Abjuration

Touch
Duration:

Components:
Special
Area of Effect:

V,S\M
Casting Time:
Creature Touched

6 Segments
Saving Throw:

None
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Abjuration - Alteration

0" Components:
Duration: 1 Turn/ Level
Area of Effect:

Casting Time:
10" Radius

Saving Throw:

Alteration

o
Duration:

Components:
1 Round / Level
Area of Effect:

V,S,M
Casting Time:
6" Diameter

1 Turn
Saving Throw:




This spell is exactly the same as the 3rd level protection from fire spell (q.v.) except that it applies to electrical/lightning
attacks.

The effect of a protection from fire spell differs according to the recipient of the magic - the druid or some other creature.

If the spell is cast upon the druid, it confers complete invulnerability to normal fires (torches, bonfires, oil fires, and the like)
and to exposure to magical fires such as demon fire, burning hands, fiery dragon breath, fire ball, fire seeds, fire storm,
flame strike, hell hound breath, meteor swarm, pyrohydra breath, etc. until an accumulation of 12 hit points of potential
damage per level of experience of the druid has been absorbed by the protection from fire spell, at which time thespell is
negated. Otherwise the spell lasts for 1 turn per level of experience of the druid. If the spell is cast upon another creature,
it gives invulnerability to normal fire, gives a bonus of +4 on saving throw die rolls made versus fire attacks, and

reduces damage sustained from magical fires by 50%.

When this spell is cast the druid creates an invisible barrier to all sorts of insects, and normal sorts will not approach
within 10' of the druid while the spell is in effect, although any giant insects with 2 or more hit dice will do so if they make a
saving throw versus magic, and even those which do so will sustain 1-6 hit points of damage from the passing of the
magical barrier. Note that the spell does not in any way affect arachnids, myriapods*, and similar creatures - it affects only
true insects. The material components of the repel insects spell are mistletoe and one of the following: several crushed
marigold flowers, a whole crushed leek, 7 crushed stinging nettle leaves or a small lump of resin from a camphor tree.

* myriapods = Centipedes, Millipedes, etc.

Except as noted above, and that the material component is that typically druidic (mistletoe, et al.), the spell is the same
as the 4th level cleric spell speak with plants.

When cast, a speak with plants spell enables the cleric to converse, in very rudimentary terms, with all sorts of living
vegetables. Thus, the cleric can question plants as to whether or not creatures have passed through them, cause thickets
to part to enable easy passage, require vines to entangle pursuers, and similar things. The spell does not enable the
cleric to animate non-ambulatory vegetation. The power of the spell lasts for 1 melee round for each level of experience of
the cleric who cast it. All vegetation within the area of effect are under command of the spell. The material components for
this spell are a drop of water, a pinch of dung, and a flame.
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The effect of a protection from fire spell differs according to the recipient of the magic - the druid or some other creature.
If the spell is cast upon the druid, it confers complete invulnerability to normal fires (torches, bonfires, oil fires, and the like) and to exposure to magical fires such as demon fire, burning hands, fiery dragon breath, fire ball, fire seeds, fire storm, flame strike, hell hound breath, meteor swarm, pyrohydra breath, etc. until an accumulation of 12 hit points of potential
damage per level of experience of the druid has been absorbed by the protection from fire spell, at which time thespell is negated. Otherwise the spell lasts for 1 turn per level of experience of the druid. If the spell is cast upon another creature, it gives invulnerability to normal fire, gives a bonus of +4 on saving throw die rolls made versus fire attacks, and
reduces damage sustained from magical fires by 50%.
	C2 Description: When this spell is cast the druid creates an invisible barrier to all sorts of insects, and normal sorts will not approach
within 10' of the druid while the spell is in effect, although any giant insects with 2 or more hit dice will do so if they make a saving throw versus magic, and even those which do so will sustain 1-6 hit points of damage from the passing of the magical barrier. Note that the spell does not in any way affect arachnids, myriapods*, and similar creatures - it affects only
true insects. The material components of the repel insects spell are mistletoe and one of the following: several crushed marigold flowers, a whole crushed leek, 7 crushed stinging nettle leaves or a small lump of resin from a camphor tree.


* myriapods = Centipedes, Millipedes, etc.
	C3 Description: Except as noted above, and that the material component is that typically druidic (mistletoe, et al.), the spell is the same
as the 4th level cleric spell speak with plants.
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When cast, a speak with plants spell enables the cleric to converse, in very rudimentary terms, with all sorts of living
vegetables. Thus, the cleric can question plants as to whether or not creatures have passed through them, cause thickets to part to enable easy passage, require vines to entangle pursuers, and similar things. The spell does not enable the cleric to animate non-ambulatory vegetation. The power of the spell lasts for 1 melee round for each level of experience of
the cleric who cast it. All vegetation within the area of effect are under command of the spell. The material components for this spell are a drop of water, a pinch of dung, and a flame.


