5”/level, maximum 45”

Saving Throw: NA


This spell summons a minor spirit of nature.  It is a beautiful orange in color, and glows with a light radius equal to that of a torch.  It moves at 6”.  The power of the Oak Sage is that it radiates a magical aura in a 10” radius, plus 5” per level, to a maximum radius of 45”.  The magical aura gifts 1d8 hit points, plus 2 points per odd level, to all allies in the radius.  These hit points are bonus hit points, similar to those of the Aid spell.  They are lost first, before normal hit points.  Anyone leaving the radius temporarily loses the bonus hit points, but they will regain them once they enter the radius again.  Any extra points expire when the spirit is killed or leaves.


The spirit has an armor class of 10, -1 per 3 levels of the druid.  Its hit points are equal to those of the druid at the time of casting, to a maximum of 25.  The spirit saves at the same effectiveness of the caster.

Summon Raven

Range: 10”

Components: S

Duration: Until used, or one day/level

Casting time: 1 round

Area of effect: NA

Saving Throw: NA


This spell allows the druid to summon ravens to aid him.  These ravens have an armor class of 10, thaco of 20, and 4 hit points.  The spell summons 1 raven.  For every odd level after 1st, the thaco and armor class improve by 1, and the hit points increase by 2.  In addition, an additional raven may be summoned at every odd level after first.  Each raven may make 4 attacks before its term of duty expires, plus one per level.  Ravens to 1d4 points of damage, and have a 10% chance per attack of pecking out an opponent’s eye.  They fly at 18”, and can travel as far away from the druid as 1 mile per level.  The druid can issue orders through a mental link, as well as talk to them.  In this way, they can be used as scouts to learn general details, such as location of a farm, a keep, enemy encampment, ect.  However, as ravens are not very intelligent, the druid must make a wisdom check to learn each specific detail (how many enemies, which keep, ect), with a modifier up to the DM based on his judgment.  At no time can a druid have more than 5 ravens under his service.

Summon Spirit Wolf

Range: 50”
Components: V, S

Duration: 1 turn/level

Casting time: 5

Area of effect: NA

Saving Throw: NA


This spell summons 1 spirit wolf per odd level of the caster.  At no time may a druid have more than 4 summoned spirit wolves at one time.  The wolves have AC 7, Move 15”, and do 1d4 damage.  They have 1+1 hit dice, +1 point per level.  Their thaco is equal to that of the druid +1.  Thus, a first level druid would summon a spirit wolf with a thaco of 19.  Strength bonuses are not added.  Because the wolves are unfamiliar with their new spirit form, they do not gain the ability to track, and they lack most other skills held by real wolves as well.  This unfamiliarity with form is why the statistics for the spirit wolves are so weak.  


The druid can communicate with his wolves via a mental link.  The wolves may range up to ¼ mile away from the druid per level.  

Second Level 

Summon Carrion Vine

Range: 10”

Components: V, S

Duration: Until killed or 1 day/level

Area of effect: NA

Saving Throw: NA


This vine has an AC of 4, 3 hit dice, +1 per level, and resembles the poison creeper in all other statistics except that it is blue instead of green, and it does not make poison brambles.  Instead, it can eat corpses to give life back to the druid or his allies.  It can consume up to 2 hit dice worth of dead creature per round.  Each hit die eaten stores 1 point of healing within the vine.  Maximum points that can be stored are 4 points per level, plus 1 point for every point of wisdom the druid has past 12.  As the points are stored within the vine, if the vine is killed, the points are lost.  However, the points can be transferred between vines if a new one is summoned before the duration is ended.  


As an action equivalent to using a cure light wounds spell, the druid can channel these points into the body of himself or any ally he chooses, subject to the limits of that spell (meaning he has to touch his target, and cannot channel more than 1d8 points per round).  He does not have to touch the vine, as he is mentally and spiritually linked to it.


The vine prefers to drag its corpse underground to feed, as it is safer.  However, if it cannot, it can still feed, but its armor class worsens to 8 while feeding.  In all other respects, the carrion vine conforms to the movement and scouting statistics of the poison creeper.  As with all sentient vines, a druid may command but one at a time, precluding the use of any other vine.

Summon Heart of the Wolverine

Range: 50”

Components: V, S

Duration: 2 turns/level

Casting time: 1 round

Area of effect: 10”, +5/2 levels after first, maximum 45”

Saving Throw: NA


This spell summons a beautiful red forest spirit.  It confers +1 to hit and +2 to damage, plus an additional +1 to hit and +2 to damage per 5 levels of the druid after 5th (10th, 15th, ect).  Its armor class is the same as the Oak Sage, but one better (thus 9, -1/3 levels of the druid).  Its hit points are equal to those of the caster at the time of casting, but it gets one additional point per die, to a maximum hit point total of 45.  As with all forest spirits, a druid may command but one at a time, precluding the use of any other.  The Heart of the Wolverine otherwise conforms to all other statistics for the Oak Sage, including movement, but its light radius is red, not orange.  It is important to note that this bonus to attack and damage does not confer the ability to hit creatures normally requiring magical weapons to hit.

Summon Wolf

Range: 50”

Components: V, S

Duration: 1 hour/level

Casting time: 2 rounds

Area of effect: NA

Saving Throw: NA


With this spell, a druid can summon one wolf per odd level.  They remain until the duration of the spell unless killed, or otherwise released.  Unlike their spirit cousins, these are real wolves, and can be used to track.  They gain 1 hit point per level, and a druid may only have 4 wolves in his service at a time.  In all other respects, this spell functions the same as Summon Spirit Wolf, except that the wolves may range as much as ½ mile from the caster.  The statistics of the wolves are otherwise identical to those listed in the Monster Manual.

Third Level

Summon Dire Wolf
Range: 50”

Components: V, S

Duration: 1 hour/level

Casting time: 3 rounds

Area of effect: NA

Saving throw: NA


This spell is identical in all respects other than those listed above, that the wolves may range up to 1 mile from the caster, they gain 2 hit points per level, and that the spell summons dire wolves, not wolves.

Summon Spirit of Barbs

Range: 50”

Components: V, S

Duration: 1 turn/level

Casting time: 1 round

Area of effect: 10”, +5/5 levels, maximum 45”

Saving Throw: NA


This spell is similar to the other spirit summoning spells.  The spirit of barbs is a brilliant white in color, and it radiates that light in a radius equivalent to that of a torch just like the others.  The power of the Spirit of Barbs is a damage reflecting aura.  Any melee attack that hits an ally in the area of its aura results in 1d4 magic damage to the attacker, +1 point per 5 levels of the caster, with no save.  The Spirit of Barbs benefits from its own aura, as all spirits do.  It has an armor class equal to that of the Heart of the Wolverine, except that it is 1 better (thus 8, -1/3 levels of the druid).  Its hit points are equal to those of the druid at the time of casting, but it gets +2 points per die, to a maximum of 60 hit points.  Like the Oak Sage and Spirit of the Wolverine, the Spirit of Barbs has a movement rate of 6”.  In all other respects, it functions exactly like the other spirits, including the restriction against having more than one spirit in service at a time.

Summon Solar Creeper

Range: 10”

Components: V, S

Duration: Until killed or 1 day/level

Casting time: 1 round

Area of effect: NA

Saving Throw: NA


This spell summons a stark blue vine that is identical to all the other types of creeping vines except that it has a different magical power, and that it has an AC of 3, and 4 hit dice, +1 point per level.  The magical ability of the Solar Creeper is the restoring of cast spells.  It can consume 2 hit dice of dead creature per round, in the same manner as the Carrion Vine.  Each hit die of monster consumed stores in the vine a chance to restore a cast spell as follows: 10% chance to restore a 0th level spell, 5% chance to restore a 1st to 3rd level spell, and 1% chance to restore a 4th level spell or higher.  The vine can store up to 2 hit dice worth of spell restorance per level of the druid.  In order to use the power, the druid must touch his target.  He may make one such attempt per round, and may break up the power as minutely as he desires.  Thus, if he wanted to spend two rounds to gain two separate 5% rolls instead of one 10% roll, he may do so.  Like the Carrion Vine, the spell restoring credits are lost if the vine is killed, but they may be transferred to a new vine if the spell is recast before the duration expires.
Fourth Level Spells

Summon Grizzly

Range: 50”

Components: V, S

Duration: 1 hour/2 levels

Casting time: 5 rounds

Area of effect: NA

Saving Throw: NA


This spell summons a Grizzly Bear.  The statistics are listed in the Monster Manual under “Brown Bear”.  They have 1 additional hit point per level of the druid, and a druid can only have one Grizzly in his service at a time; if he summons a second, the first is freed immediately.  The Grizzly may range up to 5 miles away from the caster.  The druid can communicate with his bear in the same manner as he can with his various summoned wolves.

Fifth Level Spells
Summon Cave Bear

Range: 50”

Components: S, V

Duration: 1 hour/3 levels

Casting time: 1 turn

Area of effect: NA

Saving Throw: NA


Except for the difference in casting time and duration, this spell is exactly the same as the spell Summon Grizzly, except that it summons a “Cave Bear” instead of a Grizzly, and that the bear gains +2 hit points per level.  The Cave Bear may also range further than a Grizzly: up to 10 miles away from the caster.
