Therianthropy

Therianthropy is a state in which a human or humanoid is capable of shapeshifting into an animal.  There are various legends about such creatures, many of which conflict.  I shall try to include as many as I can of those I know to provide more options to the GM who is running a campaign that include therianthropes.

Shapeshifting

The original lycanthropic legends (wolf-shifters) allowed the therian only two forms: fully human or fully animal.  Later legends from the Victorian age added the man-beast form associated with werewolves in modern horror.  It is up to the GM to decide whether a therianthrope is a dual-form or tri-form therian.  The character’s CRE, FIT, INF, KNO, PSY, and WIL remain constant from form to form.  In animal form, they gain the physical attributes of the animal.  In hybrid form, the character’s scores are used with half the modifier (rounded away from zero) from the animal’s scores added on.  With some creatures this will lower scores, particularly the BLD of a were-rat.

Injury and death

Originally, any weapon could harm a therianthrope, although only destruction of the heart or brain would kill it; it would recover from any other wound.  Later legends claim that only silver may harm a therianthrope.  If the first option is desired, then any wound that is not an Instant Kill is merely Bruise Damage to a therian, and if their action penalties drop them below 0 System Shock, they simply pass out.  They recover as per fatigue injuries (page 61 of the SilCore book), regaining consciousness once their action penalty modifier is less than their system shock rating.  An Overkill rating with any weapon will kill a therian instantly, as either their heart or brain have been penetrated.  If the second option is desired, then treat any wound by a non-silver weapon as Bruise Damage, and any wound by a silver weapon as Lethal Damage.  Firearms shooting silver ammunition suffer –1 ACC due to the bullet deforming under the pressure of firing.

