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/Observant. If you can see a creature’s mouth\
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while it is speaking a language you
understand, you can interpret what it's
saying by reading its lips.

You have a +5 bonus to your passive
Perception and passive Investigation scores.

Druidic. You can 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 Perception check but can’t
decipher it without magic.

Spellcasting. You can cast druid spells as
rituals. You can prepare 9 spells from the
druid spell list. You can use a druidic focus as
your spellcasting focus.

Wild Shape (Action—2/Short Rest). You can
magically assume the shape of a beast that
you have seen before.
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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
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revert if you fall unconscious, drop to 0 hit
points, or die.

Combat Wild Shape (Bonus Action). Wild
Shape on your turn as a bonus action, rather
than as an action.

While you are transformed by Wild Shape,
you can use a bonus action to expend one
spell slot to regain 1d8 hp per level of the
spell slot expended.

Circle Forms. You can use your Wild Shape to
transform into a beast with a CR as high as 1.
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Armor Proficiencies. Light Armor,
Medium Armor, Shields

Weapon Proficiencies. Club, Dagger,
Dart, Javelin, Mace, Quarterstaff,
Scimitar, Sickle, Sling, Spear

Tool Proficiencies. Herbalism kit
Languages. Common, Elvish, Sylvan,

Dwarvish, Druidic
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You have spent your life in the service of a temple to a specific god or pantheon of gods. You act as an intermediary
between the realm of the holy and the mortal world, performing sacred rites and offering sacrifices in order to conduct
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your religious service. Were you a lesser functionary in a temple, raised from childhood to assist the priests in the sacred
rites? Or were you a high priest who suddenly experienced a call to serve your god in a different way? Perhaps you were
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Shelter of the Faithful
As an acolyte, you command the respect
of those who share your faith, and you
can perform the religious ceremonies of
your deity. You and your adventuring
companions can expect to receive free
healing and care at a temple, shrine, or
other established presence of your faith,
though you must provide any material
components needed for spells. Those
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SPELLCASTING ABILITY

Shape Water

Animal Friendship
Charm Person
Detect Magic
Earth Tremor

Fog Cloud

Ice Knife
Longstrider

Speak with Animals

Barkskin

Dust Devil
Earthbind

Flame Blade
Healing Spirit
Lesser Restoration
Moonbeam
Skywrite

Summon Beast

Wither and Bloom

Control Flames

Absorb Elements
Beast Bond

Create or Destroy Water

Detect Poison and Disease

Entangle

Goodberry

Ice Knife

Purify Food and Drink

Thunderwave

Air Bubble

Beast Sense

Dust Devil

Enhance Ability

Flaming Sphere

Heat Metal

Locate Animals or Plants
Pass without Trace
Skywrite

Warding Wind

SPELL ATTACK BONUS

SAVING THROW DC

Mold Earth

Absorb Elements
Beast Bond

Cure Wounds
Earth Tremor
Faerie Fire
Healing Word
Jump

Snare

Animal Messenger
Darkvision

Earthbind

Find Traps

Gust of Wind

Hold Person

Locate Object
Protection from Poison
Spike Growth

Warding Wind

SPELLS TO PREPARE




Control Flames
Transmutation Cantrip

CASTING TIME 1 action
RANGE 60 feet

DURATION Instantaneous or 1 hour (see below)

COMPONENTS S

You choose nonmagical flame that you can see within range and that
fits within a 5-foot cube. You affect it in one of the following ways:

* You instantaneously expand the flame 5 feet in one direction,
provided that wood or other fuel is present in the new location.

* You instantaneously extinguish the flames within the cube.

* You double or halve the area of bright light and dim light cast by
the flame, change its color, or both. The change lasts for 1 hour.

* You cause simple shapes-such as the vague form of a creature,
an inanimate object, or a location-to appear within the flames and
animate as you like. The shapes last for 1 hour.

If you cast this spell multiple times, you can have up to three non-
instantaneous effects created by it active at a time, and you can
dismiss such an effect as an action.

Spellcasting (Druid) Xanathar’s Guide to Everything

Mold Earth

Transmutation Cantrip

CASTING TIME 1 action
RANGE 30 feet

DURATION Instantaneous or 1 hour (see below)

COMPONENTS S

You choose a portion of dirt or stone that you can see within range
and that fits within a 5-foot cube. You manipulate it in one of the
following ways:

 If you target an area of loose earth, you can instantaneously
excavate it, move it along the ground, and deposit it up to 5 feet
away. This movement doesn’t have enough force to cause damage.

* You cause shapes, colors, or both to appear on the dirt or stone,
spelling out words, creating images, or shaping patterns. The changes
last for 1 hour.

o |f the dirt or stone you target is on the ground, you cause it to
become difficult terrain. Alternatively, you can cause the ground to
become normal terrain if it is already difficult terrain. This change
lasts for 1 hour.

If you cast this spell multiple times, you can have no more than two
of its non-instantaneous effects active at a time, and you can dismiss
such an effect as an action.

Spellcasting (Druid) Princes of the Apocalypse

Shape Water
Transmutation Cantrip

CASTING TIME 1 action
RANGE 30 feet

DURATION Instantaneous or 1 hour (see below)

COMPONENTS S

You choose an area of water that you can see within range and that
fits within a 5-foot cube. You manipulate it in one of the following
ways:

* You instantaneously move or otherwise change the flow of the
water as you direct, up to 5 feet in any direction. This movement
doesn’t have enough force to cause damage.

* You cause the water to form into simple shapes and animate at
your direction. This change lasts for 1 hour.

* You change the water’s color or opacity. The water must be
changed in the same way throughout. This change lasts for 1 hour.

* You freeze the water, provided that there are no creatures in it.
The water unfreezes in 1 hour.

If you cast this spell multiple times, you can have no more than two
of its non-instantaneous effects active at a time, and you can dismiss
such an effect as an action.

Spellcasting (Druid) Princes of the Apocalypse
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