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 For legal reasons, this book will refer to the person running the game as the “Dungeon Maestro,” or 
“DM” for short. This term reflects the fact that a Dungeon Maestro runs the game in a fashion similar to a 
maestro directing an orchestra: weaving together diverse and unrelated pieces to form a cohesive story. It 
acknowledges the complexity of the job without adding an unnecessary sense of the grandiose. Similar 
titles would set the person running the game above the players, minimizing their importance in the 
game’s story and conclusion. This change is in name only, and in no way indicates a change in the 
responsibilities of the DM.
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Foreword:

The idea for this book was first presented to me by a reader. After reading, and enjoying, tiber
Vdmpyr (Necromancers of the Northwest's first release, which aimed to makevampiric characters more
accessible to players, and to broaden the horizon ofwhat a vampire could be in Pathfinder's mechanics),
he requested that we provide the same treatment foranother fuvorite stalker of the night: the werewolf.
Initially, I was skeptical. tiber V<1mpyrwas built on a wealth ofvampire mythologies, drdWII from a
number ofdifferent sources and mixed together in some sort of unholy cauldron to produce fun and new
ideas which would still resonate with pla~rs familiar with vampire lore. As far as I knew, werewolves had
much less material to draw upon: everyone knows about the aversion to silver, which is already
excellently represented by the existing lycanthrope template, and that was about it, as far as I was
concerned.

\Vhen we began creating these smaller, more ~concentrated"soun:ebooks, however, the idea
returned to me: even ifwere\o\-"Olves didn't have enough potential to create another tiber V<1mpyr, I
mused, surely they could at least fill an eight-to-sixteen page sourcebook (clever readers will note that we
somewhat overshot our target in this regard). Revisiting the topic, I discovered that I had been severely
mistaken about werewolves: beyond the typical "American" or "Hollywood" werewolves (for lack ofa
better term) with which I was familiar, there was, in fact, a wealth ofwerev."Olfiore stemming from
medieval (and older) European beliefs, with nary a mention ofsilver, but myriads ofother things rarely
associated with werewolves in today's popular media, including poisonous claws and breath, a weakness
to mistletoe and ash wood, infernal pacts, and, perhaps strangest ofall, the idea that werewolves were
actually undead.

Faced with far more material than we could possibly hope to fit into the modest volume we had
decided upon, we decided to scale back as best we could and focuson the basics: at its heart, I believe
that tiber Vdmpyr's greatest success was its "build your own class" approach, letting players choosewhich
of the many vampiric powers (drawn from the many different versions ofvampires found in folklore and
popular media) they wanted their character to have. TIlls time, however, we aimed to improve on the
overall method, making the "building blocks" readily available to players who aren't willing to invest in an
entire class (for example, existing characters who are already invested in another class) but still want to
play in the proverbiallyt:anthrope sandbox. To this end, we decided to distill these werewolf powers into
feats, and then provide a base class which would be able to make best use ofthem (plus a little something
all its own), while still making the feats themselves available to anyone who wanted them.

Most likely it will only bea matter of time before we return to werewolves. Alreadywe've had to hold
off on two to three prestige classes, at least one template, a base race or two, and at least one entire series
of feats, simply in order to keep this book down to a reasollilble size and ensure its timely release. In the
meantime, I'm very proud with how our werewolf experiment has turned out, and I hope that you will be,
as well. After all, while we make every product with you, the reader, in mind, never has this been more
the case than with this book.
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Int=lw:tu.io"'nu... _

A Necrorn.mcer's Grimoire: Marchen der
D,JernonwuJfappl'(lilches "''erewolves from an~
perspecri\'e: drawing togelher a variety ofwer~(f
pawl'fS and fraits from a number ofdifferenl
!iOUK'l"S in folklore and popuLu media, then
allowing players to build their own werewolf
character bymmbining rhese traitsand poIrt'n in
different ways. For the most pan, Ihese"building
blocks- rome in the fonn of feats, starting ...1th the
Cune of the 8e;ts( feal, which allows a character to
O'imSfonn inro a wolf, bur also forces him to dNl
wim a number ofdangerous side-effects.

\Vh.ile ;my chMacter can lake Curse of the
8edsr:, and from there gain access to a wide variety
of more exotic were\O'01fpo'Vo't'rs, the undisputl"d
masler of~anthropyis the lycaonite
(pm~ Iie-k.ly-oh.nishl). The }ycaonite class
I'I'presenrs a dw<taer ....ho aetivloly deh'eS into the
pcM"eJ of lycanthropy, ga.ining a number of
....~lf-rela{ed bonus feats, and also gaining a
numberofclass features which are tied 10 the
phases of the moon.

Finally, in addition to lhe lycaonite clas.s and
(JO,'fi ')0 wer~-reLlfedreus, Mdrchen der
D.JemonlO'uJ((.'O[\lams oil number of magic items,
drawn from ...~IO«', and v.ilkh should pl'tM'
invaluable in any lyccmrhrope-heavy gaIM.

LycaOQit:<e'- _

·I\"eseen the way people look .If tne: like I'm
01 monster, 01 mindless kilUng molchine, 01 rolbid
Ix'olst to Ix' put down. Molylx' they're right. MolYix' I
olm th.Jt dolngerous, But it doesn't molrter. They
don't understolnd. Theydon'l even bother to try. To
them I'm just 01 monster. But do they stop /0 think
tholt molYIx' I didn't want this? Tholt it Wol$ inflicted
upon meolgainst my will? That every minute of
every doly I fight the beolsl inside me, trying 10
COnlolin it olnd keep it from ripping Ihose smug.
righteous curs aparllike so much Sdckclolh? No.
Ofcourse theydon'l, Because I'm just 01 monster."

-SarJk NJJr, LYCoionile

Lycaonites are individuals who have been
branded with the curse of lycanthropy-a heavy
burden to bear. The source oflhe curse varies:
some are born werewoM-s, inheriling the
condition from their parents or simply being born
under inauspicious stars. Others are cursed by
malevolent forces, sometimes for some crime or
injusti<.'e they committed, and sometimes out of
simple spite or jealousy. Regardless of Ihe souret'
of the curse, Iycaonites represent those Vol!rewolves
who ~callyset out 10 master IheirCUrse,
~ther suppressing it and controlling il in WiVfS
that most werewolves can't hope to do, or else
encouraging their inner bedst:, giving in to their
darker wges, and dr.rwing PlJ"'l!l from the curse
meant to lay them law.

Making a Lycaonite

rustand~, Iycaoniles~ meleoe
combatants, who I'e'ol!I. in sinking their leeth into
tbe flesh of their foes..

Abilities: As melee combatants, Iycaonites
benefit froma high Strength~ 10 increase their
attack and damage rolls, a high Dexterity~ to
increase their AC, and a high Constitution 10 grant
them extra hit points. BecaU$(' 1}'CaOniles musl
regularly mal.:r Will Son"'l5 to stay in control of their
bloodlust, they also benefit from a high Wooom.

Alignment: Lycaonites can be ofany
alignment, though most tend tawards chaotic and
I"Vi.I. alignments, as their inner beast drives them
into darkness. Still, panicularly sttong-willed
lycaonites can remain lawful or even good, and, in
fact, some young men and women willingly accept
the curse of lycanthropy from angels or good
deities in order to use it [0 comb.u the foret'S of
darkness in the world.

Starting Gold:]<I6 x 10 gp
Starting Age: As barbarian
Hit Dice: du

Class Skills

The Iycaonite's class skills (and the key ability
for each skill) are Acrobatics (Dex), Bluff (Cha),
Climb (Str), Craft (Int), Handle Animal (Cha),
Intimidate (Cha), Knowledge (local) (lnt),
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Starting Gold:]<I6 x 10 gp
Starting Age: As barbarian
Hit Dice: du

Class Skills
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!iOUK'l"S in folklore and popuLu media, then
allowing players to build their own werewolf
character bymmbining rhese traitsand poIrt'n in
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LycaOQit:<e'- _
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righteous curs aparllike so much Sdckclolh? No.
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Table I-I: The Lycaonite
Base Attack F.rt Rof Will

Level Bonus Save Save Save Special

H H •• •• Lycanthrope, H 'J •• •• Bonus Feat

J 'J 'J H H E"tended Transformation, Lunar Rage, '1 ., H H Bonus Feat, ., ., H H Lunar Skills, Silver Fang
6 +6/-H ., H H Bonus Feat, Improvl'd Bite

7 +7/+2 ., H H Lunar ABility
8 +8/+3 .6 H H Bonus Feat

9 +9/+4 .6 .) .) Lunar Bloodlust

" +10/+5 ., .) .) Bonus Feat

" +11/+6/ +1 ., .) .) Greater Bite

" +'2/+Z/+l .8 ., ., Bonus Feat

') +1J/+8/+3 .8 ., ., Lunar Adept

" +14/+9/+'1 '9 ., ., Bonus Feat

"
+15/+10/+5 '9 ., ., Lunar Resilience

,6 +16/+JJ/+6/+I HO ., ., Bite Mastery, Ikmus Feat

" +'Z/+12/+7/+2 H' ., '5 Lunar Vigor
,8 +,8/+'3/+8/+3 H' ., ., Bonus Feat

'9 +19/+14/+9/+4 H' ., ., Lunar Frenzy

" +20/+15/+10/+5 m .6 .6 Summon the Blood Moon

Knowledge (IIdture) (Int), Perception (Wis), Pro­
fession (Wis), Sense Moti"", (Wis) Stealth (Dex),
Survival (WIS), and Swim (Su).

Skill Ranks at each Level: 2 + Intelligence
modifier

Class Features

The following are class features of the
lycaonite class.

Weapon and Armor Proficiency: Lycaonites
are proficient with all simple weapons and light
armor, but not with shields. Lycaonitesare always
considered proficient with any I1dtural weapons
they gain from feats or class features grantl'd by
the lycaonite class.

Lycanthrope: Lycaonites gain Curse of the
Beast asa bonus feat at 1St level, except that they
can make a willing uansfonnationa number of
times per day equal to 1/2 their class 1eVl"1
(minimum I), instead of the nOfIllilll/4 their
character level (minimum I). If the lycaonite is a
multi-class character, he can make a number of

willing transfonnations each day equal to 1/2 his
class level + 1/4 his non-class 1eVl"ls, rounded down
in all cases.

Bonus Feats: At 2nd 1eVl"1, and every even­
numbered level thereafter besides roth, the
lycaonite gains a bonus feat. The bonus feat must
be a werewolf feat, and the lycaonite must meet all
of the feat's prerequisites.

Extended Transformation: At Jfd level, the
lycaonite gains Extendl'd TransfofIlliltion as a
bonus feat.

Lunar Rage (Ex): Beginning at Jfd level, the
lycaonite's curse takes a stronger hold over his
psyche, and he begins to be affected by the phases
of the moon. Initially, this takes the fonn of a
morale bonus (orpeIldlty) to attack and ddITldge, as
indicated on the table below. These bonuses, and
similar bonuses providl'd by other lycaonite class
features, function regardless of day or night, and
the lycaonite need not beable to see the moon in
order to gain the bonuses and penalties listed.
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can make a willing uansfonnationa number of
times per day equal to 1/2 their class 1eVl"1
(minimum I), instead of the nOfIllilll/4 their
character level (minimum I). If the lycaonite is a
multi-class character, he can make a number of

willing transfonnations each day equal to 1/2 his
class level + 1/4 his non-class 1eVl"ls, rounded down
in all cases.

Bonus Feats: At 2nd 1eVl"1, and every even­
numbered level thereafter besides roth, the
lycaonite gains a bonus feat. The bonus feat must
be a werewolf feat, and the lycaonite must meet all
of the feat's prerequisites.

Extended Transformation: At Jfd level, the
lycaonite gains Extendl'd TransfofIlliltion as a
bonus feat.

Lunar Rage (Ex): Beginning at Jfd level, the
lycaonite's curse takes a stronger hold over his
psyche, and he begins to be affected by the phases
of the moon. Initially, this takes the fonn of a
morale bonus (orpeIldlty) to attack and ddITldge, as
indicated on the table below. These bonuses, and
similar bonuses providl'd by other lycaonite class
features, function regardless of day or night, and
the lycaonite need not beable to see the moon in
order to gain the bonuses and penalties listed.
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The following are class features of the
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are proficient with all simple weapons and light
armor, but not with shields. Lycaonitesare always
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Lycanthrope: Lycaonites gain Curse of the
Beast asa bonus feat at 1St level, except that they
can make a willing uansfonnationa number of
times per day equal to 1/2 their class 1eVl"1
(minimum I), instead of the nOfIllilll/4 their
character level (minimum I). If the lycaonite is a
multi-class character, he can make a number of

willing transfonnations each day equal to 1/2 his
class level + 1/4 his non-class 1eVl"ls, rounded down
in all cases.

Bonus Feats: At 2nd 1eVl"1, and every even­
numbered level thereafter besides roth, the
lycaonite gains a bonus feat. The bonus feat must
be a werewolf feat, and the lycaonite must meet all
of the feat's prerequisites.

Extended Transformation: At Jfd level, the
lycaonite gains Extendl'd TransfofIlliltion as a
bonus feat.

Lunar Rage (Ex): Beginning at Jfd level, the
lycaonite's curse takes a stronger hold over his
psyche, and he begins to be affected by the phases
of the moon. Initially, this takes the fonn of a
morale bonus (orpeIldlty) to attack and ddITldge, as
indicated on the table below. These bonuses, and
similar bonuses providl'd by other lycaonite class
features, function regardless of day or night, and
the lycaonite need not beable to see the moon in
order to gain the bonuses and penalties listed.



Phase
New Moon
Waxing Crescent
Waxing
Waxing Gibbous

Table 1-2: Lunar Rage
Dayofthe

Month

'"znd -4th
5th - mh
mh -14th

Effect
-z penalty to attack and damage rolls
-I penalty to attack and damage rolls

+1 morale bonus to attack and H to damage rolls
Full Moon
Waning Gibbous
Waning
Waning Crescent

'5th
16th - 18th
19th 25th
26th - 28th -I penally to allack and damage rolls

Lunar Skills (Ex): Beginning at 5th level, the
lycaonite's connection to the phases ofthe moon
grows stronger, affecting a wider variety of his
actions, including the following skills: Acrobatics,
Climb, Intimidate, Peffeption, Stealth, SuIVival,
and Swim. The lycaonite gains a number of
bonuses and penalties to these skills based on the
phase of the moon, as indicated on the table
below:

Improved Bite (Ex): Beginning at 6th level,
the lycaonite's inner beast becomes more feral,
and its bloodlust becomes more influential. As
long as he is transfonned with the Curse ofthe
Beast, the Iycaonite may make an additional bite
attack each round at a -5 penalty while using the
full attack action_ Note that, under nonnal
circumstances, a character mayonly make a single
attack with each natural attack he possesses, and
that this ability only allows the lycaonite to make a
total of two bite attacks, one ofwhich is at a-5
penalty.

If the lycaonite is in hybrid fonn (such as
with the Hybrid Fonn feat), this ability functions
somewhat differently. He may still make an
additional bite attack at a -5 penalty, but his claw
attacks are now treated as secondary. Ifhe chooses
to only make a single bite attack, his claws
continue to be treated as primary weapons. See
the Pathfinder Bestiary for more infonnation on
primary and secondary natural attacks. Finally,

Silver Fang: At ')l:h level, the Iycaonite gains
Silver Fang as a bonus feat.

+4 morale bonus

-4 penalty

Effect
-6 penalty
-4 penalty

,"
znd -4th
5th - 11th
,uh - 14th

15th
16th - 18th
19th - Z5th
26th - 28th

Table 1-3: Lunar Skills
Day ofthe

MonthPhase
New Moon
Waxing Crescent
Waxing
Waxing Gibbous
Full Moon
Waning Gibbous
Waning
Waning Crescent

---------------.£, '8rfm tV--------------­

Sidebar: What about the other days of the month?

The "monthnreferred to by lunar rage and similar class features is actually the 28-day lunar cycle,
not calendar months. Note that in settings with non-standard lunar cycles (such asa world with multiple
moons, or where the moon stays in one place in the sky), there is still a cycle, though it may be longeror
shorter than that listed. Consult your DM, and see Lycaonites in the Game, below, for more infonnation
on adjudicating the lunarcycle.

--------.---'<Ii~...~'--------
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Phase
New Moon
Waxing Crescent
Waxing
Waxing Gibbous

Table 1-4: Lunar Agility
Dayofthe

MOlllh

'".znd -1th
5th - lHh

12th - 14th

EffecI
-6 penalty to initiative, -3 penalty to Reflex saves
-2 penalty to initiative, -I penalty to Reflex saves

+4 morale bonus to initialive, +2. morale bonus to Reflex saves
Full Moon
Waning Gibbous
Waning
Waning Crescent

>5th
16[h - 18[h
19th 25th
26th - 28th -2. penahY 10 inilialive, -I penalty 10 Reflex saves

the lycaonite cannot attack with a manufactured
or held weapon and use improved bite in the same
round.

This class feature improves aluth level to
greater bite, and again at 16th level to bile mastery.

Lunar Agility (Ex): At 7th level, the
lycaonite's connection to the moon begins to affect
his reflexes, providing a number of morale
bonuses and penalties to initiative checks and
Reflex saws, based on the phases of the moon, as
indicated on Table 1-4: Lunar Agility.

Lunar Bloodlust (Ex): At 9th level, the
lycaonite's lunar rage ability improves, causing the
bonuses and penalties to grow more severe, as
indicated on Table 1-5: Lunar Bloodlust. This
ability replaces the lunar rage ability.

Greater Bite (Ex): Beginning at uth level, the
lycaonite's speed with his bite attack improves
further still, and he can make a third bite attack at

a -10 penalty. This ability otherwise functions the
same as the improved bile class feature, above.

Lunar Adept (Ex): At 13th level, the lycaonite
gains extra lycanthropic pO'l\'l'rs which he can only
unlock with the aid ofthe moon. He choosesany
two feats which he qualifies for and which he
could choose as bonus feats (see bonus feats,
above). As long as the moon is full or gibbous, he
gains the benefits of these feats. The rest of the
time, this ability has no effect.

Lunar Resilience (Ex): At 15th level, the
lycaonite's connection to the moon begins to affect
his fortitude, providing morale bonuses to
Fortitude saves and natural armor bonuses to AC,
as well as penalties to these stats, based on phases
of the moon, as indicated on Table 1-6: Lunar
Resilience, on the next page.

Bite Mastery (Ex): Beginning at 16th level,
the lycaonite's speed with his bite attack becomes

+3 morale bonus to attack and damage rolls

Effect
-3 penalty to attack and damage rolls
-2 penalty to attack and damage rolls

,,'
2nd - 4th
5th - lHh
uth - 14th

Phase
New Moon
Waxing Crescent
Waxing
Waxing Gibbous

Table 1-5: Lunar Bloodlust
Dayofthe

MOllth

Full Moon
Waning Gibbous
Waning
Waning Crescent

>51h
,6th-18[h
19th 25[h
26[h - 28th -2. penalty to attack and damage rolls



Werewolf, by [sabdl~ Davis

+4 natural armor, +4 morale bonus to Fortitude saves

Effect
-4 penalty to AC and Fortitude saves
-2 penalty to A( and Fortitude 5<11'<'5

,,'
2nd - 4th
5th - mh

12th - 14th

Phase
New Moon
Waxing Crescent
Waxing
Waxing Gibbous

Table 1-6: Lunar Resilience
Day of the

Month

Full Moon
Waning Gibbous
Waning
Waning Crescem

15th
16th - 18th
19th 25th
26th - 281h -2 penalty to AC and Fortitudesaves

extraordinary, and he can now make a fourth bite
attack at a -15 penalty. lbis ability otherwise
functions as greater bite and impI'OV'l"d bite,
,hove.

Lunar V'lgOr (Ex): At I7Ih level, the
lycaonite gains incredible healing powers while

the moon isat its height. As long as the moon is
gibbous, the lymonite gains regeneration equal to
1/2 his class level. When the moon is full, this
regeneration is instead equal to the lycaonite's
class level. Either way, this regeneration ceases to
function as long as the lycaonite is within 60 feet
of mistletoe, wolfs bane, orwood from an ash tree.
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,,'
2nd - 4th
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12th - 14th

Phase
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Phase
New Moon
Waxing Crescent
Waxing
Waxing Gibbous

Table 1-'7: Lunar Frenzy
Day ofthc

Month

'"md -1th
5th - 11th

12th - 14th

Effect
-6 penalty to atlack and damage rolls
-3 penalty to attack and damage rolls

+5 morale bonus loallack and damage rolls
Full Moon
Waning Gibbous
Waning
Waning Crescent

15th
16th· 18th
19th 25th
26th· 28th -3 penalty to attack and damage rolls

The lycaonite immediately becomes aware if
proximity to such an item causes his regeneration
to stop functioning, though he does not
automatically know the location, or evl'n the
direction, of the offending item. Vllhen the moon is
neither full nor gibbous, this ability has no effect.

Lunar Frenzy (Ex): At 19th 1evl'1, the
lycaonite's lunar bloodlust improves, causing the
bonuses and penalties to grow more severe, as
indicated on Table I-T Lunar Frenzy. Thisability
replaces the lunar bloodlust and lunar rage
abilities.

Summon the Blood Moon (Sp): By wth
levl'l, the lycaonite's bond with the moon becomes
so strong that he can magically call a full red
moon, known as the blood moon, into the sky once
per day, as a standard action which provokes
attacks of opportunity. TIris moon remains in the
sky for 10 minutes. During this time the moon is
considered to be full, instead of whatevl'r state it is
actually in, for the purposes of the lycaonite's class
features. Only the lycaonite who used this ability is
affc<:ted, though the red moon is visible to others.
This ability functions at any time of day, and the
moon is dearly visible evl'n at high noon, though
the lycaonite need not actually see the blood moon
to receive its benefits. This ability has no effect on
tides, the movement ofcelestial bodies, or similar
phenomena.

Playing a Lycaonite

Lycaonites can come from all walks of life, as
their unifying factor is the terrible ernse which has

transfonned them intoa monster, and this curse
does not discriminate betv.-een prince and pauper,
nor can it tell saints from sinners. Most lycaonites
are filled with bitter anger, both at the cruel
circumstances which caused them to become
cursed, and at themselves, for most lycaonites
loathe the monsters that they feel they have
become. TIris anger is fueled, and in many cases
outright caused, by the lycaonite's inner beast,
which constantly urges them towards violence and
other, darker acts.

Even the most well-adjusted of lycaonites is
typically very reserved and slow to trust and make
friends, both because they are used to the
prejudice and fear that knowledge oftheir
condition creates in others, and because they are
well aware there is a chance they may someday
lose control and attack someone dose to them,
and feel it is best if they remain aloof, to minimize
the risk to others.

Races: Anyrace can be the subjC<:t of the
werewolfs curse, though certain races are more
likely than others to invest any effort in mastering
their condition, rather than hiding from it. Orcs
and half-ores, in particular, tend to provide a large
number of lycaonites, both because many ore
tribes have werewolf blood in their lineage, and
because the oreim revl'rence for wolves causes
more orcs and half-orcs to embrace their
lycanthropic status. HUIIldI1S, due to theirO\'erali
prevalence, make up the majority of the lycaonite
population.

Religion: Few lycaonites have much use for
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religion, and a large number of them bitterly hate
at least one deity or church, or else the entire
concept of gods and clerics in general. These
feelings ilI'e generally due to the Iycaonite's anger
and frustration at being cursed, and, in fact, many
Iycaonites receive their curse directly from a deity,
typically resulting in an exceptionally fierce
hatred. Still, there are lycaonites who find solace in
religion, especially if the deity in question has a
favorable view towards redemption for creatures
such as werewolves.

Other Classes: Though few lycaonites have
much use for religion, this hatred rarely extends to
clerics, especially if they are not exceptionally
preachy about their views. Mistrustful of most
people, Iycaonites ilI'e typically even more
suspicious ofwizards, sorcerers, and other arcane
spellcasters. Lycaonites often get along best with
barbarians and rangers, with whom they often feel
they have common ground. Lycaonites tend to be
bitterly divided in their view ofdruids, some
holding great reverence for these ~custodiansof
nature," while others view them as soft, weak, and
noncommittal.

Lycaonites in the World

"Those monsters are Asmodeus incartl<lte!
Unn,ltural beastS, they perform secret ,Jnd terrible
/Mcts with dMk powers-demons, devils, and
I>urse, most likely-to g,Jin their ,Jwful power,
tr,Jnsforming into ruthless, mindless, murderous
fiends. E,Jch one h,Js,J heiJrt bl,Jcker th,Jn the
dMkest night, but theireyesgle,Jm with a bright
red h,Jtred ,Jnd malevolence. H,Jve no doubt that
these foul heretics must be stopped at,Jll costS,Jnd
put to the torch without remorse or regret, but ,Jlso
h,Jve no doubt that they are d,Jngerous: their
wickedness knows no bounds, ,Jnd they h,Jve the
strength ,Jnd S,Jv,Jgeryofthe be,Jst combined with
the cunning of,J m,Jn. They ,Jre,J S4:Qutge best left
to professionals to remove."

-Kenneth Fetten, werewolf hunter

Daily Ufe: While some werewolves do their
best to live normal and everyday lives, most
lycaonites instead embrace their lycanthropic

nature, attempting to get in touch with their inner
beast. Some do this in order to better quell and
control it, while others are simply interested in
tapping into its IJO'I'~r. The exact nature of this
process varies depending on the lycaonite, but
some examples include meditation, spending time
in the company of animals, sparring and strenuous
exercise, more earnest blood sports, or foraging
through the wilderness. Conscientious lycaonites
always take care to ensure that they are far from
civilization when they make camp, or else
otherwise ensure that they aren't likely to kill any
innocents during the night if they are unable to
control their transfonnation.

Notables: Many of the most famous
Iycaonites are known not by their given names, or
even as human beings, but rather with fanciful
names such as ~The Beast of Gevaudanar" or "1be
WolfofAsbencester,n for they gain their fame
primarily through a string ofgrizzly murders while
in bestial fonn. Most Iycaonites die in obscurity,
without achieving great fame as either man or
beast. Despite all of this, a handful of
Iycaonites-especially those who focus on
controlling their inner beast-may make some
small notoriety for themselves, usually after
settling down to the life ofa hennit or sage in
some small and remote location.

Organizations: Loners by nature, and hailing
from a wide variety of races, religions, and social
classes, lycaonites rarely spend much time in each
others' company. Not precisely commonplace to
begin with, few lycaonites ilI'e willing to admit to
their true nature, and so even when twoof them
do chance to meet, they are unlikely to discover
their common bond. Even if they do, most
Iycaonites feel such disgust towards their own
inner beast that they can think of nothing they
would like less than the company of another like
themselves. lhat said, rumors do arise every few
years about a secluded and hidden monasteryor
coven oflycaonites, which seek out those with the
curse and take them into the fold, teaching them
to harness and control their powers. Ifsuch
organizations do exist, the only proof is these
occasional rumors, and it is anyone's guess as to
whether these organizations have a greater aim in
gathering werewolves in this way, let alone what
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that goal might be.

NPC RtactioD.$: Fewclasses occasion as
much open and abject hatred, feM, and suspicion
as die 1)'Caonile. Most innkeepers would rather
rent a room loa black-robrd, pale-skinned
rn:'O'OmatlClI!'r or a drunken, wlwashed, and sa\'a~

barbarian than e..'I!!n fl'ftI a~U', let alone
sleep under the same roo£ lycaonites ...no are
open about theircunequicldydraw angry mobs of
torch-.md-pitchfork-...-ieJ.ding commoners. luckily,
IDOSIlycaonites are able to hide their O'Ue nature
without too much diflicuJ.ly, as long as they can
keqI from tTansfonning in <M!rly public places.

lycaonitl!' Lo",: Characters with ranks in
Knowledge (local) can Tt'SedTCh Iycaonites to learn
moreabou[ them. When a character makes [his
skill check, read orpdl"aphrase [he infonnation
from the [able below, including the enlries for
100000r Des.

Table 1-8: lycaonite Lore
DC Information

Lycaonites are supernatural warriors who
milSler their inner rage and channel it into

10 Iheir lighting. It'sS<lid thilt not e,·eryone is
capable o(l)t'Coming a Iycaonite, but you
don't kJl()w the ex.act r uiremem.
Lycaonile is anO(her ..·ord or were...·

used to hide their true nature and allow
'5 c_t,,,,,m to ~ay in hurnan sociely like the

prQ\·erbial wolfin sheep's dO(hing.

Characters who achit'\'e this It'\'el ofsuccess
can learn important details about a specific

30 Iycaonite, the aredS where he operdtes, and
the kinds of activities he undertakes.

lycaonites in the Game

For OMs: l~tescreate a couple of
situations which can complicate games, ifnot
handled delicately. FlT5Iiy, in regards to a
!yt:aonite's night-time transformations (see
Sidebar: H.mdling Night-Time transformations for
more infonnation), a arefulba~must hi!'
struck bet'M'eIl ignoring this aspect ofthe
character's ~anthropyandOYerusing it, or
allov.ing it 10 become 100 much ofa punishment
or chore. M.my !yt:aonite charoKten will quiddy
find~ 10 remain lucid during such
transfonnations, which helps ...-ith this issue, but
8I!'fK'ralJy speaking, unless the M'I!!r has taken
stl!'pS to prt"\-'t'n1 night-time activities, OMs should
try to include at least one meaningful night-time
encounter (not Ilt"C('SS,)rily a combat encounter,
but always an entertaining one) per character
1eVl"1, generally "hand-waving" the rest with
simplified rules orentirely without conunent.

The other potential issue with !ycaonites is
that their "lunar" class features can be somewhat
unwieldy. First, keeping track of the lunar cycle is
important to the class's balance, but can slow
dCJ\\.TI gilIIleplay. In general, the Iycaonite character
should be responsible for keeping track of the
lunar cycle, either on a scrap piece of paper cran
empty section of his character sheet. S«ondly,
...-Me these class features are designl"d to be fairly
w~U-baLmced. despite having dramatic shifts in
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try talking to them about it, or e1sep~t them
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hunters, sudden monster attacks, or particularly
~ villains.. Fmally, any attempt to alter or
halt die progression of the moon, or to use a
setting's unique cosmology to achieVl" a simil.Ir
effect (for example, a ...urld with many moons),
should not be tolerated.

Adaptations: If the lunar cycle proves too
long-tenn for your game, you could consider
adjusting the cycle, either by shortening all of the
phases (besides the new and full moon) by a

that goal might be.

NPC RtactioD.$: Fewclasses occasion as
much open and abject hatred, feM, and suspicion
as die 1)'Caonile. Most innkeepers would rather
rent a room loa black-robrd, pale-skinned
rn:'O'OmatlClI!'r or a drunken, wlwashed, and sa\'a~
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proportionate number ofdays, or
by simply removing the phases
during which no bonuses or
penalties are accrued. Note that
either of these (especially the
latter) will result in a slight
increase in the class's O".'erall
power, as some of the lunar
abilities (such as lunar vigor)
provide only benefits, never
drawbacks.

Ifyou want a less "werewolf­
focused" lycaonite, you could
reduce the rate of bonus feats to 1
per 3 or even I per 4 class levels,
giving extra skills, an animal
compamon, orl"Ven ranger
spellcasting to compensate.
Another thing to consider would
be adding a slight bonus to natural
armor (such as 1!4 on!5 class
level), at the expense ofa
decreased hit dice or a reduction
in base attack bonus, etc.

Feats:

The following feats are
designed to simulate the various
powers attributed to werewolves in
legends, folklore, movies, books,
and other media. In this Wily, a
player may ''build their own" were­
wolf, selecting the feats whose

Werewolf, byJ~e Cutler

--------..,..........-"'--------
Sidebar: Why Use Lunar Abilities?

With all the drawbacks to lunar abilities pointed out, it should be clear that we didn't decide to use
the "luIldr" mechanic lightly. Though the mechanic is admittedly one of the more complicated class
features, requires a certain amount of bookkeeping, and can be abused by players with ill intentions, we
believe that these drawbacks will actually be relatively minor in most groups, and that the flavorful
benefits of tying thedass to a IUIldrcycie (as well as the nOVf'ltyofa class which waxes and wanes in
power on a regular basis) will outweigh them.
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Consume Resistance Curse of the Beast, Corpse Feeding

Table Z-I: Feats
Feats
Bestial Agility
Bestial Endurance
Bestial Speed
Bestial Strength
Bestial Toughness
Canine Hearing
Canine Vision

Corpse Feeding

Consume Agility

Greater Consume
Agiliry

Greater Consume
Resistance

Devour Strength

Greater Devour
Strength

Enduring Feeding

Lesser Consume
Defenses

Consume Defenses

Greater Consume
Defenses

Quick Feeding

Taboo Recovery

Greater Taboo
Recovery

Vital Consumption

Curse of the Beast

Prerequisites
Curse of the Beast
Curse ofti'll.' Beast
Curse ofti'll.' Beast
Curse ofti'll.' Beast
Curse of the Beast
Curse of the Beast
Curse of the Beast

Curse of the Beast

Curse ofthe Beast, Corpse Feeding

Curse of the Beast, Corpse Feeding,
Consume Agility

Curse of the Beast, Corpse Feeding,
Consume Resistance

Curse ofti'll.' Beast, Corpse Feeding

Curse of the Beast, Corpse Feeding,
Devour Strength
Curse of the Beast, Corpse Feeding,
character k'Velllth
Curse of the Beast, Corpse Feeding,
character level 6th
Curse of the Beast. Corpse Feeding,
Lesser Consume Defenses, character level
nth
Curse of the Beast, Corpse Feeding,
Lesser Consume Defenses, Consume
Defenses, character level 16th
Curse of the Beast, Corpse Feeding,
character level 6th
Curse of the Beast, Corpse Feeding,
character ll'Vel 6th
Curse ofti'll.' Beast, Corpse Feeding,
Taboo Recovery. character level 11th

Curse ofti'll.' Beast, Corpse Feeding

Benefits
Channel the agility of a wolf.
Channel the endurance ofa wolf.
Channel the speed of a wolf.
Channel the strength of a wolf.
Channel the toughness of a wolf.
Your hearing improves.
Your vision improves.
By devouring corpses, you gain small
benefits.
By devouring corlJSt'S, your agility
temporarily improves.
You gain a greater bonus to olgility from
devouring corpses.
By devouring corpses, you gain a bonus
to saving throws.
You gain a greater bonus to saving
throws from devouring corpses.
By devouring corpses, you gain an
increase to attack and damage.
You gain even more power from
devouring corpses.
The benefits you gain from devouring
corpses last longer.

By eating corpses. you gain DR ~/-.

By eating corpses, you gain DR 3/-.

By eating corpses. you gain DR '1/-.

You can devour corpses more quickly
than normal.
You recover from various conditions by
devouring corpses.
You recover from more conditions by
devouring corpses.
You gain temporary hit points from
corpses.
You transform into a wolf.

granted abilities and effects mirror the aspects of
werewolf lore which the player is interested in
exploring. In this way, each werewolf created using
these feats will be unique, with powers and abilities
which make it distinct from other~"t'r5l-"Olvesbuilt

in the same fashion, and allowing a remarkable
degree ofcharacter customization.

Werewolf Feats
Most of the feats listed in this book are werewolf
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Cursed Bite
Greater Cursed Bite

Extended
Transformation

Improved Extended
Transformation

Greater Extendtod
Transformation

Extra Transformation
GreatwulfForm
Howl of the Night
Hunter

Hybrid Form

Hybrid Pounce

Improved Low-Light
Vision
Improved Scent
lycanthropic
Toughness
Night-Eye
Night Healing
Paralyzing Gaze
Poisonous Bite

Poisonous Claws

Powerful Bite
Practiced
Transformation

Pull Down

Resist Transformation

Greater Resisl
Transformation

Silver Fang

Tame Ihe Inner BeaSI

Wolf Empathy

Curse of the Beast
Curse of the Beast, Cursed Bite

Curse of the Beast

Curse ofthe Beast, Extended
Transformation, character level 6th
Curse of the Beast, Extended
Transformation, Improved Extended
Transformation, character level 11th
Curse of the Beast
Curse of the Beast, character level 6th

Curse of the Beast

Curse of the Beast, character level 6th

Curse of the Beast. Hybrid Form,
character level 11th

Low-light vision

Scent special quality

Curse oflhe Beast, character level 7th

Curse of the Beast
Curse ofthe Beast, character levell1.th
Curse of the Beast, character level 9th
Curse of the Beast, character level51h
Curse of the Beast, Hybrid Fonn,
Poisonous Bite, character level 9th
Bite attack. base attack +8

Curse of the Beast, character levelJrd

Curse of Ihe Beast, base atrack +4

Curse of the Beast

Curse of the Beast, Resist Transfonnation

Curse of the Beast

Curse of the Beast

Curse ofthe Beast

Curse others with your bite,
The DC of your cursed bite increases,

Your willing transfonnations last longer,

Your willing nansfonnations last even
longl'r.

Your willing transfonnations last for
hours.

Make an l'xtra daily transformation.
Transform into a massive wolf.

You frighten foes with your howl.

You transform into a frightening wolf­
man.
Makea full attack after charging in
hybrid form.
You can see farther with low-light
vision.
Your sense of smell improves,

You gain DR l./silver.

You gain darkvision.
You gain fast healing at night.
Your gaze can paralyze your prey.
Your fangs are poisonous.
Your poison is also delivered by the claw
attacks ofyour hybrid (ornl.
Your bite deals more damage.

Your transformations are less tiring.

You can make a free !fip attack with
your bite.
You can make a Will save to resist
transforming.
You are adept at resisting unwilling
transformations.
Your natural attacks count as silver and
magic.
You are adept at remaining lucid as a
wolf.
You can communicate with wolves.

feats, denoted by a "[Werewolf)" after the feat's
name in it's description. Werewolf feats are not
subject to any special rules, and there are no blanket
prerequisites which are required to take a werewolf
feat. This differentiation between werewolf feats

and other kinds of feats is similar to the difference
between combat feats and other feats, and serves
mainly to make it easy to know which feats a
lycaonite can take as a bonus feat.
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feats, denoted by a "[Werewolf)" after the feat's
name in it's description. Werewolf feats are not
subject to any special rules, and there are no blanket
prerequisites which are required to take a werewolf
feat. This differentiation between werewolf feats
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between combat feats and other feats, and serves
mainly to make it easy to know which feats a
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Curse of the Beast

You can dominate wolves and similar
animals.
You can summon wolves and dire
wolves to aid you in combat.
Vou can dominate more canines, and for
longer.
Vou gain a wolfanimal companion,

Vour gear melds into you when you
transform.

Bestial Agility [Werewolf]
Prerequisite: Curse of the Bedst
Benefit: Three times per day, while transfonned
with the Curse of the Bedst feat, you may, asa free
action, gain a +l. bonus to your Dexterity score for
I minute per character level. At tenth level, this
bonus increases to +4. This bonus is suppressed
when you are not transfonned.

Bestial Endurance [Werewolf]
Prerequisite: Curse of the Bedst
Benefit: Three times per day, while transfonned
with the Curse of the Bedst feat, you may, asa free
action, gain a +l. bonus to your Constitution score
for I minute per character level. At tenth level,
this bonus increases to +4- TIris bonus is
suppressed when you are not transfonned.

Bestial Speed [Werewolf]
Prerequisite: Curse of the Bedst
Benefit: Three times a day, while transformed with
the Curse of the Bedst feat, you may, as a free
action, gain a +20 bonus to your movement speed
for I minute per character level. At tenth level this
bonus increases to +40. This bonus is suppressed
when you are not transfonned.

Bestial Strength [Werewolf]
Prerequisite: Curse ofthe Bedst
Benefit: Three times per day, while transformed
with the Curse of the Bedst feat, you may, asa free
action, gain a +l. bonus to your Strength score for 1
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bonus increases to +4- This bonus is suppressed
when you are not transfonned.
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Benefit: Three timesa day, while transformed with
the Curse of the Bedst feat, you may, as a free
action, gain a +3 bonus toyour natural armor for I

minute per character level. At tenth level this
bonus increases to +6. This bonus is suppressed
when you are not transfonned.

Call of the Wild [Werewolf]
Prerequisites: Curse of the Beast, Leaderof the
Pack, Wolf Empathy, character level 5th
Benefit: Once per day, as a standard action, you
can call forth Id8 '''iolves per 4 HD you possess
(rounded down), or ld6 dire wolves per 8 HD you
possess (rounded down). Forexample, a character
with 6 HD can call forth Id8 ,",ulves but can't call
forth dire ,",ulves until he orshe has at least 8 HD.
These creatures arrive in 2d6 rounds and serve you
for up to I hour. After the hour, these wolws return
to where they came from.

Canine Hearing [Werewolf]
Prerequisite: Curse of the Bedst
Benefit: You gain a +5 bonus to Perception checks,
except for Perception checks that rely solely on
sight or other non-auditory components. At loth
level, this bonus increases to HO.

Special: If you have both Canine Vision and
Canine Hearing, the effects do not stack. Instead,
you gain a total of +7 to all Perception checks,
which increases to +14 at loth level.

Canine Vision [Werewolf]
Prerequisite: Curse of the Beast
Benefit: You gain a +5 bonus to Perception checks,
except for Perception checks that rely solely on
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sound or other non-visual components. At 10th
level, this bonus increases to +10.

Special: Ifyou have both Canine Vision and
Canine Hearing, the effects do not stack. Instead,
you gain a total of +7 to all Perception checks,
which increases to +14 at lOth level.

Consume Agility [Werewolf]
Prerequisite: Curse of the Beast, Corpse Feeding
Benefit: Whenever you consume a corpse with the
Corpse Feeding feat, you gain a +2 bonus on
initiative checks and a +2 dodge bonus to AC for 10

minutes. If the corpse belonged to a sentient
creature, this bonus lasts for I hour, instead. These
bonuses do not stack, and consuming multiple
corpses will not increase the bonus beyond +2.

These bonuses are suppressed any time you are
not transfonned with the Curse of the Beast feat.

Consume Defenses [Werewolf]
Prerequisite: Curse of the Beast, Corpse Feeding,
Lesser Consume Defenses, character leveluth
Benefit: Whenever you consume a corpse with the
Corpse Feeding feat, you gain DR 2/- for 10

minutes. If the corpse belonged to a sentient
creature, you gain DR 3/-, instead. These bonuses
do not stack, and consuming multiple corpses will
not increase the damage reduction beyond 3/-.
These bonuses are suppressed any time you are
not transfonned with the Curse of the Beast feat.

Consume Resistance [Werewolf]
Prerequisite: Curse of the Beast, Corpse Feeding

Benefit: Whenever you consume a corpse with the
Corpse Feeding feat, you gain a +I bonus on all
saving throws for 10 minutes. If the corpse
belonged toa sentient creature, this bonus lasts
for I hour, instead. These bonuses do not stack,
and consuming multiple corpses will not increase
the bonus beyond +1. These bonuses are
suppressed anytime you are not transfonned with
the Curse of the Beast feat.

Corpse Feeding [Werewolf]
Prerequisite: Curse of the Beast
Benefit: You can consume the corpses of Small or
larger creatures to gain additional vigor and
energy. 1bis process takes one minute, and
provokes attacks of opportunity. The corpse must
be relatively fresh: the creature cannot have been
dead for more than a ",reek. AdditioIldlly, the
corpse must be mostly whole and consumed raw.
In order to make use of this ability, you must be
transfonned with your Curse of the Beast class
feature.

Additionally, whenever you consume the
corpse of a sentient creature in this way, you are no
longer exhausted after your werewolf
transfonnation but are fatigued instead.
Normal: Eating corpses offers no special benefits.

Curse of the Beast [Werewolf]
Benefit: You can transform into a \\-ulf, something
which can occur both willingly and unwillingly on
your part. Regardless of how the transfonnation
occurs (see below), the effects are largely the same:
you gain a +2 Ildtural armor bonus, ilS well asa +2

::::-:--=-~~-:---=--","_'''l~~_''''''--------­
Sidebar. Cannibalism in YOUl" Game

A number of the feats in this book provide incentives for player characters to consume the corpses
of sentient creatures. These feats are designed to reflect the fact that the consumption of human corpses
is a major part of weJe\\oulf lore. Medieval werewolves were almost universally known to be cannibals,
consuming corpses in addition to attacking living victims, and it seemed iIldppropriate to ignore this fact
for Marchen der Daemonwulf.

That said, it's important to be aWilre that many players may not feel comfortable exploring themes
of cannibalism in their game. Before taking any of these feats, we strongly recommend talking to your
DM and fellow players, to ensure that they won't be upset bysuch things. (fyou are a DM, you shouldn't
hesitate to disallow these feats if either you, or one ofyour players, is uncomfortable with the idea of
consuming corpses. Ifyou detennine in the middle ofthe game that a character's cannibalism is
inhibiting someone's fun, that player's character should beallowed to retrain the offending feats.

--------.---'<Ii~...~'--------
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racial bonus to Dexterity and Constitution. You
also gain low-light vision and the scent special
quality, your speed increases to 50 feet (or
improves by 10 feet, ifyourspeed is already 50 feet
or greater), you gain a bite natural attack which
deals Id6 points of damage plus your Strength
modifier, and you gain a +4 bonus to CMD WI'SUS

trip attacks. This is a polymorph effect. Unlike
other polymorph effects, your gear does not meld
intoyour bodywith this transformation, but
instead falls to the ground around you. While
transfonned, all spells and effects which care
about your creature type treat you as though you
were a magical beast instead. The only exception
to this is ifyou are undead, in which case you are
treated as a IIldgical beast in addition to being
treated as undead. Your type does not actually
change, neither do your subtypes, and spells or
effects which care about your subtypes still treat
you as though you had those subtypes.

As a move action, you can willingly IIldke this
transformation a number of times per day equal to
1/4 your character level (minimum one). When
you willingly transfonn, you remain lucid and
self-aware throughout the transformation, and can
act normally. When you transfonn in this way, the
transformation lasts up to I minute per two
character levels you possess (toa maximum of 10

minutes at 20th level).
You can also transfonn unwillingly. There are

two kinds ofunwilling transformations: battle
transformations and nighttime transformations.

In the case of battle transformations, whenever you
are reduced to less than liz your maximum hit
points, you automatically transfonn as a free
action. When you transfonn in this fashion, you
are overcome by a powerful bloodthirst, and are
not fully in control ofyour actions. Each round,
you must attack at least one creature ifable, and if
no creatures are within range you immediately
begin searching for something to kill. Once per
minute, including the round you initially
transfonn, you IIldy IIldke a Will save (DC 20) to
become lucid, in which caseyou control your
actions as normal. You mayalso makea new Will
save each time you attack an ally (a successful save
allows you to keep from attacking). Finally, you
gain a +2 bonus on 'Nill saves to become lucid for
each creature you kill while transfonned. These
bonuses stack, but go dWay once you become lucid
again. Once you do become lucid, the
transformation lasts up to one minute before
ending.

Nighttime transformations are somewhat
different. Every night (not just during the full
moon) you transfonn unwillingly at sunset over the
course of a minute, during which you are
staggered. You IIldy IIldkea Will save (DC 20) to
become lucid, in which caseyou control your
actions as normal. Ifyou fail this save, your
predatory instincts take overand you rush out into
the night, traveling Id6 miles and then hunting for
a sentient creature to slay. You nave no memoryof
or control over your actions during this time. See

S
Od c __ Handli N"gh" T I e.. ~_.,..~-----------
I eueu; ng 1 ttlme rans ormabons

Because of the nature of nighttime transfonnations, they typically don't need to be detailed in full:
for one thing, the character is unlikely to remember more than vague, hazy flashes of the events in
question, and for another, itwilllikely be less than entertaining for the group as a whole to go through
every excruciating detail of hunting down a Ie.."el 2 commoner in the night. Though some DMs will be
tempted to throw random encounters at the werewolfwhile he is alone and filled with bloodlust, this is
generally considered to be bad fonn, unless the DM is certain that they are an appropriate challenge for
the lone player, and is confident that the encounter will be fun and exciting for e..wyone involved.

In general, the DM should either determine on his or her own whether or not the werewolf manages
to find and slay prey, and if so, what kind, or else should ha~"e the player make a Survival check, with a 15
or higher indicating that he found at least one victim. Also, the werewolf should return to wherever the
PC was at the time ofthe transfonnation before sunrise, unless there is a good reason for things to be to
the contrary. FllliIlly, under no circumstances should the werewolfattack the other PCS while they are
sleeping, which is why they travelld6 miles before beginning their hunt.

----------......--'lii~"',.''''''''-----------
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minutes at 20th level).
You can also transfonn unwillingly. There are

two kinds ofunwilling transformations: battle
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minute, including the round you initially
transfonn, you IIldy IIldke a Will save (DC 20) to
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actions as normal. You mayalso makea new Will
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S
Od c __ Handli N"gh" T I e.. ~_.,..~-----------
I eueu; ng 1 ttlme rans ormabons

Because of the nature of nighttime transfonnations, they typically don't need to be detailed in full:
for one thing, the character is unlikely to remember more than vague, hazy flashes of the events in
question, and for another, itwilllikely be less than entertaining for the group as a whole to go through
every excruciating detail of hunting down a Ie.."el 2 commoner in the night. Though some DMs will be
tempted to throw random encounters at the werewolfwhile he is alone and filled with bloodlust, this is
generally considered to be bad fonn, unless the DM is certain that they are an appropriate challenge for
the lone player, and is confident that the encounter will be fun and exciting for e..wyone involved.

In general, the DM should either determine on his or her own whether or not the werewolf manages
to find and slay prey, and if so, what kind, or else should ha~"e the player make a Survival check, with a 15
or higher indicating that he found at least one victim. Also, the werewolf should return to wherever the
PC was at the time ofthe transfonnation before sunrise, unless there is a good reason for things to be to
the contrary. FllliIlly, under no circumstances should the werewolfattack the other PCS while they are
sleeping, which is why they travelld6 miles before beginning their hunt.

----------......--'lii~"',.''''''''-----------



Sidebar. Handling Nighttime Transfonnations for
mon' information on these excursions. Regardless
ofwhether or not )Ql~ lucid, this
transformation lasts until sunrise. If~ an'
a~ tTansfonned when sunset~,)Ql
n'm.lln in w'Olffonn but must still make the \!Yill
SCM' to stay (or berome) ludd.

Once you berome ludd, you may end your
transformation at any time 03.503. full-round action,
regardless of what caused you to transfonn. Once
your tTansformation ends, you~ exhausted for
one minute, afterwhich)"OU an' fatigued for 10

minutes. You cannot perfonn a willing
transformation while ahausted or fatigued.
Special: Ifyou an' affiicted by the run;t" of
1ycdnthropy, you may choose to retrain a feat)Ql
possess and take this feat. Ifyou do so, you no
longer suffer from the curse oflycanthropy. The
Curse of the Beast feat cannot be retTained
without aid of spells such as ren1O'\l!' curse or heal,
reg;udlessofhow it'<lo<l!i gained. F"malIy, ifyou hiM­
the curse of lycanthropy, you count as having this
feat for the ptIIl)OSl5 of~tll'5which
~it.

Special; for the purposes of prerequisites for feats
or prestige classes, you count as possessing all the
special attacks which you possess while
tr<lnsfonned (such <15<1 bite att<lck, the scent
speci<ll qU<llity, and so on). Ifyou only qualify for a
fe<lt or prestige class while transfonned, you only
pin the benefits of that feat or prestige class while
you are transformed.

Cursed Bite [Werewolf]
Pftrequisites: Curse of the Beast
Benefit: Your bite attack in wolfor hybrid fonn
now can infect a humanoid target with the
lyc<lnthropycurse (Fortitude DC 15 negates). If the
victim's size is more than one size categol)' away
from you, this ability has no effect. See the
Pathfinder Roleplaying Game COn' Rulebook for
mon' infonIlation on the }ycanthropycurse.
Special; Natuf31 \mlf 1)~anthropescount as
having this fedt forthe pwposesof prerequisites
which noqwn' this fedt.

Devour Strength IWerewolf]
Prerequbite: Curseofthe Beast, Corpse Feeding
Benefit: 'Nh.enever you consume a corpse with the
Corpse Feeding fedt, you gain <I -+I bonus on <lttack

and dMnage rolls for 10 minutes. If the corpse
belonged. to a sentient creature, this bonus lasts
for 1 hour, instead. These bonuses do not staclc,
and consuming multiple corpses will not increase
the bonus beyond +1. These bonusesan'
suppressed any time you an' not transfonned with
the Curse of the Beast fedt.

Enduring Feeding IWerewolf]
Pftrequisite: Curse of the Beast, Corpse Feeding.
characterI~ uth
Benefit: When you consume the~ ofa
sentient creatun' with the Corpse Feeding feat, the
benefits last u hOW'S, or until the nexI sunrise,
whichever comes first. 1his does notp~t
benefits from becoming suppressed while you <In'
not rransfonned with the Curse ofthe Bedst fedt.
Normal: Typically, benefits aeeroed from
consuming the corpses of sentient creatures last
for up [0 1 hour.

Extended Transformation (Werewolf]
Prerequisite: Curse of the Beast
Benefit: The dur<ltion of}Ulfwilling
tTansformations is incrNsed to I minute per
char<leter level.
Normal: Thedur<ltion ofyour willing
transformations is I minute per 2 cha.f3cter levels.

Extra Transformation (Werewolf]
Pftrequif.ite: Curse of the Beast
Benefit: You can make oneadditional o;o,illing
transformation per day.
Special: You can takr this feat multiple times. Its
effect5 stack..

Greater Consume Agility [Werewolfl
Prerequisite: Curse of the Beast. Corpse Feeding,
Consume Agility
Benefit: Whenever you consume a corpsewith
the Corpse Feeding fedt, you gain a +1 bonus on
iniriatM- checlts and a +1 dodge bonus to AC for 10

minUles. Ifthe corpse belonged to a sentient
creature, this bonus lasts for I hour, instead. 1bese
bonuses do not stack, and consuming multiple
corpses will not increase the bonus beyond +1,
These bonuses aresuppressed any time you an'
not transfonned with the Curse of the Beast fedt.
Normal: Eating corpses offers no special benefits.



Greater Consume Defenses {Werewolfl
~~uisite:Curse ofthe Bedst, Corpse Feeding,
Consume Defenses, Lesser Consume Defellses,
character level 16th
Benefit: Whenever you consume a corpse with the
Corpse Feeding feat, you gain DR 3/- for 10
minutes. If the corpse belonged toa sentient
ITt'dlun", you gain DR 1/-, instead. These bonuses
do not stack, and consuming multiple corpses will
not increase the damage reduction beyond 1/-.
1beie bonuses are suppressed any time)l)I.l all' nol
transfonned with the Curse of the Be.lst feal.
Nonnal: Eating corpses offen no special benefits.

Greater Consume Resistance [Werewolf]
Pruequhite: Curseofthe Beasl, CorpseF~
Consume Resistance
Benefit: W'heflt'\.'ef you consume a corpse wilh
)VW Corpse fftding feat, you gain a +1. bonus on
all saving throws fOl" 10 minutes. If the corpse
belo. 10 a sentient creaNIl', this bonus Lists for
I hour, instead. 1hese bonuses do noI Slack, and
consuming multiple corpses wiU noI increase the
bonus beyond +1.. 1hese bonuses all' wppressed
any time you all' not ttansfonned ....ith the Curse of
the Be.lst feat.
Normal Eating corpses offen no specia.l benefits.

Greater Cursed Bite IWerewolfl
Pruequhites: Curse of the BeaSl, Cursed Bite
Benefit: The IX to resiSl your lycanthropy c:urse is
naww + 1/1. your HD + your WISdom modifieF.
Additionally, your lycanthropy curse can now
infect dragons. fey, monstrous humanoids,
outmen, and corporeal intelligent undead in
addition 10 still being able to affect hull'Wlotds.
Fmally, )vur curse can flOW affect victims
regardless of their size.

Greater Devour Strength [Werewolfl
PrerequUite: Curse of the Beast, Corpse Feeding.
Devour Strength, ch.uacter 1evt'16lh
Benefit: Wheneveryou consume a corpsewilh the
Corpse Feeding feat, you gain a +2 bonus to arrack
and damage for 10 minutes. If the corpse belonged
toa sentient creature, tllis bonus lasts for I hour,
instead. These bonuses do not stack, and
consuming multiple corpses will not increase the

bonus beyond +2. These bonuses are suppressed
any time you are not transfonned with the Curse of
the Beast feat.

Greater Extended Transformation
[Werewolf]
Prerequisite: Curse of the Beast, Impl'O\--ed
Extended Transformation, character level 11th
Benefit: The dwation ofyour willing
transfonnations is increased 10 I hour per
character I~.
Nonnal: The duration ofyour .....illing transfonna­
lions is I minute per:l. character leo.'t'\s.

Greater Resist Transformation [Werewolfl
Prerequisite: Curse of the Be.lst, Resist
Transfonnation
Benefit: You gain a +4 bonuson Will saving tbrov.'S
to resist: im'oluntary transfonnalions brought on
by the Curse ofthe Be.lst feat. In addition, once per
day)UU may re-roU a WillSin't' made to resist such
a transformation.

Greater Taboo Reconory (Werewolfl
Ple:tequisite: Cuneofthe Beast, Corpse Feeding.
Taboo Recoo.'ef)', character Ieo.>el uth
Benefit: \-\Ihent-<,~ryou ronsume the corpse ofa
sentient creatwl' you all' immediately cured ofaU
poisons, as v.lill as all confusion and insanity
effects, and can Il'IIKJYl" up to one negative 1t"'t'L

Greater Wolf Companion IWerewolfl
Pruequisites: Gmie of the Beast, Leader of the
Pack, WolfCompanion, wolf Empathy, charilcter
I~uth

Benefit: Your .....olf anima.! companion gains one
template ofyour choice from the following list:
celestial, fiendish, and giant. AdditionaUy, your
wolf animaJ. companion gains the empathic link
ability ofwizard familiars and spell resistance
equal to your character IIM'I + 5, and becomes a
magical beast for the purposes of determining
which spells affect it.

Greatwulf Form [Werewolf]
~~uisite:Curse of the Beast, character IIM'I
..h
Benefit: When you transform with the Curse of the
Bedst feat, you may choose to adopt a grealWUlf
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regardless of their size.
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Benefit: Wheneveryou consume a corpsewilh the
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and damage for 10 minutes. If the corpse belonged
toa sentient creature, tllis bonus lasts for I hour,
instead. These bonuses do not stack, and
consuming multiple corpses will not increase the

bonus beyond +2. These bonuses are suppressed
any time you are not transfonned with the Curse of
the Beast feat.

Greater Extended Transformation
[Werewolf]
Prerequisite: Curse of the Beast, Impl'O\--ed
Extended Transformation, character level 11th
Benefit: The dwation ofyour willing
transfonnations is increased 10 I hour per
character I~.
Nonnal: The duration ofyour .....illing transfonna­
lions is I minute per:l. character leo.'t'\s.

Greater Resist Transfonnation [Werewolfl
Prerequisite: Curse of the Be.lst, Resist
Transfonnation
Benefit: You gain a +4 bonuson Will saving tbrov.'S
to resist: im'oluntary transfonnalions brought on
by the Curse ofthe Be.lst feat. In addition, once per
day)UU may re-roU a WillSin't' made to resist such
a transformation.

Greater Taboo Reconory IWerewolfl
Ple:tequisite: Cuneofthe Beast, Corpse Feeding.
Taboo Recoo.'ef)', character Ieo.>el uth
Benefit: \-\Ihent-<,~ryou ronsume the corpse ofa
sentient creatwl' you all' immediately cured ofaU
poisons, as v.lill as all confusion and insanity
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Greater Wolf Companion IWerewolfl
Pruequisites: Gmie of the Beast, Leader of the
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template ofyour choice from the following list:
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magical beast for the purposes of determining
which spells affect it.

Greatwulf Form [Werewolf]
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form r3therthan the st.mdMd wolffonn. You may
IIIdke this choice 3ny time you transfonn, even if
the tr3nsform.:ltion is involunt.uy.

When in grealv.uIf form, in iKIdirion to the
benefits 3nd drawb.1cb of the normal
transfOnTliltion, you gain 3 +4 ra.ciaI. bonus to
Srrengrh, )'OUr r3cia1. bonus to Consrirntion
~sn to +-t, and your niltural ;umor bonus
incre3sn to +6. While in greatwulf fonn you 83in 3
+1 bonusonCMBmd CMD,mdyourbitenow
does ld8. F'Il'IolUy, you tm up 3 10-fOOl sqllclf'e
instl."OO of3 5-fOOl~.
Special: All other OOIefits ilIld drawb.lcks of the
CUI"Se ofthe Beast !'Nt still3PPly.

Howl of the Night Hunter [Werewolf]
Prerequisite: Curse of the Be3st
Benefit: Once per d<Jy, 3S 3 st.mdard 3etion which
doesn'r provoke 3ttacks of opportunity, you C3n let
loose a ft'itrsome howl. All cre3£W'eS within 110 feet
which can hear you must succeed on 3 Will S<lVl'

(DC 10 + 1/2 your hit dice + your Chir.risma
modifier) or become frightened. If the cl"t'ijture
h3s 3t least 5 fewer hit dice thim you do, it is
pi!.nicked instead. The effect lasts for I minute.
Even if the creature succeeds on its Solving throw, it
is still shaken for a number of rounds equal to your
Chdrisma modifier.
Special; You can take this ft'itt more th.ln once.
fAch time you do, you gain.m3ddirional use of
this abiliry each day.

Hybrid Form IWe['l'W01f]
Prerequisite: CUI"Se of the Beast, chariK"ter level
6<h
Benefit: When you transform with the Curse of
the Beast feat, you may choose to iKIopr a hybrid
fonn-.l monstrous bNst which is a CI'05$ between
a human and a woU-ra.t:her than the stand.ud
wolf form. You may~ this choice Mrf time you
transform, e"o'l'!l if the transfOrm.:ltion is
involuntary.

When in hybrid form, you Me treilted 3S
having the humanoid ilIld magicili bedst creature
types in addition to 3ny other cre3lurl' types you
possess. This transforrniltion does not 3ffect your
gear, which stays equipped. 'Nhile in hybrid fonn,
you do not gain the nOnTlill benefits ofyour
werewolf transformation. Instt'itd, you gain the
following benefits: you g<lin 3 +2 r3cial bonus to

Strength 3nd Constitution, the scent special
quality, low-light vision, a primaI)' bite att3ck
which deals Id6 points of damage ifyou Me

Mediwn, and two priJn<uy claw attacks which deili
Id6 points ofdilffiage ifyou are MediWIL Your
claws allow enough fine manipulation to ~ieId

weapons, but are clumsy and awkwMd when
emplO)~ in thisway, and so impose a -2 penility
toattack rolls UliKI.ewith held weapons. You
cannot:~ a claw attack with a hand that is
hokIinga Wl'iipon. Ifyou do choose to~ielda
~pon, Mrf IliIturaI attacks you~ are treilted
as secondaryattacks.
Special: All other benefits.md drawbacks of the
CUI"Se ofthe Boeasl feat still apply.

Hybrid Pounce [Werewolf]
Prerequisites: Curse of the Beast, Hybrid FonD,
b.lse attack bonus +u
Benefit: 'Nhen you IIIdke d chdrge while in your
hybrid fonn, you may make a fuU dtt3CK. This fuU
dtt3ck may only include natural attacks.
Normal: Normally, when charging, you may make
only a single attacK.

Improved Extended Transfonnation
(Werewolf]
Prerequisite: Curseofthe Beilst, Extended
Transformarion, character level 6th
Benefit: The duration ofyour willing
transformations is increased to 10 minutes per
characterI~
Normal: The dW'ittion ofyour willing
transformations is I minute per 21eYeis.

Improved Leader of the Pack (Werewolf]
Prerequisites: CUIW ofthe Boeasl, Leader of the
p,""

Benefit: The domin,ue animal ability granted by
Leader of the Pack c.m now affect wolf-like
magicili be.ms as if they were animals, ilIld the
dW'ittion increases fO I hour per level from 1

minute per level.

Improved Low-Light Vision
Pnorequisite: Low-light vision special quality
Benefit: You c.m see four times as fdr as norm3l in
dimly-lit conditions. Addition311y, you gain a +2

bonus to Perception checks made in dimly-lit
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Mediwn, and two priJn<uy claw attacks which deili
Id6 points ofdilffiage ifyou are MediWIL Your
claws allow enough fine manipulation to ~ieId

weapons, but are clumsy and awkwMd when
emplO)~ in thisway, and so impose a -2 penility
toattack rolls UliKI.ewith held weapons. You
cannot:~ a claw attack with a hand that is
hokIinga Wl'iipon. Ifyou do choose to~ielda
~pon, Mrf IliIturaI attacks you~ are treilted
as secondaryattacks.
Special: All other benefits.md drawbacks of the
CUI"Se ofthe Boeasl feat still apply.

Hybrid Pounce [Werewolf]
Prerequisites: Curse of the Beast, Hybrid FonD,
b.lse attack bonus +u
Benefit: 'Nhen you IIIdke d chdrge while in your
hybrid fonn, you may make a fuU dtt3CK. This fuU
dtt3ck may only include natural attacks.
Normal: Normally, when charging, you may make
only a single attacK.

Improved Extended Transfonnation
(Werewolf]
Prerequisite: Curseofthe 8edst, Extended
Transfonnarion, character level 6th
Benefit: The duration ofyour willing
transformations is increased to 10 minutes per
characterI~
Normal: The dW'ittion ofyour willing
transformations is I minute per 21eYeis.

Improved Leader of the Pack (Werewolf]
Prerequisites: CUIW ofthe Boeasl, Leader of the
p,""

Benefit: The domin,ue animal ability granted by
Leader of the Pack c.m now affect wolf-like
magicili be.ms as if they were animals, ilIld the
dW'ittion increases fO I hour per level from 1

minute per level.

Improved Low-Light Vision
Pnorequisite: Low-light vision special quality
Benefit: You c.m see four times as fdr as norm3l in
dimly-lit conditions. Addition311y, you gain a +2

bonus to Perception checks made in dimly-lit



conditions.

Improved Scent [Monster]
Prerequisite: Scent special quality
Benefit: Your scent special quality functions at
twice the normal range (including the ranges for
upwind, downwind, and pinpointing location).
Further, you gain an additional +4 bonus to
Swvival when tracking byscent.

Additionally, as long as you can smell a
creature, you may make a Knowledge check of the
appropriate type to identify the creature, even if
you aren't trained. You gain a +5 bonus on
Knowledge checks made in this way. Finally, your
sense of smell allows you to remgnize individuals
you have met based on their scent, which may foil
disguises which do not include a scent component,
and further grants you a +4 bonus on Will saves
versus illusion effects which do not include a scent
component.

Leader of the Pack [Werewolf]
Prerequisites: Curse of the Beast, Wolf Empathy,
character level 5th
Benefit: You gain the ability to use dominate
animal, but only on wolves and similar canine
creatures, such as dire wolves; in addition, the
duration is increased to 1 minute per character
level. You can use this ability 3 times per day as a
spell-like ability. The caster level is equal toyour
character level and the save IX: is Charisma-based.
Special: lhis feat can be taken multiple times.
Each additional time it is taken, it grants one more
use ofdominate animal.

Lesser Consume Defenses [Werewolf]
Prerequisite: Curse of the Beast, Corpse Feeding,
character level 6th
Benefit: Whenever you consume a corpse with the
Corpse Feeding feat, you gain DR 1/- for 10

minutes. If the corpse belonged to a sentient
creature, you gain DR 2/-, instead. These bonuses
do not stack, and consuming multiple corpses will
not increase the damage reduction beyond 2/-.
These bonuses are suppressed any time you are not
transfonned with the Curse of the Beast feat.

Lycanthropic Toughness [Werewolf]
Prerequisites: Curse of the Beast, character level

""Benefit: You gain damage reduction 2/silverwhile
you are in your wolfor hybrid fonn.
Special: This feat can be taken multiple times.
Each additional time it is taken, your damage
reduction increases by l/silver.

Night-Eye [Werewolf]
Prerequisite: Curse of the Beast
Benefit: You gain darkvision 60 feet. Ifyou already
possess darkvision, your existing darkvision
extends an additional 60 feet.
Special: You may take this feat multiple times,
increasing the range ofyour darkvision by 60 feet
each time you do so.

Night Healing [Werewolf]
Prerequisites: Curse ofthe Beast, character level
12th
Benefit: You gain fast healing equal to 1/4 your
character level, rounded down. This fast healing
only functions at night while you are in your wolf
or hybrid fonn.

Paralyzing Gaze [Werewolf]
Prerequisite: Curse of the Beast, character level
9'h
Benefit: As a standard action which doesn't
provoke attacks of opportunity, you can attempt to
paralyze a single target within 60 feet which can
see you. The target must succeed on a Fortitude
save (DC 10 + liz your hit dice + your Charisma
modifier) or be paralyzed forI minute. This is a
mind-affecting fear effect. You mayuse this ability
a number of times per day equal to your Charisma
modifier (minimum 1).
Special: Targets who are forewarned of this attack
may avert their gaze to protect themselves from
this attack as though it",~rea gaze attack, but it is
not actually a gaze attack, and is not used passively
the way a gaze attack can be. See the Pathfinder
Bestiary for more information on gaze attacks.

Poisonous Bite [Werewolf]
Prerequisites: Curse ofthe Beast, character level

>'h



Benefit: Three times per day, you can sec::rete a
poison which coats your fangs as a swift action.
1bis poison persists on your fangs for I minute, and
your bite delivers the poison wilh each attack for
the duration of the effect. [fyou do not M-ea bite
attack when you use this ability, this ability has no
effect. lbis poison deals Strength or Dexterity
dilIDil.ge (you make this choice when you take this
feat. 1'hl' ability srorechosen calUl()( be ch.mged
later). You are immune toyourown poison. The
poison you secrete cannot be collected or."""""'.
W~1f poUon-injury; Sol'o-e fort (DC 10 -+ 1/2
your HD -+ your Con modifier); frequency l/round
fOI" 6 rounds; effect 1<4 Strength or Dexterity
damage; CUJ"e I save. The SCl\'t' DC is
Constitution-based.
Speci.d: 1llis fNt can be taken multiple times.
Each tinr it is taken, you gain one additional use
of this ability.

Poisonous Claws (Werewoln
Prerequisites: CuBe ofthe Be.1st, Hybrid fonD,
Poisonous Bite, character lE'\'t'I grh
Benefit: \rVhen you se<:me poison with the
Poisonous Bite feat, you may choose to also coat
)QUI" claws. Ifyou do so, this is a Jl'lO\.'t' action
instead of the normal sv.ift action, and uses an
additional. use ofyour daily a1Iotment of poison.
You abo gain one additional use ofyour poison per
d.oy.

Powerful Bite (Monster)
PruequWta: Biteattack, baseattaek bonus..a
Benefit: The Strength bonus to damage for your
bite attack is now 1-1/2 times your Strength bonus
(~n ifyou have more than one att3ck). Ifyour
bite attack is a secondary auack, the bonus is
instead equal to your Strength modifier.
Nonnal: Most bite attacks use l-lh times your
Strength bonus if they are your only attack, bUl
otherwise use your Strength bonus or (if your bite
attack is a secondary attack) 1/2 your Strength
bonus.

Practiced Transformation [Werewoln
Prerequitite: Curse of the Beast, character II"Vl'I

""Benefit: When yourwerewolftrallsformation ends,

you are only exhausted for one round and fatigued
for one minute.
Normal: Nonnally, you Me exhausted for one
minute and then fatigued for 10 minutes afteryour
~rl'WOlftTansformatiolL

Pull Down [Werewoln
Prerequisites: CuBe of the Beast, ooseattack-+~
Benefit: When in your wolf or hybrid fonn you
gain the trip special atLKk with your bite attack.
See the Pathfinder Bestiary foI" more information
on the trip special attack.
Speci.d: Ifyou can make more than one bite
attack NCb. round, you may only use this feat for
one of thOSl'attacks. You must declare that you are
using this ability bd"ore making the att3ck roll. In
the case ofa miss, this ability is "''aSted foI" that
rowxI.

Quick Feeding IWl!'re""oln
Plleuequisitl!': Cur.;e of thi!' Beast, Corpse feeding.
chacaetl'l"l~ 6th
Benefit: You cilDronsumea corpse ",ith the
Corpse ftoeding fNt asa full·round action ....hich
promkrs attacks ofopportunity.
Normal: Consuming a corpse with the Corpse
Feeding feat requires I minute.

Resist Transformation IWerewoln
Prerequisite: Curse of the Beast
Benefit: When~ ",vukI involuntarily tTansform
into a ....ere....ol(~ may attempt a Will saving
throw (DC 20) to iI\'Oid transfonning. Ifyou do
transfonD, you may!ilill make a separate Will save
[0 remain lucid.
Normal: \\lhen you would involuntarily tTansfonn
into a werewolf, you call1lot resist the effect.

Silver Fang [Werewolf]
Prerequisite: Cur.;e of the Beast
Benefit: When in your ....olfor hybrid fonn, all of
your natural attacks count as magic and silver for
the purposes ofbypassing ddmage reduction and
suppressing regeneratiolL

Taboo Recovery [Werewolf}
Prerequisite: Curse of the Beast, Corpse feeding,
character level 6th
Bl!'nefit: Whent"\'l:'ryou consume the corpse of a
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sentient CTe<lture you~r from futigue,
exhaustion, any fe,ir effects, and confusion.

Tame the Inner Beast [Werewolf]
Pluequisite: Curse of the Beast
Benefit: You gain a -+1. bonuson WillSinti to
~ lucid while transformed. Additionally,
~ you successfully be<nmt' lucid, you may
remain transformed until the next sunrise, eYeIl if
the effect ".'OUId normally end befon' then (such as
with a battle trcmsfonnation). If; during this~,
~ would be fCll'Cffi 10 ttansfonn again, you must
sul"Cee<l on the appropriate \VHI saw 01" be
immediatelyilffected by the bloodlust once ilgllin.

Vital Consumption [Werewolf]
Prerequisite: Curse of the Beast, Corpse feeding
Benefit: When~ryou consume a corpse with the
Corpse feeding feat, you gain I temporary rut point
per hit dice the creature possessed. These
temporary hit points are lost after 10 minutes, If
the corpse belonged to a sentient creature, you
instead gain 2 temporary hit points per rut dice the
creature possessed, and they last for 1hour before
fading.

Wolf Companion [Werewolf]
~uisitn:Curse of the Beast, Wolf Empathy,
Leader of the Pack
Benefit: You fonna close bond with a wolf, which
be<nmes your wolfanimal companion. This wolf is
a 10)0'al companion dlat accompanies you on your
adventures. This ability functions lib.- the druid
animIlI. companion ability (",iJich is part of the
Nature Bond class feature), exrept that your
eff«tM druid le"o-d is equal to your character I_I-,
Spu:ial.: Ifyou already Moe an animal companion,
this feat does 00l gram: you a second animal
companion. Ifyour existing animal companion is a
wolf, its abilities are calculated as though yourclass
level were three higher, to a maximum ofyour
character level.

Wolf Empathy [Werewolf]
Prerequisi[n: Curse of the Beast
Benefitl: III any fonn, you can communicate and
empathize with wolves and other similar canines
such as dire wolves, worgs, and winter wolves, You

can use Diplomacy to alter such an animal or
magical beast's attitude, and when sodoing gain a
-+1 racial bomlSon the check. Also, you can speak
with these animals as ifyou were constantly under
the effect of the spell speak with.:tnima/s.
SpecW: The bonuses granted by this feal stack
with the Iycanthropk empathy special quality of
natural and afflicted werewohti in the Pathfinder_.
Wolfen Gear (Werewolf]
Pruequisite: Cww of the Beast
Benefit: Your gear mt'lds into you when you trans­
fonn uuo a wolf with the Curse of the Beast feat,
as described under the polymorph subschool de­
scription (see the Pathfinder RoI.epIdying Game
Core Rulebook for more informarion).
Normal: Your geM does nO( meld inlO yuu when
you transfonn into a wolf"'ith the Curse of the
Beast feat.

Magic Items:

Magic Weapon Special Abilities
The following special abilities can be added

to magic weapons. They are goyerned by the same
rules as other magic weapon special abilities, as
described in the Pathfinder RolepLtying Game
Core Rulebook.

shifting; Weapons with this quality are highly
prized by shapeshifters ofall kinds. A shifting
weapon can ttansferall of ilS magical properties
to the natural attacks ofshapeshifters when they
shapeshift. The~pon'silbilities and
enhancement bonus are applied to a single
natural attack per live points of base attack bonus
thewiel.deI"po!i5t'SSe5, rounded down (minimum
I). In this way, a creature"'ith rwo cLIw attacks
would need a baseattack bollusof -+10 in order to
apply lheweapon's bonus to both cla.ws. An attack
cannot benefit from both a shifting """apon and
an .:tmulet ofm;sJ!t fists at the same time.
Sirong transmutation; CL 13th; Craft Anus and
Annor, m<Jg;c we<Jpon; Price -+3 bonus.



Wolfsbane: Weapons with this quality have the
power to force were....olves to return to their
natural state. \¥henevera werewolf is hit by a
wolfsbane 'M'apon, it must succeed on a Will save
(IX 18) or return to its natural fonn.
Moderate transmutation; CL 11th: Craft Weapons
and Annor, baleful j>Qlymorph; Price +2 bonus.

Wondrous Items
The following \\o'l'rewolf-related wondrous

items can be found in most places where magic
items tend to beavailable.
(()[ I AR OF IIN( HAN<, I NC, FORM
Aura moderate transmutation: CL llih

Slot ne<:k: Price 5,100 gp: Weight I lb.
DESCRIPTION

This silver collar has the power to restrict the
shape-shifting power of'M'rewolves. The collar,
once attached, cannot be removed without a
either a IX 25 Disable Device che<:k, a successful
combat maneuver against CMD 25, or the spoken
command word. \¥hill' the collar is worn, the
wearer is unable to change fonn through magical
or supernatural means, including spells, spell­
like abilities, supernatural abilities, orany
extraordinary abilities the creature possesses.
This does not prevent the creature from being
transfonned by magical means by other creatures
(such as the baleful j>Qlymorph spell), only
transfonnations initiated by the creature itself.
CONSTRUCTION

Requirements Craft Wondrous Item, baleful
polymorph; Cost 2.700 gp

WOI rSRANF A!\lUI FT
Aura faim abjuration; CL )rd
Slot ne<:k: Price 1,100 gp; Weight I Ibs.
DF,SeRI PTiON

Thewolfsbane amulet resembles a simple
golden chain with a wolfs head pendant, and
provides a number of useful effe<:ts for those who
wish to fight werewolves. First, the wearer is
made aware ofthe presence ofany 'M'rewolves
within 30 feet of him, regardless of whether or
not they are in their natural fonn. By spending a
full round concentrating, he can identify the
exact location of the 'M'rewolf. Second, the
wearer receives a +2 defle<:tion bonus toAe
against 'M'rewolves ofall forms. Finally, once

per day, the 'M'arer can invoke the amulet to
provide him with a sheltering effe<:t that functions
identically to the sancwdryspell (IX 15), but only
affe<:ts 'M'n'wolves.

CONSTRUCTION

Requirements Craft Wondrous Item, detect
evil, protection from evil, sancwary: Cost
2,050 gp

WOIFKFll
Aura faint transmutation; CL sth
Slot waist; Price 20,400 gp; Weight lib.
DESCRIPTION

The wolf belt is a \\o'l'll crafted belt made
fonn the cured hide ofa large dark grey or black
wolf. The ....,olfbelt grants its wearer a +1
competence bonus on Stealth che<:ks, and allows
the user to assume the fonn ofa wolf three times
per day as a standard action. This ability is
identical to the spell beast shape I, except that
you can only transfonn into a wolf or similar
canine, the wolf fonn you assume has no tail
(making it easy to distinguish from other wolves),
and you may speak nonnally while so
transfonned.
CONSTRUCTION

Requirements Craft Wondrous Item, beast
shape f; Cost 10,200 gp

WOI F 1'[1 I

Aura moderate transmutation: CI. 7th
Slot shoulders: Price 60.800 gp: Weight Islbs.
DESCRIPTJON

The wolf pelt is a cloak made form the hide
ofa sinister-looking, jet black dire wolf. While
donned, the cloak transforms its Wl'dl"er into a
dire wolf as though affe<:ted by bedst shape II,
except that the wolf fonn you assume has no tail
(making it easy to distinguish from other wolves),
and you may speak nonnally while so
transfonned. This is a constant effe<:t. The wearer
also re<:eives a +4 competence bonus on Stealth
and Survival checks. The pelt can be removed as a
move action, returning the user to his or her
original fonn.

CONSTRUCTION

Requirements Craft Wondrous [tern, beast
shape II: Cost )0,400 gp
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Master the Power of Lycanthropy!
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	Greater Consume Resistance

	Greater Cursed Bite

	Greater Devour Strength

	Greater Extended Transformation

	Greater Resist Transformation

	Greater Taboo Recovery

	Greater Wolf Companion

	Greatwulf Form

	Howl of the Night Hunter

	Hybrid Form

	Hybrid Pounce

	Improved Extended Transformation

	Improved Leader of the Pack

	Improved Low-Light Vision

	Improved Scent

	Leader of the Pack

	Lesser Consume Defenses

	Lycanthropic Toughness


	N-S

	Night-Eye

	Night Healing

	Paralyzing Gaze

	Poisonous Bite

	Poisonous Claws

	Powerful Bite

	Practiced Transformation

	Pull Down

	Quick Feeding

	Resist Transformation

	Silver Fang


	T-Z

	Taboo Recovery

	Tame the Inner Beast

	Vital Consumption

	Wolf Companion

	Wolf Empathy

	Wolfen Gear



	Magic Items

	Magic Weapon Special Abilities

	Shifting

	Wolfsbane


	Wondrous Items

	Collar of Unchanging Form

	Wolfsbane Amulet

	Wolf Belt

	Wolf Pelt





