Warou
By Galebriel Elvadrielith (galebriel_elvadrielith@cheerful.com)

Warou appear to be a crossbreed between humans and wolves. They are built like humans, but with sharp fangs and claws, amber eyes and usually long, silvery white hair. They have long fur from their wrists to their elbows and from the ankles to the knees. Males average about 6’ to 6’4” in height and weighs about 180 pounds. Most are very athletic built, often with strong muscles and broad chests. Females tend to be a little higher and more slender, about 6’2” to 6 ½’ and weighing about 160 pounds. Although they also have claws and fangs, they are very often of striking appearance. Long hair is common for both males and females. They often dress in fur, preferably white, and they enjoy simple jewellery of silver and bone. The most used jewellery stone is amber, which is looked upon as holy. They do not use money, but trade furs, meat and some jewellery with other races, mostly snow and some sylvan elves.     

The origin of their existence is not known for sure, but ancient legends tells about a young warrior and his wife who was cursed by an evil wizard and was turned into half-wolves. Shocked by the transformation and their new appearance they fled up in the cold mountains to live there, isolated from society. After living in the mountains for many decades they grew very close to nature, and eventually accepted the fact that they now were part animals. This is only a legend though, and nothing is known for sure.

Ability score modifiers: Strength +1, Dexterity +1, Constitution +2, Intelligence –3, Charisma –1.

With age the warou become more and more beast-like, removing themselves from humanity step by step until they are completely transformed into wolves.
Age Modifiers To Ability Scores:

· 150 years: -1 int/char, +1 dex/cons.

· 300 years: -1 int, +1 cons.

· 475 years: -2 int, -1 char, +1 str/dex.

· 750 years: usual transformation age. If a warou for some reason isn’t transformed, he will die of old age when he reaches about a thousand.

Racial min/max: Strength 13/18, Dexterity 12/18, Constitution 14/18, Intelligence 8/17, Wisdom 9/18, Charisma 8/17.

Allowed classes: Fighter (U), Ranger (15), Druid (15), Shaman (12), Mage (7), Psionicist (10).

Special abilities:

Hard to surprise: Due to their inhuman keen senses, warou receive a +2 bonus on all surprise rolls.

Hide in natural settings: The character may hide himself in snowy and icy environment with 90% chance of success. A character that attacks from a hidden position imposes a –4 penalty on the opponents surprise check.

High cold tolerance: If the warou makes a successful Constitution check, he can double the result of his die roll when saving vs. any cold-based attack. If the character makes a successful saving throw, he suffers no damage from the attack. If he fails, he suffers only half damage, regardless of what the spell description states. Natural cold has little to no effect on the character.

Saving throw bonus: Warou are very resistant to magic, magical effects and poison, and have a saving throw bonus based on their Constitution/Health score. The saving throw bonus applies to rod/staff/wand, spell and poison and is as follows:


Constitution/Health:

Modifier:


4-6



+1


7-10



+2


11-13



+3


14-17



+4


18+



+5

Speak with plants and animals: The warou can speak with plants and animals, as the spell, once per day.

Tracking: The character can track by scent. Base chance is 55%, +3% per level, max 97% at level 15. Modifiers for old or confused trails apply.

Frenzy: When a warou is angered enough, he will frenzy. They have no control over this whatsoever; it’s controlled entirely by emotions. Frenzy can be resisted with a successful willpower check, or a willpower check at half rate under extreme circumstances. If the warou is cornered by an angry mob or in a similar situation, he will frenzy automatically (no willpower check allowed). He must also roll a willpower check each round in melee combat to avoid frenzy (the DM may assign penalties if the combat lasts long enough). A warou may never fight more than 10 rounds in melee combat without frenzying. A warou is more likely to enter frenzy if there’s a full moon. All willpower checks are at half rate, and melee combat results in instant frenzy.

The benefits of the frenzy is as follows:

· +3 to hit and damage with natural weapons (claws and fangs), +15 hp, and -2 bonus to AC (e.g., AC 4 drops to AC 2).

· Immune to all sleep, charm and mind-affecting spells and powers.

· While the frenzy lasts, a warou is immune to KO results from punching and wrestling attacks and takes only half-damage from bludgeoning weapon attacks.

Characters suffering from the blood rage have the following disadvantages:

· -3 to hit with any weapon that isn’t natural (swords, bows etc.)

· Oblivious to pain.  The DM takes note of the character's current hit points when the frenzy begins, reducing them as damage is suffered.  The player is not told how much damage the character has suffered until he or she falls over dead or the frenzy ends.

· The character must continue to fight each melee round until all opponents have been killed or incapacitated.  Any enemy in range must be attacked; if none are in range, the warou moves to the nearest enemy and resumes attacking.

· Cover cannot be sought from missile attacks.

· If an ally does something that could be interpreted as an attack (shoves the warou to move him or her aside, etc.), only a successful Intelligence check will prevent the warou from turning on the ally.

· The taunt spell is automatically successful and causes the warou to abandon any current opponent and rush to attack the taunter.

· Once the frenzy is over, all advantages are lost, including the 15 bonus hit points; this could drop the character to a negative hit point total or even kill the character.

· After the frenzy subsides, the warou has a –3 penalty on hit and damage rolls, and a +2 penalty to AC for as many rounds as the frenzy lasted.

Embrace The Cold: When a warou reaches level 9, the character is totally immune to both natural and magical cold, and may ignore all effects and damage dealt by cold-based attacks. The hide in natural settings becomes 100% and the penalty on the surprise roll becomes –6. 
Special hindrances:

Savage look: Due to their savage and frightening appearance they suffer a –2 penalty on reaction rolls from most humans and humanoids. Some exceptions may include druids, swan mays or other beings that are close to nature and know what they’re really alike.

Low heat tolerance: -1 penalty on saving throws and +1 damage per dice vs. all heat-based attacks.

Magical item failure: Any magical item not specifically suited to class has a 20% chance of malfunctioning whenever used/activated. 

Used to free movement: Warou are used to free movement, and may therefore not use any armour heavier than chain mail. Any armour heavier than studded leather results in a –1 THAC0 penalty.
Other characteristics:


AC: 5


Hit points: +8 (this only applies to the starting hit points, not per level)


Movement rate: 12


Natural attacks: Claws (2d4), bite (2d6). Wolf-men receive a +1 bonus to attack roll when using natural weapons.

· The character starts with keen smell and hunting for no character point cost.

· The character also starts with phobia: fire (moderate) without getting character points for it. He may choose to take phobia: fire (severe); in that case he gets the difference between the two in character points.

· The character cannot start with the non-weapon proficiency fire building.

· Because they are part beasts themselves, wolves tend to react positive, giving them a +5 reaction adjustment modifier from wolves.
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