Wild Shape

Animals for 5th Level Druid

BEAR, BLACK

	 
	Medium Animal

	Hit Dice:
	3d8+6 (19 hp)

	Speed:
	40 ft. (8 squares)

	Armor Class:
	13 (+1 Dex, +2 natural), touch 11, flat-footed 12

	Attack:
	Claw +6 melee (1d4+4)

	Full Attack:
	2 claws +6 melee (1d4+4) and bite +1 melee (1d6+2)

	Space/Reach:
	5 ft./5 ft.

	Abilities:
	Str 19/+4, Dex 13/+1, Con 15/+2, Int 2/-4, Wis 12/+1, Cha 6/-2

	Skills:
	Swim +4


Black bears can be pure black, blond, or cinnamon in color and are rarely more than 5 feet long.

Skills: A black bear has a +4 racial bonus on Swim checks.

BOAR

	 
	Medium Animal

	Hit Dice:
	3d8+12 (25 hp)

	Speed:
	40 ft. (8 squares)

	Armor Class:
	16 (+6 natural), touch 10, flat-footed 16

	Attack:
	Gore +4 melee (1d8+3)

	Full Attack:
	Gore +4 melee (1d8+3)

	Space/Reach:
	5 ft./5 ft.

	Special Attacks:
	Ferocity

	Abilities:
	Str 15/+2, Dex 10/+0, Con 17/+3, Int 2/-4, Wis 13/+1, Cha 4/-3


Though not carnivores, these wild swine are bad-tempered and usually charge anyone who disturbs them. A boar is covered in coarse, grayish-black fur. Adult males are about 4 feet long and 3 feet high at the shoulder.

Ferocity (Ex): A boar is such a tenacious combatant that it continues to fight without penalty even while disabled or dying.

CROCODILE

	 
	Medium Animal

	Hit Dice:
	3d8+9 (22 hp)

	Speed:
	20 ft. (4 squares), swim 30 ft.

	Armor Class:
	15 (+1 Dex, +4 natural), touch 11, flat-footed 14

	Attack:
	Bite +6 melee (1d8+6) or tail slap +6 melee (1d12+6)

	Full Attack:
	Bite +6 melee (1d8+6) or tail slap +6 melee (1d12+6)

	Space/Reach:
	5 ft./5 ft.

	Special Attacks:
	Improved grab

	Abilities:
	Str 19/+4, Dex 12/+1, Con 17/+3, Int 1/-5, Wis 12/+1, Cha 2/-4

	Skills:
	Hide +4*, Swim +8


Crocodiles are aggressive predators 11 to 12 feet long. 
Improved Grab (Ex): To use this ability, a crocodile must hit with its bite attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it wins the grapple check, the crocodile establishes a hold on the opponent with its mouth and drags it into deep water, attempting to pin it to the bottom.

Skills: A crocodile has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard. It can always choose to take 10 on a Swim check, even if distracted or endangered. It can use the run action while swimming, provided it swims in a straight line. *A crocodile gains a +4 racial bonus on Hide checks when in the water. Further, a crocodile can lie in the water with only its eyes and nostrils showing, gaining a +10 cover bonus on Hide checks.

EAGLE

	 
	Small Animal

	Hit Dice:
	1d8+1 (5 hp)

	Speed:
	10 ft. (2 squares), fly 80 ft. (average)

	Armor Class:
	14 (+1 size, +2 Dex, +1 natural), touch 13, flat-footed 12

	Attack:
	Talons +3 melee (1d4)

	Full Attack:
	2 talons +3 melee (1d4) and bite –2 melee (1d4)

	Space/Reach:
	5 ft./5 ft.

	Abilities:
	Str 10/+0, Dex 15/+2, Con 12/+1, Int 2/-4, Wis 14/+2, Cha 6/-2

	Skills:
	Spot +8


These birds of prey inhabit nearly every terrain and climate, though they all prefer high, secluded nesting spots.

A typical eagle is about 3 feet long and has a wingspan of about 7 feet. The statistics presented here can describe any similar-sized, diurnal bird of prey.

Skills: Eagles have a +8 racial bonus on Spot checks.

Constrictor Snake

	 
	Medium Animal

	Hit Dice:
	3d8+6 (19 hp)

	Speed:
	20 ft. (4 squares), climb 20 ft., swim 20 ft.

	Armor Class:
	15 (+3 Dex, +2 natural), touch 13, flat-footed 12

	Attack:
	Bite +5 melee (1d3+4)

	Full Attack:
	Bite +5 melee (1d3+4)

	Space/Reach:
	5 ft./5 ft.

	Special Attacks:
	Constrict 1d3+4, improved grab

	Abilities:
	Str 17/+3, Dex 17/+3, Con 13/+1, Int 1/-5, Wis 12/+1, Cha 2/-4

	Skills:
	Balance +8, Climb +8, Hide +4, Listen +4, Spot +4, Swim +8


Constrict (Ex): On a successful grapple check, a constrictor snake deals 1d3+4 points of damage.

Improved Grab (Ex): To use this ability, a constrictor snake must hit with its bite attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it wins the grapple check, it establishes a hold and can constrict.

Skills: Snakes have a +4 racial bonus on Hide, Listen, and Spot checks and a +8 racial bonus on Balance and Climb checks. A snake can always choose to take 10 on a Climb check, even if rushed or threatened. Snakes use either their Strength modifier or Dexterity modifier for Climb checks, whichever is higher. A snake has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard. It can always choose to take 10 on a Swim check, even if distracted or endangered. It can use the run action while swimming, provided it swims in a straight line.

OWL

	 
	Tiny Animal

	Hit Dice:
	1d8 (4 hp)

	Speed:
	10 ft. (2 squares), fly 40 ft. (average)

	Armor Class:
	17 (+2 size, +3 Dex, +2 natural), touch 15, flat-footed 14

	Attack:
	Talons +5 melee (1d4–3)

	Full Attack:
	Talons +5 melee (1d4–3)

	Space/Reach:
	2-1/2 ft./0 ft.

	Abilities:
	Str 4/-3, Dex 17/+3, Con 10/+0, Int 2/-4, Wis 14/+2, Cha 4/-3

	Skills:
	Listen +8, Move Silently +14, Spot +0*

	Feats:
	Weapon FinesseB

	Advancement:
	2 HD (Small)


The statistics presented here describe nocturnal birds of prey from 1 to 2 feet long, with wingspans up to 6 feet. They combine both talons into a single attack.

Skills: Owls have a +8 racial bonus on Listen checks and a +14 racial bonus on Move Silently checks. *They have a +8 racial bonus on Spot checks in areas of shadowy illumination.

WOLF

	 
	Medium Animal

	Hit Dice:
	2d8+4 (13 hp)

	Speed:
	50 ft. (10 squares)

	Armor Class:
	14 (+2 Dex, +2 natural), touch 12, flat-footed 12

	Attack:
	Bite +3 melee (1d6+1)

	Full Attack:
	Bite +3 melee (1d6+1)

	Space/Reach:
	5 ft./5 ft.

	Special Attacks:
	Trip

	Abilities:
	Str 13/+1, Dex 15/+2, Con 15/+2, Int 2/-4, Wis 12/+1, Cha 6/-2

	Skills:
	Survival +0*

	Feats:
	TrackB


Trip (Ex): A wolf that hits with a bite attack can attempt to trip the opponent (+1 check modifier) as a free action without making a touch attack or provoking an attack of opportunity. If the attempt fails, the opponent cannot react to trip the wolf. 

Skills: *Wolves have a +4 racial bonus on Survival checks when tracking by scent.

WOLVERINE

	 
	Medium Animal

	Hit Dice:
	3d8+15 (28 hp)

	Speed:
	30 ft. (6 squares), burrow 10 ft., climb 10 ft.

	Armor Class:
	14 (+2 Dex, +2 natural), touch 12, flat-footed 12

	Attack:
	Claw +4 melee (1d4+2)

	Full Attack:
	2 claws +4 melee (1d4+2) and bite –1 melee (1d6+1)

	Space/Reach:
	5 ft./5 ft.

	Special Attacks:
	Rage

	Abilities:
	Str 14/+2, Dex 15/+2, Con 19/+4, Int 2/-4, Wis 12/+1, Cha 10/+0

	Skills:
	Climb +8

	Feats:
	TrackB


Rage (Ex): A wolverine that takes damage in combat flies into a berserk rage on its next turn, clawing and biting madly until either it or its opponent is dead. It gains +4 to Strength, +4 to Constitution, and –2 to Armor Class. The creature cannot end its rage voluntarily.

Skills: Wolverines have a +8 racial bonus on Climb checks and can always choose to take 10 on Climb checks, even if rushed or threatened.

DIRE WEASEL

	 
	Medium Animal

	Hit Dice:
	3d8 (13 hp)

	Speed:
	40 ft. (8 squares)

	Armor Class:
	16 (+4 Dex, +2 natural), touch 14, flat-footed 12

	Attack:
	Bite +6 melee (1d6+3)

	Full Attack:
	Bite +6 melee (1d6+3)

	Space/Reach:
	5 ft./5 ft.

	Special Attacks:
	Attach, blood drain

	Abilities:
	Str 14/+2, Dex 19/+4, Con 10/+0, Int 2/-4, Wis 12/+1, Cha 11/+0

	Feats:
	Weapon FinesseB


Dire weasels grow to be up to 10 feet long and can reach a weight of 700 pounds.

Attach (Ex): A dire weasel that hits with its bite attack latches onto the opponent’s body with its powerful jaws. An attached dire weasel loses its Dexterity bonus to AC and thus has an AC of 12. An attached dire weasel can be struck with a weapon or grappled itself. To remove an attached dire weasel through grappling, the opponent must achieve a pin against the creature.

Blood Drain (Ex): A dire weasel drains blood for 1d4 points of Constitution damage each round it remains attached.

