This guide assumes you are using a level 99 Druid.
 

Items:
 

Tyrael's Might Sacred Armour +1 socket from act five quest 1, put a Dol rune into the socket
Cerebus Blood Spirit Helm +1 socket from act five quest 1, put a Dol rune into that socket also
Metalgrid Amulet
Constricting Ring Ring
Manald Heal Ring
Verdugo's Hearty Cord Mithril Coil
Dracul's Grasp Vampirebone Gloves
Sandstorm Trek Scarabshell Boots
A 6 socketed Colossus Blade made into a Breath Of The Dying
Annihilus Small Charm (if you can get it)
plus any charms that add elemental damage or to druid skills
 

The two Dol runes are to replenish the life that the Constricting Ring Ring drains while youre wearing it, with all these items on you will be GAINING life still even though that ring has a -30 life drain on it
 

You will also have 90 to all resistances, which is the reason behind most of the items having life regeneration
 

if you cant get your hands on a 6 socketed two handed weapon what you are looking for until you do is any weapon that does a lot of two handed damage and has a fast attack speed ;)
 

The armour has many great advantages on it including cannot be frozen and slain monsters rest in peace, it also has NO requirements and is indestructible
 

the rest of the gear should be self explainatory, though feel free to mess with the mix, no one is perfect and im sure someone can come up with a better combo :)
 

Skills:
 

Werewolf: 20
Lycanthropy: 20
Fury: 20
Summon Dire Wolf: 20
Summon Grizzly: 20
Summon Spirit Wolf: 6
The Pre-requisits for all of the above get just 1
 

ok, the idea behind using this druid is simple, summon a grizzly, turn into a werewolf and then beat into the enemy using fury :)
 

you can also summon up to 4 Dire Wolves instead of the grizzly, completely your choice
 

Stats:
 

Strength: 240
Dexterity: 230
Vitality: 95
Energy: 20
 

these have a small amount of wriggle room, but not much
 

Mercenary:
 

In the expansion mercenaries became much better and have been getting even stronger in subsequent patch releases... so here is an excellent combo for a mercenary for this particular Druid build
 

you will want to hire a Hell Difficulty Act II Defensive mercenary for the obvious fact it gives you defiance aura which will give you a much higher defense rating
 

outfit your mercenary with the following items...
 

Vampire Gaze Grim Helm +1 socket from Act five quest 1 (that uses up the last of the three opportunities you get for adding sockets if you have completed the game on hell difficulty) then put an Um rune into it to add to his resistances
Any high defense 4 socketed armour then make the armour into Bramble for the simple fact that runeword gives your mercenary a second aura of thorns which comes in handy too
Any high damage 5 socketed polearm then make it a Doom runeword because that adds a third aura of Holy Freeze which will make most of your enemies sitting ducks for your attacks
 

this mercenary will be outputting three high level auras... one that gives you more defense which is essential for a Druid because they have no defense rating skills, one that reflects damage done to you back to your enemies, and one that freezes all enemies except those immune to cold :)
 

My Results:
 

these results are while in werewolf with some charms adding elemental damage and all the gear described above, also i have the mercenary described above with his three auras in action
 

Strength: 350
Dexterity: 280
Vitality: 200
Energy: 70
 

Fury Damage: 4933-9172
Fury Attack Rating: 15857
Defense Rating: 9360
 

Life: 1381
 

All Resistances: 90
 

Conclusion:
 

the only real weaknesses this Druid build have are Iron Maiden, which will not kill him, though it will take him out of werewolf form, and mana burn... Fury requires mana and if you get it all burnt out of you you cannot attack leaving you very open, you depend on being able to attack to leech life from your enemies.
 

this druid build can easilly kill Baal with or without his mercenary
 

have fun :)
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