
Lycanthrope, Wererabbit (created by Hogan) 

Medium-size/Small Shapechanger 

 

Hit Dice: 2d8+1  (10 hp) 

Initiative: +1 (Dex); +7 (Dex, Improved Initiative) 

Speed: 30 Feet as Human; 40 feet as hybrid; 50 feet as rabbit 

AC: 13 (+2 natural, +1 Dex) as Human 

 15 (+2 natural, +3 Dex) as hybrid 

 17 (+2 natural, +1 size, +3 Dex) as rabbit 

Attacks: Unarmed Strike + 1 melee (Human and hybrid), Bite +1 melee (rabbit) 

Damage: Unarmed Strike 1d4 subdual, Bite 1d3 

Face/Reach: 5 ft. by 5 ft. / 5 ft. as either 

Special Attacks: Curse of Lycanthrophy 

Special Qualities: Scent, Damage Reduction 15/silver as rabbit or hybrid 

Saves: Fort +5 Ref + 6 Will +5 

Abilities: Str 10, Dex 13, Con 11, Int 10, Wis 11, Cha 9 as Human 

 Str 10, Dex 16, Con 13, Int 10, Wis 11, Cha 9 as rabbit or hybrid 

Skills: Spot +6, Hide +1, Listen +6, Search +4 as Human 

 Spot +13, Hide +5, Listen +12, Jump +12, Search +8 as rabbit or hybrid 

Feats: Alertness, Improved Initiative, Run, Skill Focus (Human) 

Climate/Terrain: Any 

Organization: Family (2-4) 

Challenge Rating: 2 

Treasure: Standard 

Alignment: Always Neutral Good 

Advancement: By character class 

 

Wererabbits are humans or demihumans (a fair number of Halflings and Gnomes are known to be infected), who are able 

to transform themselves into two forms, either that of a small rabbit, or that of a hybrid half-man, half-rabbit persona. In 

their normal humanoid form, Wererabbits tend to be shy of personality and having slightly enlarged front teeth. They 

twitch their nose constantly for no apparent reason. They are naturally omnivore, but they prefer to eat as herbivore, with 

vegetables as their major diet. 

Since true Wererabbits are able to change form at will, they tend to form small communities in remote areas, entirely 

populated by up to 30-40 Wererabbits. They farm small fields with salad and carrots, which all in the community help to 

tend and harvest. They supply to their daily needs by doing a little trade with nearby townships, which rarely have a clue 

to the unique consistent of the village where the traders come from. About 10% of the inhabitants of such a Wererabbit-

village are of the cursed kind, those Wererabbits who live normally in their human form but are forced to change into a 

rabbit during the three days of full moon. They see these villages as a safe haven were they are welcome despite of their 

"handicap", although the rest of the population take a little pity on them. If a population numbers more than 20 

individuals, usually one among them will be a Wererabbit Druid of up to 6
th

 level. 

Female Wererabbits tend to get impregnated real easy, bearing from 1 to 3 children in human form, which will be born 

as true lycanthropes. The whole community together raises these children. 

Wererabbits are always under the threat from lycanthrope predators, especially the Werewolves and Werefoxes who 

consider them just a low link in the food chain. They tend to keep their distance to such creatures, and for that matter, to 

anything else that might pose a threat. Mostly they are on good terms with neighboring Wereowls. 

Even the curse of lycanthrophy is considered one of the worst, those that become Wererabbits due to the infliction, 

consider themselves cursed twice. Where other victims of lycanthrophy become dreaded Werewolves or powerful 

Werebears under the full moon, those inflected by a Wererabbit, merely becomes small fuzzy creatures. No wonder they 

try to keep their infliction a secret. 

 

Combat 
At the first hint of battle, a Wererabbit’s primary course is to get the hell out of there. This paranoid nature of the 

Wererabbits serve as an excellent defense, and the fact that both the rabbit and hybrid form are able to move at great 

speed, is a wise move that helps to keep the Wererabbit population the highest among the lycanthrope species. 

Sometimes however, Wererabbits find themselves cornered or in need of defending their young. In this case, they attack 

furiously with whatever weapon they currently possess. In human and hybrid form, the Wererabbit will use weapons or 

unarmed attacks. Weapons are mostly Daggers or Short Swords, but it’s not uncommon to see Wererabbits armed with 

common gardening tools like Hoes, Sickles, Scythes and likewise. In Rabbit form it’s only way of attacking, is by bite.  

Alternate Form (Su) Wererabbits are able to change into hybrid or rabbit from as if using a Polymorph Self. Changing 

from one form to another is a standard action. The hybrid form is a humanoid with large fuzzy ears, buckteeth and two 

large hind legs, which let them move at an incredible speed. The rabbit form can take on nearly any to a rabbit natural 

color, but mostly they are brown or white. Upon assuming either form, the Wererabbit heals as if it has rested a day. 

Slain Wererabbits revert to humanoid form, although separated limbs retain their animal form. 

Curse of Lycanthrophy (Su) Any humanoid hit by the Wererabbit’s bite attack in animal form must succeed a fortitude 

save (DC15) or contract lycanthrophy. 

Skills: In rabbit or hybrid form, Wererabbits receive a +8 bonus to Search, Spot and Listen checks, and + 10 to Jump 

checks. In Human form the bonus is +4 and only to Search, Spot and Listen. 


