Werepanther 

Medium Shapechanger (4th level human warrior victim)

	Hit Dice
	4d8+8 (+20) 19 hp (31 hp)

	Initiative
	+5 (+9)

	Speed
	30 ft; 40 ft climb 20 ft as hybrid or panther.

	AC
	15 (leather, Dex, +2 natural); 20 (+3 natural, +5 Dex, leather) as hybrid or panther

	Attacks
	MW mace +8 (11) melee OR bite +9 melee; 2 claws +7 melee

	Damage
	MW mace 1d8+3 (+7); or bite 1d6+5, 2 claws 1d3+2

	Saves
	Fort +7 (10), Ref +4 (8), Wil +6

	Abilities
	Str 14 (20), Dex 13 (21), Con 15 (19), Int 10, Wis 13, Cha 12

	Skills
	Balance +1 (13), climb +2 (13), control shape +6, handle animal +4, hide +1 (10*), intimidate +6 (14), jump +4 (7), listen +6 (11), move silently +1 (10), ride +3 (7), search +5 (9), spot +6 (11), swim +3 (6)

	Feats
	Weapon focus: heavy mace, power attack, iron will, Blindfighting, weapon finesse (bite+ claw), improved initiative, multi-attack.

	CR
	5

	Alignment
	LE


Special Attacks: 


Lycanthropic Empathy (Ex):  Werepanthers can communicate and empathize with normal or dire jaguars, panthers, leopards, and mountain lions.  See MM page 218.


In hybrid or animal form:


Curse of Lycanthropy (Ex):  Any humanoid hit by a lycanthrope’s bite attack in animal or hybrid form must succed at a Fortitude save of DC 15 (In Ravenloft, this is DC 10+damage inflicted) or contact Lycanthropy. 


Pounce (Ex):  If a leopard leaps upon a foe during the first round of combat, it can make a full attack even if it has already taken a move action.


Improved Grab (Ex):  To use this ability, the leopard must hit with its bite attack.  If it gets a hold, it can rake.


Rake (Ex):  A leopard that gets a hold can make two rake attacks (+9 melee) with its hind legs for 1d3+2 damage each.  If the leopard pounces on an opponent, it can also rake.

Special Qualities:

Scent (Ex):  See MM page 10.


Alternate Form (Su):  Can shift into animal or hybrid form as if using the polymorph self spell (although their gear does not change).  This is a standard action.  Upon changing, it gains hp as if it rested for 1 day (4 hp).   Upon death, it reverts to humanoid form (this does not heal it).


Damage Reduction (Su):  Werepanthers have DR 15/+1. 

Skills:  See the werepanther template sheet for details.  

*In areas of tall grass or heavy undergrowth, the hide bonus improves to +8.


Baron Urik Von Kharkov’s werepanthers are afflicted lycanthropes and have the Control Shape skill (see the sidebar in the MM, page 218) as a class skill.

