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The Lindorn

Written By: Sarcoughogus [Mailto: Sarcoughogus@aol.com]

In ancient times the Elven ability to work with the trees in their
forests was remarkable, but much knowledge has been lost over
the years. The conflict between man and beast has meant that
many ancient lores have been lost or hidden from mortal gaze.
Tales tell of Elves singing to trees and the trees moving and
shaping to the will of the singer even being persuaded to give up
whole items. The oldest of the Treants will tell tales of the little
hasty people who used to help them with their herds of trees, if
you have the time to listen of course.

Drawing upon the primal magic of the nature itself Lindorns can
coax woody trees and plants to shape themselves into virtually
any shape or form when sung to. The homes of the elves deep in
the forests are grown rather than made, and shaped by the
Lindorns into exotic and beautiful living sculptures.

Lindorn can also persuade their trees to give up a little of their
very being as items made of wood. The Singer visualises the
item they require and sings a song to the plant praising it and
asking for the item. When the song is completed the trees trunk
or limb opens up and the item is dropped fully formed into the
hands of the Singer. The more effective their visualisation the
more exact the item is.

A truly talented Lindorn can even infuse these items with the
same primal magic that makes their powers work. This allows
them to create items with magical bonuses as if they had craft
weapon and armour feat.

Characteristics: The Lindorn needs equal parts Charisma and
Wisdom, wise enough to know when a tree is willing to give of
itself and enough Charisma to be able to do so.

The Lindorn

Background: In recent years this ability thought lost has been
resurfacing in many races, either as a boon from the gods or as a
result of family heritage. The ability has never been truly lost
but it has been hidden, one of the Elves greatest quasi magical
lores, hidden in the deep forests and practiced only by those
chosen of the forest. The ability to sing the song of the forest is
not something that can be learned or taught. It is an ability that is
born in a select few sentient beings at birth, or those in later life
who are gifted the ability by a deity.

Those with the ability to communicate with trees often do not
know it, having heard the gentle subliminal speech of the trees
all their lives. Most those born with the ability learn to love the
peace and security of the woods and forests, turning to
professions that support or complement their need to be near
trees. It is possible for people with the ability to be unaware of it
and pursue different lives, because there is not always someone
there to pick up on the signs, these people are generally a little
bit fey with an odd far away look in their eyes.

Classes: Most Lindorns come from the nature orientated classes,
Druid’s Rangers, and Barbarian’s, although a few Nature Clerics
and Bards have been known to hear the calling.

NPC Lindorns are often hermits living in the deep forest tending
the trees as if they were their own children.

Religion:

Races: Most Lindorns are of Elven blood, not because they are
more likely to have the gift but simply because they are more
likely to spot the skill in others and to help it develop.

Hit Die: d8

Table The Lindorn
Class  Base Attack Fort Ref  Will Special Spells per Day
Level Bonus Save Save Save | A A
1 +0 +2 +0 +2 Tree Song, Tree Singing 1 0 - -
2 +1 +3 +0 +3 Forests Friend 1 1 - -
3 +2 +3 +1 +3 Wisdom of the Ancients 1 1 0 -
4 +3 +4 +1 +4 Tree Friend 2 1 0 -
5 +3 +4 +1 +4 Pass without Trace D 1 1 -
6 +4 +5 +2 +5 2 1 1 0
7 +5 +5 +2 +5 Tree's Aid 2 2 1 0
8 +6 +6 +2 +6 Tree Ward 2 2 1 1
9 +6 +6 +3 +6 Tree Stride 2 2 2 1
10 +7 +7 +3 +7 Song of the Forest 2 2 2 2
Alignment: At least partly Neutral (LN, NG, N, NE, CN)
Requirements

To qualify to become a Lindorn, a character must fulfil all of the
following criteria.
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Base Attack Bonus: +4
Skills: Knowledge (nature) 6 ranks, Perform (singing) 3 ranks
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Feats: Craft Magical Weapons and Armour
Spells: Ability to cast speak with plants
Special: Must be able to speak Sylvan.

Special: Must find a Lindorn and persuade him to teach the
character what it means to listen to the trees.

Class Skills

The Lindorn's class skills (and the key ability for each skill) are;
Concentration (Con), Craft (Wis), Heal (Wis), Hide (Dex), Intuit
Direction (Wis), Knowledge (geography) (Int), Knowledge
(nature) (Int), Listen (Wis), Move Silently (Dex), Perform (Cha),
Spot (Wis), Swim (Str), and Wilderness Lore (Wis).

See Chapter 4 in the Core Rulebook 1 for skill descriptions

Skill Points at each Level: 4 + Int modifier

Class Features
All of the following are the class features of the Lindorn.

Weapon and Armour Proficiency: Lindorns gain no additional
proficiency with any weapon, or shields but are proficient in
light and medium armours.

Spells per Day: At each indicated Lindorn level, the character
gains new spells per day from the following spell list.

Table Lindorn Spell List

1*-Level Spells 2"%_Level Spells

Antiplant Shell, Barkskin,
Control Plants, Find the Path,
Neutralize Poison, Plant
Growth, Soften Earth and
Stone, Spike Growth, Tree
Shape

4™ Level Spells

Delay Poison, Detect
Animals or Plants, Diminish
Plants, Entangle, Goodberry,
Obscuring Mist, Pass without
Trace, Shillelagh, Warp
Wood, Wood Shape

3"-Level Spells

Awaken(Tree’s and plants
only), Remove Disease,
Quench, Repel Wood, Snare,
Speak with Plants, Tree
Stride, Wall of Thorns

Changestaff, Command
Plants, Commune with
Nature, Ironwood, Liveoak,
Transmute Metal to Wood,
Transmute Mud to Rock,
Transmute Rock to Mud,
Transport via Plants

Tree Song: Lindorns are blessed or cursed with the ability to
talk and understand trees. Unfortunately trees like to talk and
they talk constantly to the Lindorn. To be a Lindorn is to have a
constant background murmur in their head about nothing in
particular. As a consequence of this constant murmuring they
make concentration checks at —2 when within 1 mile +1/Class
Level.

At 1% level, the Lindorn can speak with plants as the spell at will
effecting trees and woody plants.
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Tree Singing(Sp):
Upon adopting this class
the character becomes
able to draw upon the
primal magic of the
nature itself to coax
woody trees and plants
into any shape they
desire

The Soul of the Forest: Lindorns
have the unique connection with
the trees and woody plants of the
land. They are able to hear and
understand the voices of the plants
around them as they whisper to one
another. This offers significant
and a number of

advantages
disadvantages to the Lindorn, as
most of their abilities are based on
being near trees.

They can create objects
of wood by singing them
from a tree, causing it to
shape part of itself into
the object in question.

When using one of their abilities to
affect the outside world the
Lindorn can have their
concentration disrupted normally
by someone attacking them, require
a Concentration check..

To create an item the
Singer must first find a
tree of appropriate size,
shape and species. Once

they have found the tree
they must sing to it and persuade it to give up the material
required. Trees will not give up more than 5% of their bodies in
this way so picking a specific tree is of vital importance.

Locating a tree of appropriate size depends on the terrain, and
requires a Knowledge (nature) check.

To create an item, the Singer makes a Perform (singing) check,
the DC, and time required varies according to the complexity of
the item. On a successful check and after the singing for the
required time the tree produces the item requested. The tree
simply opens down the length of the trunk or limb and the item
falls out fully formed into the singers hands.

Obviously, only items made entirely of wood can be sung from
the tree, although you can sing a component for a larger item (the
haft of an axe, for example).

Items with more complex forms can be sung, such as
instruments(although not the strings) but this is difficult. Items
made of multiple pieces can be made(like a boat) but they come
out solid and of a piece(So an item of Lindtavar are much in
demand).

Items can be made as complex or simple as required although
most elven Lindorns produce items with beautiful scroll work
and natural forms.

Table Finding a Tree

Object Size Difficulty Class
Tiny 5

Small 15

Medium 20

Large 25
Environmental Modifier Difficulty Class
Desert +25

Forest -10

Hills +10

Jungle -15

Wood Light +0

http://community3e.com




L5

commuhity3e

Wood Medium -5

Marsh/Swamp +15
Mountain +10
Plains +15
Tundra/Ice Fields +30
Underground +40
Urban* +10

Table Tree Singing Difficulty Class

The Lindorn

the slower things in life, keeping them calm
and grounded. So they can think things through less emotionally,
the trees will helping them make the decision.

This is an instinctive thing and the Lindorn is not aware of their
susceptibility to the Trees subliminal influence.

Item DC Time/
Min’s

Simple (Smooth item and of one piece) +5 0

Uncomplicated (Smooth item but with more +10 5

than one piece)

Complex (some detail more than once piece +20 10

item does something)

Very Complex (Ornate finish and complex +60 20

moving parts)

Tiny 0 +5

Small +5 +10

Medium +10  +30

Large +15  +60

Enchantment Bonus for each +1 +5 +20

Items made from Lindtavar are of exceptional quality and
durability compared to similar items of conventional
manufacture, and can draw prices comparable to masterwork
items. Even simple boards or planks of Lindtavar are highly
sought after due to their exceptional strength, straightness, and
beauty. All Lindtavar items are classed as Masterwork items and
command prices in excess of ten times or more higher than that
of regular wood.

When shaping a weapon, shield or armour plates from a living
tree, the Lindorn can opt to borrow the power of the forest to
make enchanted versions of the item instead. Unlike normal
enchantments, this power is only borrowed and fades away after
a number of weeks equal to the Lindorn's Wisdom modifier.
After the enchantment has worn off, the item remains a master
work item of its type. The maximum bonus a Lindorn is able to
imbue Lindtavar is half their Class Level rounded down.

These items can be enchanted with spells at the same time that
the item is born but the spells must be available to the singer
there and then.

Tree singing in this manner is taxing to the Lindorn, and can
only be attempted once per week (+ Wis modifier + Class
Level).

Forest Friend(Ex): At 2" Level Lindorns of any race are
immune to the lure of Nymphs and other forest creatures, the tree
song in their heads counteracts any charm or sleep effect cast on
the Lindorn by a Woodland creature while in a wood.

Wisdom of the Ancients(Ex): At 3" Level the Lindorns link
gives them a saving throw bonus. As they gain levels they begin
to absorb some of the Wisdom of their charges, the great trees.
The trees constantly talk to the Singer, all the time whispering of
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Table Will Save

Will Save Tree Density

-1 No trees within x distance*

+0 Some trees within x- distance*
+1 Lightly wooded

+2 Heavily Wooded

+3 Dense Forest

+4 Ancient Elven Deep Forest

* x = 1 mile for every Lindorn Level
Jungle is the same as dense forest.

Tree Friend(Ex): As a consequence of the constant whispering
of the trees in the Lindorns head they are exceedingly difficult to
surprise when in a wooded area. The trees like talking to people
and so few have the time or inclination to understand them as a
result they value those that can talk to them. As consequence at
4™ Level when fighting under a trees canopy the Lindorn gets
uncanny dodge(can not be flanked).

In addition the trees watch over the Lindorn when they sleep, and
it is impossible to catch a Lindorn napping.

Pass without Trace(Ex): At 5" level the Lindorn may now pass
without trace as the Druid ability through even the most heavily
wooded and obstructed paths.

Trees Aid(Ex): At 7" level, they become able to ask the trees to
obstruct opponents as the spell entangle a number of times per
day equal to Cha modifier. The opponents must be near a tree for
the entanglement to work.

Tree Ward(Sp): At 8" Level the Lindorn can generate a
protective ward, by drawing on the protection of the forest. As a
spell-like ability the Lindorn takes on the strength of the trees as
a damage reduction against any elemental* damage equal to their
10+ their Class Level.

Activating this power is a standard action. The protective ward is
an abjuration effect, with a duration of 1 hour (+Wis Bonus).

This power is usable once per day.
*Elemental Damage is Earth Air Fire and Water

Tree Stride: At 9" Level the Lindorn can step from one tree to
another a number of times per day equal to their Cha modifier.

The Lindorn can enter a living tree of the same girth as the
themselves. By moving into an oak tree (for example), they
instantly knows the location of all other oak trees within
transport range (see below) and may choose whether to pass into
one or simply step back out of the tree they moved into. The
Lindorn may choose to pass to any tree of the appropriate kind
within the transport range shown in the following table:
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The Lindorn may move into a tree and travel from tree to tree
once using this ability. They can remain within a tree without
transporting for one round per Lindorn Class Level.

If the tree in which the character is concealed is chopped down
or burned, then the Lindorn is slain unless they do not exit before
the process is complete.

Table Range of Tree Transport

Type of Tree Range
Oak, ash, yew x* miles
Other deciduous % x* miles
Any coniferous !5 x* miles
All other trees Y4 x* miles

* x =1 mile for every Lindorn Level

Song of the Forest: At 10™ Level the Lindorn can call forth the
song of the forest so others can hear it. Anyone within a 30 ft
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radius of the Lindorn must make a Will Save
(DC 10 + Wis Mod) or be entranced by the Tree Song.

Those who are entranced are unaware of time passage and are
treated as stunned for a number of rounds equal to the Cha
modifier of the Singer.

This ability can be called forth a number of times per day equal
to the Lindorn’s Wis Modifier

Lindtavar

Lindtavar is the product of Tree Singing. Items made from
Lindtavar are lighter, more durable, and more beautiful than
normal wood. Lindtavar weighs half as much as normal wood,
has a hardness of 10, and has 30 hit points per inch of thickness.

Market Price Modifier: Weapon + 200 gp/lb.; other items +100
gp/1b
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The following text is the property of Wizards of the Coast, Inc. and is
Copyright 2000 Wizards of the Coast, Inc (“Wizards™”). All Rights
Reserved.

1. Definitions: (a)”’Contributors” means the copyright and/or trademark
owners who have contributed Open Game Content; (b)’Derivative
Material” means copyrighted material including derivative works and
translations (including into other computer languages), potation,
modification, correction, addition, extension, upgrade, improvement,
compilation, abridgment or other form in which an existing work may
be recast, transformed or adapted; (c) “Distribute” means to reproduce,
license, rent, lease, sell, broadcast, publicly display, transmit or
otherwise distribute; (d)”Open Game Content” means the game
mechanic and includes the methods, procedures, processes and routines
to the extent such content does not embody the Product Identity and is
an enhancement over the prior art and any additional content clearly
identified as Open Game Content by the Contributor, and means any
work covered by this License, including translations and derivative
works under copyright law, but specifically excludes Product Identity.
(e) “Product Identity” means product and product line names, logos and
identifying marks including trade dress; artifacts; creatures characters;
stories, storylines, plots, thematic elements, dialogue, incidents,
language, artwork, symbols, designs, depictions, likenesses, formats,
poses, concepts, themes and graphic, photographic and other visual or
audio representations; names and descriptions of characters, spells,
enchantments, personalities, teams, personas, likenesses and special
abilities; places, locations, environments, creatures, equipment, magical
or supernatural abilities or effects, logos, symbols, or graphic designs;
and any other trademark or registered trademark clearly identified as
Product identity by the owner of the Product Identity, and which
specifically excludes the Open Game Content; (f) “Trademark” means
the logos, names, mark, sign, motto, designs that are used by a
Contributor to identify itself or its products or the associated products
contributed to the Open Game License by the Contributor (g) “Use”,
“Used” or “Using” means to use, Distribute, copy, edit, format, modify,
translate and otherwise create Derivative Material of Open Game
Content. (h) “You” or “Your” means the licensee in terms of this
agreement.

2. The License: This License applies to any Open Game Content that
contains a notice indicating that the Open Game Content may only be
Used under and in terms of this License. You must affix such a notice to
any Open Game Content that you Use. No terms may be added to or
subtracted from this License except as described by the License itself.
No other terms or conditions may be applied to any Open Game Content
distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You
indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this
License, the Contributors grant You a perpetual, worldwide, royalty-
free, nonexclusive license with the exact terms of this License to Use,
the Open Game Content.

5 Representation of Authority to Contribute: If You are contributing
original material as Open Game Content, You represent that Your
Contributions are Your original creation and/or You have sufficient
rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT
NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are copying,
modifying or distributing, and You must add the title, the copyright
date, and the copyright holder’s name to the COPYRIGHT NOTICE of
any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity,
including as an indication as to compatibility, except as expressly
licensed in another, independent Agreement with the owner of each
element of that Product Identity. You agree not to indicate compatibility
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or co-adaptability with any Trademark or Registered Trademark in
conjunction with a work containing Open Game Content except as
expressly licensed in another, independent Agreement with the owner of
such Trademark or Registered Trademark. The use of any Product
Identity in Open Game Content does not constitute a challenge to the
ownership of that Product Identity. The owner of any Product Identity
used in Open Game Content shall retain all rights, title and interest in
and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly
indicate which portions of the work that you are distributing are Open
Game Content.

9. Updating the License: Wizards or its designated Agents may publish
updated versions of this License. You may use any authorized version
of this License to copy, modify and distribute any Open Game Content
originally distributed under any version of this License.

10 Copy of this License: You MUST include a copy of this License with
every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the
Open Game Content using the name of any Contributor unless You have
written permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any of
the terms of this License with respect to some or all of the Open Game
Content due to statute, judicial order, or governmental regulation then
You may not Use any Open Game Material so affected.

13 Termination: This License will terminate automatically if You fail to
comply with all terms herein and fail to cure such breach within 30 days
of becoming aware of the breach. All sublicenses shall survive the
termination of this License.

14 Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the extent
necessary to make it enforceable.

THE FOLLOWING IS HEREBY DESIGNATED AS OPEN GAME
CONTENT, IN ACCORDANCE WITH THIS LICENSE:

The Lindorn originally the Treesinger Written By: Sarcoughogus
[Mailto: Sarcoughogus@aol.com] edited and updated by Gryphon [Mail
to: Gryphon3e@yahoo.co.uk]

Open Game License v 1.0a Copyright 2001, Open Game License v 1.0
Copyright 2000, Wizards of the Coast, Inc. d20 System rules and
Content Copyright 2000, Wizards of the Coast, Inc.; Authors Jonathan
Tweet, Monte Cook, and Skip Williams, based on original material by
E. Gary Gygax and Dave Arneson. System Rules Document Copyright
2000, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook,
Skip Williams, based on original material by E. Gary Gygax and Dave
Arneson.

a) All prestige classes, feats, their names, weapons, special abilities,
spells and related mechanics, (Difficulty Class, etc.), are Open Game
Content. The following elements in this book are hereby identified as
“Product Identity”: all character, item, and place names, histories, and
named events, as well as all artwork and graphic design.

This Product Identity is not Open Game Content, and, reproduction or
retransmission without written permission of the copyright holder is
expressly forbidden, except for the purpose of reviews.

b) Other game mechanics wholly derived from the d20 System
Reference Document, including alignment, abilities, saving throws,
Armor Class, hit points, points of damage, miss chance, damage
reduction, spell resistance, ability score damage, reach, and experience
points, are Open Game Content.
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