Ranger Spell Circle











601	Natural Colors		15 sec/level


	


This spell attunes the target with his surroundings, making him more difficult to see, therefore more difficult to attack.   (+10 to DS) Hiding and stalking are also easier when this spell is in effect.





602	Resist Elements		1 min/level





This spell will create an area of almost constant temperature around the caster, offering protection against extreme forms of heat, cold and electricity.





603	Foraging		15 sec/level





While under the effect of this spell, the caster's sense of the local plant life is heightened.  Herbs and other plants in the area which are otherwise difficult to find will become obvious.





604	Skinning		60 seconds





This spell makes the caster more dexterous and better able to skin a carcass.  A skinning knife in combination with this spell will add significantly to the casters ability for a successful attempt.





605	Whispering Willow		30 sec/level





This spell will allow the caster to project his voice over some distance, while having it remain a whisper.  The caster and the target must both be outdoors, so the natural surroundings will carry the casters voice to whomever he wishes to speak with.





606	Phoen's Strenth		30 sec/level





This spell, only able to be cast outdoors, will increase the targets strength by +10, reducing encumberance rt by 2.





607	Sounds		2 sec/level





This spell will create distracting sounds all around the target, making him or it less able to defend themselves. (-20 to DS)  While this spell has an extremely short duration, it is known to be very difficult to resist.





608	Camouflage		Immediate





While outdoors, the caster will be able to use the surroundings to blend in with such success as to be effectively invisible.  Also increases the next ambush attack by +30 if you manage to stay hidden after casting.





609	Sunburst		Immediate





A great pulse of light will come from the caster's hand when this spell is cast, causing all those hidden to be forced into view.  It can also reveal those invisible to the caster, but does not cause them to become visible.





610	Tangle Weed		Varies





This spell will cause a vine to grow in a particular area and begin to lash about at all creatures. (spell is player friendly) The vine will not only attack, but will be likely to knock over any targets if it strikes them.





611	Mass Colors		30 sec/level





This will allow the caster's entire group to gain a +10 to their defense.





612	Breeze		3 sec/level





This spell will create a small whirlwind in an area, creating moderately strong breezes which will blow away many forms of clouds, such as gas clouds, poison clouds and many fog clouds.





613	Self Control		1 min/level


	


This spell will allow the caster to focus his will as well as his energy from the natural surroundings to set up a powerful protection field around themselves. 


+25 to DS/TD with 34 or fewer ranger spell ranks


+30 to DS/TD with 35-49 ranger spell ranks


+35 to DS/TD with 50 or more ranger spell ranks 





614	Imbue		Immediate





When cast on a piece of natural organic material, the caster will channel powerful energy into the object, changing its basic structure.  The result will allow the affected object to be turned into a magical item by someone with the Minor Elemental Circle's Magic Item Creation spell.  The higher level the ranger, the more magic the item can hold.  (Generally requires multiple casts)





615	Call Swarm		Immediate





When cast at a person or critter, this spell will call forth hundreds of insects that will attack the victim, causing them to defend themselves less, and also block their vision.  The swarm has the chance to cause minor damage as well.





616	Spike Thorn		Immediate





This spell will cause large spiked thorns to grow under the target which will very likely damage them.  The amount of damage not only depends on the rangers level, but also the targets level and the conditions under which the spell is cast.





617	Sneaking		15 sec/level





When active, this spell allows the caster to control all sound that they may make, therefore increasing their ability to remain hidden while sneaking and stalking.  When the caster has the Natural Colors spell on as well, these two combined will make the ranger almost invisible to everyone but the most perceptive.





618	Mobility		30 sec/level





This spell will increase the ranger's reaction time and reflexes, allowing him to dodge special attacks such as webs, acid or burrowing critters.  This spell also provides limited protection against spells such as Tangle Weed.  (Also adds +15 to MB for VolnFu)	





619	Mass Calm		Varies





When cast, the ranger has the ability to soothe and sedate all creatures in the room, calming them so they won't attack unless provoked.





620	Killer Weed		Varies





When cast indoors, this spell is similar to Tangle Weed in its actions, but when cast outdoors the weed becomes more aggressive and violent, injuring the targets as they drag them to the ground.





625	Nature's Touch		15 sec/level (max. 5 minutes)





The Ranger with this spell will feel the power of nature surround him no matter where they are.  This means the caster will be able to summon the energy to cast a lower level spell as if they were outside, even if they aren't.	Also adds +1 to TD for ever ranger spell known over 625, maximum of +25.


