Wild Shape

Animals for 8th Level Druid

APE

	 
	Large Animal

	Hit Dice:
	4d8+11 (29 hp)

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

	Armor Class:
	14 (–1 size, +2 Dex, +3 natural), touch 11, flat-footed 12

	Attack:
	Claws +7 melee (1d6+5)

	Full Attack:
	2 claws +7 melee (1d6+5) and bite +2 melee (1d6+2)

	Space/Reach:
	10 ft./10 ft.

	Abilities:
	Str 21/+5, Dex 15/+2, Con 14/+2, Int 2/-4, Wis 12/+1, Cha 7/-2

	Skills:
	Climb +8


These powerful omnivores resemble gorillas. An adult male ape is 5-1/2 to 6 feet tall and weighs 300 to 400 pounds.

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

BEAR, BROWN

	 
	Large Animal

	Hit Dice:
	6d8+24 (51 hp)

	Speed:
	40 ft. (8 squares)

	Armor Class:
	15 (–1 size, +1 Dex, +5 natural), touch 10, flat-footed 14

	Attack:
	Claw +11 melee (1d8+8)

	Full Attack:
	2 claws +11 melee (1d8+8) and bite +6 melee (2d6+4)

	Space/Reach:
	10 ft./5 ft.

	Special Attacks:
	Improved grab

	Abilities:
	Str 27/+8, Dex 13/+1, Con 19/+4, Int 2/-4, Wis 12/+1, Cha 6/-2

	Skills:
	Swim +4


These massive carnivores weigh more than 1,800 pounds and stand nearly 9 feet tall when they rear up on their hind legs. 

Improved Grab (Ex): To use this ability, a brown bear must hit with a claw attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity.

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

BEAR, POLAR

	 
	Large Animal

	Hit Dice:
	8d8+32 (68 hp)

	Speed:
	40 ft. (8 squares), swim 30 ft.

	Armor Class:
	15 (–1 size, +1 Dex, +5 natural), touch 10, flat-footed 14

	Attack:
	Claw +13 (1d8+8)

	Full Attack:
	2 claws +13 melee (1d8+8) and bite +8 melee (2d6+4)

	Space/Reach:
	10 ft./5 ft.

	Special Attacks:
	Improved grab

	Abilities:
	Str 27/+8, Dex 13/+1, Con 19/+4, Int 2/-4, Wis 12/+1, Cha 6/-2

	Skills:
	Hide +0*, Swim +8


These long, lean carnivores are slightly taller than brown bears.

Improved Grab (Ex): To use this ability, a polar bear must hit with a claw attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity.

Skills: A polar bear 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 polar bear’s white coat bestows a +12 racial bonus on Hide checks in snowy areas.

	
	Warhorse, Light

	
	Large Animal

	Hit Dice:
	3d8+9 (22 hp)

	Speed:
	60 ft. (12 squares)

	Armor Class:
	14 (–1 size, +1 Dex, +4 natural), touch 10, flat-footed 13

	Attack:
	Hoof +4 melee (1d4+3)

	Full Attack:
	2 hooves +4 melee (1d4+3) and bite –1 melee (1d3+1)

	Space/Reach:
	10 ft./5 ft.

	Abilities:
	Str 16/+3, Dex 13/+1, Con 17/+3, Int 2/-4, Wis 13/+1, Cha 6/-2


MANTA RAY

	 
	Large Animal (Aquatic)

	Hit Dice:
	4d8 (18 hp)

	Speed:
	Swim 30 ft. (6 squares)

	Armor Class:
	12 (–1 size, +3 natural), touch 9, flat-footed 12

	Attack:
	Ram –1 melee* (1d6+1)

	Full Attack:
	Ram –1 melee* (1d6+1)

	Space/Reach:
	10 ft./5 ft.

	Abilities:
	Str 15/+2, Dex 11/+0, Con 10/+0, Int 1/-5, Wis 12/+1, Cha 2/-4

	Skills:
	Swim +8


They filter plankton and similar small organisms from the water through their gaping, toothless maws.

Skills: A manta ray 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.

TIGER

	 
	Large Animal

	Hit Dice:
	6d8+18 (45 hp)

	Speed:
	40 ft. (8 squares)

	Armor Class:
	14 (–1 size, +2 Dex, +3 natural), touch 11, flat-footed 12

	Attack:
	Claw +9 melee (1d8+6)

	Full Attack:
	2 claws +9 melee (1d8+6) and bite +4 melee (2d6+3)

	Space/Reach:
	10 ft./5 ft.

	Special Attacks:
	Improved grab, pounce, rake 1d8+3

	Abilities:
	Str 23/+6, Dex 15/+2, Con 17/+3, Int 2/-4, Wis 12/+1, Cha 6/-2

	Skills:
	Balance +4, Hide +4(8)*, Move Silently +4


These great cats stand more than 3 feet tall at the shoulder and are about 9 feet long. They weigh from 400 to 600 pounds.

Improved Grab (Ex): To use this ability, a tiger must hit with a claw or 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 rake.

Pounce (Ex): If a tiger charges a foe, it can make a full attack, including two rake attacks.

Rake (Ex): Attack bonus +9 melee, damage 1d8+3.

Skills: Tigers have a +4 racial bonus on Balance, Hide, and Move Silently checks. *In areas of tall grass or heavy undergrowth, the Hide bonus improves to +8.

DIRE BADGER

	 
	Medium Animal

	Hit Dice:
	3d8+15 (28 hp)

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

	Armor Class:
	16 (+3 Dex, +3 natural), touch 13, flat-footed 13

	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 17/+3, Con 19/+4, Int 2/-4, Wis 12/+1, Cha 10/+0

	Feats:
	TrackB


They cannot burrow into solid rock, but can move through just about any material softer than that. A dire badger usually leaves behind a usable tunnel 5 feet in diameter when burrowing unless the material it’s moving through is very loose.

A dire badger is from 5 to 7 feet in length and can weigh up to 500 pounds.

Rage (Ex): A dire badger 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 Strength, +4 Constitution, and –2 AC. The creature cannot end its rage voluntarily.

DIRE BAT

	 
	Large Animal

	Hit Dice:
	4d8+12 (30 hp)

	Speed:
	20 ft. (4 squares), fly 40 ft. (good)

	Armor Class:
	20 (–1 size, +6 Dex, +5 natural), touch 15, flat-footed 14

	Attack:
	Bite +5 melee (1d8+4)

	Full Attack:
	Bite +5 melee (1d8+4)

	Space/Reach:
	10 ft./5 ft.

	Abilities:
	Str 17/+3, Dex 22/+6, Con 17/+3, Int 2/-4, Wis 14/+2, Cha 6/-2


A dire bat has a wingspan of 15 feet and weighs about 200 pounds.

DIRE WOLF

	 
	Large Animal

	Hit Dice:
	6d8+18 (45 hp)

	Speed:
	50 ft. (10 squares)

	Armor Class:
	14 (–1 size, +2 Dex, +3 natural), touch 11, flat-footed 12

	Attack:
	Bite +11 melee (1d8+10)

	Full Attack:
	Bite +11 melee (1d8+10)

	Space/Reach:
	10 ft./5 ft.

	Special Attacks:
	Trip

	Abilities:
	Str 25/+7, Dex 15/+2, Con 17/+3, Int 2/-4, Wis 12/+1, Cha 10/+0

	Skills:
	Hide +2, Listen +2, Move Silently +2, Spot +2

	Feats:
	TrackB


Dire wolves are mottled gray or black, about 9 feet long and weighing some 800 pounds.

Trip (Ex): A dire wolf that hits with a bite attack can attempt to trip its opponent (+11 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 dire wolf.

Skills: A dire wolf has a +2 racial bonus on Hide, Listen, Move Silently, and Spot checks. 

DIRE WOLVERINE

	 
	Large Animal

	Hit Dice:
	5d8+23 (45 hp)

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

	Armor Class:
	16 (–1 size, +3 Dex, +4 natural), touch 12, flat-footed 13

	Attack:
	Claw +8 melee (1d6+6)

	Full Attack:
	2 claws +8 melee (1d6+6) and bite +3 melee (1d8+3)

	Space/Reach:
	10 ft./5 ft.

	Special Attacks:
	Rage

	Abilities:
	Str 22/+6, Dex 17/+3, Con 19/+4, Int 2/-4, Wis 12/+1, Cha 10/+0

	Skills:
	Climb +8

	Feats:
	TrackB


Dire wolverines grow to about 12 feet in length and can weigh as much as 2,000 pounds.

Rage (Ex): A dire 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. An enraged dire wolverine gains +4 Strength, +4 Constitution, and –2 AC. The creature cannot end its rage voluntarily.

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

