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Melee Hit Bonus

Missile Hit Bonus

Armor Class Saving Throw 

Melee To-Hit Bonus:
Melee Damage Bonus:
Open Doors:
Missile To-Hit Bonus:
Armor Class Bonus:
Hit Point Bonus:
Additional Languages:
Bonus 1st level Magic-User Spell: 
Bonus 1st level Cleric Spell:  
Maximum Hirelings:
Loyalty:
Reaction Bonus/Penalty:
Saving Throw: 
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Spells Race & Class Features 

Equipment & Magic Items 

Misc. & Notes 

Experience 

Next Level:__________ 

Wealth 
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	Text23: 
	Text26: Shape Change (5th): At fifth level, the Druid can change shape into
the form of an animal. The animal’s size can range from that of a crow to that of a black bear (but not a huge bear such as a grizzly or polar bear). The druid can change into as many as three different animal forms per day – one from each category of reptile, mammal, and bird – but only once for each form within a single day. When the Druid shapeshifts, 50% of any lost hit points are cured in the transformation.

Extra d6 for WIS skill checks
	Text27: Level 1 
Cure Light Wounds 
Detect Chaos 
Speak w Animals
Light 
Protection from Chaos 
Purify Food and Drink

Level 2 
Bless 
Find Traps
Hold Person
Speak with Plants
Entangle

Level 3 
Cure Disease 
Light Continual 
Locate Object 
Remove Curse


	Text28: Forestry: __________
Druids are most at home in the wilderness, among the flora and
fauna of the world. His forestry ability may be used to track both humanoids and animals in natural environments. When in these natural environments, forestry may also be used to remain both unseen and silent. Finally, when a druid encounters a natural wild beast he may utilize this ability in an attempt to sooth and calm such an animal. To use the ability, the referee rolls 1d6. If the number rolled is equal to or below the druid's forestry ability, he has succeeded.
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