Alteration

4" Components: V,S.\M
Duration: 1 Round / Level Casting Time: 9 Segments
Area of Effect: 2' Cubic / Level Saving Throw:

Evocation

1" Components:
Duration: 6 Turns / Level Casting Time:
Area of Effect: Special Saving Throw:

Confusion

Enchantment / Charm

8" Components: V,S.M
Duration: 1 Round / Level Casting Time: 9 Segments
Area of Effect: Up to 4" x 4" Saving Throw: Special




By employing an animate rock spell, the druid causes a lithic object of a size up to that indicated to move. (See animate
object, the Sixth Level cleric spell.) The animated stone object must be separate, i.e. not a piece of a huge boulder or the
like. It will follow the desire of the druid casting the spell - attacking, breaking objects, blocking - while the magic lasts. It
has no intelligence nor volition of its own, but it follows instructions exactly as spoken. Note that only one set of
instructions for one single action (the whole being simply worded and very brief - 12 words or so), can be given to the rock
animated. The rock remains animated for 1 melee round per level of experience of the spell caster, and the volume of rock
which can be animated is also based on the experience level of the druid - 2 cubic feet of stone per level, i.e. 24 cubic

feet at the 12th level

When this spell is cast by a druid, it brings forth a large flaming chariot pulled by two fiery horses which appear in a clap
of thunder amidst cloud-like smoke. This vehicle moves at 24" on the ground, 48" flying, and it can carry the druid and up
to 8 other man-sized creatures whom he or she first touches so as to enable these creatures to be able to ride aboard this
burning transport. Creatures other than the druid and his or her designated passengers will sustain damage equal to that
of a wall of fire spell if they are within 5' of the horses or chariot, voluntarily or involuntarily. The druid controls the chariot
by verbal command, causing the flaming steeds to stop or go, walk, trot, run or fly, turning left or right as he or she
desires. Note that the Chariot of Sustarre is a physical manifestation, and can sustain damage. The vehicle and steeds
are struck only by magical weapons or by water (one quart of which will cause 1 hit point of damage), they ore armor
class 2, and each requires 30 hit points of damage to dispel. Naturally, fire has absolutely no effect upon either the
vehicle or its steeds, but magical fires will affect the riders if they are exposed to them (other than those of the chariot
itself). In addition to mistletoe, the druid casting this spell must have a small piece of wood, 2 holly berries, and a fire
source at least equal to a torch.

causes confusion in one or more creatures within spell range. Confused creatures will react as follows:

die Roll action

01-10 Wander away for 1 turn

11-60 Stand confused for 1 round

61-80 Attack nearest creature for 1 round
81-00 Attack druid or his party for 1 round

The spell lasts for 1 melee round for each level of experience of the spell caster. It will affect 2 to 8 creatures, plus a
possible additional number of creatures determined bysubtracting the level or number of hit dice of the strongest
opponent creature within the spell range and area of effect from the level of the druid who cast the spell of confusion. If a
positive number results, it is added to the random die roll result for number of creatures affected; a negative number is
ignored. All creatures affected will be those closest to the druid within the area of effect. Each affected creature must
make a saving throw each round, unless they are caused to "wander away for 1 turn" in which case they will go as far
away from the druid as is possible in one turn of normal movement, as conditions permit. All saving throws are at -2.
Confused creatures act according to the table of actions shown above, but saving throws and actions are checked at the
beginning of each round.
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	C1 Spell Name: Animate Rock
	C1 Magic Type: Alteration
	C1 Range: 4"
	C1 Duration: 1 Round / Level
	C1 Area of Effect: 2' Cubic / Level
	C1 Casting Time: V,S,M
	C1 Components: 9 Segments
	C1 Saving Throw: None
	C1 Level: 7
	C2 Spell name: Chariot of Sustarre
	C2 Magic Type: Evocation
	C2 Range: 1"
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	C3 Casting Time: V,S,M
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	C3 Saving Throw: Special
	C3 Level: 7
	C1 Description: By employing an animate rock spell, the druid causes a lithic object of a size up to that indicated to move. (See animate
object, the Sixth Level cleric spell.) The animated stone object must be separate, i.e. not a piece of a huge boulder or the like. It will follow the desire of the druid casting the spell - attacking, breaking objects, blocking - while the magic lasts. It has no intelligence nor volition of its own, but it follows instructions exactly as spoken. Note that only one set of instructions for one single action (the whole being simply worded and very brief - 12 words or so), can be given to the rock animated. The rock remains animated for 1 melee round per level of experience of the spell caster, and the volume of rock which can be animated is also based on the experience level of the druid - 2 cubic feet of stone per level, i.e. 24 cubic
feet at the 12th level
	C2 Description: When this spell is cast by a druid, it brings forth a large flaming chariot pulled by two fiery horses which appear in a clap of thunder amidst cloud-like smoke. This vehicle moves at 24" on the ground, 48" flying, and it can carry the druid and up to 8 other man-sized creatures whom he or she first touches so as to enable these creatures to be able to ride aboard this burning transport. Creatures other than the druid and his or her designated passengers will sustain damage equal to that of a wall of fire spell if they are within 5' of the horses or chariot, voluntarily or involuntarily. The druid controls the chariot by verbal command, causing the flaming steeds to stop or go, walk, trot, run or fly, turning left or right as he or she desires. Note that the Chariot of Sustarre is a physical manifestation, and can sustain damage. The vehicle and steeds are struck only by magical weapons or by water (one quart of which will cause 1 hit point of damage), they ore armor class 2, and each requires 30 hit points of damage to dispel. Naturally, fire has absolutely no effect upon either the
vehicle or its steeds, but magical fires will affect the riders if they are exposed to them (other than those of the chariot itself). In addition to mistletoe, the druid casting this spell must have a small piece of wood, 2 holly berries, and a fire source at least equal to a torch.
	C3 Description: causes confusion in one or more creatures within spell range. Confused creatures will react as follows:

                                             die Roll                          action
                                              01-10           Wander away for 1 turn
                                              11-60           Stand confused for 1 round
                                              61-80           Attack nearest creature for 1 round
                                              81-00           Attack druid or his party for 1 round

The spell lasts for 1 melee round for each level of experience of the spell caster. It will affect 2 to 8 creatures, plus a possible additional number of creatures determined bysubtracting the level or number of hit dice of the strongest opponent creature within the spell range and area of effect from the level of the druid who cast the spell of confusion. If a positive number results, it is added to the random die roll result for number of creatures affected; a negative number is ignored. All creatures affected will be those closest to the druid within the area of effect. Each affected creature must make a saving throw each round, unless they are caused to "wander away for 1 turn" in which case they will go as far away from the druid as is possible in one turn of normal movement, as conditions permit. All saving throws are at -2. Confused creatures act according to the table of actions shown above, but saving throws and actions are checked at the beginning of each round.


