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Another Look at LYCANTHROPY

Jon Mattson

As described previously in D&D® and Blackmoor, any warm-
blooded being who is seriously injured by a lycanthrope (say 50% or
more of the possible damage they can take) stands a good chance of
becoming one of the same type himself. There are, however, several
varieties of lycanthropy which have not been covered and are listed
below. Percentage dice are rolled when the person is first bitten to de-
termine which type of lycanthrope he will become:

Dice Roll:
Lycanthrope Type:

01 - 15 A
16-20 B
21-25 C
26-50 D
51-60 E
61-70 F
71-00 G

Lycanthrope Types:
A — The infected character will turn into the type of creature which

hit him from now on, both mentally and physically, until cured; i.e. he
will be a whole new character— even his alignment will change to that
of the creature which bit him. This change will occur within one to eight
days of being bitten and can only be cured with a Cure Disease or
Remove Curse spell from a cleric at least one level above the creature
that affected the player. The player will have all of the creature’s regular
abilities and limitations (i.e. if he changed to a were-rat he would be able
to summon rats as usual) but none of his own from before he was af-
fected as long as he is a lycanthrope.

B — The infected character will stay in human form but will have
the lycanthrope’s mentality from now on until cured. This change will
occur within three to thirty-six turns and can be cured by a Cure Disease
or Remove Curse spell from any cleric. The player will keep all of his
physical attributes (i.e. if he had strength of 14 this would not change)
but will have the lycanthrope’s mental attributes and lower intelligence
(he will not be able to cast spells, for instance, but can talk to other
lycanthropes). For more information on the lower intelligence, see the
Determination of Attributes and Abilities section. Note that this type of
lycanthropy is extremely rare and is also a type of insanity which can be
used for curses, Scarabs of Insanity, etc.

C — The infected character will keep his own mentality but will
gain the physical characteristics of the lycanthrope which bit him. This
change will occur within two to twenty-four turns of being infected and
can only be cured by a Cure Disease or Remove Curse spell from a
cleric of at least seventh level. The player will keep his mental attributes
(his intelligence, wisdom, languages, and any spells which do not in-
volve body gestures, etc.) but he will have the hit dice, armour class,
strength, dexterity, and other physical attributes of the lycanthrope that
bit him.

D � This is the same as type A, but, beginning 1-12 turns after
being infected, the player only changes to his lycanthrope form under a
full moon or under great stress (see type G for types of stress).

E � This is the same as type B, but, beginning 2-16 turns after
being infected, the player only has the lycanthrope’s mentality under a
full moon or under great stress (see type G for types of stress).

F � This is the same as type C, but, beginning 2-16 turns after
being infected, the player only has the lycanthrope’s physical form
under a full moon or under great stress (see type G for types of stress).

G — One of the most common, yet least understood, types of
lycanthropy: under a full moon or in situations of great stress (beginning
1-10 turns after being bitten) the infected player may (95% chance
under full moon, base 40% chance under stress-add or subtract to this

according to type of stress) change to a sort of part man, part monster
being. Note that stress could be any situation where the player is in great
danger or extremely frustrated and angry. This could be anything from
trying to pull his comrades out of a pit before they get eaten by a mons-
ter to fighting a seemingly invulnerable enemy or losing a battle. This
may sound something like the “Incredible Hulk,” but that is the general
idea.

In any case, this being will be (at least mentally) something like the
player with the following variations:

1. The creature’s alignment may be different. Check in D&D to
see what that type of lycanthrope’s usual alignment is and compare it to
the player’s alignment on the chart below to see what the creature will
end up being:

Creature�s Player�s Player/Creature Will Be:
Alignment: Alignment Lawful: Neutral: Chaotic:

Lawful �
Lawful

Lawful 100% �
Neutral 60% �

LawfuI Chaotic 20%
40%
60% 20%

Neutral Lawful 45% 55% �
Neutral Neutral � 100% �
Neutral Chaotic �

20%
55% 45%

Chaotic LawfuI 60% 20%
Chaotic Neutral � 40% 60%
Chaotic Chaotic � � 100%
Percentages —are the percent chance of the player/creature
being that alignment.
Example: A lawful character is infected by a chaotic Were-Rat.
When he turns into the lycanthrope from the bite, there is a 20%
chance it will be lawful, 20% chance it will be chaotic, and 60%
chance it will be neutral. Thus, percentage dice are rolled to dis-
cover what alignment the player/creature will be.

This must be discovered the first time the player changes to his
lycanthrope form, and it will always remain the same unless the player
changes his alignment (in which case a new roll is made). If the creature
is lawful, it will be lawful/good. If it is chaotic, it will be chaotic/evil.

2. The creature /player will have about one half of the player’s
abilities (spells, languages, etc. providing its lower intelligence will per-
mit this) and about one half of the real lycanthrope’s powers (so a
Were-Rat of this type could summom 5-50 rats, not 10-100).

Obviously, a separate character sheet will have to be made for the
player when he takes on his lycanthrope form. For more information on
this, see the Determination of Attributes and Abilities section.

Players will probably realize that this type of lycanthropy is actually
an advantage, as long as the creature’s alignment is the same as the
player’s, since the creature is stronger and has more hitpoints.
Nevertheless, if a player wishes to be cured of this condition, a Cure
Disease or Remove Curse spell from a cleric of at least eighth level will
do it.

Note: For types D, E, F, & G: Each time the player turns to a lycan-
thrope he will stay in this form for 2-12 turns or until the source of stress
(or the full moon) is gone (whichever comes last).

Determination of Abilities and Attributes:
As explained previously, a separate player/creature character

sheet will have to be made and attached to the player’s regular charac-
ter sheet for use when he is in his lycanthrope form. The player’s basic
attributes will remain the same with the following exceptions:

Creature Intell- Consti-
Type: igence Strength tution Wisdom Charisma Dexterity

Rat — — plus 1                                 — minus 3 plus 4
Wolf minus 1 plus 2 plus 5 minus 2 minus 3
Boar

plus 3
minus 4 plus 4 plus 3 minus 4 minus 5 plus 1

Tiger minus 3 plus 5 plus 4 minus 3 minus 4 plus 2
Bear minus 1 plus 6 plus 4 minus 1 minus 2 —
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Note: To many people it may seem strange that a wolfs constitu-
tion would be better than that of say a bear, but remember that wolves
often survive through incredible hardships such as hunger and cold,
and I’ve yet to see a bear do as well. Also, it may seem odd that a bear
would have as much intelligence as a wolf and more than any other
animal (save the Were-Rat as explained in Greyhawk) — this is where
fantasy (and this author’s artistic license) comes in. I, as a Dungeon-
Master, have always used Were-Bears (the only lycanthrope which is
ever lawful/good) as somewhat magical, intelligent creatures in my
campaigns, usually being the servants/companions of good Wizards
and partriarchs. Since it is hard for a writer not to inject at least a bit of his
experience into his work, I have listed them as such. Nevertheless, it
must be remembered (and this has been explained over and over again
in D&D) that the Dungeonmaster has the final word and can change
these charts however he wants to fit his game as long as balance is
maintained.

Along with the basic attributes, the speed, hitpoints, and saving
throw matrix for the player/creature will be slightly different from those
of the normal player:

Creature Speed Hit Points

Bats plus 10%
wolves plus 40% plus 2 points to each hit die
Boars plus 20% plus 4 points to each hit die
Tigers plus 40% plus 5 points to each hit die

plus 30% plus 6 points to each hit die

Note: After the player has reached his maximum level (i.e. Lord,
Wizard, etc.), they gain only one third of the above hit point adds per
level (rounding off to the next highest whole number if it is a fraction).

Saving Throw Matrix

Creature Deathray Dragon staves&

Type or Poison Wands Stone Breath Spells (Magic)

Bats minus 1 plus 1 minus 1 — —

Wolves minus 3 — minus 2 minus 2 —

Boars minus 2 plus 1 minus 2 minus 1 plus 1
Tigers minus 2 plus 1 minus 2 minus 2 �
Bears minus 2 — minus 1 minus 2 minus 1

Numbers— are added to or subtracted from the amount needed
to save from each category, not the number the player rolls (i.e. if a
player needed 12 to save from poison, but was in his were-wolf form, he
would only need 9).

Other Changes
Armour Class: will be the same as the lycanthrope’s normal

armour class as listed in the monster section of D&D. Note that players
will have an odd sensation just before turning into a lycanthrope, so
they will have time to take off any armour they have to keep it from
getting wrecked (since a creature like a were-bear, for instance, is obvi-
ously bigger than a man). Optional: there is a 10% chance that if a
player has a shield he may keep it when he turns to his lycanthrope form
(providing the lycanthrope can use it, i.e. has front limbs which can hold
it-only were-rats, were-bears, and type Glycanthropes fit this descrip-
tion). Thus, the player/creature’s armour class would be one lower than
usual, so a were-wolf with a shield would be armour class 4.

Level & Experience: of the player/creature will be the same as
that of the player. Also, the creature goes up in the same steps as the
player (i.e. a magic-user/lycanthrope would go up in steps of 5 regard-
ing saving throws, etc.).

Supplies & Possessions: There is a base 65% chance that
the lycanthrope will drop all supplies and possessions the player was
carrying when it first changes (40% if type G and 0% if type C or F).
Otherwise the player/creature will keep all of the player’s supplies and
possessions.

Languages: The creature will automatically speak its own lan-
guage (i.e. were-bear, were-rat, etc.) and any other languages (which its
altered intelligence will permit) that the player wants.

Closing Notes: players and Dungeonmasters are invited to
make up their own rules regarding situations which have been left out
due to lack of space and time, remembering that balance must be main-
tained at all times. As with D&D itself, these rules are only the basic
skeleton of the possible situations and many more rules (and lycan-
thrope types) can no doubt be thought up.
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