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DRUID CIRCLES 

INTRODUCTION  
elcome to the Druid Circles 
supplement for the Amazons vs 
Valkyries adventure setting. This file 
features two druid circles unique to 
this setting: the Circle of 
Abundance and the Circle of 

Arcana.  These druid circles are in addition to the 
ones presented in the core rules. 
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CIRCLE OF ABUNDANCE   
 
Because of Freyja’s connection to fertility and 
abundance, many druids are members of Freyja’s 
cult. Members of the Circle of Abundance celebrate 
the proliferation of new life in the Spring in both 
the plant and animal kingdoms. They also celebrate 
beauty in all of its forms—the curves of a woman’s 
body, the delicate petals of a snowdrop flower, the 
uniqueness of a snowflake, the scent of fresh 
strawberries.  
 
These druids serve their communities as arborists, 
farmers, and herbalists. Some specialize in 
husbandry overseeing the births of cattle and other 
livestock. Druids of the Circle of Abundance hold a 
yearly meeting in the Spring to exchange seeds, 
share herbal remedies for various ailments, and 
discuss best practices in husbandry. 
 

GREEN THUMB  
When you choose this circle at 2nd level, you can 
touch any plant as an action and instantly cause 
a berry to grow on it. When the berry is eaten 
(which counts as interacting with an object), the 
injester is nourished for one day and gains 1 
temporary hit point plus 1 additional hit point 
for every 5 druid levels you possess. After using 
this ability 10 times, you can’t use it again until 
you complete a long rest. A berry loses its 
potency if it is not consumed within 24 hours of 
its creation. 

 
MANTLE OF ALLURE   
When you choose this circle at 2nd level, you are 
constantly surrounded by an invisible mantle of 
divine energy that empowers your magic 
designed to captivate your foes. Whenever you 
cast a spell that causes a creature to make a 
saving throw against being charmed, the 
duration of the spell is doubled. 
 
 
 
 
 
 
 

CIRCLE SPELLS  
Your mystical connection to beauty and abundance 
manifests itself in certain spells that bedazzle your 
foes, create food, and make replicas of yourself. At 
3rd, 5th, 7th, and 9th level you gain access to circle 
spells. Once you gain access to a circle spell, you 
always have it prepared, and it doesn’t count 
against the number of spells you can prepare each 
day. If you gain access to a spell that doesn’t 
appear on the druid spell list, the spell is 
nevertheless a druid spell for you. 
 

 
 

Druid 
Level Spells 

3rd  enthrall, mirror image 

5th  aura of vitality, create food and water  

7th  conjure woodland beings, fabricate 

9th  commune with nature, raise dead 
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CUP OVERFLOWETH  
Starting at 6th level, you gain two abundance dice, 
which are d8s. An abundance die is expended 
when you use it. You regain all of your expended 
abundance dice when you finish a short or long 
rest. When you cast a spell that cures hit points, 
you can use a bonus action and expend 
one abundance die. Roll a d8 and add that 
amount to the total amount of hit points you 
heal. For example, if you cast aura of vitality and 
expend an abundance die (and roll a 4), you would 
heal the target creature 2d6 +4 hit points. 
 

HEART-STOPPING BEAUTY  
When you reach 10th level, you can use an action to 
wrap your mantle around you and make your 
features glow with unimaginable beauty for 1 
minute. During this time, any creature that can see 
you and attempts a melee attack against you must 
make a Wisdom saving throw or be paralyzed until 
the start of its next turn on a failed save, or gain 
disadvantage on attack rolls until the start of its 
next turn on a successful one.  
 

You can use this feature twice, and you regain 
all expended uses of it when you finish a long rest. 
 

MENAGERIE   
Starting at 14th level, you become a wellspring of 
life and are constantly surrounded by small animals 
that perpetually spring from your essence.  
You gain the effects of a permanent conjure 
animals spell cast as a 9th level spell. You are 
constantly surrounded by your choice of animals 
ranging from 2 HD down to ¼ HD. There can be any 
combination of HD and creatures you want, 
ranging from 4 beasts of 2 HD each up to 24 beasts 
of ¼ HD each or anything in between.  
 

An hour after each conjured animal appears, it 
becomes a real animal and runs off to live its life in 
the wilderness. When that happens, new animals 
of your choice spring from your essence and 
behave in all ways as conjured animals for 1 hour, 
when they also become true animals and run off. 
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CIRCLE OF ARCANA  
 
Magic is a part of nature, just as fire, plants, and 
weather. Some druids specialize in the mystical 
aspect of nature, dabbling in wizardry, alchemy, 
and sorcery. Members of the Circle of Arcana study 
rare elements, unusual species, and metaphysical 
phenomena. Though they refrain from writing 
druidic lore, they collect and study books on 
history, philosophy, and magic. 
 

These druids are reclusive and rarely take an 
interest in outsiders. When they leave their remote 
sanctuaries to interact with civilians, it is an 
auspicious sign.  Druids of the Circle of Arcana hold 
an annual meeting during the Winter Solstice at 
their subterranean headquarters in Cambria where 
they exchange news, share lore, and discuss their 
collective goals.  
 

ARCANE KNOWLEDGE  
When you choose this circle at 2nd level, you gain 
proficiency with alchemy kits and learn one of the 
following cantrips: acid splash, chill touch, fire bolt, 
ray of frost, or shocking grasp.  

 
ARCANE RECOVERY  
Starting at 2nd level, you can regain some of your 
magical energy by sitting in meditation and 
communing with nature. During a short rest, you 
choose expended spell slots to recover. The spell 
slots can have a combined level that is equal to or 
less than half your druid level (rounded up), and 
none of the slots can be 6th level or higher. You 
can’t use this feature again until you finish a long 
rest. 
 

For example, when you are a 4th level druid, 
you can recover up to two levels worth of spell 
slots. You can recover either a 2nd level slot or two 
1st level slots. 
 
 
 
 
 
 
  

CIRCLE SPELLS 
Your interest in mysticism and alchemy has taught 
you spells that rely on chemicals and manipulate 
arcane forces. At 3rd, 5th, 7th, and 9th level you gain 
access to circle spells. Once you gain access to a 
circle spell, you always have it prepared, and it 
doesn’t count against the number of spells you can 
prepare each day. If you gain access to a spell that 
doesn’t appear on the druid spell list, the spell is 
nevertheless a druid spell for you. 
 

 
 
 
 
 

Druid 
Level Spells 

3rd  acid arrow,  detect magic 

5th  dispel magic, stinking cloud  

7th  blight, dimension door 

9th  cloudkill,   scrying 
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ANTIMAGIC AURA  
Starting at 6th level, you can create an aura that 
shields you from harmful magic. When you cast any 
spell of 1st level or higher, you can use a bit of the 
spell energy to create a magic-damping aura 
around yourself that lasts until you finish a long 
rest. The aura absorbs hit point damage from spells 
and magical effects up to a total equal to twice 
your druid level + your Intelligence modifier. 
Whenever you take damage from a spell or magical 
effect, the aura takes the damage instead. If this 
damage reduces the aura to 0 hit points, you take 
any remaining damage.  
 

While the aura has 0 hit points, it can’t absorb 
damage, but it remains in effect. Whenever you 
cast another spell of 1st level or higher, the aura 
regains a number of hit points equal to twice the 
level of the spell.  

 
Once you create the aura, you can’t create it 

again until you finish a long rest.   
 

ARCANE MASTERY  
When you reach 10th level, you begin adding your 
proficiency bonus to any dispel magic or 
counterspell that you cast.  
 

ARCANE BODY  
Starting at 14th level, your body becomes so 
infused with magical energies that normal weapons 
can barely harm you. You gain resistance to all 
bludgeoning, piercing, and slashing damage from 
nonmagical weapons.  
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META MAGIC FEATS  
Druids of the Arcane Circle have exclusive access to 
metamagic feats. Rather than taking the Ability 
Score Improvement feature at 4th, 8th, 12th, 16th 
and 19th level, they can choose from the 
metamagic feats listed below. 
 

ARCANE SORCERY 
Prerequisite: Druid Circle of the Arcane  
 
You have learned to control and manipulate the 
natural arcane forces that exist all around you. 
Your influence over this omnipresent force is 
represented by sorcery points, which allow you to 
create a variety of magical effects. 
 

SORCERY POINTS 
You have a number of sorcery points equal to your 
druid level. You can never have more sorcery 
points than your druid level. You regain all spent 
sorcery points when you finish a long rest. 
 

FLEXIBLE CASTING 
You can use your sorcery points to gain additional 
spell slots, or sacrifice spell slots to gain additional 
sorcery points. You learn other ways to use your 
sorcery points as you learn more metamagic feats. 
 

Creating Spell Slots. You can transform 
unexpended sorcery points into one spell slot as 
a bonus action on your turn. The Creating Spell 
Slots table shows the cost of creating a spell slot of 
a given level. You can create spell slots no higher in 
level than 5th. 
 

Any spell slot you create with this feature 
vanishes when you finish a long rest. 

 
 
 
 
 
 
 
 

 

Converting a Spell Slot to Sorcery Points. As 
a bonus action on your turn, you can expend one 
spell slot and gain a number of sorcery points equal 
to the slot’s level. 
 

CAREFUL SPELL 
Prerequisite: Arcane Sorcery, Druid Circle of the 
Arcane  
 
When you cast a spell that forces other creatures 
to make a saving throw, you can protect some of 
those creatures from the spell’s full force. To do so, 
you spend 1 sorcery point and choose a number of 
those creatures up to your Intelligence modifier 
(minimum of one creature). A chosen creature 
automatically succeeds on its saving throw against 
the spell. 
 

DISTANT SPELL 
Prerequisite: Arcane Sorcery, Druid Circle of the 
Arcane  
 
When you cast a spell that has a range of 5 feet or 
greater, you can spend 1 sorcery point to double 
the range of the spell. 
 

When you cast a spell that has a range of touch, 
you can spend 1 sorcery point to make the range of 
the spell 30 feet. 
 

EMPOWERED SPELL 
Prerequisite: Arcane Sorcery, Druid Circle of the 
Arcane  
 
When you roll damage for a spell, you can spend 1 
sorcery point to reroll a number of the damage 
dice up to your Intelligence modifier (minimum of 
one). You must use the new rolls. 
 

You can use Empowered Spell even if you have 
already used a different Metamagic option during 
the casting of the spell. 
 

Spell Slot 
Level Sorcery Point Cost 

1st  2 

2nd 3 

3rd 5 

4th  6 

5th 7 
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EXTENDED SPELL 
Prerequisite: Arcane Sorcery, Druid Circle of the 
Arcane  
 
When you cast a spell that has a duration of 1 
minute or longer, you can spend 1 sorcery point to 
double its duration, to a maximum duration of 24 
hours. 
 

HEIGHTENED SPELL 
Prerequisite: Arcane Sorcery, Druid Circle of the 
Arcane  
 
When you cast a spell that forces a creature to 
make a saving throw to resist its effects, you can 
spend 3 sorcery points to give one target of the 
spell disadvantage on its first saving throw made 
against the spell. 
 

QUICKENED SPELL 
Prerequisite: Arcane Sorcery, Druid Circle of the 
Arcane  
 
When you cast a spell that has a casting time of 1 
action, you can spend 2 sorcery points to change 
the casting time to 1 bonus action for this casting. 
 

SUBTLE SPELL 
Prerequisite: Arcane Sorcery, Druid Circle of the 
Arcane  
 
When you cast a spell, you can spend 1 sorcery 
point to cast it without any somatic or verbal 
components. 
 
 
 
 
 
 
 
 
 
 

TWINNED SPELL 
Prerequisite: Arcane Sorcery, Druid Circle of the 
Arcane  
 
When you cast a spell that targets only one 
creature and doesn’t have a range of self, you can 
spend a number of sorcery points equal to the 
spell’s level to target a second creature in range 
with the same spell (1 sorcery point if the spell is a 
cantrip). 
 

To be eligible, a spell must be incapable of 
targeting more than one creature at the spell’s 
current level. For example, magic missile and 
scorching ray aren’t eligible, but ray of 
frost and chromatic orb are. 
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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 
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. 
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Authors Mike Mearls, Jeremy Crawford, Chris Perkins, Rodney Thompson, 
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