
The Druid’s Transformation Guide 
By Hogan & Bearhug 

 

The following is intended to be a help to those who want to play the man of the forest. It contains a small summary of 

the rules plus a (hopefully) helpful list of possible animal forms to take. 

 

• The Druid can transform into the form of an animal, three times a day. He can use the forms of mammals, 

reptiles or birds, though only one form from each category can be used a day. That is, in any given day, the 

Druid could change into a bird, a mammal and a reptile, but not twice into a bird/mammal/reptile. 

• The Druid is only able to shapechange into normal (real world) animals in its normal proportions (hence no 

pre-historic or giant types). 

• The transformation takes one full round, but it is possible to go straight from one animal form to the next. 

• Upon assuming a new form, the Druid heals 10 to 60% (1d6 * 10%) of all damage suffered (fractions rounded 

down). 

• The Druids clothing and gear, together with one item held in each hand, become a part of the new body. None 

of those items can be used while in the new form, and the Druid will also be unable to use any spells that 

require any kind of components (Though the spell: “Voice of the Beast” will allow him to cast spells requiring 

Verbal components). 

• When taking a new shape, the Druid takes on all of the forms characteristics – its Movement Rate, Abilities, 

Armor Class, Number of Attacks and Damage per Attack. The Druid retains his own hit points and Thac0. It 

the DM permits, some forms of magical protection (From Rings of Protection for Example) may be carried 

over to the new form. 

 

Below is a list of some of those possible animals a “standard” Druid will have available, so as he doesn’t need to have 

the Monstrous Manual at hand at any time. But the list is by no means complete, only those animals with a significant 

value in gameplay are added. Lots of small birds, lizards and other creatures can still be used to great effect during 

gameplay, even if they have no special stats to speak off. 

 

Note that every druid should not have the option of transforming into every creature on the list. A druid from the 

northern forest would have little knowledge of animals like lions and cheetahs, whereas a Druid from the southern 

deserts perhaps only have heard about the bear or the fox and will therefore not be able to take their shape before he as 

acquired a better knowledge of them! 

 



Mammals AC Movement No. Attacks Dam/Attacks 
 

Baboon 7 12, 12 in trees 1 1-4 

 

Badger 4 6, Br 3 3 1-2/1-2/1-3 

 

Bear, Black 7 12 3 1-3/1-3/1-6 

 Good sense of hearing, but poor eyesight. 

 If the bear scores a hit with an 18 or better, it can hug for 2d4 additional damage. 

 

Bat, Common 8 1, FL 24 (B) 1 1 

 Under ideal flying conditions, the Bat’s AC raises from 8 to 4 

 

Cat, Wild 5 18 3 1-2/1-2/1-2 

 -3 to opponents surprise rolls because of the cat’s stealth. 

 Is only surprises on a 1 or 2 and can hunt at night with only the help of its senses. 

 

Cheetah 5 15, sprint 45 3 1-2/1-2/1-8 

 Natural camouflage gives opponents a –3 to surprise 

 Can sprint for 3 rounds, then rest 3 turns before sprinting again 

 Can spring upward 10 feet or 20 feet forward. 

 If they strike successful with both paws, it can rake with rear claws for 1-4 each. 

 

Dog, Wild 7 15 1 1-4 

 

Dog, War 6 12 1 2-8 

 

Dolphin 5 Sw 30 1 2-8 

 

Fox 7 15 1 1 

 Have superb vision, hearing and sense of smell 

 

Leopard 6 15 3 1-3/1-3/1-6 

 Can spring upward 20 feet or forward 25 feet. –3 to the preys surprise if it leaps at it. 

 If they strike successful with both paws, it can rake with rear claws for 1d4 each. 

 

Lion, common 5 12 3 1-4/1-4/1-10 

 Can leap as far as 30 feet and can only be surprised on a 1 

 If it strike successful with both paws, it can rake with rear claws for 1d6+1 each. 

 

Mouse 7 15, Br ½ Nil. Nil. 

 

Otter 5 12, Sw 18 1 1 

 

Pony 7 12 1 1-2 

 

Skunk 8 12 1 1 

 Can loose stinking cloud of 10x10x10-foot. 

 Save vs. Poison or become nauseated for 1d4 rounds, loosing 50 % Str. and Dex. 

 

Wolf 7 18 1 2-5 

 

Wolverine 5 12 3 1-4/1-4/2-5 



Reptiles AC Movement No. Attacks Dam/Attacks 
 

Snake, Poison 6 15 1 1 

 Poisonous bite, onset time 1-6 rounds, save for 3-12 in damage. 

 

Snake, Constrictor 6 9 2 1/1-3 

 A successful strike gives constriction each round. Open doors roll with –1 to escape. 

 20 % chance to hit victim instead of snake. Area of effect spells divided equally. 

 

 

Birds AC Movement No. Attacks Dam/Attacks 

 

Eagle, Wild 3 1, Fl 30 (C) 3 1-2/1-2/1 

 +2 to attack and double claw damage if the eagle dives from more than 100 feet. 

 

Falcon 5 1, Fl 36 (B) 3 1/1/1 

 

Hawk, Large 6 1, Fl 33 (B) 3 1-2/1-2/1 

 +2 to attack and double claw damage if the hawk dives from more than 100 feet. 

 

Owl 5 1, Fl 27 (D) 3 1-2/1-2/1 

 Has 120’ infravison and quadruple hearing, but-3 to surprise if during daylight hours. 

 Can fly in total silence and gives opponents a –6 to surprise. 

 

Raven (Crow) 7 1, Fl 36 (B) 1 1 

 

Swan 7 3, Fl 18 (D) 3 1/1/1-2 

 

Vulture 6 3, Fl 27 (E) 1 1-2 

 

 

 

Kit Forms 
The following forms are only available to that specific Druid-Kit (as specified in the Druid’s Handbook) 

 

Hivemaster AC Movement No. Attacks Dam/Attacks 
 

Wasp, Giant 4 6, Fl 21 (B) 2 2-8/1-4 

 Can attack with bite and stinger. Stinger contains poison. Failed saving throw gives 

 additional 5d6 in damage and 2d6 hours of paralyzation. 

 

Spider, Large 8 12, Wb 9 1 1 

 Bite has poison A. Onset is 15 minutes, damage is 15/0 (victim has +2 on their saving throw). 

 Can spin webs. 

 

Centipede, Giant 9 15 1 Nil 

 Poisonous bite paralyzes victim for 2d6 hours. +4 to saving throw is granted. 

 

 

Branch Forms 
The following forms are only available to Druids who have chosen a special branch as their background (as specified in 

the Druid’s Handbook) 

 

Water AC Movement No. Attacks Dam/Attacks Water 
 

Barracuda 6 Sw 30 1 2-8 Salt 

 

Eel, Electric 9 Sw 12 1 1-3 Fresh 

 Can discharge electricity in a 15 feet radius. Those within 5 feet suffer 3d8 in damage, 

 and those within 5 – 10 feet suffer 2d8. All other suffer 1d8. 

 Takes 1 hour to recharge, but the Eel are immune to electrical effects. 

 

Piranha 8 Sw 9 1 1-2 Fresh 

 

Shark 6 Sw 24 1 2-8 Salt 

 


