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aspect of them. As he grew up, his fair skin darkened, 

he grew slightly larger incisors (fangs), his hair turned 

dark as obsidian and grew thick on his head and muscled 

neck. The elders knew it was only a matter of time before 

Black Paw would undergo a full shift. And that he did, a 

story that is to this day told only in small circles within 

a single elder barbarian tribe. They knew Black Paw was 

born to be a warrior, however, they saw he was also deeply 

connected to the natural world and interested in learning 

and mastering certain spells derived from it. He  uses this 

magic to enhance his ability to emulate the leopard.

Word got out about this young, strong, athletic Longtooth 

shifter. His tribe, comprised of 20 Totem Warrior 

barbarians and some druids, saw Black Paw as special, 

a unique shifter who had the physical attributes any 

Barbarian tribe could value; part man, part beast, and a 

user of beastial magic. Black Paw’s life changed after his 

very first shift. While shifted into his beastial aspect of a 

Leopard, he feels more powerful, athletic and enfused with 

a type of primal agression. When both raging and shifted, 

Black Paw may actually try to bite the throat from his 

opponents neck in a display of pure animalistic violence 

that is typically only seen in wild animals. This is not evil, 

rather it is beastial and even instinctual. At times Black 

Paw cannot control this.

Black Paw can both Rage and Shift, combining the 

abilities of each. This is obviously unusual for a character 

that is also a druid. There is a great deal of flavor to work 

with here. He is an agressive, strong, and at times violent 

warrior, and as a druid he focuses intensly on the wild 

kingdom and his yearning to embody it. Leopards and 

feline beasts are a core aspect of this character as they are 

literally part of his own being, heritage and identity.

When Black Paw casts Speak with Animals or Beasts 

Sense as a ritual, he uses a tribal totem that is similiar to 

a black leather bracelet. Attached to it is a large, black cat 

fang. Fastened to the fang are one white and two black 

eagle feathers.

The power to leap like a Dire Leopard

While Raging, and with Jump casted on himself, his 

maximum long jump becomes a staggering 81 ft. for 

1-minute (if you’re 6’, 6” tall). While you may not use the 

Jumping feature very often, why not set this up before 

battle knowing you have such a chance to shine when 

the opportunity does arise? Being able to jump 81ft. for 

1-minute brings potential if used in thoughtful ways.

Black Paw
To understand the flavor of this build it’s important to 

consider the nature of how druidic magic was applied to 

it and why. Black Paw is an unusual druid from a sense 

that his connection with nature exists through that of 

wild beasts, in particular, black Leopards. This wild feline 

beast is Black Paw’s own beastial lineage, a subtle form 

of which he takes on when he shifts.  He is strong and 

ferocious in combat, yet within his clan he also plays the 

role of a druid, which they consider a “beast shaman.” 

The core use of his druidic magic mostly involves beasts 

or aspects of their abilities. For example, Black Paw would 

rather use spells to improve his athletics, jumping and 

beastial magic then use spells that cause damage or evoke 

other forms of nature. In-fact, the only damage causing 

spell this build has is the cantrip, Create Bonfire. 

What’s unique about the build is that it allows you to stay 

focused on your barbarian and strength-based abilities 

and actions, while leveraging druidic (shaman) magic to 

even further improve it through your movement, athletics 

and senses, in addition to the other spells in this build. 

 

Leopards and other great cats

Black Paw is both spiritually and genetically linked to 

these wild beasts. He bonded at a very young age with the 

wild black leopards and other great cats of his lands. At 

age 7 he was given the name, “Black Paw” by his elders. 

Local clans knew he was a Long-Tooth shifter as the 

more he engaged with these creatures the more his own 

physical features changed, or “shifted”, into a beastial 
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Black Paw
Medium Shifter
Armor Class: 16 (Furs/Hide)
Hit Points: 189
Speed: 40’

Barbarian 12  (Path of the Totem Warrior) 
Druid 6 (Circle of the Moon)

Saving Throws  WIS +7, CON +4, STR +3
Skills  athletics +9, acrobatics +8,  stealth +8, survival +7
Special: wild shape + shifting 2/long rest
Damage Resistances  none
Senses  darkvision, passive perception 11
Languages  common, druidic, dwarvish, giant 

S           D            C            I           W         CHA
17(+3)    14(+2)   18(+4)     8(-1)    12(+1)      10(+0)

Great Weapon Master (Feat): On your turn, when you score a 
critical hit with a melee weapon or reduce a creature to 0 HP 
with one, you can make one melee weapon attack as a bonus 
action. Before you make a melee attack with a heavy weapon 
that you are proficient with, you can choose to take a -5 penalty 
to the attack roll to add +10 to the attack’s damage.

Savage Attacker (Feat): Once per turn when you roll damage 
for a melee weapon attack, you can reroll the weapon’s 
damage dice and use either total.

Fast Movement: Your speed increases by 10 ft. while you aren’t 
wearing heavy armor.

Feral Instinct: You have advantage on initiative rolls. Also, 
if you are surprised at the beginning of combat but not 
incapacitated, you can act normally on your first turn if you 
enter a rage before doing anything else. 
 
Brutal Critical: You can roll one additional weapon damage 
die when determining the extra damage for a critical hit with a 
melee attack.

Relentless Rage: If you drop to 0 hit points while you’re raging 
and don’t die, you can make a DC 10 CON saving throw. If you 
succeed, you drop to 1 hit point instead.

Shifting:  Once per short rest as a bonus action, you can 
assume a more bestial appearance. This transformation lasts 
for 1 minute, until you die, or until you revert to your normal 
appearance as a bonus action. When you shift, you gain +22 
temp HP, and you gain the Longtooth Strike (below) as a 
bonus action melee attack.

Wild Shape (3 Hours): As an action, you can magically assume 
the shape of a beast (CR2) that you have seen before twice per 
short rest. The beast of choice is a Sabertooth Leopard. (Note 
it’s the same stats and CR as the Sabertooth Tiger)

Combat Wild Shape (3 Hours): You can use Wild Shape as a 
bonus action and you can use a bonus action to expend one 
spell slot to regain 1d8 HP per level of the spell slot expended.

Actions:

Multiattack: Black Paw makes two attacks with his +1 Glaive, 
and can make a bonus attack with Longtooth Strike

Longtooth Strike (shifted): Bonus Action Melee Weapon Attack: 
+9 to hit, reach 5’, one target. Hit: (1d6 + 3) piercing damage

+1 Glaive: Melee Weapon Attack: +10 to hit, reach 10’, one 
target. Hit: (1d10 +4) slashing damage 

Spellcasting: Black Paw’s spellcasting ability is WIsdom (spell 
save DC 15, +1 to hit with spell attacks). Black Paw has the  
following druid spells prepared:

Cantrips (at will): create bonfire, druidcraft, resistance
1st level: (4 slots) absorb elements, beast bond, jump, 
longstrider, speak with animals 
2nd level: (3 slots) beast sense, find traps
3rd level: (3 slots) conjure animals, water breathing 
Ritual: commune with nature

Rage (+3 rage damage) (5/long rest): As a bonus action, you enter 
a rage for up to 1 minute (10 rounds). You gain advantage on 
STR checks and saving throws (not attacks), +3 melee damage 
with STR weapons, resistance to bludgeoning, piercing, slashing 
damage. You can’t cast or concentrate on spells while raging.

Reckless Attack: When you make your first attack on your turn, 
you can decide to attack recklessly, giving you advantage on 
melee weapon attack rolls using STR during this turn, but attack 
rolls against you have advantage until your next turn.

Danger Sense: You have advantage on DEX saving throws 
against effects that you can see while not blinded, deafened, or 
incapacitated.

Totem Spirit: (Acrobatics, Athletics) Black Leopard (Tiger). Note 
they are basically the same animal. 

Extra Attack: You can attack twice, instead of once, whenever you 
take the Attack action on your turn.



Glaive
Whip
Longbow
Quiver (40 arrows)
Dagger
Furs
Boots
Tunic
Leopard Fang Totem (Druidic focus)
Gloves (leather)
Pouch (leather)
Horn (drinking)
Lantern
Torches (6)
Net

Background Suggestions

Beast Shaman - Feline (custom background)
Proficiencies: Stealth, Arcana 

You are very loyal to your shifter tribe of hunter-fighters, 
barbarians and druids. Sharing kinship and protecting the 
tribe is of utmost importance. Your tribe is deeply connected 
to the wild cat beasts (leopards) of the land. This beast is 
a significant part of not only your heritage but also to your 
natural, beast-like self. You were chosen at a young age to raise 
and train the leopards, particularly the black leopards, to serve 
and protect your tribe, and to protect the livelihood of these 
great beasts. In order to protect your lands and lore, and grow 
stronger, beast masters possess an adventurous spirit that 
looks to harness the nature of the wild forests and mountains 
to build strength like the Leopard. 

Name Suggestions

Black Paw, Fangswounder, Fangmus, Moonblod, Jelkan, Krell, 
Heksnoor, Morgrin, Sith, Thornkrell 

Build Progession

Level 1-3: Barbarian 1-3
  • Proficiencies: Stealth, Arcana (Beast Shaman background)
  • Path: Path of the Totem Warrior
  • Totem Spirit: Tiger
Level 4: Barbarian 4
  • Ability Score Increase: CON, CON
Level 6, 7: Barbarian 7
  • Aspect of the Beast: Tiger (Acrobatics, Athletics)
Level 8, 9: Barbarian 9
  • Feat: Great Weapon Master
Level 10, 11: Druid 2
  • Circle: Circle of the Moon
Level 12,13: Druid 4 
  • Feat: (Savage Attacker)
Level 14,15,16: Barbarian 16
  • Ability Score Increase: STR, CON, or DEX
Level 17,18: Druid 6

Magic Item Suggestions

+1 Glaive
Bracers of Archery
Vicious Whip
Potion of Greater Healing (2)

Inventory Suggestions

Weapon Suggestions

Glaive (our recommendation)
A glaive is a great weapon for Great Weapon Masters. 
It’s reach is a nice plus. Black Paw’s glaive looks much 
like a large two-bladed spear, each end with a blade the 
length of a longsword.  
,
Greataxe
Since Black Paw is first and foremost a very athletic  
 
barbarian with the Gret Weapong Master feat, this
weapon works well.  You might describe the weapon as 
having carvings of dark vines in its handle shaft, to give  
 
it a subtle druidic connotation.  




