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POLYMORPH ERRATA AND POLYMORPH SUBSCHOOL

Animal Shapes

Transmutation

Level: Animal 7, Drd 8

Components: V, S, DF

Casting Time: 1 standard action

Range: Close (25 ft. + 5 ft./2 levels)

Targets: Up to one willing creature per level, all within 30 ft. of each other

Duration: 1 hour/level (D)

Saving Throw: None; see text

Spell Resistance: Yes (harmless)

You transform up to one willing creature per caster level into an animal of your choice; the spell has no effect on unwilling
creatures. Use the alternate form special ability in the Monster Manual to determine each target’s new abilities. All creatures
must take the same kind of animal form. Recipients remain in the animal form until the spell expires or until you dismiss it
for all recipients. In addition, an individual subject may choose to resume its normal form as a full-round action; doing so
ends the spell for that subject alone. The maximum HD of an assumed form is equal to the subject’s HD or your caster level,
whichever is lower, to a maximum of 20 HD at 20th level.

Baleful Polymorph

Transmutation

Level: Drd 5, Sor/Wiz 5

Components: V, S

Casting Time: 1 standard action

Range: Close (25 ft. + 5 ft./2 levels)

Target: One creature

Duration: Permanent

Saving Throw: Fortitude negates, Will partial; see text

Spell Resistance: Yes

You change the subject into a Small or smaller animal of no more than 1 HD (such as a dog, lizard, monkey, or toad). The
subject takes on all the statistics and special abilities of an average member of the new form in place of its own except as
follows:

* The target retains its own alignment (and personality, within the limits of the new form’s ability scores).

« If the target has the shapechanger subtype, it retains that subtype.

* The target retains its own hit points.

* The target is treated has having its normal Hit Dice for purpose of adjudicating effects based on HD, such as the sleep spell,
though it uses the new form’s base attack bonus, base save bonuses, and all other statistics derived from Hit Dice.

* The target also retains the ability to understand (but not to speak) the languages it understood in its original form. It can
write in the languages it understands, but only the form is capable of writing in some manner (such as drawing in the dirt with
a paw).

With those exceptions, the target’s normal game statistics are replaced by those of the new form. The target loses all the
special abilities it has in its normal form, including its class features. All items worn or carried by the subject fall to the
ground at its feet, even if they could be worn or carried by the new form. If the new form would prove fatal to the creature
(for example, if you polymorphed a landbound target into a fish, or an airborne target into a toad), the subject gets a +4 bonus
on the save. If the subject remains in the new form for 24 consecutive hours, it must attempt a Will save. If this save fails, it
loses its ability to understand language, as well as all other memories of its previous form, and its Hit Dice and hit points
change to match an average creature of its new form. These abilities and statistics return to normal if the effect is later ended.
Incorporeal or gaseous creatures are immune to baleful polymorph, and a creature with the shapechanger subtype (such as a
lycanthrope or a doppelganger) can revert to its natural form as a standard action (which ends the spell’s effect).

Alternate Form (Su): A creature with this special quality has the ability to assume one or more specific alternate forms. A
true seeing spell or ability reveals the creature’s natural form. A creature using alternate form reverts to its natural form when
killed, but separated body parts retain their shape. A creature cannot use alternate form to take the form of a creature with a
template. Assuming an alternate form results in the following changes to the creature:

—The creature retains the type and subtype of its original form. It gains the size of its new form. If the new form has the
aquatic subtype, the creature gains that subtype as well.



—The creature loses the natural weapons, natural armor, and movement modes of its original form, as well as any
extraordinary special attacks of its original form not derived from class levels (such as the barbarian’s rage class feature).
—The creature gains the natural weapons, natural armor, movement modes, and extraordinary special attacks of its new form.
—The creature retains the special qualities of its original form. It does not gain any special qualities of its new form.

—The creature retains the spell-like abilities and supernatural attacks of its old form (except for breath weapons and gaze
attacks). It does not gain the spell-like abilities or supernatural attacks of its new form.

—The creature gains the physical ability scores (Str, Dex, Con) of its new form. It retains the mental ability scores (Int, Wis,
Cha) of its original form. Apply any changed physical ability score modifiers in all appropriate areas with one exception: the
creature retains the hit points of its original form despite any change to its Constitution.

— Except as described elsewhere, the creature retains all other game statistics of its original form, including (but not
necessarily limited to) HD, hit points, skill ranks, feats, base attack bonus, and base save bonuses.

—The creature retains any spellcasting ability it had in its original form, although it must be able to speak intelligibly to cast
spells with verbal components and it must have humanlike hands to cast spells with somatic components.

—The creature is effectively camouflaged as a creature of its new form, and it gains a +10 bonus on Disguise checks if it uses
this ability to create a disguise.

—Any gear worn or carried by the creature that can’t be worn or carried in its new form instead falls to the ground in its
space. If the creature changes size, any gear it wears or carries that can be worn or carried in its new form changes size to
match the new size. (Nonhumanoid-shaped creatures can’t wear armor designed for humanoid-shaped creatures, and
viceversa.) Gear returns to normal size if dropped.

Change Shape (Su): A creature with this special quality has the ability to assume the appearance of a specific creature or
type of creature (usually a humanoid), but retains most of its own physical qualities. A true seeing spell or ability reveals the
creature’s natural form. A creature using change shape reverts to its natural form when killed, but separated body parts retain
their shape. A creature cannot use change shape to take the form of a creature with a template. Changing shape results in the
following changes to the creature:

—The creature retains the type and subtype of its original form. It gains the size of its new form.

—The creature loses the natural weapons and movement modes of its original form, as well as any extraordinary special
attacks of its original form not derived from class levels (such as the barbarian’s rage class feature).

—The creature gains the natural weapons, movement modes, and extraordinary special attacks of its new form.

—The creature retains all other special attacks and qualities of its original form, except for breath weapons and gaze attacks.
—The creature retains the ability scores of its original form.

— Except as described elsewhere, the creature retains all other game statistics of its original form, including (but not
necessarily limited to) HD, hit points, skill ranks, feats, base attack bonus, and base save bonuses.

—The creature retains any spellcasting ability it had in its original form, although it must be able to speak intelligibly to cast
spells with verbal components and it must have humanlike hands to cast spells with somatic components.

—The creature is effectively camouflaged as a creature of its new form, and gains a +10 bonus on Disguise checks if it uses
this ability to create a disguise.

—Any gear worn or carried by the creature that can’t be worn or carried in its new form instead falls to the ground in its
space. If the creature changes size, any gear it wears or carries that can be worn or carried in its new form changes size to
match the new size. (Nonhumanoid-shaped creatures can’t wear armor designed for humanoid-shaped creatures, and
viceversa.) Gear returns to normal size if dropped.

Polymorph Subschool

A spell of the polymorph subschool changes the target’s form from one shape to another. Unless stated otherwise in the
spell’s description, the target of a polymorph spell takes on all the statistics and special abilities of an average member of the
new form in place of its own except as follows:

* The target retains its own alignment (and personality, within the limits of the new form’s ability scores).

* The target retains its own hit points.

* The target is treated as having its normal Hit Dice for the purpose of adjudicating effects based on HD, such as the sleep
spell, though it uses the new form’s base attack bonus, base save bonuses, and all other statistics derived from Hit Dice.

* The target retains the ability to understand the languages it understands in its normal form. If the new form is normally
capable of speech, the target retains the ability to speak these languages as well. It can write in the languages it understands,
but only if the new form is capable of writing in some manner (even a primitive manner, such as drawing in the dirt with a
paw).

In all other ways, the target’s normal game statistics are effectively replaced by those of the new form. The target loses all of
the special abilities it has it its normal form, including its class features (even if the new form would normally be able to use
these class features).

If the new form’s size is different from the target’s normal size, its new space must share as much of the original form’s



space as possible, squeezing into the available space (see PH 148) if necessary. If insufficient space exists for the new form,
the spell fails.

Any gear worn or carried by the target melds into the new form and becomes nonfunctional. When the target reverts to
its true form, any objects previously melded into the new form reappear in the same location on its body they previously
occupied and are once again functional. Any new items worn in the assumed form fall of and land at the target’s feet.

The spellcaster can freely designate the new form’s minor physical qualities (such as hair color 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 the spellcaster’s control, but they must fall within the norms for the new form’s kind. The target of a
polymorph spell is effectively camouflaged as a creature of its new form, and gains a +10 bonus on Chicanery checks if it
uses this ability to create a disguise.

If the target of the polymorph spell is slain or rendered unconscious, the spell ends. Any part of the body that is separated
from the whole remains polymorphed until the effect ends.

Incorporeal or gaseous creatures are immune to polymorph spells, as are creatures of the plant type. A creature with the
shapechanger subtype can revert to its natural form as a standard action.

For the purpose of adjudicating effects that apply to polymorph spells, any spell whose effect is based on either alter self
or polymorph should be considered to have the polymorph subschool. However, note that the spell’s existing rules text takes
priority over that of the subschool. Alter self, for instance, does not change the target’s ability scores (unlike normal for spells
of the polymorph subschool).
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