
Animal Companion

STR DEX CON INT WIS CHA

SKILLS

CMB

NAME TYPE

SIZE INITIATIVE

ATTACKS

DAMAGEATTACK BONUSWEAPON CRITICAL

DAMAGEATTACK BONUSWEAPON CRITICAL

DAMAGEATTACK BONUSWEAPON CRITICAL

SAVING THROWS

FORTITUDE (CON)
Good c   Poor c

REFLEX (DEX)
Good c   Poor c

WILL (WIS)
Good c   Poor c

CMD

SPEED

Total Hit Points

Wounds/Current HP

Energy Resistance

DR

SPECIAL ABILITIES

FEATS

AC
TOTAL

= 10 +

natural
armor

size
modifier

dex
modifier

misc.
modifier

Touch AC

Flat Footed ACmisc.
modifier

CONCENTRATION

MISC.
MODIFIER

TOTAL
BONUS

WISDOM
MODIFIER

CASTER
LEVEL

Druid Spells Prepared
CASTER LEVEL and RANGES

SHORT RANGE 
25 ft + 5 ft/2 lvls

MEDIUM RANGE 
100 ft + 10 ft lvl

LONG RANGE 
400 ft + 40 ft lvl

CASTER LEVEL

Metamagic Feats
level

adjustment
feat
name

Potions/Scrolls/Wands

Druid Abilities
Nature Bond

Domain

8th level spells

bonus
spells

spells  per
day

spell save 
DC

modifiers

spells used

9th level spells

bonus
spells

spells  per
day

spell save 
DC

modifiers

spells used

7th level spells

bonus
spells

spells  per
day

spell save 
DC

modifiers

spells used

5th level spells

bonus
spells

spells  per
day

spell save 
DC

modifiers

spells used

6th level spells

bonus
spells

spells  per
day

spell save 
DC

modifiers

spells used

4th level spells

bonus
spells

spells  per
day

spell save 
DC

modifiers

spells used

2nd level spells

bonus
spells

spells  per
day

spell save 
DC

modifiers

spells used

3rd level spells

bonus
spells

spells  per
day

spell save 
DC

modifiers

spells used

1st level spells

bonus
spells

spells  per
day

spell save 
DC

modifiers

spells used

0 level spells

spell save 
DC

modifiers

DOMAIN SPELL DOMAIN SPELL DOMAIN SPELL

DOMAIN SPELL DOMAIN SPELL DOMAIN SPELL

DOMAIN SPELL DOMAIN SPELL DOMAIN SPELL

Nature Sense +2 bonus on Knowledge (nature) and 
Survival checks

Woodland Stride Starting at 2nd level, a druid may move 
through any sort of undergrowth (such as 

natural thorns, briars, overgrown areas, and similar terrain) at her normal speed and 
without taking damage or suffering any other impairment. Thorns, briars, and 
overgrown areas that have been magically manipulated to impede motion, however, still 
affect her.

Trackless Step Starting at 3rd level, a druid leaves no trail 
in natural surroundings and cannot be 

tracked. She may choose to leave a trail if so desired.

Starting at 4th level, a druid gains a +4 
bonus on saving throws against the spell-

like and supernatural abilities of fey. This bonus also applies to spells and effects that 
utilize or target plants, such as blight, entangle, spike growth, and warp wood.

Resist Nature’s Lure

This ability functions just like a Diplomacy 
check made to improve the attitude of a 

person. The druid rolls 1d20 and adds her druid level and her Charisma modifier to 
determine the wild empathy check result. The typical domestic animal has a starting 
attitude of indifferent, while wild animals are usually unfriendly. The druid and the 
animal must be within 30 feet of one another. Influencing an animal in this way takes at 
least 1 minute. A druid can also use this ability to influence a magical beast with an Int 
of 1 or 2, but at a –4 penalty.

Wild Empathy

At 9th level, a druid gains immunity to all 
poisons. Venom Immunity

At 13th level, a druid gains the ability to 
change her appearance at will, as if using 

the alter self spell, but only while in her normal form.
A Thousand Faces

After attaining 15th level, a druid no 
longer takes ability score penalties for 

aging and cannot be magically aged. Any penalties she may have already incurred, 
however, remain in place. Bonuses still accrue, and the druid still dies of old age when 
her time is up.

Timeless Body

Wild Shape
Uses per Day Times Used

 At 4th level, a druid gains the ability to turn herself into any Small or Medium animal and 
back again once per day. Her options for new forms include all creatures with the 
animal type. This ability functions like the beast shape I spell, except as noted here. 
The effect lasts for 1 hour per druid level, or until she changes back. Changing form 
(to animal or back) is a standard action and doesn't provoke an attack of opportunity. 
The form chosen must be that of an animal with which the druid is familiar. 

A druid loses her ability to speak while in animal form because she is limited to the sounds 
that a normal, untrained animal can make, but she can communicate normally with other 
animals of the same general grouping as her new form. (The normal sound a wild parrot 
makes is a squawk, so changing to this form does not permit speech.)

A druid can use this ability an additional time per day at 6th level and every two levels 
thereafter, for a total of eight times at 18th level. 
At 20th level, a druid can use wild shape at will.

At 6th level, a druid can also use wild shape to change into a Large or Tiny animal or a 
Small elemental. When taking the form of an animal, a druid's wild shape now functions 
as beast shape II. When taking the form of an elemental, the druid's wild shape functions 
as elemental body I.

At 8th level, a druid can also use wild shape to change into a Huge or Diminutive animal, a 
Medium elemental, or a Small or Medium plant creature. When taking the form of 
animals, a druid's wild shape now functions as beast shape III. When taking the form of an 
elemental, the druid's wild shape now functions as elemental body II. When taking the 
form of a plant creature, the druid's wild shape functions as plant shape I.

At 10th level, a druid can also use wild shape to change into a Large elemental or a Large 
plant creature. When taking the form of an elemental, the druid's wild shape now 
functions as elemental body III. When taking the form of a plant, the druid's wild shape 
now functions as plant shape II.

At 12th level, a druid can also use wild shape to change into a Huge elemental or a Huge 
plant creature. When taking the form of an elemental, the druid's wild shape now 
functions as elemental body IV. When taking the form of a plant, the druid's wild shape 
now functions as plant shape III.
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