Druid in Wild shape

Common rules for Wild and Elemental:

· Druid must be familiar with that kind

· Max. 1 hour per druid level

· HD can’t exceed druid’s level

· If slain, reverts to original form

· Gains Strength, Dexterity and Constitution score of new form

· Druid retains Intelligence, Charisma and Wisdom score

· Retains class, level, hit points, alignment, base attack bonus, and base save bonuses

· Gains all extraordinary special attacks

· Doesn’t gain extraordinary special qualities, supernatural or spell-like abilities possessed by the new form

· Retains all supernatural and spell-like special attacks and qualities of normal form, except for those requiring a body part that the new form does not have

· Keeps all extraordinary special attacks and qualities derived from class levels, but you lose any from normal form that are not derived from class levels

· Gains the physical qualities of the new form include natural size, mundane movement capabilities, natural armor bonus, natural weapons, racial skill bonuses, racial bonus feats, and any gross physical qualities (presence or absence of wings, number of extremities, and so forth). A body with extra limbs does not allow you to make more attacks than normal.

· Does not gain any extraordinary special attacks or special qualities not noted above under physical qualities, such as darkvision, low-light vision, blindsense, blindsight, fast healing, regeneration, scent, and so forth

· Can freely designate the new form’s minor physical qualities (hair color, hair texture, and skin color) within the normal ranges for that kind. The new form’s significant physical qualities (such as height, weight, and gender) are also under your control, but they must fall within the norms for the new form’s kind

· Equipment either remains worn or held by the new form (if it is capable of wearing or holding the item), or melds into the new form and becomes nonfunctional

· When revert to your true form, any objects previously melded into the new form reappear in the same location on your body they previously occupied and are once again functional

· Any new items you wore in the assumed form and can’t wear in normal form fall off and land at druid’s feet

Wild (Animal) form:

· Small or Medium Animal type creature (5+ level)

· Large Animal (8+ level)

· Tiny Animal (11+ level)

· Huge Animal (15+ level)

· Plant creature (12+ level), size possible as animal

· Cannot speak

· Can communicate with animals of same group

· Druid’s creature type and subtype changes to match new form

· Gains proficiency with natural weapons. A noncombative herbivore uses its natural weapons as a secondary attack (-5 penalty on the creature's attack rolls and receives only 1/2 its Strength modifier as a damage adjustment)

· Non proficient with any armor unless trained for war

· Gains animals eat, sleep, and breathe

· Doesn’t gain low-light vision

Elemental Form:

· Small, Medium or Large Elemental (16+ level)

· Huge Elemental (20+ level)

· Once a day additionally to Wild shape (Twice, Trice at higher levels)

· Druid gains Elemental’s extraordinary, supernatural, and spell-like abilities

· Druid gains the elemental’s feats while in its shape

· Druid retains her own creature type

Change action:

· Number depends on druid’s level

· Standard action

· Doesn’t provoke Attack of Opportunity

· Regains HP as if has rested for a night (doesn’t heal ability damage, not while changing back)

Resources:

SRD – Druid class:

Wild Shape (Su): At 5th level, a druid gains the ability to turn herself into any Small or Medium animal and back again once per day. Her options for new forms include all creatures with the animal type. This ability functions like the polymorph spell, except as noted here. The effect lasts for 1 hour per druid level, or until she changes back. Changing form (to animal or back) is a standard action and doesn’t provoke an attack of opportunity.

The form chosen must be that of an animal the druid is familiar with. 

A druid loses her ability to speak while in animal form because she is limited to the sounds that a normal, untrained animal can make, but she can communicate normally with other animals of the same general grouping as her new form. (The normal sound a wild parrot makes is a squawk, so changing to this form does not permit speech.)

A druid can use this ability more times per day at 6th, 7th, 10th, 14th, and 18th level, as noted on Table: The Druid. In addition, she gains the ability to take the shape of a Large animal at 8th level, a Tiny animal at 11th level, and a Huge animal at 15th level.

The new form’s Hit Dice can’t exceed the character’s druid level.

At 12th level, a druid becomes able to use wild shape to change into a plant creature with the same size restrictions as for animal forms. (A druid can’t use this ability to take the form of a plant that isn’t a creature.)

At 16th level, a druid becomes able to use wild shape to change into a Small, Medium, or Large elemental (air, earth, fire, or water) once per day. These elemental forms are in addition to her normal wild shape usage. In addition to the normal effects of wild shape, the druid gains all the elemental’s extraordinary, supernatural, and spell-like abilities. She also gains the elemental’s feats for as long as she maintains the wild shape, but she retains her own creature type.

At 18th level, a druid becomes able to assume elemental form twice per day, and at 20th level she can do so three times per day. At 20th level, a druid may use this wild shape ability to change into a Huge elemental.

SRD – Spells:

Polymorph

Transmutation

Level: Sor/Wiz 4

Components: V, S, M

Casting Time: 1 standard action

Range: Touch

Target: Willing living creature touched

Duration: 1 min./level (D)

Saving Throw: None

Spell Resistance: No

This spell functions like alter self, except that you change the willing subject into another form of living creature. The new form may be of the same type as the subject or any of the following types: aberration, animal, dragon, fey, giant, humanoid, magical beast, monstrous humanoid, ooze, plant, or vermin. The assumed form can’t have more Hit Dice than your caster level (or the subject’s HD, whichever is lower), to a maximum of 15 HD at 15th level. You can’t cause a subject to assume a form smaller than Fine, nor can you cause a subject to assume an incorporeal or gaseous form. The subject’s creature type and subtype (if any) change to match the new form.

Upon changing, the subject regains lost hit points as if it had rested for a night (though this healing does not restore temporary ability damage and provide other benefits of resting; and changing back does not heal the subject further). If slain, the subject reverts to its original form, though it remains dead.

The subject gains the Strength, Dexterity, and Constitution scores of the new form but retains its own Intelligence, Wisdom, and Charisma scores. It also gains all extraordinary special attacks possessed by the form but does not gain the extraordinary special qualities possessed by the new form or any supernatural or spell-like abilities.

Incorporeal or gaseous creatures are immune to being polymorphed, and a creature with the shapechanger subtype can revert to its natural form as a standard action.

Material Component: An empty cocoon.

Alter Self

Transmutation

Level: Brd 2, Sor/Wiz 2

Components: V, S

Casting Time: 1 standard action

Range: Personal

Target: You

Duration: 10 min./level (D)

You assume the form of a creature of the same type as your normal form. The new form must be within one size category of your normal size. The maximum HD of an assumed form is equal to your caster level, to a maximum of 5 HD at 5th level. You can change into a member of your own kind or even into yourself.

You retain your own ability scores. Your class and level, hit points, alignment, base attack bonus, and base save bonuses all remain the same. You retain all supernatural and spell-like special attacks and qualities of your normal form, except for those requiring a body part that the new form does not have (such as a mouth for a breath weapon or eyes for a gaze attack).

You keep all extraordinary special attacks and qualities derived from class levels, but you lose any from your normal form that are not derived from class levels.

If the new form is capable of speech, you can communicate normally. You retain any spellcasting ability you had in your original form, but the new form must be able to speak intelligibly (that is, speak a language) to use verbal components and must have limbs capable of fine manipulation to use somatic or material components.

You acquire the physical qualities of the new form while retaining your own mind. Physical qualities include natural size, mundane movement capabilities (such as burrowing, climbing, walking, swimming, and flight with wings, to a maximum speed of 120 feet for flying or 60 feet for nonflying movement), natural armor bonus, natural weapons (such as claws, bite, and so on), racial skill bonuses, racial bonus feats, and any gross physical qualities (presence or absence of wings, number of extremities, and so forth). A body with extra limbs does not allow you to make more attacks (or more advantageous two-weapon attacks) than normal.

You do not gain any extraordinary special attacks or special qualities not noted above under physical qualities, such as darkvision, low-light vision, blindsense, blindsight, fast healing, regeneration, scent, and so forth.

You do not gain any supernatural special attacks, special qualities, or spell-like abilities of the new form. Your creature type and subtype (if any) remain the same regardless of your new form. You cannot take the form of any creature with a template, even if that template doesn’t change the creature type or subtype.

You can freely designate the new form’s minor physical qualities (such as hair color, hair texture, and skin color) within the normal ranges for a creature of that kind. The new form’s significant physical qualities (such as height, weight, and gender) are also under your control, but they must fall within the norms for the new form’s kind. You are effectively disguised as an average member of the new form’s race. If you use this spell to create a disguise, you get a +10 bonus on your Disguise check.

When the change occurs, your equipment, if any, either remains worn or held by the new form (if it is capable of wearing or holding the item), or melds into the new form and becomes nonfunctional. When you revert to your true form, any objects previously melded into the new form reappear in the same location on your body they previously occupied and are once again functional. Any new items you wore in the assumed form and can’t wear in your normal form fall off and land at your feet; any that you could wear in either form or carry in a body part common to both forms at the time of reversion are still held in the same way. Any part of the body or piece of equipment that is separated from the whole reverts to its true form.
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Polymorphing Terminology
Though the game lacks terms that deal specifically with polymorphing, the rules for polymorph effects make repeated use of several basic game terms, and it pays to know them:

Special Attack: A unique or unusual ability a creature can use to harm or hinder other creatures.

Special Quality: A unique or unusual ability a creature has that is not offensive in nature.

Extraordinary Ability: Extraordinary abilities are nonmagical. They are, however, not something that just anyone can do or even learn to do without natural talent or extensive training. Effects or areas that negate or disrupt magic have no effect on extraordinary abilities.

Extraordinary abilities often depend on particular physical adaptations that a creature has. Changing form often strips the recipient of some extraordinary abilities, but grants some extraordinary abilities that the assumed form has. In general, when you assume a new form, you lose any extraordinary special attacks and special qualities you have unless you get them from a character class. You usually gain any extraordinary special attacks your assumed form has, but not the assumed form's extraordinary special qualities. That's because most extraordinary special attacks are based off gross physical features (such a big, nasty claws and teeth) while extraordinary special qualities tend to be subtler and largely derived from a creature's essential nature.

Spell-Like Ability: Spell-like abilities are magical. (They're also the subject of an earlier installment in this series.) A creature usually retains its spell-like abilities when it assumes another form because spell-like abilities are primarily mental in nature. You don't gain an assumed form's spell-like abilities when polymorphing or even when using the very powerful shape change spell.

Supernatural Ability: Supernatural abilities are magical but not spell-like. Some supernatural abilities depend on specific parts of the user's body, but most are derived from a creature's essential self. When polymorphing, you retain most of your own supernatural abilities, but you don't gain the assumed form's supernatural abilities unless you're using the shape change spell.

When a supernatural ability depends on part of your body that your assumed form does not have, such as a mouth for a breath weapon or eyes for a gaze attack, you lose that supernatural ability when in the assumed form.

Natural Ability: This term is a catch-all for just about anything a creature can do (or characteristic that it has) that is not extraordinary, spell-like, or supernatural. Natural abilities include most speed ratings (some very high speeds are not "natural," see the section on the alter self spell), mode of breathing (lungs, gills), natural armor and weaponry, general appearance, body type, and the presence or absence of the five basic senses (sight, hearing, touch, taste, pain). When polymorphing, you generally lose your own natural abilities and gain those of your assumed form.
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This time, we'll look at the polymorph spell. As noted in the Player's Handbook,polymorph works much like alter self, with a few changes. The polymorph spell allows for a much greater degree of change than alter self, and it also introduces a few new twists and complications. Here's an overview of the polymorph spell:

· Touch range spell with a target entry of "willing living creature touched." 

You can use polymorph to change yourself or another living creature you touch. The creature must be willing to receive the spell. The recipient can declare a willing target any time (even when flat-footed or during another creature's turn). Unconscious creatures are automatically considered willing, but a creature that is conscious but immobile or helpless (such as one who is bound, cowering, grappling, paralyzed, pinned, or stunned) is not automatically willing.

You can share a polymorph effect you cast with a familiar, mount, or other companion with the share spells ability, as noted in Part Two.

· You choose the form the subject assumes. 

Unlike in earlier versions of the game, the spell allows only one change in form. As with alter self, the subject remains in the assumed form until the spell ends.

The spell is dismissible; if you are the spell caster, you can end the spell during your turn with a standard action that does not provoke an attack of opportunity. If you place the spell on another creature, it cannot dismiss the effect and it must remain in the assumed form until the spell ends.

As with alter self, you can't use the polymorph spell to make the subject assume the form of an object. Unlike alter self, you can choose almost any kind of living creature for the assumed form. You can choose any of the following creature types: aberration, animal, dragon, fey, giant, humanoid, magical beast, monstrous humanoid, ooze, plant, or vermin.

As with alter self, there's no limit to the subtypes the subject can assume, so long as the base type is on the list given above.

The subject cannot assume an incorporeal or gaseous form.

· The form the subject assumes can't have Hit Dice of more than your caster level, or the subject's own Hit Dice (whichever is lower) to a maximum of 15 Hit Dice. 

A form's Hit Dice refers to its racial Hit Dice, as noted in Part Two.

· The assumed form's size can be anything from Fine to Colossal. 

The kind of creature you choose for the assumed form determines the size. The subject becomes the same size as an average member of its kind. For example, if you turn the subject into a troll, the subject becomes size Large, which is the standard size for a troll.

· The subject temporarily gains the type and subtypes of the assumed form. 

The subject also temporarily gains the augmented subtype for its original type. The subject loses any subtypes it has in favor of the assumed form's subtypes. For example, a human turned into a troll gains the giant type and the augmented humanoid subtype. The subject retains the features of its own type. It gains the traits of the assumed type -- except for any extraordinary qualities included in those traits. If you're having trouble deciding which type of traits you gain, here's a list of what you get and what you don't.

Animal Type
You get the following:

-- Proficient with natural weapons. A noncombative herbivore uses its natural weapons as a secondary attack. Such attacks are made with a -5 penalty on the creature's attack rolls, and the animal receives only 1/2 its Strength modifier as a damage adjustment. (You become proficient with your natural weaponry. You don't forget what you know, but most animal forms don't allow you to wield weapons. You keep your own mind, but you don't keep your full attack capability when you assume the form of a noncombative herbivore because that's a natural limitation for the forms. Noncombative herbivores include creatures such as domestic cows and sheep.)

-- Proficient with no armor unless trained for war. (You don't forget what you know, but you don't pick up any armor proficiencies. In most cases, any armor you wear will meld into your assumed form.)

-- Animals eat, sleep, and breathe.

You don't get the following:

-- Intelligence score of 1 or 2 (no creature with an Intelligence score of 3 or higher can be an animal). (You usually keep your Intelligence score when changing forms; the baleful polymorph spell can be an exception.)

-- Low-light vision. (Extraordinary special quality.)

-- Alignment: Always neutral. (You usually keep your alignment when changing forms; the baleful polymorph spell can be an exception.)

-- Treasure: None. (You keep your stuff, though chances are most things you hold or wear would meld into your form if you changed into an animal.)
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Wild Shape
This class feature works like the polymorph spell, except that wildshape is a supernatural ability that works only for the druid using it. It cannot be shared with the druid's animal companion (or other creature with the share spells quality) because it's a supernatural ability.

The duration is 1 hour per druid level or until the druid resumes her normal form. Changing form (to animal or back) is a standard action and doesn't provoke an attack of opportunity.

At 11th level and below, the druid can assume only animal forms; the size of the animal form to be assumed depends on the druid's level, as noted in the druid class description. Since the power duplicates the polymorph spell, the druid gains the assumed form's extraordinary special attacks, but not its extraordinary special qualities. For example, a druid wildshaped into a wolf gains the wolf's trip attack but not its scent ability. The druid's level determines what size animal form the druid can assume.

At 12th level and above, a druid can assume plant forms of the same sizes as the animal forms the druid can assume.

At 16th level and above, a druid can assume elemental forms, with the druid's level limiting the size as noted in the druid class description. A druid that takes elemental form retains her own creature type, but gains all the elemental's extraordinary, supernatural, and spell-like abilities (both special attacks and special qualities), and also gains the elemental's feats. Since the druid does not gain the features and traits of the elemental type, the druid does not gain the elemental's immunity to poison, sleep effects, paralysis, and stunning. The druid also does not gain immunity to critical hits or flanking. On the bright side, the druid retains the ability to be raised or resurrected, provided that the druid could be raised or resurrected in the first place.

Official DnD FAQ 3.5, 07/26/04 
The druid.s wildshape ability is described as being like the 

polymorph spell except when noted otherwise. The 

polymorph spell description says you can assume the form 

of an animal with 1 Hit Die per caster level, up to 15 Hit 

Dice. The wildshape ability states that you cannot assume a 

shape with more Hit Dice than your druid level. Further, a 

20th-level druid can assume the form of a huge elemental, 

which has 16 Hit Dice. So my question is: Is the 15-HD limit 

from the polymorph spell completely removed for a 

wildshaping druid and is limited only by the druid.s level? 

  Yes, use the wildshaping druid.s level as the limit of Hit 

Dice for the assumed form, as noted in the wildshape 

description, instead of the 15-HD limit for the spell. Don.t 

forget to observe the wildshape ability.s limits on the types of 

forms that the druid can assume as well as the assumed form 

size, both of which also vary with the druid.s class level. 

