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Foreword: ANIMALS, GAMES, SHAPESHIFTERS, AND ME

I’ve been an animal lover my 
whole life. When I was 3 years old, 
my parents took me to a county 
fair in Vermont, where there were 
pony rides. Every time the pony 
ride came to an end and the pony 
handler tried to help me off, I 
screamed and clutched the saddle 
or mane. So my parents would 
hand over another dollar and 
around we’d go again. All animals 
fascinated me (and still do), but 
my favorites were horses, hounds, 
hawks… and wolves. Horse own-
ership had to wait until I was in 
my 30s, but I took every chance 
I could get to be with animals. I 
even earned high school credit for 
learning how to take care of horses 
and manage a stable.

I’ve also been a gamer since 
the late ‘70s, when a Dungeons 
and Dragons Basic Set in a hobby 
store caught my eye. I’d just fin-
ished reading the Lord of the Rings 
and was fascinated by the idea of 
a game where you could tell your 
own stories in a fantasy world.

I look for two things in my gam-
ing sessions, as player and Game-
master: interesting characters and 
satisfying stories. The character op-
tions were limited in the early days 
of roleplaying games. I usually 
played a magic-user, an elf (D&D), 
or a ranger (AD&D) – preferably an 
elven ranger. The range of stories 

tended to be limited as well: dun-
geon crawls and monster mayhem, 
which was fun but not everything 
I’d envisioned when I first read the 
books in that Basic Set.

I was the only female in the 
group I played with in high school. 
I was dating the DM, and true to 
stereotype I got special treat-
ment. My characters had animal 
companions (I love animals, so 
why shouldn’t my characters also 
have pets?) and other neat stuff 
that didn’t really affect the game 
but satisfied my desire for “well-
rounded” characters. For a while it 
was enough, and I had fun slaying 
monsters and “earning” treasure 
in the gaming sessions and devel-
oping detailed back stories for my 
characters on my own.

But then I went to college, 
where I found a new DM. (I later 
married him.) He, too, wanted in-
teresting characters and satisfying 
stories in the games we played. 
And I was no longer the only fe-
male in our group. Our style of play 
was quite different from the hack-
and-slash monster-slaying exploits 
of my high school gaming group. 
The rules of the game, which had 
been at the forefront in my earli-
est D&D campaigns, faded into the 
background as characters and sto-
ry-telling gained more importance. 
That meant I could play a centaur 

fighter, and another player’s char-
acter could have a faithful donkey 
as a companion. There was as much 
dialogue, plot, intrigue, and adven-
ture as combat. There were plenty 
of underground lairs (and trea-
sure!), but towns and wilderness 
were much more than scenery or 
random encounters that happened 
on the way to the dungeon.

Outside of our formal AD&D/
D&D games (and such games as 
Traveller, Aftermath, GURPS, and 
of course the Fudge RPG), Paul and 
I would “game” without any rules 
as such. It was simple coopera-
tive storytelling, with characters 
and plot firmly in focus. We’d oc-
casionally roll some dice (percen-
tile dice at first; now Fudge dice) to 
help us decide outcomes or story 
direction. I played such characters 
as Krystath Starfollower (a “Cat-
Man” alien on a starship similar 
to the Millennium Falcon in size 
and purpose) and Tubor (the four-
armed winged emperor of a far-
flung star empire, who had shape-
shifting powers).

Being computer geeks, my hus-
band and I were active on the Illu-
minati BBS online discussion lists 
hosted by Steve Jackson Games, 
where GURPS fans could playtest 
upcoming products, and post sug-
gestions and corrections. My fre-
quent posts led to Steve Jackson 
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Foreword: ANIMALS, GAMES, SHAPESHIFTERS, AND ME

(himself!) offering me the contract 
to finish the writing of the GURPS 
Old West book. So far as Steve Jack-
son knew, I was a die-hard fan of 
the Old West.

In reality, I hated Western mov-
ies, primarily due to the treatment 
of Native Americans (I have some 
Native American ancestry) and 
of horses, and my posts in the 
Old West discussions had been on 
those topics.

But authoring GURPS Old 
West was an opportunity not to be 
missed, and in the process I came 
to appreciate the genre. So much 
so that when I partnered with a 
couple of other fans to publish 
GURPS adventures under license 
from SJ Games, I chose GURPS Old 
West and Navajo “Skinwalkers” as 
the theme for the first adventure 
I would write. I dove into the re-
search, learning everything I could 
about Navajo magic and Skin-
walker lore. What better villain for 
the player characters to encounter 
than a shapeshifter who had killed 
a close family member and done 
other evil deeds to get his power? 
One who could take the shape of 
any animal he chose, provided he 
had the animal’s skin?

Alas, the company fell apart be-
fore I finished the adventure. But 
not before I encountered a “real-
life werewolf” while searching for 
a cover artist for the book. The art-
ist was suggested to me as the per-
fect artist because he claimed to be 
a werewolf. When I met him to see 
his artwork and discuss the proj-
ect, he told me he had shifted into 
wolf form several times, through a 
magic ritual at the time of the full 
moon. I have no doubt he believed 
that, but I suspect he was “under 
the influence” during his “epi-
sodes.” In any event, I didn’t care 

for his artwork—I was looking for 
an illustration reminiscent of Fred-
erick Remington and he was of-
fering art more along the lines of 
“The Scream.”

My next roleplaying game con-
tract was with TSR, for the D&D 
game. Bruce Heard asked me to 
write Night Howlers for TSR’s Crea-
ture Crucible series. With my love 
of extraordinary characters, es-
pecially shapeshifters, I jumped 
on the chance. Previous Creature 
Crucibles had introduced faeries, 
gnomes, and sea peoples as player 
characters. Now I would be able 
to add lycanthropes to the mix! 
Talk about stretching the bound-
aries for player characters—lycan-
thropes are “interesting charac-
ters,” indeed!

Writing Night Howlers let me 
indulge in story-telling as well. 
My contract specified the setting 
(the Principalities of Gantri, one 
of 15 “Gazetteers” detailing the 
world of Mystara) and the basic 
plot (lycanthropes striving to build 
their own Principality). But within 
those basic guidelines, I was given 
free rein. I strove to provide a wide 
range of ideas for DMs and play-
ers to run with, from the comedic 
to true “high fantasy.”

As I developed the setting in-
formation, adventure seeds, and 
story lines for Night Howlers, I paid 
equal attention to the game me-
chanics that would support lycan-
thropic characters as PCs within 
the framework of the D&D rules 
system. While my own focus in 
roleplaying games is character and 
story, many players revel in the 
rules themselves. There is some-
thing deeply satisfying about mas-
tering a complex system of rules 
and using those rules to gain in-
game advantages for your charac-
ter and your party of adventurers. 

In Bite Me! The Gamer’s Guide 
to Lycanthropy, the authors ask: 
“What is it about werewolves and 
other animal-form shapeshifters 
that fascinates us so?” According 
to the authors of “Werewolves and 
Other Shapeshifters in Popular Cul-
ture: A Thematic Analysis of Recent 
Depictions,” shapeshifters in popu-
lar culture allow us to explore the 
intricacies of modern society in a 
myriad of ways. Themes of outsid-
ers on the edge of society, villains 
of monstrous nature, and fluid 
identity have all been explored 
through the use of shapeshifters in 
fiction and film.

For me as a player, GM, and au-
thor, lycanthropic characters offer 
the opportunity to explore stories 
of extraordinary people who are 
both blessed and cursed by their 
dual natures. For others, lycan-
thropy may provide their charac-
ters with special abilities, includ-
ing bonus powers in the form of 
spells, feats, and increased attacks 
and damage resistance, that make 
them more powerful within the 
game. Regardless of whether your 
focus is on characters and story or 
on the “game” side of roleplaying 
games, lycanthropic characters can 
add spice and excitement to your 
campaigns.

I’m happy to see the tradition 
of lycanthropes as player charac-
ters continuing in the Pathfinder 
Roleplaying Game, a descendent 
of the Dungeons & Dragons game 
I started my gaming life (and ca-
reer) with. The authors of Bite Me! 
are obviously as enamored of ly-
canthropic characters as I am. With 
this book, I trust you will enjoy 
your shapeshifter gaming experi-
ences as much as I have mine.
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