


Tycanthropic Transformation

A System of Rules:

Overview:

These rules are meant to give you guidance if you and your table decide to bring a lycanthropic
transformation of a PC or NPC to your game. Because of the nature of these rules, we strongly
suggest checking with your players and GM before using these rules at the table. Not everybody
feels comfortable with roleplaying scenarios involving the loss of a player character’s humanity,
or taking away a player character’s control away from a player, even for a limited amount of
time. To ensure that a good time is had by all at the table, ask what everyone’s level of comfort
is with these themes.

The rules have been written similarly to the Pointy Hat Rules for Psionic Transformation, but
they use a completely different system. Instead of the DC starting low and growing every time
the ability is used, the DC associated with your transformation changes throughout play with
each transformation, ebbing and flowing to mimic your handle on the curse. Additionally, there
are feats you can take that increase what you can do while transformed and help you control
your transformation, making it easier for you to use it as you wish. The addition of these feats
are meant to insert lycanthropy neatly into the already existing leveling process, both to keep
the game within the bounds of normal balancing, and to not give the character with lycanthropy
an unfair advantage over a character without it.

Finally, lycanthropy in these rules has been written as a boon that can be used at great cost. A
character with lycanthropy will be more physically powerful after transformation, but the cost of
transforming is high. Keep this in mind when taking this option, but also when reading it to
determine if you feel it's balanced enough to use in your games. We invite you to alter these
rules to suit the purposes of your table in whatever way you see fit.

Infection of the Curse:

Once a creature is infected with lycanthropy, one week must pass before they are able to
transform into their lycanthrope form. During this time, the curse has not yet anchored itself to
the creature’s body, mind, and soul, which makes it possible for it to be removed by the remove
curse spell. One week after infection, the curse will have changed the creature intrinsically; after
that point, only a wish spell or a magical ritual or item specifically made to remove the curse of
lycanthropy can rid the creature of the curse.


https://youtu.be/pz3qrRvPEhI

Born lycanthropes -- individuals with at least one lycanthrope parent -- have been altered by the
curse since their inception. The curse lays dormant until puberty, making them unable to shift
into their lycanthrope form, willingly or unwillingly, until it awakens. Once the curse awakens,
born lycanthropes are subject to the same rules and limitations as any infected lycanthrope, but
a born lycanthrope’s curse cannot be removed at any point in their life with the remove curse
spell.

Transformation Rules

Lycanthropy in this system is dependent on your Curse DC. This DC represents your struggle to
take control of your mind during your transformation.

Your Curse DC changes depending on how you interact with your lycanthropy. Fighting against
it will lower the DC, while giving into it and allowing yourself to transform will increase the DC:

Your Curse DC starts at 10.

e When you willingly transform into your lycanthrope form, your Curse DC increases by 2.

e When you unwillingly transform into your lycanthrope form, your Curse DC increases by
1.

e When you successfully resist an unwilling transformation, your Curse DC decreases by
2,

e When you are unsuccessful at transforming back into your normal form from your
lycanthrope form, your Curse DC increases by 1.

e When you are successful at transforming back into your normal form from your
lycanthrope form, your Curse DC decreases by 1.

e When you lose control of your lycanthrope form when your HP falls below one third of
your maximum HP, your Curse DC increases by 1.

e When you successfully control your lycanthrope form when your HP falls below one third
of your maximum HP, your Curse DC decreases by 1.

e For each week without willingly transforming into your lycanthrope form, your Curse DC
decreases by 1.
Your Curse DC cannot go lower than 8 or higher than 20 unless otherwise specified.
If your Curse DC reaches 20, you are permanently stuck in your lycanthrope form, even
if you fall unconscious, and only a greater restoration spell or dying can bring you back
to your normal form.

Lycanthrope Form:
As a bonus action, you can willingly shift into your lycanthrope form for up to an hour. Your
lycanthrope form is a hybrid of your normal form and the animal form of the lycanthrope that
inflicted you with the curse of lycanthropy.
While in your lycanthrope form:

e Your creature type is humanoid (shapechanger)

e Your walking speed increases by 5 feet.



e You can cast any spell and use any equipment in your normal form, speak, and wear
armor.

e Your Strength or Dexterity score increases by 2 (you choose between the two when you
are infected with lycanthropy).
You gain an amount of temporary HP equal to twice your proficiency bonus.
You can use your claws or your bite as unarmed strikes. You can use either your
Dexterity or your Strength (you choose between the two when you are infected with
lycanthropy) for both the attack and damage rolls of your unarmed strikes, which deal
1d6 of slashing damage (for claws) or piercing damage (for bite).

You remain in complete control of your lycanthrope form as long as your HP does not drop
below one third of your maximum HP. Once your HP drops below one third of your maximum
HP, you must make a Constitution or Wisdom saving throw (your choice) against your own
Curse DC. On a success, you maintain control of your lycanthrope form and your Curse DC
decreases by 1. On a failure, you lose control of your lycanthrope form and your Curse DC
increases by 1.

When you lose control of your lycanthrope form, you automatically lose concentration on any
spell you were concentrating on, and the GM decides if you use your turn to attack the nearest
creature to you, regardless of whether this creature is friendly or hostile to you, or if you use
your full movement to run away from the nearest threat.

You can repeat the saving throw against your Curse DC to try to regain control of your
lycanthrope form at the end of each of your turns.

You can use a bonus action to transform back into your normal form as long as you remain in
control of your lycanthrope form. When you transform back into your normal form, you cannot
move or take actions until after your next turn, as your body acclimates to the toll the
lycanthrope form takes on it. You instantly transform back into your normal form if you fall
unconscious (unless your Curse DC is equal to 20) or die.

When a full moon is at its peak, you must make a Constitution or Wisdom saving throw against
your Curse DC if you wish to resist an unwilling transformation. All saving throws against your

Curse DC are done at disadvantage during the night of a full moon, as the curse is stronger at

this time.

Once you've transformed into your lycanthrope form, you cannot do so again until you finish a
long rest.

Infecting Lycanthropy

A lycanthrope can infect another creature with lycanthropy. This is the most common method for
the curse to spread. If a lycanthrope makes an attack with their bite against a suitable creature



for the curse to inhabit, the creature must make a Wisdom or Constitution saving throw (their
choice) against the lycanthrope’s Curse DC. On a failure, the creature is infected with the curse
of lycanthropy and will become a lycanthrope one week after infection. The creature can
willingly fail this saving throw.

Not all creatures can carry the curse of lycanthropy. In order for a creature to be a suitable host
for the curse, the creature must be a humanoid and it cannot be a natural shapechanger of any
kind, such as a doppelganger.

Lycanthropy Feats

These feats can only be taken by creatures affected by the curse of lycanthropy. They allow you
to make lycanthropy a more integral part of your character, if you so choose. Because these are
feats, they slot neatly into natural character progression for ease of balance. They are written to
work with a majority of builds, allowing you to increase one of four ability scores instead of just
one or two. All lycanthropy feats have prerequisites; this is to show your character’s journey of
taming the beast within themselves, growing to see their lycanthropy as a boon rather than a
curse.

Lycanthrope Fledgling
Prerequisites: 4th Level, Lycanthrope

Your handle on the curse of lycanthropy strengthens. You gain the following benefits:

e Increase your Strength, Dexterity, Wisdom, or Constitution score by 1, to a maximum of
20.
Your walking speed increases by 5 feet when in lycanthrope form.
Willingly transforming only increases your Curse DC by 1.
When you lose control of your lycanthrope form, you will only attack a creature friendly to
you if you cannot see any creature hostile to you.

Lycanthrope Adept
Prerequisites: Fledgling Lycanthrope feat, Lycanthrope

Your power as a lycanthrope grows, and so does your control of your transformation and the
curse at its origin. You gain the following benefits:

e Increase your Strength, Dexterity, Wisdom, or Constitution score by 1, to a maximum of
20.

e Your unarmed strikes now deal 1d8 slashing or piercing damage and are considered
magical for the purpose of overcoming resistances.

e You make all saving throws against your Curse DC to maintain control of your
lycanthrope form at advantage.



When you lose control of your lycanthrope form and you cannot see any hostile
creatures, you will flee instead of attacking a friendly creature.

You do not make saving throws against your Curse DC at disadvantage during the night
of a full moon.

Lycanthrope Master

Prerequisites: Adept Lycanthrope feat, Lycanthrope

You have become a master of lycanthropy, harnessing near total control of the curse and
reaping the benefits of your powerful transformation. You gain the following benefits:

Increase your Strength, Dexterity, Wisdom, or Constitution score by 1, to a maximum of
20.

Your Curse DC cannot be higher than 16.

You are proficient with Wisdom or Constitution saving throws against your Curse DC.
You cannot be made to unwillingly transform into your lycanthrope form.

You can only inflict the curse of lycanthrope while in control of your lycanthrope form.
You can transform into your lycanthrope form twice before regaining all expended uses
when finishing a long rest.
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OPEN GAME License Version 1.0a The following text is the property of Wizards of the Coast,
LLC. and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)’Contributors” means the copyright and/or trademark owners who have
contributed Open Game Content; (b)’Derivative Material” means copyrighted material including
derivative works and translations (including into other computer languages), potation,
modification, correction, addition, extension, upgrade, improvement, compilation, abridgment or
other form in which an existing work may be recast, transformed or adapted; (c) “Distribute”
means to reproduce, License, rent, lease, sell, broadcast, publicly display, transmit or otherwise
distribute; (d)’Open Game Content” means the game mechanic and includes the methods,
procedures, processes and routines to the extent such content does not embody the Product
Identity and is an enhancement over the prior art and any additional content clearly identified as
Open Game Content by the Contributor, and means any work covered by this License, including
translations and derivative works under copyright law, but specifically excludes Product ldentity.
(e) “Product Identity” means product and product line names, logos and identifying marks
including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic
elements, dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses,
formats, poses, concepts, themes and graphic, photographic and other visual or audio
representations; names and descriptions of characters, Spells, enchantments, personalities,
teams, personas, likenesses and Special abilities; places, locations, environments, creatures,
Equipment, magical or supernatural Abilities or Effects, logos, symbols, or graphic designs; and
any other trademark or registered trademark clearly identified as Product identity by the owner
of the Product Identity, and which specifically excludes the OPEN Game Content; (f)
“Trademark” means the logos, names, mark, sign, motto, designs that are used by a Contributor
to Identify itself or its products or the associated products contributed to the Open Game
License by the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy, edit,
format, modify, translate and otherwise create Derivative Material of Open Game Content. (h)
“You” or “Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice
indicating that the Open Game Content may only be Used under and in terms of this License.
You must affix such a notice to any Open Game Content that you Use. No terms may be added
to or subtracted from this License except as described by the License itself. No other terms or
Conditions may be applied to any Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of
the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors
grant You a perpetual, worldwide, royalty-free, nonexclusive License with the exact terms of this
License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original material as Open
Game Content, You represent that Your Contributions are Your original Creation and/or You
have sufficient rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this
License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content You
are copying, modifying or distributing, and You must add the title, the copyright date, and the



copyright holder’s name to the COPYRIGHT NOTICE of any original Open Game Content you
Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication
as to compatibility, except as expressly licensed in another, independent Agreement with the
owner of each element of that Product Identity. You agree not to indicate compatibility or
co-adaptability with any Trademark or Registered Trademark in conjunction with a work
containing Open Game Content except as expressly licensed in another, independent
Agreement with the owner of such Trademark or Registered Trademark. The use of any Product
Identity in Open Game Content does not constitute a Challenge to the ownership of that Product
Identity. The owner of any Product Identity used in Open Game Content shall retain all rights,
title and interest in and to that Product Identity.

8. ldentification: If you distribute Open Game Content You must clearly indicate which portions
of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this
License. You may use any authorized version of this License to copy, modify and distribute any
Open Game Content originally distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License with every copy of the Open
Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using
the name of any Contributor unless You have written permission from the Contributor to do so.
12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License
with respect to some or all of the Open Game Content due to statute, judicial order, or
governmental regulation then You may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply with all terms
herein and fail to cure such breach within 30 days of becoming aware of the breach. All
sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such provision
shall be reformed only to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE Open Game License v 1.0a Copyright 2000, Wizards of the Coast,
LLC. System Reference Document 5.1 Copyright 2016, Wizards of the Coast, LLC.; Authors
Mike Mearls, Jeremy Crawford, Chris Perkins, Rodney Thompson, Peter Lee, James Wyatt,
Robert J. Schwalb, Bruce R. Cordell, Chris Sims, and Steve Townshend, based on original
material by E. Gary Gygax and Dave Arneson.

Pointy Hat Content, Copyright 2022, Antonio Demico.

PRODUCT IDENTITY

The following items are designated Product Identity, as defined in Section 1(e) of the Open
Gaming License Version 1.0a and are subject to the conditions set forth in Section 7 of the
Open Gaming License, and are not Open Content:

All trademarks, registered trademarks, propernames, dialogue, plots, storylines, locations,
characters, artworks, and trade dress. (Elements that have previously been designated as Open
Game Content are not included in this declaration.)



OPEN GAMING CONTENT

All content from the System Reference Document 5.1 is Open Game Content as described in
Section 1(d) of the License. No portion of this work other than the material designated as Open
Game Content may be reproduced in any form without permission.



