ruid Strategy Guide: SUMMONER DRUID

Most people concentrate on the Were (bear or wolf) form of the Druid. There are a few that noticed that a Druid actually has quite a bit of power a Summoner Druid. He actually doesn't need any other skill tree at all. Lets take a look....

Raven: MAX the Skill

At first glance, Raven looks like a cute little summon spell, and doesnt look like much. However, couple nice things about the Raven, first, It Cant Be Killed. It constantly interupts and interferes with monsters that swing at it, fruitlessly, keeping them off your back. Second, I hate to break out math on you, but take a look at it's stats. Even at skill 10 - you have 5 birds, doing 21 hits each, for 11-13 points each hit. Doing the math turns out a Grand Total of 1155 - 1365 damage for 30 points of mana. Max Skill: 3255 - 3565 damage, and how many creatures have that amount of HP....(P.S. Oh, just to get rid of those pesky critters that run away or shoot at you....it's worth every skill point)

Poison Creeper: 1 point

Shame is the the Creeper just doesnt get big enough, quick enough. However, since it does stay underground most of the time, it can sometimes kill and pester spell casting creatures. 

Oak Sage: 1 point

Not my favorite, The bigger and better stuff comes later

Summon Spirit Wolf: 8 - 11 points

Great thing about summoned creatures is that even if you move on to bigger creatures later, the bonuses passive transfer to the new creatures. Eventually you want to run Dire wolves

Carrion Vine: 1 point

Do you need it? No, not really, but it doesn't hurt, and it will keep things from reanimating on you.

Heart of Wolverine: 1 or MAX

It's kind of a preference, to got with this one or Spirit of Barbs, but I think Heart wins out. Your creatures get better attack and damage. Proactive instead of reactive. Spirt of Barbs does allows the Spirt to do damage though.

Summon Dire Wolf: MAX

You dont actually want to start summoning them until you have around 4 or more points into them, because the normal wolves will do a better job till then. These guys are your main pack (*queue music* "Who let the dogs out.....").

Solar Creeper: 4-7 points

None of the creepers are amazing, but this is useful because anything that gets you mana is good. Also this creature will do damage with Spirt of Barbs as well.

Spirit of Barbs: none or MAX

(see Heart of Wolverine) Tough choice. Barbs does allow your creatures that don't do damage (Spirit of B., Creepers) to reflect damage. This also means they'll both help out more and last longer.

Summon Grizzly: MAX

Ah, big, Huge, The Undead see this thing and freak out. Drawback is that you loose the wolves (Which I feel is wrong from a game design point of view, but I guess it would make the Druid way too powerful) If you know your faceing a horde of creatures stick with the wolves and break him out for the big things. (A MAX Grizzly with a skill 13 Heart of W. will do over 3000 damage per shot, now that's scary)

Get a nice Bow, that maybe does some cold damage, or just for fun throw a few points in Were whatever just so you can mix it up from time to time, and you are set.

On Attributes:

Strength: 10% (just enough to hold bigger things or armor)

Dexterity: 40%

Vitality: 20%

Energy: 30%

Now, go Kick Butt and take names!

