Druid Spell Reference

Orisons

Bird Call (CT ½s; R Cstr; D 2r; A Cstr; S Nil; Com V, S; Evo)

Cure Minor Wounds (CT 2s; R Tch; D Prmt; A 1 Crt; S Nil; Com V, S; Nec)

Edible Plant (CT ½s; R 1”; D Inst; A Cstr; S Nil; Com V, S; Div)

Empower (CT 1s; R Tch; D Spl; A 1-3 weapons; S Nil; Com V, S; Enc)

Flamefinger (CT 1/3s; R 0; D 1r; A fingertip; S Nil; Com V, S; Evo)

Humidity (CT 1s; R 1”; D Inst; A 1” rad; S Nil; Com V, S; Alt)

Dehumidify (CT 1s; R 1”; D Inst; A 1” rad; S Nil; Com V, S; Alt)

Identify Animal (CT 2s; R Tch; D Inst; A Cstr; S Nil; Com V, S; Div)

Identify Plant (CT 3s; R Tch; D Inst; A Cstr; S Nil; Com V, S; Div)

Insect Repellent (CT ½s; R Tch; D 1 hr; A 1 Crt; S Nil; Com V, S; Alt)

Attract Insects (CT ½s; R Tch; D 1 hr; A 1 Crt; S Neg; Com V, S; Alt)
Invoke (CT 3s; R Cstr; D 1t; A Cstr; S Nil; Com V, S; Inv)

Jolt (CT ½s; R Tch; D Inst; A 1 Crt; S Nil; Com V, S; Nec)

Magic Sense (CT 1s; R Cstr; D Inst; A 1”cu; S Nil; Com V, S; Div)

Meditation (CT 3s; R Cstr; D 1t; A Cstr; S Nil; Com V, S; Abj)

Numb (CT 2s; R Tch; D 1 hr; A 1 Crt; S Nil; Com V, S; Nec)

Pet (CT 1s; R 1”; D 1t; A 1 Ani; S Neg; Com V; Cha)

Preserve (CT 1r; R Tch; D 1day/L; A 1 double handful; S Nil; Com V, S; Alt)
Ripen (CT 1s; R Tch; D Inst; A 1 fruit; S Nil; Com V, S; Alt)

Slumber (CT 3s; R Tch; D 1t; A 1 Crt; S Nil; Com V, S; Cha)

Sprout (CT ½s; R 1’; D Inst; A 1 seed; S Nil; Com V, S; Alt)

Test Soil (CT 1/3s; R Tch; D Inst; A 1 cuft; S Nil; Com V, S, M (plant seed); Div)

Test Soil (CT ¼s; R Tch; D Inst; A 100 gallons; S Nil; Com V, S; Div)

1st Level
Animal Friendship (CT 6t; R 1”; D Prmt; A 1 Ani; S Neg; Com V, S, M (holy symbol, piece of food liked by animal type; Enc/Cha)

Ceremony (CT 1hr; R Tch; D Prmt; A Spl; S Spl; Com V, S, M (Spl); Inv)

Detect Balance (CT 1s; R 6”; D 1r/L; A 1 Itm/t; S Nil; Com V, S, M (holy symbol); Div)

Detect Magic (CT 3s; R 0; D 12r; A 1”x4”; S Nil; Com V, S, M  (holy symbol); Div)

Detect Poison (CT 1r; R 0; D 1r/L; A 1 cuyd; S Nil; Com V, S, M (holy symbol, yew leaf--turns if poison detected); Div)

Detect Snares & Pits (CT 3s; R 0; D 4r/L; A 1”x4”; S Nil; Com V, S, M (holy symbol); Div)

Dowsing (CT 1s; R 10”+1”/L; D Concentration; A Cstr; S Nil; Com V, S, M (natural Y-stick between 1’-2’ long and ¼”-1” in

  diameter); Div) New

Entangle (CT 3s; R 8”; D 1t; A 4” dia; S Slows 50%; Com V, S, M (holy symbol); Alt)

Faerie Fire (CT 3s; R 8”; D 4r/L; A 12’/L w/in 4” rad; S Nil; Com V; Alt)

Invisibility to Animals (CT 4s; R Tch; D 1r+1r/L; A 1 Crt; S Nil; Com S, M (holly); Alt)

Locate Animals (CT 1r; R 0; D 1r/L; A 2”  wide path x2”  long/L; S Nil; Com V, S, M (holy symbol); Div)

Pass without Trace (CT 1r; R Tch; D 1t/L; A 1 Crt; S Nil; Com V, S, M (leaf of mistletoe, sprig of pine or evergreen); Enc/Cha)

Precipitation (CT 3s; R 1”/L; D 1s/L; A Cyl 12”x3” dia; S Spl; Com V, S, M (pinch of silver dust, holy symbol); Alt)

Predict Weather (CT 1r; R 0; D 2hr/L; A 9 sqmi; S Nil; Com V, S, M (holy symbol); Div)

Purify Water (CT 1r; R 4”; D Prmt; A 1 cuft/L; S Nil; Com V, S; Alt)

Contaminate Water (CT 1r; R 4”; D Prmt; A 1 cuft/L; S Nil; Com V, S; Alt)

Shillelagh (CT 1s; R Tch; D 1r/L; A 1 Club; S Nil; Com V, S, M (oaken club, any mistletoe, shamrock leaf); Alt)

Speak with Animals (CT 3s; R 0; D 2r/L; A 1 Type in 4” rad; S Nil; Com V, S, M (holy symbol); Alt)

Spidereyes (CT 1s; R Tch; D 5r+1r/L; A Spl; S Nil; Com V, S; Alt) FOR2
2nd Level
Barkskin (CT 3s; R Tch; D 4r+1/L; A 1 Crt; S Nil; Com V, S, M (handful of bark from oak, holy symbol); Alt)

Charm Person or Mammal (CT 4s; R 8”; D Spl; A 1 Crt; S Neg; Com V, S; Enc/Cha)

Create Water (CT 1t; R 1”; D Prmt; A 1 cuft/L; S Nil; Com V, S; Alt)

Cure Light Wounds (CT 4s; R Tch; D Prmt; A 1 Crt; S Nil; Com V, S, M (mistletoe—any kind); Nec)

Cause Light Wounds (CT 4s; R Tch; D Prmt; A 1 Crt; S Nil; Com V, S, M (mistletoe—any kind); Nec)

Feign Death (CT 3s; R 1”; D 4r+2/L; A 1 Crt; S Nil; Com V, S, M (holy symbol, dead oak leaf); Nec)

Fire Trap (CT 1t; R Tch; D Spl; A 1 Obj; S 1/2; Com V, S, M (holly berries, stick of charcoal); Evo)

Flame Blade (CT 3s; R 0; D 1/L; A 3’ sword; S Nil; Com V, S, M (holy symbol); Evo)

Goodberry (CT 1r; R Tch; D 1 day+1/L; A 2-8 berries; S Nil; Com V, S, M (holy symbol, freshly picked edible berries); Alt, Evo)

Badberry (CT 1r; R Tch; D 1 day+1/L; A 2-8 berries; S Nil; Com V, S, M (holy symbol, rotten berries); Alt, Evo)

Heat Metal (CT 4s; R 4”; D 7r; A Spl; S Nil; Com V, S, M (holy symbol); Alt)

Chill Metal (CT 4s; R 4”; D 7r; A Spl; S Nil; Com V, S, M (holy symbol); Alt)

Locate Plants (CT 1r; R 0; D 1t/L; A 1” dia/L; S Nil; Com V, S, M (holy symbol); Div)

Obscurement (CT 4s; R 0; D 4r/L; A Lx1” cube; S Nil; Com V, S; Alt)

Produce Flame (CT 4s; R 0; D 2r/L; A Hurl 4”, 3’ dia; S Nil; Com V, S, M (holy symbol); Alt)

Reflecting Pool (CT 2hr; R 1”; D 1r/L; A 1 Itm; S Nil; Com V, S, M (holy symbol, 3 equal measures (at least 1 ounce) of oil

  extracted from edible nuts); Evo, Div)

Slow Poison (CT 1s; R Tch; D 1hr/L; A 1 Crt; S Nil; Com V, S, M (holy symbol, crushed garlic); Nec)

Trip (CT 4s; R Tch; D 1t/L; A 1 Obj; S Neg; Com V, S, M (length of vine, stick, pole, etc.); Enc/Cha)

Warp Wood (CT 4s; R 1”/L; D Prmt; A 15”x1” dia/L; S Nil; Com V, S, M (holy symbol); Alt)

3rd Level
Call Lightning (CT 1t; R 0; D 1t/L; A 36’ rad; S 1/2; Com V, S, M (holy symbol); Alt)

Cloudburst (CT 5s; R 1”/L; D 1r; A Cyl 6”x3” dia; S Spl; Com V, S< M (powdered silver, powdered iodine crystals, holy symbol);

  Alt)

Continual Faerie Fire (CT 6s; R 12”; D Prmt; A 12’sq/L in 70’ rad; S Nil; Com V, M (piece of foxfire, drop of water, pinch of ashes,

  pinch of bone dust); Alt) FOR2
Cure Disease (CT 1r; R Tch; D Prmt; A 1 Crt; S Nil; Com V, S, M (holy symbol); Nec)

Cause Disease (CT 1r; R Tch; D Prmt; A 1 Crt; S Neg; Com V, S, M (holy symbol); Nec)
Hold Animal (CT 5s; R 8”; D 2r/L; A 1-4 Ani; S Neg; Com V, S, M (holy symbol); Enc/Cha)

Know Alignment (CT 5s; R 1”; D 5r; A 1 Crt/r; S Nil; Com V, S; Div)

Neutralize Poison (CT 5s; R Tch; D Prmt; A 1 Crt or 1 cuft/2L; S Nil; Com V, S; Alt)

Poison (CT 5s; R Tch; D Prmt; A 1 Crt or 1 cuft/2L; S Neg; Com V, S; Alt)

Plant Growth (CT 1r; R 16”; D Prmt; A 2”x2”/L; S Nil; Com V, S, M (holy symbol); Alt)

Protection from Fire (CT 5s; R Tch; D 12 hp dmg/L or 1t/L; A 1 Crt; S Nil; Com V, S, M (holy symbol); Abj)

Pyrotechnics (CT 5s; R 16”; D 1s/L or 1r/L; A Spl; S Nil; Com V, S, M (fire); Alt)

Snare (CT 3r; R Tch; D Spl; A 2’dia+1/6 /L; S Nil; Com V, S, M (snakeskin and sinew woven into snare, holy symbol); Enc/Cha)

Spike Growth (CT 5s; R 6”; D 3-12t+1/L; A 10’sq/L; S Nil; Com V, S, M (holy symbol, 7 thorns or sharpened twigs); Alt, Enc)

Starshine (CT 5s; R 1”/L; D 1t/L; A 10’sq/L; S Nil; Com V, S, M (several stalks from an amaryllis (esp. Hypoxis), several holly

  berries); Evo, Ill)

Stone Shape (CT 1r; R Tch; D Prmt; A 3cuft+1/L; S Nil; Com V, S, M (soft clay worked into desired shape, holy symbol); Alt)

Summon Insects (CT 1r; R 3”; D 1r/L; A Spl; S Nil; Com V, S, M (holy symbol, flower petal, bit of mud or wet clay); Conj/Sum)

Tree (CT 5s; R 0; D 6t+1/L; A Cstr; S Nil; Com V, S, M (holy symbol, twig from a tree); Alt)

Venom Immunity (CT 3s; R Tch; D 3t+1t/L; A 1 Crt; S Nil; Com V, S; Nec) FOR2
Water Breathing (CT 5s; R Tch; D 6t/L; A 1 Crt; S Nil; Com V, S, M (holy symbol); Alt)

Air Breathing (CT 5s; R Tch; D 6t/L; A 1 Crt; S Nil; Com V, S, M (holy symbol); Alt)

4th Level

Animal Summoning I (CT 6s; R 4”/L; D Spl; A 1-8 Ani; S Nil; Com V, S, M (holy symbol); Conj/Sum)

Call Woodland Beings (CT Spl; R 12”+1/L; D Spl; A Spl; S Neg; Com V, S, M (pine cone, 8 holly berries); Conj/Sum)

Control Temperature 10’ Radius (CT 6s; R 0; D 4t+1/L; A 20’ sphere; S Nil; Com V, S, M (holy symbol); Conj/Sum)

Cure Serious Wounds (CT 6s; R Tch; D Prmt; A 1 Crt; S Nil; Com V, S, M (any mistletoe); Nec)

Cause Serious Wounds (CT 6s; R Tch; D Prmt; A 1 Crt; S Neg; Com V, S, M (any mistletoe); Nec)

Dispel Magic (CT 6s; R 8”; D Prmt; A 4”cube; S Nil; Com V, S, M (holy symbol); Abj)

Hallucinatory Forest (CT 6s; R 8”; D Prmt; A 4”sq/L; S Nil; Com V, S, M (holy symbol); Ill/Pha)

Vanish Forest (CT 6s; R 8”; D Prmt; A 4”sq/L; S Nil; Com V, S, M (holy symbol); Ill/Pha)

Hold Plant (CT 6s; R 8”; D 1r/L; A 1-4Plant or 4-16sqft; S Neg; Com V, S, M (holy symbol); Enc/Cha)

Plant Door (CT 6s; R Tch; D 1t/L; A 12’/L; S Nil; Com V, S, M (holy symbol); Alt)

Produce Fire (CT 6s; R 4”; D 1r; A 12’sq; S Nil; Com V, S, M (holy symbol); Alt)

Quench Fire (CT 6s; R 4”; D Prmt; A 12’sq; S Neg; Com V, S, M (holy symbol); Alt)

Protection from Lightning (CT 6s; R Tch; D 12hp of Dmg/L or 1t/L; A 1 Crt; S Nil; Com V, S, M (holy symbol); Alt)

Repel Insects (CT 1r; R 0; D 1t/L; A 10’rad; S Nil; Com V, S, M (holy symbol, one of:  several crushed marigolds, whole crushed

  leek, 7 crushed stinging nettle leaves, or small lump of resin from camphor tree); Abj, Alt)

Speak with Plants (CT 1t; R 0; D 2r/L; A 8” dia; S Nil; Com V, S, M (holy symbol); Alt)

5th Level

Animal Growth (CT 7s; R 8”; D 2r/L; A 1-8Ani in 2”sq; S Nil; Com V, S, M (holy symbol); Alt)

Shrink Animal (CT 7s; R 8”; D 2r/L; A 1-8Ani in 2”sq; S Neg; Com V, S, M (holy symbol); Alt)

Animal Summoning II (CT 7s; R 6”/L; D Spl; A Up to 12 Ani; S Nil; Com V, S, M (holy symbol); Conj/Sum)

Anti-Plant Shell (CT 7s; R 0; D 1t/L; A 16’ Hemisphere; S Nil; Com V, S, M (holy symbol); Abj)

Commune with Nature (CT 1r; R 0; D Spl; A 1mi/2L; S Nil; Com V, S, M (holy symbol); Div)

Control Vapors (CT 6s; R 4”; D 1r/L; A 1”/L rad hemisphere; S Nil; Com V, S, M (holy symbol); Alt, Conj/Sum) FR4
Control Winds (CT 7s; R 0; D 1t/L; A 4”Hemisphere/L; S Nil; Com V, S, M (holy symbol); Alt)

Insect Plague (CT 1t; R 32”; D 1t/L; A Cloud 4”x32”dia; S Nil; Com V, S, M (holy symbol); Conj/Sum)

Moonbeam (CT 7s; R 1”/L; D 1r/L; A 1”sphere; S Nil; Com V, S, M (several of any moonseed plant, piece of opalescent fledspar—moonstone); Evo, Alt)

Pass Plant (CT 7s; R Tch; D Spl; A Spl; S Nil; Com V, S, M (holy symbol); Alt)

Spider Summoning (CT 8s; R 0; D 1r+1r/L; A 1-4 large spiders/L; S Nil; Com V, S, M (dried arachnid corpse); Conj/Sum)

  MenzoBS
Spike Stones (CT 6s; R 3”; D 3-12t+1/L; A 1”sq/L; S Nil; Com V, S< m (four tiny stalactites); Alt, Enc)

Sticks to Snakes (CT 7s; R 4”; D 2r/L; A 1”cube; S Nil; Com V, S, M (holy symbol); Alt)

Snakes to Sticks (CT 7s; R 4”; D 2r/L; A 1”cube; S Neg; Com V, S, M (holy symbol); Alt)

Transmute Rock to Mud (CT 7s; R 16”; D Spl; A 2”cube/L; S Nil; Com V, S, M (holy symbol); Alt)

Transmute Mud to Rock (CT 7s; R 16”; D Prmt; A 2”cube/L; S Spl; Com V, S, M (holy symbol); Alt)

Wall of Fire (CT 7s; R 8”; D Spl; A Spl; S Nil; Com V, S, M (holy symbol); Evo)

6th Level

Animal Summoning III (CT 8s; R 8”/L; D Spl; A Spl; S Nil; Com V, S, M (holy symbol); Conj/Sum)

Anti-Animal Shell (CT 1r; R 0; D 1t/L; A 20’ Hemisphere; S Nil; Com V, S, M (holy symbol); Abj)

Conjure Fire Elemental (CT 6r; R 8”; D 1t/L; A Spl; S Nil; Com V, S, M (holy symbol); Conj/Sum)

Dismiss Fire Elemental (CT 6r; R 8”; D Prmt; A Spl; S Nil; Com V, S, M (holy symbol); Conj/Sum)

Cure Critical Wounds (CT 8s; R Tch; D Prmt; A 1 Crt; S Nil; Com V, S, M (any sort of mistletoe); Nec)

Cause Critical Wounds (CT 8s; R Tch; D Prmt; A 1 Crt; S Nil; Com V, S, M (any sort of mistletoe); Nec)

Feeblemind (CT 8s; R 16”; D Prmt; A 1 Crt; S Neg; Com V, S; Enc/Cha)

Fire Seeds (CT 1r/seed; R 4”; D Spl; A Spl; S 1/2; Com V, S, M (acorns or holly berries); Conj)

Liveoak (CT 1t; R Tch; D 1day/L; A 1 Tree; S Nil; Com V, S, M (holy symbol); Enc)

Transmute Water to Dust (CT 8s; R 6”; D Prmt; A 1cu”/L; S Spl; Com V, S, M (500 gpv diamond dust, holy symbol, bit of

  seashell); Alt)

Transmute Dust to Water (CT 8s; R 6”; D Prmt; A 1cu”/L; S Spl; Com V, S, M (500 gpv diamond dust, holy symbol, bit of seashell,

  pinch of dust); Alt)

Transport via Plants (CT 3s; R Tch; D Spl; A Spl; S Nil; Com V, S; Alt)

Turn Wood (CT 8s; R 0; D 4r/L; A 12”pathx2”path/L; S Nil; Com V, S, M (holy symbol); Alt)

Wall of Thorns (CT 8s; R 8”; D 1t/L; A 10”cube/L; S Nil; Com V, S, M (holy symbol); Conj/Sum)

Weather Summoning (CT 1t; R 0; D Spl; A Spl; S Nil; Com V, S, M (holy symbol); Conj/Sum)

7th Level

Animate Rock (CT 9s; R 4”; D 1r/L; A 2cuft/L; S Nil; Com V, S, M (rock animated); Alt)

Changestaff (CT 3s; R Tch; D Spl; A Staff; S Nil; Com mistletoe or leaves of same type of tree as staff, good limb from tree struck

  by lightning within 24 hrs prior to harvesting that’s carved into a staff); Evo, Enc)

Chariot of Sustarre (CT 1t; R 1”; D 6t+1/L; A Spl; S Nil; Com V, S, M (holy symbol, small piece of wood, 2 holly berries, fire

  source at least equal to torch); Evo)

Confusion (CT 9s; R 8”; D 1r/L; A 4”x4”; S Spl; Com V, S, M (holy symbol); Enc/Cha)

Conjure Earth Elemental (CT 1t; R 4”; D 1t/L; A Spl; S Nil; Com V, S, M (holy symbol); Enc/Cha)

Dismiss Earth Elemental (CT 1t; R 4”; D 1t/L; A Spl; S Nil; Com V, S, M (holy symbol); Enc/Cha)

Control Weather (CT 1t; R 0; D 12d8hr; A 4-32 sqmi; S Nil; Com V, S, M (holy symbol); Alt)

Creeping Doom (CT 9s; R 0; D 4r/L; A Spl; S Nil; Com V, S, M (holy symbol); Conj/Sum)

Finger of Death (CT 5s; R 6”; D Prmt; A 1 Crt; S Neg; Com V, S, M (holy symbol); Enc/Cha)

Fire Storm (CT 9s; R 16”; D 1r; A 2”cube/L; S 1/2; Com V, S, M (holy symbol); Evo)

Fire Quench (CT 9s; R 16”; D Prmt; A 2” cube/L; S Spl; Com V, S, M (holy symbol); Evo)

Reincarnate (CT 1t; R Tch; D Prmt; A 1 Man; S Nil; Com V, S, M (body reincarnated); Nec)

Sunray (CT 3s; R 1”/L; D 1r; A 1” sphere; S Spl; Com V, S, M (aster seed, piece of aventurine feldspar—sunstone); Evo, Alt)

Transmute Metal to Wood (CT 9s; R 8”; D Prmt; A 1 Obj; S Spl; Com V, S, M (holy symbol); Alt)

Note:  A druid’s holy symbol is mistletoe, holly, or oak leaves (unless this varies due to the deity worshipped) as noted on page 54 of the PHB.

(CT ; R ; D ; A ; S ; Com ; )
