New Ways for a Velociraptor Shaman

Way of the Ankylosaurus

Armored Hide

Transmutation

Level: Vsh1

Components: V, S

Casting Time: 1 action

Range: Touch

Target: Creature touched

Duration: 1 hour/level (D)

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)

This spell causes the subject’s skin to harden into nearly indestructible scales all around it’s body.  The subject’s body will often have small spikes lining up and down along the spine, but these have little to no effect on attackers.  The spell grants a +9 natural defense bonus, to account for the rock-hard skin.  Unfortunately, the weight of the thick hide still exists.  Muscles expand to allow for the extra weight, but the weight must still be taken into account, and the subject is considered to be wearing medium armor.  The subject’s maximum dexterity bonus is +3, its armor check penalty is –4, and it has a 25% chance of arcane spell failure.  

Velociraptor Shamans developed this spell for overpowering foes greater in number with limited weapons.  Shamans of this Way will often armor Velociraptor warriors prior to a battle and their foes will be surprised when they realize that no damage is being done to their opponents.

Tail Club

Transmutation

Level: Vsh1

Components: V, S

Casting Time: 1 action

Range: Touch

Target: Creature touched

Duration: 1 minute/level

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)

This spell causes the subject’s tail (if they have one) to expand and harden into a bone club.  Tail muscles expand to account for the added weight, but the tail still causes a –1 to their dexterity bonus.

The subject can then attack another creature with it’s tail.  Consult the chart for damage caused which is determined by the subject with the bone club’s size.

Size of Subject the spell is cast on:

Damage from a tail club attack:

Tiny





1d6

Small





2d6

Medium




3d6

Large





4d6

Huge





5d6

Gargantuan




6d6

Colossal




7d6

Defensive Crouch

Transmutation

Level: Vsh2

Components: V, S

Casting Time: 1 action

Range: Touch

Target: Creature touched

Duration: 1 minute/level

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)

Sometimes someone gets injured or is facing overwhelming odds to the point where it cannot fight back.  For these two cases, this spell is vital to keeping the subject alive.  The spell does little if the subject doesn’t already have some form of protection to buffer the attacks, but it is still good to use on unarmored subjects.  The spell causes the subject’s the body to expand slightly to allow the following actions to take place, then the subject will crouch, tuck it’s head in, and draw it’s arms and legs beneath it’s body (If the subject’s body is not under some sort of armor spell, then the back will harden to provided added defense to the subject).  The spell limits the number of vulnerable places on the subject’s body and grants a +8 circumstance bonus to AC (+4 if the subject is already under the effects of any armor spells of any kind, including back plates, sailback, or armored frill).  While under the effects of this spell, the subject cannot move or attack.  The only thing to do is wait to be rescued or for reinforcements to arrive.

Ankle Blow

Evocation [Force]

Level: Vsh2

Components: V, S, F

Casting Time: 1 action

Range: Medium (100 ft. + 10 ft./level)

Target: One Creature

Duration: Instantaneous

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)

The shaman calls forth a magical bone club tail.  The tail attacks a subject in the ankles causing 4d6 damage.  Before rolling for damage, the shaman must roll a d20.  On a 19 or 20, the attack scores double damage, and the target must make a fortitude save against DC 18 or have its leg broken (19 – left leg, 20 – right leg).  A target with a broken leg cannot run, moves at half speed, and is considered flat-footed at all tims.

Velociraptor Shamans often use this against larger opponents they would otherwise not have a chance against.

Focus: A scale from the leg of a victim of an Ankylosaurus’s club tail attack.

Way of the Brachiosaurus

Long Neck

Transmutation

Level: Vsh1

Components: V, S

Casting Time: 1 action

Range: Touch

Target: Creature touched

Duration: 10 minutes/level

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)

This spell causes a subject’s neck to lengthen to a size equal to the subject’s height.

Velociraptors often use this advantage to gain a ‘Broncosaurus’s eye-view’ of the area and see approaching enemies.  This can also be used to peek over walls into enemy encampments or to grab high objects with the subject’s mouth (such as food or high up nests).

Note: This spell is also available to Shamans studying the ways of other dinosaurs with notably long necks (i.e. Tanystropheus, Plesiosaurus), though with some changes to the length of the possible neck.

Great Load

Transmutation

Level: Vsh1

Components: V, S

Casting Time: 1 action

Range: Touch

Target: Creature touched

Duration: 1 hour/level

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)

For a time when someone needs to carry a large load, often after raiding an enemy’s lair.  This spells makes continuous trips obsolete and allows someone to carry all of the loot at once.  The spell causes a subjects muscles to enlarge to the point where they can carry up to 4 times their own weight with relative ease.  Strangely, the added strength can only be used in cases where the subject would need to carry a large load or to lift something up (of course this doesn’t stop someone from simply picking an enemy up and throwing them off a cliff).

Note: This spell is also available to Shamans studying the ways of other dinosaurs with a strength of 40 or higher, who are sometimes used to carry heavy loads.

Enormous Size

Transmutation

Level: Vsh2

Components: V, S

Casting Time: 1 action

Range: Touch

Target: Creature touched

Duration: 1 minute/level

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)

Tired of being picked on by bigger people?  Then this is the spell for the person who wants to even the score.  Velociraptor Shamans have found this useful when fighting the large T-rexes or other giant predators.  The spell causes the subject to increase in size.  The subject suffers a –2 modifier to AC and attack rolls due to it’s new size, but all damage goes up one die type and one die (ex. 3d6 becomes 4d8).  Consult the chart to find the subject’s new size.

Size:

New Size:

Tiny

Medium

Small

Large

Medium
Huge

Large

Gargantuan

Huge

Colossal

Gargantuan
Colossal

Colossal
They don’t come any bigger

Note: This spell is also available to Shamans studying the ways of other dinosaurs of Gargantuan size or larger.

Trample

Conjuration (Creation) [Force]

Level: Vsh2

Components: V, M, S

Casting Time: 1 action

Range: Medium (100 ft. + 10ft./level)

Target: Any creatures within a diameter of 5 ft./level

Duration: 1 round + 1 round/level

Saving Throw: None

Spell Resistance: Yes

This spell conjures up 4 large Brachiosaurus legs made of magical energy.  The legs will appear near the targeted area and begin trying to trample anything around.  The shaman must still make a ranged touch attack per round to succeed in trampling each target.  One separate attack roll must be made against each creature in the targeted area.  The trampling causes 6d12 damage.

Arcane Material Component: a piece of dirt which a Brachiosaurus has trampled another dinosaur in (usually with some of the trampled dinosaur mixed in)

Note: This spell is also available to Shamans studying the ways of other dinosaurs known to trample their opponents, though with changes to damage caused by the attack.

Way of the Compsognathus

Fast Escape

Transmutation

Level: Vsh1

Components: V, S

Casting Time: 1 action

Range: Touch

Target: Creature touched

Duration: 1 minute/level

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)

Sometimes it is best to live and fight another day.  The best way to do this is to run away.  A compy is able to run extremely fast for such a small creature when compared to most larger creatures.  The spell causes the subject to be able to run away as if it had a speed of twice it’s current speed to a maximum of 100ft.  The legs become more powerful and slender and are capable of propelling themselves farther.  The speed of a compy combined with the longer legs of larger creatures is an unbeatable combination when it comes to making a hasty retreat.  Strangely, this speed does not provide bonuses to dexterity or AC.  The added speed can only be used when moving away from opponents (but this can also apply to moving away from enemies in order to get closer to others).  Consult the chart in regards to a subject’s new speed (Note: Creatures of Tiny size may not have this spell cast on them, because of the strain in moving so fast).  Small subjects who have this spell cast on them can only have a maximum speed of 60 ft.  Medium subjects who have this spell cast on them can only have a maximum speed of 90 ft.

Miniscule Size

Transmutation

Level: Vsh1

Components: V, S

Casting Time: 1 action

Range: Touch

Target: Creature touched

Duration: 10 minutes/level

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)

Smaller things tend to go unnoticed for the purposes of spying on enemy encampments.  This spell can also be used to sneak into areas to locate hidden areas where you may not normally be able to get to (such as holes in the wall or underneath doorways).  This spell causes a subject to shrink (similar to the Enormous Size spell, only in reverse).  The subject gains a bonus of +2 to AC and attack rolls, while each of it’s attacks go down by one die type and one die (ex. 4d8 becomes 3d6).  Consult the chart in regards to a subject’s new size.

Size:

New Size:



Tiny

They don’t come any smaller

Small

Tiny

Medium
Tiny

Large

Small

Huge

Medium

Gargantuan
Large

Colossal
Huge

Note: This spell is also available to Shamans studying the ways of other dinosaurs of Small size or less.

Compy Agility

Transmutation

Level: Vsh2

Components: V, M, S

Casting Time: 1 action

Range: Touch

Target: Creature touched

Duration: 1 minute/level

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)

This spell grants the subject with a compy’s incredible agility.  The subject’s dexterity gains a bonus of +4.  This includes bonuses to initiative and AC.  The subject’s bone structure and muscles adjust to make them more agile.  Strangely, this spell only effects a subject’s ability to avoid damage, not it’s speed.

Velociraptors often use this spell to outmaneuver their enemies and make themselves extremely hard to hit.  Shamans will often combine Compy Agility with Fast Escape for an unbeatable combination against slow-moving foes.

Arcane Material Component: Any piece of a Compsognathus – a scale, a claw, a tooth, a bone, etc.

Note: This spell is also available to Shamans studying the ways of other dinosaurs with a Dexterity of 18 or higher, who live on land.

Way of the Dimetrodon

Sailback

Transmutation

Level: Vsh1

Components: V, S, F

Casting Time: 1 action

Range: Touch

Target: Creature touched

Duration: 1 hour/level (D)

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)

This spell causes the subject to grow a smooth skeletal sail on their spine, just like a Dimetrodon.  The sail itself actually does two things to the subject.

One, it provides defense to the back, by making it more difficult for opponents to attack someone from behind in close-combat.  The sail provides a bonus of +4 circumstance bonus to AC when being attacked from behind, because the enemy must keep from hitting the sail and hitting the subject in the back.  The sail gives no bonus to ranged attacks, because bullets, lasers, and other ranged weapons (with the exception of thrown weapons, or arrows) almost always go through the sail and hit the subject).  Hitting the sail causes no damage to the subject.  It will only break off and lose it’s defensive bonus.  For the purposes of damage and breaking off, the sail is considered to have 20 wound points.

The second effect is that the sail is able to regulate the body heat within the subject similar to mammals.  This can help cold-blooded creatures in hot or cold environments, lowering any penalties suffered in these environments.  The GM has discretion in this matter.  Of course, this may or may not have an effect on warm-blooded animals.

Focus: A piece of a Dimetrodon’s sail – a fragment, a sail rib, etc.

Note: This spell is also available to Shamans studying the ways of other dinosaurs with a sail on their backs (i.e. Spinosaurus), though with changes to the sail depending on the dinosaur (Note: Dimetrodon is not an actual dinosaur, but for the purpose of Velociraptor Shaman Magic, they and other pelycosaurs are considered dinosaurs.  Raptors might not understand the differences between dinosaurs and pelycosaurs.).

Way of the Pachycephalosaurus

Bonehead

Transmutation

Level: Vsh1

Components: V, S

Casting Time: 1 action

Range: Touch

Target: Creature touched

Duration: 1 hour/level (D)

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)

Ever wanted to knock heads with someone?  Do it effectively with this spell.  This spell causes a subjects skull to harden into a thick, knobby mass, with neck muscles strengthening to adjust to the extra weight.  The thick skull prevents all damage to the subject’s head, much like a very good helmet.

The strength of this spell is in the head butt.  It does the most damage when preceeded by a charge.  The damage from the head butt is determined by the size of the subject with Bonehead cast on them.

Subject Size:
W/charge:
W/O charge:

Tiny

1d2

1

Small

1d4

1d2

Medium
1d6+3

1d4

Large

2d6+6

1d6

Huge

4d6+12
2d6

Gargantuan
8d6+24
4d6

Colossal
16d6+48
8d6

Any head butt counts as a bull rush.  If the defender loses the Strength check, it is pushed back.  Without the charge, the thick skull is little more than a club.

Velociraptor Shamans often use this spell when going into mountain terrain where rocks very likely to fall and crush their skulls.  Raptors normally do not head butt foes into submission, unless it is tactically sound.

Note: This spell is also available to Shamans studying the ways of other dinosaurs with similar thick skulls (i.e. Stegoceras).

Ramming Head Butt

Evocation [Force]

Level: Vsh2

Components: V, S

Casting Time: 1 action

Range: Medium (100 ft. + 10 ft./level)

Target: Any dinosaurs within a diameter of 3 ft./level

Duration: Instantaneous

Saving Throw: None

Spell Resistance: Yes

The shaman calls forth a Pachycephalosaurus head, complete with round thick skull.  The head immediately shoots towards the target and hits it and anything within the diameter of the head butt (3 ft. per caster level).  The attack causes 4d6+12 damage.

The attack is considered a bull rush.  If the defender loses the Strength check, it is pushed back.  Without the charge, the thick skull is little more than a club.

Note: This spell is also available to Shamans studying the ways of other dinosaurs with similar thick skulls who are known to ram other creatures.

Way of the Parasaurolophus

Parasaurolophus Shamans have access to the Trample spell available to those of the Brachiosaurus, though damage is 1d12, not 6d12.

Skull Crest

Transmutation

Level: Vsh1

Components: V, M, S

Casting Time: 1 action

Range: Touch

Target: Creature touched

Duration: 1 hour/level (D)

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)

This spell causes the subject to grow a skull crest.  The crest, much like the Sailback spell, serves two purposes for the subject.

One, it gives the subject the ability to communicate over long distances by blasting air through their crest.  The crest can produce a variety of sounds, from low whistles to mighty roars.  The sounds can carry for many miles and can intimidate others.  A common call is an imitation of a Tyrannosaurus’ roar.  This requires a Bluff check to convince someone.  Other dinosaur noises can also be imitated.

Velociraptors have also taken to using this spell to trick groups of Parasaurolophus into rushing into dense woods with false calls where raptor warriors are waiting to pounce on the herbivores.  So far, this tactic has been highly effective.

The second ability is allowing the subject to snorkel.  The subject can breathe through the crest, while submerging their entire bodies.

Velociraptors use this ability to move unseen along river banks and pounce on grazing unwary dinosaurs looking for a drink.

Arcane Material Component: A piece of a Parasaurolophus crest.

Stampede

Conjuration (Creation) [Force]

Level: Vsh3

Components: V, M, S

Casting Time: 1 action

Range: Medium (100 ft. + 10ft./level)

Target: Any creatures within a diameter of 15 ft./level

Duration: 1 round + 1 round/level

Saving Throw: None

Spell Resistance: Yes

This spell is similar to the Brachiosaurus spell Trample, except that this spell conjures up 10 sets of Parasaurolophus legs made of magical energy.  The legs will appear near the targeted area and run across trying to trample anything in the area, as if it were stampeeding.  The shaman must still make a ranged touch attack per round to succeed in trampling each target.  One separate attack roll must be made against each creature in the targeted area.  When a target is hit, you must roll 9 more attack rolls.  For each successful attack roll (in addition to the first), apply 1d12 damage to the target.  If the first attack roll (before doing the 9 additional for a hit), then the target is considered to have been able to jump out of the way of the herd and avoids any damage.  The trampling causes a maximum of 10d12 damage (1d12 for each set of legs).

Arcane Material Component: a piece of dirt which a herd of Parasaurolophus has stampeded in and inadvertently trampled another dinosaur in (usually with some of the trampled dinosaur mixed in).

Note: This spell is also available to Shamans studying the ways of other dinosaurs known to stampede and inadvertently trample opponents, though with changes to damage caused by the attack.

Way of the Stegosaurus

Spiked Tail

Transmutation

Level: Vsh1

Components: V, S

Casting Time: 1 action

Range: Touch

Target: Creature touched

Duration: 1 minute/level

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)

Similar to the Tail Club spell, this spell causes the subject’s tail (if they have one) to grow spikes out of it.  The tail muscles strengthen to adjust to the greater weight, but Dexterity suffers a –1 modifier due to the added weight.  The subject must make a successful hit with it’s tail to cause damage from the spikes.  Damage from the spikes is determined by the subject’s size.

Subject’s Size:
Damage:

Tiny

1

Small

1d6

Medium
2d6

Large

3d6

Huge

4d6

Gargantuan
5d6

Colossal
6d6

Back Plates

Transmutation

Level: Vsh2

Components: V, M, S

Casting Time: 1 action

Range: Touch

Target: Creature touched

Duration: 1 hour/level (D)

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)

This spell causes the subject to grow vertical armored plates out of its back down its spine in irregular patterns.  The plates are stationary, due to target’s of this spell not knowing how to flex the plates, like actual Stegosaurus.  It grants a +2 circumstance bonus to the subject when being attacked from behind, because the plates are not as long as a sail of a Dimetrodon.  However, the plates make up for this when someone is able to land a hit when attacking from behind.  A d20 must be rolled upon a successful hit to the back of someone with the Back Plates spell cast on them.  On a 1-5, the attacker hits a plate accidentally for 1d4 damage and causes no damage to the back of the defender.

Arcane Material Component: A fragment of a Stegosaurus armor plate.

