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Level Up Playtest #4 
Druid 

Welcome to the 4th Level Up playtest document. This playtest contains a candidate for 
the game’s Druid class up to 10th level. 

What this is 
This is a playtest document. We’d love you to try out the rules presented here, and then 
answer the follow-up survey in a few days.

What this is not 
This is NOT the final game. It’s OK if you don’t like elements of these rules; that’s the purpose 
of a playtest document. Be sure to participate in the follow-up survey in a few days. All data, 
positive or negative is useful.

What we use this for 
Your survey responses help form the direction of the game as it goes through the development 
process.

Don’t forget! 
Sign up for the mailing list for notifications of playtests, surveys, and news, and also ensure 
you get notified on Kickstarter when the project launches in 2021.

https://mailchi.mp/enpublishingrpg/level-up
http://www.levelup5e.com


powers, willing to accommodate all unless 
one takes more than is permitted. Living 
within the rules they impose upon 
themselves, they embody and represent an 
ideology that espouses becoming part of 
nature instead of civilization. Wielding magic 
drawn from all that is around them, druids 
are capable of shaping the environment or 
themselves to accomplish their goals. While 
anyone might come to understand how 
nature works, only druids can express how 
nature feels as they are, to an extent, an 
extension of the wilderness itself.

Secretive Magic 
Most druids come from orders and families 
known as circles that define the powers and 
philosophies that they hold. Circle druids are 
particularly secretive due to historical 
anecdotes of exploitation that caused harm to 
both humanity and nature. For these druids 
the decades spent under their elders is not 
just for the sake of mastery, but also to learn 
the restraint and ethics necessary for one to 
responsibly wield the powers of nature.
   There are druids that do not learn their 
magic from circles but rather from nature 
itself, often stumbling upon their gifts by 
accident or through the instruction of 
creatures of nature (such as the fey). While 
they operate much more openly, these hedge 
druids often lack the language to describe 
how their magic works. Most ultimately seek 
out a circle to join while some continue to 
develop their understanding independently 
until they take on apprentices to form a new 
circle of their own. All druids, regardless of 
origin, are welcome at cyclical congregations 
where tips on magic and shapeshifting are 
shared and matters of importance discussed.

An Unlikely Adventurer 
With secrecy being so important to druids 
many would wonder why they’d embark on 
an adventuring career—to most adventuring 

Druid 
Waterfowl and livestock are dying in droves while 
entire villages become sick with stomach troubles 
and rashes. A feudal lord seeks the help of the 
reclusive druid family who have lived on these 
lands longer than his family has ruled it, and 
those that answer his call wear modest linen robes 
and bear the earthy scents of herbs and petrichor. 
Though suspected by the lord’s knights at first, 
they quickly earn their trust by identifying a 
bloom of blue-green algae in the nearby lake as the 
culprit. After wading into the water to remove the 
toxic plant and redirecting a river to dilute the 
lake water, the family disappears as discreetly as 
they arrived.
   A human girl skips past fields of wheat and 
barley, greeting the farmers as they toil, before 
stopping in a clearing surrounded by ancient 
leyline stones. Sitting down in one of the many 
toadstool fairy rings, she recites the ancient 
incantations, sprites and fairies gradually 
emerging from the surrounding forest to greet her 
with familiarity. When a faun steps into the light 
with a cough everyone—the human included—
settle down for the daily lesson on nature’s 
mystical arts. Villagers who catch a glimpse see 
only the child talking to herself, knowingly 
nodding their approval for the blessings she 
brings upon their frontier town.
   A group of scouts shiver as they tell their tale. 
They had been sent into a forest to locate 
saboteurs who have been impeding logging 
operations. Instead of finding any traces of people 
however, they found themselves chased out by 
unfriendly owls, stags, and wolves. Angered by 
the setback the lumber mill owner hires 
mercenaries to storm the forest, yet a fortnight 
later the mercenaries handed back their payment 
and rode away. Soon after the logging company 
folded, and tales of wise beasts have circulated 
amongst adventurers at the tavern ever since.

Be they wise hermits, curious souls, or 
mysterious presences, druids are the 
advocates of the wilderness and its untapped 
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is seen as both a way to master their skills 
and as the ultimate test of character. Some 
circles even require their members to have a 
certain number of years adventuring 
experience before they can officially become 
druids. There are also occasions when 
adventuring is used as a cover for a druid to 
pursue another mission, often related to the 
restoration of nature to an area or to seek out 
the root of an issue plaguing a druid circle.

Creating a Druid 
When creating a druid it’s important to ask 
what first connected them to nature. Were 
they raised within a druidic circle, learn of 
nature through fey or animals, or did they 

spurn the civilized world? Who was it that 
taught them the mystical arts? Is there some 
aspect of nature they’ve become intertwined 
with or feel they need to protect, or are they 
merely learning to be a druid to maintain a 
tradition? What part of being a druid do they 
like the most, or are most comfortable with?
   In addition, ask why your druid has 
decided to become an adventurer. Is this a 
pilgrimage of sorts to a sacred location? Are 
they on a mission? What challenges do they 
expect to encounter? How different is the 
environment they are in in comparison to 
where they grew up? What aspects of 
adventuring shocks them that they will have 
to learn to adjust to? 
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Level Proficiency 
Bonus Features Knacks 

Known
Wild 

Shapes
Cantrips 
Known 1st 2nd 3rd 4th

1st +2

Druidic, 
Exploration 
Knacks, 
Spellcasting

2 - 2 2 - - -

2nd +2 Druid Circle, 
Wild Shape 2 3 2 3 - - -

3rd +2 Untamed 
Demeanor 2 3 2 4 2 - -

4th +2 ASI, Wild Shape 
Improvement 2 4 3 4 3 - -

5th +3 Wild Shape 
Improvement 3 4 3 4 3 2 -

6th +3 Druid Circle 
Feature 3 5 3 4 3 3 -

7th +3 Druidic Lore 3 5 3 4 3 3

8th +3 ASI, Wild Shape 
Improvement 3 6 3 4 3 3

9th +4 Ferocity or 
Serenity 4 6 3 4 3 3

10th +4 Druid Circle 
Feature 4 7 4 4 3 3

5th

-

-

-

-

-

-

-

1

2

1

2

3

3

-
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Class Features 
Hit Dice: 1d8 per druid level
Armor: Light armor, medium armor, shields 
(you are never proficient with metal armors 
or shields.)
Weapons: Clubs, daggers, darts, javelins, 
maces, quarterstaffs, scimitars, sickles, slings, 
spears
Tools: Herbalism kit
Saving Throws: Strength, Wisdom
Skills: Choose two from Arcana, Animal 
Handling, Insight, Medicine, Nature, 
Perception, Religion, and Survival

Equipment 
You start with the following equipment, in 
addition to the equipment granted by your 
background:
• (a) a wooden shield or (b) any simple

weapon
• (a) a scimitar or (b) any simple melee

weapon
• Leather armor, an explorer’s pack, and a

druidic focus

Exploration Knack 
During your druidic training and exploration 
of nature you pick up several methods of 
surviving in the wilderness, even in 
environments others would consider 
dangerous. At 1st level you gain two druid 
exploration knacks of your choice. The 
exploration knacks available to you are 
detailed at the end of the class description. 
The Knacks Known column of the Druid 
table shows when you learn more 
exploration knacks. 

Druidic 
You know Druidic, the secret language of 
druids. You can speak the language and use 

it to leave hidden messages. You and others 
who know this language automatically spot 
such a message. Others spot the message’s 
presence with a successful DC 15 Wisdom 
(Perception) check but can’t decipher it 
without magic.

Spellcasting 
Drawing on the power of nature itself, you 
can cast spells to shape nature’s essence to 
your will. See Spells Rules for the general 
rules of spellcasting and the Spells Listing for 
the druid spell list.

Cantrips

At 1st level, you know two cantrips of your 
choice from the druid spell list. You learn 
additional druid cantrips of your choice at 
higher levels, as shown in the Cantrips 
Known column of the Druid table.

Preparing and Casting Spells

The Druid table shows how many spell slots 
you have to cast your druid spells. To cast 
one of these druid spells, you must expend a 
slot of the spell’s level or higher. You regain 
all expended spell slots when you finish a 
long rest.
   You prepare the list of druid spells that are 
available for you to cast, choosing from the 
druid spell list. When you do so, choose a 
number of druid spells equal to your 
Wisdom modifier + your druid level 
(minimum of one spell). The spells must be 
of a level for which you have spell slots.
   Casting spells doesn’t remove them from 
your list of prepared spells.
   You can change your list of prepared spells 
whenever you finish a long rest by 
meditating for at least 1 minute per spell 
level for each spell on your list.
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Spellcasting Ability

Wisdom is your spellcasting ability for your 
druid spells. You use your Wisdom whenever 
a spell refers to your spellcasting ability. In 
addition, you use your Wisdom modifier 
when setting the saving throw DC for a druid 
spell you cast and when making an attack 
roll with one.
  Spell save DC = 8 + your proficiency bonus 
+ your Wisdom modifier

choice at higher levels, as shown in the Wild 
Shapes Known column of the Druid table.
   Whenever you gain a level in this class, you 
can replace one of the wild shapes you know 
with a new one.
   Until you reach 5th level, wild shapes you 
take do not grant fly or swim speeds.
As an action you can magically assume one 
of your known wild shapes. You can use this 
feature a number of times equal to your 
proficiency bonus. You regain expended uses 
when you finish a long rest.
   Whenever you use your Wild Shape feature 
to transform into a creature, you gain a 
number of temporary hit points equal to 
1d4 × the creature’s CR (minimum 1d4).
   You can stay in a wild shape for a number 
of hours equal to your druid level. You then 
revert to your normal form unless you 
expend another use of this feature. You can 
revert to your normal form earlier by using a 
bonus action on your turn. You automatically 
revert if you fall unconscious, drop to 0 hit 
points, or die.
   While you are transformed, the following 
rules apply:
• Your game statistics are replaced by the

statistics of the creature, except you retain
your hit points and hit dice, personality,
known languages, and Intelligence,
Wisdom, and Charisma scores. You also
retain all of your skill and saving throw
proficiencies, in addition to gaining those
of the creature. If the creature has a higher
bonus to a skill or saving throw, you may
use the creature’s bonus instead.

• You gain all of the wild shape’s senses,
movement speeds, resistances, immunities,
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Spell attack modifier = your proficiency 
bonus + your Wisdom modifier

Ritual Casting

You can cast a druid spell as a ritual if that 
spell has the ritual tag and you have the spell 
prepared.

Spellcasting Focus

You can use a druidic focus as a spellcasting 
focus for your druid spells.

Druid Circle 
At 2nd level, you choose a circle of druids to 
identify with. Your choice grants you features 
at 2nd level and again at 6th, 10th, and 14th 
level.

Wild Shape 
Starting at 2nd level you form magical bonds 
with nature’s other children. At 2nd level, 
you know three wild shapes of your choice 
for creatures with a CR no greater than 1/2 
your druid level that have the beast or plant 
type. You learn additional wild shapes of your 

Table: Wild Shapes

Level Max CR Limits AC Example

2nd 1/2 No flying or swimming speed 12 Ape

4th 1 No flying or swimming speed 13 Brown Bear

5th 1 13 Giant Eagle

8th 2 14 Awakened Tree

-

-
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vulnerabilities, traits, actions, and attacks. 
If you take a Multiattack action of a 
creature, you cannot make any further 
attacks that turn, even if another feature 
would normally allow you to do so.

• While in a wild shape your armor class 
equals 12 + ¼ your druid level (rounded 
down) as shown on the Wild Shapes table. 
If your wild shape would have a higher 
AC, you may use that instead.

• While in a wild shape you may only cast 
spells with a range of Self or Touch, and 
you can’t cast spells that deal damage or 
inflict conditions. Your ability to speak or 
take any action that requires hands is 
limited to the capabilities of your wild 
shape. However, transforming doesn’t 
break your concentration on a spell you’ve 
already cast, nor does it prevent you from 
taking actions that are part of a spell, such 
as call lightning, that you’ve already cast.

• You still retain the benefit of any features 
from your class, destiny, or culture and can 
use them if your wild shape is physically 
capable of doing so. However, you can’t 
utilize any features gained from your 
heritage or heritage gift while in a wild 
shape.

• Any equipment you are wearing or 
wielding merges into your new form. 
Equipment that merges with your form 
has no effect until you leave the form.

Untamed Demeanor 
At 3rd level your connection to the natural 
world comes forth and becomes omnipresent. 
Choose one of the following options:

A Way With Animals

Beasts understand anything you verbally 
communicate in Druidic, and you can 
comprehend them in return. The knowledge 
and awareness of many beasts is limited by 
their intelligence, but at minimum, beasts can 
give you information about nearby locations 

and monsters, including whatever they have 
perceived within the past day. At the GM’s 
discretion, you might be able to persuade a 
beast to perform a small favor for you. In 
addition, you gain an expertise die on 
Animal Handling checks.

First-Hand Naturalist

You’ve learned the intricacies of nature 
through first-hand experience rather than 
academic study. 
   You gain an expertise die on Nature checks. 
In addition, you may always choose to use 
Wisdom when making Nature checks. 

Leyline Awareness

Through druidic rituals you become attuned 
to the leylines that course through the 
Material Plane. While you are on the Material 
Plane, you always know the following 
information:
• Which way is north.
• The direction of the nearest forest.
• The direction of the nearest natural body

of water.
• The direction of the nearest city or other

humanoid community.
• The general health of the local ecosystem,

and if anything unnatural or magical is
upsetting the natural order.

Ability Score Improvement 
When you reach 4th level, and again at 8th, 
12th, 16th, and 19th level, you can increase 
one ability score of your choice by 2, or you 
can increase two ability scores of your choice 
by 1. As normal, you can’t increase an ability 
score above 20 using this feature.

Druidic Lore  
At 7th level, your knowledge of the natural 
world grows. Choose one of the following 
options:
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Druidic Secrets

Druid circles often operate in secrecy and 
you’re adept at covertly performing magic 
without attracting attention. When you cast a 
druid spell you may choose to do so utilizing 
silent and subtle druidic motions and signs in 
place of both the spell’s somatic and verbal 
components. Creatures that can speak 
Druidic will also be aware of the subtle 
motions and signs you use to cast spells in 
this way. Once you cast a druid spell in this 
way, you cannot do so again until you finish 
a long rest.

Toxin Intuition

You are a veteran of nature’s chemical 
warfare. You automatically know if any flora 
or fauna is poisonous or venomous. In 
addition, you gain advantage on any check 
made to determine if a foodstuff is poisonous 
and on any saving throw against poisons.

Waste Not

You can scavenge valuable cuts from the 
corpse of a beast, dragon, monstrosity, or 
plant that has died within the last hour with 
10 minutes work and has a CR of 1 or higher. 
If sold to a collector, naturalist, or other 
druid, this notable component is worth an 
amount of gold equal to 5 × the creature’s 
CR.

Ferocity or Serenity 
At 9th level you choose to embrace either the 
wild savagery of nature or the control you 
need to protect it. 

Embraced Ferocity

You gain a +2 bonus on attack rolls you make 
while in a Wild Shape. In addition, whenever 
you use Wild Shape to transform into a 
creature, you gain a number of temporary hit 

points equal to 1d8 × the creature’s CR 
(minimum 1), instead of 1d4 × CR (minimum 
1) as normal.

Embraced Serenity

You have advantage on concentration checks 
made to maintain spells. In addition, as a 
bonus action you may sacrifice a use of your 
Wild Shape feature to recover an expended 
spell slot of 3rd level or lower, or two uses of 
your Wild Shape feature to recover an 
expended spell slot of 6th level or lower.

Exploration Knacks 
When you gain access to a new exploration 
knack, choose one of the following.

Aerial Surveyor

You are at home soaring at dizzying heights 
and peering towards the horizon. You have 
advantage on Perception checks made while 
flying or from great heights. 

Aquatic Delver

You are at home in the water. You gain a 
swimming speed equal to your walking 
speed. In addition, you gain an expertise die 
on any Athletics checks made to swim. 

Cavern Skulker

You’ve grown accustomed to the echoing 
solitude of vast caverns. You always know 
the actual direction of any sound you hear 
regardless of any echoes. In addition, you 
have advantage on Perception checks that 
rely on hearing that are made while in 
caverns or underground.

Desert Dweller

Few choose to willingly live where the sun 
relentlessly burns the earth, but you find 
tranquility amongst the sands. You are 
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Mountain Climber

You gain a climbing speed equal to your 
walking speed. You gain an expertise die on 
any Athletics checks made while climbing 
and you are also acclimated to high altitudes, 
including elevations above 20,000 feet.

Tundra Explorer

Snowbound tundra is inhospitable to most 
but you embrace the cold. You are naturally 
acclimatized to cold weather and extremely 
low temperatures. In addition, you ignore the 
disadvantage to Perception checks imposed 
by blizzards and automatically succeed on 
concentration checks imposed by blizzards.

naturally acclimatized to hot weather and 
extremely high temperatures. In addition, 
while in a desert or similar arid environment 
you can find enough water to sustain 
yourself for a day by spending 1 hour 
digging for water or extracting moisture from 
harsh desert flora. 

Eldritch Survivor

You’ve grown to know the lands twisted by 
the fey, distorted by magical pollution, or 
places otherwise warped in unnatural ways. 
You may make Survival checks in place of 
Arcana checks regarding magical 
environments, foodstuffs, and creatures, and 
gain an expertise die on any checks made this 
way.

Herbal Apothecary 
Forests and jungles are filled with natural 
medicines ripe for the picking. You have 
advantage on any checks made using an 
herbalism kit and for locating herbal 
ingredients while in a forest or jungle. In 
addition, you halve the time and gold costs 
when using an herbalism kit to create an 
antitoxin or potion of healing. 

Marshland Guide

Bogs and swamps are unpleasant to most but 
are filled with natural beauty to you. Moving 
through swamps, bogs, or muddy difficult 
terrain costs you no extra movement and you 
cannot become naturally lost while traveling 
through marshlands. 

Master Forager

No matter the brush you always know how 
to harvest nature’s bounty. You have 
advantage on any check made to locate or 
harvest edible flora in the wild.
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OPEN GAME LICENSE VERSION 1.0A
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, 
non-exclusive 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 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 

www.levelup5e.com 9 © EN Publishing 2020

http://www.levelup5e.com


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.
15. COPYRIGHT NOTICE
Open Game License v 1.0a © 2000, Wizards of the 
Coast, Inc.
System Reference Document © 2000, Wizards of 
the Coast, Inc.; Authors:
Jonathan Tweet, Monte Cook, and Skip Williams, 
based on material by E. Gary Gygax and Dave 
Arneson.
System Reference Document 5.1 Copyright 2016, 
Wizards of the Coast, Inc.; Authors Mike Mearls, 

Jeremy Crawford, Chris Perkins, Rodney 
Thompson, Peter Lee, James Wyatt, Robert J. 
Schwalb, Bruce R. Cordell, Chris Sims, and Steve 
Townshend, based on original material by E. Gary 
Gygax and Dave Arneson.
Pathfinder Roleplaying Game Reference 
Document. © 2011, Paizo Publishing, LLC; 
Author: Paizo Publishing, LLC.
Level Up Playtest Document #1. © 2020 EN 
Publishing. www.levelup5e.com
Level Up Playtest Document #2. © 2020 EN 
Publishing. www.levelup5e.com
Level Up Playtest Document #3. © 2020 EN 
Publishing. www.levelup5e.com
Level Up Playtest Document #4. © 2020 EN 
Publishing. www.levelup5e.com

Open Game Content
Except for material designated as Product 
Identity, the game mechanics of this document are 
Open Game Content. 

Product Identity
The following items are designated Product 
Identity: all trademarks, proper nouns, and 
descriptive text, the names ‘Level Up’ and ‘A5E’.

Level Up Playtest © 2020 EN Publishing. 
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