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Level Proficiency Bonus Features Transformations

1st +2 Animalistic Transformation 2

2nd +2 Regenerative Healing, Beastial Nature 2

3rd +2 Hunger Curse, Pack Tactics 3

4th +2 Ability Score Improvement, Controlled Fury 3

5th +3 Extra Attack 3

6th +3 Hunger Curse 4

7th +3 Wild Mind 4

8th +3 Ability Score Improvement, Controlled Fury 4

9th +4 Lunar Bond 4

10th +4 Hunger Curse 5

11th +4 Pack Tactics 5

12th +4 Ability Score Improvement, Controlled Fury 5

13th +5 Lunar Bond 5

14th +5 Hunger Curse 5

15th +5 Beast Soul 6

16th +5 Ability Score Improvement, Controlled Fury 6

17th +6 Lunar Bond 6

18th +6 - 6

19th +6 Ability Score Improvement 6

20th +6 Perfect Form Unlimited

L
ycanthropy. The ability for a humanoid to

shapeshift into a monsterous animal hybrid,

and back again. Sometimes, even on purpose.

Many who are Mooncursed do not know it, but

in time, the signs become more obvious until

they cannot be denied. As they come to accept

their condition, the Cursed begins to regain

more control of their actions, while they spend more time in

their Animalistic form. Some even come to prefer it.

In their given form, the Mooncursed retain an innate

connection to the animal world, and can use this to serve as a

wilderness guide. If they can keep the beast in check and

away from their party. Thanks to their Animalistic Rage,

many Mooncursed are loners, but a rare few brave society in

an attempt to forge or retain their human connection.

Class Features
As a Mooncursed, you gain the following class features

Hit Points
Hit Dice: 1d10 per Mooncursed level

Hit Points at 1st Level: 10 + your Constitution modifier

Hit Points at Higher Levels: 1d10 (or 6) + your Constitution

modifier per Mooncursed level after 1st

Proficiencies
Armor: Light armor, medium armor, and shields

Weapons: Simple Weapons

Tools: None

Saving Throws: Constitution, Wisdom

Skills: Choose two from Animal Handling, Atheletics,

Intimidation, Nature, Survival

Equipment
You start with the following equipment, in addition to the

equipment granted by your background:

(a) a simple weapon and light armor

(a) a light crossbow with 20 bolts or (b) 5 javelins and a

handaxe

(a) an explorers pack



Animalistic Transformation
While under duress, you respond by transforming into a

bestail humanoid animal hybrid. Whenever the DM indicates

a situation is stressful, initiative is rolled, or you take damage

make a wisdom saving throw with a DC equal to 13 or 8 +

damage taken. A character can choose to fail this saving

throw if they desire. If they fail, they enter a state of bestial

fury gaining the following abilities.

Bestial Hide: Your hide thickens. While you are not

wearing any armor, or carrying a shield, your AC equals 13

+ Con Mod.

Razor Claws: Your fingers grow long and sharp. As an

action, you can make two claw attacks, each of which deal

1d6 points of damage.

Blood Sense: You can sense the presence of nearby

creatures, provided they are not at full health, as though

you had the blindsense ability out to 30ft.

This feature functions a numbers of times as indicated in

the transformations colum per short rest before the

transformations become exhausting. When out of uses, the

character instead makes the saving throw against a level of

Exhaustion.

If you are able to cast spells, you can't cast them or

concentrate on them while transformed, nor can you benefit

from any tools or wield any weapons. Lastly, your ability to

communicate is strictly limited to single words and grunts.

You suffer disadvantage on all charisma skill checks, and

insight checks. Your transformation ends if you are knocked

unconscious or if your turn ends and you haven't attacked a

creature since your last turn or taken damage since then. You

can also end your rage on your turn as a bonus action by

passing the associated wisdom saving throw. Either DC 13,

or 8 + the last damage taken. Whichever is higher. A

transformation never lasts more than 5 minutes.

DM Advice
Look, this class is about playing a werewolf. You
sometimes freak out, and sometimes this is done
at an inopportune time. The DM should call for
these checks when narritviley approperiate, and any
combat. Sometimes this should involve full moons
and maybe it should involve some berserker
uncontrolled aspects to continue fighting past
when is reasonable. Because that can be tricky, we
ask the DM use discretion for those portions and
kept it a little vague on when to do it. The DM
should also determine if their bite or wounds are
contageous. I recommend against it, but maybe
you want to run it otherwise. If so, those bitten
should simply take their next level in this class.

Regenerative Healing
At second level, while transformed, your body excels at

putting itself back together. You can spend hit dice as an

action. Using this healing ability does not end your

transformation.

Beastial Nature
At second level, you can speak with animals as though you

shared a language. This allows you to use persuasion on

animals, if you desire, in addition to talking to them as

needed. In addition, you gain darkvision 60 ft. If you already

had darkvision, increase it by 30 ft.

Hunger Curse
At third level your curse begins to take on more of the

elements from your animal form. When you undergo an

Animilistic Transformation, you gain one of the additional

abilities below. This is chosen once at third level and cannot

be changed. You can choose from additional lists at level 6,

10, and 14. Your choices at later level are not required to

match your choices at previous levels. Lastly, you can always

choose a lower level power than what you have unlocked.

Level 3
Avian: You grow wings, and gain a fly speed of 30ft.

Lycan: Your movement speed is increased by 20ft while

transformed.

Piscine: You can breath water, and gain a swim speed of

60ft.

Simian: You gain a climb speed equal to your normal

speed. In addition, you can throw any object, giving it a

range of 20/60 and dealing 1d6 damage.

Ursine: You gain a number of temporary hit points at the

start of your transformation equal to 10+2 per

Mooncursed level.

Level 6
Anguine: Your claws drip with poison. Any creature hit

takes an additional 1d6 poison damage.

Canis: You excel with pack tactics. Anytime you make an

attack against a foe adjascent to one of your allies, you

gain advantage.

Leonial: You can take the dash action as a bonus action.

Lycan: As an action, you can unleash a blood curdling

howl. Enemies within 60ft make a wisdom saving throw

DC 8 + Prof + Wisdom modifier or become frightened.

They can make a new save at the end of each of their

turns. A creature can only be affected with this ability

once per day.

Ursine: Gain resistance to non magical bludgeoning,

slashing, and piercing weapons.

Level 10
Bovine: While transformed, you gain advantage on

strength checks and proficiency in strength saving throws.

Lacertian: You regain 1 hit points per round while

transformed.

Ostium: While transformed, you can spit venom at a range

of up to 60ft. This is a dexterity based attack that deals

2d6 + Dex Mod damage.

Tigris: Your claws are deadly, tear flesh. If you hit a target

with 2 claw attacks in the same turn, it takes an extra 4d6

damage.

Vespertilio: While transformed, you gain echolocation,

and blindsight 60ft.



Level 14
Arthraura: Your skin hardens into an exoskeleton. Your

AC becomes 16 + Con mod.

Lycan: Your blood sense increases. You can smell the

wounded at a range of up to 1 mile, and can follow their

tracks unerringly.

Porcine: You gain a bite that deals 1d8 damage. This can

be used as a bonus action.

Ursine: You gain resistance to non-silver weapons.

Vulpine: You can nimbly dodge out of the way of certain

area effects, such as a red dragon's fiery breath or an ice

storm spell. When you are subjected to an effect that

allows you to make a Dexterity saving throw to take only

half damage, you instead take no damage if you succeed

on the saving throw, and only half damage if you fail.

Pack Tactics
At third level, you form an unbreakable bond with your pack.

This bond is formed with a group of up to 10 willing

individuals over the course of a week, spent in one another's

company. At the end of this period, you know always any

status conditions affecting them, and the cardinal direction

that provides the most direct route to their location. You can

estimate how many days travel in that direction, assuming it

is all flat overland travel. The only way to break a bond is

through death, or the Mooncursed's choice.

At eleventh level, you can detect if members of your pack

are on a different plane. If this is the case, you can lead the

other members of your pack on a trek through natural

terrain. Shortly after breaking camp the next morning, it

becomes apparent that at some point during the previous

nights travels, the group must have traveled to a random

destination, in an equivilent, natural terrain, within 100 miles

of the pack member, on the detected plane. This ability does

not identify the new plane for you.

Controlled Fury
You gain a limited form of control over your animalistic fury.

At level 4 you can retain your ability to speak normally. At

level 8, you can forgo the need for continued attacks and and

damage each round. Instead, it lasts until you end it, or the

normal 5 minute duration. At level 12, you can retain the use

of tools and weapons, and at level 16 gain total control,

suffering no penalties while transformed.

Extra Attack
Beginning at fifth level, you can attack twice, instead of once,

whenever you take the Attack action on your turn. Note, you

would only gain a single extra attack with a single claw.

Bringing your total to 3 attacks.

Wild Mind
At seventh level, your mind becomes too bestial for most

magic to affect the same way. You gain advantage on saving

throws against spells of the enchantment school, and are

immune to the spell Charm Person.

Lunar Bond
At ninth level you form a bond with the moon and night. You

are compelled to seek out and observe full moons. In

addition, select up to 3 skills you are trained in. You add

double your proficiency bonus to these skills at night.

At thirteenth level your bond with the moon grows

stronger. In the light of the full moon your strength is

increased to 20 (unless already higher). In addition, you no

longer need to sleep at night to take a long rest. You are still

restricted to limited activity, but can perform light tasks like

keeping watch.

Finally, at seventeenth level your bond with the moon is

complete. During a full moon, your strength, dexterity, and

constitution are all set to 20. Additionally, your strength score

is set to 20, provided you can see the moon (above ground,

outside, clear day), regardless of its phase.

Multiple or No Moons
If you are the sort of DM with multiple or no
moons in your world, you probably already know
how you plan to rule this. If you don't, this ability
should simply function on a given night, once per
month. If you have an event that causes a perpetual
full moon, or multiple moons or something, I
would err towards this being a more frequent
occurence, as it is not a long term state of the
setting.

Beast Soul
At level fifteen Beasts recognize your animal soul, and refuse

to attack you unless they pass a DC 8 + Prof + Wis Mod

saving throw.

Perfect Form
Finally, at level twenty, You can transform between your

natural humanoid form, and your animalistic transformed

form at will without requiring checks. There is no limit to the

number of times per day.
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