Zamir’s Spells

Animal Messenger (241)

School enchantment (compulsion) [mind-
affecting]; Level bard 2, druid 2, ranger 1
Casting Time 1 minute

Components V, S, M (a morsel of food the
animal likes)

Range close (25 ft. + 5 ft./2 levels)
Target one Tiny animal

Duration 1 day/level

Saving Throw none; see text; Spell
Resistance yes

You compel a Tiny animal to go to a
spot you designate. The most common use for
this spell is to get an animal to carry a message
to your allies. The animal cannot be one tamed
or trained by someone else, including such
creatures as familiars and animal companions.

Using some type of food desirable to the
animal as a lure, you call the animal to you. It
advances and awaits your bidding. You can
mentally impress on the animal a certain place
well known to you or an obvious landmark. The
directions must be simple, because the animal
depends on your knowledge and can’t find a
destination on its own. You can attach a small
item or note to the messenger. The animal then
goes to the designated location and waits there
until the duration of the spell expires, whereupon
it resumes its normal activities.

During this period of waiting, the
messenger allows others to approach it and
remove any scroll or token it carries. The
intended recipient gains no special ability to
communicate with the animal or read any
attached message (if it's written in a language
he doesn’t know, for example).

Light (304)
School evocation [light]; Level bard 0, cleric 0,
druid 0, sorcerer/wizard O
Casting Time 1 standard action
Components V, M/DF (a firefly)
Range touch
Target object touched
Duration 10 min./level
Saving Throw none; Spell Resistance no

This spell causes a touched object to
glow like a torch, shedding normal light in a 20-
foot radius from the point touched, and
increasing the light level for an additional 20 feet
by one step, up to normal light (darkness
becomes dim light, and dim light becomes
normal light). In an area of normal or bright light,

this spell has no effect. The effect is immobile,
but it can be cast on a movable object.

You can only have one light spell active
at any one time. If you cast this spell while
another casting is still in effect, the previous
casting is dispelled. If you make this spell
permanent (through permanency or a similar
effect), it does not count against this limit. Light
can be used to counter or dispel any darkness
spell of equal or lower spell level.

Mending (312)

School transmutation; Level bard 0, cleric O,
druid 0, sorcerer/wizard O

Casting Time 10 minutes

Components V, S

Range 10 ft.

Target one object of up to 1 Ib./level

Duration instantaneous

Saving Throw: Will negates (harmless, object);
Spell Resistance: yes (harmless, object)

This spell repairs damaged objects, restoring
1d4 hit points to the object. If the object has the
broken condition, this condition is removed if the
object is restored to at least half its original hit
points. All of the pieces of an object must be
present for this spell to function. Magic items
can be repaired by this spell, but you must have
a caster level equal to or higher than that of the
object. Magic items that are destroyed (at O hit
points or less) can be repaired with this spell,
but this spell does not restore their magic
abilities. This spell does not affect creatures
(including constructs). This spell has no effect
on objects that have been warped or otherwise
transmuted, but it can still repair damage done
to such items.

Pass without Trace (318)

School transmutation; Level druid 1, ranger 1
Casting Time 1 standard action
Components V, S, DF

Range touch

Targets one creature/level touched

Duration 1 hour/level (D)

Saving Throw Will negates (harmless); Spell
Resistance yes (harmless)

The subject or subjects of this spell do
not leave footprints or a scent trail while moving.
Tracking the subjects is impossible by non-
magical means.



Produce Flame (326)

School evocation [fire]; Level druid 1
Casting Time 1 standard action
Components V, S

Range O ft.

Effect flame in your palm

Duration 1 min./level (D)

Saving Throw none; Spell Resistance yes

Flames as bright as a torch appear in
your open hand. The flames harm neither you
nor your equipment.

In addition to providing illumination, the
flames can be hurled or used to touch enemies.
You can strike an opponent with a melee touch
attack, dealing fire damage equal to 1d6 + 1
point per caster level (maximum +5).
Alternatively, you can hurl the flames up to 120
feet as a thrown weapon. When doing so, you
attack with a ranged touch attack (with no range
penalty) and deal the same damage as with the
melee attack. No sooner do you hurl the flames
than a new set appears in your hand. Each
attack you make reduces the remaining duration
by 1 minute. If an attack reduces the remaining
duration to 0 minutes or less, the spell ends after
the attack resolves.

This spell does not function underwater.

Soften Earth and Stone (345)

School transmutation [earth]; Level druid 2

Casting Time 1 standard action

Components V, S, DF

Range close (25 ft. + 5 ft./2 levels)

Area 10-ft. square/level; see text

Duration instantaneous

Saving Throw none; Spell Resistance no
When this spell is cast, all natural,

undressed earth or stone in the spell’s area is

softened. Wet earth becomes thick mud, dry

earth becomes loose sand or dirt, and stone

becomes soft clay that is easily molded or

chopped. You affect a 10-foot square area to a

depth of 1 to 4 feet, depending on the toughness

or resilience of the ground at that spot. Magical,

enchanted, dressed, or worked stone cannot be

affected. Earth or stone creatures are not
affected.

A creature in mud must succeed on a
Reflex save or be caught for 1d2 rounds and
unable to move, attack, or cast spells. A
creature that succeeds on its save can move
through the mud at half speed, and it can’t run or
charge. Loose dirt is not as troublesome as
mud, but all creatures in the area can move at
only half their normal speed and can’t run or
charge over the surface. Stone softened into
clay does not hinder movement, but it does
allow characters to cut, shape, or excavate
areas they may not have been able to affect
before.

While this spell does not affect dressed
or worked stone, cavern ceilings or vertical
surfaces such as cliff faces can be affected.
Usually, this causes a moderate collapse or
landslide as the loosened material peels away
from the face of the wall or roof and falls (treat
as a cave-in with no bury zone, see Chapter 13).

A moderate amount of structural
damage can be dealt to a manufactured
structure by softening the ground beneath it,
causing it to settle. However, most well-built
structures will only be damaged by this spell, not
destroyed.

Stabilize (348)

School conjuration (healing); Level cleric 0,
druid O

Casting Time 1 standard action
Components V, S

Range close (25 ft. + 5 ft./2 levels)

Target one living creature

Duration instantaneous

Saving Throw: Will negates (harmless); Spell
Resistance: yes (harmless)

Upon casting this spell, you target a
living creature that has —1 or fewer hit points.
That creature is automatically stabilized and
does not lose any further hit points. If the
creature later takes damage, it continues dying
normally.



Druid Features

Wild Empathy (Ex) (+4/+6)

A druid can improve the attitude of an
animal. This ability functions just like a
Diplomacy check made to improve the attitude
of a person (see Chapter 4). The druid rolls
1d20 and adds her druid level and her Charisma
modifier to determine the wild empathy check
result. The typical domestic animal has a
starting attitude of indifferent, while wild animals
are usually unfriendly.

To use wild empathy, the druid and the
animal must be within 30 feet of one another
under normal conditions. Generally, influencing
an animal in this way takes 1 minute but, as with
influencing people, it might take more or less
time.

A druid can also use this ability to
influence a magical beast with an Intelligence
score of 1 or 2, but she takes a —4 penalty on
the check.

Woodland Stride (Ex):

Starting at 2nd level, a druid may move
through any sort of undergrowth (such as natural
thorns, briars, overgrown areas, and similar
terrain) at her normal speed and without taking
damage or suffering any other impairment.
Thorns, briars, and overgrown areas that have
been magically manipulated to impede motion,
however, still affect her.

Trackless Step (Ex):

Starting at 3rd level, a druid leaves no
trail in natural surroundings and cannot be
tracked. She may choose to leave a trail if so
desired.

Resist Nature’s Lure (Ex):

Starting at 4th level, a druid gains a +4
bonus on saving throws against the spell-like
and supernatural abilities of fey. This bonus also
applies to spells and effects that utilize or target
plants, such as blight, entangle, spike growth,
and warp wood.

Wild Shape (Su):

At 4th level, a druid gains the ability to
turn herself into any Small or Medium animal
and back again once per day. Her options for
new forms include all creatures with the animal
type. This ability functions like the beast shape |
spell, except as noted here. The effect lasts for 1
hour per druid level, or until she changes back.
Changing form (to animal or back) is a standard
action and doesn’t provoke an attack of
opportunity. The form chosen must be that of an
animal with which the druid is familiar.

A druid loses her ability to speak while
in animal form because she is limited to the
sounds that a normal, untrained animal can
make, but she can communicate normally with
other animals of the same general grouping as
her new form. (The normal sound a wild parrot
makes is a squawk, so changing to this form
does not permit speech.)



