
Lycanthrope, Wereowl Invented by Odwin "Odds" Bodkin 
 

CLIMATE/TERRAIN Any cold or temperate regions 

FREQUENCY Rare 

ORGANIZATION Solitary 

ACTIVITY CYCLE Nocturnal 

DIET Carnivore 

INTELLIGENCE Exceptional to Genius (15-18) 

TREASURE E (see below) 

ALIGNMENT Lawful Good 

---------------------------------------------------------------------------------------- 

NO. APPEARING 1 (2) 

ARMOR CLASS 5 

MOVEMENT 9, Fly 18 (E) 

HIT DICE 4+3 

THAC0 16 

NO. OF ATTACKS 3 (2 talons/1 bite) or weapon 

DAMAGE/ATTACK 1-4/1-4/2-5 or by weapon 

SPECIAL ATTACKS Silent flying (-6 to opponent's surprise roll) 

SPECIAL DEFENSES Cannot be surprised; camouflage for snow owls 

MAGIC RESISTANCE Nil 

SIZE M (5' tall) 

MORALE Elite (13-14) 

XP VALUE 270+ 

 

Wereowls are among the most lawful and good of all were-creatures.  They are able to detect good creatures and are 

always looking for ways to help other good folks. 

Wereowls only have two forms, animal and humanoid.  In humanoid form, they are usually short (about 5 feet tall) and 

sturdy, have squat faces with large, round eyes and have hair with a widows peak. They stay in humanoid form in 

daylight, but prefer their animal form at night.  In animal form, they stand about 5-foot tall and their eyes glow a faint 

red in the dark.  In both cases, they are equipped with heightened normal (40/20) and infra- (120') vision.  Although 

their ears are small, they have quadruple the hearing as their regular owl counterparts. These combined senses allow 

them to detect invisible creatures 75% of the time.  Also in both forms, they have extended rotation of their necks, 

giving them 360-degree vision without moving their entire body.  However, they usually only use it in human form if no 

one is around to notice (it looks very strange when a person can rotate his head past his shoulder).  With their heightened 

sensory perception, owls cannot be surprised in darkness.  Instead, they use their abilities to surprise evil creatures and 

protect the good.  They never wear armor, but may carry some small weapons.  As a result, their flying would not be 

completely silent and they would not gain any bonuses to surprise rolls.  In addition, snow Wereowls have white down 

which is a natural camouflage in the snow. 

Wereowls can only pass the disease of lycanthropy through bites of their beaks when in animal form. Since they are 

careful as to who they bite and attack mostly with their talons, most wereowls are true lycanthropes. 

 

COMBAT 

In combat, Wereowls fight with smaller items that it can secure even in its larger animal form. Short swords, daggers 

(held and hurled) and darts are used mostly. Typical combat may involve changing into the owl to fly to a shadowy spot 

where it can unleash a volley of darts in the dark.  Then while the opponent is incapacitated, return to its human form to 

attack with an edged weapon.  

Wereowls can also attempt to swoop to grab human-sized creatures or smaller with its talons.  If both talons hit, the 

target suffers 2d4 damage (1d4 for each talon) and is picked up (typically by the shoulders) and flown 1d4+1x10 feet 

into the air each round.  The Wereowl can then bite at the creature for the next two rounds with a +4 bonus to the attack 

roll for the beak.  The Wereowl can fly for three rounds at half speed before having to release the creature.  Halflings or 

smaller creatures can be carried for six rounds.  When released, the creature falls, taking 1d10 points of damage for 

every 10 feet of height. The Wereowl may also pick up creatures without hurting them in an attempt to help them out of 

danger. 

 

HABITAT/SOCIETY/ECOLOGY: 

Wereowls are nocturnal carnivores. They prefer to eat smaller game animals such as rabbits, squirrels, and snakes, but 

never pass up a meal with non-poultry meat in it. 

Wereowls are protectors and sages. They typically make a life for themselves near towns of good folk.  They tend to be 

loners because of their nocturnal habits and spend much time with intellectual hobbies.  Although they usually keep to 

themselves, they make good friends very easily. They are wise and always step in to help others in trouble. 

They typically have with them one magical item of an intellectual or defensive nature, such as a scroll or ring of 

protection.  Back in their roosts, they have more in the way of coins and gems.  

 


