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Werewolf 

Overlay Template 

 

This is not a superpower—it is a curse. Those infected are doomed to hurt people they care about, kill the 

innocent, and lose control of their lives. They transform in a gristly horror show into an animal, or a 

hybrid monster. Ultimately they must be hunted down with silver and fire. A rare few learn control from 

mystics and sorcerers, or find magic talismans to help. The only hope for a cure is divine intervention. 

 
Inherent Ability 

 Power of the Wolf. In wolf or wolfman form, ignore the first 2 wounds from any attack that does not 

involve silver or fire. As a focus action at night, you can transform to a wolf or a wolfman form 

(about +1/2 your size.) Wolf form can move 2 arenas as a move action, or move and attack as one 

action. Jaws count as a light weapon. Wolfman form can attack as a light or heavy weapon with claws 

and jaws. Sunlight transforms you back to your human form. To wizards, you appear faintly 

enchanted. 

 
Limitations 

 Dead Magic. You cannot cast spells of any kind in wolf or wolfman form. 

 Lunacy. The three nights of the full moon, as soon as the moon rises you turn into a wolf or wolfman 

form (DM choice) and rampage around howling and carrying on, muzzily regaining consciousness 

around dawn, remembering nothing and covered with evidence of your escapades. 

 Silver Allergy. Attacks with silver do an additional 1d5 wounds and require 24 hours of rest to heal. 

 Temper. If provoked, you may have to test Commitment to keep your cool and not let the inner beast 

show. The DM sets the difficulty; 6 for a minor frustration, 9 for successful taunting, 12 for actual 

danger or humiliation, and 15 for desperate circumstances like imminent deadly threat to your child. 

 
Talents 

 

 Full Moon Control. Constant. You retain your own mind and control during nights of the full moon. 

This talent cannot be used unless it is trained and purchased. 

 

 Transformation Control. Constant. You can change forms at will, not relying on day, night, moon 

cycles, and so on. This talent cannot be used unless it is trained and purchased. 

 

 Wolf Senses. Constant. Your sense of smell is so acute in any form that you can follow a trail by 

scent alone. Each scent barrier requires a test at a difficulty set by the DM. Also, your hearing and 

sight are enhanced, so you are +4 to Awareness tests, and your senses stretch out so adjacent arenas 

count as being your arena for purposes of noticing things. If confronted with a powerful stimulant 

(hot pepper flakes, undead stench, wolfsbane, intense garlic) you might have a penalty of up to -4 to 

rolls for attribute tests and hitting in combat until it is removed. You can instead turn your senses 

down, if not caught by surprise, to avoid the penalty. 

 

 Wolf Strength. Constant. In wolf form, you get +2 Brawn and do +1 wound to all attacks. In 

wolfman form, you get +4 Brawn and do +2 wounds to all attacks. 

 

 Infectious. Rested. Focus action. Attack a human target in wolf or wolfman form, and if you score a 

wound, then the target is infected with lycanthropy. Next full moon, your target will become a 

werewolf. 


