Druid Circle of the Broken
Homebrew by Alex and Quinn Schulte from A Couple of Characters.

Druids of the Circle of the Broken have been corrupted. Their order is secret, and a druid of the Broken
may never meet another druid of their circle, and if they do, they may not know that they are both of
this circle. Other druids despise the Circle of the Broken, viewing their corruption as an affront to the
druidic life. The Circle of the Broken haunt the deepest parts of the wilderness, where they might go for
weeks on end before crossing paths with another humanoid creature, let alone another druid.

Corrupted Wild Shape
Original Source: Wild Shape, Druid (PHB).

Starting at 2nd level, you can use your action to magically assume the shape of dragons and
monstrosities that you have seen before, in addition to beasts (see the Corrupted Wild Shape Forms
Table for some examples). Talk with your DM about which creatures you have seen before. You can use
this feature twice. You regain expended uses when you finish a short or long rest.

Your druid level determines the creatures you can transform into (see the Creature Shapes Table).

You can stay in a creature shape for a number of hours equal to half your druid level (rounded down).
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 games stats are replaced by the stats of the creature but you retain your alignment,
personality, Intelligence score, Wisdom score, and Charisma score. You also retain all of your skill
and saving throw proficiencies, in addition to gaining those of the creature. If the creature has
the same proficiency as you and the bonus in its stat block is higher than yours, use the
creature's bonus instead of yours. If the creature has any legendary or lair actions, you can't use
them.

When you transform, you assume the creature's hit points and Hit Dice. When you revert to your
normal form, you return to the number if hit points you had before you transformed. However, if
you revert as a result of dropping to 0 hit points, any excess damage carries over to your normal
form. As long as the excess damage doesn't reduce your normal form to 0 hit points, you aren't
knocked unconscious.

You can't cast spells, and your ability to speak or take any action that requires hands is limited to
the capabilities of your creature form. Transforming doesn't break your concentration on a spell
you've already cast, however, or prevent you from taking actions that are part of a spell, such as
call lightning, that you've already cast.


https://acoupleofcharacterspodcast.com/

You retain the benefit of any features from your class, race, or other source, and can use them if
the new form is physically capable of doing so. However, you can't use any of your special
senses, such as darkvision, unless your new form also has that sense.

You choose whether your equipment falls to the ground in your space, merges into your new
form, or is worn by it. Worn equipment functions as normal, but the DM decides whether it is
practical for the new form to wear a piece of equipment, based on the creature's shape and size.
Your equipment doesn't change size or shape to match the new form, and any equipment that
the new form can't wear must either fall to the ground or merge with it. Equipment that merges
with the form has no effect until you leave the form.

Creature Shapes Table
Original Source: Beast Shapes, Druid (PHB).

Druid Level. Max CR. Limitations.
Level 2. CR 1/4. No flying or swimming speed.
Level 4. CR 1/2. No flying speed.

Level 8. CR 1. None.

Combat Wild Shape
Original Source: Combat Wild Shape, Circle of the Moon (PHB).

At 2nd level, you can use your Wild Shape as a bonus action instead of an action. You may also expend a
spell slot as a bonus action while in your Wild Shape to regain 1d8 hit points per level of the spell slot
expended.

Circle Forms
Original Source: Circle Forms, Druid Circle of the Moon (PHB).

You get this feature at 2nd level, and it is identical to the Combat Wild Shape feature from the Circle of
the Moon in the Player’s Handbook.

At 2nd level, you can transform into a creature to with a challenge rating as high as 1, ignoring the Max
CR column of the Creature Shapes Table while still following the other limitations.

When you reach 6th level, you can transform into a creature with a challenge rating as high as your druid
level divided by 3, rounded down.

Monstrous Soul
Original Source: Bestial Soul, Barbarian Path of the Beast (TCE).

At 6th level, your attacks in creature form count as magical for the purpose of overcoming resistance and
immunity to nonmagical attacks and damage.



You can also alter your form to help you adapt to your surroundings. When you finish a short or long
rest, choose one of the following benefits, which lasts until you finish a short or long rest:

You gain a swimming speed equal to your walking speed, and you can breathe underwater.

You gain a climbing speed equal to your walking speed, and you can climb difficult surfaces,
including upside down on ceilings, without needing to make an ability check.

When you jump, you can make a Strength (Athletics) check and extend your jump by a number
of feet equal to the check's total. You can make this special check only once per turn.

You grow claws, fangs, spines, horns, or a different natural weapon of your choice. Your unarmed
strikes deal 1d6 bludgeoning, piercing, or slashing damage, as appropriate to the natural weapon
you chose, and you are proficient with your unarmed strikes.

Monstrous Hide
Original Source: Adamantine Hide, Druid Circle of the Forged (EE).

At 10th level, while you are transformed by Wild Shape, you gain resistance to bludgeoning, piercing,
and slashing damage from nonmagical attacks. In addition, you gain the ability to use Wild Shape as a
reaction when you take damage, and the damage from that attack is applied to the hit points of your
transformed form. The creature you transform into with this reaction must be a dragon or monstrosity.

Thousand Forms
Original Source: Thousand Forms, Druid Circle of the Moon (PHB).

At 14th level, you can cast the Alter Self spell at will.

Corrupted Wild Shape Forms Table

In addition to beats, you are able to assume the form of dragons and monstrosities you have seen
before. Below lists some examples of beasts and monstrosities at each challenge rating. The source book
for each creature is listed in parentheses. If none is listed, the source is the Monster’s Manual (MM).

Creature. Type. Challenge Rating.
Pseudodragon. Dragon. 1/4.
Ampbhisbaena (MOT). Monstrosity. 1/2.
Cockatrice. Monstrosity. 1/2.
Darkmantle. Monstrosity. 1/2.

Rust Monster. Monstrosity. 1/2.

Worg. Monstrosity. 1/2.

Brass Dragon Wyrmling. Dragon. 1.



Copper Dragon Wyrmling. Dragon. 1.
Death Dog. Monstrosity. 1.

Harpy. Monstrosity. 1.

Hippogriff. Monstrosity. 1.

Ankheg. Monstrosity. 2.

Black Dragon Wyrmling. Dragon. 2.
Bronze Dragon Wyrmling. Dragon. 2.
Carrion Crawler. Monstrosity. 2.
Centaur. Monstrosity. 2.

Ettercap. Monstrosity. 2.

Green Dragon Wyrmling. Dragon. 2.
Grick. Monstrosity. 2.

Griffon. Monstrosity. 2.

Merrow. Monstrosity. 2.

Silver Dragon Wyrmling. Dragon. 2.
White Dragon Wyrmling. Dragon. 2.
Basilisk. Monstrosity. 3.

Blue Dragon Wyrmling. Dragon. 3.
Doppelganger. Monstrosity. 3.

Gold Dragon Wyrmling. Dragon. 3.
Manticore. Monstrosity. 3.
Minotaur. Monstrosity. 3.

Owlbear. Monstrosity. 3.

Winter Wolf. Monstrosity. 3.

Lamia. Monstrosity. 4.



Red Dragon Wyrmling. Dragon. 4.
Banderhobb (MPMM). Monstrosity. 5.
Bulette. Monstrosity. 5.

Catoblepas (MPMM). Monstrosity. 5.
Gorgon. Monstrosity. 5.

Roper. Monstrosity. 5.

Chimera. Monstrosity. 5.

Drider. Monstrosity. 5.

Medusa. Monstrosity. 6.

Wyvern. Dragon. 6.

Young Brass Dragon. Dragon. 6.

Young White Dragon. Dragon. 6.

Contact Us

If you want to know more about our take on the circle of the broken, check out episode 61 of our
podcast A Couple of Characters at acoupleofcharacterspodcast.com or wherever podcasts are found!

If you play a character using the circle of the broken, let us know how it went by e-mailing us at
acoupleofcharacterspod at gmail.com.

Sources

EE = Exploring Eberron.

MPMM = Mordenkainen Presents: Monsters of the Multiverse.

MOT = Mythic Odysseys of Theros.

PHB = Player's Handbook.

TCE = Tasha’s Cauldron of Everything.


http://acoupleofcharacterspodcast.com/ep61
http://acoupleofcharacterspodcast.com/
https://acoupleofcharacterspodcast.com/hey-listen/
https://www.dmsguild.com/product/315887/Exploring-Eberron
https://bookshop.org/a/15963/9780786967872
https://bookshop.org/a/15963/9780786967018
https://bookshop.org/a/15963/9780786965601
https://bookshop.org/a/15963/9780786967025




Open Game Content & Copyright

Open Content: Subject to designation as Product Identity (see below), the only portion of the Druid
Circle of the Broken product designated as Open Game Content is the rules content (some feature and
creature names, etc. taken from the SRD) as defined in the Open Game License version 1.0a Section 1(d).
The introduction section, Corrupted Wild Shape, Creature Shapes name, Monstrous Soul name,
Monstrous Hide name, and the Contact section, as well as all other parts of this product including all text
not specifically designated as Open Game Content is not Open Game Content. No portion of this work
other than the material designated at Open Game Content may be reproduced in any form without
written permission.

Product Identity: The following items are hereby identified as Product Identity, as defined in the Open
Game License 1.0a, Section 1(e), and are not Open Content: A Couple of Characters, and A Couple of
Characters Logo, but excluding any content that is Product Identity of Wizards of the Coast.

Druid Circle of the Broken is Copyright © 2022 A Couple of Characters.

Reference in non-Open Game Content (thus not covered by the Open Game License) in this work to
content owned by others is not a challenge to their ownership and is under Fair Use.

Nothing within the Druid Circle of the Broken may be added to sites such as D&D Beyond, or homebrew
websites, absolutely no exceptions.

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" Not
for resale. Permission granted to print or photocopy this document for personal use only. System
Reference Document 5.1 2 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, nonexclusive 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.

15. COPYRIGHT NOTICE Open Game License v 1.0a Copyright 2000, Wizards of the Coast, LLC. 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.
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