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Wild Shape: Bonus Action.
2/Day, recharge: 1/SR, all/LR.

Celestial Revelation: 1/LR, lasts
1 minute. Once per turn, deal 2
extra damage to one target you
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Radiance, Necrotic Shroud.

Celestial Revelation
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3) Necrotic Shroud: Non-allies
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(DC:10) or have Frightened
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AC: While in Wild Shape = 13 + Wis Mod (17) if higher than beast AC.
Temp HP: 3x Druid level worth = 9.

Game Stats: Retain creature type, HP, Hit Dice, Int, Wis, Cha, Class Features, Languages and Feats. Also skill and
save pro’s, and use primary Pro bonus for them. Gain Pro’s of new form. If Skill or Save mod is higher than mine,
use the higher one.

Spellcasting: No, but doesn’t break Concentration or otherwise interfere.

Wild Shape: Bonus action, “a number of hours equal to half Druid level, or until Wild Shape again (or are
unconscious/dead), or leave as a Bonus Action.

Tiger (Large) Shape 1
AC: 17 Init: +3 Str: 17 (+3), Dex 16 (+3), Con 14 (+2).
HP: 39 Speed: 40’

Skills: Perception +3, Stealth +7
Senses: Darkvision 60’, Pass Perception 13

Rend Attack: +5 (2d6+3) Slashing. If foe is Large or smaller, it has the Prone condition.
Bonus Actions: Nimble Escape, take the Disengage or Hide action.

Giant Spider (Large) Shape 2
AC:17 Init: +3 Str: 14 (+2), Dex 16 (+3), Con 12 (+1).
HP: 39 Speed: 30’, Climb 30’.

Skills: Perception +4, Stealth +7
Senses: Darkvision 60’°, Pass Perception 14

Spider Climb: Climb difficult surfaces, including along ceiling, without needing to make an ability check.
Web Walker: Ignores movement restrictions caused by webs, and know location of any creature in contact with the
same web

Bite Attack: +5 (1d8+3 Piercing +2d6 Poison.)

Web: Recharge 5-6, Dex Save DC 13, one visible creature within 60’. Failure: Target has Restrained condition. Web
AC 10, HP 5, Vulnerable to Fire, Immune to Poison and Psychic.

Giant Octopus (Large) Shape 3
AC: 17 Init: +1 Str: 17 (+3), Dex 13 (+1), Con 13 (+1).
HP: 39 Speed: 10’°, Swim 60°.

Skills: Perception +4, Stealth +5
Senses: Darkvision 60’, Pass Perception 14
Water Breathing: Can only breathe underwater. Can hold breath for 1 hour outside water.

Tentacle Attack: Reach 10’, +5 (2d6+3 Bludgeoning). If target is Medium or smaller, it has Grappled condition
(Escape DC 13). While Grappled, also has Restrained condition.

Reaction
Ink Cloud 1/Day. If damaged underwater, release ink that fills 10-ft cube centered on me, and move upto Swim
Speed. The cube is Heavily Obscured for 1 minute, or until a strong current disperse the ink.



Cloud Rat (Tiny) Shape 4
AC: 17 Init: +0 Str: 2 (-4), Dex 11 (+0), Con 9 (-1).
HP: 39 Speed: 20’, Climb 20’.

Skills: Perception +2
Senses: Darkvision 30’, Pass Perception 12

Agile: Doesn’t provoke Opportunity Attack when moving out of an enemy’s reach.

Bite Attack: +2 (1 Piercing).



	DFT4 Aasimar Druid_WithWildshapeForms
	Front (shrink)
	Rear (shrink)
	CS 2024 v2 REAR.pdf


	DFT4 Druid Wild Shapes

	Name: 
	Background: Farmer
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	Features: 
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	0: Wild Shape: Bonus Action. 2/Day, recharge: 1/SR, all/LR. 

Celestial Revelation: 1/LR, lasts 1 minute. Once per turn, deal 2 extra damage to one target you damage with attack or spell. And one of the following effects: Heavenly Wings, Inner Radiance, Necrotic Shroud.


	1: Celestial Revelation
1) Heavenly Wings: Fly speed = Speed.

2) Inner Radiance: Light 20', creatures within 10' take 2 Radiant dmg at end of my turn.

3) Necrotic Shroud: Non-allies within 10' Charisma save (DC:10) or have Frightened condition until end of my next turn.
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	0: Celestial Resistance: Resistance to Necrotic and Radiant damage.

Darkvision: 60'

Healing Hands: Magic Action to heal 2d4. 1/LR.

Light Bearer: Know Light cantrip.
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	2: 
	3: Concentration 
-You can only Concentrate on 1 spell or effect at a time.
-If you take damage, you must succeed on a Con saving throw. The DC equals 10 or half the damage taken (round down), whichever number is higher.
-Becoming Incapacitated or Dying ends any Concentration.
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