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“I am the seeker. I am the stalker. I am the storm.”

CLASS TRAITS

Role: Controller. Your beast form gives you access to
powers that provide control at close range, while
your humanoid form allows you to hinder your
opponents from a distance. Depending on your
choice of class features and powers, you might lean
toward either leader or striker as a secondary role.

Power Source: Primal. You have gained your powers
through a careful study of and communion with the
natural world.

Key Abilities: Wisdom, Dexterity, Constitution

Armor Proficiencies: Cloth, leather, hide

Weapon Proficiencies: Simple melee, simple ranged
Implements: Staffs, totems

Bonus to Defense: +1 Reflex, +1 Will

Hit Points at 1st Level: 12 + Constitution score
Hit Points per Level Gained: 5
Healing Surges per Day: 7 + Constitution modifier

Trained Skills: Nature. From the class skills list below,
choose three more trained skills at Tst level.
Class Skills: Arcana (Int), Athletics (Str), Diplomacy
(Cha), Endurance (Con), Heal (Wis), History (Int),
Insight (Wis), Nature (Wis), Perception (Wis)

Class Features: Balance of Nature, Primal Aspect,
Ritual Casting, wild shape

Secretive and enigmatic, druids call the wilderness
their home. They are capable of running with a wolf
pack, speaking with the most ancient trees, and
watching thunderstorms from atop the clouds them-
selves. They regard challenges as tests, both of their
fitness and of their connection with the wild places
of the world. And though many druids project an out-
ward calm, they have the cunning of the beast and
the fury of the storm.

Whether you were born to the wilds or retreated
from civilization, whether you chose your path or
answered a call that whispered in your heart, you
share a bond with the primal spirits of nature. You
are neither their servant nor their master, but winds,
trees, and beasts heed your words, for they recognize
you as kin.

Call to the spirits, and they will entangle your foes
or smite your enemies with the storm. Unleash your
own spirit, and you will become the Primal Beast,
uncaged and untamed.
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Druibp CLASS FEATURES

Druids have the following class features.

BALANCE OF NATURE

Some druids favor being in beast form, while others
prefer being in humanoid form. However, just as
druids seek balance in the world between divine and
primordial forces, druids pursue balance within their
own minds and bodies.

You begin with three at-will attack powers.
Throughout your career, at least one of those powers,
and no more than two, must have the beast form key-
word. By this means, you have access to useful attacks
in either beast form or humanoid form.

PRIMAL ASPECT

Druidic lore speaks of the Primal Beast, the first
spirit of the world’s noble predators. A formless thing
of shadows, fur, feathers, and claws, this creature
appears in many druids’ visions, and they speak of
channeling the Primal Beast when using their wild
shape and beast form powers. As a druid, you choose
which aspect of the Primal Beast you most strongly
manifest with your powers.

Choose one of these options. Your choice provides
bonuses to certain druid powers, as detailed in those
powers.

Primal Guardian: While you are not wearing
heavy armor, you can use your Constitution modifier
in place of your Dexterity or Intelligence modifier to
determine your AC.

Primal Predator: While you are not wearing
heavy armor, you gain a +1 bonus to your speed.

RiITUAL CASTING
You gain the Ritual Caster feat as a bonus feat, allow-
ing you to use magical rituals. You own a ritual book,
and it contains two rituals of your choice that you
have mastered: Animal Messenger (Player’s Handbook,
page 300) and another 1st-level ritual.

Once per day, you can use Animal Messenger
without expending components.

WILD SHAPE

As a druid, you have the ability to channel the primal
energy of beasts into your physical form and trans-
form into a beast. You have an at-will power, wild
shape, that allows you to assume the form of a beast,
and many druid powers have the beast form keyword
(page 219) and therefore can be used only while you
are in beast form.

The wild shape power lets you assume a form of
your size that resembles a natural or a fey beast,
usually a four-legged mammalian predator such
as a bear, a boar, a panther, a wolf, or a wolverine.
Your beast form might also be an indistinct shape

of shadowy fur and claws, an incarnation of the
Primal Beast of which all earthly beasts are fractured
images. You choose a specific form whenever you use
wild shape, and that form has no effect on your game
statistics or movement modes.

Your choice of Primal Aspect might suggest a
specific form you prefer to assume, and certain beast
form powers specify changes to your form when you
use them. You might also resemble a more exotic
beast when you're in beast form: a reptile such as a
rage drake or a crocodile, or a fantastic beast such as
an owlbear or a bulette.

IMPLEMENTS

Druids employ staffs and totems as a means of focus-
ing their primal energy. When you wield a magic
staff or a magic totem, you can add its enhancement
bonus to the attack rolls and the damage rolls of
druid powers and druid paragon path powers that
have the implement keyword. Without an implement,
you can still use these powers.

CREATING A DRrRuID

Druids rely on Wisdom, Dexterity, and Constitution
for their powers. You can choose any powers you like,
but many druids choose powers that complement
their choice of Primal Aspect.

GUARDIAN DRuUID

As a guardian druid, you are a protector of the land
and those who rely on it. Yours is the magic of earth,
forest, and sky, the enduring aspects of nature that
outlive any mortal tyrant. Your powers incline you
toward leader as a secondary role. Wisdom should be
your highest ability score, since your attack powers
rely on it, but make Constitution your second-best

DRUID OVERVIEW

Characteristics: You combine a number of potent
ranged and area powers with the ability to take beast
form and bring the fight directly to your foes. Depending
on the powers you choose, you can spend more combat
time in beast form or more in your humanoid form.

Religion: Most druids do not worship the gods of the
Astral Sea, instead orienting their lives and beliefs around
the primal spirits of nature. It might be misleading to call
their relationship with these spirits worship, but druids
invoke the spirits in times of passage, implore them for
aid, and appease them with offerings of burned food or
spilled blood.

Races: Elves and razorclaw shifters make excellent
predator druids, combining native insight and attunement
to nature with grace and agility. Dwarves excel as guardian
druids; goliath and human druids often follow that path
as well.
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