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CX1: CHARACTER CLASS CODEX SKINWALKER

Skinwalker
Skinwalkers are shamanic shapechangers whose ability to as-
sume animal form is gained through a deep, divine understand-
ing of animistic spirits, and facilitated by the wearing of hides 
and other animal parts. Unlike lycanthropy, skinwalkers are able 
to change freely to animal form, and retain their Intelligence 
(and alignment) while in animal form. 

The prime requisite of a skinwalker is Wisdom. A skinwalker 
with a Wisdom score of 13 or greater gains a bonus on earned 
experience points. Skinwalkers in human or animal form use 
the same attack table as clerics. In human form, they use the 
same saving throw table as clerics. However, in animal form, a 
skinwalker is allowed to choose the most advantageous saving 
throw from the cleric’s table (based on the skinwalker’s level) or 
the fighter’s table (based on the HD of the skinwalker’s current 
assumed animal form).

RESTRICTIONS: Skinwalkers determine their hit points with 
eight-sided dice (d8). A skinwalker may only wear an animal hide 
as armor, may not use a shield, and is limited to a dagger or spear 
as a weapon. Skinwalkers must have a minimum Constitution of 
9. Skinwalkers are limited to the 10th experience level.

SPECIAL ABILITIES: By spending time in deep observation of 
an animal, a skinwalker gains the wisdom and enlightenment 
necessary to change form into that of the totem animal. 

Gaining New Forms: Upon the attainment of each level, 
the skinwalker gains a total number of Hit Dice which 
may be expended to gain new animal forms (e.g., if the 
skinwalker gains 3 HD, the skinwalker may gain a 3 HD 
form, or a 1 HD form plus a 2 HD form, or three 1 
HD forms). The skinwalker must follow the totem animal 
for 1d4 days, until the skinwalker gains the required en-
lightenment. The skinwalker must then kill that specific 
animal (without the help of anyone else), and then use 
the animal’s hide or horns or some other portion of the 
animal to make something that may be worn by the skin-
walker (this preparation takes 1 day per Hit Die of the 
animal). A skinwalker may not gain the enlightenment 
(or animal form abilities) of any animal whose Hit Dice 
exceed the skinwalker’s level.

Conditions for Changing Form: The skinwalker is subject to 
the following conditions when changing form:

1) The skinwalker must be wearing the totem item from 
the animal in order to assume its form.

2) All items carried or held by the skinwalker at the time 
of the transformation become part of the shifted form, 
but are not usable by the skinwalker in that form.

3) The HD of the shifted form must not exceed the level 
of the skinwalker. 

4) In the animal form, Hit Dice, hit points and attack 
levels stay that of the character. However, the skin-
walker may choose the most advantageous saving 
throw (as noted above). Movement and Armor Class 
are as the animal form, modified by the character’s 
Armor Class Adjustment by level (see below). 

5) The skinwalker gains the Strength of the new form 
but retains the other ability scores as their own. The 
skinwalker keeps all extraordinary special attacks 
or qualities derived from his or her class levels, but 
loses any from the character’s normal form that are 
not derived from class levels (e.g., those from magic 
items carried or worn). The skinwalker does, how-
ever, gain special abilities and attacks from the ani-
mal form (e.g., the poisonous bite of a snake, or the 
special hug ability of certain bears). Otherwise, the 
attacks and damage done in the animal form are as 
the creature. 

6) Skinwalkers are able to understand the language of 
any known form, but must be in the shifted form to 
speak that animal’s language.

7) The maximum duration a skinwalker may remain in 
animal form is a number of turns equal to the level of 
the skinwalker (regardless of the animal form’s HD).

Rest: After changing back to human form, the skinwalker 
must rest for a number of turns equal to the HD of the 
creature whose form was previously assumed. The skin-
walker must then rest an additional number of turns equal 
to the HD of the next form that will be assumed (e.g., if 
a skinwalker had previously assumed the form of a 1 HD 
animal, and the next form to be assumed is a 3 HD ani-
mal, the skinwalker must rest for 4 turns before assuming 
the form of the 3 HD animal). A skinwalker is considered 
to be fatigued during these periods of rest, and suffers a 
–2 penalty on all attack rolls and saving throws (the skin-
walker’s AC, however, is unaffected).

Armor Class Adjustment: This number represents a bonus to 
the skinwalker’s AC in an assumed form only. In human 
form, the skinwalker may benefit from magic items that 
provide this type of protection, but whose special abilities 
do not carry over into the assumed form (e.g., a ring of 
protection +1 would provide the skinwalker a –1 Armor 
Class bonus in human form, but would not provide any 
protection in their shifted form). 

Skinwalker Class Table
   Exp. Hit +HD AC 
Level Title              Points Dice Gained Adj.
 1 Featherfolk 0 1d8 3 —
 2 Wingfolk 2,500 2d8 4 –1
 3 Talonfolk 5,000 3d8 5 –1
 4 Tailfolk 10,000 4d8 6 –2
 5 Clovenfolk 20,000 5d8 8 –2
 6 Hoof-folk 40,000 6d8 10 –3
 7 Clawfolk  80,000 7d8 12 –3
 8 Fangfolk 160,000 8d8 14 –3
 9 Totemfolk 300,000 9d8 16 –4
 10 Totem Master 450,000 10d8 18 –4
 11 Greater Totem Master 600,000 11d8 21 –4
 12 Spirit Master 750,000 12d8 24 –5


