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Introduction:


Hello my name is Elderman, and this is the tome that has been passed around since it was given to me many moons ago.  In this tome you will find the basic list of spells, abilities, weapons, and strategies that goes along with the class. I will add my two cents in parentheses, other than that the work done here was by Glaith Shadow-Weaver and those he mentioned.

 


Greetings Amtgardians, and fellow druids!!! I am Glaith Shadow-Weaver, Defender of the realm of Irongate, and currently (as of 1992) Arch Druid (5th. Lev.).  Although, I have been called many other things… Due to reasons beyond my control, I was forced to leave Irongate (Lubbock), and could only return about once a month, if that often.  

 This time away made me realize just how much I loved attending these meetings and playing the magic classes, which make Amtgard so uniquely special.  Herein, I have the revised Druid spells and the new spell point system (updated).  I have also included helpful information for playing the class, new incants for spells, as well as helpful hints for the new and experienced Druid alike.  I have NOT designed the new incants to challenge the old rules rather, to add flavor and advance role-play in the class.  To make sure they are legal, almost all have the same amount of syllables, if not more.  Unfortunately, I have found in the past that not everyone approves of such changes.  So I suggest if you feel unsure at first that these are appropriate, just cast enchantments in the beginning. (I say bring it up to the Guild master of reeves or druids, the monarch, and/or the champion)  The reason I suggest this is that generally when you cast an enchantment you are not in immediate danger.  You also can’t easily be accused of rule bending if you just use this as a tool for better role-playing.  Once people start getting used to the new incants then you can try casting some of the spells. If you know a person does not like the new incants then don’t use it on him/her.  It is hard to have fun if you ruin the fun for another, and I don’t know about you, but I come to Amtgard to have fun! 

 I would like to thank The Mad Hatter, Sir Uric, and Cromwell Blackmoor for inspiring me to write this.  If you have any comments about the Tome of the Druid, or if I have made any mistakes in it’s writing, please let me know about it.  I am sincerely interested in any input you can give, and feel free to give a copy to a friend.  I am also glad to report that I have formed a group in Abilene, TX. We declared under Irongate in the Kingdom of the Golden Plains we are called The Citadel! 
 

 

 

THE DRUID

 

GARB:
Brown robe, sash, or belt

ARMOR:   
None.

WEAPONS:
May use some, with a loss of magic ability

ABILITIES:


 

[0 to 12 wks.]

1.
10 1st level magic points

(Druid)

2.
3 total lives

 

[13 to 24 wks.]
1.
10 1st & 10 2nd level magic points

 (Druid of the Inner Circle)
     
(20 total)




2.
1 extra life (total 4)

 

[25 to 36 wks.]
1.
10 1st, 2nd, and 3rd level magic points

(Druid of the
Outer Circle)

(30 total)          

2.
Pass without trace* (1 per life)

 

[37 to 48 wks.]
1.
7 1st Level, 8 2nd level, 7 3rd level, and 8 4th level points

(Druid of the of the Center)


(30 total)

2.
Immune to Poison

 

[49 to 60wks.]

1.
6 spell points per level  (30 total)

(Arch Druid)

2. 
Immune to woodland charm

 

[61 & up]

1.
5 spell points per level  (30 total)

(Great Druid)

2.
Immune to Sleep

 

(Guild Master of Druids is called Grand Druid)

 

*Pass without trace:  say 3x “pass without trace”,

Druid disappears, and is granted unhindered travel back to home base.

 

WEPONS AND COSTS

Weapon



Maximum size



Cost

Short




under 3ft.



  2

Long 




under 4ft.



  4

Spear




none




  4

Staff 




none




  2

Daggers



18 inches 



  0

Bow




no crossbows



  8

Shield




small




  4

Note: Druids may not use flails or throwing weapons. You must deduct the cost of the weapon per 10 points of magic.



 

	MAGIC NAME
	TYPE
	USES
	COST
	MAX

	 

1ST LEVAL
	 
	 
	 
	 

	CANCEL
	SPELL 
	UNLIMITED
	0
	-

	CURE POISON
	E/S
	1/ LIFE
	1
	4

	ENTANGLE
	SPELL
	1 BOLT
	1
	4

	HEAL
	SPELL
	1/ LIFE
	1
	6

	HEAT WEAPON
	SPELL
	1/ LIFE
	1
	4

	SHILLELAGH
	ENCHANTMENT
	1/ GAME
	1
	4

	WARP WOOD
	SPELL
	1/ LIFE
	1
	4

	 

2ND LEVEL
	 
	 
	 
	 

	BARKSKIN
	ENCHANTMENT
	1/ GAME
	1
	4

	CURE DISEASE
	SPELL
	1/ LIFE
	1
	4

	MAGICAL PROJECTILE
	ENCHANTMENT
	1/ GAME
	1
	4

	MEND 
	SPELL
	 1/ LIFE
	1
	4

	PARALYZATION
	ENCHANTMENT
	1/ GAME
	1
	4

	THORN WALL 
	FE
	1/ GAME
	1
	4

	 

3RD LEVEL
	 
	 
	 
	 

	AMBIDEXTERITY
	N
	UNLIMITED
	2
	-

	CONFUSION
	SPELL
	1/ GAME
	1
	2

	EXTENSION
	N
	1/ GAME
	2
	4

	PLANT DOOR
	SPELL
	1/ LIFE
	1
	4

	PRO. DISEASE
	ENCHANTMENT
	1/ GAME
	2
	4

	PRO. FLAME
	ENCHANTMENT
	1/ GAME
	1
	4

	 

4TH LEVEL
	 
	 
	 
	 

	CALL LIGHTING
	SPELL
	1/ GAME
	1
	4

	COMMUNE
	SPELL
	UNLIMITED
	2
	-

	FLAMEWALL
	FE
	1/ GAME
	1
	4

	SILENCE
	FE
	1/ GAME
	1
	4

	SHATTER
	SPELL
	1/ GAME
	1
	4

	STONESKIN
	ENCHANTMENT
	1/ GAME
	2
	4

	 

5TH LEVAL
	 
	 
	 
	 

	FLAME BLADE
	ENCHANTMENT
	1/ GAME
	2
	2

	FLESH TO STONE
	SPELL
	1 BOLT 
	1
	4

	PASSPLANT
	ENCHANTMENT
	1/ GAME
	1
	4

	STONE TO FLESH
	SPELL
	1/GAME
	2
	4

	 

6TH LEVEL
	 
	 
	 
	 

	FINGER OF DEATH
	SPELL
	1/ GAME
	1
	4

	FEEBLEMIND
	SPELL
	1/GAME
	2
	2

	FIRE TRAP
	FE
	1/ GAME
	1
	4

	REINCARNATION
	ENCHANTMENT
	1/ GAME
	2
	2


1st Level (Druid)

Cancel 
Type: spell 
Incantation: repeat 2x "I cancel my magic." 
Range: 50 ft. 
Effect: negates magic. 
Limitations: may only be used on own magics. 

Cure poison 
Type: Enchantment/Spell 
 Materials: yellow cloth 
Incantation: touch person. repeat 10x "Cure Poison". tie cloth on person. 
Effect: makes person immune to the first poison attack used against him/her, or can be used to cure pioson on a person within a 100 count of being poisoned. 

Entangle 
Type: spell 
Materials: padded brown "entangle" ball 
Incantation: hold ball in left hand, repeat 5x "Entangle." 
Effect: a direct hit to a person or their equipment will entangle them in place for a count of 300. Or until they are freed by a fireball or dispel magic. They may neither fight nor be harmed. Two fireballs will kill them. 
Notes: barbarians are immune to this spell. 

Heal 
Type: spell 
Materials: wounded person 
Incantation: touch person and say once 
"Sword cut, spear stab, mace smash, arrow jab,                     




 let the white light of healing descend on thou. 
Sword cut, spear stab, mace smash, arrow jab, 




              let the white light of healing stop thy spilling blood.
Sword cut, spear stab, mace smash, arrow jab,





 let the white light of healing mend thy bones. 
Sword cut, spear stab, mace smash, arrow jab, 




                 let the white light of healing close thy wounds. 
Sword cut, spear stab, mace smash, arrow jab, 




             let the white light of healing restore thy vigor.
Sword cut, spear stab, mace smash, arrow jab,




            the white light of healing hath healed thou." 
Effect: person's wound is healed. 
Notes: may be used on self. Will alter the effects of druid flesh to stone to those of an iceball. Will repair one point of berserk barbarian body armor on any one specific body area. May not heal enchantments. 

Heat weapon 
Type: spell 
Incantation: repeat 2x "By the power and might of the sun I heat that (weapon)" 
Range: 20 ft. 
Effect: the weapon is considered useless for a 300 count (or 5 minutes). 
Limitations: works only against weapons, not armor or shields. 
Notes: mend spells will not restore the weapon, however a new one may be obtained from Nirvana or the base. 

Shillelagh 
Type: enchantment 
Materials: wooden weapon, yellow cloth 
Incantation: repeat 10x "Harden this weapon", tie cloth to weapon. 
Effect: if the weapon is normally a blue weapon, it is treated as a red weapon; if it is normally a red weapon, it takes four points off armor and in two hits destroys a shield and an arm. 
Limitations: only works on non-edged weapons. 

Warp wood 
Type: spell 
Incantation: repeat 2x "By the power of nature I warp that (object)." 
Range: 20 ft. 
Effect: Item is considered useless until mended, dispelled, or taken back to base and replaced. 
Limitations: only works on objects made of wood (arrows, bows, spears, etc.). 

2nd level (Druid of the Outer Circle)

Barkskin 
Type: enchantment 
Materials: person, yellow cloth, piece of bark 
Incantation: touch person with bark and repeat 5x "May nature protect you", attach cloth. 
Effect: will give person 1 point armor on all parts of the body. 
Limitations: It is possible to gain 4 points of armor by this spell. The protection is only from physical attacks and cannot be used with other armor. Shields may be used. It is not invulnerability. 

Cure disease 
Type: spell 
Materials: affected person 
Incantation: touch person, repeat 5x "I cure thy illness" 
Effect: person is cured of any disease. 
Notes: includes turning diseased creatures back to human. 

Magical projectile 
Type: enchantment 
Materials: projectile (arrow, javelin, rock, etc.), yellow cloth 
Incantation: hold projectile in left hand, repeat 5x "May this projectile strike true", tie cloth to projectile weapon. 
Effect: for each level of this enchantment, it will do one more point of damage than normally done by the projectile type. Will destroy a shield with 3 hits if a 5 pt. projectile, will act as a bladesharped red weapon if a 6 pt. projectile, etc. 
Limitations: monks may still block projectiles with no penalties. 
Notes: destroyed magical projectiles may be mended. 

Mend 
Type: spell 
Incantation: touch broken item with left hand, repeat 10x "Make this item whole again." 
Effect: Item is no longer damaged or destroyed. May repair one point of armor in one location. 
Notes: if an enchanted item is mended, its enchantment is intact. 

Penalization 
Type: enchantment 
Materials: yellow cloth 
Incantation: hold yellow cloth in left hand, repeat 10x "Penalization"                           
      Effect: If bearer of enchantment touches someone they are paralyzed for a 150 count if touched on the body, 400 if on a limb. Effects are similar to a sub dual. 
Limitations: Will not work through armor, shields and weapons, or through magic that stop magic. Barbarians are immune. 

Thornwall 
Type: fixed enchantment 
Materials: brown cloth 10 ft. long, leaves 
Incantation: lay cloth in straight line, raise hand in air, repeat 1Ox "Thorns come forth", crush and sprinkle leaves. 
Effect: creates 10 ft by 10 ft impassable wall of sharp thorns. 
Limitations: this wall can be destroyed by dispel magic, 10 hits with a red or blue weapon, or a fireball. If hit by a fireball or flame blade the wall is treated as a flame wall for a count of 100. 
Notes: disappears when the caster dies. 

3rd Level (Druid of the Inner Circle)

Ambidexterity 
Type: neutral 
Effect: may cast magic with either hand. 

Confusion 
Type: spell 
Incantation: repeat 5x "By the power of my mind I will you to be confused." 
Range: 50 ft. 
Effect: 1) barbarians will automatically go berserk and attack the druid for a 100 count. 2) Warriors and fighter types will attack nearest creature(s) for a 100 count. 3) Magic casters may not cast magic for a 100 count. 
Limitations: monsters are immune. Barbarian berserk does not count towards their normal berserk. 

Extension 
Type: neutral 
Incantation: say "Extension" loudly prior to starting magic 
Effect: doubles range of magic for one use. If magic has no range it gives spell a 20 ft. range. 
Notes: is not used up unless the accompanying magic is fully cast. 

Plant door 
Type: spell 
Materials: tree 
Incantation: touch tree with both hands, repeat 5x "Open up and receive a loyal protector of the forest" 
Effect: druid is assumed to be inside tree. He is considered protected and hidden by the tree. May cast magic, but must touch tree or spell ends. 
Limitations: If the tree is hit 10 times by a red or blue weapon, or if hit by a fireball it is destroyed, and the druid is no longer protected. Druid may not fight with weapons when spell is in effect, and may be affected by verbal magic while he is casting magic. 

Protection from disease 
Type: enchantment 
Materials: yellow cloth 
Incantation: touch person, repeat 5x "I protect thee from disease", tie cloth onto person. 
Effect: person is immune to any form of disease. 
Limitations: is not effective versus poison. 

Protection from flame 
Type: enchantment 
Materials: yellow cloth 
Incantation: hold cloth in left hand, repeat 10x "Protection from the element of fire", tie cloth on person. 
Effect: protects against all forms of flame, including lightning, treat Sword of Flame and flameblade as normal hit. 
Notes: negates a fireball's negation of iceball and healer/druid entangle. 

 4th Level (Druid of the Center)

Call lightning 
Type: spell 
Incantation: raise both hands, repeat 3x "(person) I call lightning to strike thou." 
Range: 20 ft. 
Effect: person is fried, dead, crispy critter. 
Limitations: is negated by protection from flame. 

Commune 
Type: spell 
Materials: tree 
Incantation: touch tree with left hand, repeat 5x "Commune", sit down with back touching tree. 
Effect: druid may not be harmed, or harm others within a 20 ft. radius 
Limitations: must be humming or chanting, "commune" and cannot be holding a weapon or the magic is broken. Cannot be closer than 20 ft. to a base or flag. 

Flame wall 
Type: fixed enchantment 
Materials: red cloth 10 ft. long, sand or glitter to represent sulfur 
Incantation: lay cloth in straight line, raise hands, repeat 5x "By the might of nature, I call forth a flaming wall. Sprinkle sulfur. 
Effect: creates a 10 ft. by 10 ft. impassable wall of flame. Anyone not protected who touches or crosses it will be incinerated. 
Limitations: can be dispelled by a dispel magic. Wall will not stop projectile weapons or spells. Wall disappears when caster dies. 
Notes: protection from magic will not protect from this. 

Silence 
Type: fixed enchantment 
Materials: 25 ft. measure, markers for 25' radius 
Incantation: set up markers, stand In the middle with both hands above head and repeat 5x "May no form of sound, speech or noise be heard in this place. 
Effect: No speech (talking), no magic casting is allowed in the enchantment's radius. 
Limitations: may be dispelled. Disappears when the caster dies. 

Shatter 
Type: spell 1: repeat 3x "By the power of nature, I destroy that (object)" 
Range: 20 ft. 
Effect: object is completely destroyed. 
Limitations: may only be repaired by a dispel magic or mend. Does not affect bases, relics, game items, hardened items, enchanted shields, or enchantments. 

Stone skin 
Type: enchantment 
Materials: person, yellow cloth, small polished stone 
Incantation: touch person with stone, repeat 5x "May nature protect you from all forms of attack" 
Effect: for each level of this enchantment (simulcast up to 4 times) it will give 1 point of invulnerable armor to all areas of the body. 
Limitations: cannot be used with other armor. Shields may be used. The attacker must specify the area of stone skin destroyed by an opponent’s verbal magic. 

5th Level (Arch Druid)

Flameblade 
Type: enchantment 
Materials: red and yellow cloth, edged weapon, sand or glitter to represent sulfur. 
Incantation: tie cloth to weapon, repeat 10x "Flameblade", sprinkle sulfur over weapon. 
Effect: equal too bladesharp spell, with fire abilities. Negates iceball and druid/healer entangle effects by touch, and the weapon itself is impervious to fireball and heat weapon magic. 

Flesh to stone 
Type: spell 
Materials: gray padded "petrify" ball 
Incantation: hold ball in left hand, repeat 5x "Petrify" 
Effect: person is turned to stone. 
Limitations: spell stays in effect until a dispel magic or the reverse of this spell is cast. If the ball hits the Shield of Reflection the druid is turned to stone. Barbarians are immune. Heal spell alters the effects to those of healer/druid entangle. 

Pass plant 
Type: enchantment 
Materials: departure tree, arriving tree 
Incantation: repeat loudly 5x "Pass plant", repeat loudly 5x "arriving" 
Effect: person is transported from one tree to one other tree within game boundaries. They may not be harmed during transfer. 
Limitations: must have location in mind and must tell reeve if asked. Must go straight to destination unless being watched or followed, then may take roundabout path. Equivalent to teleport. 

6th level (Great Druid)

Feeble mind 
Type: spell 
Incantation: point at victim, repeat 3x "By the power of my mind I confuse and erase yours." 
Range: 50 ft. 
Effect: victim may not cast magic or use any abilities of their class except fighting (primeval instinct). 
Limitations: death or dispel magic removes effect 

Finger of Death 
Type: spell 
Incantation: point at victim, repeat 5x "I call for your death." 
Range: 50 ft. 
Effect: person dies 
Limitations: 5th level monks are immune. 

Fire Trap 
Type: fixed enchantment 
Materials: 10 ft. diameter red cloth, sand or glitter to represent sulfur 
Incantation: lay cloth, repeat 5x "May the power of nature and the fire of the earth protect this area from intrusion," sprinkle sulfur. 
Effect: anyone who is not protected who enters area is killed. 
Limitations: may be dispelled. Disappears when caster dies. 

Reincarnation 
Type: enchantment 
Materials: dead person, monster handout, appropriate garb 
Incantation: repeat 3x "I call thy spirit back from the realm of death, inherit this new form and serve me until your destruction." 
Effect: person sacrifices 4 lives to play as a monster for 1 life. 
Limitations: only certain monsters are used. These are: lizard man, dryad, unicorn, giant, siren, troll, centaur, and brownie. N: may be dispelled

THE NEW INCANTS

After you finish the incant, recite the name of the spell.  This is NOT a factor of casting time, it just allows other players to know what was cast.  Please do not abuse rules when using these incants.  If you think the spell is to short, say it slower.

 

CANCEL

“Though I cast it well, I cancel my spell”   or
“They are giving me hell, so I cancel my spell”

 

CURE POISON

“As the poison seeps toward the heart, I call on nature to make it depart.  Your blood is clean and again can flow.  Your fear is gone, so off you go!”

 

ENTANGLE

“Roots grow and mangle, now vines bind you entangle”

 

HEAT WEAPON

“By the power and might of the sun I heat your weapon that your grip that was once strong  may now be scorched”

 

SHILLELAGH

 

“Son of Redwood, daughter of Oak, take on the hardness of thy folk.  Crash through steel armor, and shatter strong shield.  In battle be a proud weapon for thy master to wield”

WARP WOOD

 

“By the power of nature I warp that wood, so try as you might it will do you no good.”

 

BARKSKIN

 

“I make thy skin like the bark of a tree so it will turn the blade of your enemy.   But beware of the spell and rhyme of bard’s song and with this enchantment you will live long”
 

CURE DISEASE

 

“By the power of nature and light I set thy soul free of the cold dark illness that hath perverted thee”

 

MAGICAL ARROW

“From thy feathers through the shaft and to thy steel point, an enchantment on this  arrow I now appoint.  May it strike true, seeking the heart and whatever it hits it will wedge apart.”

 

MEND

 


“Broken shield, dented sword, once fine armor that protects no more.  May your 

steel be merged, may your wood be fused once again that you may be used”

 

PARALYZATION

 


“Freeze your muscles, numb your thighs, with my touch I paralyze.”

THORNWALL

 

“Wall of vines come from the ground, that none may pass lest they go around.  Roots and vines be strong not frail.  Grow sharp thorns that will scratch and impale.”

 

PLANT DOOR

 

“Majestic tree swaying in the wind open up and receive a friend, that I may cast spells out but stay inside, to be protected by your hide.  Through crack of thunder and violent weather we shall join as one and fight together.”

CALL LIGHTNING

 

“God of lightning I call you now, not later!  Where “(person)” now stands may there be left a crater!”

(Say this slower to emphasize the power of the spell.)

SHATTER

 

“By the might of nature, by craft, by art: what once was your (object) now fly  apart!” 
 {Cromwell Blackmoor gave me this incant. Because it is a little short, say it slowly}

 

STONESKIN

 

“Stone of the mountain, rock of the Earth, wrap thy protection around (my/his/her) girth.  Blade, Fire, Finger of death, Legend, Stun, and Dragon’s Breath: from these you are protected, everyone.  Now go out brave heart, your fears are none!” 

 

FLESH TO STONE

 


“Skin to granite, petrify bone.  With this bolt I’ll turn you to stone!”

 

PASSPLANT

 


“Vanish at one tree, and another I’ll be.

 

STONE TO FLESH

 

“Your skin is of granite, you have petrified bone, may it again be flesh instead of stone.” (slowly)
 

FINGER OF DEATH

 


“By the might of nature I command thy heart to stop.  May your corpse now gorw cold, feed the maggots and rot!”
 

 

STRATEGIES OF THE BATTLE DRUID

 

As I enter into this section, I would like to stress that the following ideas are based on my own personal experiences, as well as strategies of other druids.  These are after all, only suggestions.

 


Weapons:  Because you spend points on weapons before you choose your spells, its important to be able to weigh the cost with the weapons benefit.  Druid is the only magic class that can use a bow.  Because it is so expensive, it is a good idea that you use one in lower levels where you have more spell points per level, or if you have another person to guard you when you are higher in level.  Not many Druids use a shield, I personally think that a shield along with dagger or short sword is the best combination for a 1st or 2nd level Druid.  Use your remaining spell points on heat weapon, warp wood, entangle, bark skin, heal & mend.  For the 3rd and 4th level druid should use an offensive staff. It is a good defensive tool it has reach, and it is inexpensive. For 5th and 6th levels either keep using a staff, or try using two parrying daggers.  Parrying daggers are ½” or ¼” pvc with 45% adapters on each side of the middle blade.  It looks like a peace symbol without the circle.

 


Spells:  Unfortunately, some spell casters always buy the same old spells.  I think this is a waste of potential of the class.  Keep opponents on their toes by buying different spells from one game to the next.  Because of this, or because of other spells in that level, some spells are never used.  Cure poison is a protecting enchantment as well as a spell. Magic arrow is a great spell to give, because it effects those that can only be effected by magical weapons.  Thorn wall is a great spell. Confusion has no range, but don’t cast it at a Barbarian!  Plant door gives you ten points of armor plus you can carry in (but not use) your weapons, and can still cast spells.  After you cast a Commune, you can recast it as many times as you want without cost.  A good tactic to use with silence is to gather with fighting types in the center.  Because of the 25’ radius of the spell they are only effected by extended 20’ or 50’ spells.  You may bring in charged bolts.  If you have never done so, read the description of Flame blade.  It is really decent enchantment.  Pass plant is the druid equivalent of teleport.  When people are asked what the best druid spell is, nearly anyone will say finger of death.  With reincarnation, you have a servant that will attack for you.  He must obey and after they die, they loose 4 lives, so use it on an enemy.  Feeble mind is like confusion with a kick.

Problems: If you have played in Amtgard very long you have noticed the fact that some players constantly question the effects and range of your spells.  This is why I have made Tome of the Druid smaller (shrink it).  You can put it in your belt or in a pocket easier. It is always a good idea for a magic for a magic class to carry a spell book whether or not your Kingdom requires it or not.  When there are those items that your “victim” does not think he was in range don’t make a big deal about it.  If a person is not being honest, people will recognize it.  Arguing about it will just make you look bad.  The best advice I’ve been given was from a certain Squire, who by the way is now a Knight. Life is just a series of improvements on the last day.  Even though I make mistakes, I have the strength to admit it and go on. Help the ones that think they need improvement, and hope for the ones who think they need it least.  I am a strong believer that no matter what your problem is, you can change if you really want to.
 

ELDERMAN’S VIEW

 


Well this is the end of the first draft, ill put in more when and if I get feedback. I am dedicating this Tome to the memory of Glaith Shadow-Weaver. He brought me into the game Amtgard and since then it has become a major part of my life. So with all that said I leave you with this plea.

 

KEEP THE DREAM ALIVE!!!!!
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