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dntroduction

Since the dwn of creltion, sentient beings hive
wlged [n endless struggle for survivll [glinst
nlture’s Cwesome fury. Whether seeking shelter from
[Jviolent storm or fleeing the virulent eruption of [
furious volc[ho, civiliz[tion rem[ins [t the [p[thetic
mercy of its surroundings. Although my live in fe(¥
of n[ture’s terrible wrlth, Cism[1l circle of individulls
embrltes its mysterious [hd wondrous powers.
Rejecting the tenets of urb[n society, these intrepid
individu s commune with the ntur(l world forming
UsLered pLct between themselves [nd the 10hd itself.
In [h unusull symbiotic rel[tionship, druids swelt
their indomitCble [llegifnce to nture in exchChge
for unison with its inh[bit[nts [nd divine m[gic.

Contr[ry to mhy popul (T {1l cies, druids (re not
plssive, [nti-socill vegetriChs [ccomplnied by
scores of [doring [him[ls [nd indulging in the
inh[1tion of h(1lucinogenic herbs [nd le[ves. While
some of these perceptions undoubtedly possess [t le[st
Omoniker of truth, the notion is entirely skewed.
Druids [re fervent in their defense of their sCtred
wilderness, more thih willing to physicllly combl(t
[hy unwelcome interloper. Most druids leCd [more
solit(ry lifestyle th'h sedentry populltions, yet
druids enjoy the comphy of their thim [l compLhions
[hd fellow druids. Despite the [bsence of throngs of
neltby huminoids, druids experience f[t less
(ienltion [nd loneliness th(n urbln residents
immersed in [Jsel]of humlhity. Although druids
genuinely befriend their (him[1 complhions, they
continue to hunt other [nim(ls for food [nd
byproducts such [s le[ther [nd bone. Fin[lly, while
druids hlivest numerous plints for [Imyrild of
medicinl] [nd c[Im(tive purposes, they respect [nd
felr their potentillly d “hgerous [ddictive properties.
Druids refrlin from indulging in their usge solely
for person(1 ple[ sure or escl pe from rellity. Inste[ d,
druids [re [Jclose-knit brotherhood devoted to the
slhctimonious preserv(tion of the wilderness [hd the
perpetultion of the nltur(]l order.

Despite their close inter[ction with the nlturl(l
world, druids m[int(in Osemblnce of neutr[lity in
Lecord Lhce withnl ture’s grind design. N[ ture herself
is [plssive observer, [bstlining from interfering in
the [fflirs of sentient beings reglrdless of the
consequences. To druids, n[ture is [/t[ngible living
entity, the mother [hd the wellspring of (1l life Cnd
creltion. Present before the inception of deities (nd
the discovery of [rc[he m[gic, n[ture remL[ins timeless
[hd omnipotent, impervious to the mlthinltions of
foolish beings ttempting to supersede or domin'te
its limitless power. N[ture is more th{n [l pristine
forest or Ch imposing mountCintop; it is the physic]
mlhifest[tion of [Icelesti[l mlster plih invoked to

govern the orderly function of the universe [nd [l
living things. Time, spCce, life (hd delth Ccquiesce to
its 1Lws [hd rules, however not_ble exceptions exist.
The blight of the living deld, the power to bend sp_te
by triveling grelt distChces [hd the [bility to stop
time [ll defy nlture’s intentions. While such
trihsgressions [Te usullly trinsitory [nd locllized,
druids undertlke the rep[r[tion of the n[tur(1world
[s their sCtred duty.

Fortun[tely, most chlllenges to the n[tur(l order
rem[in more mundlhe, but no less rel[1. Civiliz tion
continues to explnd [t [h [1Fming rlte, thre[tening
the slhctity [hd ecologicll vilbility of v[st tricts of
primordill wilderness. SLv(ge tribes of vorltious
monsters [hd humhoids pill ge the eltth, rinsCcking
its bountiful resources [nd disrupting its delicltely
bllnhced ecosystem. Nefltrious wizltds [nd clerics
seek refuge in its remote solitude to prictice their
insidious [d destructive m(gic. The prolifer[tion of
undeld creltures defilhtly mocks the cycle of life,
providing [n existence beyond the limit[tions
imposed by nlture herself. Despite the perils [nd
obstLcles, druids persevere [hd blttle [g[inst these
unn(turll forces in [n effort to restore nlture’s
hCrmonious bfhce. With the CssistCnce of their
[(nim[l [nd plint Cllies, druids wige L[l tireless
clmplign [glinst these [hd other m[levolent forces
bent on the shlmeless exploit[ tion of the n(tur(1world
[hd its inh[bit nts.

As [result of these perv(sive forces, Druids [hd
Druidism provides numerous powers [nd [bilities to
comb(t these formidlble [dvers[ties. An eclectic
collection of divine spells [nd mlgic items
supplements the druid’s extensive m[gicll [Tsenll.
Through their unique ffinity with the nltur(lworld,
druids hliness rCw mlgicll energy [5 [Jmelns of
mimicking, controlling [nd summoning nlture’s
[wesome power. M[gic enlbles them to [dopt the
physiologicl1 feltures of their [him[1 comphions
including the compound vision of [ insect or the
blt’s use of sonlr. They mlnipul_te the powerful
current of [ir[ging river or the torrenti[1 downpour of
Cviolent thunderstorm. When confronted by hordes
of their enemies, druids instCht'heously mobilize
legions of Mim[1s Chd plints to their defense.

Druids utilize numerous n[tur1mterills to forge
[h unprecedented qulntity of welpons, [imors, rings
[hd miscell[heous items. Their [1r[y of wooden [hd
bone welpons [Te more th(h [Im[tch for Thy steel or
iron counterp(it, while expertly crifted [nd tlilored
suits of le[ther [nd hide [rmor provide Umple
protection Cglinst their enemies’ blows. St[ffs
frequently complement their impressive spellc[sting
[bilities, while rings often increse their m[stery over
the nCturCl world. AdditionClly, druids Clso
m{huflcture [Jdiverse vitiety of other m[gic items
including sCddles, crowns, m[sks [nd belts.



However, m[gicis not the only tool [t the druid’s
dispos(l. Their extensive knowledge of the nltur(l
world [1lows them to concoct wondrous elixirs from
nltive plints [ well [5 colx poison from venomous
Chiml[ls. Countless hours of tri[1 [nd error [s well [s
plinstCking reselich enlble druids to [iigment their
inherent [bilities by m[stering incredible felts of
physicll [hd intellectu] prowess. Some druids follow
this p[th of self-discovery to previously unlttlin[ble
heights, specillizing in the mhipultion [nd control
of their unique environment or clim! te.

Druids [Iso depend on the cCplble [ssist[nce of
other sentient beings. Dediclted contingents of loy (1
Chim[ 1 complhions, reldy to [ct [t [imoment’s notice,
Ctcomplhy them throughout their trivels. More
importintly, they rely on their fellow druids for
spiritull, mor(l, militL.ty [hd economic support by
forming [lunique druidic society known (s circle.
This supplement describes the estCblishment,
leLdership [nd dLily Lctivities of this import. nt f[ cet
in the druids’ life.

Plrtinquisitive student, plitstllw(t defender (hd
plrt diplomltic lilison, druids occupy Llvit[] niche
in the ecosystem. While stCunchly protecting the
unllienCble rights of the nlturll world nd its
inh[bit[nts, druids frequently find themselves [t the
center of [ endless conflict between preserv(tion 'hd
progress. By ten(ciously [dhering to their principles
[hd idells, druids mlintlin nlture’s integrity [nd
strengthen their communion with the ntur(1 world
utilizing whitever melhs necess(1y.

Prestige Druids

Molded by ye(Ts of experience [nd spurred by force |
of will, some druids pursue LIwlLy of life vistly
different from their counterplits. Although they
m(int(in their core [bilities nd [ffinity for n ture,
these chli[cters embody specific trlits [nd powers
[ttCinCble only through specilliztion in Cp[ticul (¥
field. Some develop [ [ffinity with Cspecific species
of [(nim[1, while others devote themselves to [J
pliticul(t clim(te or terr(in. Druids th t follow these
plths Cthieve Usynergy with nlture thit rem[ins
completely [lien to their trCdition[] counterp(its.
Regltdless of their occ[5ion[lly divergent ideologies,
these individu(ls remUin integrCl pCits of the druid
community.

Glacier Walker

Fierce, icy winds [nd bitter, numbing cold const[ntly
Lecomplny the resilient druids of the Cictic regions.
Swthed in bundles of thick fur [hd [him[1hide, the
enigmtic glCcier wlker rolims his wintry Itndsclpe,
revering its wondrous m(ivels [nd incompli[ble
beluty. Neltly [l glicier wllkers spend countless
hours enhlncing the Cesthetic wonder of their
territory by crelting mCgnificent ice sculptures [nd
totems of n' tive [him[1s. However, these mysterious
[rtistic creltions [1so serve sever(l more pricticll
purposes. They remind hunters [nd tr[ppers to
respect the sChctity of the frozen wilderness (5 well
[s wltning polchers [glinst plying their uns[vory
business in the druid’s sCcred 10nd. Ice sculptures |
[so function [s [Jmelhs of communic tion between
fellow druids in the (rel] They [lert other druids to
the presence of [Ispecific [him[] in the immedilte
vicinity [nd m[tk the boundliies of the druid’s
territory. Although seemingly territori(l in nlture,
glicier wilkers [re [ctullly very cooperltive [nd
prim[tily sedentlty. A typicll circle of gl ¢cier wilkers
consists of [mhywhere between ten [hd twenty
individu'ls with [ elder druid serving [s the group’s
undisputed le(der. The circle [wlys glthers in [
secluded c[vern within [ring of ice totems [nd
sculptures.

Becluse of their hl¥sh [nd brutll environment,
glicier wilkers engl ge in very little contlct with the
civilized world. Gl cier wilkers consciously [void
towns [nd cities, preferring to rem[in ignornt [bout
the virtues [hd vices of urb[h life. However, they
frequently inter[ct with blrb(ric tribes in the region,
trCding Ovltiety of commodities with the nom(dic
inhbitnts of their territories. The two groups
gener[lly coexist pelcefully, not [Jsurprising flct |
considering tht most glCtier wilkers begin their
lives [5 members of Ublrblric tribe.




Humhs [Fe the most previlent rfte Cmong gl cier
| wilkers with h{f-orcs []dist[nt second. Becluse of
the inherent discipline essentill for surviv(l in this
extreme climlte, most gllitier wilkers [te 1lwful
neutr(l. Gl tier wilkers revere [nd cherish the (him[1
inh(bit[nts of their frozen territory, however wolves,
lynxes, [hd pol(t belFs [Te their most popullT (him(1
complhions. On the other h(nd, frost gilnts ['nd white
drCgons rem[in their most bitter enemies. Reglrdless
of the circumstnces, gllcier wllkers [tt[ck these evil
beings on sight.
Hit die: d8

Requirements

To qullify s gl cier wilker, [ichlt[cter must fulfill
the following criterill

B(se Fortitude Bonus: +4

Alignment: Any non-chlotic

Skills: Anim[1 Emp(thy 5rnks, Crrtt (sculpture)
4 r[nks, Hihdle Anim[15 rinks, Knowledge (nlture)
4 r[nks, Wilderness Lore 4 r[nks.

Felts: GreltFortitude

Class Skills

The gllcier wiker’s cliss skills (Cnd the key [bility
for elch skill) [fe Anim[1 Emp(thy (Chr), Blnce
(Dex), Climb (Str), Concentr(tion (Con), CrLft ([1y)
(Int), HCndle Anim[1 (ChL), Hell (Wis), Hide (Dex),
Intuit Direction (Wis), Jump (Str), Knowledge (n ture)
(Int), Move Silently (Dex), Profession (L 1y) (Int), Ride
(Dex), Spot (Wis), Tumble (Dex), thd Wilderness Lore
(Wis).
Skill Points [t ELch Level: 4 + Int modifier.

Class §eatures
Welpon [nd Armor Proficiency: Glitier wilkers
glin no welpon or [fmor proficiencies.

Spells: Gl_ cier wllkers continue to receive new
spells (5 if they [cquired [nother level in the
spellcisting cllss thit they belonged to prior to
becoming (] glCtier wilker. However, they do not
[tt(in Chy other [bilities glined from Clevel increlse
from the spellcTsting cl[5s. If the chl[cter h(d more
th(h one spellcCsting clCss, the plCyer decides which
spellclsting cllss receives the [ddition[1 level for
purposes of determining his spells per dy Thd spells
known. Furthermore, whenever [igl[cier wilker c[5ts
O spell inflicting cold dCim[ge, the spell dells
Cddition] point of dCm[ge equll to the chi¥[cter’s
glicier wilker level.

Arctic Movement (Ex): Whenever the glicier
wilker tr(vels through Cictic terrlin, his movement
rite increlses by ten feet per round. In Cddition,
mlgicll cold effects th(t impede movement such s
the spell sleet storm do not Lffect gllcier wilkers. To
receive the benefits of this [bility, the gl cier wilker
must be moving by melhs of his own locomotion (i.e.
OglCcier wiker riding Ohorse does not receive this
benefit). Furthermore, whenever [ glicier wilker
englges in melee with [h opponent in [fctic terr(in,
he receives the Improved Trip felt regirdless of
whether the chlirlcter possesses the felt’'s
prerequisites.

Cold Resist[nce (Ex): A glicier wllker does not
suffer [y ill effects from cold welther tnd must mlke
Fortitude checks every hour rlther thth every ten
minutes when subjected to extreme cold. The results
of fliled checks remlin unchChged. GlLcier wllkers
[Iso receive [1+2 competence bonus to 1l s[ving
throws [glinst cold rellted effects such [5 [l white
drCgon’s breth welpon or cone of cold.

Cable 1.0: Glacier Walker

Blse
Cliss Attlck Fort Reflex Will
Level Bonus Sive Sive Sive Specill
1st +0 +2 +0 +0 Spells, Cold Resist[hce, Arctic Movement
Pl +1 +3 +0 +0 Winter’s Enemies
3rd +2 +3 +1 +1
4t +3 +4 +1 +1 Chill Met(1
5th +3 +4 +1 +1
6t +4 +5 +2 +2 Sleet Storm
73 +5 +5 +2 +2
8th +6 +6 +2 +2 Ice Storm
9th +6 +6 +3 +3
10th +7 +7 +3 +3 Frozen Prison
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Winter’s Enemies (Ex): Gl[ cier wllkers receive [
+4 dodge bonus [glinst frost gilnts [nd white
drCgons [ well [5 [1+1 competence bonus to [tttk
rolls Cglinst frost gilnts [hd white drCgons. These
bonuses represent specill techniques [nd blttle
tlttics shlred [imong members of the druidic circle.
As Owlys, if U gllcier wilker loses his positive
Dexterity bonus to [rmor cl(ss, he [1so loses his dodge
bonus.

Chill Met(1 (Sp): Once per dijy, Uglitier wilker
mly produce [ effect identic(l to th(t of the chill
met(l spell cst by Odruid of his glitier wiker level.

Sleet Storm (Sp): Once per dy, Ugllcier wilker
mly produce [ effect identic(1 to th( t of the sleet storm
spell clst by [Idruid of his glrcier wilker level.

Ice Storm (Sp): Once per d§, Oglltier wilker
mly produce [ effect identic] to th(t of the ice storm
spell cCst by [Idruid of his glCcier wilker level.

Frozen Prison (Sp): Once per d(y, Uglicier wlker
mly sculpt U mlCgicll frozen prison cCplLble of
clpturing [h opponent up to one size cltegory I[rger
thCh himself. Using his Cr(ft (sculpture) skill, he
cltves [hice sculpture of Usphericlc[ge. Completing
the c[ge tlkes ten minutes, [t which time the gllcier
wllker rolls (ICr[ft (sculpture) check. (He c[hnot t'ke
“10” or “20” on this check.) The modified skill check
determines the s(ving throw’s difficulty cllss. For

instince, if the gl cier wilker h(5 (modified Cr(ft
(sculpture) skill check of +9 [hd rolls [1“12”, the
difficulty cl(ss of the sCiving throw is 21. Once

properties for twenty-four hours regrdless of the
temperlture; however [glicier wilker mCy not |
possess more th{h one frozen prison [t [hy time.
The glicier wilker mly hurl the icy prison [t [hy
tlrget within 50 feet, tre(ting the [ttlck [5 Crlhged
touch [ttlck. A successful hit dells 5d6 points of
cold dlim[ge with no s(ving throw [llowed.
Furthermore, the sculpture’s frigid bl¥s enc[psullte
the victim unless he rolls Usuccessful Fortitude
sCve. F(lure completely immobilizes the victim for
Onumber of rounds equll to the difficulty clss of
the s[ving throw. Success m[gicllly slows the victim
for [h equl1 number of rounds. Note th[t victims
immune to cold dm[ge [fe not immune to the
spell-like [bility’s second effect.

Guardian of the Oasis

Punishing helt [nd whirling siind pummel the
welthered countenince of the nom dic gulrdilhs
of the ol5is. To [Jbelel guered desert c[¥[v[h, the
elusive glimpse of these reclusive figures is greeted
with unlblted jubilltion [hd delight, beclCuse [J
refreshing spring of cryst(1cle[T wlter must be close
[t h{nd. On the other hiind, wlry [ind suspicious
trivelers view the mysterious nom[ds of the siind
in [Jcompletely different light. Their well-known
Lffili(tion with the nltive serpents [nd scorpions
reinforces the unfounded belief th[t these blstions of
the dunes conspire with the forces of tre[thery [nd
evil. Regltdless of their person(l prejudices [nd
convictions, even their stCiinchest enemies grudgingly
[dmire the h{rdy defenders of the desert.
Gulrdilns of the olsis dwell within [n
environment 1Crgely [lien to most other humhoid
rCces. While most desert civiliz[tions flourish ne(¥
life giving rivers [nd 1 kes, the gulirdilhs winder the
remote recesses of its sCndy dunes; stflwlrtly
protecting its nourishing springs from h[¥m. PrimFily
devoid of [ny societl1 structure or politic'1 hier[rchy,
gultdilhs often demonstrte [ obstinte [hd fiercely
independent person(lity. Despite their ICck of Cform(]
druidic society, gulirdilns pledge nomin(1 fellty to [J
loosely rffilirted council of elder druids chlrged with
the defense of Op(iticul¥ olsis. Most led solitlry
lives, [1though immedilte threlts to [Is[cred site
[ttrict the [ttention of their fellow gulrdilhs.
Gulrdifhs clrefully monitor the Cctivities of plsing
trivelers [nd clrlv(ins, conducting [ctive

surveilllnce to ensure thlt they do not exploit the | (iS58

precious resources of the desert’s sclce ol ses. Some
desert tr(velers perceive the gulrdilns’ wity Lttitude
towl[rd strfngers [5 covetous [nd selfish, but '

finished, the sculpture retlins its m{gicll 1N




