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Half Wloon's Journey

The Canadian pine forest was clearly marked, if you knew
what to lock for. Here and there, just out of casual view, claws had
gouged into bark, wood, even stone, and described ancient symbols
of the wind across the moon. In the afternoon, a young wanderer
had walked along the hidden tmils the glyphs overlooked, noting
each mark as he passed. Now he waited undera chill, starry sky, on
a bald rise where no human had stood for two thousand years.

No human.

Nor did one stand there tonight.

Wolves paced the edge of the clearing, They were lean and
aray, and something in their eyes wasn't quite lupine. A naturalist
would have been very confused to watch them circle the young
traveller in their midst in a slow, meticulous, not-quite-wolflike
way.

And any otheroutsider would have called the boy of eighteen
or'so a suicidal fool for standing as still as the earth beneath him,
while the great wolves drew nearer and nearer with every circuir.

True, he had the powerful build of someone who'd spent his
adolescence in heavy exertion. He also was armed, although most
people would consider his antique flint spear a poor substitute for
an automaric rifle,

Evan knew better. Even the slickest salesman couldn’t talk
him into swapping the ancient spear for a depot full of guns.
Especially now, among the very people who'd made the spear
centuries ago and bound the spirits of the storm into it. [t would
have heen easy to lean on the spear, to soothe his anxiety with the
palpable strength of the fetish. Evan did no such thing, although
he was sorely tempted.

Finally, three wolves broke away from the circle and paced
toward Evan. As they drew closer, two of themswelled up onto their
hind legs and bulged into massive, gray monsters. One of them was
a gigantic brute who flexed his grear claws again and again as he
glared at Evan. The other was almost as massive, but his matted fur
was crisscrossed with white streaks. While the other two stopped
some distance away, the elder Garou kept walking until he lpomed
over Evan and glared down with shining eyes at the young man.
Finally, he growled low and whirled 1o face the circle of wolves.

“Fools!™ The old one spat out a strangled snarl, “Fools,
charachs and worse! You let this one into the heart of our lands?
You believed a white man when he told you he was Wendigo! Look
at him!" The hulking werewolf gestured violently ar Evan. "White
asany. Blue eyes. Blue eyes!” He stamped the ground, *"Would even
Older Brother accept this Wyrmcomer? This is just another white
child, moved to tears by television and history baoks, trying to
come among us and help the Wendigo because he pitdes us!™ His
voice had nearly become a howl. "How could you even consider
letting him walk this land as if he were one of our own?"

Evan swallowed hard and looked the massive elder in the eye.
“I'm right here, Cries-in-the-Wind-thya," he said, forcing the
Garou words through his human throat. “You don't have to use
third person.” His brow tightened, and his lip pulled back just.a
hair. “You want to question my tribe, do it to my face. Or call on
Great Wendigo himself"

The elder growled again, low and long. “You are so sure of
yourself, pup? Do you want us to bring the North Wind here, that
he may look on your impure face and slice you with his teeth of ice?
Do you want to speak your lies before our Half Moons?

“I'm sure.” Evan coolly took one step back. “Call your Cres-
cent Moons, Cries-thya. Or let your Half Moons watch my tongue
and see if it forks. | was charged with this mission by Great
Wendigo himself four years ago, and I'll never forget his words. 1
can repeat them for you, if you like."

The giant Crinos at Cries” side flinched, and his muzle
wrinkled. Cries' ears twitched back, and his gaze flickered ever-so-
briefly to his younger septmate.

“Cries-rhya,” the brute rumbled, “he speaks truth as clear as
the springs. Great Wendigo—"he said, then paused as if reluctant
to speak further. “The young one has spoken with Great Wendigo.
I am sure of iv."

A cold wind stirred the clearing and carried the massive
werewolf's words off into an empty silence. The circle of wolves
nervously shifted and paced, watching the four Garou ar the
clearing’s heart. Cries-in-the-Wind stooed sullenly rigid, his knot-
ted chest heaving, his eyes buming. Finally, he spoke.
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“Why have youcome!" Each word was bitten off as it left his
jaws.

Evan tightened hisgrip on the spear. “Because, like him—"he
said, with a gesture toward the giant Crinos at Cries' side, “1 am
HalfMoon. T have aduty to Lunaand to Gaia to bring peace totheir
warring children.” His voice grew louder, clearer, almost oo much
for the young Philodox's chest. “I am Evan Heals-the-Past, and |
earn my sacred name by working my Mother's will. Thart is why |
came to you, and rhat is why your sentries felt my purpose and let
me pass,”

His expression grew stern, and he turned slowly to face the
circle of waolves, his gaze passing over each one in tumn. 1 come to
this sept, where Great Wendigo's children gather in nuimbers, with
tidings of war. The war.”

Evan stopped turning as he faced Cries<in-the-Wind once
more and looked again into the elder’s eyes. “At Father Wendigo
and Mother Gaia's bidding, | have come to speak to you. To my
tribe. Will you lisren?”

Cries" lip twitched upward at one corner. The rest of him
remained stock-still. Drawing in a breath, Evan bowed his head
respectfully to the elder, then began in the strong, measured voice
of a practiced speaker:

“I was a Lost Cub of Wendigo, born to a white father who
knew nothing of his great-great-grandfather’s blood, o a white
mother whowasnot even Kin. Theysensed the predator in me, and
they feared it." He closed his eyes briefly, then opened them again,
*They died ignorant, and | might have, too.”

His voice took on n more commanding tone. “But T was
spared. Great Wendigo sent Lord Albrecht — a Silver Fang — to
find me. Wendigo asked Falcon for help, and Falcon gladly offered
it. What's more, the torems chose another to guide me — Mari
Cabrah, warrior and Theurge of the Black Furies.” He shook his
head. “Mari and Albrecht — they hated each other. 1 thought
they'd kill each orher over the slightest things. Bur they didn't.”

Evan struck hig chest with one fist, “I helped to make peace
between them. I was young and foolish, but even then I saw the
idiocy of fighting other Garou. They listened, even though they
didn't realize they were doing so. And as we ran from one sept to
the next, a Stargazer — the child of another tribe — came 1o help
us, He showed me the way within...." He paused and then spoke
again, reverently, “And I met Great Wendigo, who showed me
how to remember.”

The wind ruftled the tops of the pines. Evan looked up into
the sky, then back ro the circle of wolves.

L wvais younz. 1 was a child: | found it difficult to accept my
dury, and at first | wondered why Grear Wendigo would choose me
— me, a cub who had never met his own tribe!™

He shook his head. “Bur even a ¢hild can split a mountain, if
he is Garou- And so [ did as Lwas asked.™ A tiny, fiercely proud smile
lit the comers of his mouth. *And I am a child no longer.

“l have walked in the Umbra, from the tunnels of Abyss to the
jungles of Pangaca. | have seen with my own eyes a new king arise,
a king who endured all in the name of Gaia and unity. | have
survived as a prisonet in a Black Spital Dancer Hive and endured
their tortures. | have slain mockeries, Black Spirals, Banes —even

a Thunderwyrm. | have done all this not from pride — but from

faith.” He almost smited, but caughe hirnself. “Faith tn vy packimates,
and hope for what we may yet accomplish.”




Evan gestured with the spear toward the cold, starry sky.
“How can [ desceribe the strength my packmates and | share!? Even
when Albrecht is duty bound to the OQak Throne and when Mari
is stalking her personal prey in the blighted streers of New York, we
are one, And when we gather together to hunt....”

The tip of the spear began to shine with a cold, blue light, and
a faint rumble of thunder rolled down from the empry sky. Evan
heard the wolves around him shift and growl, but he didn't take his
eyes from the three Garou before him.

“The last time we hunted rogether, we slew four times our
number of Black Spiral Dancers. We caught them in the sewers of
New York, where they..." He shook his head, as if to clear it.

“We came at them as a pack should, and two of them were
dead before they knew we were killing them. If we had been all
Black Furies or all Silver Fangs or all three Wendigo...." Evan
paused for just a moment, anticipating an interruprion. Cries' lip
curled, but he made no sound.

“If we had possessed a common strength or weakness among
us, the Dancers could have beaten us. But how could they have
known what to expect! How could they fight the strength of
Wendigo, Falcon and Pegasus all at once?

“Albrecht never even paused. He drew back with his ances-
tors' klaive and leapt forward, howlinga Silver Fang song of battle.
Wherever he struck, their diseased flesh burned. Even when they
dragged him down and nearly clawed his eye from his head — he
still loses the sight in that eye from time to time — he was howling
from anger, not fear or pain.

“And Mari—" Evan shook his head and smiled. “For all that
shie's wanted to eat Albrecht's liver in the past, Mari tore his
attackers to pieces as if they were flightless pigeons. Her claws cut
through Dancer flesh like a knife cuts through snow. One of them
hit the ground in three pieces, and then Albrecht was up again.

“1 probably don't need to go on: Together, we were thunder
and lighming and stlver and thorn and winter wind. Nothing could
stop us.”

His eves shone with pride. “Incredible, huh? I can't tell you
the stories aboutr Mari and do them any justice. She's a hero to her
tribe and many others, and her loyalty to the Furies is unshakable.
And she didn't want to take orders from any Silver Fang, much less
one who'd nearly disemboweled her ina New York alleyway when
they first mer.

“But she respects Albrecht. She doesi't like him — but she
stands by him. She offers him her respect, even herloyalty. Not just
for who he is —and yes, he's made his fair share of mistakes— but
for what he stands for. He's hope. He's a ery for unity."

Evan slammed the butt of the spear against the ground.
“These are the last days! Yes, we will never bow our heads to
another tribe in obedience — but why can we not set aside our
tribal pride and offer our Garou brothers and sisters our loyaley?
Qur time is winter, and the Great Winter is now — and this is why
we were born!

“Great Wendigo chose me to learn the ways of the other
tribes, bur to keep and remember the ways of the Wendigo. If we
fight, we may preserve our tribe's honor and wisdom until the sun
blackens and falls from the sky. But our only hope of winning is if
we fight alongside our brothers and sisters!

“1 can't offer you a place in legend.” He levelly mer Cries’
state. "Legends are only that if there's someone left to tell them:

Come to the court. Listen to what the other tribes have tosay. And
if we, the children of Great Wendigo, decide to stand with our
cousins, then just maybe there'll be a time when our great-
grandchildren can speak proudly of our deeds. Their time.”

There was silence again, soft and still save for the wind in the
treetops. Cries’ muscles twisted under hisskin, The massive Philodox
beside him looked full into Evan's face — but with lupine eyes thar
were full of something other than anger. The third wolf, the one
who had said nothing since arriving with Cries-in-the-Wind,
sniffed quietly at the wind and looked back and forth between Evan
and the scarred elder.

Cries half-snarled, then letit die away. “What you say—" and
then he stopped, and straightened just a bit. His posture eased,
shortened in the darkness; his head drew up, eyes closed, ears
twitching slowly.

[t was a long moment before he spoke again, and his guttural
voice was somehow lower, softer.

“I...am old, and my brains must be growing feeble. | do not
knowwhy I donot kill you where you stand.” His eyes opened, and
again they blazed. “l do not know how it is that youcan speak silver
words like all white men, yet speak with the voice of the winds in
the same hreath.”

He snorted, a sound like a choking cough. “Half Moon. T hate
your silver words. | hate your accusing white face, which looks at
me and defies me to take action. Bur...."

His fur melted, dissolved away. His body poured itselfinto the
form of an old man in deerskin, 4 man with a stern face and furious
eyes.

“But," Cries-in-the-Wind said finally, "I cannor hate Grear
Wendigo, no martter how much | wanr to hate his'words.” He
sighed, a long, growling sigh more resigned than sad. “Even the
trees feel the seasons when they change. So 1 will honor my totem
by returning to the heart of my caemn, and there T will think on your
silver words.” Cries' smoldering gaze flickered briefly from Evan's
face to the Garou at each of the elder's flanks, then returned.

“We will talk on your words, and we will consult our spirits,
We promise you nothing more.”

Evan bowed quietly.

Then the old Garou turned and walked, still in human form,
back into the circle of wolves. The massive Philodox gave Evan
one lastappraising, wondering stare, then fell toall fours and paced
after the elder. The third didn’t even look at Evan as she left.

As Cries-in-the-Wind was lost amid the darkness between
the trees, the circle of Wendigo began to break apart. All passed
hefore the young Philodox as they left, and each looked full into his
eyes hefore vanishing into the woods. Some of their gazes held
anger and hate only barely in check. Others were cooler, more
peaceful, butno less intense. The gray eyes of the last wolf to leave
were appraising, curious — and warm, at the end. Evan smiled
then, just alittle, and held his smile until she was gone. Then there
was nothing bur silence.

Evan sighed and slowly started down the slope. The tension
he'd previously felt had drained away, raking most of his energy
with it. Now there was just a dull twinge of fatigue, coupled with
a touch of worry. He leaned on the spear, just a little.

They'd think on it. It was all he could ask for.

For now.
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Special Thanks Co:

You.
Thanks for keeping the spirit of the wild places alive, no
matter how drab, sick and generally screwed up our own sociery

gets. Now get out there and kick some! '
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Werits and Flaws

Merits and Flaws are character Traits that add spice to
your Werewolf chronicle. Merits provide a character with
some benefits, while Flaws act to a character’s detriment.
Some of these Traits have little effect on a game beyond a
dash of style; others could unbalance a chronicle or com-
Powerful Merits or Flaws shape
a characrer’s destiny and any relationships she has.

pletely change its directian.

When you create a character in Werewolf, you receive
15 “freebie” points that can be assigned to whatever Traits
you like in order to give your character the finishing touches
that make her unique. The optional system of Merits and
Flaws expands on this idea and allows you to personalize
vour character further.

Merits tiay be purchased only with freebie points and
only during character coriception. Flaws provide additional
freebies to spend, again, only dyring initial conception. You
may take a maximum of seven points of Flaws, which limits
your potential freebie points to a total of 22. Some Merits
and Flaws have variable point costs; these Tratrs offer more
options for character creation.

Merits and Flaws are available to flesh out a characrer
and to add new story hooks and derails, not ro allow power
gamers to “min-max"” their characters into war machines.
Make sure that the Storyteller actually permits these op-
tions in your chronicle before creating characters based
upon them. Each chronicle is individual and unique, so
there's no telling what restrictions or changes the Story-
teller may have in mind. There's no right or wrong way, only
ways that work for everyone concerned,

Some Flaws are marked as possible alternate deformi-
ties for metis characters (such as Deranged, Blind or Mon-
strous). Remember that although you can take such a Flaw
as your metis disfigurement, in no case do you gain freebie
points for that Flaw. Of course, vou can take other Flaws in
addirion to such disfigurement for freebie points —a truly
unlucky metis could well be born blind, mad and hideous —
but at least one deformity must be taken without recom-
pense. Such is the metis curse.

Chapter One: The Garou 9
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Psychological

These Merits and Flaws deal with the psychological
makeup of your character. More than simple personality
quirks, they detail overpowering morivations, ideals or
pathologies. Some psychological Flaws can be temporarily
ignored by spending a Willpower point and are noted as
such. If you take such a Flaw and don’t roleplay it when the
Storyteller thinks you should, then he may tell you that you
have spent a pointof Willpower for the effort. Flaws cannot
be conveniently ignored.

Code of Honor: (1 point Wlerit)

You have a striet personal code of ethics that you cannot
ignore. You can automartically resist most temptations that
would bring you in contlict with your code. When battling
supcmﬂr,umt persuasion (mind magick, vampiric Domination,
etc.) that would make you violate your code, either you gain
three extra dice to resist or your opponent’s difficulties are
increased by 2 (Storyteller's choice). You must construct your
own personal code of honor in as much detail as you can,
outlining the general rules of conduct by which you abide. An
obvious choice might be adherence ro the Litany, but personal
codes and commitment can vary widely.

Berserker: (2 point Wlerit)

Youfeel the rage burning inside you, and you know how
to use and direct ir against your enemies. You have the
ability ro frenzy at will and, thus, are able to ignore your
wound penalties. However, any acts you commit during
frenzy have consequences, just as they would otherwise.
Also, you have the same chance of going into frenzy even
when you don't wish to do so.

Compulsion: (1 point Flaw)

You have some sort of psychological compulsion that
can cause you a number of different problems. Your compul-
sion may be for cleanliness, perfection, bragging, stealing,
gambling, exaggeration or just talking. The only way to
avoid your compulsion temporarily is to spend a Willpower
point (Storyteller's discretion as to how long you resist the
urge), but it is in effect at all other times.

(Dark Secret: (1 point Flaw)

You have some sort of secret that, if uncovered, would
be of immense embarrassment to you and would make you
a pariah in the Garou community. It can be anything from
having murdered an elder to having been seduced into an
affair with 2 Black Spiral Dancer, While thissecretis onyour
mind at all times, it will come up in stories only once in a
while, but when it does, watch out.

Intolerance: (1 point Flaw)

You have an irrational dislike of a certain thing. [t may
be an animal, a class of person, a situation or just about

anything at all. You have a +2 difficulty on all dice rolls in
which the object of dislike is involved. Note that some
dislikes may be too trivial or ridiculous to count — a dislike
of Bavarian-creme-filled donuts or mechanical pencils, for
instance, has no real dramatic value and shouldn't be
allowed. The Storyteller is the final arbiter of what you can
pick to dislike. Garou cannot take an intolerance of the
Wyrm; it's already a common mindset and hardly a Flaw.

Uightmares: (1 point Flaw)

You experience horrendous nightmares every time you
sleep, and memories of them haunt you during your waking
hours. Sometimes, the nightmares are so horrific they cause
you to lose one die on all your actions during the following
day (Storyteller's discretion). Some of the nightmares may
be so intense that you mistake them for reality; a crafty
Storyteller is quick to rake advantage of this Flaw.

Querconfident: (1 point Flaw)

You have an exaggerated and unshakable opinion of
your own worth and capacities — and you display no
hesitation in trusting your abilities, even when you may be
risking defear. Because your abilities may be inadequare, this
Flaw can be very dangerous. When you fail, you're quick to
find someone or something to blame other than yourself. If
you are convincing enough, you can infect others with your
overconfidence.

10 Werewolf Players Guide
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®hobia: (1 or 3 point Flaw)

You have an overpowering fear of somerthing. You
instinctively and illogically retreat from the object of your
fear, and you strain to avoid it. Common objects of phobias
include certain dnimals, insects, crowds, open spaces, con-
fined spaces and heights. If you suffer from a mild phobia (1
point}, you must roll Willpower when you encounter the
object of your fear. The Storyteller derermines the difficuly
of this roll; if you ger fewer than three successes, you refuse
to approach the object or situation in question, and if you
fail this roll, you flee. If your phobia is severe (3 points), you
must make a frenzy roll to avoid entering a fox frenzy when
you confront the object of your fear. The Storyteller has
final say over which phobias are allowed in a chronicle.

Shy: (1 point Flaw)

You are distinctly ill at ease when dealing with people,
and you try to avoid social situations whenever possible. All
rolls concerned with social dealings are at + 1 difficulry, and

any roll you make while your characrer is the center of

attention is at +2 difficulty. Don't expect ro make a public
speech.

Soft-Hearted: (1 point Flaw)

You cannor stand to see others suffer; maybe you're truly
compassionate, or maybe you just dislike the intensity of their
emotion. If you directly cause someone’s suffering while thar
person is with you, you experience days of nausea and sleepless
grief. You avoid situations in which you might have toobserve
suffering, and you will do anything possible to protect others
from it as well. Whenever you must witness true suffering,
difficulties for all your rolls are at +2 for the next hour,

Speech Jmpediment: (1 point Flaw)

You have a stammer or some other impediment that
hampers spoken communication (even in the Garou tongue
of howls and growls). All relevane rolls are made at a +2
difficulty. You aren't obliged to roleplay this impediment
constantly, but you should attempt to simulate it in times of
stress or when dealing with strangers.

Curiosity: (2 point Flaw)

You'rea narurally curious person and you find mysteries
of any sort irresistible: In most circumstances, alas, your
curiosity easily overrides vour common sense. To resist the
temptation, make a Wits roll. The difficulty is 5 for simple
things ("l wonder what's in that cabinet?”) but can rise as
high as 9 in intense circumstances (1 wonder where this
Moon Bridge leads to. I'd bettet check it our. What could
possibly go wrong?).

Low Self Image: (2 point Flaw)

You just don't believe in yourself. You have two fewer
dice in situations where you don't expect to succeed {ar the

Storyreller’sdiscrerion, although he might limit this penalcy
to one die if youdo the brave thing and point out times when
this Flaw could affect you). At the Storyteller's option, you
may have to make Willpower rolls to do things that require
self-confidence, or even to use a Willpower point when
other players would not be obliged to do so.

Pack Wentality: (2 point Flaw)

The pack is your life; without it, you are nothing, Your
identity is so tied to that of your pack that you always think

in terms of “us” rather than “me." When in the presence of

at least one packmate, you receive a -1 on all pack tactics
difficulties; when alone, you receive a +1 to all difficulties.
You are so dependent on your pack that sometimes you can't
make decisions without them — even if you are the alpha!
The Storyteller may decide that you have to make a Will-
power roll or even spend a Willpoawer point to act on your
own in a stressful situation.

Short Fuse: (2 point Flaw)

The difficaley of yaur frenzy rolls is always 2 lower, no
matter how you might be provoked. The Wyrm’s touch on
you is stronger than normal, and you naturally fall more
easily into the “thrall of the Wyrm.” This Flaw is a dangerous
one; don't choose it lightly.

Dengeance: (2 point Flaw)

You are out for revenge — perhaps the caem you
belonged to was destroyed, Pentex made your best friend
into'a fomor or someone brutally murdered one of your
parents. This may be something from your days befare the
Change, or its origins could be in some event from your life
as a werewolf, Either way, your obsession is wreaking ven-
geance on an individual (or perhaps an entirg group), and
you make it your first priority in all situations, Your need for
vengearice can be overcome only by spending Willpower
points, and even then, it subsides only temporarily. Some-
day, you may have your revenge, but the Storyteller won't
make it easy.

(Deranged: (3 point Flaw)

Due to circumstances beyond your control, you are
permanently insane. You may have a congenital brain
disorder, or perhaps you saw things you weren't meant to see,
and the experience drove you mad, Choose a Derangement
for your character; although you can temporarily overcome
this insanity with Willpower, you ¢an never permanently
rid yourself of its grip. Metis can take this Flaw as their
deformity,

(Driving Goal: (3 point Flaw)

You have a personal goal that compels and directs you
in somerimes startling ways. The goal is always limitless in
depth and can never truly be achieved. [tcould be to reform
the Black Spiral Dancers or to make amends for your

Chapter One: The Garou 11
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ancestors actions against the other Changing Breeds during
the War of Rage. Because you must work toward your goal
throughout the chronicle (though you can avoid it for short
periods by spending Willpower) it conrinually gets you into
trouble and may jeopardize other goals; other Garou prob-
ably don'tshare your vision, and they may look down on you
as being distracted from the trie war. Choose vour goal
carefully, as it's sure to direct and focus éverything your
character does.

Hatred: (3 point Flaw)

You have an unreasoning, total and virtually uncon-
trollable hatred of a certain thing. You may hate an animal,
a class of person, a situation — almost anything. You must
muake a frenzy roll whenever faced with the object of your
hatted. You constantly pursue opportunities o injure, de-
stroy or control your nemesis, so much so that your reason is
clouded.

@erritorial: (3 point Flaw)

Youdon't like to leave your territory, nor do you like to
have strangers enter it. In fact, you get so nervous and
disoriented while outside your territory that you are +1 on
all difficulties. In addition, you must make a frenzy roll to
keep yourself from attacking intruders who enter your terri-
tory, unless they obiain your permission 1o do so.

Wental

These Merits and Flaws deal with the mind’s strengths,
weaknesses and special capacities.

Common Sense: (1 point Werit)

You have a significant amount of practical, everyday
wisdom. If you're about to do something counter to common
sense, the Storyreller may alert you to what you are trying w
do and how it might violare practicality. This Merit is an
ideal one for a novice player, for it allows you to receive
advice from the Storyteller concerning what you can and
can’t do and (even more importantly) what you should and
shouldn’t do,

Concentration: (1 point Wlerit)

You have learned to focus your mind, shutting out any
distractions and annoyances. Any negative modifier to a
Dice Yool or any difficulty thar arises from a distraction or
other inauspicious circumstance is limited to 2.

Lightning Calculator: (1 point Werit)

Your natural affinity for numbers and your ralent for
mental arithmetic make you a natural for working with
computers or betting at race tracks. All relevant rolls are
made at -2 difficulty. Another possible use for this Merit,
assuming you have numbers on which ro base your concluy-
sions, is the ability ro calculate the difficulty of cerrain rasks.
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Inappropriate situations, you may ask. the Storyteller for the
difficulry of some action you are about to perform.

Eidetic Wlemory: (2 point Werit)

You have a “photographic” memaory and can remember
in perfecy devatl things seen and heard, By gaining av leas
one success on an Intelligence + Alertness roll, you can
recall any sight or sound accurately, even if you heard it or
glanced at it only once (although the difficulty of such a feat
would be high). Five successes enable you to recall an event
perfectly: The Storyteller relates 1o you exactly whar was
seen or heard.

Calm Heart: (3 point Wlerit)

You are naturally calm and well composed, and you
rarely fly off the handle. Raise the difficulry onall your frenzy
rolls by 2, no matter how any incident is provoked.

Jron Wll: (5 point Werit)

When youare derermined and your mind isset, nothing
candivert you from your goals. You cannot be Dominated by
vampires, and wraiths and mages using mental attacks
against you gain +3 to their difficulties if you are awnre of
them and resisting. However, the additional mental defense
costs you one Willpower point per turn. Even if you are
unaware of an attack, anyone attempting to influence you
magically must add +1 to her difficulty.

Self-Confident: (5 point Wierit)

When you spend a point of Willpower to gain an
automatic success, your self-confidence may allow you to
gain the benefir of thar expenditure without actually losing
the Willpower point. When you declare that you are using
a point of Willpower for an extra success, you do not lose the
Willpower unless you fail the roll. You may use this Merir
only when you need confidence in your abilities in order to
succeed; thus, only when the difficulty of a roll is 6 or higher
can it come into play. You may spend Willpower ar.other
times; however, if the difficulty is 5 or less, this Merit won't
help you.

Amnesia: (2 point Flaw)

You are unable to remember your past or anything
about yourself or your family. Your life is a blank slare.
However, your past may sometday camue back w luunt youw.
(You can, if you wish, take up to five points of other Flaws
without specifying what they are. The Storyreller
can...supply the details; aver the course of the chronicle,
you and your characrer slowly discover them.)

Confused: (2 point Flaw)

You are often confused, and you perceive the world to

be a very distorted and rwisted place, Sometimes, you are
simply unable to make sense of things. You need to roleplay




~

this behavior all the time to a small degree, butr your
confusion becomes especially strong whenever stimuli sur-
round you (such as a number of different people all talking
atr once or the pounding music of a nightelub.) You can
spend Willpower to override the effects of your confusion,
but it works only temporarily.

Weak-Willed: (2 point Flaw)

Youare highly susceptible to domination and intimida-
tion; you are, in fact, unable to use your Willpower freely.
You can vall or spend Willpower only when survival is at
stake or when it is appropriate to your auspice or Nature (see
the Archetypes secticn).

Absent-Winded: (3 point Flaw)

Your packmates always say that you'd lose your head if
it weren't attached. You've got such a bad memory that you
barely recall what you did yesterday, much less last week.
You don’t forget Knowledges or Skills, but you do forget
names, addresses and when you last ate. In order to remem-
ber anything more than your own name and the location of
your caern, you need to make a Wits roll or; as a last resort,
expend a Willpower point. This Flaw may not be taken with
the Merit: Concentration.

Awareness

These Merits and Flaws involve yoursenses and percep-
tion (or lack thereof).

blindness. This Flaw is neither nearsightedness nor farsight-
edness — it is a minor form of blindness, and it is not
correctable.

One &Eye: (2 point Flaw)

You can'’t see out of one eye — because it's not there.
You have no peripheral vision on your blind side, and you
roll two fewer dice when a situation involves depth percep-
tion (including ranged combat). Metis characters may take
this Flaw as their metis disfignrement. Additionally, a metis
character who takes this Flaw as his deformity may have a
cyclopean appearance, with the one eye centered on his
forehead. This feature can well affect his social life by
increasing the difficulties of all Social rolls by 2. Such ametis
may well have no peripheral vision whatsoever.

(Deaf: (4 point Flaw)

You cannot hear sound — you can feel the vibrations of
very loud noises, nothing more — and you automatically fail
any rolls thatrequire hearing. Metis characters may take this
Flaw as their metis disfigurement.

Blind: (6 point Flaw)

You're completely blind, and you automatically fail all
dice rolls involving vision. Metis may take this Flaw as a
metis deformity.

Aptitudes

These Merits and Flaws establish special capacitiesand
abilities for your character, or they can modify the effects
and powers of your character's other abilities.

’ Color Blindness: (1 point Flaw) Animal Wlagnetism: (1 point Werit)
You can see only in black and white, no matter what Ynu‘arﬁ eslae%fa!l\; N = m:.hers.of s bre? d
form you rake. Color means nothing to you, although you You fecelysa -2 df ASHACK on seductlon Px ammalattractlwn
are sensitive to color density, which you perceive as shades rolls {"‘:"h ich Tl PR SOmE jealousy it others who view
of gray. (Yes, color blindness actually indicates an inability ~ YO 8 competition ):
to distinguish between two colors, but we fudged a bit for the i 5 4 :
sake of brevity.) This Flaw is much more common among Camputer Apt tuoe: (, pOIﬂt mt’flt)
lupus. You have a natural affinity for computers; the difficul-
L : ties of all rolls to repair, construct or operate them are
Hard of Hearing: (1 point Flaw) reduced by 2.
Your hearing is defecrive. The difficulties for all dice - - : ;
rolls relared to hearing are increased by 2. You receive the £xpert mrlver' (, pf"nt ment)
Lupus form Perception bonus enly to olfactory checks. You You have a knack for driving wheeled motor \ichiﬁ les,
may not take the Merit: Acute Hearing if you take this Flaw.  such as cars, 18-wheelers and even tractors. The difficulties
: : of all rolls requiring risky or especially difficult driving
Bad Si ght.' (2 point Waw) maneuvers are reduced by 2.
Your sight is defective, and all your dice rolls refated to . . S . :
vision are at +2 difficulty. You don't receive the Lupus form mf(hanlca[ Apt’ tude: (’ po,nt merlt)
r Perception bonus to visual checks, and you suffer from night You are naturally adept with all kinds of mechanical

devices (note that this aptitude does not extend to elec-
tronic devices, such as computers). The difficulties of all
dice rolls to understand, repair or operate any kind of
mechanical device are reduced by 2. However, this Merit
doesn't help you drive any sort of vehicle.
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Ambidextrous: (2 point Werit)

You have a high degree of secondary-hand dexterity
and can perform tasks with the “wrong” hand at no penalty,
The normal penalty for using both hands at once ro perform
different rasks {such asfighting with a weapon in each hand)
is +1 difficulty for the “right” hand and +3 difficulry for the
other hand; with this Merit, the penalty is at +1 for each
hand.

Watural Linguist: (2 point Werit)

Youhave aflairfor languages. This Merit doesnot allow
you to learn more languages than are permitted by your
Linguistics score, but you may add three dice to any roll
involving languages (both written and spoken).

(Daredevil: (3 point Werit)

Youare good at taking risks and even better at surviving
them. All difficulties are at -2 whenever you try something
exceptionally dangerous; and you can ignore a single “one”
on such rolls (as if you had an exrra success).

Perfect Balance: (3 point Wlerit)

Your sense of balance is acute thanks to constant
training or inherited trairs. It's very unlikely that you'll ever
fall during your life. You may trip, but you always catch
yourself before you fully lose your footing or handhold.

This Merit aids such actions as tightrope walking,
crossing ice and climbing mountains; all such feats are at
-3 difficulry.

Jack-OF-Al-Trades: (5 point Werit)

You can draw upon a large pool of skills and knowledge,
obtained through your extensive travels, the jobs you've
held or just all-around know-how. You automatically have
one dot in all Skill and Knowledge [ice Poals. This is an
illusory level, used only to simulate a wide range of abilities.
If you train or spend experience in the Skill or Knowledge,
you must pay the pointcost for the first level a “second time”
before raising the Skill or Knowledge to 2 dots. Lupus
characters cannot take this Merit.

Inept: (5 point Flaw)

You are not artuned to your natural aptitudes and,
therefore, have 5 fewer points to spend on your Talents (so
the most you could take on your ralents would be 8, and the
least would be 0). Of course; you can still spend freebie
points to take Talents. However, you cannot, at the start of
the gatme, have any Talent at level 3 or higher.

Uneducated: (S point Flaw)

Because you have never been to school, you have 3
fewer points to spend on your Knowledge abilities (so the
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most you could take would be 8, and the least would be 0).
Of course, you can still spend freebie points to take
Knowledges. However, you cannot, at the start of the game,
have any Knowledge at level 3 or higher. Lupus cannor take
this Flaw, and the Storyteller should allow it only in games
that have the characters interact often with human society.

Unskilled: (S point Flaw)

You have never trained extensively in any skill or craft
and, therefore, have 5 fewer points to spend on your Skills
(s0 the most you could take on your Skills would be 8, and
the least would be 0). Of course, you can still spend freebie
points to take Skills. However, you cannor, at the start of the
game, have any Skills at level 3 or higher.

Supernatural

These Merits and Flaws are all some sort of supernatural
benefit or detriment. Because of the potential for imbalance
in these particular Traits, the Storyteller might nor allow
you to choose from this caregory — ask before you pick any.
Furthermore, you should not select such Traits unless they
tirmly fit your character concept, and you can explain why
your character possesses them. In general, we do not recom-
mend that anyone have more than one or two supernatural
Merits or Flaws — they should be under the Storyteller's
strict control,

Ancestor Ally: (1 point Werit)

You are strongly linked to one particular Past Life; the
difficulty to channel him is 2 less. Creare the ancestor; give
him a name, abilities for which he was known {and which
you can easily channel) and decide how renowned he was
among other Garou. You must have the Background: Past
Life to purchase this Merit.

True Love: (1 point Werit)

You have discovered, and possibly lost (ar least
temporarily) a true love — not just a romance, but a
source of joy in an increasingly darkening world. The
Wyrm may be winning, but you know there is something
to' keep fighting for, Whenever you are suffering, in
danger or dejected, the thought of your true love is
enough to give you the strength to persevere. In game
terms, this love allows you to succeed automarically on
any Willpower roll, but only when you are actively
striving to protect or come closer to your true love, Also,
the power of your love may be enough to protect you
from other supernatural forces (Storyteller's discretion).
However, your true love may also be a hindrance and
require aid (or even rescue) from time to time. Be
forewarned: This Merit is a most exacting one to play
over the course of a chronicle. Be prepared to roleplay it
well.
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Woon-Bound: (2 point Werit)

You are especially tied to your auspice, and when Luna
is in the waxing phase of your auspice, you re¢eive an extra
die on all rolls. However, when your moon phase is waning,
you lose one die on all rolls.

(Danger Sense: (3 point Wlerit)

You have a sixth sense that warns you of danger. When
you are in danger, the Storyteller should make a secrer roll
against your Perception + Alertness; the difficulty corre-
sponds to the remoteness of the danger. If the roll succeeds,
the Storyreller tells you that you have a sense of forebod-
ing. Multiple successes may refine the feeling and give an
indication of direction, distance or nature.

Luck: (3 point Wlerit)

Maybe you were born lucky; maybe Gaia has sent
someone to look after you. Either way, you can repeat three
failed rolls per story. Only one repeat attempt may be made
on any single roll, and the second roll always stands,

Hatural Channel: (3 point Werit)

You find the Gauntler between worlds thinner than
most Garou do. Your difficulty to step sideways is one less,
and spirits react a bit more favorably to you. Even if you
aren’t 4 Tl'\cm"gu. you won't find it difficult to obtain
training from the Garou shamans,

Supernatural Companion:
(3 point Werit)

Youhave afriend and ally who happens to he a vampire,
mage, wraith or changeling. Although you may call upon
her in time of need, she also has the right to call upon you
(afterall, youare friends). However, neither your fellows nor
hers are likely to appreciate such a relationship, and they'll
punish both of you if you are found out (especially if you're
slumming with a Leech). Meeting places and methods of
communication are always risky. The Storyteller creates
your companion, but doesn’t reveal to you her full powers
and porencies.

Charmed Existence: (S point Werit)

Your life is somehow protected, and you do not face the
perils that others must. [t could be that you are simply lucky.
Because of this Merit, you may ignore a single one on every
roll you make, as though you had an extra success. This
Merit makes it far more unlikely thatyou will ever botch and
grants you more successes than others might obtain.

Guardian Angel: (6 point Wlerit)

Some supernatural force watches over you and protects
you from harm. You have no idea who or what it is, but you
suspect that someone is there looking out for you. In times

/ b et s




of great need, you may be supernaturally protected from
harm by peculiar coincidences. However, you can't count
on your protector’s intervention. The Storyteller must de-
cide why you are being watched over and by what (not
necessarily an angel, despite the name).

Jmmune to Wgrm Emanations:

(6 point Werit

You have a special boon from Gaia: You are immune to
the toxins of the Wyrm. You receive no penalty from
supernatural radiation, balefire, Wyrm elementals and the
like (although you still suffer damage from such atracks),
Likewise, you are immune to Bane possession. Your sept
recognizes this invulnerability and thrusts you into many
dangerous perils with the expectation that you will use your
immunity for the good of others.

Silver Tolerance: (T point Werit)

You have an immunity of sorts to silver. You are able to
soak silver, although it still causes you aggravated damage.
Also, any Gnosis loss from carrying silver items is halved for
Garou with this Merit. Instead of losing one Gnosis for every
silver item you possess, you lase one Gnosis for every pair of
silver items you carry (always round up to the nearest number).

True Faith: (T point Werit)

You have a deep-seated faith in (and love for) Gaia, God
or whatever it is you consider the Almighty. You begin the
game with one point of Faith (a Trait that ranges from 1-10).
This Faith provides you with an inner strength and comfort
that continues to support you when all else betrays you.

Your Faith adds to Willpower rolls as an extra die to that
Dice Pool for each point in Faith. The exact supematural
effects of Faith, if any, are completely up to the Storyteller,
although it typically repels vampires. (The werewolf must
make a Faith roll against a difficulty of the vampire's Will-
power to repel him. For more rules, see Vampire Players
Guide, p. 30, or The Hunters Hunted, pp. 64-66.) The effects
of Faith certainly vary from Garou to Garou, and some are
almost never obvious—some of the most saintly people never
perform miracles greater than managing to ease an injured
soul’s suffering. The nature of any miracles you might perform
is-usually tied to your own auspice or Nature, and you may
never realize that you receive aid froma force beyond yourself.

True Faith is a rare artribute in this day and age. No one
may start the game with more than one Faith point. Addi-
tional points are only awarded at the Storyteller's discretion,
based on appropriate behavior and deeds.

Banned Transformation:
(1-6 point Flaw)

Some event prevents you from changing, except back
to your breed form. Choose one from below or create your
own. You must spend a Willpower point and make a Will-

power roll to change forms successfully when the restricting
circumstance occurs,

e Soothing music (1 point)

¢ When wolfsbane is near (2 points)

* Without spending a Rage point (3 points)

o When silver is near (4 points)

¢ During the day (5 points)

* When the moon cannot be seen (6 points)

Cursed: (1-5 point Flaw)

You have been cursed by someone or something with
supernatural or magical powers. This curse is specific and
detailed; it cannot be dispelled without extreme effort, and
it can be life threatening. Some examples:

® Your fur falls out in clumps from time to rime,
lowering your Appearance to 1 for daysatastretch (1 point)

* You always wind up losing something very important
to you — your keys, a minor fetish or that strategic memo
from the Pentex hoard of directors (2 points)

* Tools often break or malfunction and electrical
devices short out when you attempt to use them (3 points)

* Youare doomed to make bitter enemies of individuals
to whom you become most artached — so whatever you do,
don’t get wo close to the other characters! (4 points)

e Any fetishes you use have a fifty-fifty chance of not
working even if you manage to successfully activate them (5
points)

Foe From the Past: (1-3 point Flaw)

Anenemy of one of yourancestors still seeks revenge—
through you. If the enemy is supernatural, such as a vampire,
mage, wraith, changeling or spirit, this Flaw is worth three
points; if you are being stalked by a fanatical werewolf
hunter or other nonsupernatural human, it is worth one or
two points, depending on how powerful your foe is. (Such a
mortal probably isn't the same person that pursued your
ancestor, but rather a descendant or heir of one of your
ancestor's enemies.) She doesn't necessarily pursue you all
the time. She is out for revenge against your ancestor, and
you are simply the best path to that vengeance. You must
have the Background: Past Life to purchase this Flaw.

Forced Transformation:
(1-4 point Flaw)

Some event or condition forces you to shapeshift un-
controllably. You must spend a Willpower point each turn
to resist the change. Once changed, you cannot shift back
until the condition forcing the change has passed. Choose
one event from below or credte your own.

e Every full meon you must assume Crinos form (2
points)

* When your auspice waxes you assume Crinos form (2
pnints)
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 You change under influence of alcohol: to Glabro (1
point), to Crinos (2 points)

® When you are sexually aroused: to Glabro (1 point),
to Crinos (2 points); if you are a lupus: to Homid (2 points)

o When you get angry (just short of a Rage roll): to
Glabro (1 point), to Crinos (2 points)

¢ When you frenzy, you take a form other than Crinos:
toGlabroor Hispo (2 points), to Lupus (3 points), to Homid
(4 points)

* When entering the Umbra: to Glabro, Crinos, Hispo
(1 point), to Homid or Lupus (2 points)

® At the sight of wolfsbane: to Homid (1 point)

® At the sight of a vampire: to Crinos (1 point), to
Homid (3 points)

* When you sense Wyrm-taint: to Crinos (1 point), to
Homid (2 points)

Insane Past Life: (1 point Flaw)

One of your ancestors was mad. This Past Life takes
over during certain situations and is quite a hindrance.
Choose the situation; it can be anything from “whenever
Black Spiral Dancers appear” to “whenever the Litany law
is read ata moot.” Create the ancestor; give him a name and
some ahilities and define the nature of his madness. Play it
to the hilt. If the Storyteller deems you aren’t playing the

4
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ancestor well, he can declare that you've spent a Willpower
point to suppress your Past Life. You must have the Back-
ground: Past Life to purchase this Flaw.

Slip Sideways: (1 point Flaw)

You can’t always control your passage to the Umbra. If,
during a stressful situation, you should confront a highly
reflective surface, roll Wits + Occult, difficulty 7, to avoid
making the shift. You must still make a Gnosis roll to pass
the Gauntlet in this instance, though your difficulty is 1 less
— but only when you accidentally step sideways. If you want
to go through, you're at normal difficulty.

Wark of the Predator: (2 point Flaw)

Herbivores fear you, and carnivores see you as a threat.
You cannot posses the Skill: Animal Ken.

Sign of the TWolf: (2 point Flaw)

You find it difficult to hide your werewolf heritage. In
fact, your Homid form hasall the folkloricsigns of werewolves.
Your eyebrows have grown together, there is hair on your
palms, your second and third digits are the same length —
you exhibit all manner of embarrassing conditions, in other
words. In extreme cases, a pentagram may appear on your
palm just before and during your auspice’s phase of the

moon. Obviously, it’s difficult for you to hide from werewolf

hunters.
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Pierced Veil: (3 point Flaw)

Your Crinos form doesn't trigger the Delirium in mor-
tals. This Flaw can be a dangerous one, as werewolf hunters
find it easier to trace you and perhaps find your caern.

(Dark Fate: (S point Flaw)

You are doomed to experience a most horrible demise
or, worse, suffer eternal agony. Ultimately, evenyourefforts,
your struggles and your dreams may come to naught. Even
more ghastly, you have partial knowledge of thisend, foryou
occasionally have visions of it — and they are most disturb-
ing. The malaise these visions bring on can only be over-
come through the use of Willpower; even so, it returns after
each vision. In terms of the story, someday you will indeed
face your fate; but when and how are completely up'to the
Storyteller. Although youcan'tdo anything aboutyour fate,
you can still acrempt to reach some goal before it oceurs, or
at least try to make sure that your friends aren't dragged
down with you.

Taint of Corruption (T point Flaw)

You are touched by the Wyrm and corrupt in the eyes
of other Garou. You appear as a Wyrm creature to others
using the Gift: Sense Wyrm. You suffer bad dreams, as
manifestations of the Wyrmcome to you in yourssleep to lure
you to their side. Your only hope may be your pack, if it will
stand beside you. Ridding yourself of this corruption should
be a major undertaking; such a quest would certainly inspire
many stories.

Garou Ties

These Merits and Flaws deal with a character’s place,
position and status within Garou society.

Favor: (1-3 point Wlerit)

An elder owes you a favor because of something either
you ar your pack ence did for him. The extent of the favor
depends on this Merit's value: 1 point would indicate a
relatively minor favor, while 3 points would indicate the
elder owes you his life. This favor can be called in only once.

Reputation: (2 point Werit)

You have a good reputation among the Garou of your
sept. The reputation may be your own, or it may derive from
your pack. Add +3 o all Dice Pools for sacial dealings with
your sept's Garou. This Merit is not the same thing as
Renown; a Garou can have little Renown, yet be well
known and liked. A character with this Merit may not take
the Flaw: Notoriety.

Enemy: (1-5 point Flaw)

You have an enemy, or perhaps a group of enemies, who
seek to do you harm. The value of the Flaw determines how
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powerful these enemies are. The most powerful enemies
(Methuselah vampires or archmages) would be 5 points,
while someone near your own power would be only | point.
You must decide who your enemy is and how you became
enemies in the first place.

Twisted Upbringing: (1 point Flaw)

The pack thar nabbed you and took you away for your
Rite of Passage taught you all the wrong things about Garou
society. Everything you believe about how Garou interact is
wrong, and yourfaulty beliefs are likely to get you intoa great
deal of trouble. Over time, after many hard lessons, you can
overcome this bad start (the Storyreller will tell you when).
Butuntil then, you continue to believe what you first heard,
no matter how others try to trick you into thinking other-
wise.

otoriety: (3 point Flaw)

You have a bad reputation among the Garou of your
sept. The reputation may be your own, or it may derive from
your pack. There is a two-dice penalty to all dice rolls for
social dealings with your sept’s Garou. This is nor the same
thing as Renown; a Garou can have much Renown yet still
be disliked. A characrer with this Flaw may not take the
Merit: Reputation.

Human Society

These Merits and Flaws deal with the influence, power
and status of a characrer within human society. Some of
them correspond very closely to certain Background Traits
(such as Résources, Contracts and Influence), while others
simply elaborate and expand upon them. The Backgrounds
give you more creative freedom, while the Merits provide
you with exact details of what you possess.

Local Ties (1-3 point Wlerit)

You have both influence over and contacts in local
circles of some sort, whether a government system ora loose
collection of like businesses. Your influence is far from toral,
and it may be threatened by changes in personnel or regu-
lations. The more you use your ties, the weaker they grow
unless you do something to bolster them. This Merit cannot
purchase ties on a national or even statewide scale.

* Park department (1 point): Your ties are with local
park rangers (if your sepr and caern are near woodlands or
other wild areas). You can cause certain people to be ejected
from the area and you can prévent others from entering.

* Judicial (2 points): You know most of the local judges
as well as the attorneys in the D.A.'s department, and you
canaffect the progress of various cases and trials with limited
difficulty, Although itis difficult to intervene in a case, you
¢an influence it in one direction or another. These ties can
also make it easy to acquire search warrants.




* Media (2 points): You can suppress or create news ~

stories (though not always with 100 percent efficiency; “

journalists are a unruly bunch). You also have access to the

files and gossip of newspaper and TV station staffs. =
® Church (3 points): You have influence and contacts

insome local churches, and you have the means to organize

protest rallies, help the needy and raise money.

¢ Corporate (3 points): You understand the dynamics
of money in the city and have links with all the major
players. In times of need, you can cause all sorts of _x
financial mayhem, and you can raise considerable amounts i
of money (in the form of loans) in a very short period of
time. You can also discover which companies Pentex owns
, or which ones the conglomerate plans to buy.

* Police (3 points): You can, with a single phone call,
arrange for an APB to be issued. However, the more often
you use your ties with the police department the weaker they
become — and the more attention you attract toward

i yourself. Your influence is not solid (that can be achieved
only through gameplay) and can let you down at times.

* Political (3 points): You're a factor in the local
bureaucracy. In times of need, you can shut off the power and
water to a building or neighborhood, and you can unleash
many different means of harassment against your enemies.

* Underworld (3 points): You have both influence over
and contacts in the local organized crime scene — possibly
with the Mafia, Yakuza, street gangs or whatever. This Merit
provides you with limited access to large numbers of “sol-
diers,” as well as extensive links to the underworld of crime.

Corporate CEQ: (5 point Wlerit)

f Whether you literally are a corporation’s chief execu-
tive officer or not, you have a particular influence and sway
over 4 major corporation and its associated companies.
Indeed, you may have owned this company before your

. Change, and retained your control even afterwards. Through

this corporation, you know much of what is going on in the

corporate community and have the means to wage eco-
nomic warfare. This Merit provides you with some informal
contacts and resources, the exact extent of which the

Storyteller determines.

With the Storyteller's approval, you can head a Pentex-
owned company and have greater access to
monkeywrenching that megacorporation. But beware:

; Pentex does give close scrutiny to its acquisitions.

Persistent Parents: (2 point Flaw)

¢ Your parents refuse to let your memory lie, and they
actively run a missing teens program to search for you. They
also use hired detectives to hunt for you. How close they are
to your trail is the Storyteller’s decision. You cannot simply
tell them what has become of you for some reason:
Maybe your father is a loyal Pentex employee, or
f / perhaps your parents are fundamentalists who just

wouldn't understand your new life.
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Hunted: (3 point Flaw)

You are pursued by a fanatical werewolf hunter who
believes you are a dangerous, slavering beast inimical to

humanity (whether you are or not), All your companions
may be hunted by the same individual as well. Although this

hunter secks the destruction of all Garou, there is somerhing
about you that impassions this killer. The hunter is, forsome
reason, immune to the Delirium.
Ward: (3 point Flaw)

You devote yourself to the protection of a human. You
may describe your ward, though the Storyteller will actually
credte her. This character may be a friend or relative from
your pre-Change days or just a good friend. Wards have a

. talent for getting caught up in the action of stories, and
N\ R they're frequent targets of characters’ enemies. If the ward is
2 Kinfolk, then she must be one the character has a particu-
R larly special relationship with (lover, childhood friend,
i etc.).
3 : These Merits and Flaws deal with vour health and
physical makeup.
FE (Double-jointed: (1 point Werit)

G

You are unusually supple. The difficulty of any Dexter-
ity roll involving body flexibility is reduced by 2. Squeezing
through a tiny space is one example of a use for this Merit.

Wixed-morph: (1 point Werit)

It is easy for you to transtorm certain body parts enly,

such as a hand to a claw while you remain in Homid form

orchangingyour Lupus vocal cords intoa human voicebox.
Your difficulry for such changes is only 4 6.

Bad Taste: (2 point Werit)

You're just plain nasty. Your flesh exudes oils tasting so
bad that anyone whose mouth parts touch you (Garou,
fomori, Wyrm monsters) becomes nauseated. The would-be
biter must make a successful Willpowerroll each turn for the
remainder of the scene or be unable to act while he is
retching. Lupus and wolves may react poorly to you; they
obviously won't lick you. These oils aren't odorous in any
way, but you must constantly wipe oily sweat from yourself.

Fair Glabro: (2 point Werit)

Your Glabro form can pass for Homid, albeit a large and
bulky one. You lose no Social Attributes when in Glabro,

Lack of Scent: (2 point Werit)

You produce no scent, or your scent is extremely faint.

You are hard to track by Garou or other hunters who use
scent. Any attempts to track you are at +2 difficulty.
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Longevity: (2 point Werit)

Gaia has blessed you with long life. You do not suffer
aging effects until you are 90 years old or more (rather than
70and up). You can expect to reach 120 to 130 years of age,
barring death in combat.

Huge Size: (4 point Werit)

You are abnormally large in size, possibly over seven
feet tall and 400 pounds in weight in Homid form. You
therefore have one additional Health Level, and you can
thus suffer more harm before you are incapacitated. Treat
this Merit as an extra Bruised Health Level, with no penal-
ties to rolls.

Wetamorph: (6 point Werit)

You find it extremely easy to change forms and can do
it even in your sleep. You do not need to roll ro shift forms
(you are considered to have an automatic five successes);
nor do you need to spend a Rage point to instantly assume
a desired form. In addition, if you are ever knocked uncon-
scious (due to wounds, etc.), you can make a roll of Wits +
Primal-Urge, difficulty 8, to assume whatever form you wish
instead of reverting to your breed form.

Animal Wusk: (1 point Flaw)

You smell like an animal even in Homid form. You
suffer +2 difficulty on Social rolls in a situation where your
smell is obvious (indoors, at a party; but not at a dump, etc.).
This scent does not bother wolves, only humans.

Wo Partial Transformation:
(1 point Flaw)

You cannot take any mixed forms at all (such as Crinos
paws while in Hispo) — only the full forms.

Short: (1 point Flaw)

You are well below average height, and you have
trouble seeing over high objects and moving quickly. Your
Crinos form doesn’t gain as much mass and size as it normally
would; youare just under average human height in thisform.
Yousuffer a two-dice penalty to all pursuit rolls, and you and
the Storyteller should make sure your height is taken inta
account in all situations. In some circumstances, this Flaw
can give you a concealment bonus.

Strict Carnivore: (1 point Flaw)

You derive no nourishment from vegetables, and you
must rely solely'on meat — preferably raw. [t is hard for you
to subsist in a desolate landscape where prey is scarce

(Disfigured: (2 point Flaw)

A hideous disfigurement makes you ugly and easy to
notice — as well as remember. You therefore have a zero

Appearance. The disfigurement is either a deformity from
hirth or a massive battle scar that has ruined your face. Metis
characters may take this Flaw as their metis disfigurement.

(Deformity: (3 point Flaw)

You have some kind of deformity — a misshapen limb, a
hunchback or some other — that affects your interactions
with others and may inconvenience you physically, Your
difficulty is +2 on all dice rolls relared to physical appearance.
This Flaw also raises the difficulty of some Dexterity rolls by
two, depending on the type of deformity you possess. Metis
characters may take this Flaw as their metis disfigurement.

Lame: (3 point Flaw)

Your legs are injured or otherwise prevented from
working effectively. You suffer a two-dice penalty to all dice
rolls related to movement, no marter your form. Lameness
may result from a birth defect, pre-Change injury or battle
scar. A character may not take this Flaw along with the
Merit: Double-jointed. Metis characters may take this Flaw
as their inborm deformiry.

Wlonstrous: (3 point Flaw)

There is something wholly moenstrous about you, some-
thing that makes you hideous in the eyes of fellow Garou. Your
Homid form scarcely looks human and your Crinos and Lupus
forms look horrendous; in what manner you differ from the
norm is up to you. Perhaps you have raken on the features of
a reptilian animal and resemble a creature of the Wyrm to
certain literal-minded Garou. Your Appearance is 0. Metis
characrers may take this Flaw as their metis disfigurement.

One Arm: (3 point Flaw)

Whether from a birth defect, pre-Change injury or
battle scar, you have only one arm. It's assumed that you are
accustomed to using your remaining hand, so you suffer no
secondary-hand penalty. However, you do suffer a two-dice
penalty to any Dice Pool when two hands would normally be
needed to perform a task. Metis characters may take this
Flaw as their metis deformity.

Wlute: (4 point Flaw)

Yourvocal apparatus does not function, and you cannot
speak at all. You can communicate only through other
means — typically writing or signing. Metis characters may
take this Flaw as their metis disfigurement.

Wolf Years: (S point Flaw)

Your life span is that of a wolf, rather than that of a
normal Garou. In other words, you've got 12 to 20 years at
most. You begin to take aging effects at eight years if you are
lupus or within five years of the Change for a homid
character. Naturally, homids with this Flaw begin aging
quickly only after the Change.
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Personality Archetypes

As human beings, we're no strangers to roleplaying. We
layer differing shades of personalities around ourselves,
presenting some false faces when they're more "acceprable”
and offering our true faces when we feel right doing so. We
take on roles when necessary, roles that guide and shape our
behavior. The optional system of personality Archetypes is
a way of encouraging these layers of identity in characters
and of rewarding players for adding extra detail.

A character typically has two Archetypes: his Nature
and his Demeanor. His Narure is the character’s rrue self, his
core personality; his Demeanor guides the way he behaves
around others.

These Archetypes are presented here for players who
wish to enrich their roleplaying (or at least ger a betrer
handle on regaining Willpower). Certain Archerypes tend
to overlap some of the roles that are already set in Garou
sociery, such as Philodox or Galliard. Toa certain degree, all
Philodox are Judges, just as Ragabash are Deviants and
Jesters, but such roles are more duty to auspice than true
personality traits, Just as with humans, a Garou can let his
perceived role in life define his personality — or not.

These rules provide a deeper level of psychology and
some variety in roleplaying for troupes who wish to use
them. If the Storyteller allows, players can recover Will-
power by achieving goals appropriate to their Natures, as
well as through ones pertinent to their auspices.

The key to using Archetypes is the interaction between
the character’s Nature and Demeanor, The Narure is the
true personality of the character, that which she is but might
not reveal to others. Most people don't want others to know
them intimately, and they therefore create fagades behind
which they can hide. A character's Demeanor, the person-
ality she: “shows” to others; may be as consistent as her
Artributes, or it may change from minute to minute. An
extraordinarily open, honest or simple-minded individual
often has the same Demeanor and Nature.

Archetypes bave a practical impact on the game, for
each Archetype provides o different way to regain Will-
power points. The Nature of the character is thus vital in
regaining Willpower. If a character succseds at something
she finds important to her Nature, her player can ask the
Sraryteller if she can regain Willpower, and the Storyteller
either accepts or rejects the request. [f the Storyteller deems
the effort valid, he awards anything from one to three
Willpower points, depending on the character's actions.
The Storyteller shouldn't reward a character if he thinks the
player took certain actions simply to regain Willpower and
not for a valid roleplaying feason.

The Storyrellershould encourage hisplayers todevelop
their own Archetypes, ones that describe their characters’
Naturesor Demeanors, thus giving playersan opportunity to
create truly unique personalities.

2
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* Alpha

You believe that you were bomn to lead and that your
instinct provesyou correct. [t's your driving goal to become the
leader of the pack, sepr, tribe — whatever. You are an “alpha,”
the lead wolf —even when others don't necessarily recognize
you as such. Thus, you feel the need to prove your dominance
to others constantly in order to reinforce your leadership to
them and to yourself. This approach has brought you many
challenges and is to bring many more in the future.

Any Garou can take this Archetype, and the Story-
teller should judge when to award Willpower. Everyone
expects to follow an Ahroun or Philodox; Garou of these
auspices don't regain Willpower for this Archetype unless
they've truly earned it.

— Regain Willpower whenever you successfully prove
your right to lead others, either through challenge or by
convincing them, through roleplaying, to follow you.

® Bravo

You are known as a bully, a tough guy and a thug.
Things must always go your way, and you do not tolerate
anyone who crosses you. Power and might are all you
respect; indeed, you heed only individuals who can prove
their power to you.

You see nothing wrong with forcing your will upon
othets. There is nothing you like better than to persecute,
antagonize, heckle and intimidare anyone for whom you
have contempt — and you respect few people indeed. The
emotions of kindness and pity are not completely foreign to
you, but you hide from your own sense of weakness through
cruelty roothers. Youmight protect the weak, but youdonot
tolerate such weakness in yourself.

—Regain Willpower wheneveryou intimidate or physi-
cally force another person into doing what you want.

o Builder

Your sense of purpose goes beyond your own needs; you
try to create something of lasting value for all who come after
you. People need many things, and you gain satisfaction by
providing whatever you can. You are the type of person who
makes an effort to build something of value: to found a sepr,
create a caern, taise strong and wise cubs or in some other
way leave a lasting legacy.

— Regain Willpower whenever you create or establish
something of importance or lasting value.

¢ Bureaucrat

Laws were created for a reason, and you have ro be sure
to follow them. Rules weren't made to be broken. The
Litany exists to protect the Garou, the laws of the wild
influence every lupus and mankind's laws aren’t as easy to
forget as some Garou would hope. You must follow the rules
toa “T." Ifnebody follows the laws; civilization breaks down
into chaos. You know the rules, and you know that by
following them, they lead to victory.

— Regain Willpower whenever you resolve a situation
“hy the book™ and can get others to follow the correct
procedures.

Werewolf Players Guide
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* Caregiver

Youhave asoft place in your heart and feel the need to care
for the unfortunate. People around you depend on your stabil-
ity and strength to keep them steady and cenrered. Youare the
one tawhom people turn when they have a problem. As awolf,
you nurture and care for smaller wolves and the weak. This is
an Archetype found among many Children of Gaia.

— Regain Willpower whenever you successfully pro-
tect or nurture someone else. This comfort can be as small
as asmile of support or bringing food to an elderly wolf. You
musthelp the other person in some way, though he need not
acknowledge (or even be aware of) your assistance.

e Competitor

It's all or nothing for you, The thrill of victory is the only
thrill that you recognize; it is the thing that drives you forward.
You see life as a contest and society as a dichotomy of winners
and losers. You try to turn every situation into a contest of some
kind — it is the only way you can relate to anything: You are
capable of cooperating with others, but only by turning the
group interactions into another contest: You must be the leader,
or the most productive, or the most indispensable, or the bese
liked — anything, as long as it means you win, in some way or
another. This Archetype is found among many Shadow Lords.

— Regain Willpower whenever you win a contest of
any sort, formal or informal. For truly impressive vicrories,

Chapter One: The Garou
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e Confidant

Youunderstand others, and, more importantly, you like
them. You are a facilitator who listens and advises. People
confess to you and in return you give them advice, most of
it good {though sometimes your advice is more to your own
benefit than to that of its recipient). You are very interested
in other people, in who and what they are. Personality
fascinates you, as does the brutality and the beauty of Garou
nature,

— Repain Willpower whenever someone confides in
you on 4 personal and intimate level.

* Conniver

Why work hard and break vour back when you can get
someone to do your work for you? You always try to find the
easy way out, the fast track to success and wealth. Some
people might call what you do swindling or even outright
theft, but you know that you just do what everyone else does
— except that you do it better. Additionally, it's a game, and
you get great pleasure from putwirting someone. Connivers
play many roles, so you may be a thief, a swindler, a street
waif, a con man or just a finagler. This Nature 15 one found
among many Bone Gnawers and Glass Walkers.

— Regain Willpower whenever you trick another per-
son into doing what you want.
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* Cub

Youare still immature in personality and temperament:
a kid who never grew up. Although you believe you can care
for yourself, you prefer the security of heing watched over by
others. You often seek out someone who can look after you
— a caretaker of sorts. Some see you as a spoiled brat, while
others see you as an innocent pup unaffected by the evils of
the world.

— Regain Willpower whenever someone does some-
thing to help you with no apparent gain for herself.

* Curmudgeon

You're an irascible, churlish old wolf at heart, with a
severely grim outlook and a black sense of humor (if any).
Whether yourcynicism is fed by the oncoming Apocalypse,
or whether you put up a stern front ro hide your true sorrow,
you're well known for naysaying just about anything., Of
course, to you it may not be “cynicism,” but rather “a perfect
understanding of how the world really works.”

— Regain Willpower whenever someone does some-
thing stupid, just as you predicted. You must predict it either
out loud to the other characrers or in private to the Story-
teller.

* Deviant

There are always people who don’ fit in, and you are
such a miscreant. The status quo doesn’t suit you, and your
beliefs, ethics and motivations fly in the face of conven-
tional thinking. Youdon't give a damn about other people’s
morality, but you do adhere to your pwn strange code of
conduct. Deviants are typically irreverent, and some have
truly bizarre tastes and desires.

— Regain Willpower whenever you are able to thumb
your nose at society and its precepts without retaliation (a
hard task in tradition-bound Garou society).

¢ Director

You despise chaos and disorder, and you tend to take
control and organize things as a means of suppressing anar-
chy. You like to be in charge, live to organize and habitually
strive to make things work smoothly. You trust your own
judgment implicitly and tend to think of things in black-
and-white terms: “This won’t work”; “You're either for me
oragainst me”; “There are two ways todo this— my wayand
the wrong way." This Archerype is not the same as Alpha,
for a Director can be perfectly happy working under an
Alpha — as long as things go the Director's way.

— Regain Willpower when you are able to lead a group
and accomplish some significant task.

s Explorer

There is much you haven't done or seen in your life.
There's an entire world out there to explore. New people to
meet, new places to visit, new things to see... you want to
take it all in. Just think! Once you've finished exploring this
world, there's always the Umbra! You know that the Umbra
is full of new and exciting things. Discovery fuels your fire,
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and you spend as much time as possible exploring and
travelling to new places.

— Regain Willpower whenever you make a significant
discovery such as finding a lost fetish, a new area of the
Umbra or even something new about yourself or others.

® Fanatic

You are consumed by the cause, the primary force in
your life. You direct every ounce of hlood and passion you
possess toward it; in fact, you may feel very guilty about
spending time on anythingelse. You lernothing stand in your
way. You and others around you may suffer, but your cause
is everything — the end justifies the means. Before the game
begins, make sure you describe your cause and define how it
may affect your behavior. Fighting the Wyrm is every
Garou's cause, so it is not recommended as a cause here.

— Regain Willpower whenever you accomplish an act
that furthers your cause.

* Follower

All great leaders need followers, and you stand ready for
your orders. Taking charge is just not your style. You find it
very distasteful to go against the flow or to rebel. You work
incredibly well with others when you are all trying to reach
a common goal. You never aspire to be the alpha of the pack;
all you want to dois follow and support your leader. You hate
inconsistency and instability, and you know that supporting
a strong leader prevents chaos from occurring,

— Regain Willpower whenever your pack accom-
plishes something because of your support and aid.

» Gallant

You are as flamboyant as you are amoral; sonie see you
as a rogue, a Don Juan, a rake or an idol to many — but you
see yourself as all of the above. You are a consummate actor
who loves to make as big a show of things as possible;
nothing attracts your attention more than an appreciative
audience. You love people, and you love to impress them
even more. Gallangs vary widely in temperament and ambi-
tion, as little unites them beyond their love of attention.
This Nature is found among many Fianna.

— Regain Willpower whenever you manage to dazzle
or impress another person. The Storyteller is always the
judge, even when characters are involved,

* Hedonist

The Apocalypse is coming —so have as good a time as
possible. A human would call you a bon vivant, sensualist,
epicure or voluptuary — but your fellow Garou call you an
idler, loafer, layabout and irresponsible pleasure seeker. You
are quire the party animal, though: The words austerity, self-
denial and self-discipline have no place in your life. You
much prefer the concept of instant gratification. Still, you
don’t mind a little hard work, as long as a good time awaits
you upon its completion.

— Regain Willpower whenever you have a truly good
time and can fully express your exaltation (or perhaps even
more points if you enjoy an especially boisterous night).
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* Jester

You are the fool, idiot, quipster, clown or comic, forever
making fun of both yourself and others. You constantly seek
the humor in any situation, as you strive always to battle the
tides of depression inside yourself. You hate sorrow and pain,
and you constantly try to take others’ minds off the dark side
of life, Sometimes you'll do nearly anything to forget that
pain exists. Your particular brand of humor might not always
impress your friends, but it makes you feel better. Some
Jesters manage to escape pain and are truly happy, but most
| never find release.

— Regain Willpowerwhen you lift the spirits of persons
around you through the device of humor, especially when
you are able to escape your own pain in the process.

* Judge

You seek to make things better by acting as a mediator,
arbitrator and peacemaker. You pride yourself on your
rationality, your judgment and your ability to deduce a
reasonable explanation when you process the facts. You
struggle to promote truth, but you understand how difficult
it is to ascertain. You respect justice, for it is the means by
which truth can reign.

In your view, people are resources, though ones that are
most difficult to manage and employ. You hate dissension
and arguments, and you shy away from dogmatism. Some-
times Judges make good leaders, though a lack of vision can
sometimes cause them to maintain the status quo instead of
searching for a better way. Philodox naturally gravitate
= toward this Archetype:.

— Regain Willpower when you are successfully able to
: separate the truth from a web of lies (without using a Gift)
or when you can convince disputing individuals to agree
with your judgments.

* Lone Wolf

You are the type of Garou who is always alone, even in
the midst of acrowd. You are the wanderer, the hunter, the
loner. Although others might think of you as lonely, for-
saken, isolated or remote, in truth you prefer your own
company to that of others. There are many potential reasons
you are this way: You don't understand others, you under-
stand others too well, others dislike you, others like you too
much, or you are simply lost in your own thoughts. Your
reasons are your own. Despite the name, most Ronin are not
Lone Wolves by Nature, and therein lies the pain of being

: Outcast.

— When you manage, without the aid of others, to

accomplish some significant task on your own that aids the

' group (pack, sepr, tribe) in some way, you regain Willpower
4 I hased on the significance of the achievement.
! * Martyr

Many Garou possess the martyr instinet, but few acr
upon it. Even fewer live the life of a martyr, but you are such
an individual. You work twice as hard as anyone else and
expect no reward beyond some recognition for your efforts.

7
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You are able to endure long-lasting and severe suffering
because of your beliefs and ideals.

At worst, a Martyr expects sympathy and attention
because of her suffering, and she may even feign or exagger-
ate pain or deprivation. At best, a Martyr chooses to suffer
injury or even death rather than renounce her beliefs,
principles, causes or friends.

— Regain Willpower when you sacrifice yourself in a
real and immediate way for your beliefs or for another
individual.

® Predator

The urge of the wild is strong within you. Kill or be
killed, survival of the fittest — these age-old instincts are
imprinted in the deepest recesses of your brain. Let the
others talk of merciful Gaia all they wish — you know
Mother Narure takes no prisoners. The surest way to render
yourself safe from harm is to place yourself firmly at the top
of the food chain —whether this “food chain” is metaphori-
cal or all too carnal depends on you.

— Regain Willpower whenever you single-handedly
stalk, atcack and defear another creature in order to ensure
your own survival (said creature may be prey or an actual
threat), The defeat of particularly deadly foes may warrant
additional Willpower points.

* Rebel

You do what you want, when you want, where you want.
You are a defiant free-thinker. You are so independent-
minded and free-willed that you are not willing to join any
particular cause or movement. You are simply yourself and
desire only the freedom to be yourself. You're not a good
followerand you aren’t usuallya very good leader either (unless
your followers are willing to go wherever you lead). You tend
ta be insubordinate toward authority to the point of stupidity.

— Regain Willpower whenever your rebellion against
authority or the status quo turns out to be for the best.

* Reluctant Garou

Being a werewolf is cool, you guess, and you can under-
stand the need for “change,” but why does it have to be you?
You were enjoying being human (or wolf), and now you ca
never go back. You want to have a normal life, to go shopping
withoir guile, to go to school, watch MTV, fall in love, have
a family ora career like a normal person. Or, if you were a wolf,
youwould much prefer to roam the wilderness with your pack.
Your eves have been opened to things you never wanted to see,
and you miss being half-blind. Granted, there are certain
compensations in beinga Garou; still, given the chance, you'd
rather be the human (or waolf) that you never really were.

— {Gain one permanent point of Willpower when you
realize and accept your true place in the world and establish
peace between your warring sides. This rapprochement
should occur after some long soul-searching and excellent
roleplaying. Afterward, choose another Mature, perhaps
one related to the catalyst of your change: Did you realize
your true self when you took control of your pack (Alpha)
or while helping people (Caregiver)!?

® Show-Off

You get your self-worth entirely from others. You crave
approval and praise, and you go to extreme lengths to get it
—even risking yourself and things you love if necessary. You
do nor think of protection, and you have no compunctions
about using others’ good opinions to your own advanrage —
you simply crave approval for its own sake, so that you can
feel good about yourself.

— Regain Willpower whenever your anties bring you
praise, admiration or appreciation. However, the more
points you get, the harder and harder they will be to gain
thereafter; your feats must grow increasingly spectacular —
and dangerous.

e Survivor

Living is what you are hest ar and enjoy most. Nomatter
what, you always manage to survive. You can endure, pull
through, recover from, outlast and outlive nearly any cir-
cumstance. Sure, you've been at death’s door so many times
you've lost count. You have more scars, patches of fur
missing and badly reset bones than any other Garou you
know. When the going gets tough, you ger going: Nothing
angers you as much as a person who doesn't struggle to make
things berter — excepr a person who surrenders to the
nameless forces of the universe.

— Regain Willpower whenever you survive a difficult
situarion by barely winning or by escaping from overwhelm-
ingadversity. (Considering that thissort of thing happens in
almost every Werewolf story, Storytellers should be cau-
tious when rewarding this Archetype.)

o Traditionalist

You are an orthodox, conservative and extremely tra-
ditional individual. You know that history repeats itself, so
you look to the past for solutions ro today’s problems. What
was good enough for you when you were young is good
enough for you now. You almost never change. In general,
you are opposed to change for the sake of change — things
could get worse, not better.

— Regain Willpower whenever an old-fashioned solu-
tion proves effective.

* Visionary

Very few are brave or strong or imaginative enough to
look beyond the suffocating embrace of the mundane for
something more. Society treats such people with both
respect and contempt — for it is the Visionary who both
“perverts” society as well as guides it into the future.

You are always looking for something more. You see
beyond the bounds of conventional imagination and create
new possibilities. Although you might have your head in the
clouds and are often of an impracrical bent, you are filled
with new ideas and perceprions. This Archetype is one
found among many Stargazers.

— Regain Willpower whenever you are able to con-
vince others to believe in your dreams and follow the course
of action outlined by your vision of the future.
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Wetis (Disfigurements

¢ Albino: There is no pigment in your fur orskin, inany
of your forms. Your pale, pinkish skin sunhurns easily;
lengthy exposure to sunlight can cause you damage if you
don’t wear protective clothing. Your red eyes are very
sensitive to light; vou must wear sunglasses or suffer a +2
difficulty on all Perception-based rolls when acting in sun-
shine or brighr light.

# Fits: You suffer from periodic spells of unconscious-
ness and loss of muscular control. When you roll a botch in
astressful situation, you may enter one of these fits and must
make a Willpower roll (difficulty 8) each turn until you gain
control. Until then, you can do nothing but writhe on the
ground.

® Fragile Claws: Yourclawsare brittle and break ensily.
When you claw or rake someone, you risk losing some claws:
On a botched claw attack, your claws break and fall out (the
number is up to the Storyteller; generally one for every
Health Level of damage you would have inflicted on your
foe, up to a maximum of five per hand), and you rtake one
unsoakable Health Level of damage. Your claws will regen-
erate within a week, but they will still be brittle and fragile.

* Horns or Hooves: You have hooves when in Crinos
form, something like a satyr: that, or you have a hom or
hormns sticking out of your head in all your forms. Hooves,
whether cloven or solid, don't alter your movement. Horns
may take the shape of goat's or ram’s horns, or possibly even
small antlers (which may earn you some respect from the
Fianna) orasingle unicorn’s spiral horn (which may impress
Children of Gaia). However, with hooves, you are at +1
difficulty toall Social rolls among Garou (or anyone else, in
the case of horns) — homs and hooves are the mark of prey,
not predators.

¢ Hunchback: Quasimodo...lgor... They don't have
anything on you. Your spine is terribly deformed, bent and
twisted, and you have an abnormally large hump. Your
mobility is severely impaired; the difficulty of all your
Dexterity rolls increases by 2. Due to the unsightly lump that
is your back, the difficulty of all Social rolls increases by 1.
However, odds are that you're powetfully strong to boot.

¢ Hyperacute Senses: Your sensory abilities are stron-
ger than ones of other Garou. They help in some cases; all
difficulties relared to sensory input are reduced by 2. How-
ever, you can easily suffer injury from sudden powerful
stimuli, such as blinding lights or explosions. The Story-
teller is sure to play up the bad side of this disfigurement.

» Silver Sensitivity: Your suscepribility to silver is
worse than that of other Garou. Silver does an additional
Health Level of damage per turn of contact, and pure silver
even causes youone Health Level of damage in Homid form.
If you carry anything made of silver, your Gnosis is reduced
by two points instead of one. Prolonged exposure to large
quantities of raw silver makes you ill even if you don't touch
it (think radiation sickness). However, this disfigurement
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allows you ro sense the presence of silver through the
appearance of a rash or blisters on your skin; roll Perception
+ Medicine (difficulty 8) rodetecr silver. Thisaction cannot
reveal where the silver is, just that the metal is near. You
cannot take the Merit: Silver Tolerance.

e Third Eye: You have a bizarre disfigurement: a third
eye on your forehead. You have a +1 difficulty on all Social
rolls and receive no Perception bonuses. However, some
mystical Garou may treat you with respect; Stargazers, for
example, believe the third eye is able to peer into the Umbra
or see mystical things. (Whether or not you can train your
third eye to see into the Umbra or sense mystical things is
the Storyreller's decision.)

» Tough Hide: Your thick, leathery hide resists damage
(+1 die to soak rolls), bur it also has major drawbacks. You are
constantly scratching and picking at your hot, uncomfortable
skin. Since your hide is so thick, your hair (or fur, depending
which form you are in) grows out in random tufts, so you have
bald spots all over your body. Your Appearance can never be
higher than 1, and you're ar +2 difficulty for all Social ralls.

® Weak Immune System: You tend to get sick and stay
that way more often than others in your pack. Your body's
natural immune system can't keep up with the stress you
subject yourself to, so you are more prone to becoming sick.
You do not receive the Bruised Health level, and you may
prove susceptible to Wyrm emanations.

New Abilities

The following Abilities are examples of how to expand
the Abilities list given in the Werewolf rulebook. They
describe some of the limitless Abilities your character can
take and that can help define your character more com-
pletely. Some of these Abilities may seem less useful than
the more general onesdescribed in Werewolf. Some of them
are subcategories of the more general Abilities. Your Story-
teller is at liberty ta decide exactly how these new Abilities
come into play — for instance, whether she wants to
introduce the Archery Skill or default to Dexterity + Ath-
letics for firing a bow. Do whatever works best for yourgroup.

TCalents

Instruction

You have a knack for explaining information and skills so
that others can easily grasp the concepts or techniques involyed.
You can teach any of your Skills or Knowledges to another
character, but you can never raise a student’s score above your
own: If you have only two dots in Melee, you can't teach a
student the tricks necessary for him to raise his Melee to 3.

Basher the ways of Kailindo. Truck Basher is neither par-
ticularly clever nor dense (Intelligence 2), so Antonine's
difficulty is 9.

A student may well become too discouraged or dis-
tracted with other things to pay attention to his teacher and,
thus, have to spend a Willpower point (at the Storyteller's
discretion) to keep at hisstudies. Frequent interruptions can
cost a student a number of Willpower points, or they may
simply cause him not to learn anything (in which case, his
teacher might cease the lessons).

With the Storyteller's approval, a person can teach
some Talents such as Brawl or Dodge. In these cases, it is
good to roleplay some of the training sessions, to get a few
good licks in on the student and see if he learns anything
from them. Talents such as Empathy or Alertness cannot be
taught. They must be learmned the hard way.

. Novice: You can take a simple concept (such as
basic arithmetic) and present it in an interesting
and digestible manner.

L Practiced: You can teach maoderately complex
things (say, algebra) and make them straightfor-
ward and interesting,

sos Competent: You can teach any subject of which

you have Knowledge, up to high-school level. You

can make differential calculus sound like the sim-
plest thing in the world.

seee  Expert: Learningfrom youisscarcely aneffort. You

could teach irrational-number theory or Sumerian

cuneiform te almost anyone.

sseee Master: You are an inspiring reacher, and you

bestow a touch of greatness on anyone who studies

with you.

Possessed by: Elders, Teachers, Parents, Artisans

Specialties: Rires of Passage, Customs and Laws, Uni-
versity, Skills, Knowledges
Wimicry

You have a versatile voice and can imitate accents,
people and some other sounds. You can use this talent to
entertain ordeceive. With enough talent, almostany sort of

sound can be created — the larynx is an amazingly flexible
organ, especially in a Garou.

o Novice: You can manage a few accents passably
and do impressions of a couple of well-known
personalities.

LX Practiced: Youcan doarange of accents well enough

to fool anyone but a native speaker, and you can
imitate a range of celebrities. You're capable of basic
hird calls and some predatory-animal sounds.

For each month of instruction, roll your Manipulation so0e Competent: You could do celebrity impersonations
+ Instruction against a difficulty of 11 minus the student’s on stage. You can pick up someone’s vocal manner-
Intelligence. The number of successes is the number of isms by studying her for a couple of hours, then
experience points the student can apply toward that skill. imitate her well enough to fool anyone but a close
For example, Antonine Teardrop is trying to teach Truck friend. You can produce many mammal ‘and bird
Sl"\llntl‘:\.
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Expert: You can imitate a specific person well
enough to fool someone over the phone, and you
can pass as a native speaker in an accent close to
your own. You're able to do a wide range of animal
and rechnological noises.
Master: There is almost no accent, person; animal
or noise that you can't imitate.

Possessed by: Galliards, Ragabash, Fianna, Hunters,
Comics

Specialties: Accents, Celebrities, Birds, Animals, Me-
chanical Sounds, Vocal Impersonation

Search

You have a good feel for where things should be,
whether they're deliberately hidden or simply out of sight.
When you concentrate on finding something, you're ca-
pable of pulling out all the tricks and making sure you cover
all the bases.

. Novice: You could find your sister's diary.

.o Practiced: You're careful to look for disturbed soil
or broken plants.

e Competent: You've gone seeking after things

enough times to be confident in your skills.

Expert: You can find a specific bottlecap in the

remains of a frat party.

sesess Magter: It's never in the last place you look — it's
in the first.

Possessed by: Trackers, Detectives, Domestics, Police,
Caern Warders

Specialties: Objects, People, Deliberately Hidden Tar-
gets, Sounds, Furniture

Dentriloquism

You have the ability to throw your voice, thus making
it seem to come from somewhere else. This talent can be
used for deception as well as entertainment.

LA LR ]

2 Novice: You could feol a kid who wanted to
believe you.

se Practiced: You can make it seem as if someone
standing next to you spoke.

LR Competent: You can make it seem as if someone

(or something) within five yards of you spoke.
Expert: You could take your act to Vegas; your
voice can seem to come from any spot within 30
feer of you.

essse Master: You can make your voice seem to come
from anywhere within earshot.
Possessed by: Entertainers, Con Artists, Ragabash,
Nuwisha, Mediums

Specialties: Distance, Clarity, Dummy, Inanimate
Object (¢.g., radio)

/ﬂm-

Chapter One: The Garou

-_—._7

Skills

Archery

Youknow how to launch arrows from a bow, and you may
he able to do so with great proficiency. A primitive — but
powerful — Garou bow is needed for firing Bane Arrows, and
wooden arrows make excellent weapons against vampires.

. Novice: High School Gym Champ
o Pracriced: Forest Bow Hunter

ses  (Competent: Medieval Ranger

LER J 2

Expert: You usually hit the bullseye.
seese Master: Robin Hood

Possessed by: Hunters, War Bands, Hobby Enthusi-
asts, Competitors

Specialties: Arched Flight, Forests, Competition, Hunt-
ing, Moving Targets, Garou Bows

Crafts

You can make all sorts of things with your hands, from
tanning leather to building wooden benches. As long as you
have the proper tools, you can do all right for yourself
wherever there's raw material to be found.

. Novice: You can whittle a crude whistle.
L Practiced: You can build a stool.
eee  Competent: You can build an intricate set of

cabinets.
eeee  FExpert: You should write a book or ger your own
TV show, you're so good,
sessse Master: Spirnits are falling over themselves to em-
power your fetishes.
Possessed by: Artisans, Carpenters, Potters, Keepersof
the Land, Theurges
Specialties: Woodwork, Leatherwork, Ceramics, Weay-
ing, Carving with Claws

(Demolitions

You have a knowledge of explosives and demolitions
that allows you to build and set off all types of bombs. You
know how to handle nearly anything: dynamite; plastic
explosives, nitroglycerin, black powder, blasting cord, nitro
cellulose, even napalm. Additionally, you know techniques
for disarming explosives;

. Novice: Guy Fawkes
oo Pracriced: Letoy Moody
LR X ]

Competent: Underground Chemist
eess  Expert: You blow up Pentex facilities for a living.
seese Master: Bye-bye, Pentex Carporate Headquarters.
Possessed by: Monkeywrenchers, Glass Walkers, Ter-
rorists, Police Bomb Squads, Armed Forces Personnel
Specialties: Dynamite, Plastic Explosive, Car Bombs,
Bomb Defusion, Explosives Detection, Elementals

[
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(Disquise

You can change your appearance — and even make
yourself look like another specific person — through the use
of clothes and makeup. This skill is useful in Homid form
only, as makeup cannot disguise a Crinos or Lupus. At the
Storyteller’s discretion, Glabro form can be disguised, espe-
cially if the character is impersonating a thug. A disguised
character in Glabro form can receive bonuses against per-
sons who do not realize she is a Garou — they would not
suspect she can grow two to three feet taller.

o Novice: Good enough to fool someone who knows
neither you nor the person you're impersenating.

s Pracriced: Good enpugh to fool some of the people
some of the time,

eee  Competent: Good enough to fool some of the
people most of the time.

eees  [Expert: Good enough to fool most of the people

most of the time.

seeee Master: Good enough to fool nearest and dearest

most of the time.

Possessed by: Actors, Spies, Undercover Cops, Crimi-
nals, Con Artists, Nuwisha

Specialties: Specific Person, Type of Person, Conceal-
ing Own ldenticy

Escape Artistry

You are skilled in various rechniques that enable you to
escape from bonds and restraints, This Skill is often used for
entertainment, but it can also be useful in real life, patticu-
larly when Crinos form is not an option.

. Novice: Children's party entertainer; you can es-
cape from loose or poorly tied bonds.

LL Practiced: Amateur entertainer; you can escape
from fairly well tied bonds.

see Competent: Professional entertainer; you can es-
cape from handecuffs and chains.

eees [xper: Star; you can escape from a straitjacket.

sesee Master: Houdini, baby. How do you do it?

Possessed by: Entertainers, Spies, Special Forces,
Amareurs, Pulp Detecrives, Ragabash

Specialties: Magic Tricks, Ropes, Boxes, Locks; Un-
derwarer, Handcuffs, Showmanship, Silver Restraints, Arm

Locks and Holds

Fast-(Draw

You can get your weapon ready almost instantly. By
rolling Dexterity + Fast-Draw and getting three successes,
you can draw a weapon and have it poised for use, just as if
it had been inyour hand all along. The difficulty depends on
how securely stowed the weapon is — a gun hidden in your
underwear is harder 1o reach than one in a belt holster! A
klaive in a sheath is difficulty 6, for instance. This Skill can
be used with any weapon. When appropriate, the Fast-Draw
score can be added to your Initiative roll.

. Novice: You have good reflexes.

o Pracriced: You're goad, but not great.

soe Competent: You could work Wild West shows.
You are known amoeng those Garou who follow
duels.

eesso  Expert: Pretty fast. Your enemies are wary of your

speed in drawing your klaive.
seses Master: Greased lightning. You might have heen
able to take Billy the Kid. A Shadow Lord elder
would be wary of you,
Possessed by: Shadow Lords, Klaive Duelists; Gun-
fighters, Martial Artists, Cops, Special Forces, Vigilantes
Specialties: Klaive, Pistol, Sword, Arrow, Rifle/Shot-
gun

Gambling

You're an expert 2t games of chance, particularly ones
where skill can make a difference. You can play most games
without worrying about losing too much money and can
increase your odds of winning without cheating.

o Novice: Can't miss your weekly poker game wich
the gang.

®e Practiced: You go to Atlantic City every year.

ses Competent: You've been around, whether in Las

Vegas or Monaco.
seee  Expert: You could make a living this way.
eeeee Master: You've been banned from most of the
world’s major casinos.

Possessed by: Glass Walkers, Bone Gnawers, Profes-
sional Gamblers, Hopefuls

Specialties: Poker, Blackjack, Roulette, Dice Games,
Electronic Slot Machines

Hypnotism

You can place asubject into a trance and use hypnotisim
to gather information or treat psychiatric problems. To
place a willing subject into a trance, make an opposed roll of
your Charisma + Hypnotism versus the subject’s Intelli-
gence (for an unwilling subject who is immobilized or
Dominated to comply, use Intelligence + Willpowes), The
number of successes indicates the depth of the trance and
can be added to your Hypnotism roll for the success of tasks.
For example, a hypnotist with Charisma 4 and Hypnotism
4 hypnotizes a willing subject with Intelligence 5. The
hypnotist rolls 5 successes and the subject 2 —a total of 3
successes in the hypnotist's favor, indicating a fairly deep
trance. The hypnotist can now roll seven dice (3 successes
plus Hypnotism 4) to probe the subject’s mind.

. Novice: You do it occasionally to entertain.
oo Pracriced: You are a skilled amateur.

eos  Competent: You cantind some interesting secrets.

eees  Expert: You can dig very deeply.

eseeoe Master: You can discover secrets from a subject’s
Past Lives:
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Possessed by: Theurges, Uktena, Entertainers, Holis-
tic Healers, New Agers, Police Specialists, Psychiatrists

Specialties: Interrogation, Past Life Regression, Hyp-
notherapy, Behavior Modification

Kailindo

Kailindo is the Garou-exclusive martial art, developed
by the Stargazers to take advantage of the shapeshifter skills.
You must have this Skill (Brawl is not enough) to practice
Kailindo maneuvers. See the Systems Chapter for more
details on Kailindo in gameplay.

. Early Wind “Breeze™: a novice on the Airy Path.

se Second Wind “Gust”: an accomplished practitio-
ner on the Buffeting Road.

soe Perfect Spiral “Tornado™: a guardian at the Tumul-
tuous Gate.

sees [mpenetrable Sky “Tempest™ a initiate into the

Aerial Mysteries,

sseee [Enfolding Coil “Maelstrom”;: a Grand Master of
the Ethereal Way,

Possessed by: Starpazers, Introspective Combatants

Specialties: Throw, Punch, Kick, Evade, Shapeshift

Klaive (Dueling

You've been trained in the art of klaivaskar, the Garou
art of fighting with klaives. Youmay choose maneuvers from
the Klaive Dueling list, one for each daor in this Skill.

. Novice: You held a klaive once.

oo Practiced: You've used a klaive in some real fights.
ese  Competent: Youknow the ins and outs of dueling.
ssse

Expert: Your techniques are excellent; cubs beg
you to teach them the way of kaivaskar.
eeeee Master: Silver Fangs get nervous when they hear
your name.
Possessed by: Silver Fangs, Shadow Lords, Caem
Warders, Leaders, Heroes
Specialties: Disarm, Parry, Disable, Riposte, Feint

W editation

You can enter a trancelike state ar will to focus your
mind inward and deal with a range of mental and physical
problems. A successful Willpower roll is necessary to enter
meditation; the difficulty depends on your surroundings but
is generally 8. After each full hour ina trance, the character
rolls Meditation skill alone against difficulty 9. Subtract
dice from the characrer's Dice Pool if there are any distrac-
tions during thar rime. Each success on the second roll
restores one point of Willpower or subtracts one point of
Rage; each net botch indicates a Willpower point lost or a
Rage point gained, depending on'your goal. If the medita-
tion is interrupred and concentration is lost before the hour
is up, no benefit occurs.

° Novice: Looked through a book on it once.

oo Practiced: Studied seriously.




-

ese  Competent; Studied under a master.
seee [Expert: Qualified to teach.
eeeee Master: Just that.

Possessed by: Stargazers, Yogis, Mystics, Holistic Heal-
ers, New Agers, Theurges, Old Hippies

Specialties: Tantric, Transcendental, Yogic, New Age,
Rage, Willpower

Pilot

You know how to take off and land airplanes, plus how
to read instrumentation and do some basic navigation. You
could even try some tricky stuff, if you're feeling cocky.

. Novice: Hang gliders; you could take the controls
and be talked down.

oo Practiced: Small aircraft and gliders

see Competent: Commercial planes

esse  Expert: Military aircraft; helicopters
seees Masrer: Baron von Richthoffen

Possessed by: Glass Walkers, Enthusiasts, Pilots, Mili-
tary, Police

Specialties: Helicopters, Biplanes, Corporate Jets, Emer-
gency Landings, Dogfights, Stormy Weather, Military Jets

Swimming

You can keep yourself afloat ar the very least. Normal
swimming speed is 8 yards (plus Dexterity). A swimmer can

increase his speed to 12 yards (plus Dexterity) if he is doing
nothing else that turn, With the Swimming Skill, a character
can try to swim faster than normal; roll Stamina + Swimming,
difficulty 7;add thres yards to yourswimmingspeed persuccess
(one roll per tum). For more information, see Chapter Six.

. Novice: You can swim.

o Practiced: You can swim quickly or for extended
pt‘rimis.

sne Competent: Instructor/Lifeguard.

esee  [Experr: Swim team.
eseoe Master: Clympic gold.
Possessed by: Athletes, Almost Anyone
Specialties: Racing, Distance, Sea, Survival, Lifesav-
ing
Craps

You know how to set various traps to catch the game of
vour choosing.

° Novice: Boy Scout
"o Practiced: Eagle Scout
coe Competent: Fur Trapper

seee  Expert: Mantraps are no problem.

seese Master: They'll never even know what hit them.
Possessed by: Hunters, Survivalists, Special Forces,

Caemn Warders, Wendigo

Specialties: Deer, Small Game, Urban, Rock, Humans
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Knowledges
Area Knowledge

Youare familiar with an area

usually aprotectorate (or,
for Glass Walkers, a city) —and you know about its landscape,
history, inhabitants and human politics. This Knowledge also
provides a basic Garou "who's who” for the protectorate.

* Novice: You know a fair amount for a visitor.

L Pracriced: You may have lived in the area fora year
Or W

ese  (Competent: You may have lived in the area for 5

to 10 years.
esee  Expert: You're native born, and you never left.
seesee Masrer: You know every stone, stream or buildihg
in the area.
Possessed by: Caern Warders, Sepr Leaders, Silent
Striders
Specialties: History, Geography, Wildlife, Caerns, Pro-
tectorates, Enemies, Politics; Transportation, Law

Cosmology

You have a working knowledge of the spirit world, from
its various Realms to the politics of the Umbral broods.
You're familiar both with the politics of the Celestines and
the configuration of the Middle Umbra.

» Novice: You've listened to your pack’s Theurge.
L Practiced: You know to avoid the Abyss.
eso Competent: You can find your way from one

Realm to another.
esee Expert: You know most of the shortcuts and a few
trade secrets.
ssese Master: You blaze trails for the Nuwisha ro follow.
Possessed by: Silent Striders, Corax, Nuwisha,
Theurges, Dreamspeakers, Any Garou
Specialties: Celestines, Incamna, Totems, Broods, Near

Umbra, Dark Umbra, High Umbra, Realms

Herbalism

You have a working knowledge of herbs and their proper-
ties, medicinal and otherwise. You can find and prepare herbs
and know which herb or blend of herbs to use in any situation.
This Knowledge also provides awareness of the magical lore of
plants, including what a plant can do when Awakened.

“ Novice: Leafed through a book on it once.
oo Practiced: Serious student.
sse Competent: Local supplier.

sese  [Expert: Author of books on herbalism.
eeeee Master: Herbal doctor.

Possessed by: Children of Gaia, Uktena, Theurges,
Holistic Healers, New Agers, Wizened Elders, Members of
Traditional Cultures

Specialties: Culinary, Medicinal, Poisonous, Narcotic/
Hallucinogenic, Spirit
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Linguistics

We admit it: The rules for Linguistics in the
Werewolf rulebook are kind of limited, and they don't
really make sense for people who grow up in truly
multicultural environments. An average European or a
Hong Kong native can easily know atleast three orfour
languages, though perhaps not all of them fluently.
Consequently, we recommend that the following rules
replace the Linguistics rules in Werewolf,

Each dot in Linguistics doubles the character's
“extra” language capacity. Thus:

. One additional language
oo Two additional languages
eeo Four additional languages

sess  Eight additional languages
seeee |G additional languages

Each “slot” can be spent to purchase a different
human tongue, a different dialect of a tongue (such as
Cantonese or Mandarin) or even something like sign
language (the common human varieties or even the
coded gesturés of the Silent Striders, Ukrena or Wendigo
— although these tribes do not reach their secret
languages tooutsiders). Al Garou are assumed ro know
the Garou speech instinctively, though a “slot™ might
be used to attain complete fluency with the Garou
glyph-writing system.

Poisons

You have a working knowledge of poisons, their effects
and their antidotes. You can analyze a paison to tell where
it came from and mix a poison or antidote given time and
equipment. You must have at least one dot in Science to
acquire this Knowledge.

° Novice: Dabbler
oo Practiced: Detective, Mystery Reader
see Competent: Pharmacist, Mystery Writer

eeee [Expert: Forensic Scientist, Assassin, Emergency-
Room Doctor
seseee Master: You could kill a city if you wanted to.
Possessed by: Shadow Lords, Black Spiral Dancers,
[liad Project Scientists, Mystery Buffs, Detectives, Pharma-
cists, Assassins
Specialties: Venoms, Chemical Poisons, Plant-based
Poisons, Analysis, Antidores, Instant Poisons, Slow-
building Poisons; Undetectable Poisons, Wyrm Toxins

Wyrm Lore

Some Garou delve into the deep lore of their enemy, the
Wyrm. Such a pursuit is dangerous: For every bit of informa-
tion they gain, they risk corruption. For every level in Wyrm
lore, the Garou increasingly becomes more expert in the
tactics and ways of his enemy. However, for every level in
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Wyrm Lore he has in excess of Willpower, he gains a
Derangement. For example: Truck Basher's Willpower is 3,
but he has just spent his experience points on another level
of Wyrm Lore, which brings him up to 4 dots. He now lacks
sufficient self-control to resist the foul thoughts that arise in

his mind, so he gains a Derangement. For a list of possible '
Derangements, see p. 209,
e Novice: You are aware of and can name many
Wyrm creatures.
se Practiced: You know there are many Wyrm mani-
festations (Triatic Wyrm, Urge Wyrm). You may
understand some of the Black Spiral Dancer's
pictograms.
sse Competent: You knowa little about the geography ,
and people of Malfeas. |
sees  Expert: You've read the Chronicle of the Black i
Labyrinth, and you know the secrets hidden within. -

eeees Master: Youareadanger to the Wyrm and yourself.
Possessed by: Black Spiral Dancers, Uktena
Banetenders, Pentex Board Members
Specialties: Triatic Wyrm, Urge Wyrms, Monsters,
Banes, Black Spiral Mysteries, Malfeas

Uew Background
Familiar Spirit

You have a special relationship with a spirit, one who
freely and without compunction is your companion. This
spirit can be an animal spirit (perhaps associated with a
totem), an affiliated spirit (such as a spirit of War), or in
some cases even a faerie spirit. The spirit follows you
wherever you go in the Umbra, and it’s always waiting for
youwhen you step sideways. It can act asa “battery” forextra
Gnosis, Rage or Willpower points; you can give these points
to your familiar to hold until they are needed. This Back-
ground can be bought only with freebie points. .

® Your familiar is the smallest Gaffling and not too '
bright. The only ways you can speak to it are with the Gift:
Spirit Speech or by direct communication when you're near
it in the Umbra. It can store three extra points of Gnosis,
Willpower or Rage (choose one at a time) for you. It
normally cannot Peek through the Gauntlet, so it rarely
knows what's going on in the Realm.

® & Your familiar is a decent-sized Gaffling and almost
intelligent. The only ways you can speak to it are with the
Gift: Spirit Speech or by direct communication when you're
near it in the Umbra. It can store five extra points of Gnosis,
Willpawer or Rage (choose one at a time) for you. It knows
instinctively where you are, and it can Peek to see you from
time to time.

® & ¢ Your familiar is a Jaggling of average intelligence.
You can speak aloud to it easily through the bond you share,
as longas it is nearby. [t can store five extra points of Gnosis,
Willpower, or Rage (choose two) for you. It knows instine-
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tively where you are, can see through your eyes and can also
Peek through the Gauntlet.

e e e e Your familiar is a fairly brighr Jageling. You can
speak telepathically to it through the bond you share, as long
as it is nearby. You always know where it is. You can see
throughvits eyes; and itean borrow yoursight as well. It can
store five extra points of Gnosis, Rage or Willpower (all
three int any combination) for you. It knows instinctively
where you are. It can Peek into (and can evert Manifest in)
the Realm. =

® o oo o Yourfamiliaris an intelligent Jaggling affiliated
with a specific Incarna. You can speak teleparhieally toitno
matter how far away it is. You and it always know each
other's location. You both can share any of the five senses
and knowledge from any Gift (such as Sceat of the True
Formor Truth of Gaia). It can store a total of SiX‘extra points
of Gnosis, Rage or Willpower (all three incany combination )
for yau, -

The Gifts
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As werewolves are creatures of both the physical and
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System: The Garou may use his slick outer coating to
avoid being grappled. With a successful Dexterity + Primal-
Urge roll (difficulty 7), he can free himself from any success-
ful grapplingartack. The furalsoreduces by two the werewolf's
difficulty whenever he squeezes through tight spaces or slips
restraints, such as handcuffs.

* Splintered Claw (Level Three) — This painful Gift
causes the metis' claws to splinter as they pierce flesh. Tiny
bitsof claw imbed themselvesdeep in the victim's body, thus
causing tremendous irritation. Healing such a wound with-
out first removing the splinters is both painful and stupid.
Unfortunately, the Gift's user loses her claws until she
spends a round regenerating new ones. A Tree-spirit teaches
this Gift. Glass Walkers or Bone Gnawers can learn this Gift
from spirits living in houses or other wooden constructs.

System: After a successful attack that causes at least
one Health Level of damage, the Garou may spend a Rage

“point to activate the Gift. Any damage that the target does

i .
£ notsoeak cannot be healed until he removes the bits of claw.

f Gaia

Aswith. all arher werewolf claw attacks, the wounds are
ageravated.
The attacking Garou receives one automatic,

spiritual worlds, the Gifts they learn from Gaian spirits ares = fipnaggravated wound. The werewolf cannot soak this wound
asmuch a part of the Garou nature as hgpeanﬂ%mw;@;ivgg A hu{ can h_éﬁ,al'iha&'norma]. Until the Garou heals the wound,

- SR Ly i S
the countless realms and denizensiwithin the ﬁmb_t_a, itisno
o e = o
wonder that the Garou's spiritual abilities seem limited only
L
by werewolves' ambition to learn them. The myriad of

e has no claws.
k.

Lupus

abilities possessed by spirits vary as much#s do the spirirs . . >
themselves. Each one has a Gift to geaeh, and Garou, \;ourig S ﬁénkey'fall (Level Three) — Although the lupus'
and old, would do well to learn.as many as possible. * tail retains the appearance of a regular wolf's ail, it gains far
. more agility 4and flexibility. Although incapable of fine

»
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* Tongues (Level Three) — This Gift allows the user
toread or write any human language encountered, no matg.ér‘s
how ancient or obscure. Galliards often use this Gift when
translating ancient texts to revive old legends or compese
new songs for moots. This Gift is taught by a Raven-spirit.
System: After spending one Willpower pointy the
player rolls her Intelligence + Linguistics. The obscurity and.

relative age of the language determines the difficulty. A
common modern language such as Spanish is difficulry 4.

An ancient and obscure tongue, such as Etruscan, would be

difficulty 10. The number of successes determines the
character's fluency with the language.

Wetis

o Shed (Level One) — The Garou knows the trick of
shedding and growing fur at an alarming rate. This gift
makes the Garou especially difficult to grapple successfully;
opponents find themselves holding tufts of fur instead of
their target. The Garou can also slide through tight spaces
using his shedding fur as natural lubrication. A Lizard-spirit
or Snake-spirit teaches this Gift.
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manipulation, the tail can grasp objects, wrap around
branches or allow the Garou to hang upside down. The tail
can also attack from an unexpected direction. A Monkey-
spifift muist be persuaded ro teach a Garou this Gift.
- %ystpm%%&%r learning the Gift, the Garou's tail auto-
matically becomes prehensile whenever she likes. In order

. to mamipulate the tail successfully, the player must make a

Yl'—'jex_t_éﬁt!f B .‘_\,gh!eg{c&%mﬂ;(di,fﬁculry 6), The difficulty can
inqg_;v@?;fﬁgvaw‘dglicgré#apﬁatiéﬁs;

“If the Giarou's Strength exceeds her Stamina, she can

use the il tohang orswinige When attempting talift objects

with her tail, the Garou's Strengthirating is halved. If used
as an arvack, the tail's damage s Strengeh -1.

. *Venom (Level Four) — A éominun trick ofidesert-
dwelling Garou, this Gift allows the user to prodiice a
noxious venom. The werewolf's bile can ineapacitate or
even kill a victim. The Garou herself is immuneta her own
poison, but she can be incapacitated by anothér Garou's
Venom ateack.

A Rattlesnake-spirit teaches this Gift. Most Garou
hesitate to make deals with snakes and serpents, but some-
rimes necessity outweighs prejudice.

System: After making a successful bite attack, the
Garou must roll Stamina + Primal-Urge in a resisted roll
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talse scent. Garou with this Gift can reproduce the &

against the target’s Stamina +4. For every additional success
the atracker gets, the victim receives an additional
nonsoakable, aggravated wound along with whatever dam-
age the bite caused. Each success also reduces the target’s
Stamina by one level until the victim loses consciousness,
Additional poisonous bites can force the victim into a coma
and eventually kill her.

w‘?'

. Alter Scent (Le’vel Two) — The Caﬂm can, change
his seent trail to evade a hunter or leave a falgg trail. The
Garo can reproduce any scent he has :1‘1c0unl:c , from
diger to diesel trucks. A Skunk-spirit teaches thlS;Q:@
System The player rolls Wits + Primal-Urgeto repro-
duce any scent the Garou has encountered hiiiﬁeu ¥ 6).

The number of successes determines the accuracy of the

other Giarou or even inanimate objects.

~ # Obscure the Truth (Level Two) —No
L&Iikk)]( a Philodox in the eye and get away wi hl
lies. The Ragahash with this Gift has an edge oy Erali@h ;
She ean calmly explain that the sky§ green or gleefi 1y
regale her comrades with the exploits of a lone, )ﬁtmlc
Ragabash and have no fear of beings caﬁﬂi on her prank.

Theever-deceptive Fox-spirit uygh‘t%ﬂeht%is(uit to
aGarou. Themagain, he might just say he'steaching you the
Gift.

System: By speniding a Gnosis point, the Ragabash
gains an air of sincerity that is nearly impossible to pen-
etrate. Once activated, consider the Ragabash’s Subterfuge
to be double its normal rating.

¢ Fly Feet (Level Three) — Like an insect, the Garou
can now cling to vertical surfaces. She can walk along walls
or hang from a ceiling. The adhesive grip of the Garou can
even assist her when catching falling objects or seizing
handholds when she is falling! A Fly-spirit, naturally, teaches
this Gift.

System: The Garou can automatically activate this
Gift with a Dexterity + Athletics roll. The difficulty de-
pendson the surface. For instance, wood or stone is difficulty
5; glass or ice is difficulty 9. Moving along the ceiling
increases the difficulty by 1. The Storyteller should halve all
movement rates unless the player rolls five or more suc-
cesses.

Theurge

* Umbral Tether (Level Two) — Although most
Theurges would never admit it, even they can become lost
in the spirit world from time to time. This Gifr allows the
werewolf to spin a spiritual line, resembling spider silk,
behind her as she explores the Umbra. Only the Garou using
the Gift can see the trail, thus increasing the Theurge's
reputation as master of the spirit world. A Spider-spirit
teaches this Gift.
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System: The player does not need to roll to create the
trail, but must spend one Gnosis point for every hour of
Umbral travel to maintain it. At every dawn, the player
must spend an additional Gnosis point to maintain the trail
in the physical world. Although only the werewolf using this
Gift can see her trail, some Gaffling pests occasionally sever
or alter the trail without knowing it.

o Spirit Path (Level Three) — The Umbra can often
confuse the senses of even the most perceptive tracker. The
Theurge who possesses this Gift can track a particular spirit
anywhere in the spiric world. As long as the Garou knows
the spirit's name, she can find that spirit no matter which
Umbral realm it takes refuge in. A Cockroach-spirit can
teach this Gift.

System: As long as the Garou knows the true name of
the spirit, she can use this Gift. She must spend a Gnosis
point to be able to find the spirit. A successful Perception +
Enigmas roll (difficulty 8) reveals the location of the errant
Umbral denizen. Some Realms and certain Charms can
make this Gift more difficult to use. The Gift: Name the
Spirit can be used in conjunction with Spirit Path.

¢ Umbral Sight (Level Three) — Although all Garou
can Peek from the Penumbra into the Realm, the Theurge
is capable of shifting his sight into the Penumbra from the
physical world. This Gifr is taught by an Owl-spirit.

System: The player spends a Gnosis point and rolls
Perception + Alertness (difficulty of the area’s Gauntlet). In
all other ways, this Gift works exactly like Peeking. The
ability lasts for the rest of the scene ér until the characrer
moves to an area with a highgr ritler. Note that while
focused on the Umbra, d‘?e character cannot see in the
physical realm. Al

. Shadowp]a‘ : __]'f'Fnur) — The Theurge breathes
life into her sha ich can then perform tasks for her,
The shadow Bout independently with the same
abilities as . The Theurge's emissary can cause
ions, pick up remote objects and even

ivate the shadow, the player must roll
(difficuley 8) and spend one Gnosis
ust act out the doings of her shadow
suppets” with her hands. No light need
ow to be acrive. In all respects besides
dow maintains the same Traits and
. The werewolf cannotcreate multiple
an operate out of sight of the Garou;

be prt_sm,nt ort

its range is ten a'
e Grasp the F

it) wlthuut stcpplng sidewas ag the Gift: Umbral
Sight, the Garou can reach through, pick upsanything —
such as apocketwatch oran unconscious Garou—and bring
itinto the physical world. The cleverRaccoon-spirit teaches

this Gift.
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System: Once the Garou knows what she wants to
recover from the spirit world, she need only spend an
appropridte amount of Willpower points and be able to lift
the object. The player must spend one Willpower point for
any small, handheld ohject and up to three for a larger item,
such as a motorcycle. She can also place objects into the
Penumbra in the same manner, although she cannot place
sideways anything living (or undead) without its consent.

* Spirit Vessel (Level Five) — One of the best kept
secrets of the Theurge elders is the ability to channel a spirit.
For a short time, Garouand spirit become one creature with
the abilities of both. Usually, the Garou remains it control,
adding the spirit's Charms ta her repertoire — but some-
times things go awry. Elementals, especially fire elementals,
understand the workings of this Gift. Banes can also teach
this Gift — but ar a dangerous cost.

System. le player I'UU..\ her c,immc.ru s Gnosis and

¢ Rite of
terniin }‘h r}lﬁdiﬂ'l-

indicates the Gamu accidéntally channels a Bane that goes
on to turn the 'T'heurge ag%mt her friends.

Philodox

* Sense Balauce ﬂ.evel Three) — Asthe arbitrators of
the Garou Nation, the Philodox have developed an
attunement with r.hg$ precarious forces that balance the
world ‘mdthﬂ indmdugl alike. This Gift allows the user to
detect aa overabundance of any of the prime forces of the
uniiverse, whe&\er\ﬂym Wyld or Weaver. It can point out
a Bane manifestation at an industrial plant or mental
inseability in a packmaté A Cat-spirit teaches a friendly
Garou this Gift in e:?éhﬁﬁu fer a warm fire and a promise
not to chase herkin,

System: The Gift requ re§°“th£ E\pendlture of one
Gnosis point. Witha Stfct‘.eaﬁul Percégtmn + Enigmas roll
(difficulty 8) the Garou can feel the balance, or lack thereof,
within an area, person or m'ammamebjgct Wym;g manifes-
tation feels dense and oily, Weaver presence feels cold and
unyielding and Wyld energies feel warm and trembling.
Such manifestations are more subtle than ones detectable
through Gifts such as Sense Wyrm.

The Philodox must focus and be at peace for this Gift
to work properly. Distractions, such as combar or exhaus-
tion, disrupt any benefits of the Gift — the Garou can find
only her own imbalance in such instances:

® Take the True Form (Level Four) — The Philodox
with this power can force a Garou into her breed form. This
Gift is especially useful to abate a frenzy, prevent damage
from silver or take a combative advantage. A Wolf-spirit

shifts to her breed form. The number of suceesses equals the
number of mrmmemge:m st ng;@zgmhermmnltorm

S

. ﬁfﬁmic ﬁ.eve; Twa)f-- h

such that shecan in
uu.li%cﬁt@ SM :
spe 1S

= .uﬁgpu;.-sp its . Gift, but Ieaming‘ﬁt from
them can b&&%emmﬁn&aml frustrating process.

W'.Q% the Garou learns lhh Gift, she can

| (Ql'aﬂlw‘ll specgh} she can nnly iterate what
h%rd?axﬁ?@ca%mor improvise new speech. Clever
e

ol "*t‘fi:aate mw comhmatluns to form new sentences, but
choppy. The player must roll Charisma +

d@ﬁgﬂb}'gg) if the intended audience suspects
e original voice very well (a elduvg, long-
time frlend or paglanate,;fe lnstﬁn &) L

* Song of the S!ren_ 'y el Four}-—-Themuml of the
Garou’s voice can entrance anvm‘ke whioyhears it. Typically,
the Garou sings or howls while using this Gift, although
some modern Glass Walkers have taken to poetry recital.
This Gift can make an opponent pause before a fight but can
rarely stop a heated combat already in progress. A Songbird-
spirit teaches this Gift.

System: The player rolls Charisma + Performance
versus the target's Willpower and spends one Gnosis point.
Enchanted targets cannot perform any actions for a number
of turns equal to the number of successes rolled. The audi-
ence can spend Willpower to overcome the enchanting
effects; toact freely, a listener must spend one point foreach
of the Galliard's successes.

Ahroun

* Combat Healing (Level
famous for thei lityigl .
This @iﬁ to

Gairou are hcking their we t;he_. : hrou‘n w’i‘th thm QJ;_-
keeps fighting, Wolverinc-spirits teach this Gift, alth’gugh
they usﬁally have to be bested i eembm"f' B
. ”Sysmn‘_ player spends two Rage poi l:s tﬂ@ctgvate
this Ggftk,t]}lg(J:lrlwll no longer need pause for a turn 1o heal
a Health Level or roll Stamina to heal duringeombat. Every
round; Wﬂﬁmuﬂ heals one nonagaravared Health Level,
r:.gaxdfi&s‘*ﬁf her actions.

.. Shaffer&me (Level Three) — Victims with ngjsted

armsor crushe s are much easier prey. The Ahmnwnh

teaches a worthy Philodox the workings of this Gift. ; iy bome with a single PR tegm'dlebs of
System: The player rolls his Manipulation + Primal- r{w Lf;’“?agf fhf{mmdgbv QQ%?W Anﬁwna'sylr!t teaches

Urge (difficulty 7). If successful, the targer automarically ~ " 2H i ;,; - - o
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System: Before striking an opponent, the Ahroun must
spend a Willpower point and a Rage point. The Garou must
target a specific limb, which increases the artack's difficulry.
The plaver must score at least three successes, Also, he must
spend the Willpower and Rage even if the blow does not
connector he scores fewer than three successes. The successful
use of this Gifr crushes whatever bone structure lies beneath

the targeted flesh and causes a number of Health Levels of

damage equal to the number of successes in the atrack roll -
Broken arms and legs subsequently handicap an opponent in
any combat. Broken ribs hinder movement and ¢can possibly
puncture a lung. A fractured skull renders the victim uncon-
A broken spine causes paralysis. This
artack is unsoakable bur does not cause aggravated wounds.
Target Difficulty  Special effect

Skull +3

sCious in most Cases.

Stamina roll (difficuley 8) toremain
conscious
Am | +Z Dexterity roll ro hold items; target

cannot use broken limb to attack

Leg +1 Dexterity roll to remain standing;
target cannot run or attack with
broken limb

Rib +2 Stamina roll (difficuley 6) to avoid
puncturing a lung

Spine  +4 Must attack target from rear; targer

remains patalyzed until this wound
heals, il

=

Black Furies:

® Trail of Pain (Eevel Twa) — First developed by the
Amazons of Diana camp, this Gift allows the user to sense
persons in ageny. The Amazons use this Gift to uncover
individuals sufferingabuse. Other Black Furies use this Gift
to track the abusers after wounding t hem. Thi§ Gift is taught
by a spirit servant of Pegasus. 'gg

System: The Garoumust focus and spend a Gnosis
point, At leastone tum is required for the Uift Lser to attune
herself to the mental anguish of the target. A Perception - +
Empatliy roll discerns a -mgl&suﬁfert.r amongst many. The
Fury cansenseany living beéingin tremendons painy, physical
or emotional, wichin 50, yards. The user senses only the
general diregeion and urgency, but that's typically enough
for an angry Black Fury,

» Bacchantes' Rage (Level Three) — Whendeepin the
wilds, the Black Furies canuge this Gift to inflict extra damage.
Even the toughest Get have walked away with a battle scardue
to the effects of this patent Gift — and some couldn’t walk
away at all. This Gift istaught by a Wyld-spirit.

System: The Garon spends two Gnosis points to acti-
vate the Gift. Duringgembar; she may spend Rage points to
deal extra damage after a wounding hit; every point spent
causes one addirionaly unsoakable Health Level of damage.

e Song of the Siren (Level Three) — As the Galliard
Gife.
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s Gorgon's Gaze (Level Five) — This hideous power
of legend can turn living flesh into stone with but a gaze.
Victims who make eye contact with the user of this Gift find
themselves changed into statues where they stand. This Gift
is a closely guarded secret, not to be shared with the other
tribes. Rumors persist that elder Black Furies can make the
effect permanent.

Difficult to find and even more dangerous to approach,
the legendary Basilisk-spirit can teach this Gift.

System: After making eye conract, the player rolls
Perception + Oceult (difficulty equal to the target’s Will-
power) to determine the number of rounds the victim
remains stone. The player can double this time by spending
a Willpower point.

Bone Gnawers

with this Gift can create a perfectly functional shelter for
herself. The Garou can fashion any ordinary cardboard box
into a waterproof, noise-resistant and insulated home. De-
spite conditions outside the box, the “mansion” remains dry,
warm and quiet. A Home or Hearth-spirit can teach this
Gift.

System: The Bone Ghawer needs only a box of suitable
size, A large enough box can sleep more than one — as long
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as everybody is friendly. The Gnawer spends a Gnosis point
and crawls in for an evening nap.

¢ Trash Magnet (Level Two) — Ordinary street
garbage becomes the Bone Gnawer's ally as it swirls about
his opponent or engulfs hisrival. All the trash nearby assails
the target of this Gift, making life difficult. Older Bone
Gnawers can completely immobilizé Smast-mouth, upstart.
Garou in heaps of trash and piles 0?%3-‘:5_83' . Trashespirits
teach this Gift, although Rgt—mlﬂﬁ@aﬁ'\ £ ‘\g&n”’tj’tﬁt‘*’
animates sewer flotsam., - =

System: The player rollﬁﬁﬁﬁ”ffsma +8§t se (diffi-
culty 7) 1o determine %mgynmfci’é;&f volved. With -
one success, a mmur d:s raction of newspapers and
bags causes a ‘smi

e

cesses,the target is b ]
to freedom. This Gift 1ﬂm.t§ tomc waste as well, Note ﬁmr

gatb ge i st g dxg, hzs way

this Gift does not create trash but insteaddraws upon the e

garbage in an area. An attempt to use this Gift in a sterile
laboratory would fail.

® Beg (Level Three) — Playing upon the compassion
of others, Bone Gnawers can generate an amazing amount
of pity. By exaggerating her miserable state, a clever Bone
Gnawer can gain favor with people who have oo much
anyway. By groveling or telling her particular sob story, she
might ger a handout, a favor or at least a good meal. A
Pigeon-spirit teaches this Gift, which is one reason only
Bone Gnawers ever learn it.

System: The player must spend one Gnosis point and
roll Manipulation + Performance. If the roleplaying is
particularly moving, the player can forgo the roll at the
Storyteller's discretion. The difficulty depends on the tar-
get: a charitable Child of Gaia might be a 4, whereas an
overbearing Get of Fenris might be a 9. The number of
successes determines the amount of pity generated and the
generosity of the favor. =

* Gift of the Termite (Level Three) — The/B

'E

victim is able to think much more clearly. An Opossum-
spirit teaches this Gift to individuals with patience and a lot
of time.

System: The number of successes on a Charisma +
Enigmas roll (difficulry equal to the opponent’s Willpower)
determines the number of hours that the rarget sleeps. One
Gnosis point activates this power. For one hour after wak
ing, the target must spend a Willpower point to take any
haostile action against the user of this Gift. Any attacks
,{a'lre tediat the sleeper awaken her immediately and end the

e&e&:{s of the Gift.

_ ® Guilt Trip (Level Three) — By unearthing buried
gu&lt @ﬂ remorse, the Child of Gaia can force another to
1 an action against herown will, Eveniflittle relation
etween the guilty conscience and the task at hand
the Gift can be effective. Better results occur when there is
a direct link, however. The Gift works best when the target
wants to perform the action, but pride or fear prevents her

from doing so

Many urban spirits that have witnessed the cruelty of
humanity toward itself know this Gift and teach it to the
Garou

Syﬁtetm The gla}ggr must roleplay the plea; otherwise
the Gift automatica YfﬁllswaxﬁeHeur roleplaying can even
negate the need Fur a roll (oreven the need for the Gift).
Otherwise, the player must roll Nfampularum * Emparhy

Gift never lm h;r poise-and rarely loses her temper. Even
in-the nastiest areuments or the bloodiest combats, Chil-
"df*en (?Gma can maintain theircool with this blessing. An
avatar of Unicornteaches. her followers this Gife.

S}%tem* By spending one'Gnosis point, the Gagoq

Gnawer can cause wood and paper to rot with g,g?tnmshmg . Rpm her R“I—f foran envire soeng. Nn matter [;0@ ng

speed. Furniture falls apart, documents disintegrare and
even buildings collapse. Obviously, the bést instructor of =
this Gift is a Termite-spirit.

System: After spending one Gnosis point, the charac-
terrolls Intelligence + Repair (difficulty 7). The number of
successes determines the amount of wood or paper de-
stroyed: One success can rot a ream of paper, three successes
can dereriorate a wall, and five successes can collapse the
roof of a small building. Strategic use of this power can have
dramatic results even for users with litcle skill.

Chiloren of Gaia

¢ Chant of Morpheus (Level Three) — The user of
this Gift can induce a long, restful slumber in the target.
Although the Gift will not stop a frenzied werewolf, it can
ward off a frenzy before one takes place. The Gift disinclines
any hostile activity after the peaceful rest. Also, the waking
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- Rage points the Garou has, humansami animals are un#ble
”tu detect her supernatural @ssence. The Garou also cannot

frenzy and can spend Rd;&&pmnta only up to a maximum of
herEmpathy,

Fianna

» Brew (Level Two) — The Fianna are renowned for
their ability to drink liquor. Part of this legend stems from
theirability to make it. With Brew the Garou can mystically
transform a pitcher of any liquid intoan alcohalic substance.
This Gift can surreptitiously inebriate unsuspecting targets.
A Grainsspirit, and in some cases a Worm-spirit, reaches
this Gift.

System: After spending a Gnosis point, the player rolls
Wits + Medicine (difficulty 7). The number of successes
determines the quality and the potency of the concoction.
One success can create cheap, domestic beer, low-budget

. 3 §18 PO activates this LAOT 0 ; LS
¢ perform
: y £ G : -

versus the target’s Willpower. One success barely gets
B'Gl'lﬂ»Gl\d“tl‘ ta lift his pinkie, whereas five successes can
Fma proud Silver Fang to beg for forgiveness. The target
camspcnd Willpower points to resist this Gift.
.~ ¢ Unicorn’s Grace (Level Four) — A Garou with this [




wine or mediocre tequila, while five successes can create a
high quality imported beer, fine vintage champagne or a
top-shelfliquor. A botch createsabrew thatindiices massive
hangovers (-1 penalty for the'entife next day).

* Ley Lines (Level/Three) — By manipulating ley
lines — part of an energy web that erisscrosses the planet
the Fianna can disorient would-be trackers or hunters. The
victims of this Gift find thmnﬁel&eh following false trails,
making wrong tutns or ualkmg lri circles. The user’s trail
simply disappears! The secrets oﬁ this Gift can be learned
from an Earth-spirit. e

System: After spending a Gnosls‘poim the player
rolls Wits + Qeeult (difficulty 7). Any attempt to track
the Garou must follow a successful Perception + Occult
roll (difficulty 8). This roll must exceed the Gift user's
successes before any tracking can take place.

* Woadling (Level Three) — The ancient Celts would

paint their skiniwith woad — the components of which
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caused a frenzylike state — before marching off to battle.
The Fianna carry on this tradition and take it even further,
After painting the woad on their bodies, they can bring the
painrings. to life.to h: ALTY an Uppuneu'f A St ag-spirit can
teach thisGift. b
* System: Bach painting cangreare one woadling that costs
one Gnbsis pointeo animate. TheFianna can release only one
woadling per turn. Each time the player createsa woadling, she
shauld roll Dexterity + Oceule/(difficulty 6). Every success
subtracts one die from heér opponent’s pool as the woadling
dances‘and prances about the target. The woadlings vanish
(and must be repainted) after the Gift ends.
* Song of the Dire (Level Four) — The Fianna sings a
battle song to empower her comrades as she enters afray. Driven
by their packmate, the embattled Garou double their efforts to
defear the foe. The Black Spiral Dancers have learned to turn
tail and flee upon hearing the lyrics of this dread Gift.

AV 4 WYANY, TADT i Y,
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System: The player spends two Gnosis points and rolls
Manipulation + Performance (difficulty 8). Each successadds
one die to each of her packmates' Dice Pools; the number of
successes cannot exceed the Fianna's Performance rating. The
Garou must keep singing throughout the contest; to do so she
must remain in Hispo form, spend two Gnosis points and
allocare at least two dice for singing each round.

Get of Fenris

¢ Berserker’s Song (Level Four) — The Ger
can sing himself into a controlled frenzy. He can
ignore wounds, shift to Crinos immediately, and he
is immune to many mental Gifts or Charms. In this
state, unlike a normal frenzy, the Get can pull out of
the frenzy at any time. An angry Wolverine-spirit or
Bear-spirit teaches this Gift to the Ger.

System: The Garou spends two Rage points and
begins singing his particular song of Rage (many
young Get prefer “death metal”). The number of
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successes on a Stamina + Expression (ar Performance) roll
(difficulty 6) equals the number of mumlstheﬁenmlasts She
can crop the frenzy earlier by =:penﬁ1rﬁ W,;lfpmwt.r point.

* Sense Guilt (Level Two) — Tfie Hand of Tyr camp
spegialites int the tib‘t‘dﬂd aisase of this Gift. B‘, smnng into
the eyes of snunhen. e Get can 5
harbirs gutlt for some pasr offense. ’f?ﬁé mt upcrwmed
(et can even get afeel ng for whitsore of crime transpired.
Unformnamiﬂ afew Get ha ve i\een known touake advan-
tage of this Gift by ¢ s&ﬁng “guilt where none exists-or hy
blackmailing Garc :u%gfl:%r 4 ag,;gctbaful reading. A Crow-
spirit teaches thi Gift.

Systems A'si c.essful Perceprion + Empathy roll (diffi-
culty 8)reveals hidden guilty feelings. One success detects
any sense of reguef, w@mﬂs five successes reveal specific
facts mn-.gmingthg dirty issue.

* Mark the Enemy (Level Three) — A specialized
power developed by the Swords of Heimdall, this Gift marks
the targer with a mystical brand that only this Gift's users
can see. The Swords use this brand to label their enemies so
thatall other Swords can see the threat. An avatar of Fenris
himself teaches his children to identify their enemies thus.

System: By laying her hand on the target and success-
fully rolling Manipulation + Oceult (difficulty 8), the Ger
canmark her enemy. Other Swords wha know the Gift can
see the mark with a successful Perceprion + Gceulg roll
(difficulty 8). Any Garou who knows the Gift can remove
the effect.

Glass Walkers )

e Heat Metal (Level Two) —Giless Walkers — who
understand the workings of§¢ience and spirits alike — can
mystically excite the mt)ll.t'.‘n[f‘i within metal. Metal heated
in such a way can be ’rnrgedﬁ}uqlggd%l’us%imsear flesh, A
ted-hot crowhar can'béa very effective weapon, and heating
the exterior of a gasoline t@nker can have explosive results.
Glass Walkers leamn this %&ft Frarmtlrg earth, or metal
elementals.

System: The Glass Walk ) spend one Gnosis
paine and suceessfully roll [mtlhg.em’e + Repair. The diffi-
culty varies from base mietals (such @s copper or lead) ac
difficulry 6 rocomplexa lays(a%&a;?ﬁm;sur gitanium afloy)
at difficulty 8. Themititiber of successes equals rfag niumber

af rounds the meral stays heated. Tmchm;, hedted meral
causes one aggravated, unﬁmkdbléﬁiealth Level of damage
per round. % _

* Data Fluw evel ”'The Glass Walkers
originally developed ghis Gift as a “remote control” for new
electronic devices. Asthe computer, o importance, this
Gift gained a whole aew utility. Glass Walkers now use this
ability to take contrdl of the data resources that are so
important to rheggorid s ghonomy and o society in gene sral.
By focusing Ker asténtion on a- gmgle "é@i}gutu. a Glass
Walker can take eontrol of rhat machine from across the
toorn. She canorder it to erase its memory, alter security

clearances, transmit false data or simply print a document.
An electrical spirit or the even more complex computer
spirits can teach this Gift.

System: A successful Wits + Compurer roll (difficuley
7) plus the expenditure of one Gnosis point establishes
contact with the computer. As long as the Garou keeps her
target in her line of sight, she can maintain contact with the
machine. While this Gift allows remote access, the Garou
must still make all the appropriate rolls to manipulate the
computer.

Red Talons

# Primal Instinct {Level Two) — The Red Talon can
strip away the layers of humanity that cover up man’s basic
instincts. A human assaulted with this. Gift finds himself
behaving like a beast. Momentarily !;mng all mmlity the
human strips naked, runs throughdthe streets, giowls at
threats and makes numerous, umgw& ed ave:mres toward
members of the opposite sextc All thoughts cff business
meetings, color relevision a.n,g BW: v Qnﬁ%h %\ﬁmr of the
basic drives of survival. ,,

Red Talons use whatéver mgﬂi‘uﬁ het.e:sary%
Ape-spirits to ttadfftham this @iﬁ ;i

System: The Red Taloh must bpmd-"' nosispoint and
roll Manipulafion + Animal Kend(difficulty equal to the
target’s Willpower). The number of successes indicates the
extent to'whichithe humand@argee loses his humanity. One
succesd caused # certaindbsent-mindedness and preoccupa-
tion with4ood and sex. Five successes, on the other hand,
probably Lduwmth& raving target to be locked up and
tr: mth_cd ;

® Cullthe Herd (Level Two) — A Red Talon using
this Gift mieasures the vitality of her prey to plan her attack
strategy eftectively. During the Impergium, Red Talons used
this Gift to pick the weakest of the humans and destroy

them. Qccasionally, the Red Talons killed the strongest of

the humans to remove them from the breeding pool. Today,
the Gift continues to help Red Talons hunt and kil] their
prey. An avatar of Wolf teaches his children how to detect
the easiest prey.

System: The Red Talon need only succeed onaPercep-
tion + Medicine roll (difficulry 7) to determine the general
health and fitness of an individual. The Gift also works on
animals and Garou as well as humans. One success detects
any injuries, whereas five successes would reveal the creature's
entire physiology.

* Recycle (Level Four) — Red Talons who possess this
powerful Gift can destroy any man-made substance. Plas-
tics, alloys and any other material not found in narure
disintegrate with justa touch. Lawn chairs dissolve into oily
puddles and steel melts into iron and carbon.

The Cockroach-spirit, which has witnessed the hu-
mans' secret creation rites, knows the Gifts that can dissolve
almost anything.
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System: The Garou must touch the material for the
Gift to work. Only materials that science has manufactured
are viable targets. For instance, a wooden chair would be
unaffected, whereas a plastic chair would melt to the ground.
The Garou then must roll her Rage against a difficulty
determined by the item's complexity. The difficulty ranges
from iron (difficulty 6) and ordinary plastics (difficulty 7) to
rare and complex metal alloys (difficulty 9). Every success
reduces five pounds of the target material to its base compo-
nents,

Shadow Lords

* Disfigurement.(Level Two) — The Shadow Lord

can place anasty boil ai‘alxiwnnmﬁlf scaron the target. She
can disfigure her rival in embarrassing ways that rob him of

prestige in the presence of othet Garou. Although the lesion
isn'tphysically h’sndlcappmg. itcertai lv,-lmms the wietim’s
social gracgsA Habwn‘spm[ or: T '}?1“{”@@3{.}1(_‘- this
Gift. . ; ¢

System: The player mlla Mmipuimm %‘ZPriﬁm-Urge
(difficuley 7} ind spends a Wﬂlﬁ;w t point. The disfigure-
ment sulmam,m&m%aﬂ%ﬂ & targe’s Sochal ol The
scar or blemish heals at the “end of & scene.

¢ Curse of Corruption (Level Three) — The
Shadow Lords, never a tribe ro play fair, designed this
Gift to discredir their rivals. Victims of this curse find
themselves doubred by even their staunchest allies.
Despite a target's most noble exertions, no one believes
anything he has to say until the curse fades. A Jackal-
spirit teaches this Gift.

System: The Shadow Lord rolls her Gnosis against a
difficulty equal to the target’s Gnosis. The number of suc-
cesses indicates the number of turns the victim suffers from
the curse. Unril it fades, everything the victim says sounds
dishonest. The Shadow Lord must spend a Willpower point
to activate this Gift.

* Summon Stormcrow (Level Three) — The Judm-s
of Doom leamned this blessing from Grandfather Thunder
himself. The Stormcrows, some of Grandfather Thunder's
servants, come to the aid of those Garou who activate this
Gift. Acting as spies, the Stormerows follow anybody the
Judge chooses and report back all they learn. Rumors speak
of networks of Stormerows that pass information back and
forth like a telephone line.

System: To call a 'crow, the Judge must roll Charisma
+ Intimidation (difficulty 8) and spend a Gnosis point. He
may give the crow a single command, such as “Follow the
Red Talon and report his activities” or “Keep an eve on the
Theurge elder.” The Stormcrow is invisible to everyone
except individuals in the Umbra. The target must roll her
Perception (difficulty 8) oremploy a Gift to see a Stormcrow
in the Umbra.

Silent Striders

¢ Summon Talisman (Level Two) — The Strider can
summon to herself any dedicated handheld object (see the
Rite of Talisman Dedication). The item disappears from
wherever it currently rests, even from somebody else’s grasp,
and appears in the Garou's grip. Striders use this Gift to
abftl‘lg gptuai items to them once-they have finished a
]Oumt?v of to recaver items lost 'ﬂonag the way A Packrat-

' swit'- eaches this _LJiFt. 2 .

. SystemiThe Garouthieed only spendone Grosispoint

“and &%nc&nrmm ot the item. The Garou can callionly half

of his dedicared items — he must choose which ones upon
learning this Gift.

* Long Running (Level Three) — Whether the
Garou is on foor of in a vehicle, this Gift allows him to
reduce the travel time on a lengthy journey. Striders use this
Gift only when the need isdire; usually, they prefer to see the
sightsand take their time. A Horse-spirivcan teach this Gift.

System: The player rolls Dexterity + Athletics (or
Drive) at a difficulty equal to the local Gauntlet; she must
also spend one Gnosis point, For every success, the travel
time diminishes by 5 percent. A botch increases travel time
by 25 percent or indicates thar travel has stopped altogether
(e.g., due to a flar tire or twisted ankle).

Werewolf Players Guide
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® Tongues (Level Three) — As the Homid Gifr.

* Touch of Death (Level Four) — The Silent Striders
learned this Gift from the wraiths who prowl the Under-
world. With it, a Garou can cause a vicrim to see the
moment of her death. Although the victim does not remem-
ber what she sees, the experience disables her with fear.

System: The Garou must touch his target for this Gift
to work. She must also spend two Gnesis points and 1ol
Manipulation + Occult (difficulty 8). The number of suc-
cesses determines the number of dice removed from the
victim's Physical Traits (Storyteller discretion as to which
ones). These "wounds" can be healed like ageravated dam-
age. Typically, the victim's fur is streaked white by the
incident. Vampires and other undead are unharmed by this
Gift— they simply remember what has already happened to
Th("m.

Silver Fangs

* Word of Honor (Level Two) — To a Silver Fang,
honor is everything. This Gift imbues a Garou's words with
his honorable bearing. As long as the Silver Fang speaks the
tnith, others believe him. An Eagle-spirit teaches the Silver
Fangs how to speak clear and true.

System: By spending a Gnosis point, the Silver Fang
can make every word he says bear the ring of truth. Anyone
who listens hears that the Gift user speaks true. Listeners are
not necessarily inclined to obey the Fang or follow his
suggestions, but the facts are clear. The Silver Fang must
speak the truth, as he knows it, or the Gift auromatically
backfires.

¢ Jgnore Death Blow (Level Four) — Tales say that

the first Silver Fang died and was reborn; since that time, the

Fan;_,x. 11.1*. e pawed dcwnthls Lnit. A Fang with l:hl‘- {Jlft can
i _

power pmm aml |gnorea 1 daumge,@nm & smgle att.uL '{fhe
damage simply does sot occur; no special handicaps take
effect, either.

*» Renew the Cyci:. (Level Stg |~ One.of @1@ most
potent powers avdilable to thie Garou, this Gifr allows the
correction of a grievous wrong to the natural cyele of Gaia.
The undead, whose very existence is an affront to the
natural order of things, wither and erumble to dust when
struck by the power of this Gift. Whether the undead is a
shambling, month-old animated corpse or an ancient vam-
pire, the Fang can destroy it with but a glance.

Only an avatar of Helios or Gaia Herself can teach this
Gift.

System; The Garouand the victim enter into a resisted
contest of Grosis versus Willpower (both difficulty 8). The
Garou must then spend three permanent Gnosis points to
activate the wrath of Gaia. lf the Garou wins the contest, the

vampire (or other undead) is reduced to its natural state:

Elder vampires turn to dust, whereas freshly exhumed corpses
simply lose theiranimation. This Gifts forces mummies into
a dead season of sieep but does not destroy chem,

Stargazers

e Conundrum (Level Three) — A Starguzer with this
Gift can introduce an unselvable problem into a victim's
mind. Depending on the effectiveness, the target could be

completely immohilized by her new, fascinating train of

thought. The effect varies with every individual, but it
usually derivesifrom the target'’s persanality: A computer-
hacking Glass Walker might try todiscover the last digit of
pi, while 2 Bone Gnawer might iy to reason why, indeed,
did the chicken cross the foad. An avatar of the Chimera
teachesthis Gift;butthe (Jamu mustfirst solve herinstructor’s
puzzle.

System: The ‘%Largam g.!ll_s herManipulation + Sub-
terfuge (difficulty of the targer's Wits + Enignias). The
number ufsﬁccem indicatesthe complexity of the problem
and the extenttowhich thetarget is distracted. Each success
also subtracts ongdie-from the garger’s Dice Pools for an
equal number of mnnds Each Willpower pointthe rarget
spends reduces the effectiveness of this Gift by 1.

»“Avoid Fate (Level Four) — With this Gift, the
Stargazer canfdodge the wheels of fate for the moment.
Through a preternatural ¢onhection between herself and
the universe, she avoids certain disaster, A Cat-spirit teaches

e

the Garou this Gift. |

System: Once per scengy the player can spend a Gnosis
point to reroll any failed roll.

e Directing the Soul (Level Five
this Gift canredirect the effécts of their Rage and Gnosis. By
artaining this higher control aver their inner selves, they
influence the world around them in their favor. This Gift is
raught by an Enigmatic spirit.

System: After learning this Gift, the Stargazer can
spend her Rage or Gnosis, instead of Willpower, to receive
one automatic success on a roll.

Uktena

e Scrying (Level Three) — By staring into a mitror or
other reflective surface, the Uktena can witness distant
events or spy on rivals. She can follow a comrade's progress
into a dangerous ambush or sneak a peak into the Tremere
chantry house. Other supernaturals, especially ones with
stmilar abilities, may have defenses against this Gift, which
is taught by a Fly-spirit.

System: After spending one Gnosis point, the player
must roll Perception + Oceult (ditficulty 7). The difficulty
increases to 10if the Garou dogs nor possess an item owned
by the target or something taken from the chosen arei. The
Ukrena can see everything as if she were the proverbial fly
on the wall.
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e Secrets (Level Three) — Uktena are said to possess
more hidden knowledge than any othettribe. This Gift may
be one reason it is 50. Wuh Secrets, an Ukgena can have one
specific question.: ed.simply by tnuLhmg, somebody

who knows theanswer. The answer to any question — such

as “Where is the vampire’s lair”" = leaps Into.the Garou'’s
mind if, in fact, the targerknows the answer in the first place.
A Dream-spirit can‘teach thﬁGl{%@ft&; being caught.

wSystemzAt%rﬁ?)hmﬁ atinga mmﬁ%@%ﬂn the Gardn
must touch the target. She must also roll Perception +
Enigmas (difficulty 8) and ‘;Rgnd one Gnosis point. The
deeper the secret, the more: su«:@&ssexm required. Learning
a rarget’s favorite color requlres-aml one success, whereas
uncovering his secret Lufmj\ghtbé U OF more- If the target
is aware of the mental inrusion, 'ah(* may resist with a
Willpower roll (difficulty 3§

® Umbral Sight {Leve_?fﬁh:ee) — Asthe Theurge Gift.

* Pointing the Bone (Level Four) — The Garou can
inflict ranged damage by simply pointing a bone at an
opponent. After gathering the bone from some corpse
herself, the Uktena can change it into a devastating weapon.
A Vulture-spirit can teach this Gift in exchange for a few
scraps.

System: The player rolls Perception + Athletics (diffi-
culty 7) and spends one Gnosis point. The number of
successes equals the numberof ageravated Health Levels the
attack causes to the target (this damage can be soaked as
normal). The bone shatters after one use, but any properly
harvested bone will suffice.

e Sideways Attack (Level Four) — The Uktena, ever
delving into spirit marters, have learned the secrets of
attacking Banes in the spirit world without ever leaving the
physical realm. The Uktena's arms seem to blur and vanish
as she strikes into the Penumbra. This Gift is taught by a
spirit servant of Uktena.

System: The werewolf must first use the Gift: Umbral
Sight to locate her target. She may then spend a Gnosis
point to attack anything she sees in the Penumbra, includ-
ing spivits that are not materialized. She rolls her normal
attack maneuver (Dexterity + Brawl fora Rake attack). The
difficulty is two highes.than normal.

S

L Ghust.?%k (Levd Tw
‘pon the aid'of their ancient relatives:

like thie Past Life Backeround tly.Ghmt?.ick can aid
rheuwhmshcf@mm

orneedsadvice. The Ghost
Pack whispers secrets to the Weadigo and often follows her

around even after the Gift, eﬁﬁlrea A Buffalo-spirit teaches
chis Gift. & e

System: The player must spend one Gnosis, one Rage
and roll Charisma + Occult (difficulty 7). The number of
successes equals the number of ancestor spirits that come to
the user’s aid. Although the ghosts cannot affect the physi-

s L s v s v

b,
— This Gift allows the

cal world — they are simply memories and not actual
wraiths — they can provide information and skills as per the
Past Life Background.

® Fog (Level Two) — As the Black Fury Gift: Curse of

Aeolus. The Warpath camp acquired a Gift similar to the
Black Furies' to cover their ecoterrorist activities. They
learn this Gift from the Rain-spirits.

¢ Harano (Level Four) — The Wendigo can inflicta
state of Harano on a single victim. The target feels the tragic
history of all the world's oppressed peoples, including the
Garou themselves. Rumors that this power would not affect
Native Americans have been dispelled by a Shadow Lord
who swindled the Gift out of a naive Wendigo— who found
himself the victim of a Gift he'd just taught. The Shadow
Lord has not been heard from in recent days. A Wind-spirit
teaches this Gift.

System: For one scene, the Garou can inflict an artifi-
cial Harmno with a Manipulation + Expression roll (diffi-
culty 8). Five or more successes can result in permanent
mental injury. During the duration of the effect the victim
is too depressed to perform any actions without a successful

Willpower roll (difficulty 6).

Uew Rites

Rites of Accord
QRite of the Hunting Ground

Level One

Lupus Garou mark their territory by urinating on trees
and bushes, After the rite, no wolf or Garou can come into
the area without immediately realizing they have entered
another's territory. There is no compunction not to enter,
however.

System: Typically, the Garou must spend an hour
marking her territory. Special messages, such as a greeting to
other Garou, can be left with an Intelligence + Primal-Urge
roll (difficulty 7).

Caern Rites
Rite of the Opened Sky

Level Four
_ Therains summoned by the caster of this rite purify the
Caern and the Garou within it. These showers can wash
away all Wyrm impurities and even heal wounds. When
performing the rite, the caster must also sacrifice something
of personal value.

System: This Gift has the same effects as the Rite of
Contrition, but itencompasses the entire caern in which the
rite is cast. In addition, for every two points of Gnosis the
character spends, each Garou in the caern heals one Health

Level.
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Rites of (Death
Rite of Lasting Glory

Level Five

Perhaps the greatest honor that one Garou can be
bestow upon another is the Rite of Lasting Glory. Only the
most heroie Garou ever receive this reward, and only for the
greatest of deeds serving both Garou and Gaia. This rite has
only been bestowed posthumously. The tribe determines
the nature of the rite; Get of Fenris celebrate the hero's new
journey, whereas the Bone Gnawers glut themselves for an
entire week,

System: The ritemaster leads the gathered in the most
appropriate celebration. Typically, the Garou celebrate the
fallen hera's death in the same way she lived her life; ritual
combat fora warrior, for example. The mourners also expect
aeulogy from the ritemaster and the packmates of the fallen
hero, which may require Charisma + Etiquette rolls (diffi-
culty 7, more if a speaker did not know the departed). At the
end of the ritual, the ritemaster rolls her Wits + Rituals
(difficulty 7). Each success adds one posthumous point of
Honor to the fallen; the ritemaster receives half that num-
ber.

Wystic Rites
Rite of Silence

Level One

Garou who need to be silent use this rite to make up for
any lack in natural ability. For the duration of this rite, the
Garou are incapable of making any noise even if they bang
on a drum or shatter glass. With the assistance of Raven-
spirits, the Garou can sneak through dry underbrush or over
a gravel road without making a sound.

System: The Garou invoking this rite confines herself
in a dark room or cave, She whispers her darkest secret and
thenuttersan oath of silence. Raven-spirits, attracted by her
secret, carry any sound she makes into the Umbra once she
leaves her confinement. If the werewolf chooses to speak for
any reason, the rite ends immediately. The Raven-spirits,
disappointed that the Garoudid notreveal any more secrets,
return the sounds they carried. For several minutes, the
Garou is surrounded by a cacophony she created earlier.

This rite silences only those sounds the Garou would
have made directly. If she were to throw a rock ata window,
for instance, the whistle of the rock through the airwould be
silent, but the shattering glass would not. If she punched the
glass with her bare hand, the breaking window would not
make a sound.

Rite of the Spirit Brew

Level Two

With this rite, a Garou imbues a small volume of water
with Gnosis. The most time-consuming aspect of the rite

.
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involves actually creating the container. It must be sturdy
enough to survive long journeys but ready mystically to hold
the spiritual energies. This process allows the Garou to store
a teserve of Goosis for use during a particularly grueling
conflict or extended journey.

System: After several hours of meditation and prayers
o (Gaia, the Garou buries the receptacle in purified earth for
three days. At the end of that period, the Garou recovers her
prize. The water now holds three Gnosis points that can be
consumed by anyone. Should a creature incapable of using
Gnosis drink the liguid, nothing happens and the Gnosis is
lost.

The nature of the container depends purely on the
Garou and the circumstances in which she finds herself.
Many Get of Fearis use army canteens, whereas the Pure
Ones remain fond of buffalo-hide waterskins.

Rite of Blood Kin

Level Three

Finding friends in an unfriendly world can be a chal-
lenging and even dangerous task. This rite discovers any
Kinfolk unknown to the werewolf. Any Garou undergoing
this rite enters a hypnotic state wherein he whispers the
names of his ancient relatives. At the end of this lengthy
rite, the identities of his existing Kinfolk are mystically
added to the list. The rite, however, cannot tell the Garou
anything about the disposition of the Kinfolk; neither does
it reveal Wyrm-taint or other supernatural influence.

System: The ritemaster need only make sure thar the
questing Garou remains calm upon entering the trance. For
the rite to be successtul, nothing can disturb the ritualist's
concentration. At the end of the rite, the questing Garou
rolls his Wits + Empathy (difficulty 53). Each success makes
clear the identity of one previousty unknown Kinfolk within
100 miles of the Garou.

Rite of Weeping for a Dision

Level Three

The native tribes adopted this rite from their Sioux
brethren. After preparing a sacred pipe of tobacco and
entering meditation on a hilltop, the Garou receives vi-
sions. Unlike the Sioux ritual, however, the Garou's spirit
actually leaves her body and travels into the Umbra. Onice
there, spirits assail her with visions of her passible furures or
memories of her past.

System: The ritualist prepares all the necessary imple-
ments prior to the vision seeker’s journey. Once secluded,
the Garou smokes the sacred pipe and medirates throughout
the night. With a successful Gnaosis roll (difficulty 7), her
spirit leaves her body and enters the Umbra. If anyone
disrurbs her physical form, the visions end immediately. In
the Umbra, the Garou experiences visions and delusions
created by spirits who wish to frighten the stranger out of
their realm. Among these images, fortunes of the future and
reflections of the past can be discerned. Interpreting these
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visions should never be easy, and the Storyteller should do
her best to conceal their true meanings.

Punishment Rites
Rite of the Stolen Whlf

Level Four

This rite is usually enacred for crimes against other
Garou or Kirifolk. The ritual strips a Garou of all her Rage.
She thus loses the wolf and can no longer shapeshift, frenzy,
gain Rage or spend it. Typically, this punishment lasts fora
seramount of time depending on the ¢rime's severity. When
the rite expires, the Garou is once again able to tap her Rage
— ideally having learned a valuable lesson.

System: The ritemaster cuts off a piece of the victim's
furand seals it in a box orshell. This item is then buried and
cannot be reopened for a period determined by the caster.
Destroying the case causes the Garou to lose the wolf
permanently. No roll is required; however, preparing the
receptacle takes many days and the rarget may not be willing
o surrender the woll.

Rite of the Lone Whlf

Level Five

No greater punishment can be meted out than to
ostracize a Garou from the sept. This rite strips the Garou of
all her privileges and all her ties to sept, tribes and lineage.
The Lone Wolf, or Ronin, must leave Garou society perma-
nently. No longer welcome at any gathering, she walks her
road alone. These single Garou, separated from the protec-
tion of the pack and tribe, often meet a violent end.

Many Garou choose death over banishment, but the
incidence of Ronin Garou is on the rise. A Ronin may even
remain with her pack, if the pack allows it. Ronin continue
to gain Renown and even rank, although at a vastly slower
rate. They may learn new rank Gifts from spirits or a heavily
bribed mentor.

System: Only the vilest crimes ever warrant the enact-
ment of this rite. A council of elders must decide whether
the severity of the crimes require this form of punishment.
Once this rite is chosen, the ritemaster ceremoniously
removes all the Garou’s belongings, revokes her name, leads
her to the edge of the Caern and turns his back on her. No
howl of mourning sounds, no tears are shed; the Garou
simply no longer exists in the minds of the sept.

The Ronin Garou loses all temporary Renown. The
ritemaster gains two Wisdom points but loses two temporary
Honor for performing this task.

Qites of Renown
QRite of Praise

Level Two

This rite récognizes the service and bravery of a single
(Garou. Any actions above and beyond the call of duty can
warrant this praise. For the next three moons, the deeds of
the individual are honored. She may even receive afetish for
her accomplishments.

System: The ritemaster describes the chosen Garou’s
heroics and makes a Charisma + Rituals roll (difficuley 6).
For every success she rolls, the targer gains one extra die to
her Social Dice Pools when dealing with the sept during the
next three months.
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The tribe. More than a cultural group, more than
an accident of heritage — to many Garou, the tribe is
a source of identity. Each tribe is the culmination of
millennia of tradition and customs, reinforced by the
tangible spirituality of Garou existence. Although only
a fool would presume that all Get of Fenris are warlike
or thar all Silver Fangs are haughty, there's a certain
amount of cultural unity that keeps a tribe together.
This oneness is their strength — as divisive and short-
tempered as werewolves are, it's amazing that a group of
them can agree on anything at all. Without tribes, they
would never have survived to the Final Times. And
unless they learn to overcome the tribal boundaries
that have grown stronger over time, they probably
won't survive further.

This chapter offers a bit more informarion on each of
the 13 tribes than was presented in the main rulebook, as
well as a tiny amount on the Lost Tribes. Admittedly, much
of this information is couched in myth and legend — but
such is the nature of an oral tradition. Any Garou myth
could be right, or it could be propaganda: It's common
knowledge among the Garou, and it's what keeps them from
leaping at each other's throats over the slightest retelling of
a tribal history. Usually.

Chapter Two: The Tribes
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Camps

Camps — groupings of like-minded Garou with their
own agenda — are further subdivisions within each tribe.
These camps can be as informal as a philosophy or activity
some tribe members have in common or as rigid as viciously
factional political groups or separatist societies. Not all
Garou belong to camps — and not all Garou of a camp
necessarily agree on very much.

Camps provide yet another way to forge a unique
identity within a tribe, to provide a few more ideas about
how to personalize your character or his philosophy. Some
camps have their own special Gifts or rites. Such practices
are rarely taught to outsiders; even members of the same
tribe cannor learn them without joining thar camp.

When a character wants to join a camp, the Storyreller
should creare inventive initiation rites or membership require-
ments. Some camps are easy to join, such as the Earth Guides of
the Uktena (simply prove your commitment to Native Ameri-
can life) or the Wayfarers of the Silent Striders (just go to
another tribe and offer your services to the highest bidder).
Others, however, require a more rigorous initiation, from the
patience-test of the Stargazer Klaital Puk (sit still in a room for
a week without saying anything) to the harrowing “judgment”
one must pass before joining the Shadow Lord Judges of Doom.




e
Black
:“ *’z“ :.figsg L
Legendry 1T 8 & W
Luna is many things. She is wondrous and capricious by Artendis smiled then. “Listen,” she said. “I've looked
turns; and she is jealous, too. You can see nightly how ¢he =~ acresstheworld, and you five are the strongest women that

turns her face toward Gaia and away from Her in turn. This.  have ever shared food and drink. You are wild and stubborn,

is because of Luna’s envy. And yet, from that envy wasborn, . and for that [ want your service.”

a powerful tribe of warriors. Listen, cub, and you will learn. Again, the five bowed as one. “Majesty,” rumbled
You see, when the world was young, and the Weaver had Isthsmene, “we could ask nothing more,”

first dragged the Wyrm into her web to strangle from it ifs Artemis walked among them then, and to each woman

secrets, Gatacould tell that il would come of thatstruggle, She she pave a gift. “To you, Euryale, | grant my Cloak; for you,
felt the darkness of the future as you would feel an oncoming Helena, my Salve. Stheno, | grant you my Bridle; and
fever, orasa pregnant mother feels her child's strength. So She Medusa, take my Loom.
pathered Herstrength, and from it She gave birth to the Garou [sthsmene, you may
and to all the other shapeshifters besides. take my Bow, and
may you slay many
beasts with it in my
name,

“Bur listen:
The power 1 grant
you is yours only so
long as you keep
yourselves pure

and true to my
wishes. You cannot
teach the lore | give
you to the sons of man
orwolf, for they would be
confused and clumsy with such
knowledge. This power and wis-
dom isyoursalone.” She smiled,
and spread her hands. “And
now, | must leave you."

Luna watched as the shapeshifters were born and gladly
offered her favor to them when Gaia asked her to do so. But
it troubled Luna thar of all the creatures running wild and
free, none were truly hers, All belonged to Gaia first and
venerared Luna second,

So Luna decided that she wunted
children as devorted to her as they
were to Gaia. She looked all across
the world as she travelled above
it, and finally she found what
she was looking for — a
band of female Garou
whopatrolled the shores
of the Mediterranean.
“Yes," thought Luna,
“they'lldonicely.”

Wearing
the face of the
Huntress,
Artemis, Luna
descended among %
the Garou. In- \
stantly, each dropped '\
to one knee before the
splendid sight of the
Moon Huntress. She
smiled ar tharand said, “You
know who | am.”

“Bur, wait!" eried Helena, “You
haven't rold us the secrets of

= thesetreasuresyet! Howcan
\k we use themin yourname?”
¥ Artemissmiledasshe
&{ climbed back into the
‘1 sky. "I shall always be
\“ with you, but 1 will
Y not share my secrets
WA with the world!
What I have toshare

] is for you and your
daughters alone —
and not for idle ears.
Look for me in the
wildest and most re-
mote places; there [ will
tell you the secrets of
Sun and Moon.”

Asone, the five bowed
their heads, and the first
and most beautiful among
them — her name was
Medusa—spoke. “Maj-
esty, we could not fail
to know you,” she
said. “Ourblood sings
your name to us."
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To this day, the daughters of those first Black Furies
guard the wildest places. There they speak to Artemis,
Hunter of the Moon. But because Luna is fickle, they have
yet ta learn all of her secrets. Nonetheless, they know that
Artemis' wisdom is for them alone, and woe to the would-be
eavesdropper who tries to steal lore from the Furies!

Recent History

The Furies are becoming spread all too thin in these
Final Days. Their struggle to improve Woman's lot has
borne some fruit, at least in some cultures. However, they
have so much further to go that many despair of accomplish-
ing their goals before the Apocalypse comes. What's more;
the Furies are beginning to hecome far too rare to damtegg
proper attention both to their social agendas a:uf.wﬁcfend-
ing the Wyld. Every year, more Furies die [h.mm@mw&
every year, more of the Wyld places are dei:lledwEVQn t;ﬁglrw
recruitment of females from other trilies is nat moﬂéhM
Today, many Furies feel torn between/their duties, as they
belieye that the tribe cannot win botlythe war for women's.
status and the war for the Wyld. T}'le Biack Furles todavm
remain too proud to ask (or trust) the oi:her tribes ta help;
and some pessimists outside the tribe &Emm that the Furies
will snap if they keep trying o biear hslf;:he-.ymrld on their
.‘ih(]uldl’?rﬁ. ; 5 " i

In defiance, the Furies strigele even harder in the Final
Days to protect their charges. Several Fliries have travelled
into Bosnia/Herzegovina over the pst féw yedrs, deger-
mined to put an end to the rape campsana worse that have
sprung up there. Few of those crusaders have been héhrd
from since, leading some of their sisters to believe Lhatgreaf
and noisome powers are lurking in the area, feeding off the
anguish of the loeals. Other Furies have passed into Bangkok,
Amsterdam, New York and Hong Kong, where they have
found foul evidence of a conspiracy thar feeds the Defiler
Wymm with the violation of innocents. Some Furigs have
asked the other Garou to aid them against this neswerk of
depravity, but most, upon witnessing the auh‘cnng of its
victims, are too enraged even to spare a thought for allies.

Organization

The Black Furies are scattered across the world, and
they jealously guard most of their caerns in the wildest, most
secluded places. They allow no lupus or homid male to serve
in the tribe, and they usually forbid such werewolves from
the Furies' sacred sites. Oddly enough, they accept the metis
sons of Furies into their ranks, although male metis never
gain much prestige or responsibility in the tribe and usually
remain in supporting roles,

G
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The entire tribe takes its direction from the rulings of
two circles, or Calyxes. The Outer Calyx is composed of 13
Furies, chosen by lot, who come from all over the world,
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These Furies coordinate the tribe’s acrivities across the
globe, and each one oversees a certain region and adminis-
trates the edicts of the Inner Calyx when necessary.

The Inner Calyx consists of five Furies chosen by
Artemis herself. These five are reputedly the keepers of the
sacred treasures and certainly the highest law of the tribe.
Each one exemplifies a certain role (or facet of Artemis) and
is a sterling representative of her auspice. The five are the
Finst Daughter (Ragabash), the Elder Crone (Theurge), the
Great Mother (Philodox), the Mistress of Artisans (Galliard)
and the Chief Warrior (Ahroun). These five are not always
of the highest Rank; Artemis herself determines the worthi-
ness of a member of the Inner Calyx and does not share her
MS(&ns.

. w' A.l:naﬁonb of Diana: This secret order is dedicated
foremaost to the ideal of protecting women from abuse. The

Amazons run the gamut from patient social workers who
operate women's clinics to vicious warriors who stalk and
dismember rapists and sex offenders. They rarely cooperate
with male Garou and gladly perpetuate the bloody rivalry
berween the Furies and rhe Get of Fenris.

Sy Fr%b?fers: By comparison, the Freebooters are
i

interested more in discovering and defending lost sacred
ground or undiscovered sites of the Wyld. They operate
‘mostly on the fringes of human society, as they prefer their

- missions even over tribal politics. Freebooters are known for

i ﬁcapturif)g.w'\,‘% fetishes and placing them under the tribe’s
~ protection, as well as being the advance guard to reclaim lost
caerns. Always leaping into the next adventure, they cer-
tainly make for interesting companions.

* Moon-Daughters: This camp concerns itself mostly
with the mysticism that is its tribe’s birthright, and the
Moon-Daughters often distribute filtered-down Fury spiri-
tuality into various human subcultures. They are about as
egalitarian and accepting as Fury camps ger, and they work
constantly to raise the consciousness of the humans around
them. However, outsiders who dismiss the Moon-Daughters
as yet another New Age or pagan sect often miss the point
— the Daughters are as ferocious in battle as any of their
sisters, and their patience is hardly limitless.

Quote

You are Garow. You understand that the connections of the
spirit world, of spirit end flesh, are far more than superstition.
Then why can younot iunderstand that sex has its own power and
wisdom? You need to leave your pathetic pop psychology behind
and accept that ourvales have been set since before humanity was
baking clay bricks in the sun.

— Cassandra Shadow-Watcher, Black Fury Theurge
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What's a Bone Gnawer! Hah. that's pretty funn'y:\kid_: Sl'lI'l)E‘\'«%‘hﬂ[j‘_._ . il'ﬂl\n')\'t‘l"lshtﬂj‘ ..condition. But what the hell
=.it's not likewerewolves keep day jobs, you know, kid?

Legendry —

Wait — you're serious! Jeez O'Pete, kid; that ain't
funny at all. Siddown a minute. Anyway, as part of our urban existence, we rend to run

The Bone Gnawers are the hardest working tribe in  into all the ugll\; stuff the city has to offer. More than a few
show business, if ya know what I mean. We've always been  ©f us know a fair shake about the Leeches, and most of us
hale and hearty, living in and around the refuse of the cities. ~ aren’t strangers to the underside of the legal I'l'l?!lu. but it
Unlike most of the other tribes, we don’t really have a takes all kinds, doesn't it, kiddo? Where many of the ather
“homeland,” but it's been roughly conceded that the tribes turn up their noses at us, we quietly and humbly get the
job done. Function over fashion, don'tcha know.

earliest of our kind came out of Mesopotamia. Or at
least, that's what the Gall'yards say. Naturally, those other
Anyways, we haven't ever really gotten on so Garou think we've given
well with the other tribes, but we've always got the
will to survive, just like the song says. See, most of
the other Garou have this big, overinflated
sense of their own importance. Back in the
annals of Gaia's history, thisarrogant Silver
Fang War Chiéf, Fangs-of-Anger, said
outright that we could eat only what-
ever the 'Fangs left after they were
done. Now, ol’ Fangs changed his
tune after a gaggle of
Gnawers dragged his
pack’ssorrywhite butts
out of some grade-A

up the fightagainst the
Wyrm. They accuse us
" ofbeing in league with
* the Weaver, happy tao
rest on our flea-ridden
hind ends and eat dis-
carded McChunks out
of dumpsters. That just
" ain't true.
Every company's
gotits grunts, and that's
typically where we fall,

.Y
\

B cven though there's no

rigid intertribal hierar-

snowdrifts, but most of §_
the time thingsdon'tgo
so (evenbegrudeingly)

good.

t chy in Garou society.
The way we see it,

¢ | . sporty, is that nobody
lives a perfect life. You
can yelp and howl and
chant the Litany all day
long, but if you don't-do
anything about it, it ain't
gonna doyoua bitof good.
Maybe | don’t Submit to
Those of Better Status
gy Orwhateverthe Litany
says, but you can bet

- thatlwatchthe caem
six ways till Sunday
and have respect for those
pathetic wretches be-

Problem is
that, for the most
part, we're city
folk. Now, don't
get me wrong —
there certainly are

some noteworthy
Bone Gnawers out
there in the hill
country of Appa-
lachia and espe-
cially down in
Mexico and Baja.
Most Bone
Gnawers,
though, are citi- hell, even Jesus must

o~ 1 I
- - y Rt N % :
fied through and ; : { AT e __MI have sinned here and
through. Hand in hand A }4 i there, no! It's impossible
. : j a°aW ¢ i 1, sy
with the “stigma" of living v, o L, s to uphold all that crap —

in cities goes our and you can quote me there.

I"lf_‘ﬂl'l'l even me. | mean,
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There's a subtle code to the Bone Gnawer lifestyle:
Serve Gaia as best you can. | know it may sound like a cop-
out, but, hey, the Apocalypse is upon us, you know? A
couple of Bone Gnawers have given up the quest altogether,
searching for a better place in the deepest reaches of the
Umbra, but aside from them, we're a pretty stand-up bunch.
We're good snoops, given our predisposition for hiding amid
the castoffs of polite society, and we've got the keenest ears
for the voices of the city spirits. (Don't let anyone tell you
otherwise; those Glass Walkers are roo busy being 31337 to
do any good.) We know all the ropes at the bottom levels of
society, and don't even tell me that there’s not some use for
the information beat cops and hookers can tell you. We may
not be pretty, but I'll be damned if we aren’t pulling our own
weight here, boyo.

Organization

Don't make me laugh.

Bone Gnawer society is about as loose and egalitarian
asirgers. There’snoreal “ocracy” down here, but yourahilicy
makes and breaks your reputation, and that rep’s as good as
gold in Gnawer circles, let me tell you.

Down here in the armpit of society, we take care of our
own, and a great deal of prestige goes to those who help the
most folks. You've probably heard the terms “Mother,”
“Father,” “Grandmother” and “Grandfather” a lot among
Bone Gnawers. Those names refer to Garou who have gone
out of their way to hook up the unfortunates with a better
deal. You get one of those nicknames by helping feed the
hungry, employ the jobless and house the homeless. The
more you help people, the more you're looked up to.

Another way to gain status is to accumulate an impres-
sive array of Stuff. Capital “S." I'm not talking about random
crap you come across in the streer, son, I'm talking about
genuinely useful things — things that the City wants you to
use to help it. Some of it may look like junk, but we’ve got
a good sense for what may be useful and what's garbage.
Garbage won't help you out when you're facing down a pack

o o v armms s

of deranged fomori coughed up from a medical waste recy-
cling plant, lemme tell you, but Stuff might. It's a kind of
nebulous term, [ know, but you'll learn to spot it.

Moots happen every now and then, too, but they're
pretty informal affairs. Unless something really big is going
down, you won't get any visitors from any other tribes
(except the odd Silent Strider); our parties are fairly low-
rent shindigs that those other ponceys don't wanna touch.
Whatever.

Camps

Bone Gnawers aren't segregarionist, butwhen you grow
up withstreet gangsas families, you're hound to pick up some
kind of crowd mentality.

* Deserters: These slobs give us our bad name with the
other Giarou. In a nutshell, they think it's too late to save
Gaia, so they pack up and head out into the Umbra to find
someplace else. Cowards. If I ever catch one of these runts
within arm’s reach, I'll give him a new hole to hide his head
in.

e Rat Finks: If a Garou were a fly on the wall, he'd be
a Rat Fink. These guys specialize in digging up dirt — and
then doing something productive with it. You remember
that big Endron oil spill a few years ago? It was all gonna blow
over until some Rat Fink turned his lead over to the press.

¢ The Hood: Kind of like Garou-powered welfare. The
Hood secretly aids the down-and-out humans of the city.
They're not real popular (Gaia knows we don't need any
more humies than we already gor), but they’re about as
dedicated to a cause as you can ger.

Quote

1 may be dirty, I may be poor and I may be ugly. But when
it comes down to the wire, I'll lay my life on the line for Gaia and
any of those under her auspices. Your high-horse talk doesn't do
a damn bit of good if you don't have the gumption to back it up.

— Grandfather Bannion, Bone Gnawer Ahroun
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Chilren of Gaia

Legendry  —

Blood. All creatures are born in the blogd of t}w_ir the l;tdnCh8§'L1t'thc World Tree. As they grew, they learned
mothers, and no less so the Garou. The Children @f-”(;iﬂ%ﬁ, e 53-‘15:5“-‘[ of Death, asall wolves do. And then, Gaia taught
however, know that they have been born twige to their  themithesecret of Life.
onge from the suffering of their Mother Gaiaand | When the cubs grew to adulthood, Gaia brought them
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again from the violence that split the Garou. . % hack g the world and charged them to teach the pthers the

calling

In the beginning, of ‘way of Life. But the other Garou were ashamed of their
course, there were no such

things as tribes. When Gaia

was first torn by the poisoned
talons of the newly maddened
Wyrm, She birthed the Chang- & But the Children were clever and did not speak o the
ing Breeds from Her pain. The Garou alone. They also went among the humans and
Garou didn't know whar tribes brought Gaia's messages of love and Life with them.
were back then. Whether their Few humans could bear to think of the Mother's
pelts were silvery or shadowy, infinite love, and they, too, wandered away
gray, brown or white — it made \\ . = ; from the Children. But the Children
no difference. \ never lefe them, and the proof lies
with the ancient Greeks — and with
the humans today.

anger, and they would not listen. They wandered away,
embarrassed, and in so doing split apart. To this day, the
Children of Gaia strive to bring the Garou back into one
tribe, to live as Gaia always inrended them to.

What a different world it
wonld have been had thar lasted.
For in Greek, and then aguin in
the languages that followed and
learned from the ancient
Greeks, the humans knew and
spoke the true name for the
Earth, the Mother — Gaia.

Recent History

The Children of Gaia
have always had to struggle,
and recent years are no ex-
ceprion. The tribe heaved a
great collective sigharthe end
of the Cald War, relieved at the
thought that the humans might
not leap as quickly into a third
World War. However, the situa-
tion remains grim, and hu-
manity will not simply
stap beingcruel and bru-

tal to itself.

But no. The Garou watched
as the humans grew more numer-
ous. They warched as the soft-
skinned humans leamed the
tricks of using tools where they
had no claws or building shelters
tomake up fortheir lack of pelts.

They watched, and they grew
angry. Where once the Garou
would walk among the humans
and guide them, now they stalked
the hut villages by night, carrying
off their victims tokeep the popu-
lation in check. This killing

festered in the hearts of some
Garou, and they went mad

with the touch of Beast-
of-War. For the first
time, Garou fought

Garouover the rights
[0 certain territories
or the stewardship of SomeChildrenak
(Gaia ran the desert sands

in the Gulf War and
hrought back tales of the
technological terrors that
reaped human lives there by
the hundreds. Others were
caught in the horrible
events of the Rwandan

certain human villages.
And in that fevered
time, theyslew theirown cubs.
Gaia wept to see the cubs die
and caught up the pups to Her breast.
There She breathed
new [ife into them and
raised them among
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civil war, and they watched the Penumbra there boil with
Blights as the slaughter conrinued. Still more went to the
Balkansand were nearly devoured by the evils that humanity's
hatred had awakened theve,

But the Children are nothing if not persistent. Their
strident cries for peace in the Garou Nation are swaying
some of the younger, more open-minded werewolves —and
alienating the elders who believe that the time to act is now.
The Children also refuse to give up on humanity, and they
strive to heal both human society and Garou society alike,
even though it strains their resources more and more with
each passing day. Currenily, the wibe is amempring 1o
smooth out and further peace negotiations in the Middl
East. The Children of Gaia are active in trying to beifig an
end to human rights violations wherever they oéeur. They

are alsoattempting ro bring democracy to L.}'lyla and other.

nations whose failed attempts at Communisin have brought
only more hardship to their people. Ulﬁomﬁiﬁtetg,thq are
meeting with resistance in China from the native
shapeshifters, the hengeyokai, who/ firmly atgue that the
Children have no place in a ﬂt}um ‘they do not truly
understand. '

Organization

Children of Gaia can be found almostanywhere around
the globe. Wherever there is conflice m be resolved or
suffering to be alleviated, there are [ll{éi\r to be C hl[dltn of
Gaia or their Kin trying to do so. The ¢ isn't dominant
in any one area; they prefer to try -\preaﬂ" Wf FMCSSage s
widely as possible. Many Childresiare omadi%%r mvul» ed
in missionary work with nth;’:r l;ubes

To the tribes who hdve rimdly structureéd hierarchies nf"

dominance, the Chiildren of Gaia appeat to have no leaders
atall; their ludderse'nmuzage tﬁépdrnu}@t mof the Garou
beneath them in duu«mn-magmg and determining tribal
policy, 13 true that the tribie has o overallruler. However,
the Ghildren of Gaia umlcnt&?\d the value ufgood govern-
meént and have — with varying dcgrecs of success— tried to
get human societies to follow their lead.

Each sept has a threefold leadetship ntru;.turca. The
Voice of the Goddess, traditionally a female role, is the
lawgiver and policy maker of the sept. The Arm of the
Goddess, usually male, is in charge of enforcing Gaia's will.
The Heart of the Goddéss, most often a metisoran elder past
childbearing years, acts as judge and interpreter of Gaia's
will.

it v o e s i

Camps

® Angels in the Garden: For the Angels, immunizing
the youngest human generation against the Defiler Wyrm is
of paramount importance. These Garou maintain an under-
ground network among their Kin to protect children from
abusers, even if it means breaking the laws against kidnap-
pingonce inawhile. They alsostrive to inseminate children’s

hooks and orher media with Gaian ideals, in hopes of

turning youngsters against the Wyrm. Cynical Garou some-
times warn these Children thar the Apocalypse may well
come before this next generation grows to adulthood, and
that all the Angels’ work will be for naught. The Angels

;gms fabilyreply that they cannot afford to take that chance.

fmmmwt Strike: Not all Children of Gaia counsel
itk tiation mn E@mp%&m%e Imminent Strike is composed
of Garou Whoﬂreg@mpamd to enter the Final Battle as soon
as the horn sounds, and to the Abyss with any who are
reluctant to »ﬁeed their call. If the other tribes cannot
cooperate, [mminest Strike advises, they must be severed
from the Garou Nation and abandoned to their fate. Berter
to lose the dead weight, say this camp’s members, than to
have it drag you under.
¢ The Patient Deed: The antithesis of Imminent
Strike, the members of The Patient Deed insist that the
Garou can prevail only through the unity of all tribes. If the
Garou cannot even solve theiproblems thar plague their
- ownisociety, how can theyBope to solve the problems that
plagueih&wh@ie\gpdﬂlm Patient Deed sends missionar-
ies to learn |1mn§abautu_ ¢ ther rrlhe'i and to promote
umlersrandu@%ﬁﬁ!twwnl el
o Qeferld Her. Even the will

ulmbglligué%nfa?:ust learn
e
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e
= e

Quote

in abandoningyowr ditytoGaia, your pack and tribe? If you two
duel now, then one agymg will surely die — and will have failed.
What wﬂ!ynu do then? Seek to return as a spivit to aid your cubs,
who needed you alive? What of cubs who will never be born
because you had to die be sfore siving them? Pah! If either of you
fools think you know what honor is, then look me in the eye and
tell me!

—Michael Mountain-Shoulder, Child of Gaia Ahroun
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Legenory

[t happened that Fergus Grins-Ar-Doom was walking
along in the woods. His gang was asleep from partyin’ hagd
the night before, but ol’ Fergus could go endless rounds with
the bottle and still ke up bright and early in the momin’So,
he was off alone in the woods, probabily doin’ h;s business,
when these fomora come upon him. |

They was ugly bastards all right, two of em‘ big clmi
brutish. One of 'em had only one eye, by :rltw.bbigandcauid
see a good ways on both sides of hishead. The other had four
arms and four swords to go with 'em. They see this hero of
the Garou who was always kickin' their pals’ butts, and

they knew they had him. So, they draw their weaponsand Y

surround him before he can even shake off.

But Fergus, he's a cunning one alright. He pretends he
don’t see "em and starts to stumble a bit, like he’s drunk from
the night before. He tums around and yells:

“Ah, me pals. Whatcha doin' up sosoon!?

C'mon, let’s go have some more!”

The fomora look at each
otherand smile. Thinking that
he's thinking that they're part
of his gang, they decide to lead

him back to their camp, where f. =g
X - . A\
they can show him off to their [ < O
: : ' o
Wyrm pals alive rather than L 4
dead. So, the one with the big
. W

eye says: "Yeah. Let's do that. '
[t's this way.” T

Fergus falls right in with =
'em, tromping towards who —
knows how many fomora.

=
How's he gonna pet outta this? [ =\
Well, he starts ta think. And =
whenever Fergus needed ' =
to think hard, he =
-

sought the Salmon

Wisdom. As legend

goes, Fionn Mac Cumhail was =
the first to get the wisdom when he
burned his thumb on a salmon he
wascookin’. So, hesucked histhumb  f 4
to suck in wisdom. Well, Salmon
raught Fergus the same trick, ashe |
raught many Garou.

p—
S
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Well, the fomorasee Fergus suckin' his thumb, and they
lose it. They start to laugh so hard they're weepin'. Here's
this famous Garou who wins against all his enemies, and he’s
suckin’ his thumb like a baby. It was too much for 'em.

So Fergus sees his chance and does a salmon leap over
“the trees, well out of sight of the two fomora. After they wipe

" their tears away, they look around to see that their catch is
missing; he’s slipped the hook and swum away. So pissed off

are they that each starts blamin’ the other for the loss, and
soon they're comin’ to blows. Fergus,

— S watching from the bushes, isglad

he pot outta that fix, cause these
guys is tough. With one blow
B from each, they both go down
7 ~ dead.
Fergus comes outta the
bushes and shifts into
Crinosform. He picks themup —
and they're heavy — and carries

f
o

the bodies back to camp, where he
‘ drops them in front of his bleary-
2 \ eved gangand says: “Ah, ya wimps.
i Yer not even full awake vet, and
['vealready killed two Wyrm crea-
tures roday!”
“Hey, thatain’t fair!" one of
his gangsays. “Youshoulda woke
/ us! Where're we gonna get some
. fomora to kill?”
i “Don’t worry,” Fergus says.
“I leftyasomeback in the woods.
A whole camp of 'em.”

The Fianna all leap up and
gather their weapons and run off
h into the wuudsl to loak forsome
Wyrm butt to kick, soasnotto be
shown up by their leader. Fergus,

he sits down and swallows the
rost of the beer left in the bot-
toms of the cups scatrered
about. And that, me friends, is

1 : a true Fianna. All the glory
with none of the hardship.

-
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Kecent History

The Fianna have undergone a radical change of late,
turning away from human palitics, which all roo often leads
to useless and ceaseless violence. One of their camps, the
Eire Fundamentalists, has seen many defections of late, as
even their Kinfolk forego violent solutions to long-held
differences. The Brotherhood of Herne has likewise suffered
a sea change in its ranks, as members call for more spiritual
traditions than worldly politics.

As a result, the energies of the tribe are now turning to
more productive affairs, especially the search for the Wyrm in

its own midst. Many corrupt hearts need healing, and many:

Fianna unable to reform their ways are sent on Umbral quests

to beg Stag for guidance in finding a new life path or a mﬁlgt
from the horrors of the ongoing war against corruption.

Angcient trods are sought again, and old i]lllﬂl'li.(..‘?;with r.he-::
fae are recalled. The Fianna feel that the mirthful magic thar’

oncesustained them in theirfight has been lost and l:hgtpuhdpa
the fae muld ht.ip them find it again. The Fiannaarer
y've dealt with the fickle lords and commoners
of thr: St‘.t‘“t.'- ‘.-md Unseelie Courts before, and they know that
there is a price to pay for any aid or gift tendered from Arcadia.
The Righ and the Council of Song have ealled for a
worldwide alliance with the other tribes, and they bid their
ranks to seek favor with other Garou, ne matter how
disagreeable they are. Thus, Fianna are bid 1@ hold their
tempers and smile away any insults the Get ¢ J"cnns or
Shadow Lords may serve up. Of course, such om goes
against the grain of the prideful tribe, and it ro;g.zm;;a to be
seen just how successful this campaign of alliance: \will be.

Organization

The tribe, as a whole, is led by a high king or qugen,
called the Ar-Righ, whose traditional $eat i at Tara in

naive,

.

.

-
Ireland, but the occasional high kifg has been knnwn rov

hold court in Wales oreven Bostén: Each: ualedl}ya king
or queen (often called simply *Righ”), w is backed and
advised by a Council of Seng made up of Philodox and
Galliards. This structure displays the benr of the tribe as a
whole: The Fianna value wisdom and song in martters of

judgment. However, they reserve the highest honors and,

glory in their songs for the Ahrotns; the most popular rales
involve mighry heroes of muscle and magic ‘*’?Nonethelesg.'
Ragabash also gain their due, for a hearty tau vandevena
malicious joke or two garner respect among ﬁlis.?ﬁ'iine.

At each moat, a sept elects certain Flanna o valued
“Chairs”: the Chair of Poetry, the Chair of Song and the

e

Chairof Stories. These Garou are the best of theirseptat the
named tasks, and Chairs from all over the world compete
with each other during the annual Grand Moot at Tara. To
win a Chair is a high honor; to win the Grand Chair is the
achievement of a lifetime.

Camps

e Children of Dire: This lupus-only camp has — like
the lupuspopulation as a whole — dwindled in recent years.
Theystill keepupthefight;however, sniffing out Wyrmscent
on th&: moeors, in 'xggei},gm’fd throughout the few remaining
\'@L ' oadhndx t\frﬁe British Isles.

‘ﬁ’.mfg e&f the lot, Grandc hlldn:n look up to rhf: hanrm s

S

b *ng{}:m amebmr. thenr !“Lls[l‘lull‘n Kinfolk, ann M.IC

y of CrOss- mbal allmme. rhc.y lead thc missions to
hu:,e lmndshma have been long seve wd in the

* Tuatha dQ Fl{mn. Ti'm Ldl‘l‘l]‘T Ims Lc‘pt the nid lore
concerning the fae alive, and it maintains generational
friendships with them. While many Fianna do not under-
stand the fae of wday, believing them logt in their own
games after playing “dead” for so long as to forger who they
are, the Tuatha know the truth: that the moderm world is
poison to a Changeling’s Glamour. Thus, they swear to aid
their friends of old by fighting the rising tide of Banality
however they can.

* Whispering Rovers: The Rovers mainly roam Eu-
rope, to keep abreast of the troubles there, but they rarely
stay long enough to become too involved in them. They
 probably have the largest gossip network in the tribe, but
”thty don't care much for inter-tribal unity — they've been

. itbbed too often by the septs of the lands they travel
- H%gh whether Silver Fang, Get or Shadow Lord. Some
even immigrated to America, where they travel the
fu:aﬂfand s back roads as modern-day gypsies, scamming a
x}me;al — or a fortune — from humans wherever they can.

Quote
. Ya all know Tuwan's song-of old: “I am the hot wind that
blows. | am the foam upon the beer. I am the boar at the party.”

I am the one who's damn sick of that song! It's time for some new
songs, and I am the bard to sing 'em.

— Angus Firethroat, Fianna Galliard
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The Get of Fenris know the truth: Gaia created them as For much of their time the Get have managed to keep
vessels of vengeance. The humans of the great, fn;%%;:n;-lorth -~ at least a handful of the tribes constantly offended by Get
lands killed the wolves without remorse, and soShe credted  attitudes. They don’t care. The time for polite conversa- I
the Get of Fenris to return the favor. When they'diamed or tion, if such a time ever existed, is long past. Ragnarok
killed the most ruthless humans, [hey 5!{._\le jg')inm{ with the COMEs soon l:llough. and everyone the Ger 51’1’(“.!1}_5[’}181’) will
culture of their onetime enemies and even began mating b grateful for such efforts. Until that time, the other tribes :
with them. Long after others had abandoned the Impergium, may whine and whimper abour this “mistrearment.” Until ]

the Get continued the duties they'd received, dealing death they stand and fight, the Get choose not to listen.
to the careless and watching over the remaining Scandina- :

vian tribes. Looking back at the recent past, many of a{(’fent H,sn’ry
them feel they'd have been better off to con-
tinue the killings. The Get learned from the
Norse men, They learned the glory of combat
and the joy of killing an enemy: lessons
they've never forgotten.

Since the time of the second Great
War, the Get have seen dissension within
theirranks. A fewstill contend that Hitler
had the right idea: Kill the weak com-
pletely and save them the inevitable

suffering. While such extreme
survivalists find the idea
sound, the vast ma-

When their Norse Kinfolk moved to
other lands, the Get went with them to serve
as protectors and sometimes as leaders. Wher-
ever they went, the Get of Fenris sought out
the other werewolf tribes, watched them and
learned their ways. What they saw disgusted
the Get. Most other Garou were weak,
barely managing to hold their lands
and seldor doing anything at all
to keep control of their hu-
man Kinfolk,

When the time came, ‘ \
the Get began teaching
their werewolf brethren a
few huard lessons. Most

important of all was sim-
ply this: Protect yourselves
and your caemns, because if
youcan't, we'll doit for you.

The Get of Fenris
are warriors. They fight
the Wyrm, its minions
and all who need kill-
ing, and they fight the
other Garou to make sure
that all are ready when
the time for Ragnarok —
the final battle with the
Wyrin — comes around. They
fight because they must. In dis-
tant times, they were content to fight only
when the need arose, but these days the
struggle demands that they constantly
test their Garou cousins, whether
their cousins like it or not.
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jority can't tolerate the idea of genocide — that is the way
of the Wyrm and the way of the fool humans who can’t be
trusted to know betrer. But the supremacists are still out
there claiming that only the Get and their Kinfolk have the
right to survive. The struggle has produced fragmentation
among the Get of Fenris. The camps war among themselves,
each derermined to seize control of the tribe and lead the
way to victory. While not all of the Ger are members of
camps, they all feel the repercussions of this strife just the
same.

Older battlesstill continue to rage aswell. The Wendigo
have long contended that the Get's interference in the Pure
Lands is at least partially responsible for the Wyrm coming
to North America. The Get don't agree. To the Ger, the
Pure Ones' own lack of fighting skill and general cnmpl%-é
cency made the Wyrm'satrival inevitable. Just recently the
Wendigo began trying o tike back what the Get of Fentis
claimed by farce over o hundred years ago, The Get aren't.
exactly w&gitmg aroupd for l‘.Ht: .artacks ﬁe&-‘ﬁ tl;%ey f@’
actually faiming the fires.

At the worst possible hﬁg. thc humans have
making life especially difficult, threatening she rtghg of d

to arm themselves and fretting over whetl@ar or not each .

action another makes is pnhmall?cm;mct i The Get have

no time for such honsenses As human militias gather their

arms and prepare to fight aga_-"* t the country ﬂ\gi: ar ntu]
them theit freedoms, the Get gird themselves furba tr
prepare tor tha I:\loodv camagc to come. =

for their ability to fight and their abiliny tﬂiead i that order.
While each Jarl hag advisors, igi8 hasogtmnmxﬁmfé’th&m. $0
long as he can keep his titledles snetu;mommon fora Jarl to fall
in ritual combar only months after taking his command.

Younger, stronger Getare alwaysaround the cornerand always
looking for any sign of weakness. Jarls may be overthrown only
in ritual combar held after moots, and only if there are other
Cet to witness the battle. Anyone eager to take a Jarl’s place
had best be among the finest warriors the Get ever produced,
however, as the Get often fight to the death.

Camps

As stated earlier, the tribe is spmewhat fragmented.
Most Get still manage to work together, but there are

:j:segun .

TheGetof Funrisaferulﬁd by ]arls The mbechomm; m&é_: .

growing political factions that are beginning to make noises
of conquest, of seizing power in the tribe. Some of the
factions seek control, others seek only a voice in tribal

affairs. Either way, as is usually the case with the Get of

Fenris, they will be heard.
® The Fangs of Garm: The Fangs of Garm are among
the most active of Garou in protecting the innocent. The
best way to save people from the Wyrm, they insist, is to
make certain the Wyrm never touches them. Where areas of
high crime exist, the Fangs are ll]\dy toform neighborhood
wartch teams ami _vlgﬁanigﬁ groups_to. enid the problem.
‘\mon;.fihfg Get «of Fenris, the Bings of Garm are the most
_aympﬂt&etlﬁ to the other tribes. The Fangs often demon-

S

" make/its sympathies known at gay rights and NAACP
1e Fangs are at least willing to listen to the Chil-

7 drenof Gaia, M\d they oftenhave dealings with the Wendigo

. dnwé %tﬁ i espaevertheless, the Fangs’ relations with
he Pure Ones are _sﬁﬁneumcs strained. It should be noted
thar the Fangs, like virtually allGet, still believe themselves
stronger., and more skilled than thesayerage Garou, but
they're Wﬂmgw averlook the others’ flaws and work with
t;gur Cousins anyway,
. * The Hand of Tyr: These Geg hold to asimple, old-
sclw( il philesophy: The only good deathi§one thathappens
in glorious combat. Nothing is more important to the
m 'eml‘crs of the Hand than victory and an honorable death.
Jowever, their love of honor has led them to severely
ish all whom they see as useless for anything other than
izer. The camp is well known for its brural reprisals
st murderers, drug dealers, child molesters and rapists.
hey save the need to change into the Crinos form as a last
resort, as they prefer to use their bare hands in destroying
. such human opponents.

* The Valkyria of Freya: The Valkyria want equality.
This camp, primarily of female Ger, demands that its mem-
bers' voices be heard. It wants to make certain they're seen
as equals by all the Ger. While this camp is small, it is
sometimes among the most volatile. Some of the Valkyria
want to defect and join with the Black Furies, but the long
hisrory of bad blood between the two tribes makes such
unions very unlikely,

Quote

Getup! I'mnotdone killing yowyet. You fight like awoman,
now die like a man!

— Kaavi Axe-Hurler, Get of Fenris Ahroun
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'tr@fe at Native American protests and fight for the rights of
. North Amfierica’s first citizens. This camp is just as likely to
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There came a time when members of all the tribes gréw changes happened, but always making certain the wibe had
weary of constantly travelling with their human herds: Around * enoughvinfluence ro sway these changes. As always, the working
the same time, some of the humans decided to establish ' €lass continued, as it continues today, in a constantly shifting

. A . A e ’ B e TN
themselves in regions that were geographically sound and that world — and the Glass Walkers are there.

offered both land to farm and shelter from the worst of Gaia’s . The robber barons were replaced by harsher, more
wrath. Gradually, overthe course of a few decades, the tribethat husiness-savvy types such as the Mafia. In true survivor fashion,
would eventually call itself the Giass Walkers began H‘J’_i‘rrmk the Warders met with these new powers and imitated them,
They revelled in the changes affecting the world. Theythrilled — Semietimes they even joined with these groups and guided
at the building of cities and towns. And they continued to  much of what followed. However, always présent as a thorn in
protect their herd from the predatory vampires. the Warders' collective side, the vampires vied for these same

power bases. From time to time, a brief
rruce between these supemnaturals

In the growth of civilization, the newly
formed tribe, called the Warders, found
fresh challenges to meet and innova-
tive new ways to work within the
strange cities built by humans. The
strong always survive, the weak al-
ways perish: That is nature’s way. But
the cities made survival of the fittest a
puzzle that had to be solved. By watching
the humansand associating with the ones
who could gain strength in the cities, the
Warders became mote powerful them-
selves. They solved the niddle of
thecitiesand flourished, where
others would surely have
fallen. Ascertain factions
among the Silver Fangs
and Shadow Lords
tookcommand over
theupperechelons
of society, the

comes to pass, but it always
breaks apart. The two groups
are too different in their

: approachesand their be-
= liefs.

When humanity
captured the power of
steam and iron, the
Warders were there,
though they'd
changed their tribal
name (as they'd done

several times previ-
ously) to something
more appropriate: the [ron
Riders, When the human
workd industrialized iself, the
tribe, now known as the Glass
Walkers, changed with it yer

b again. Nuclear power, a terror

: / to mast in itsearly days, quickly

attracted the tribe’s scrutiny.
So, too, did computers and the
Internet.

Warders merged
with the mer-
chants and the
criminal  ele-
ments to estab-
lish their own
roots of power.
In time, the
glory of the
nobles fell, and
the Warders were
there, once again using

Whereas other Garou are
b still puzling ourt just what the
cities are good for, the Glass
Walkershave found theirniche.
They still warch over and guide
their herds, though they do so
with a frightening subtlety
worthy of the Weaver. Per-
haps the Glass Walkers
areno longeraswild as
they once were, but
BN rime has proved their

their human connections and
weaving lines of power in hu-
man society, With more com-
plex governments forming, the
Warders worked their way from
the bottom toward the upper
levels of power, never taking
charge of the countries where such

vision worthy, and
s ; they have survived and ex-
celled.
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Recent History

The expansion of the human race has been a boon to the
Gilass Walkers. They hold influence throughout the world,
and their money is certainly more immediately useful than the
claws and fangs of their more savage counterparts. These days,
the Glass Walkers hold an incredible amount of powerin the
form of information. With its hidden files and its spy programs,
the tribe gleans information about what Pentex is working on
and how best to stop other megacorporations from serv wgthe
Wyrm. There are whispered rumors that the Glass Walkers
plan to throw a major assault against Pentex in the near fugme
not a physical attack, but a financial one. Individuals' i the
know are whispering that someone is planning a ﬁ%ﬁtﬂc
takeover of Pentex. The Glass Walkers aren't tdlkln‘g, but
they're doing a great deal of smiling, .

NAFTA marks one of the Glass Walkers' mOst recent
failures. Despite their most strenuous attémpts to force envi-
ronmental issues into the trade agreement, the best théi%mu}d
manage was a promise by each country to monitor such
situations. While the tribe considers the legislation a
blow ,\g sinst Gaials pluru_tmn. rlu (1 ass Waiké-

The ml e's DERt step inv ol\ es mvedlmg t
vampires represent, but given the Kindred's I“ﬁ&ldg&ll'ﬂ—
paigns and increase of horror-related shows, mai:i;}r Eﬁ'enpic
now lean toward sympathy for the vampiric hmnﬁéﬂ%y see
as fiction — or, in some cases, as perfect mog

Obviously, a new method of .macl%mug; he fi& i1i¢
Orgamzaf.:on ;”:::7';

over th:. rest hy means nf oﬁgrlng Prometion f-l\,ur:- nmi
information in exchange for loyalty. The leaders of these
families are called “Dons” or “Lordsy” ‘and their power is

immense, Few can hope to stand L\lem mﬁﬁ tha&clme;a}._

and financial power of a local Don, a@ﬁ n thie inform
age, it rakes remarkably little f of these glants to
shatter the entire livelihood of any r{val ‘Angering the Don
could mean a slap on the wrist or an audit by the IRS, with
all the offender’s assers being seized in the interim.

Must Dons are enthusiastic about the ever-changing age
of compurers, and rthey give a great deal of leeway to their
younger associates, while simultaneously making certain that
the elder members of the family enforce tribal loyalty by any
means necessary. In the world of the Glass Walkers, every-
thing is business, and that includes saving Gaia from the
Wyrm. Justas in business, the Glass Walkers are often ruthless
with anyone foolish enough to consider betraying them.

Camps

Glass Walker camps are less violent than most, but they
are just as hungry for control. It's not unusual for the
influence of the different camps to switch from day to day,
and that's exactly how the Dons like it. Competition keeps
everyone working hard, and hard workers produce results,

i' City Farmers: The City Farmers are working quietly
anddiligently to bringabout a different sort of urban renewal.
Th% are behind several of the recent trends roward planting
rréesand bushes inside buildings, and they've been instrumen-
tal i granting the funding necessary for development of
effective hydroponics gardens. Most Glass Walkers see their
ownefforts as transitory, but the City Farmers are beginning to
hehﬁw_ th atthe n[her(mmu are ru_rht and that rhc Ap( x.aly pbe

andom Interrupts. They've decided the best way to
¢ the changing world is to meet it head-on. The Cyber
(fond of eybernetics and are actively enhancing
ven goltsadar as to attack hidden establish-
ments. Maat deal in advanced wetware to get the technology
rhagtwum One of the camp's greatest sins is trying to recruit
lapus Garou to its beliefs by forcing enhancements on them.
Sofar, of the 15 attempts to build a better lupus, seven haye

d«leﬁ ami ;hn:e haveganc mad from the changes. The Cyber

5

rec@rd i Eﬁwm is «t,.mddluus

SR

comgz. ers and moving dmﬂ.ih' into the splrlrndl rLdlm of
the |t net.1o obtain information and hack into files that
weu@ otherwise be inaccessible. No files are secret or sacred
in the eves of the Interrupts, and they've begun to learn
things about other organizations that could prove very
interesting to the right buyer. Thingsabouta pnwerful group
c..illgd the Technocracy and several of its factions...

& ﬁrhan Primitives: Disdaining the computer age, these
Gi n‘ems& togrowstrongerand more influential by using their
wits andp}; sical prowess. To this end, many of them have
s angs and seizing control of areas where most

.

%CLL% Walkers wouldn't consider dwelling. Most often tat-

“tooed %p:e@ad;scﬁud and shaved, the Urban Primitives have
their own set of challenges to face every day, from finding
places to live to eating regularly. Of all the Glass Walker
camps, the Urban Primitives' members are the ones most likely
todraw weapons and go for actual blood in afight. They're also
the Glass Walkers most likely to win in any such combat.

Quote

Civilization is inescapable. Why hide in the eradicated
woods and lament the loss of the world? Instead, why not adapt,
assimilate and conquer the new world that is coming?

— Junius Datatree, Glass Walker Philodox
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The first Red Talons did find others like them-
selves, but things were not as they had expected.
Everywhere they found Garou mixing with hu-

"+ Qecent History
mans; the Fianna sang and danced, the Children

A
of Gaia played with their human Kin, the Bone

A

After the apes had learned to walk upright and discov- ~ With growing alarm, the Red Talons watched the
ered their friend fire — after Mother Gaia bléssedisome of humans hunt their wolf Kinfolk intc extinction. They
the humans to walk like wolves and honored gome ofithe  watched their precious forests turn into highways and hous-
wolves to walk like men, the better to keepian eyeon the ing developments, Also, they watched as the other Garou
unruly apes — the first pack of Red Talo#is formed. did nothing to protect the

When wolves first began to walk like man, there were :
many of them, but they were scattered across the land. They \
found they could no lenger run with their cousins. The .
wolves-who-could-not-walk-like-man said, “You must go ' :
out of our pack. You scare away the game and take too much
for your share. We still honor you, but you must find others '
of your own kind.” So our great ancestors |eft behind the _ =
Gnawers ate the refuse of the apes and the

company and the family of their packs in searcl of others
Glass Walkers wasted their time with toys

like themselves.
and trinkets. They also found those Garou
who seemed to have the courage, but not
the direction, to do Gaia’s will:
the Ger of Fenris mindlessly
c¢lashed with one another, the
Black Furies wasted their
energy on human
causes and the
Stargazers were
tOO Crypric toun-
derstand. Even
the mighty Sil-
ver Fangsargued
amongst them-
selves in theiricy
caverns, already
tainted by their
coming madness.
They all begin to howl to
Gaia, to ask for help, to plead with
her for some sign. No answer came.
But the Half Moon of our many-
times-parents looked around at the
gathered Garou and knew whart had o be
done. As the other Garou would not help
and the humans were growing in power,

. ~ = -
the time had come to form a pack of
werewolves that would take action. %
P
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Wyld but continued to fight among themselves. The watch-
ing has ended.

In the great winter-waste of northern Canada, the elder
Red Talons met and decided on a course of action. This
meeting has become known as the Winter Council. Know-
ing that the other tribes would unite against a renewed
Impergium — even though they can't seem to unite against
the Wyrm — the Red Talons decided on a subtler course of
action. When the council dishanded, several alphas had
agreed to the plan and all had agreed to keep the meeting
secret from the other tribes.

In the coming seasons, a few Red Talon cubs from
around the world would be hidden from the other tribes. Of
these new Garou, only a select few would be allowed to join

packs with other tribes, in order to maintain a semblance of

cooperation. The other Talons would be raised to adult-
hood, trained as warriors and placed in packs, without ever
meeting another tribe or even a single human. With these

“untainted” Garou, the elders would begin their plan of

renewing the Impergium.
Of course, not all Red Talon elders support this pls
Many decry it as wishful thinking thar a handful of Gaj
a2 L i
could begin to undo the damage wrought by thuuﬁ%nd
years of unmitigated human expansion. Others nutter that
humamu is too powe rlui nnd that a reumt.m:dx Tmpergi um

against the hated humans. The first’ of the aecr:.t@c s has
already been formed. = ;

Organization

The Red Talons retait more oisrhen wolf herizage than
any other tribe. Their4ocial strdepure dependsén Jevels of
dominance determified by strength, cunning and “endur-
ance. The Alphaleads, dl;dﬂﬁl‘thtr’s bowsoherwishes. The
hierarchy often pamiie]ﬁgthe order in wl’ucﬁs"the group eats.
The Alpha ears first and allows others to dine at her
discretion. Violaving this pecking order constitutes a chal-
lenge of authority and usuallyeesults in a fight for domi-
nance. i

Recent years have actually seen a few metis born into
the tribe, to the shock of many Garou, Red Talons and
otherwise. It is a sign of the tribes growing desperation that
these metis are being brought up in the Red Talon way and
given places among Talon packs. (Other Garou whisper
that it’s a sign of the Talons’ desperation that these metis are
being conceived at all. Either way, it seems to be a poor sign
for the future of the tribe.)

A WUote on Uames

The name of a Red Talon can be found in her howl.
Unpronounceable to humans, the Red Talon sings what-

tribes, in the hnpc l:hdt Lxrlﬁm |1a~. a &eoi%t wequ_m. o u§§?

ever resides in her heart of hearts. This is her true name, and
only wolves or Garou who know her well, such as a mate or

pack member, can reproduce it. For the convenience of

other Garou, a Red Talon often chooses human words that
at least represent the song in her heart. Most names repre-
sent a favored activity, a spectacular deed or a particularly
special aspect of Gaia, such as Moon Chaser or Blood-Eye.

Camps

Camps are fairly rare among the Red Talons, for various
reasons. The first and foremost, however, is chat this tribe is
much more closely unified in matters of ideology than most
n:hcr m’hes — an_d,g_ingth's_s case, the ideology is an unfortu-

ﬁlg:ﬁpm;,r{:hh of hnmu saptnns. Humamw dmbn t :\tt.at.k
pature the way a wolf brings down a doe, it simply absorbs
everything Gaian. While the Warders would reverse time so
that predators once more ruled the world, it is this nostalgic
thinking that is costing them the fight.

» Whelp's Compromise: The most compassionate —
at least from a homid’s perspective — of the Red Talon
camps, this group has adopred a few homid mannerisms, to
the great distress of tribal elders. These Talons have sug-
gested arseveral moots that the tribe should bide its time and
simply curb the progress of humanity, rather than waging
outright war against the apes. Better to use the humans’
weapons against them, they argue, and not futilely strive for
the humans' exrincrion. Most members of this camp in no
way believe that humams deserve any amount of mercy, bur
they fear that the Talons' goals may lead to an all-out war
with the other tribes.

Quote

The apes breed Wyrmspawn like a mongrel's back breeds
fleas; kil the mongrel and the fleas will die off. I you protect
them, dog, then you deserve your fate.

— Bloodmoon, Red Talon Ahroun
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When Gaia stretched Her hand forth acress the land
and sculpted the first fifteen Garow;they were a failure.
Scowl not, cub, for it is true, and there issiothingto be done
about it. Oh, they fought well, to be sure. They growled and
snarled and leapt and clawed and bit, and they tore through
the hatchlings of the Wyrm like no other creature could. But
for all that, they were not enough. And Gaia despaired, for
although Her children were formed of ok and ice and thorn
and all things strong or dangerous, they still
lacked the strength to prevail apainst the
Wyrmlings.

And Grandfather Thunder,
mighty andunyieldinginthe
darkness above the sky,
looked down to see

Gaia's plight. There

Legendry

S
-~ hewarchedHer and waired. He waited as She asked Luna to
-~ bless hepehildren with Rage, and he waited as She asked
Heliosto scour the sores from Her sides. And finally, Her
eyes rose to his with an unspoken plea — and he descended
to Her.

The pup that She then birthed wasblack asa hole in the
sky, and the strength of Thunder himself roiled through the
young one's veins. The strike of his paw was as a thunder-
bolt; the force of his howl was as lightning. Ashe leapt into
battle, the other Garou rose

up at his heels and followed
this great warrior, this first
Shadow Lord, onward to
victory.

And yer, glory shall al-
ways breed jealousy, and in the

hearts of the first Garou a cancer
arose, aspite that turned themagainst
the Shadow Lord and his chil-
dren. But hush, cub, for that is
another night's tale; and you
will know the root of our griev-
ances soon enough....

* " Recent
o History

The Shadow Lords’ pa-
tience has been strained to its

a timits of late, The tribe
has carefully monitored

~a
/ k \ % reasons than the Children
of Gaia or the Glass Walk-

ers. Rather, the tribe has been

the atrocities of human-
ity, but for rather different

cataloguing the incidence of slaughter, rape, tor-
rure, incest, genocide and the sundry crimes of
humankind — all to serve as evidence. As far as
the Shadow Lords are concerned, humanity's
dark deeds have far outshone the Impergium, the




War of Rage or any of the stains on Garou history — and  of the highest stats are allowed to attend, and the Lords
even the Garou's crimes, they reason, were not prevented by have multiple means of enforcing their privacy....

the “Gaia-ordained kings of the Garou.” C
Many Garou are becoming very wary of the Shadow amps
Lords. These others worry that, with the End Times at hand, * Bringers of Light: Distrusted even by theirown tribe,

the Lords may make their bid for power soon. Of course, few the Bringers of Light place themselves in daily temptation
realize what staunch proponents of patience the Shadow for the good of the Shadow Lords. They are known to

Lords have always been. Garou who know the Lords’ ways  consort with mages, vampires and worse, to make lengthy
well realize that the tribe will not make a play for power until undercover stays in Black Spiral Hives or even to visit
it is quite, quite ready — which is small comfort. hideous Umbral realms such as Atrocity. Many Bringers

But Margrave Yuri Konietzko, a Shadow Lord strong  have fallen into full darkness, but ones who survive show a
enough to keep his domain even in the vampire-infested  tempered purity of spirit that even the Wendigo might envy.
Carpathian mountains, has grown rired of biding his time. * Judges of Doom: Perhaps the most infamous of
He has sent .'\[(H'I'Ili,m“\ to '1” qhadow I.{‘lfd S&p&i of Id[{. Sh[ldl)w?‘l.ofd camps — or even ofall ca mps— the judge:‘: of
demanding their support in a yet- unspu::ﬂeﬁ%n&hvm to Dgom are a fearsome force for Litany law throughout the
come. And although most Silent Striders “’mﬂdﬁ‘?@ﬁl} eye  (GarouNation. Althougha quaai—se:ru society, tales of this

to know the tribe’s answer 't Him, it remains a mmt?‘- ‘grim band of pitiless executioners spread quickly from sept
0 ivati . G  tosept. Some have m:n;mrf.d the Judges of Doom to the
rgamza lon L PO ﬁuman Inquisition inerms of fanaticism and ruthless meth-

Onleene Garou has the right to mule aShadowdird  ods*More than g@ne seemingly upstanding sept leader has
sept: the strongests This leader bmukgmafﬂéﬁg%t from been dra},g,edﬁimmtho night toface Pum-‘?hmt“t for his“well-
underlings; the Lords havé aclear system of dominance and ]‘Hddtn Wynﬁ taint.”
submission, and woe to allwho willnet or cannot leam their o .| : arou, are af tmo minds concerning the true
place. Might does not make righ, in the fribe’s view: Rbﬁt-l%!’ mﬁ?amm of this all-Philodox camp. The more popular
might getsresults. Few of the Lord scancern dfeﬂgel\'ea with % fﬂﬁa%ﬁs&m&tﬁc}uﬂg’es strike at {corruption” inother tribes
questions of what'is *more l'li_.,]‘lt or “less w%ixg’%i—éﬁ@ﬁiﬁt - lx%rdértff*shﬁtl\ andweaken rivals, thus granting the Lords

ST
S

matters is what isnecessary..  dmmme. . aﬁbtﬁét advantage in their quest for dominance. The sec-
Of course, the Shadaw Lordsﬂ@uldgaef@g!s 0 mm Mlﬁdx&&th@u@gesﬁ%e atoning for some great secret in the

that physical strength alone confers the right to rule. Cun- Sii‘adc;iv Lords’ pase. Noiie can say for certain.

ning, charisma.andspiitual power have all led great Lords e Society of Nlﬁhogg-“gecretwe in the'extreme, this

to stationsabtve their fellowsmmxdkeptthem;hege, for wj:cégp%%i LSS more of} rhe mystical than on the political.

h i
the Lords in no way jelefdte incompetence among their “The group’s. fanatu.um would revile even other Shadow
leaders. Garou whe tead the trib¢ wisely and firmly shall ~ Lords, were it m.ade public. To the Society, even sunlight

rule. Garou whé are incapable shall be dragged down. itself is an affront @, the power of Thunder. Many other
Peculiarly, the Lords fifid that by merely attaining the ~ Lords feel that the Saciety may be going too far in its
position of leader, a Lord has proved himself “perfect,” devotion to darkness; if the Lords see a genuine threat to

worthy to rule — unless he is proved otherwise. Until thar  their infrastructure in the next decade, it may be due to
proof comes, Shadow Lords defer to his wishes asthough he ~ machinations by the followers of Nidhogg.
were the chosen son of Gaia Herself.

It's rumored that the Shadow Lords normally hold Quote
moots of two varieties: the commonly known moots where Atlastithas come to this: thatmeycy has finally proven itself
policy is decided and revels held, and darker “shadow @ weakness and compassion is revealed as a failing. With owr
moots,” — forbidden even to young Lords — where the  numbers fewer than ever before, any fool can see that methods are
tribe’s true plans are discussed and enacted. If the Shadow  a huxury. Results are all that matter now:.
Lords truly hold such moots, it’s guaranteed that only Lords — Margrave Yuri Konietzko
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Legendry

Some will tell you that Wolf knows the secret of Death, and
in some ways that's true. But among all the Garou, the Stridersare
the ones who've learned that secret twice over and the ones who

took their duty as guardians of the next world most seriously. Now,
there are many tales of how the Striders pried Death’s wisdom our
of his bony fists: But the one [ heard takes place before there were
tribes; when the Garou were still cubs playing in the sunlit green
world and had little idea of what was to come.

It was after the rise of the Gauntlet thar Death came to be.
When matter and spirit were still one, there was no need for Death
— things did not cease to be, but only changed into something
different. Bur once the spirit world was removed from the physical
realm, peaple began to die as we know it.

Now, the Garou learned the secret of Death not long afrer the
rise of the Gauntlet. They knew where the dead’s spirits would
travel, and they peacefully accepted this new way of doing things.

Bur one of the daughrers of the Garou wanted to know more,
She was one of the most clever Garau along herriver,
and she loved her friends and neighbors dearly. How-
ever, she was also very inquisitive and was constantly
secking the answers to complicated questions. She felt
that this newcomer Death must be very wise, as he had
everyone's wisestancestors in his lands
and probably spoke with them
repularly. So she asked her father
againand again ifshe could govisit
the lands of the dead and leamn a
little more of Death's grear wisdom.
Atfirsther father refused, but he could
not resist her forever. Finally, he agreed
to let her go into the Dark Umbra and
ask Death if he had any more secrets.
But as she packed for the journey, her
father called to Owl, a friend of his.

“Owl,” he said, “1 would ask you
to go with my daughter to Death's
house and make sure she rerurns safely.

Dearh's lands are dark, and 1 would ) LA

feel better if you kepr your sharp J[.f"'_: j_’_.':_:.._‘::

eyes on her.” / = ol
Owlgladly apreed, sndwhen ¢ — =

the young Garou set out, he trav- s -

elled along with her. The two of 1= -

them talked a little on the long, {“' 7

shadowy road there but mostly kept

their thoughts to themselves — for \

she was preoccupied with the thought
of the wisdom that lay ahead, and Owl
thought she was being foolish but didn't
want o say so.

Finally, they reached the house of |
Death. The young Garou walked up to the
porch and knocked, while Owl waited on the
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as she walked into his house, he closed the door again, with a
sound like a falling slab of lead.

Owl waited on the gate for her, but the door did not open
again. Owl waited and waited, until a month had passed. Then
he flew to the doorand called inside, “Youngling! You have spent
time enough in thete, and your father worrtes! Come cont, and let
us go and hunt!”

Death’s voice came from the other side of the door. “She
can'tleave yer; we haven't finished dinner. Youmay come in too,
if you like, Owl. L ama gracious host, and 'l offer you food, drink
and a fine perch.”

But Owl knew betrer.
He had seen many people
andcreatures diesince the
Severing, and notone had

he seen return. “You may
be a fine host, Death,”
Owl called back, “per-
hapstoofine. If ] can-
not persuade you
to let your guest
leave, L will have
tofind someone
else ro ask

you."

/ (2

gate outside. Death opened the door and welcomed her in. And
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So Owl took flight from the dark lands and returned 1o the
surface of the spirit world. He flew high above the trees, then
above the clouds and finally above the stars. There he came to
the house of Phoenix, where the great spirit perched and looked
out over the world.

“Mighty Phoenix,” Owl said, “a friend of mine has gone to
Death'’s house in search of wisdom, but he will not let her come
out again, Will you help me?”

Phoenix smiled. "I have already seen this,” he said. “Here,
we are higher than even time itself, and I can see whatever has
come to pass as well as what will one day be.” He spread his wing
roward the world below, and Owl looked and saw that it was so.

Pheenix continued, “She isaclever one, though not as wise
as she thinks. I like her, and for thar as well as our friendship,
Owl, I will help her."

Then Phoenix plummeted from his perch and flew down
through the worlds into the Dark Umbra. He dove through
Death’s window, and the flames leaping from his plumage lit the
gray house more brightly than it had ever been lit before. Death
recoiled from the burst of light and color and tripped over his
chair. The young Garou did nothing — she was lying as if asleep
before the empty, cold fireplace. All the color had been stolen
from her coar, and she was lean and black as a shadow.

Phoenix took her in his elaws and beat his mighty wings.

Flame hillawed forth from his pz'mm:mand washed the shadowy,

world “’l!‘.h’ilght And Phoenix s 'ﬁ[xward » Quf Oéﬂ'te land of
the dead, up through theMiddle Wordd %d up above the sky.

Thieyoung Garou stirred then, lifé tetliming 1o her %ﬂ-

Phoenix’s fire wammed her. She apened her am@ami:lwkﬁd out
across the heavens, and she gasped at the h?auﬁf af it all.

“Do not pain yourself gazing an the stars’ faces,” Phoenix
bade. “There will be time enough for that when you slip the
shackles of your body. Lock instead down on the world. If you
would have wisdom granted to none other, then look upon this.”

We all know what she saw then, for she told her story again and
again, We know her vision as the Prophecy of the Phoenix, which
has proved ro be one of the truest warnings ever given to the Garou,
Burt as Phoenix descended, carrying her back to the warld, she stole
a glance at her homeland, the land of the great river.

She looked to see the fate of her friends, her descendants,
her family, and she saw — northing. Not one Garou walked the
valley of the sun, and the nights of Khem belonged to snakes
swollen with stolen blood.

And she wept for the things to come, not even in the
Apocalypse, but all too soon.

Recent History

The Silent Striders are becoming heavily concerned by the
growing numbers of vampires in the world, The tribe’s travels have
made it more aware than any other Garou of the Leeches’ spread,
and the Striders’ long-standing hatred for the undead compels
them to do something about the situation. However, the Striders
have nothing near the numbers or resources to fight a prolonged
battle against the vampires of the world, and so they quietly
deliberate over a plan of action.

The tribe’s members are currently occupied with an internal
debate — whether or not to break their long silence. Some elders
claim thar the secret they have quietly borne since the First Times

e
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cannot be revealed to the other Garou, for fear thar the other tribes
would disregard it as some elaborate scheme. Others counter that
such honesty could be the step needed to galvanize the tribes and
prepare them for the imminent Final Battle. Of course, Striders being
what they are, they are taking their time with their decision.

Organization

The Silent Striders have little in the way of formal organiza-
tion. As the tribe is almost completely made up of wanderers and
exiles, aformal hierarchy isoflirtle practical use to the Striders, They
communicate with one another mainly by leaving Garou glyphs,
graffiti hieroglyphs or similarly cryptic signs behind; a Silent Strider
can somerimes learn where the local vampires' hunting grounds are
just by scanning the walls of a subway station.

Striders congregare only when chance brings them rogether,
save for the occasional grand moot, which all members of the tribe
try to attend. The location of this moot changes with every
occurrence, though such events are usually held on a desolate
stretch of untravelled road. No outsider could say which Striders
decide that amoot is necessary, nor is it known exactly how word
gets passed from Garou to Garou. Itsimply happens, and the details
of how are a tribal secret.

Among all the tribes, the Striders hold the smallest number
of earns. Few of these werewolves have any lasting love for a place
(apart fronythiose rales of hisancestral homeland a Strider might
preserve), and mostarebomn with a wandeghust deep in their blood.

When a Silent Strhie:ﬁmﬁy chaoses a homc t{g_g.lll his own, he
intends to die there. . : &
Camps T ,3

» Harbingers: Most other Garou, asked to describe a Silent
Strider, would probably describe a Harbinger. These cryptic wolves
oftenappear at moots as if from thin air, to bring warnings of things
to come. Most often, their warnings are accurate. The Harbingers
enjoy quiteabit of respect from other tribes, and they almost always
receive silent attention when they want to speak. The camp has
access to the Corax Gift: Omens and Signs (see p. 149), which
accounts for many of their prophecies.

* Seekers: Most of the Silent Striders remaining today fall
into this camp. With little left for them in Garou society and less
in the human or wolf worlds, Seekers wander from place to place
as they accumulare lore and wisdom. They are frequent visitors
to libraries and try to carry as much knowledge as they possibly
can in their minds. If a Seeker sees it, she’ll probably remember
it years from now.

* Wayfarers: The other Silent Striders have lirtle respect for
this camp. The Wayfarers care nothing for duty or knowledge for
it'sown sake; they measure theirworth in terms of money, training
or favors. They make their services as messengers, thieves or spies
quite available to the average sept, but always at a price.

Quote

Sometimes you just have to spit-in thar Wyrm-bastard's eye and
setoff running. If he doesn’t chase you, fine. If he does, you can take
him to meet some friends of yours. If he catches you — well, you were
probably too slow to be in this business in the first place.

— Mephi Faster-Than-Death, Silent Strider Galliard
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Legendry

Long ago, in the days before many the world wasashining
place. Gaia warched over Her lands and Her children, the
animals, and was content with what She saw. But from afar, up

5

in the black places between the stars, a great Darkness looked

down upon this wonderful world and coverted it. It flew down

from behind the sky and seized up the spirit of Gaia Herself,

then burrowed beneath the World Navel with its captive.
Without Gaia’s blessing, the world withered,

Darkness began dripping from the

sky, and the land began to fade

intohlight. In response, the lords

of the beasts — Lion, Falcon,

Griffin, Pegasus, Stag, Chi-
mera and the rest — gath-
ered in council under the
World Tree, There they
argued for hours, each
claiming a rightful place
in the war party to res-
cue the Mother.
Finally, Waolf
asked to come with the oy
ather animals to }u.‘l;‘.‘
rescue Gaia. But they r

laughed at him for his
presumption. — Uni-
corn called Wolfa sav-
age, while Lionclaimed
thar Wolf's blood was
ignoble. Chimera
called Wolf a fool, and
Pegasus disdained Wolf
as a mongrel. Not one
would allow Wolf to
join theirwarband, and
they left him waiting at
the World Navelasthey
descended into the
realmofthe unliving
Darkness.

They fol-
lowed the haunt-
ingsound of Gaia's

“‘I‘--...-

voice to the gates
of the Dark Thing’s
lodge;, where rthey
called out for the
Darknesstorelease the
Mother. “We are many
to your one!” they cried.
“You have no chance
against us!”

‘But the Darkness was far more powerful than they had
thought. It rose up from its lodge like a tidal wave and drew
them all into the chill folds of its being. Lion tried to claw i, but
the cold drew his strength away. Chimera could speak nospells,
and Unicom could not so much as toss her head. One by one,
they fell numb, And with a laugh like a crumbling mountain,
the Dark Thing spat them all back into the sunlit world and
returned its attentions to its captive,

Wolf came to the animal lords and licked their wounds.

Then he growled inalow voice, “The Darkness cannot be
allowed ro succeed. I will go and fighu it for Mother
Gaia's spirit.”

Again, the others laughed bitrerly.
“What chance can you have!" asked
Lion. “We are the greatest of Gaia's
children, and we failed against
this great monster. How could
yau hope to stand against it]"

But Falcon raised hisshat-
tered wingand said, "We have
all failed. It costs us nothing

toallow anotheranimal, even
one so low as Wolf, to try to
free our Mother.”

So the crushed and bat-
tered animals relented, and
they allowed Wolf to enter
the World Navel and walk
the long runnel to the Dark-
ness, cold and alone. But

whenhe reached the Dark
= - 1\ Thing'slodge, hedidnot

. call out achallenge. In-
stead, he quietly crept
inside. There, Wolf
saw the Darknessforce
the spirit of Gaia to
sing to it. And as She
sang, the tiny, soft,
beating heart of the
Darkness pulsed with
a terrible life.
Wolfereptupto
the Darkness and
lunged. He sank his
fangs intoits foulness
and closed his rer-
rible jaws about
Darkness’ heart.
Darkness howled in
a voice that rartled

the world.
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“I shall destroy you!" Darkness thundered, and it barrered
the life from Wolf. Wolf bit harder.

“I shall kill her!” Darkness threatened, and it shook the
captive Gaia. Wolf bit harder.

“Fool! We shall all three die!” Darkness wailed. Wolf bit
harder and felt the heart begin to break.

And lo, Death came forall three. As Death reached out for
them, the Great Dark relented. It released the spirit of Gaia
from the dank underworld and returned Her to the landsabove.

“[ have released her! Unhinge your jaws from my heart!"
Darkness implored. Wolf bit harder.

Death lingered over Wolf and touched him. And Wolf
could bite no more.

In the lands above the World Navel, life returned to the
forests and mountains and valleys and oceans. The wounded
animals looked up to see Gaia free once more, and they
rejoiced. “Wolf has freed Gaia!” they cried. “Praise be to Wolf!”

But alas! Wolf was nowhere to be seen. And @& animals
hung their head,mm SOTTOW. il

And Gaia said to the membleéhe&h,
animals fen’é&‘foi‘é&hé 0, ﬁ.ﬁd ﬂﬁ%y

w&&‘s’

Hnncefo;ﬂ'l ;h S

()f woh’%fmz@nly Hal
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“But alas!” cri Eﬁm Wl b pedahedt®

%ﬁg@%ﬁed hefarms,and bore up the BodyoEWIY. “Wolf
has died that Life may live. Henceforth, Wolf shall know the
secre&ﬁ Gaia and @&%ﬁm‘ét of Death.” Tl &

@‘8‘%&$

A@d behold! Wolf was restored to Ln‘gx -

Beqaug.g he hasp&d through Death’s
coat shaﬁ be the pumwh;(ﬁ Gaia said.
Humans, Wolf shall be the inte

realms between animal and hmmmm in

both lands. And from Human and Wolf 1 shall fashion a
protector: a great bﬁh’;_t hunter with hountiful courage and
abundant wisdom.”

And by Gaia’s decree, the Wolf became Her protector in
all ways and all things and all times. Many lineages came from
Wolf, but to this day, the White Wolf remains first before all.

(Recent History

The Silver Fangs have seen a recent flurry of activity
among their ranks — and more than a little strife. When Jonas
Albrecht retrieved the Silver Crown from the dark reaches of
the Umbra and crowned himself King, the ripples of this
dramatic event spread throughout the tribe. More than ever,
young Silver Fangs are crying out for a renewal of the tribe irself.
Unfortunately for these young ones, few of them have shaken
off the mental instability that plagues the long-inbred tribe.
What's more, the elder Fangs in power have no desire to
surrender their authority to a gaggle of ill-mannered pups, and
tradition is firmly on the elders’ side.

Another unfortunate problem that won't go away is the
constantly circulating rumor that when the Final Battle comes,
a Silver Fang will hold the banner of the Wyrm. This prophecy
has brought a lot of tough attention from the other tribes,

et Do v arms s v

VMIM m%c& L‘raditlonallp R%bash but now more often

1d Falcor ‘serve the highest
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sometimes inan almost Inquisitionlike form: The Judges of Doom
have been seen at altogether too many Silver Fang septs of late.
Besieged on all sides, many Silver Fangs are rather strongly
considering a show of force to bring the other tribes back in line.
Whethersuch action might prove successful orstartan internecine
civil war that could leave the Garou easy prey for the Wyrm's
minions, none can say.

Organization

The Silver Fangs, not surprisingly; are monarchists of the
highest degree. Each sept is ruled by a king (the term applies to
both male and female Fangs), who is held to possessnothing less
than a Gaia-granted Divine Right to rule. Kings are always
Ahroun, and they keep officials of each other auspice in their
courts. A full Silver Fang court consists of a king, two shamans
(Theurges and spirit advisors), two stewards (Philodox and
leaders of the sept’s offensive forces), two squires (Galliards and
leaders of the sept’s defense) and a seneschal (a jack-of-all-

ms now it

thar few

odge of the Mo&mW’Sun wﬁ Mj’ with
'anumw and the oitside world; d _
e lupus community and the spirit world %&W rovinces.
Each@ége sends a shaman, steward and qquug;‘{é:ﬁé king’s
court, the better to retain balance. r

A

Asconcerned with lineage as the Szlver Fangsare, itisno
among their
s, bur six have

: oo and Cr@c&?ﬂ Moon Althnugh
not all Silver Fangs belong to one of these houses, it’s worth
noting that these seven famll:es h@ld the preponderance of
power in the tribe.

Camps

The Silver Fangs are relatively free of camps — between
the various courts, lodges and royal houses in their tribe, there
are few enough Garou to be split along ideological lines. The
closest thing to proper camps among the Silver Fangs are the
Renewalist and Royalist movements. The Renewalists call for
aspiritual reinvigoration of the tribe, but they often disagree on
the best method to achieve it; their most popular cry is foran
influx of new blood, which some Fangs consider tantamount to
heresy. The Royalists are most concerned with reestablishing
Silver Fang rule over the other 12 tribes; as such, their ambas-
sadors are not always well received at other septs.

Quote

I am ordained by Gaia, by Sun and Moon, by Falcon and by
Deathitself. In all these names, [ am chosen to uphold the law of the
Mother and of the Garou Nation. And to you, traitor and charach
— I am ordained executioner.

— Katarina Thousand-Howl, lvory Priestess
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Legendry 4 i

Once, as Wise King Klaital sat in his palace and 5 smiledat him, which surprised Klaital. What kind of person
prepared to judge a dispute between two of his people, hewas | wasmot afraid of a charging wolf at night?
distracted by an ugly crone walking outside his COLFLEOOM. B “Greetings, my nephew,” she said.
He called to her to present herself before him, bug she Klairal again rook the form of a man and addressed her.
ignored his commandments and hobbled from sight. In- “?\]ephew-‘Whmdpynuipeaknff’lknm\'y(:u not, fornoaunt
trigued, and somewhat angry for being denied, he arose from © of mine ean run so fast!”
his dais and went out to follow her. Although it took but “Your aunt I am, for I am the sister of vour mother,
moments far him to reach the place where he had last seen Gaia?
her, she was no longer there. Instead, he
saw her far down the dusty road.

“Gaia! You are mistaken, for

my mother is Jatijala, daughter
He called for his robe and staff and ser of kings.”
forth after her, now more curious than '
ever as to her identity. But no
matter how fast he
\\"'4]“((‘\_! rh(‘ U{d
woman was faster

still and ever nn/\\

the horizon. No

“Jatijala is only the
mother of your incarna-
tion. You have had many
other such mothers be-
] fore. But you have only

one true mother, and that

is Gaia.”
closer to her could

[
he come, even though he
lifted up his staff and ran.
The day grew old, then .

night came, and still
Klaital could not
catch her. Finally, (el
once the moon g
arose, Klaital tired @
of the game and, in

Klaital was suddenlystruck
with a feeling of despair, as if he
were old and had wasted his life.

“As you say these things, they

seem true. Have | really lived

h many times before! To what

b purpose!?”

“Toovercome illusion and

greet your mother. | have given
your incarnation the form

frustration, begged : i :
—.—_ of the Changing

the moon to lend him

73 T e, the highest
its speed so that he \ / N BF_H_J« he hig
: 3 \ of forms, so that
might catch the crone. / di
ou may discover
His body became like ™ Yo Y
: i ' . - ! this, and teach
fluid and his form became X T Tt ¢

such wisdom o oth-

that of a wolf. Klaital could barely o S

. ers lost in the web of
believe

ignorance. As you now know, there
is 50 much more to the world
than you realized, and there
is still more that you do
nor yet know.”

ses, He

could hear the slightest
breeze blow, smell the dis-
tant flowersand the sap drip«\
ping from the trees. A new
world operied around him. He
thought to himself, “How can it
be that there is so much more to the
world than [, as a king, have experi-
enced! It seems that many things were

-~

e | I.(-{‘ ” | fi ”

f Then she disap-
B peared, and Klaital heard
the howling of wolves

nearby, for he was now far

from the palace and deep
in the woods. He dropped
his robe and staff, threw off

the form of man and ran on all
fours into the woods to join his brothers.

hidden from my senses before.”

Fleet now was his running with four
legs; this time, the old woman could not
evade him. As he came upon her, she




Only after many years among wolftkind did he return to
teach the wisdom of the wild to all sentient beings, But only
a small few among the Garou, the niéces and nephews of
Luna, heard his words. Only the Stargazers heed his wisdom.

Recent History

While the Stargazers have spread their wisdom across
the world (rumors even claim that one walked among the
Pure Ones before the European invasions), their greatest
monastery and earthly abode of lore has always been in
Tibet. No more. The Wyrm and its minions had long desired
the destruction of this sacred caem. Through the Chinese
invasions, the Wyrm finally got its wish. *

The Shigalu Monastery, home to the Sept of the Snow
Leopard, was overrun by Wyrm creatures posiugm Chinese
military forces. Among them was onepf the greatest Bangs:
Goghikkhu, a materialized nexus crawlers Even the mighty
Kailindo masters of the monastery could not stand before
the invading horde. Many brave Garou died holding back
the enemy long enough for some of the monks tg gather the
most important fetishes and escape by Moon Bridge. No
reinforcements could be gathered in time, for the aern fell
soon after, its Pathstone devoured by Goghikkhu.

Not all the fetishes and lore c@ulé&emu&i,@nd itis
believed that invaluable'material has been lost forever — or
worse, given to the Wyrm. What's more, two of the eldest
monks, each carrying many fetishes, disappearedion the
Moon Bridges; no one knows where theyhave gone. Some
speculate that they plan to hide the fetishes where no one
can find them; others say they are surely lost in the Umbr@;
perhaps harried by Wyrm servitors, and many Stargazers
have likewise disappeared’on quests in search of the monks.
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It seems a dark time for the wisestOf tribes.
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Organization :

Unlike other tribes, Stargazers do not have a tribe-wide
hierarchy. While one of the camps, the Klaital Puk, elects

-
-

the reincarnation of the tribe's greatest sage to leadership,

this revered figure is not accepted as a leader by all members
of the tribe. Instead, the prime leadership role among
Stargazers is that of mentor.

Each Stargazer has a mentor, one who guides him in his
path to enlightenment. It may happen that this mentor is
only temporary, that the student one day graduates to walk
alone, but more often the mentor is a lifelong guru, one the
student continues to revere even after the mentor has died.
Indeed, it is not unknown for mentors to continue to aid
their students as spirits, although it is more likely that they
are reincarnated — perhaps as Stargazers to be tutored by
their former students, now masters!

Chapter Two: The Tribes
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Camps

o Klaital Puk: The most traditional of Stargazer camps
and perhaps the one with the largest following is the Klaital
Puk, led by the reincamation of Klaital himself. Puk monks
endeavor to gather lore from the past and safeguard it for
other sentient beings until they are ready for it. After the
troubles in Tibet, the monks have increasingly left their
monastery retreat§ for extended missions in the modern
~world. They hope to find beings capable of understanding
. the Truth the Puk wish to reveal.
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This cémfﬁ is most responsible for spreading the belief
 that the true enemy of Gatou — and the world — is the
 Weaver, the source of all delusions, the greatest of which is
the madern world: anextraordinary illusion of dystunction.
~ Thus, the true mission of an enlightened Stargazer is not to
battle the Wyrm dircctly, but to reveal the enemy behind
the Wyrm, tosever the web of falsehood preventing percep-
- tlon of the True Gaia Realm.

= ® Quroboroans: Like the Klaital Puk, Ouroboroans
believe that the Weaver is the true enemy and that she
“has fully corruptedithe Wyrm by trapping it at the center
of Im-rdelusomweb and feeding it hier venom, a powerful
__ anesthesia that provokes hallucinations of hellish exist-
sence. [nstead of fighting the Wyrm, Quroboroans say, it
must be freed. Hence, some of these monks believe that
the ways of the Wiyrm must be used, not shunned. They

~ walkapath daﬁﬁerﬁusly close to the Black Spiral Laby-

G
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. * The World Tree: Similar in some ways to the
* Children of Gaia, the World Tree monks seek to extend
t:their WIséom outside the ranks of the Garou to all
:xshapechungers and some other Awakened beings — and
_ even to individuals who do not yet know the secrets of the

[nvisible World: un-Awakened humans.

=

=

® The Zephyr: This camp hosts perhaps the most

~ boisterous monks, ones most concerned with action in the

world over abstract philosophy. It is little wonder that the

- Zephyr has produced the greatest Kailindo masters and the
_ most adventurous and rootless Stargazers.

 Quote

The enemy which you fight does not exist. The Rage which
barns within you does novexist. The glory which exalts you does
not exist. Honor and Wisdom also donot exist. There is only the
True Gaia Realm. As agreatbodhisattva once said, “Beneath the
fury of the world all is secretly well.”

-
-
=
-
&

— Saram Snow-on-Treetops, Stargazer Philodox
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Legendry

This isa tale from the oldest times, when the world was |~ theyjoinedin battle. Theyfought for three days, in the water

young and Gaia's warriors passed freely back and forth = andatop the water and, finally, on the land, matching each

between the Umbra and the physical world. The day came ~ otherblow for blow and ruse for ruse.

when the Garou formed tribes, divided by the things that _ Finally, Uktena tired of the sport and sought to bring it

made them different from one another. Each tribe wandered to a conclusion. Older brother refused. Exhausted from his

the two worlds, seeking names. . batle but determined not to be the first to submit, he
Three brother Garou, more like each other than they grabbed Uktena’s gem and held on. For three more days they

were like any of the others, fought. Finally, Uktena had endured enough. “What will it

travelled into the Umbra in take to make you stop!” the spirit cried.
search of their names. The
youngest brother, full of ea-
gerness to do battle for Gaia
against the Wyrm, followed the
call of the icy northern wind.
The middle brother, deliber-

ate and devoted in his man-

“Give me a name!” older brother demanded. “And tell
me the secrets you have learned while travelling in the
darkest caverns of the worlds.”

Uktena replied, “You have won the right
to call yourself by my name, but secrets
b i - mean nothing unless they

fe 1 .
- are discovered. From this

ner, embraced the great turtle
as his name-father. Only the
eldest brother, quiet and
brooding, had no name.

day, you are Uktena,
the Seeker of Se-
crets. While your
brothers battle
the Great De-
vourer with
theirtalonsand
their fangs, you

The brothers stopped to
rest by a great river that
poured forth from a dark
cavern. Water exploded
into the open in great gushes
that sparkled in the sun like dia-
monds. Older brother stood transfixed by
the river, and so it was he who saw the

»
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N alone  will

study  your
great enemy,
fathom its
ways and pur-
sue  hidden
knowledge of
the spirit world
uritil you find the
way to defeat the
Wyrm through cunning

movement in the river's depths. Be- (\
neath the rapid surface, something
immense and ponderous slithered.

Without stopping to con-
sider his danger, older brother
dove into the water and
sought the creature, to dis-
cover its nature. Thus, he
encountered the great
serpent Uktena, with
horns like a deer and
the claws and eyes of a
cougar. In the center
of its forehead was a

and wisdom. Now re-
lease me and ¢laim your
name and your place
among the tribes of
Gaia."

*

And it was s0.

brilliant gemstone.
Older brother
challenged the
spirit  and

b —
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(Recent History

The Uktena were primarily responsible for the nerwork
of caerns that bound many Wyrm spirits in the New World.
When the Wyrmeomers (European Garou) upset that bal-
ance and took many caerns away from the Uktena, the
interlopers unleashed horrors held at bay for centuries.
Europeans drove the Native Americans from their home-
lands, and the Red Talons coopred the Ukrena wolf-kin,
thus disrupting the tribe’s breeding stock. Since the first
European colonists set foor on American soil, the Uktena
have fought a desperate defensive bartle 1o contain the
Wyrm's corruption and the Weaver's enticements.

Where once they bred exclusively with Native Ameri-
can stock, the Uktena have broadened theif breeding stock
to include African-Americans, Hispanics and Asian-
Americans in hopes of revitalizing their dwindling human
populations. Their solidarity with the civil rights and cul-

tural pride movements among these groups has helped bring

the Uktena back from the brink ofxenephobia. While many

Uktena elders still advocate extreme caution in dealing
with Garou of European stock, a growing number of Uk tena
support forming alliances (albeit wary \nu.‘s) With the other.

tribes, .

Recently, the Ukl:ena have TiSEn again ainng;'sldL many
groups dedicated to'empowering minorities and preserving
oppressed cuftures, The once-dispossessed tribe is beginning

to take back ancient caerns on tribal lands returned 1o
Native Americans. They are reopening some caerns that

were abandoned, as a few of them now have “proteeted”

landmarks, As it has become “politically correct” to'eschew
racism, their Kinfolk (and the Uktena themselves) realize
greater cpportunities to thrive. With this renewed hope, the
Uktena have become both more visible and more active,
Visibility invires attack, however, and the Uktena
have many enemies, including corrupt government uﬁ‘-’n:’i::'_lls
who wish to “keep tribals in their place,” In many ,aréfé__s;
Uktena defend their Kinfolk fromexploitation, the influx of
drugs and growing violence. Despite theiraversion to urban

areas, many Uktena find it necessary 10 live (ar leasy parrw

rime) in the cities. i

The plight of urban Uktena and their Kinfolk has
reopened old wounds. Growing anger and desperation lead
to talk of uprisings as the Uktena strive to prevent the total
assimilation of their Kinfolk and the concomitant loss of
cultural identity. The preservation of spirituality and secret
lore within native cultures has, for the tribe, achieved nearly
equal importance with the reclamation of the wilderness
and the recovery of forgotten caerns.

Organization

Since they reflect so many disparate cultures and tribal
practices, the Uktena rely on a loose structure of councils
rather than a strict hierarchy. Within these councils, the
voices of the elders carry preatr weight, While the overall

W& —

decentralization of the Uktena prevents any one individual
or group from gaining too much power and, thus, lessens the
chance for corruption, the lack of structured leadership also
makes it difficult for the tribe to present a united front on
many issues important to the well-being of the Garou.

At each solstice and equinox, a Great Council, made up of

achosen representative from each Uktena protectorate, meets.
While any Uktena could be chosen toattend, in actuality the
council exclusively comprises respected elders. The Uktena are
all oo aware of the trouble thar can result from the impulsiveness
of youth. The council debates matters of great import to the
entire fribe. As a governing body, it is not usually effective, for
tates that decisions of the council must be unanimous.
Feuds among prawectorates or individuals on the council pre-

CLStOY

clude many such decisions. Nonetheless, each representative

takes hack news to his or her protectorate, thus affording the
Ukrena more communication than might otherwise be possible.

Camps

* Bane Tenders: Ukrena who belong to thiscampembody
the most sinisterand broodingaspects of their tribe. Responsible

for keeping watch over the Great Banes bound by the tribe in its

earliese daysin the Pure Lands, these grim Garou spend most of
rlwlrnrng!uckcdmendless vigils: WhenaBane Tenderchooses

toattend a council ofUktena, herwordsweigh heavily upon the
ears ofherlistencrs. Treated with respect and fear by their fellow

- Uktena, Bane Tenders have few friends; most Ukrena stay as far
away from them as possible. The Earth Guides conduct regular
tests ypon this camp’s members to check them for evidence of

: oo , : ~ Wymn-raing because of the Bane Tenders’ regular proximity to
status, either as habitats for endangered species oras cultural

l;hL creatures they guard. For this reason, the Bane Tenders

universally loathe the Earth Guides.

~ ® Barth Guides: These tradition-minded Garou keep

the old ways aiu e by encouraging Native American prac-

tices and spirituality among both Garou and Kinfolk, One of
the largest and most respected camps, the Earth Guides try
to lead “white folks” to an understanding of these ways as
well. They claim credit for the awakening of a new con-
sciousness among Americans since the '60s.

» Ghost Dancers: This group embraces members of

both the Uktena and Wendigo tribes. Whereas the Wendigo

remember the warlike aspects of the Great Ghost Dance of
1889, the Uktena recall the spiritual underpinnings and
mystical rites associated with it. Primarily concerned with
searching for signs in the Umbra that their fellow Pure Ones,
the Croatan, might still exist somewhere, Ghost Dancers
also seek ro keep their heritage alive for younger Kinfolk.

Quote

You, wholike greedy children were so quick to steal our lands
and sacred places, accuse us of keeping knowledge from you. Like
children, then, we treat you. When the time is right, we will tell
you what you need to know. Until then, do not distract us from
our tasks. You lictle understand what we truly do.

— Sranding Rock, Uktena Theurge and Gatekeeper

Chapter Two: The Tribes 73
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Legendry |

There was onceagreat and rerrible winteron the fand, socold
and 50 white that summer never came. There was no spring and no
fall, for the Dead Time would not die. And it was all blamed on
Falling Bird. Falling Bird was not a man; he was a wolfchanger, and
his people lived in the wildsand in the sacred places, those heights
and groves forbidden to humans. It was because of his power as a
wolfchanger that he broke the world so.

i =

It happened this way: Falling Bird went out hunting alone, as
he often did, for nobody liked him. His Rage was obyious even to
those who did not know his wolf blood. Fe was always angry, and
50 his hurmnan friends feared to hunt with him.

Ashe took the wolf form and moved quietly through the woods,
he came upon acrying maiden. He approached her and asked why it
was she cried. She laoked up from her sorrow and was not afraid to
talk to the wolf. "My brother has ruined me, friend wolf! He has
shamed me to all the village, and now no mian will have me fora
wife."

“What has he done to shame one so beautiful as you?”
Falling Bird asked. "One could as easily shame the moon as
steal men's affections from you.”

“Ir is kind of you ta say so, but my brother hates me. He
says that | give favors to strangers from' the woods, and
everyone believes him, for he is a respecred
warrior.”

“If | were to marry you, they would not
say these things anymore. Come, we shall live in
your village and everyone shall envy me for the
wife | have.”

The maiden smiled and led her new husband ro
her village, As they walked, Falling Bird put on the
hurnan skin again. When they arrived, everyone
was shocked to see the girl with a powerful
warrior and even more surprised to find that
they were man and wife. The next day, he
asked his wife's brother to hunie with hirm, bur
her brother said that nobody in the village
hunred, that they did not need ro.

Falling Bird thought this was strange,
but shrugged and went off alone anyway. He
came back in the evening with ten hares. He
gave them to his wife and rold her to skin and
cook them. She did so ably and proved to be an
expertcook, But when he satto ea, she would have
none of it. When he asked why she did noteat, she said:
“l amnot hungry. latewith my brather eatlier.” Thesame
thing happened rthe next day, He brought home a buffalo
which he had killed himself, and she cooked it fine for himand
hegan to make a coat from the hide. But she would not eat it and
said that she had eaten with her brother.

Now Falling Bird was curious, and the next time he only
pretended to go into the woods to hunt. He used his Gifts
to sneak back into the village and watch his wife.

In the middle of the day, a group of human
strangers came to the village. They were greeted by
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his wife's brother, and all the peaple of the village invited them in
and prepared food for them from a large por. Thern, when the

serangers lay down tasleep, tired from their full repast,
the warriors killed them. The women all took the
bodies and expertly skinned them and cooked
them in the pot,

Falling Bird could barely believe his eyes.
But he was cunning, and he thought up a
plan. He stole one of the dead stranger's
fingers and waited until evening to show
himself. Pretending to rerumn from the hunt
with no game, he asked his wife if she had
anythihg to ear, She told him that her

brather kept all the food, but he
would surely share with
his sister’s hushand.
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So, Falling Bird went to his wife’s brother's lodge and asked if he
could have some food.

Smiling, the brother invited him in and gave him a bowl of
stew from a simmering pot. Falling Bird cunningly dropped the
finger he had stolen earlier into the bowl. He then pulled it out in
shock and surprige and exclaimed: "My wife's brother feeds me
human flesh! He has broken the laws of Gaial"

Then the brother scowled and pulled off his human skin as if
it weré a coat, stitched in the back to hold it on. Falling Bird saw
him as he truly was: a Lesser Wendigo, one of the cannibal spirits
who mocked the great totem whose name they stole.

Falling Bird leapt up before the spirit could snatch him and ran
fromthe lodge. The entire village came from their lodges, and he could
see that they were all Lesser Wendigo, even his wife. He became a wolf
to evade them, hut they were as fast as the wind. They circled him and
moved in to eat him, so he cried to the great totem of his tribe for help.

The winds roared and ice fell from the sky, stabbing the spirits in
theirbacks and pinning them to the earth, A mighty giant strode over
the trees and glared down at the@vil spirirewhobad dived to mock his
powers. Hereacheddom‘l@' codped them upin mzm;ghwmw and

.{lli.ng B rd went ba@gk to ﬂs

own hlcnd\ among the Garou

md lnld:hgm 1hou: hisadve tulte [l won h1m much giury. bu( the 4
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Recent Mistory i
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The Wendigoare more deeply tied to their sacredlnds than any

nation to nation, the? 3
Like their Kinfolk, they knowthar their "fmu] sm.nl are hrothu and
sister to the land, and to sever such a bond is to die. Thus, they defend
their lands with a ferocity and — some say — cruelty shocking o even
the hardest of the other tribes. While they can be among the calmest
and mast stoic of Garou, when their beloved, sacred lands, Kin or
traditions are threatened, their unleashed Rage knows little mercy.

other tribe. %ﬂemuluﬂow then‘ K%ftﬂg in mlgmtmns from

Some in the tribesay that they have spent too long worrying
about the land and not enough time tending to their Kinfolk, who too
often must defend themselves alone against oppression. The most
bitter among the tribe say that their Kin must fend for themselves, for
only insuchaway canthey learn to be warriors, but wiser council points
out that withour their Kin, the Wendigo themselves would cease to be.
The proud Garou, however, know little about fighring the diseases
bormn of conquest: depression, poverty, hopelessness and lack of spiri-
tuality. Tom from their old ways with few spirit allies ro puide them,
Wendiga Kinfulk often suffer in the modern waorld.

Thus, many in the tribe have taken up the political causes of
their human relations and the more militant protection of their
wolf cousins. Wendigo have been involved in many recent Native
American protests, including numerous incidents not covered by
the news media — incidents that invariably involve Wyrm servi-
tors, Indeed, Pentex is attempting to buy many tribal lands and use
dams o flood therm, 1o strip-mine them out of existence or to
poison them with faultily-contained nuclear waste.

The Wendigo need allies to win battles on so many fronts, but
theyare too bitterand prideful toseek aid from other tribes — especially

the traitor Uktena, who have lost themselves in mystic traps. While
certain septs have healed the frayed relations with Older Brother,
others still save hate in their hearts roward the Uktena for not dying
with the Croatan. Some wise Garou within the tribe have seen the
source of thisanger: The Wendigo wish that they themselves had died
instead of Middle Brother, and their Rage haseaten awayar theirhearts.

Organization

Each Wendigo sept is led by many Chiefs, although usually one
Chief stands out among the others as the most respected and, thus,
the most heeded. Generally, Chiefs are considered either peacetime
or war Chiefs; Philodox usually lead during peace, while Ahroun lead
in'wartime. This radition has caused trouble of late, for some claim
that there is now always war, and thus the Ahroun must lead the
tribe. The Philodox, however, say that wartime is only when there
is a bartle to fight and that they must lead at all other times.

In addition, a group of shamans known as the Lodge of the
Manitou {or the Lodige of Mysteries) councils the Chiefs in matters
involving spirits or magic, including the pursuit of prophecy.

The Wendigo take auspice roles very seriously, and they almost
oppress anyone who wishes to behave ourside her moon-given role. For
a Theurge to act like an Ahroun once or twice is fine, but to continue
such behavior invires bad luck. The only exception to this rule is the
Ragabash, who are expected 1o act contrary to any expectations — for
the New Moons to do otherwise is to break the auspice tabeo:

Camps

» Ghost Dancers: Harkening back to the religious miove-

e s:‘,?\.
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‘mient that galvanized many Native American nations ar the end of

the last century, the Ghost Dancers seek to strengthen the power
of their spirit allies in this world by thinning the Gauntler and
again bringing about a union berween spirit and matter. Only
through such means can the land live again and be able to throw
off its foes without the aid of the Garou.

® The Sacred Hoop: This group believes that there is a purpose
behind the migration of peoples across the world, thar it signifies a
coming together of disparate creatures of Gaia, beings intended ulti-
mately towork together in harmony. People are meant to learn the ways
ofothers with respect and to grow from such underseandings. Thus, the
Wendigo'straditionsare notmeant for Wendigoalone but are also good
for other Garou, even other shapeshifters. Indeed, humans, 1o, can
learn from such wisdom. The Sacred Hoop is led mainly by a coalition
of peacetime Chiefs who seek to avoid war at all costs.

» The Warpath: The most militant and powerful camp in the
tribe, the Warpach is made up mainly of Ahroun and led by war Chiefs,
although many auspices join its ranks. [ts membersinvolve themselves
in Native American rights issues, especially where monkeywreniching
or vialent protest is warranted. Although most Native rights matters
are given little heed by the media, the issues the Warpath champions
are mare obscure still, for they involve battles with the true enemy:
Wyrmspawn. The Wyrm's minions are expert at covering up these
fightsand even lending a negative spin towhat little evidence remains,

Quote

O Great Mothey, guide us in our hane! Our prey is swift and
cunning, and its scent evades our noses. We ave your warriors! Call the
wind to guide owr arvows true, to pierce the thick hide of the Wyrm.
Protect us from its poisem as we fight with tooth and claw. We slay the
maonster in your name, O Great Mother!

— Midnight-of-the-Year, Wendigo Galliard
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ar owr own hands = -

We should have known. Garou is Garow. Whea we.
walked thew lands, they hid from us. Then, when wg: s met ﬁ‘tem

we found them strange and alien. Did they not breed with the

thylacine, not truly a wolf at all? Had they not chosen a bamen

land toguard? Did they not avoid us when we walked theiy lands,

rather than challenging our right to tread their tervitories” But
Garowis Garou, and we did not remember that.

- WArmbaiter. The cursed one. He was the one who called us
aﬂ to avenge the loss of his sister. He was the one who called for
war wllht it mercy. And damn us all, we followed him. A year
Orle year was all it took. Were the children of the Rainbow

'Serpem 50 few? Were we so mighty?

- We were deceived, yes. But that is no excuse. We did the
Whmmn's work, all the time telling ourselves that it was necessary.
May Gaia have mercy on us.

Ofall the Lost Tribes, the Bunyipare the most senseless
casualty, Unlike the Croatan, their death achieved nothing.
Unlike the White Howlers, they did not fall from pride. The
Bumlp were lost to Black Spiral treachery and unthinking
Garou prejudice, and there was nothing noble abour their
deaths at all.

The Bunyip <p'[!t from the other tribes at the beginning
of the Impergium. bmkened by the violence against hu-
mans, they crossed into the Penﬁmbm in search of a land
where the only thing they would have tofight would be the
Wyrm. Eventually, their travels led them to Australia.
Here they settled, and here they bred with the aborigi-
nes and with the thylacines. The mix of marsupial
bload colored their physical forms, but they never lost
track of what it was to be Garou. They raught their
Kin the lore of the Umbra and spread their spirituality
throughout the native tribes. With the Bunyip as their
protectors, the humans here never felt the terror of the
Impergium.

But when the Europeans came, the other tribes
followed. The Bunyip kept well away from the new-
comers and instead preferred to wait and watch. As
for the other tribes — well, their reactions on discoy-
ering werewolves already in Australia were inde-
scribable. Many thought that the long-separated
tribe was some degenerate form of Black Spiral
Dancer, or not even Garou at all. The misunder-
standings grew and grew, and the Bunyip withdrew
even further from their cousins in the belief
that the newcomers were enemies of
the Dreamtime.
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Of all the rmge(bas ,we quu ﬁ@w émfwed ?ureh‘ t.fuz Ioss x
of the Bunyip pains us the worst. Eor they were a tribe of great
wisdom and hanorable hearts, and now they are slain forever —

e»fna&stmk&mﬁk gface«»m the 1930s. One of the
greatest Red Talx;m hcms in Australia, a warrior named

Wynﬁbéﬁer,%md the ;nanglcd body of his sister strewn

' across a rock carved wt['&;heyadmlmw Serpent. He imme-

diately suspected the strange Bunyip and called a moot to
dg;armm guatu.e@*ﬁ)r”hl@ murdered sister. Although the
Blmmg were invited, they neverarrived — which wasall the
pmofyw',/rmhaltcr needed.

The proud K&mn formed @great war party and led it
against the Bunyip. One by one, the Bunyip fell, until the
last one diediat Wyrmbaiter's teeth. But as he stood over that
last body, @ sofe voice reached his ears. It was the voice of a

_Black Spiral Dancet, one whose pack had slain Wyrmbaiter's
 sisterand kept the Bunyip from attending the crucial moot.
“Wdénedhy the realization of his mistake, his unthinking

genocide, Wyrmbaiter threw himself into a deep cave and
was never heard from again.

Although the Garou of today still hope that a few,
even one, of the Bunyip managed to escape the great
slaughter, each passing year makes it seem more and
more unlikely. The totems of the Dreamtime refuse to
speak to the Europeans, and tales persist of Bunyip
ghosts who hunt living Garou in the outback. It seems
unlikely that the spirits of Australia can ever forgive the
Garou for this terrible, terrible deed — even if the Garou
could forgive themselves.
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In the beginning, Gaid wanted all Her creamres to have one
place o stay, wheve they could all gather together and enjosy the good,

green hounty of the earth. So, Gaia created the world. She first asked
Turtle if he woudd support it, and naturally he agreed, for it was a

great homor. Then, She sent Muskrat into the Great Waters o fetch
some soil from the veeare bottom . He came back and spit it from his
mouthaeross Turtle's back. Gaia patted it down and spread it evenly.
Then, She invited all her eyeations to join her.on Turtle’sback, and
She ser doum their duties, the voles they would have in the coming
l('ra!'M. = . il

It all went aoremg. The Waynn ruined it. And Gaid’s Creatures

forgot their duties and instead did as they pleased. They soon even

forgo who they weve and could no longer vemember what they kad o
dor to keep the earvth in balance and harmony. .

Poor Turdle, he just kept beaying it all om his back. Turtle did not
forger his duey. His people — the Croatan Garow — followed his
advice i all things. But his people are now gone, and the world has
forgoeten Turtle. No one can find him., The world will soom sink again
mito the Greatr Waters, for theve is no one left to bear the Earth. ...

The Croatan were one of the three Garou tribes that
migrated to the Pure Lands in prehistoric times. Croatan was
called Middle Brother, for the Uktena were Older Brother and
the Wendigo Little Brother. The Croatan were the mast bal-
anced and fair of the three tribes. Whenever Older ané Lirtle
Brother had a dispute, they came ro Middle Brather to resolve
it. The three brother tribes would ofren send their young cubs to
be tutored by each other. Insuch away were the bonds of kinship
and culture enhanced and preserved.

The Croatan lived mainly along the eastern shore of the
Pure Lands, although, like their Brorhers, they had septs in
many places and among many peoples. Their torem was Turtle,
the great being who bore the Earth irself on his back. Through
theiralltance wirh Turtle, the Croatan could cause the earth 1o
shake, by asking their totem to stir himself on the Great
Waters. He taught them how to form a protective shell Like his,
a mystical one that they could call upon to defend them from
attack. Because he was the bearer of the Earth, many Earth-
spirits owed him great favors, and Turtle told them to aid his
children, Thus, the Croaman could summon Earthespirits
spiries of the stones and soil — and ask favors of these mighty
beings.

The Croatan were perhaps best known, however, for their
rrustworthiness. So grear was the word of a Croatan that it could
become a magical force, aresolute vow that hound the Garou to
a rask but vave her great powers in achieving it.

When the Wyrm's minions came to the New Warld, the
Croatan were the first to meet them — and were the firse o fall
before them. In the middle of the contlict were naive and
infocent humans, both Native and whire. Thete were
also cunning and malicious humans, mainly white
s,

The Eater-of-Souls came into the Pure
Landswirh its servitors among the sertlers,
It sprouted from the earth as black and

- greatest Ahroun, swore that he and his people would stop the
- Eater-of-Souls, and so they threw themselves into its maw. The
- Earer-of-Souls, gorged beyond its limits, could not swallow so

~whom Wanchese tricked into leaving 5o that the youngling
~ would not be sacrificed. He also rricked Old Red Eagle of the

twisted corn and birthed a legion of monsters. The Croatan
couldnotfight them all. Nevertheless, Wanchese, the Croaran's

‘many pure soulsso fast, [twent intoshock and retreated from the
world and even now slumbers at the botrom of the unfathom-
able Abyss.

Wanchese had a puptl, 1 Wendigo cub named Liccle Fox,

Uktena. Both Garourealized too late whar had happened. They
returned to find no remnant of Middle Brother. In honor of the
sacrifice, Old Red Eagle carved the name “Croatan” into an
ancient tree, where it was larer seen by whites come from across
the sea.

Little Fox had lost his menror and best friend, and rhe
youngster would nor be consoled. He blamed Old Red Eagle tor
not being there o help the Croatan, for he felr sure that the grear
Theurge could have helped. He did not understand that it would
have meant their deaths also. He ran from Old Red Eagle and
swore an oath of hatred against Older Brother. And so it is tha
Little Brother distrusts Older Brother to this day, for Little Fox's
oath endures. No more does either tribe send irs cubs ro the
other's septs.

But Older Brother sees the truth. The Uktena
secretly know that the Croatan did nor succeed, for

the Earer-of-Souls lives on in the heans of the
Wendigo. Why else would they fol-

low a cannibal
spirit!

o
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Did ya know that theve were once lions roaming across these
lands? Yeah, back when the Picts ran through these woods and the
White Howlers ran among them.

Yeah...them. | know they've got a bad vep these days, but back
then — hell, they were more fierce than their reprobate cousins, the
Fianna (that being us). They were savage all vight, in a way none of
us Garow are today, except maybe the Red Talons. They bred among
Picts, fer Gaia's sake! Painted themselves blue with scary tattoos and
danced around screamin’ and yellin’ all the time . Hell, they didn't need.
to control their rage — theiy Kinfolk suve didn't) .

The land'd be diffevent today, va know, if they had swrvived. If.
they hadn't been all full up with pride and Rage and Gaia knows what
else, storming doun intw a Wyrm pit an’ all. Yeah, I've heard the
rumons, that the Wyrm planned it that way for a long time, but I don't
think it can plan anything. [t must'a been a sickness inside the Howlers
all the time that dome themin. I mean, to all go to the Wamm f}ke that?
It's not that easy or sa quick. Nah, they were sick inside. 'it" w

And the land would be different. No Romans, that's fer: su're
They woulda kicked Rome's butt back to the hoot it unﬁeﬁmn Bur
instead , they went ta the Wyrm and invited the bastards m. Tf&n’ savhy
we're in such a shit today, 'cause the White Howlers failed,

The British lsles were onice home to a powerful l‘lut smll

e

Garou tribe called the White Howlers. Known for their Ly

ways, the Howlers were considered strange even by thl:l_.t?_ig._c-lg}}- b
boring Garou cousins, the Fianna. Preferring to live on ghostly,

moors and along lonely North Sea shores, the Huwlrﬁ are ﬁdkf{b
have courted spirits of the animal dead in a mope’ gnsly fa”shmn
than other aboriginal peoples. Their Kinfolk were primitive
Picts, and thus the tribe resembled more a rLILQ@ith&ﬂmnc age
than it did its Garou contemporaries, i

The Howlers followed the Lion totenty and ﬁ’om it they
received hunting secrets that made them some of the best
trackers. Theyalsoreceived itsstrength, whichgave them mighty
thews, often misshapen and di-_:.pn,\l,mttioné{t‘_easééming ta the
aesthetic Celt eye. Their woad-painted tattooswere imbued with
spirits who aided them in war or mate- &teaﬁngz{a{a!gﬁrite activity
of theirs, since carried on by their...descendants), =

The White Howlers did not die; they becanie Black Spiral®
Dancers, While other Lost Tribes of the Garou can boast power-
ful sacrifices and some degree of martyrdom, the White Howlers
merely failed. The bulk of the tribe, flush with pride and hubris,
went down a Wyrmhole and came out gibbering, slobbering,
maddened creatures, their wonderful white coats now manged
and blackened, their eyes glowing with balefire. These alrered
Howless, with the aid of the Wyrm, hunted down all their kinand
exposed them to balefires, twisted mockeries of rheir Celtic
cousins” holy fires.

They then proceeded to corrupt their human Kinfolk.
Within a generation’s time, they turned the Picts into stunted,
dwarfish brutes. Eventually, the Picts died our, although Viking
legends from the Orkneys speak of them as living in the dark earth
as late as the ninth or 10th century. A few Picts, of course,
interbred with invading Celts or Saxons, but for the most part,
there is little evidence of their lineage left behind.

hite H

Of thar tingnumber, an even tinier percentage still carries
the Whire Hawler gene. Thus, while it is not unknown for a
White Howler tg bé born in modern times, it is extremely rare.
Such pitiableerearires don’t have much of a chance anyway, for
the White Howler Kin-Fetch spirits were corrupted also and are

”alcrt ta the birth of any Whirte Howler. The spirits diligently

repm‘t mesehrlhb to Black Spiral Dancer Theurges, who then
. organize @ hant for the child. They consistently find such a

. youngling before any other Garou even knows the babe exists,
 and they perform the old changeling switch, taking the White
- Howler-to-be and placing another baby in the crib (usually a

Blﬁck Spiral Kinfolk from a nearby family all too eager to sell the
s!ol crack money; the child rarely even looks like the baby it

wr_ep ). The White Howler babe then undergoes a hellish

7

baptism that ensures it will grow up to be just like its corrupt
“family,t
m%gﬁé?bu‘ha{c to lose their own, and many werewolves
have eulogized the Howlers as grear warriors lost to a power
greater than the};;)ﬁdvcs But the truth, as perceived by some
Fianna Gdlll:!rds is that they were on the fast track to destruction
anyway. The White Howlers found the Weaver totally alien and
were unable to cope with the more civilized invaders of the Isles,
Like their Kinfolk, they never crawled out of the past. Whereas
upus eribes such as the Red Talons survive by breeding in the
, the White Howlers' wild lands were quickly becoming the
me af others, most of whom the Howlers refused to breed with.
oo 1fehe Wyrm hadn't taken them
their own intractable ways and
refusal tochange probably would
have. As the Fianna Ahmum
Rory Axebiter, says: “I'd say
rest in peace to "em, but the

;,“

worms ain’'t dead —
they're still crawling

around pissin’ in our
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Half-Breeds
and the ?orgotten

Of course, there are still werewolves whao fall between
the cracks, Garou who have been rejected by their own or
who have turned their backs on the 13 Tribes. Nearly all are
considered Ronin and draw their Physical and Mental traits
either from their former tribe or from no tribe at all. (For
further information on Ronin, see Warld of Darkness:
Qutcasts.)

There are numerous reasons why a Garou might not be
accepted by his birth tribe; many metis, for example, are
given up by their parents and reared by other tribes. Until
properly accepted into a tribe, aGarou is considered Ronin,
and she gains no special ahilities of any tribe, even from the
Spirits.

Ifamgibeless Garouisilater givena Rite of Passage it
a true tribe, shie.becomes fortall intents and Jpurposes a
member of thar tribe. Her appeatance ]ua;.mt change —
several adopred male Children of G have& "t}iv‘} : mpfxr
pelt of the Blagk Furies, for instance — but from thar point
on, she is;a Rank One Gardgu of the Appmpnam tribe: She
doesnot lose anv&Backgrm inds prevmusiy owned due taher
new tribe's restrictions, nor does her Wl“p(‘iwer change.
However, she gains thesreduced costto leam tribal Gifes) as
well as the tribal weakness (if used: see Werewolf Storytell-
ers Handbook or any of the Tribebooks). Some tribal
weaknesses may transter, while others cannor; an inbred
Silver Fang may still retain his mental instability, whereas a
(Glass Walker who joins a more rural tribe might overcome
the tribal “block” of regaining Gnosis in the wild.

The following are two sample “subtribes.” Note that
beginning characters of either group receive only two Gifts
— breed and auspi ‘haracter creation. Without a
tribe to initiate them, they must rely on the Gifts of their
breed heritage and moon-sign.

(Storytellers beware: Some players will want to begin
play as one of these characters, then join theis tribe of choice
within a session or two. This dodge is a way for an unscrupu-
lous player to skirt Background restrictions and gain more
Willpower for his character. If a player wants o run a
character without a tribe, make sure he does so for some time

befare you allow the character to join a tribe proper. Accep-
ance must he mmed md that's notan easy thing to do

among the Garou.) - - 4

« Sibefakh: This ’i"are*‘StEe"ﬁan bloadline (introduced
in Rage Aeross Russia, rcprmted in Rage Across the
World, Volume L} is the result of a spﬁmer geoup of Silver
Fangs maring with forgotten Wendige Kinfolk, Few recog-
nize them, including the ‘-ufver Fangx--_fwfm treat them as
Ronin). S me say their 53903 {s purer even than that of the
Fangs, as thtﬁ? show no sign of undée madness or extreme
senility. The rgdusnc nature of the Siberakh tends to limit
their contact with the outside warld: they accomplish little
more than surviyal in the Siberian wastes. Still, for them,
that is enough.

The Siberakh begin play with 4 Willpower. They may
notpurchase Allies or Resources. In addition, most have at
least a dot or two of Survival.

* Dancer Ronin: Sometimes a Black Spiral cub never
dances the Spiral. Most often, it's because this cub was born
to wayward Kin or because some glimmer of conscience
drives her to eseape her uibe before initiation. And some-
times, eyén long-earrupt Dancers can be purified of their
taint (although the urziy proven.way of deing so is a long
stretchiin Erebus). Negdless to say, very few of thiese “faux”
Dancers survive such “Batrwal % Ones who do, however,
sometimes flee Vellikhes tribes. Ai?hm;&h it usually takes
some time toearna tribe’s ustenou;g’ti towarrant adoption,
Uancerﬂunm who are lﬁeg@uﬂed into a tribe can prove
loyal i the point Mom 50 cla;ml are they to find
ace eptante at Iast:* i

Danger Rergm he%m p}a? with 4 Wﬂfp?‘iwu. Thw may
not puxc}wéé Fetish, Kinfolk, Mentor or Rites Backigrounds;
they also may not puﬂ,habe?ure Breed lessthan 5, if they buy
any at all. Mdnyaﬂ: macl[purcha.w the Flaw: Deranged), and
most bear the twisted, grayish forms of their ancestors. A very
few resemble the White Howlers of old; the Black Spiral
Dancershunt these throwbacks even more fervently thanthey
do other Dancer Rénin. o date, not one of these “mock
Howlers” has survived for more than a vear outside the Hives.
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Packs

Mist would be leaving soon.

She was certain of it.

Her back hurt where the new scar was forming. The collar
twas beginning to itch again, but the restraints prevented her from
scratching.

The collar was a lavge metal ving with silver spikes protruding
at all angles from the inside. If she kept her head very still, the
silver only brushed against her skin. Once, one of the doctors had
dropped a glass jar. The noise had startled her, and she'd tumed
her head. The wounds still bled where the spikes had torn into her
neck. The security men had been very clear that if Mist tried to
change forms, she would tear out her throat on the spikes. She
believed them, but she mused that death might be worth it. She
might not be able to escape, but at least she could kill everyone in
this room., Probably a few other rooms , as well. But the sedatives
made it difficult for her to summon her Rage.

The security men were always very concerned about the
sedatives.

So Mist sat, strapped to a metal chair in her loathed Homid
form, watching, enduring the doctors’ endless tests, waiting.

Mist would be leaving soon, because her pack was not
strapped down with her,

The argument had been over nothing. Thunder's Pride had
refused even to listen to her advice. Then Chuck and even her
tribemate Darius Hunter-Moon had turned against her to agree
with the arrogant ass. Only Fangthane-the-Render stood with

her, but Mist knew that was just because the oaf was trying to
undermine the Shadow Lovd. She'd stormed away.

The mrap had been perfectly sprung. Too perfectly. It was as
if some malevolent outside force had planned the entive situation
to amuse itself.

The First Team had caught Mist completely unawares,
distracting her while the Black Spiral Dancer slipped from the
Umbra behind her and stabbed her in the back with his festering
klaive. As the rest of the First Team swarmed her, she'd briefly
wondered if someone was trying to teach her a lesson.

Mist would be leaving soon, because her pack was on the
way.

The Gathering Storm Pack had been through alot. Of cowrse,
they had their differences — all families do— and occasionally fights
broke our among them. Fangthane even pulled his klaive on
Thunder's-Pride once. The twowere ateachother's throats unil the
rest of the pack leaped in. Then things got ugly. Mist remembered
how they all stood there, glaring at one another, recalling past
insults, letting the tension build. The situation wouldd have spiralled
out of hand — but Chuck announced that he was hungry and
suggested they go for tacos. Embarassed, they all remembered the
pack’s first rule: No one pushes a pack member around without
getting hurt—except another pack member. They had been through
too much together, saved each other too many times, éver to kill one
of their oum, or to leave one of their number to an enemy.

Mist would be leaving soon.
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Her pack had finally arrived.

The sound of punshots sent all of the doctors and security
men scrrrying like voaches in the light. With a surge of delighted
energy, Mist torve her left hand free and punched one of the doctors
in the throat. She watched him drown in his own blood while the
guards fought to vestrain her. [t was a useless gesture on their part,
They would all be dead soon. It was only a matter of time.

Something big tore one of the laboratory's veinforced doors

from its hinges and threw the meral slab acvoss the voom,

Fangthane-the-Render was in the building, and he was angry.
That was when the screaming began in earnest.

Mist felt her heart begin to pound as she watched her
packmates in action. Darius Hunter-Moon fluidly glided among
his foes in a gracefully brutal dance of death. The arrogant and
aloof Thunder's-Pride woudd pause, looking into each adversary's
eves, giving each amaoment to recognize death, before tearing into
his victim with his fiery klaive. Fangthane (who Chuck often
referred to as the Get of Fenris poster child) was doing what he
did best: breaking anyone or anything he could get hold of with his
mighty claws. Mist longed to join them in the fray. She knew she
belonged alemgside them.

Chuckapproached. dragging avelucrantdoctorwho struggled
ridiculously.

“You have one chance to die quickly: Open it,” he said. As
his final act on Eavth, the broken doctor keyed in the numbers that
shut down the electromagnet and opened the collar.

Chuck smiled. "Hiva, kitten. Miss me?" Mist realized she
had

Qverview

Werewolves, like their wolf and human kin, are in-
stinctively social animals. Consequently, the fundamental
unit in Garou society is not the individual, but the pack.
Packs serve as friends, backup, emotional support groups
and commando vunits all in one. Packs are also the fangs,
claws and wrath of Gaia. Although a Garou's enemies far
outnumber his friends, these friends are fiercely, almost
unswervingly, loyal.

When a Garou joins a pack she enters a family.
Packmates adopt a “we” mentality, in which the pack is
more important than the individual members. They sharea
powerful bond forged through a common purpose and
strengthened by the intense and dangetrous experiences they
endure together. Although rivalries may exist between
members, a Garou can always depend on her pack to stand
with her and fight to the death.

Through long experience, werewolves often become so
familiar with their packmates that they act in complete
unison, as though one mind is governing the group. Such
packs are almost entities unto themselves, with each mem-
ber an integral part of a larger organism. When werewolves
are united toward a single purpose, they are an awesome
sighr to behold as, in elegant and violent harmony, they tear
through their foes.

82

/F.-

Pack Formation

The principal theme governing pack formation is trust.
Garou find themselves in battle with the forces of the Wyrm
almost every day of their adult lives. Thus, they know it's
vital to be able to trust completely Garou who stand with
them against this tide of corruption.

Of course; rrust is far different from friendship.
Werewolves don't always form packs with their friends.
Everyone has a friend who is always late or who constantly
forgets to do what he said he would do. No matrer how much
you may like such a friend, he isn't the type of individual
you'd want watching your back when a situation’s poten-
tially fatal. Garou do not always get along well with their
packmates. In many cases, members of a pack developstrong
competitive relationships, which can lead to disagreements,
confrontation and petty bickering. But Garou trust, respect
and defend their packmates. Packmates rarely allow their
relationships with one another to deteriorate heyond “occa-
sionally hostile” or “coldly professional.” If a relationship
degenerates further, both individuals involved typically
agree that they shouldn't work together. If the two don't
reach an agreement, one of them — often the loser of a
challenge or duel — leaves the pack.

Because trust is essential to a pack’s survival, sept
leaders rarely interfere in the formation of a pack beyond
placing recently Changed Garou together for the Rite of
Passage. These young Garou often choose to continue
functioning as a pack after bonding together over the course
of the rite.

Traditionally, Garou formed packs exclusively along
tribal lines. But as the wilderness shrinks, tribes must come
together and associate more freely with one another. As a
result; modemn packs usually contain members of several
different tribes.

The membership and size of a pack ofren depends on
the purpose for the pack’s existence. Every pack has a
purpose: It could be as broad as “fighting the Wyrm,”
“defending Gaia,” or “destroying Pentex"; or as narrow as
“killing Sargrash Thief-of-Eyes.” If the purpose is broad,
nearly anyone is eligible for membership, but if the purpose
is specific, each member has a reason for joining the pack.

Oceasionally, specific problems that arise can defy the
skills of existing packs. In such instances, sept leaders form
temporary packs by recruiting members who have the abili-
ties needed to take action. Recruiting strategies vary, de-
pending on the pack’s purpose and the wishes of the present
members. Occasionally, the pack’s alpha makes a general
announcement during a moot and evaluates volunteers, but
usually pack membership is by invitation only. Garou are
never forced to join a pack — however, rumors inevitably
surface about werewolves who refuse an inviration to join.

Afterapack forms, atotem spirit isalmostalways bound
to it. This spirit guides, teaches, protects and serves as a
unifying force for a pack. Pack totems leave when a pack
disbands.

Werewolf Players Guide
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The purpose for a pack’s creation ultimarely deter-
mines how long the pack remains together. The pack’s goal
may take only a few days to achieve, or it may require a
lifetime. Once a pack accomplishes its purpose, its members
eitherdisband or choose another goal. Although Garou can
join temporary packs without disbanding their current
ones, they consider their “true” pack dominant in all cases,
and they usually join other packs for no more than a month.

Losing a Pack's Trust

Occasionally, there comes a time when a pack’s mem-
bers no longer tolerate the actions of one of their own, and
they cast him out. If the offense is great enough, the pack
may turn on the former member and kill him. Such severity
usually follows only if the offender has betrayed his pack to
the forces of the Wyrm. Sept leaders advise the preservation
of Garou life, but when the offense is so awful, they gladly
allow a pack to tear aparta traitor. It is better that one should
die at the hands of many, than that many should die because
of one's misdeeds.

If a pack deems a member unworthy through repeated
cowardice, dishonorable conduct; excessive abuse of other
pack members or similar crimes, they usually choose simply
to have nothing further to do with the offender. Naturally,
because of the very nature of packs, Garounever take lightly
the decision ro ostracize a pm‘kmare. A pm‘k banishes a
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member only if all of the other packmates agree that the
offender represents a clear and present danger to the group
as a whole or ro the accomplishment of its purpose. Some-
times the pack appoints another member as the offender’s
warden; this warden oversees a “grace period” and is ulri-
mately responsible for the violator's actions. And many
packsaren’t above giving a troublesome member a thorough
beating to express displeasure with her actions. If a Garou's
pack deems her untrustworthy and refuses to associate with
her, she finds it very difficult to gain membership in another
pack. Such a stigma often forces a Garou exiled from her
pack to leave her sept also, in order to find a pack that will
take her. Frequently, such banished Garou become Ronin.

Packs and Sept Laws

Garou who violate the laws of a sept generally have
their pack called to stand with them before the elders.
There are two reasons for this practice: First, the pack as a
whole is responsible for the conduct of its individual
members. If a member of a pack commits a crime, then the
entire pack is guilty to some extent, if only by association.
The punishment for packmates depends on the degree, if
any, to which they participated in the crime. Usually, the
punishment fora criminal’s packmates is the humiliation of
forever being associated with the deed (typically it means
a loss of Renown). Although not as severely punished as
their renegade packmate, the other members of the pack
are always remembered as guilty for not having prevented
the transgression, if nothing more.

Second, sept elders always carefully consider the words
of an accused Garou’s packmates. No one knows a Garou
better than her packmates. In many cases, a pack may
explain the necessity of the offense and persuade the elders
to be lenient when punishing its errant member. Often,
when the individual's crime is not severe, packs volunteerto
share the punishment collectively.

Alphas and Pack Leadership

Leadership is often a source of contention within a
pack. Intense competition can develop among packmartes as
they struggle for dominance over one another. These rival-
ries and the constant vying for leadership can provide
excellent opportunities for roleplaying. However, youshould
realize that, during times of crisis, all of the characters in a
true pack band together and obey the current alpha's orders,
unless she is clearly incompetent.

The most common means of establishing a hierarchy is
designating one member as alpha when the pack is formed.
The alpha may be chosen by a number of means — rank,
Renown, mutual agreementof the pack, challenges between
members, contests of skill, etc. Traditionally, this Garou
remains the alpha until a packmate usurps her position by
defeating her in a duel or other contest. The Litany states
that “the leader may be challenged at any time during peace”
because an alpha must always be worthy, which constant
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testing can ensure. Alphas can come and go frequently in
such packs, thus allowing anyone who wishes (and is wor-
thy) a reasonable chance of obtaining the position.

In other packs, the position of alpha passes to whom-
ever the pack feels is best suited for the job during a
particular situation — combat, Umbral quests or whatever.
This method has proven to be effective for governing a pack,
but it sometimes gives rise to subversion within the pack, as
members try to undermine and discredit one another's
abilities. Members of such packs are not as openly aggressive
toward their packmates as individuals who challenge for
leadership, but the former tend to harbor greater resent-
ment.

There are even a few democratic packs that have no
alpha. Members of these packs strive to put behind them the
prejudices and squabbling of their respective tribes, along
with their own ambitions for authority, in an effort to
achieve greater unity with their packmates. Unfortunately,
these packs may be difficult to manage during a crisis, as

there is no clear voice of authority. What's more, the lack of

analpha goesagainst lupine instinct. Consequently, democ-
racy proves successful only in packs that are truly unified.

The Silver Pack

Concolations are the rarest of moots, and they require
several septs representing no fewer than five of the tribes.
Werewolves call such gatherings to discuss martters of the
greatest importance concerning the Garou Nation. And
only at aconcolation can Garou be called to the Silver Pack
— the pack of heroes.

The Silver Pack is symbolic of the first pack formed
after the creation of the Garou, and it always contains a
member from each of the five auspices. The Silver Pack’s
duty, which is decided by the tribal elders during the
concolation, is always an errand of tremendous importance.
The Silver Pack’s missions are often complicated as well as
dangerous, and each auspice’s influence is necessary o
ensure success. While it is theoretically possible for more
than one Silver Pack to be in existénce at one time, such a
thing happens only during times of direst need — and such
times have not yet bheen seen,

Choosing a Silver Pack

Garou of all breeds, tribes and auspices compere fiercely
for the honor of joining the Silver Pack. The prospective
Silver Pack members are tried in three categories: Glory,
Wisdom and Honor, which test the candidates in body,
mind and spirit. The specific competitions vary; the elders
representing the five auspices select tests relating to the new
Silver Pack’s purpose. A few examples follow, but Storytell-
ers should create tests that relate to a Silver Pack’s future
adventures.
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* Glory: Contests of Glory are always of a physical
nature. This test usually consists of trial by combat, but
occasionally contestants must climb a treacherous moun-
tain peak, race across the open desert or suffer a beating to
see how much pain they can endure. The test always seeks
to challenge the body of the contestant. With the Apocalypse
approaching, the Garou cannot allow their champions to be
weak.

» Wisdom: Elders from the various tribes select differ-
entapproaches o this test. The Silent Striders develop tests
of deceptively simple cunning. Glass Walkers may hold
mock trials in which one Garou must pass judgment on
another. Stargazers like to ask virtually impossible riddles,
while the Wendigo prefer throwing a candidate into a
predicament and forcing her to use her cleverness and
ingenuity to escape. The object of this test is always to
measure the mind of the contestant. If the Garow accept fools
as their hevoes, they will surely fall.

® Honor: Tests of Honor vary widely and are often
extremely subtle. Elders frequently test Garou in this area
without the contestants’ knowledge. Often, the elders have
someone insult or annoy a contestant, all the while observ-
ing his response. An Honor test always challenges a
character's attitude and temperament. The Silver Pack is
meant to be an example and to bridge the gap between the
various tribes. Petty and selfish individuals cannot accom-
plish this task. If the spirit is weak, corruption will lay claim to
the rest.

Winning a comperition is a great honor (+3 temporary
Renown of the appropriate category), but it does not guar-
antee a Garou's place in the Silver Pack. Representatives of
each auspice warch the competitions closely and confer
with one another frequently,

Upon completion of the tests, the elders choose several
favored prospects of each auspice from the contestants. The
Caller of the Wyld leads these Garou to the center of the
caern, where he performs the Rite of the Phoenix to deter-
mine which of the applicants is worthy and to creare the
Silver Pack. Members of the Silver Pack gain 5 points of
Glory, Honor and Wisdom, and they receive the patronage
of the totem Phoenix. The new Silver Pack members do not
lose the guidance and protection of any previous pack or
personal totems; their previous pack duties are simply sus-
pended for the time being, as are the gifts bestowed by their
other totems.

Leaving the Silver Pack

There are three ways to leave the Silver Pack. The first
is, of course, death. Life in the Silver Pack is even more
dangerous than usual for Garou. Still, werewolves who die
in the Silver Pack's service are well remembered in story and
song for the honor of having belonged to this great pack.

The second, and rarest, means for a Garou to leave the
Silver Pack is to disgrace the pack. Even the most honorable
of soulscan abandon his packmates or become tainted by the
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QRite of the Phoenix

Level Five

By using this rite, the Caller of the Wyld summons
the totem Phoenix to a caern when a new Silver Pack
ischosen. The ritemaster calls out to Phoenix and leads
the Council of Elders in a howl stating the purpose of
the Silver Pack and beseeching Phoenix to offer his
patronage. As the rite ends, a pillar of cold, blue flame
appears before the assembled Garou. Each prospective
pack member must pass through the flame in turn. A
Garou chosen for the Silver Pack emerges from the
flame bearing the Mark of the Phoenix. When Phoenix
is satisfied with the pack before him, rhe flame explodes
upward harmlessly and vanishes.

System: The ritemaster must make a Wits + Ritu-
als roll (difficulty 7). At the successful completion of
the rite, the pillar of flame appears. Garou whom
Phoenix accepts (the Storyteller’s choice as to who is
worthiest) emerge unharmed and receive full benefits
of membership in the Silver Pack. Ones not accepted
receive two Health Levels of aggravared damage from
the flames.

Wyrm. While cowardice may be pardoned once or twice in
anormal pack, it is unacceptable in the Silver Pack. Because
the Silver Pack stands as an example to all Garou, its
standard of conduct is very high. The penalty for failure in
the Silver Pack is uncommonly brutal, usually resulting in
the other pack members tearing the offender to pieces and
leaving his carcass to rot.

Finally, like other packs, the Silver Pack disbands once
it has completed its purpose. The Silver Pack also dishands
if half or more of its members are killed without achieving
its goal; surely, in such a case, the pack was not meant to be.
Surviving members are eligible to compete for membership
if another Silver Pack is chosen; however, many move on to
become valuable leaders in notable septs. In cases where the
Silver Pack accomplishes its purpose, the members some-
timesremain packmates, choosing another rotem inorder to
remain together. Sept leaders across the world often call
upon such packs to aid with problems that threaten their
caertis.

Silver Pack Totem: Phoenix

Background Cost: None. This totem may be taken
only by members of an active Silver Pack.

Phoenix represents the cycle of life, death and rebirth.
He also symbolizes the never-ending struggle to protect
Gaia, as the Garou fighr brilliantly, die, and pass on their
struggle to others. Garou may not choose Phoenix; instead,
Phoenix chooses those Garou worthy of membership in the
Silver Pack. He accepts only a Silver Pack that contains a
representative from each of the five auspices.




Traits: Members of the Silver Pack gain 5 Renown in
each caregory: Glory, Honor and Wisdom. Each Silver Pack
member gains one additional die to his Dice Pools in any
social interaction with other Garou. The Silver Pack can
call on 10 additional points of Willpower per story. Phoenix
grants to his children added protection against minions of
the Wyrm; the difficulties for all attacks made by Wyrm
creatures against members of the Silver Pack increase by 2.
Each Silver Pack member bears the Mark of the Phoenix, a
blue flame branded onto the left shoulder as she passes
through the pillar of fire.

Ban: If a member of the Silver Pack ever falls below 3
permanent Honor, she loses membership in the Silver Pack
and all benefits of the Phoenix totem. Such a wretch never
regains the respect he once held as one of Phoenix's chosen.

A Final Note on Packs

The most impaortant step in ¢reating a cooperative
pack is for the players to choose wisely the people they
play with. The entire reason to play Werewolf is for the
Storyteller and all of the players to have a good time. It's
often difficult to do if one or two players make it their
goal to frustrate and annoy the others in the group. If a
single player constantly demands attention, he often
breeds resentment in the other players and the Story-
teller. This caveat doesn't mean that your character
must be boring or that you should only passively react to
the game's stimuli. However, it does mean that you
should be considerate of the others in your group.

Garou are aggressive, hot-tempered, primal forces of
nature, but players shouldn't be. Be courteous. Try nor vo
offend other players, even if your characters are snarling at
each other. Be supportive. Werewolf is, above all, a coop-
erative game. Players unwilling to work with the members of
their group may quickly find their character dead or aban-
doned to the clurches of the Wyrm.

Finally, be true to your character. The purpose for the
pack and the reason your character joined it are often the
governing goals of the character’s life. Certainly, characters
can have other interests, goals and ambitions — but part of
being (Garou is making your personal affairs subordinate to
the goal of your pack. This rationale seems a little contrary
to oursociety and itsemphasis on individuality—and that’s
good. Roleplaying a pack can be 4n almost alien experience
— and one that's well worthwhile.

Septs

Runs-with-Scissors stayed in Crinos while he dragged the dead
Thamderwyrm off the yorng Garou. She was obviously homid and
frightened to boot, even though she'd worminto the Wyrmspawn with
a fury thatan Ahroun would envy. Thischance encounter promised
to be quite illumiating. Runs-with-Scissors changed to human
shape, figuring it would help calm the girl.
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“What's happened tome?” the pup asked. (No, Runs-with-
Scissors thought. She may be young, but she's certainly a pup no
longer.)

He shrugged like he'd seen his homid cousins do. “You grew
up.” Runs-with-Scissors snorted with rritation. He could see the
comment hadn't helped the girl to understand what she was. He
growled with annoyance. He was a Ragabash; this sort of thing
was a Galliard’s job.

“You are not human, youare Garow,” Runs-with-Scissors
explained, pointing at himself for emphasis.

“Sure thing, freak,” she said, as the all-too-human distrist
of anything unknoun replaced the confusion in her eyes. Still,
Runs-with-Scissors saw a glimmer of fear behind that distrust, a
hint that the youngling couldn’t deny the truth of what he’d said.
Runs-with-Scissors was determined to change that fear to pride.

“Look at this thing,” he said,, gesturing at the Thunderwyrm,
It was relatively small for its kind, only 14 feet long, but still a
threat even to a veteran warrior. “You sensed its passage through
this wasted place. You were drawn to it, to uncover that which
defiles Mother Gain. And, when you truly saw what you faced,
the change came over you." Runs-with-Scissors smiled. “I
pursued it, but you dispatched it. Your firse kill, I am guessing,”

The girl shuddered, shaking her head stightly. Still, even if
her memories of the sudden fight weren't clear in her mind, the
Thunderwyrm corpse was more than enough to convince her. She
tore her gaze from the rapidly decaying carcass and looked Runs-
with=Scissors in the eye. “Who are you?"” she asked, redirecting
the conversation to delay the inevitable.

“In the human tongue, | am called ‘Runs-with-Scissors.""
At her puzzled look, he declared proudly, "It is an old joke.”

While this exchange didn’t seem to alleviate her uncertainty,
Runs-with-Scissors felt he had explained himself enough. It was
time to show this givl the true scope of the world she had entered.

“Come,” he said. Runs-with-Scissors extended a hand that
smelled of dark glens and heavy woodlands. “Come back with
me."

“Where?” the girl asked, reaching out almost in spite of
herself.

Runs-with-Scissors smiled brightly. “To the sept. To my
family."

Theseptisadynamicsocial unit comprising Garou who
come together to maintain and protect individual caerns.
Protecting these centers of spiritual energy is a heavy re-
sponsibility to bear, one to which the Garou must commit
themselves with utmost dedication and perseverance. In
generations past, each sept comprised Garou from a single
tribe. As caerns dwindled in number and enemies multiplied
in abundance (the former condition frequently caused by
the latter), many tribes began mixing around individual
caerns. Some older Garou bemoan this increased
multitribalism, as they feel thata tribe is meant to prorect its
caerns without help from other tribes. To them, such a
situation implies tribal weakness. Of course, it's just this sort
of divisiveness and pride that troubles all Garou almost as
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much as does the Wyrm itself. Nonetheless, more and more
tribes have united around various caerns in recent years, by
necessity creating closer ties between them than was histori-
cally the case.

For, aside from the caern's defense, the sept creates a
broad social group, one more diverse than a Garou's indi-
vidual pack. Groups are very important to social creatures
such as the Garou, and a werewolf's sept is as much a part of
his identity as his breed, auspice, pack or tribe. Indeed, only
tribe and pack take precedence over the sept. In the sept,
Garou of all walks of life, of all views, come together in a
common place. They share their experiences and gain
strength from one another. Only in the sept can each Garou
truly relax and be at peace. This harmony, along with the
moots the sept holds and the system of justice the Garou
follow, serves to strengthen the caern and affirm Gaia's ties
to the Garou.

Sept Cypes

Two major factors shape the sept: the nature of the
caern it guards and the goals of the tribe or tribes that it
comprises. Each aspect brings with it social and political
influences. A smart Garou hoping to gain Renown looks at
the complex factors relating to the caern’s focus of power
and the social dynamics relating to the sept’s tribal compo-
sition. By acting in accordance with the caern's purpose and
taking advantage of the sept’s flux of influences, the Garou
can garner much Glory, Honor and/or Wisdom. In this way
are heroes made.

Caern Influences

For the most part, the caern's influence is quite self-
explanatory. One need only know to what purpose a caern
is dedicated to understand its influence on the sept (see p.
104-108 for a complete listing of caern types).

Caernsdedicared torage, strength, stamina and healing
are strongholds for Garou who engage in regular warfare
against the Wyrm, These mystical places contain réserves of
power vital to Gaia's continued defense. Such caerns give
the septs that inhabit them the support they need to con-
front the Wyrm in all its guises. Members of septs based in
these caerns are notably more militant than Garou from
other septs. Geared, as they are, toward conflict, septs of
these types are quick to aggression (save perhaps ones at
caerns of healing) and highly resistant to suggestions in-
volving alliances with other septs.

Those places of calm, will, wisdom, honor and kingship
find use as political centers among the Garou. Here negotia-
tions occur, alliances form and the Litany is discussed.
Caerns of this type are vital to unifying the tribes’ many and
conflicting natures under a single cause — the defense of
Gaia. Septs based in these caerns pursue trade of goods, ideas
and personnel with other septs. They make the greatest
efforts at overcoming tribal differences (which, due to the
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fractious nature of Garou, isn't always saying much). Of all
the sept types, the ones at these caerns tend to have the
greatest mix of tribes.

Caerns devored to enigmas, visions, Gnosis, fertility
and the Wyld are great spiritual havens. Garou in these
places search for solutions to the many struggles they face.
They delve into the possibilities of redemption through
alliances with Umbral spirits. They use the caern's power to
plumb the depths of mysticism. Septs established in these
places are quire isolationist, but they aren’t adverse toward
other septs. Instead, they focus primarily on spiritual and
mystical pursuits. In fact, they often welcome associations
with other septs that offer insight or assistance along these
lines.

@Cribal Influences

Like the circumstances the caem exerts on the sept,
tribal influences aren't difficult to understand. A sept com-
prising almost exclusively members of a single tribe more
than likely adheres to that tribe’s outlook. The waters
muddy when multiple tribes come together in a single sept.
In these circumstances, while the tribal majority often
dictates the sept’s poals, the other tribe or tribes invariably
raise an alternate view, even to the point of dissension.

These differing views can be reconciled for the most
part. However, a sept comprising two (or more) radically
different tribes is a powder keg. A sept of Glass Walkers and
Red Talons is unlikely in the extreme and would quickly
dissolve into infighting. The two tribes' views on humans
and civilization are so incompatible as to be alien to each
orther,

A more realistic possibility might involve a sept com-
prising Get of Fenris and Children of Gaia. Whether in-
volved in battles against the Wyrm or negotiations with
other septs, a Get-Children sept would find itself caught
berween charging forward and discussing options. Things
could become even more complex if the sept’s Grand Elder
is a Child of Gaia, but its Warder is a Get. Although a
Garou'sduty to his position is considered paramount, deeply
ingrained tribal views are hard for a werewolf to ignaore.

Addinga third tribe intoa sept throws any possibility of
stereotyping right out the window. If a small group of Silver
Fangs joins the Get-Children sept, one might think they
would side with the Ger of Fenris. Both tribes are forthright
warriors, determined not to shirk from battling the Wyrm at
any turn. Thus, even if the Children of Gaia were to have a
greater number of Garou in the sept, the combined influ-
ence of Get and Silver Fangs would be almost impossible to
avercome, However, the Silver Fangs may instead side with
the Children of Gaia, as that tribe more closely follows the
Silver Fangs' political inclinations. Or, more likely, the
Silver Fangs would play one tribe against the other in an
attempt to gain the upper hand in the sept, even though the
Fangs are fewest in number!
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Storytellers and players alike should remember that,
though very social creatures, Garou are also highly indi-
vidual and ruled by instinct. The more influences there are
from outside or inside a sept, the more unpredictable are the
decisions that sept makes.

Sept Roles

Being a social unit, the sept requires some form of
structure. Luckily for the caste-conscious Garou, much of
that strugture is already in place: The conceptof dominance
is an integral part of Garou (and wolf) society, and the
Garou hierarchy is ingrained deeply in every member of the
sept, Lower-ranking Garou usually defer to their elders
without question.

In sddition to these basic, instinctual methods of be-
havior and interaction, packs have alphas and tribes have
tribal elders. These distinctions have importance within the
sept, but the sept's social structure and purpese require
specific positions of guidance and adjudication.

Council of Elders

The Council of Elders is the sept's miin ruling body.
The number of elders varies, depending on the size of the
sept, but usually ranges from three to 13 individuals. These
Garou have the responsibility w prorect the sept's interests
regardless of their personal desires. They receive assistance
in this duty from those Garou with other specific roles
W!lhll“l IhL‘ :.\'L’i"[ LEHL[ lh{_‘ CAaLIm.

One Garou on the council, usually a Philodox, is
known as the Grand Elder. He speaks for the council in niost
cases and usually has the final word on issues involving the
sept as a whole. Martrers involving individual Garou or the
Litany usually fall to the Trutheatcher (see p.91). The other
council members may overrule the Grand Elder's decisions
with o majority vore. Also, some Garou holding special
posts, such as the Warder ar the Truthcatcher, may, in
extreme instunces (as derermined by the individual caem
officer) supersede not only the Grand Elder's authority but
that of the entire council, roa

Council membersdon’t have much opportunity to gain
Glory, bur considering thar they're elder Garou of high rank
already, such a limitation s a minor ene. Sitting on the
Council of Elders does Bestow the Garou with Honor and
can provide opportunities for Wisdom Renown s well.
Likewise, the role of Grang Elder is a rruly challenging
position, bur one thar promises Honor and Wisdom for the
(.}'.irl i \\-l'll\ NOTVES I']'u-‘ 1'1\ IsL “"i[h L“:‘T IO,

Warder

The Warder is the caern’s chief guardian. The post is
separate from the Council of Elders, as the Warder concerns
himself purely with the caern’s well-being. However, all
answer to his orders, including the Council, on issues
relating diru'tlv to the caern. The Warder has complete say
Over Ii!x C u.m s saltery, .l”l_i sepl & 1|I.HL- ]\ \i mlnui it 11(

steps on some toes while enforcing that security. As with
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other key sept roles, this position is a highly valued one,
sometimes outranking even the Grand Elder. Only Garou of
high rank and distinction are considered for the post.

While his is the ultimate authority in all matrers
concerning the caern, the Warder does not command the
sept. He cannot declare war parties or missions against the
Wyrm, although he can decide who stays to defend the
caernduring such activities. Someone on the caern Warder's
bad side might find himself forced to remain at the caern
while others gain Glory in the fight for Gaia. The W
himself never leaves the caermn. His rank and position
indicate clearly that he no longer needs to seek Renown. In
fact, he gains Honor by holding his post.

Warder

This duty takes precedence over any political ries. A
Caern Warder who demonstrates that defense of the caem
is secondary to her political — or any other — ties (by
allowing an enemy sept to enter the caermn hecause the
Grand Elder wishes it, for example) is summarily vored out
ofoffice by the Council of Elders. The Wardermust be above
reproach and beyond corruption of any sort.

Guardians

Usually, the Warder chooses a few packs to help guard
the caern; these Guardians are the Warder's soldiers. They
are loyal to the Warder and are obliged to follow his orders
over any given by other sept officials. The specific number
of Guardians in a caermn depends on the caern's level and the
sept's size. Generally speaking, there are five Guardians for
each level the caem has (assuming the sept can spare that
many Garou). Especially large septs increase this number by
five more werewalves per level.

Guardians' duties include providing defensive layers in
the bawn surrounding the caern and within the caem center
itself. They receive powerful fetishes to aid in their tasks and
hold 4 place of honor within the sept.

Guardians don't have the opportunity to gain as much
Glory as Garou who may venture far from the caern on
missions. Insread, they gain Honor for staying av their posts
and by monitoring vigilantly against breaches of the cagrn,
Opportunities for Glory arise during the infrequent, bt
always dangerous, assaults by the Wyrm upon the caern. In
."'\ll.'h dircumstances, f]1\fﬁL' {-;iirt]ll ].lil\"t" IJ]K' CI!LII]C(' T [1!‘1 we
why they hold the special honor of being Guardians.

Master of the Rite

The Master of the Rite ts exactly thar — the seneschal
for all ceremonies and rites involying the sept andfor the
caern, Foreach rite performed within thecaern’sconfines or
related to the sept, he first measures the ritwal’s porential
danger and likely benefir. If the Master finds it acceprable,
he allows the rire to be performed, but remains ar hand to
manitor it nonetheless, Even the Caller of the Wyld must
follow the Master of the Rite's direcrives,

This post can become aninvolvingone, especially with
a large sept ina high-ranking caem. The Master of the Rite
mist decide which of the many packs vying to enact rites al
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auspicious times receive approval. And, indoing so, he must
always keep the sept’s well-being and the caemn's safety
foremost in his mind.

The Master's authority extends only throughout the
caern proper. He doesn't regulate rites performed through-
out the bawn, unless those rituals may in some way draw
attention or cause possible harm to the caern or its inhabit-
ants.

The Master of the Rite is usually among the sept's most
experienced Theurges or Philodox. He must be a master of
many rites himself, in fact (usually, he has a 5 Rituals and
knowsat least one level 5 rite). Whereas he often enacts the
ceremonies most important to the caern, such as the Rite of
the Shrouded Glen, rituals specific to other sept roles are
performed by those individuals. Thus, the Grand Elder
performs the Rite of Gaia's Vengeful Teeth, the Caller of the
Wyld executes the Rite of Totem Binding, and the Talesinger
invokes the Gift of Shadows by the Fire Light.

Gatekeeper

The Gatekeeper is the sept’s “liaison™ with other septs.
He monitors the Moon Bridge and opens or closes it as
necessary. He determines if another sept may open up a
bridge through the Umbra to the caern, and he seals off all
access to the caern’s bridge in rimes of war. Such authority
often puts him at odds with the Council and with the
Warder. The former may wish to establish ries with
distant septs the Gatekeeper sees as dangerous to the
caern, whereas the latter may want the Moon Bridge to close
more quickly or slowly than the Gatekeeper wishes.

Disputes that involve the status of the Moon Bridge but
pose no immediate danger to the caern are often resolved
through a challenge. If either the Warder or the Council
hacks the Gatekeeper against the other, then the
Gatekeeper's decision stands. Although the Warder always
has final say on whether to close the Moon Bridge in times
of conflict, if the Gatekeeper holds a differing opinion, the
Warder may expect to receive a challenge after the current
crisis ends:

The Gatekeeper must know every Moon Bridge rite
and possess most of the Moon Bridge Gifts. He also has a
ferish of office that allows direct communication with the
caern’s totem, thus enabling the Gatekeeper to open bridges.
This fetish is highly prized by the sept, which hands it from
one Gatekeeper to the next, as new Garou fill the post.

Like the Warder, the Gatekeeper never leaves the
caern. He has an emissary who travels to other caemns for
him to initiate talks on travel passage rights. The post of
Moonwalker requires strong diplomatic skills and is not the
province of unworldly cubs. For large caems (of level four or
higher) or missions of some importance, the Gatekeeper
may assign an entire pack to be his emissaries.

Keeper of the Land

The Keeper of the Land mainrains the appearance of
the caern and the bawn that surrounds it. Many Garou,
especially younger ones, view this duty as a frivolous one.

However, many spirits won't visit a filthy or badly main-
tained caern. A well-kept caern shows respect for Gaia and
for the spirits who live at the site.

Although he doesn’t possessdirect authority, the Keeper
can recommend punishment to the Council for Garou who
transgress against his rules. Such sentences usually involve
helping the Keeper perform maintenance on some part of
the caern or bawn. Young Garou who russle under the
Keeper's favorite willow may suddenly find themselves
helping him clear away kudzu.

Apart from mundane responsibilities, the Keeper of the
Land offers the Master of the Rite assistance with grounds
requirements for certain rituals, Some ceremonies, afterall,
require special landscape preparation, for which the Keeper
is suptemely suited.

Not all caerns have a Keeper of the Land. The Red
Talons and Bone Gnawers find the idea laughable, but the
Children of Gaia and the Fianna feel that a Keeper helps
make the spirits they deal with calmer and more benign.
Fianna Keepers, interestingly, create the path leading to the
caern center as a spiral leading around & hill. Additionally,
smaller septs sometimes combine the Keeper's duties with
the duties of the Warder.

Master of the Challenge

The Master of the Challenge oversees all challenges.
He must be skilled not only in physical combat but also in
a variety of gamecraft, riddles and name-calling. For combat
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challenges, the Master regulates the extent of force allowed,
the forms that the two contestants may use and whether any
weapons are permitted. For gamecraft challenges, he estab-
lishes the specific type of contest and the time limit (if any).
He also establishes the appropriate victory conditions. The
Master of the Challenge then monitors the contest and
declares the winner and loser.

The Master also sets when and where a challenge is to
take place. Most Garou think such a thing is a simple matter,
but the Master of the Challenge must be sure that the
contest doesn’t conflict with other sept affairs or compro-
mise the safety of the caern. He coordinates with the Master
of the Rite and the Gatekeeper to ensure that the contest
doesn't disrupt any rites and that no outsiders arrive by
Moon Bridge during the challenge. Setting a time also
allows word to spread through the sept, thus guaranteeing
the event a good-sized crowd.

While the Master of the Challenge's word is usually
final, sometimes a contestant may appeal to the crowd. A
unanimous vote against the Master by the assemblage re-
verses his decision, and the Master of the Challenge loses
Honor as well. If the Master suffers an overturned decision
three consecutive times, he is remaoved from office and may
even be subject ro a lowering of rank.

Lesser Offices

The following offices are largely a matter of formality.
It's entirely possible, especially in these days, that one
person may hold more than one of the lesser offices, or a
lesser office in conjunction with a greater one. The
Gatekeeper, for instance, may also serve as the Master of the
Howl in a sept. Once, there were generally enough
werewolves in a sept for each of these offices 1o be held
permanently by different Garou, but those times are long
past.

Master of the Howl

The Master of the Howl leads other Moon Dancers in
the Opening Howl that begins every moot. This post,
typically filled by a Galliard, involves leading the songs and
chants that begin the moot. It is a weighty role, as the
Opening Howl sets the tone for that moot’s content. The
Master of the Howl must also ensure a smooth transition
from one section of the moot to the next.

The method of appointing a Master of the Howl varies
from sept to sept. Some construe it as a hereditary position,
some as an elective position determined by the entire sept or
by the Galliards themselves, and some pass the duty among
the Moon Dancers from moot to moot. Master of the Howl
is a vital, but strangely understated, duty. If done properly,
other Garou at the moot aren'’t even aware of the Master of
the Howl's presence and instead are caught up in the flow of
the moot itself,

Caller of the Wyld

This role involves invocation of the sept totems during
a moot to strengthen the caern. The Caller of the Wyld,

commonly a Theurge, first leads the sept in honoring the
various totems of the sept and of the tribe or tribes that the
sept comprises. Then, he performs the rites toreach into the
Umbraand contact the spirits that lend theirstrength to the
caern.

Performed properly, such rituals reinforce the caem’s
connection to the Umbra and to the spirits that watch over
the Garou. In smaller septs, the Master of the Rite often
takes on the role of Caller of the Wyld, as well.

In generations past, the Caller of the Wyld had the
assistance of Garou who physically embodied the totems.
These offices, known collectively as the Shining Ones, have
fallen into disuse for the most part. Only those septs run by the
Stargazers and Uktena still carry on the tradition. Reportedly,
the Uktena perform an intricate ritual dance wherein the
Shining Ones, assuming the roles of their totems, interweave
vines and moonlight in a complex rite of spirit binding. The
Stargazers' ritual is far less spectacular but no less effective, as
the Shining Ones actually channel the spirit totems. For those
septs without Shining Ones, the Caller of the Wyld must bear
the brunt of the summoning himself.

Truthcatcher

The honored role of Trutheatcher requires the Garou
to mediate disputesand judge crimes. The post, filled almost
invariably by a Philodox elder, is a key component in every
moot. However, the Truthcatcher may also judge transgres-
sions outside the moor’s formal confines, Onlyserious crimes,
suchasones in defiance of the Litany, are reserved fora moot
— and are usually the reason one is called in the first place.

Previous generations maintained other Garou in posts
thar assisted the Truthcarcher. Major positions, titled Ad-
vocate, Arbiter, Caster and Judge, gave the Truthcatcher
support in reconciling disputes and sentencing transgres-
sions. As with other parts of the moot and the sepr itself,
these roles are rarely filled, although the Silver Fangs and
Shadow Lords seem to have an overabundance of positions
supporting the Trutheatcher. The exact form these moonlit
courts take differs from sept to sept (see below).

Talesinger

The role of Talesinger is one all Garou covet highly,
even though Galliards fill the post most frequently. The
Talesinger leads the sept in stories during each moot and
also brings forward Garou to play the part of past heroes. The
honor of these roles goes to Garou who have performed
noteworthy deeds (or, sometimes, as a test for young sept
members). [t's a rare, bur tremendous, honor when a Garou
assumes the role of Talesinger for a single moot. This gift
goes to a Garou who has performed an especially grand deed
recently.

The Talesinger, sometimes with another Moon Dancer’s
assistance, weaves Gifts into the stories he tells, most often
the Shadows by the Fire Light. The images conjured by the
Talesinger’s words and songs alinost seem real through such
channeling, A skilled Talesinger can gain much Honor in
performing inspired stories during the moot.
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Wyrm Foe

This key position goes to a great Garou warrior (almost
always an Ahroun, obviously). The Wyrm Foe leads the sept
in the Revel that concludes each moot. Ongce every Garou
is sufficiently excited at the moot's climax, the Wyrm Foe
howls, urging them past the point of no return. He then
leads them in a savage chase throughout the caern’s bawn,
which they clear of anyone who is not of the sept.

Wyrm Foe is a highly selective honor, but one that can
mean the difference between a passable moot and a truly
mystical one. For, without the Wyrm Foe's direction, the
sept wouldn't reach the height of excitement necessary to
unleash its collective passion in true mystical form —
Gnosis — with which the caem is recharged.

Apart from the moot responsibilities, the Wyrm Foe
often coordinates forays against Garou enemies. While this
aspect of the office often means leading a pack from the
caern to battle the Wyrm, the Wyrm Foe also monitors the
efforts of various packs from inside the caern. This way,
multiple packs aren't covering the same ground while leav-
ing gaps in the sept’s territory. The Wyrm Foe must accede
tothe Warder or the Grand Elder if either feels a pack would
be more useful in a capacity other than what the Wyrm Foe
recommends.

In smaller septs, the Master of the Challenge often
assumes the role of Wyrm Foe, passing it on from time to
time to individuals who've distinguished themselves re-
cently.

Life in the Sept

It's obviously unrealistic to expect all the sept's mem-
bers to live out their lives in the caern, especially in urban
caerns. Atany given time, only about half of the sept can be
found within the caern’s bawn; a smaller contingent might
leave the caern dangerously open to attack. However, the
Garou can't just idle about the caern and wait for the next
assault — they have to take the war to the enemy, whether
thar means raiding nearby Blights or doing social work in
human society.

For many Garou, the First Change means an end to
their human lives. They can't go back to their homes and
families, they have next ro no chance of holding down jobs,
and in many cases they have no homes to return to. Garou
with nowhere else to go are given homes within the bawn,
and they spend the majority of their time in the caern —
unless duty beckons, of course. However, a sept usually
trains even orphaned cubs some skills that would be useful
in the outside world; no caern can supply all the resources its
sept needs. Even a tiny sept of ten or so werewolves needs to
feed all ten, and it's a point of pride that a sept takes care of
its own.

Those Garou who continue to live out their human
lives (Glass Walkers are notorious for this practice) tend to
spend roughly two-thirds of their time seeing to theit human
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affairs; other times they serve their duties at the caern. Of
course, their routines are often disrupted when the need
arises; as a result, few of even these Garou hold down nine-
to-five jobs. Werewolves also rarely make good parents;
most of their children are raised by the other parent in
human or wolf society; with little (if any) contact between
Garou and child. Only the metis are an exception — bom
and raised in Crinos, metis grow up in the sept by necessity.

A sept is as likely to be active during the day as at night;
someone always has to be on guard. Moots are almost always
held at night, however. Although a sept constantly has
guards on watch — which entails Umbral parrols as well as
physical watches — Garou at the caeérn can also be found
instructing cubs, keeping the caern in order, communicat-
ing with spirits or Kinfolk, fashioning talens or fetishes,
hunting for food, meditating, keeping their equipment in
repair, and generally doing their best to get by. The day-to-
day life in a sept isn't glamorous, but such is the case for any
army involved in a war but not currently in open combat.

Woots

Moots are an essential component of Garou social
structure. The moot, perhaps the most dynamic and inter-
active group experience the Garou have, serves many pur-
poses. These functions honor heroes past and present,
address issues of Garou law, resolve individual grievances,
recharge the caern’s spiritual energy, celebrate tribal ways
and réaffirm Garou cultural identity.

The moot is the most basic, primal and pervasive form
of social gathering for the Garou. The specifics of its purpose
are covered in Werewolf (pp. 40-42). The following infor-
mation explores moot structure itself to enable players and
Srorytellers to incorporate moots into their chronicles more
easily.

Woot (Dynamics

Garou culture has a wide variety of moots. The gather-
ings can range in size from intimate meetings between a
small Stargazer sept to a grand collocation uniting Garou
from all the tribes. The methods and procedures of moots
vary from tribe to tribe and sept to sept. However, all moots
grew from a common ancestry (much like the tribes them-
selves). As such, moots share certain elements.

A moot hasfive basic divisions: the Opening Howl, the
Inner Sky, Cracking the Bone, Stories and Songs, and the
Revel. Septs give some of these sections more weight than
others and even add their own variations and subsections.
Still, these five components are the core of every moort: The
sept must gather, honor totems, recharge the caem, air
grievances, affirm Garou history and, finally, release primal
passions. These acts are at the heart of every member of the
sept and remind all who take part in a moor what it means
to be Garou.




Each part of the moot also requires various Garou to
take on certain roles, described above as the Master of the
Howl, the Caller of the Wyld, the Truthcatcher, the
Talesinger and the Wyrm Foe. It's a great honor to serve in
an official capacity during a moot. Most often, a specific
Garou routinely performs a given office for the sept. Still,
there are occasions when another Garou may step in and
assume the duties of an office. It's not uncommon for a
Garou to find herself performing a key function at the next
moot in recognition of some noteworthy recent achieve-
ment. A Garou who recovered a lost fetish or dispatched a
Bane might be honored with the role of Caller of the Wyld,
while one who rriumphed over Wyrm minions might as-
sume the mantle of Wyrm Foe. In this way, the Garou give
individual accomplishments another sort of recognition
along with rank and Renown,

Sadly, Garou attendance at moots is seriously dimin-
ished compared to times past. Although the declining
Garou population is certainly a factor, fewer and fewer join
in the howl as time goes on. These Garou become caught up
instead in warfare, petty squabbles or simple lack of interest,
Many of the traditional secondary offices go vacant, and
even some of the primary offices of the moot fall into disuse
or require a single Garou to perform multiple roles. It is
believed that a great number of other offices used to exist but
fell into obscurity due to these very circumstances. Some
pessimists even claim that entire secrions of the moot itself
have been forgorten in much the same way.

The acrual decline in ceremony, office and ritual varies
with the tribe and the sept. Still, even the most scrupulous
followers of Gaia might concede that no truly suitable
Garou exist for certain posts. By thus reducing the Garou
spirit with squabbling and crass entertainment, the Wyrm
tarnishes and corrodes the Garou heritage. This insidious
threat poses perhaps a greater danger ta Garou than even the
most vicious Nexus Crawler.

The Opening Howl

All moots start with the howl. The Opening Howl, led
by the Master of the Howl, fills the air with unearthly, atonal
modulations. Each sept’s howl has a distinctive flavor, the

result of that sept's general attitude, particular blending of
tribes and recent events. For instance, the howl of a prima-
rily Fianna sept echoes with an almost ethereal beauty; that
of a predominantly Shadow Lord sept resonates with a
disturbing dissonance; a Red Talon sept cries out with
guttural savagery, More diverse seprs integrate the various
tribes’ moods. Thus, a sept with large numbers of Fianna,
Shadow Lords and Red Talons generates a beautifully dark
keening, as the Fianna's rarefied voices intermingle with the
Shadow Lords' lower tones and the Red Talons' sharp
puncruations.

While tribe and attitude play a part in the howl, the
sept’s current status colors the howl just as strongly. These
elements blend in the Opening Howl's final moments, when
the Galliards, coordinated by the Master of the Howl, lead
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the rest of the sept in declaring the purpose of the moot. A
howl marking the sept’s recent triumph is martial in tone
and flavored with tribal heritage — Fianna tones reminis-
cent of Celtic war ballads, Stargazers' of ancient Tibetan
songs, Red Talons' of pure, wild bestiality. A moot called to
determine the fate of a Garou accused of turmning to the
Wyrm echoes with howls that are uniformly menacing in
tone, whether the subvocal growl of Silver Fangs, the savage
snarl of Get of Fenris or the nerve-wracking barks of Bone
Gnawers.

The Opening Howl historically has other offices aside
from thar held by the Master of the Howl. The best known
is the role of the Fool (typically a post filled by a Ragabash).
The Trickster performing this office routinely questions
each assertion made during the Opening Howl. The rest of
the sept, led by the Master of the Howl, refutes each of the
Fool's claims in turn: This way, all the Garou unite in
affirming their heritage.

The Fool's questioning of Garou rites and traditions
encourages each member of the sept to reevaluate and
reaffirm his loyalty to pack, sept, tribe, tradition and duty.
Although the Fool's responsibilities are just as importantas
those of the Master of the Howl, the Trickster doesn't often
attain the same degree of respect the Master of the Howl
holds. Many Garou view the Fool as just that, and they
usually don't take seriously his yelping dissension during the
moot.

The Inner Sky

The moot's second portion devotes itself to strengthen-
ing the caern by contacting tribal spirits. The Caller of the
Wyld leads the sept in this portion of the moot. Umbral
spirits are the source of the caern’s continued strength; as
such, the Inner Sky is vital to the caern’s health. The Caller
of the Wyld must contact the spirits and treat them with
appropriate honor and deference.

If a sept doesn't maintain the caern’s bonds to the
Umbra, the caern itself weakens over time, no matter how
passionate the Revels that end the moots. This factor is
often cited as the cause behind a caern becoming fallow or
falling to the Wyrm.

Some tribes, the Red Talons chief among them, claim
that losing the connection to Gaia is what precipitates such
weakening. They point to the Bone Gnawers’ and Glass
Walkers' less stringent rites as examples of this failing. In
return, the two urban tribes observe that their rechnology-
bound spirits don't need the constant attention that less
strictly regimented nature spirits might.

In practice, a sept that goes for more than nine turnings
of the moon without the Rite of Totem Binding may lose
one level from the caern's power. Starting after the ninth
month of neglect, the Storyteller rolls once per lunar month
to see whether the caern loses a power level. The Dice Pool
rolled equals the caern leader's Wits + Rituals. The difficulty
is 5 in the ninth month and increases by one point each
month thereafter. As long as the Storytellerrolls at least one
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success, the caern maintains its current level of power.
However, the Storyteller continues to roll each lunarmonth
(at an increasing level of difficulty) until she gets no suc-
cesses. Once that happens, the caern loses a point of power.

If the caern remains neglected nine months after losing
the point, the process begins again. In this fashion the caem
slowly dies out or falls dormant. A Rite of Spirit Awakening
must be performed to reawaken the caern or to recharge lost
points. The difficulty in performing this rite equals the
caern's original level plus five. Also, the ritemaster must
spend a number of permanent Gnosis points equal to the
number of caern levels lost.

Ongce the sept performs the Inner Sky properly, no rolls
are required unless another nine months of neglect should
pass. The Storyteller may sinply lower a neglected caem's
power level instead of going through the rolling process,
depending on the circumstances involved.

Cracking the Bone

The business of the moot occurs 4t this stage. Griev-
ances are aired, sept policy is made and personal conduct
addressed. The Truthcatcher heads this part of the moot. As
its name implies, Cracking the Bone is nosimple rask. Much
like a hungry wolf cracks a bone to find the sweet marrow
hidden inside, the Truthcatcher must cleave into the most
challenging dilemma and discover the core of truth that lies
within,

All temporal business is conducted at this time. Most
tribes allow all Garou who wish to speak to do so. Even in
this openness there is a proper pracedure, however. The
concept of rank is so ingrained in most Garou thar lower
ranking members inevitably defer to higher ranking indi-
viduals. A Garou who speaks out of turn, defying the sept
hierarchy, invariably loses Honor. Still, some of the more
tolerant septs, usually led by the Borie Gnawers or Children
of Gaia, allow their younger members to speak out of turn
without harsh penalty.

The Garou system of justice is simpler than thatused in
the human world, as ir bas more in common with lupine
ways. Judgment and the punishment that follows is swift,
blunt and without appeal. Once a decision is made, for good
or ill, the matter is usually closed.

Stories and Songs

During this section of a moor, the Talesinger leads the
sept in spinning stories of past and present Garou adven-
tures. Ancient heroes are remembered and new ones hon-
ored with howls of recognition and rites of praise. A Garou
whose deeds have earned a Talesinger's praise gains much
glory in the éyes of his peers.

The mood of the Stories and Songs segment is, again,
dependent on the sept and its tribal majority. Tales told by
Shadow Lords and Silver Fangs are usually serious trearises
and heavy-handed ballads howled only by the Talesinger. A
Talesinger's personal glory in these long-winded affairs is
secondary to his ancestry and connection to the tribe and
sept. Stories of past heroes are told as parables that often cite
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the Garow's superiority over humans and place the particu-
lar tribe in the position of guide and mentor to other tribes.
Things become very interesting during this phase in septs
comprising both Shadow Lords and Silver Fangs, since both
tribes not only consider themselves without equal, but view
each other as rivals for true supremacy over all other tribes.

The Uktena and Wendigo tale-telling follows the Na-
rive American model, with the greatest warrior braves
taking on the roles of victor and vanquished, and a chorus
supporting the tale with howls and natural percussion. This
portion of the moot can become so charged with energy for
these tribes that the remainder of the sept comes forward,
dancing and howling in a ring around the Talesinger as he
reaches the story's climax.

Of all the tribes, the Silent Striders are most noted for
their Stories and Songs. They elevate this portion of the
moot to an art form in and of itself by incorporating
elaborate and exuberant dance-tales known as Pakiv Swatura.
Only those dancers trained extensively in this strenuous and
expressive art may participate in such tales. A Garou hon-
ored to be part of a Pakiv Swatura often finds himself spun
about and tossed in the air repeatedly by the other dancers
until he's tao dizzy to walk.

The Silent Striders also engage in Darane Swaturg,
boisterous, overblown comical tales rold simply for the joy
of the telling. A single Strider usually begins a story, then
passes from one Garou to the next. Each builds on the tale
in an attempt to surpass the previous speaker’s humor until
the entire sept is overwhelmed with riotous laughter.

The Revel

The Revel culminates the moot. The passion of every
Garou in the sept builds toward the Revel, finally releasing
with tremendous physical, emotional and spiritual inten-
sity. Not only is this section cathartic for the Garou, but it
serves to recharge the caern and echoes the reconnection to
the Umbra as performed during the Inner Sky.

Both mundane procedures and mystical rites become
more impassioned as the moot progresses. The stories and
songs kick the Garou assemblage into even higher gear and
stir the werewslves' souls to a fever pitch. Once the sepr is
roused to the greatest possible extent, the Garou chosen for
the role of Wyrm Foe changes into wolf form and gives a
mighty howl. The Wyrm Foe usually waits for the Master of
the Howl to give him thissignal, butit's not unknown for the
Garou to become so caught up in the building Revel that he
leaps forward, giving an ear-splitting call. The rest of the
sept joins in the howl, and Garou notalready in Lupus make
the change, emulating the Wyrm Foe.

Mock battles and other displays of strength and prowess
erupt spontanecusly throughout the sept, as the Garou
prepare for the run. These demonstrations serve to take the
Garou past the point of no return, a truly liberating release
on every level. Once the sept reaches this degree of excite-
ment, the Wyrm Foe thunders out of the caern proper,
leading the entire sept on an exhausting run to clear the area
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around the caern of all enemies. Duaring the run itself, many
Garou eventually transform inte their deadly Crinos form,
as they fully embrace their Rage,

Although any Garou in the throes of the Revel is a
glorivusly fearsome sight, the Ger of Fenris are renowned for
their incredible savagery during the run. The defense of
caerns by the Get and other rural septs give rise to many
small-town stories of “full moon fever.” Similarly, the urban
prowls of Bone Gnawer and Glass Walker Revels are often
labeled gang warfare or particularly vicious kifling sprees by
the unsuspecting human populace.

The Garou passion released during the Revel is effec-
tively raw Gnosis that pours back into the caern itself. Such
recharging is vital in maintaining the caern's power, just as
sustaining the caern’s connectipn to the Umbra is. Every
Garou who participates in a Revel must spend at least one
point of Gnosis toward recharging the caern.

An active caermn must receive five points of Gnosis per
power level each lunar month to remain fully replenished.
Thus, to replenish a caern with a power level of four, the sept
must spend at least 20 Gnosis. These points need not be
spent all at once (although they usually are during a Revel),
but can be given to the caern at any time during the month.

A caemn that doesn't receive the requisite amount of
Gnosis lapses into inactive status. Although its potential
spiritual energy still exists, the caern must be reconnected to
the Umbra and its spirits awakened before Garou may tap its
power.

After the Woot

The Garou find their way back to the caemn after the
end of the frenzy brought on by the Rewvel. Although
exhausted after a moot, the sept brims witha great content-
ment and feeling of unity.

A regularly performed moor sustains both caern and
sept, [t strengthens the caem’s connection to the Umbra, to
the sept’s torem spirits and between the Garou themselves.
The sept itself draws mystical and psychological strength
from the caern in turn. Sept and caern have a symbioric
relarionship and susrain each other against the myriad
dangers thar menace Gaia's defenders.

Justice

Garou law bears a stronger resemblance to the rapid,
decisive acts of a wolf pack than to the red tape and
bureaucracy of a human legal system. Once a decision is
made, any punishment is exacted with swift and often brutal
severity. Traditionally, Philodox rake on the roles of judges
among the Garou. The Half Moons’ gift for discernment is
well known ameng the tribes. As such, Philodox judges’
decisions are virtually never questioned. Ocher auspices
have been known to hold the post competently. Indeed,
Ragabash judges have shown keen insight in interpreting
the Litany.
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For the most part, disapproval of an individual or
individuals by the pack, sept or tribe takes care of many
personal disputes and transgressions among the Garou.
Apart from this unofficial merhod, the system of hierarchy
and challenges normally quells other “mishehavior.” Actual
trials are reserved for those rare occasions when a Garou
breaks with Litany law, sept andfor tribal tradition.

Hierarchy

Garou social interaction relies on a complex system of
rank and hierarchy. Every individual Garou is evaluared by
where she stands in an intricate pecking order of pack, sept
and tribe. Three criteria interdependently derermine a
Garou'srank in thesesituations: Glory, Honor and Wisdom.
Thus, while an individual Garou may lack Glory, for ex-
ample, correspondingly higher ratings in Honor and Wis-
dom might result in a high overall rank.

Werewolf discusses the three Renown Traits in detail
(see p. 153). Each one requires differing methods for gaining
Renown. To gain distinction through Glory, a Garou shows
great courage, martial prowess and physical strength or
endurance. Since Honor combines pride, dignity and per-
sonal integrity, a Garou gains Renown in this Trait by
performing acts that are just. Actions that show good
judgment, discretion and an ability to distinguish between
truth and fallacy provide a Garou with Renown in Wisdom.

The 13 tribes have differing opinions on what specific
actions are worthy of Renown — opinions colored even
further by the individual Garou's auspice. After all, auspice
conveys the Garou's expected role within rhe sept. An
Ahroun who tries his hand at pranks has a harder time
gaining Renown, and thereby increasing his rank, than does
a Ragabash. Many actions unrelated to the Garou's auspice,
from individual combat against the Wyrm to holding a sept
post with distinction, bestow the Garou with Renown.

The hierarchy established by rank keeps most Garou
effectively in their places within the sept, Since every Garou
learns the intricacies of hierarchy, any violation of this order
is obvious to all. If a Garou acts out of his station without
good reason, he is punished appropriately (by the leader of
the pack or sept, whichever is closer to — bur still above
the offending Garou’s status). The actual punishment varies
by sept and tribe, bur it can range from a harsh beating to a
short period of lowered status. In most cases, though, it's
resolved in a challenge. If the accused feels he acred with
good reason, he must convince the others of his sept.
Sometimes, thorough reasoning is enough, although most
often the resolution is handled through the challenge or the
Coungil's intercession.

Challenges

The challenge usually comes into play when a Garou
strives for a higher station — a process also known as a
“formal challenge” (see below). However, it's also used to
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resolve minor crimes and discrepancies that don't violate
the Litany, The conflicting parties engage in a challenge,
with the defender choosing the specific method of contest.
For those situations in which it’s unclear which Garou is the
wronged one, the Council of Elders declares the type of
challenge (generally one equally difficulr for both Garou).
The challenge itself is considered an appropriate punish-
ment (or vindication, if the defendant is the victor).

(Dominance

Garou hierarchy isn't static. In a society of specialists,
leadership fluctuates as different Garoun lead in differing
situations. The least compromising Ahroun battle lord is a
poor choice to represent the sept in a negotiation, just as the
wise, but frail, Philodox judge is poorly suited for leading the
sept into battle against the Wyrm. All Garou understand
this application of the hierarchy.

Challenges occur when one Garou disputes another
Garou’s authority. Essentially, the challenger calls into
question the other Garou’s dominance over him. Some
hotheaded pups voice a challenge unwittingly by protesting
a superior’s directives, but for the most part a Garou knows
full well the consequences when he issues a challenge. Even
s0, most challenges occur spontaneously and are considered
informal. In more serious marters, a Garou may formally
challenge another, and the defender chooses the specific
style of challenge.

The conrests commonly take one of three basic forms:
facedown, gamecraft or duel. Although the termsand meth-
ods of challenge vary between septs, all Garou recognize and
use this basic system.

Facedown

Always informal, the facedown is the most common
form of dominance challenge. This contest is quite simple
on the surface: The two Garou stare into each other’s eyes,
with the loser being the one who looks away first. The two
may assume either human or wolf form for the facedown
(generally both take the same form ). Facedowns occur daily
in the sept; they're a fast and simple way to resolve conflict.

Twao of the 13 tribes put their own spin on this chal-
lenge. When two Bone Gnawers engage in a facedown,
others of the tribe take sides and harass one of the oppo-
nents, in hopes of making him look away first. This harass-
ment is primarily vocal; it's considered a breach of the
challenge to touch either participant. The Bone Gnawers
have also been known to indulge in betting if the contesting
Garou seem particularly well marched. In contrast, a true
Stargazer facedown may take over an hour to complete.
Srargazer challengers face each other in an-air of complete
silence — indeed, other Stargazers normally ignore the two
contestants entirely until the challenge ends.

The Storyteller has two basic options for handling a
facedown. The first is literally to roleplay the contest be-
tween the two players (or the player and the Storyteller,
depending on which characters are involved in the chal-
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lenge). The players look into each others' eyes, the loser
being the one who finally [ooks away. The winning player’s
characteris considered to have defeated the opposing player's
character in the facedown. A live facedown can add tension
and flavor to your story. However, it has limitations. The
other players sit around with nothing to do until the contest
ends (although it's less problematic if the Storyteller isn'c
actually one of the contestants). Not only that, but the
facedown can drag out for some time if the two players are
especially committed.

The less time-intensive (and less dramatic) option
involves rolling dice, Each player rolls dice equal to his
character's Charisma + Intimidation (difficulty of the
opponent’s Willpower); the first to score total successes
equal to his opponent’s Wits + 5 wins. If the contestant’s
ranks differ, rhe difficulty for the Garou of lesser rank
increases by one for every two ranks he is below his oppo-
nent. (See Werewolf, p. 219, for more details.)

Gamecraft

Gamecraft is a more sophisticated form of dominance
challenge involving a wide variery of possible contests. In
such a contest of wits, and of wills, the more clever and
tesourceful Garou triumphs. Although most gamecraft chal-
lenges are informal, it's not unknown for them to be formal
displays. Tribal distinctions play a large part in the varia-
tions on gamecraft. Fianna, Silent Striders and Stargazers
(and the septs comprising them) are noted particularly for
their numerous and ingenious gamecraft contests. In con-
trast, the Get of Fenrisand Red Talons tailor their gamecraft
to pursuitssuch as tracking or other tests of physical prowess.

Unlike facedowns, which usually begin over a specific
event, contests of gamecraft often start when two Garou
disagree on a philosophical concept or principle, or when
one Garou wishes to display his prowess over another. The
contests can range from friendly rivalry to deadly serious
challenge. A pamecraft challenge may decide a course of
action ot a change in philosophy for the pack, sept or tribe
— or even for the Garou as a nation. (Indeed, some say a
formal challenge of gamecraft resulted in the decision ro lift
the Impergium. Supposedly after an intense debate lasting
three days, the Stargazer speaking in favor of the change
finally defeated the Shadow Lord speaking in favor of an
ongoeing [mpergium.)

Gamecraft always involves some type of mental chal-
lenge between the contestants. The Black Furies trade ever
more elaborate and exciting tales of mythic heroines. Glass
Walker conrests range from amusingly dramaric video game
duels to high-stakes corporate takeovers. The Wendigo, in
contrast, indulge in leisurely riddling contests of tremen-
dous cleverness. These examples offer only & minor sam-
pling of the widely varied gamecraft Garou perform, No
tribe limits itself to one form, or even a dozen forms, of this
type of challenge. In every case, the Council of Elders
confirms the victor, removing any doubt about which Garou
wins the gamecraft.
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The Storyteller can handle a gamecraft challenge in a
tew different ways. When deciding upon the specific form of
the challenge, the Storyteller (and the players) should have
the contest reflect the reasons behind the challenge itself.
So, if the challenge arises over a Garou's ability to negotiate
with humans, the contest might involve having both Garou
make separate deals with a used gar salesman, the winner
being the werewolf who cuts the better deal (he needn't
actually buy a car, of course). A challenge due to a dispute
on quick thinking might involve a riddle contest, with the
Garou who stumps his opponent the victor.

Althoughdice rolls can certainly decide the gamecraft’s
victor, the challenge might work best if actually roleplayed.
If possible, contests involving riddles, debates, colorful
insults or rale-telling should be roleplayed by the players
without resorting to dice. Even a “tracking” challenge, in
which the players search a room for a hidden object, is often
more fun than discovering the result through dice rolls.

If the contest isn't suitable for live action roleplay or
would simply become too involved, dice rolls are a perfectly
acceptable form of resolution. For resolving riddles or tale-
telling with dice, both contestants roll Wits + Enigmas
(difficulty of the opponent's Intelligence + Enigmas). For
debares and put-downs, they roll Manipulation + Expres-
sion (difficulty of the opponent's Willpower). For all dice
rolls, the victor is the one gaining the greater number of
successes on the roll. Additionally, a character’s difficulty
increases by one for every two ranks his opponent is above
him. (See Werewolf, p. 223.)

Duel

The duel is simply ritualized combat, but it's not some-
thing the Garouundertake lightly. [t is the most serious type
of challenge and is almost always considered a formal
contest. All Garou respect the need for this extreme form of
challenge. While some septs limit the amount of force
allowed in a given duel, one constant is always imposed: No
one may interfere until the contest is decided.

Get of Fenris and Red Talons have ferocious duels,
even between a pair of packmates. They contrast greatly
with the Children of Gaia and the Stargazers. It's unheard
of for packmates among these Garou to duel, and the
number of duels within their tribes is much lower than what
oceurs in each of the remaining 11.

Any limits set for the contestants are established in
advance (specific victory conditions; form or forms the
contestants may assume, use of weapons). At the duel’s
end, the loser must bare his neck to the winner as a sign
of submission. Traditionally, the victor may rip out the
loser's throat, but it happens very rarely in practice.
Most tribes feel that there are simply too few Garou left
in the world to slay one’s own, even in something as
serious as a duel. If the loser remains defiant and refuses
to comply with the tradition, the winner loses no Honor
by continuing to atrack without limit.
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Duels are not roleplayed physically. Instead, the troupe
resolves the challenge using the normal combat system. For
a more involved optional system of dueling, see p. 196.

Formal Challenge

Formal challenges revolve around an individual Garou'’s
attempt to rise in rank, assert dominance over another
Garou or address a grievous wrong suffered by another. This
formal contest isoftenaduel, although a contest of gamecraft
isn't uncommon.

While the challenger declares the contest, the defender
chooses the actual type of challenge. Auspice has some
bearing on whether duel or gamecraft is chosen

an
Ahroun is more inclined to duel, while a Ragabash prefers
gamecraft. However, tribal upbringing plays a larger part.
Black Furies, Get of Fenris, Red Talons and Wendigo tend
to prefer duels. Children of Gaia, Fianna, Silent Striders,
Uktena and Stargazers usually resolve formal challenges
through gamecraft. Bone Gnawers, Glass Walkers, Shadow
Lords and Silver Fangs use both equally.

Challenge of Rank or Dominance

For formal challenges involving an attempt to rise in
rank or assert dominance, the challenger may be, at most,
two ranks lower than his potential opponent. If the gap
between challenger and challenged exceeds two ranks, the
challenger may lose Honor for committing such an Inappro-
priate act. In this case, the player rolls Charisma + Empathy
(difficulty 7) to avoid losing a point of the characrer’s
Honor.

In order to advance in rank, a Garou must have suffi-
cient Renown and must challenge another Garou already of
the desired rank. If the challenger bests his opponent in a
contest of his opponent’s choice, he achieves the next rank.
As such, it's often best for the Garou to challenge an elder
who truly wishes the challenger to advance. Even sympa-
thetic elders won’t make this contest simple, but an elder
who doesn't feel the Garou is fit to rise in rank may give the
youngster an' almost impossible challenge. A zealous cub
who challenges the first available elder he sees may come to
regret his impetuosity.

Challenge of Grievance

The sept's Council typically handles significant issues
of crime or wrongdoing. The elders hear the martter, and if
it doesn't involve transgression of Litany law, they hand
down a judgment immediately. For situations involving
extenuating circumstances or issues of personal honor, the
Council declares a formal challenge.

They hand off the issue to the Master of the Challenge,
who decides on the type of contest and picks an appropriate
champion for the challenger. The Master of the Challenge
judges the contest. If the challenger wins, he's considered
vindicated; if he loses, his guilt is affirmed and his punish-
ment is the beating he took during the challenge itself. In
either case, the matter is considered closed after the chal-
lenge ends.
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Litany Law

All Garou honor the Litany individually and by tribe.
Eachsept hasits own way of interpretingsections of the Litany,
but all Garou law and tradition comes from this same source.
When a Garou breaks one of the laws, or when one Garou
suspects another of violating pack code, or éven when a Garou
faces a challenge to his honor, the sept must decide that
individual’s guile. If the law finds the Garou innocent, the
incident is forgotten and he goes free (although some petty
Garou have been known to hold grudpes on bodh sides of an
argument). If he’s found guilty, punishment quickly follows.

A werewolf charged with transgressing against the Garou
as a whole, and thus against Gaia Herself, comes before the
Council of Elders. The defending Garou need not actually be
present at the trial, bur absence is almost always seen as an
admission of guilt. Usually, the entire Council convenes for
truly staggering transgressions against the Litany. Otherwise,
only a few members of the Council need be present to act as
judges. The exact form rhe trial takes varies with the sepr itself.
Inmultiple-tribe septs, the judging formar usually follows from
the tribe compuosing the sept’s majority.

Black Furies and Stargazers appoint three elders who
consult mysric signs and conduct interviews before passing
judgment. Get of Fenris and Red Talons use asingle judge who
officiates trial by combat. Children of Gaia and Fianna also
like to keep things simple, with the Grand Elder deciding the
case based upon witness and defendant testimony. The sept's
Grand Elder also judges Silver Fang trials; but an advocate
from the Council represents the accused. Bone Gnawer and
Glass Walker trials most closely resemble human courts, the
former rather informal and subject to bribery and the latter
utilizing advanced criminology techniques. Ukrena summon
Umbral spirits to draw the truth from the accused (such
intertogations can often escalate to a frightening degree).
Silent Striders appoine a pair of judges from the Council, one
acting as a proponent and the other as devil's advocate (a
“good copfbad cop” routine), to cross-examine the accused
Garou's character references. Shadow Lord High Inquisitions
are involved affairs, with the Council performing harsh inter-
rogations and exhausting tests, Wendigo rely on the elders to
discuss the facts at [ength and pass judgment on the accused.

Although each tribe has its own format for judging
breaches against Garcu and Gaia, all proceedings take, at
most, a matter of days ro resolve. The typical case is judged
in only a few hours, in fact. If the accused Garou is found
guilty, punishment follows swiftly thereafrer. The specific
punishment depends on the tribe, sept, individual and the
crime itself. Still, most punishiments find their root in one of
four forms — shaming, shunning, deach and casting out.

Shaming

Garou subject to shaming have allowed their own
pride, cowardice or self-absorption to hurt the Garou or
Gaia as a whole. This punishment often invelves rites
including the Stone of Scorn, the Voice of the Jackal and
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even the Satire Rite for more serious transgressions. Nor-
mally, a Garou subjected to shaming once is chastened
enough to change his behavior.

The Silent Striders and Fianna are especially adept at
this form of punishment. Their marvelously creative epi-
thers and bitingly shamp satires are acutely effective at
tormenting unfortunate transgressors.

Shunning

Shunningapplies to a Garou who placed a fellow Garou
or even Gaia Herself at unnecessary risk, or to one who
continues in a habit for which he'd been punished before.
The Rite of Ostracism is performed on the guilty party; all
Garou ignore him entirely, not even speaking to him or
acknowledging his existence.

A shunning's length varies, usually ranging in duration
from one week to one lunar yeur. Alternately, the length
may depend on the punished Garou himself; only when he
truly changes does the shunning lift. To increase the
transgressor's discomfort and isolation, he never knows the
actual duration, no matter what term is levied.

Although shunning is difficult for any Garou, the
Wendigo see it as a terrible sentence, second only to being
cast out of the tribe. A shunned Wendigo often forgoes
sustenance and wastes away until the sentence ends or until
he dies. If death draws near, the shunned Wendigo leaves his
sept to find a place to die. This way, the Garou doesn't
compound his initial dishonor by littering the caern with his
earthly remains.

Death

The death sentence goes to those Garou who, although
having committed murder or other capital crimes, still
maintain some trailing vestige of honor. The sept performs
the Rite of the Hunt after this punishment is announced.

All tribes use this punishment when appropriate, al-
though the Children of Gaias’ gentle nature makes them less
likely to resort to it. In contrast, the Get of Fenris are wont
to apply cthe death sentence fairly often, the better to stress
the severity of some crimes.

Casting Out

Some crimes are so horrendous thar the Garou is cast
out. The werewolf is proven a traitor to Litany law, to the
Garou and to Gaia Herself. The criminal’s offense is so
heinous, he is considered an agent of the Wyrm. The traitor
is an enemy to (Faia and to his Garou champions, and he is
to be killed without honor.

The vutcast Garou exists beyond all redemption, likely
even in his lives to come. Casting out involves one of two
powerful rites, either Gaia's Vengeful Teeth or the more severe
Rire of the Shatrered Soul. The latter rite declares that the
traitor is no longer one of the Garou. Should rthe outcast
subjected o the Rite of the Shattered Soul be reborn, he does
s0 in his true form — as a creature of the Wyrm. Not even a
vestige of honor remains to such a lost soul.
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Ronin

On rare occasions, a Garou accused of a grievous
transgression may ask to be declared Ronin. While a
serious judgment, the label of “punishment” doesn't fit
neatly here. The accused states his desire to be cast from
Garou society rather than to live within it. A Garou
declared Ronin undergeés the Rirte of the Lone Wolf
and gives up all cantactwith his sepg; tribe and lineage.
He maysall run with his packe= if [he pack’is willing
1o accept himn, b

i
S

FewRonin ‘gaiiy any further Rmowﬁﬁr the re-

mainder nf’tﬁenr lives. Even the mos:ﬁwrm; deeds may

grant them only '3 Cursory mention at the NEXt Moot —
and what the Garouda ot acknﬂwledgt" the spirits do
not aLLnowledge cithet Only a mentor— hard for an
outcast to find — can teach a Ronin the Gifts due his
former rank, but virtually nobady is willing to perform
the Rite of Accomplishment for a Ronin. The vast
majority of Garou treat these lone warriors with scorn.
Due to the Ronin's increasing numbers, however, the
Garou sometimes find it necessary to deal with one:

Caerns

Corin Eye-of-Stone hit the pavement before the ig skidded
to ahalt. He surveyed the streech of highway behind them. Good.
His pursuers weren't as close as he had feared. He had a few
minutes to warn the others.

“You sure this iswhere you want t be dropped off?" The
trucker hung his head out of the window and looked avound. As
far as he could see, there was only the interstate.

“Yep. Thanks for the ride."

The trucker shrugged, put the vehicle back into gear and
prlled onto the voad once again, Corin’s attention was élsewhere.
He paused to breathe in the clean air. The caern tugged at his
heart, wrging him home. He had enduved a long half-moon in that
twisted pile of metal and stone the monkeys called a civy. Butit
was worth it. He had uncovered Pentex’s plot and forced them to
accelerate their timetable. Now, if he could just wam the septin
time, all would end well.

Before crossing the tree line and entering the baum, Corin
ook a good look around. It wouldn’t do to find a First Team
ambushwaiting. His gaze sweptover the area. He knew this place
like the back of his paw. He knew the spirits that dwelt here. He
closed his good eye and concentrated. With a sudden shift, he was
looking through a swimming pool to se¢ patterns on'the botwm —
except he was peering through liquid reality. Even this close to the
bawn's edge, the Umbra was showing the effects of the interstazes
proximity.

Suddenly, Corin heard the high-pitched whine of approach-
ing automobiles. He'd wasted too much time. His desperation
rekindled, he dashed into the forest. After taking three strides,

Corin suddenly found himself throum backward into a tree by a

huge shaft that pinned him through his right shoulder. His legs
momentarily buckled under the pain. Focusing, he withdrew the
pole as he clenched his jaw to prevent the howl from escaping.
With a sudden, blessed jolt, the spear ripped out and Corin
dropped to one knee. Within seconds he avose in Glabro, the
wound already healing.

“You really oughta let us know when youw're comin’, boss.”
The horribly scarred visage of Blood-Maon appeared from behind
a large outcropping of rock.

“No time. Pentexisright behind me.” Without looking to see
if she followed, he pushed deeper into familiar territory.

Once, long ago, the whole of Gaia had been like it was here,
complete and undivided. But the Weaver, the same power behind
the odious pit Corin had just retumed fromand the interstate he'd
just left, had sundered Her into two realms and left both to a
lingering destruction.

Corin could hear the distant crashes of the pursuing troops
behind him. Blood-Moon sounded a pievcing howl, followed by
a human yell that was cut short instantly, Corin uttered his own
warning yell, a call to arms. Alveady, his brothers and sisters
gathered to join the defense. They wouldn’tallow the caern to fall.

Querview

Caerns arecomplex entities. They are more thansimple
circles of standing stones or magical groves of trees: They are
centers of Garou life. Here, important meetings take place
and packs prepare to accomplish essential tasks, For many
Garou, the caern is home. Players are encouraged to base
their pack in acaem. It should be a source of spiritual power,
the heart of the social circle and a secret hideout all rolled
into one. Embracing your caern with as much enthusiasm as
you give your character and other chronicle elements can
reward you with an attachment between the characrers and
their home. Attention to the details of the caern also
inspires additional elements for the Storyteller to work into
the ongoing chronicle.

Caerns have Umbral aspects as well as physical proper-
ties. While all caerns share certain common characreristics,
each is unique. Trying to turn caems into faceless, identical
barracks would destroy their magic. For this reason, the
following guidelines on caerns are to be applied to the extent
that they help your chronicle. As always, the Storyteller
should feel free to modify these rules while keeping game
play in balance.

Physical Areas

Bawn

The bawn forms the outer boundary of the caern: As
such, it is the first line of defense. There is a great deal of
latitude in circumseribing the bawn of any particular caemn.
Inacaern found within city limits, the bawn may cover afew
blocks or less. By comparison, a deep wilderness caemn's
bawn may include thousands of acres. Regardless, nowerewolf
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can mistake rthe sensation of entering any bawn. Inside 4
caern, the twin elements of the Garou worlds, of physical
corporeality and Umbral spirituality, are temporarily made
one. The Garou feel the nearness of the Umbra and draw
strength from that intimacy. They feel an increased connec-
tion to Gaia and all her creatures there, for within the bawn
the spirits are awake and able to communicate with the
Garou.

Because the caern is such an important part of a Garou's
life, as many werewolves as possible live within its boundary.
In a small urban caern, there just isn’t enough room for the
entire sept to dwell without drawing the unwanted atten-
tion of local law enforcement and the Wyrm. In wilderness
caerns, however, there is ample room for the entire sept to
take up residence and live in harmony with Gaia and Her
creatures. It also makes the caern more defensible — if it
happens to be home, there is less of a commute for the
troops. Kinfolk stay close as well, although human Kin rarely
live inside the bawn. They typically lodge in the nearest
town, often along the most common mass transit route to
help monitor the caemn's incoming and cutgoing traffic.
Wolf Kin are welcomed within the bawn, where they are
much easier to protect. However, the roaming nature of
wolves makes it unlikely for a pack to dwell exclusively
within any but the largest caern boundaries.

Graves of the Hallowed Heroes

Every caern has an area that functions as a place of
remembrance. This area is often called the Graves of the
Hallowed Heroes, although different tribes have their own
unique terminolagy. Many predominantly Wendigo septs
refer to this place as an ancestral mound; Get of Fenris
somerimes call the area Valhalla's Gate. Black Furies call
this area Gaia's Repose or, more rarely, the Nekropolis. Of
course, the Fianna usually call this area the Heroes' Cairn.
Regardless of its name, here the living gather to remember
the dead. Mortality is an integral part of life. Death comes
toall. Inany group for which death is such a constant threat,
it is important to acknowledge fellows who have fallen. It
helps the young learn how to face theirown eventual demise
with courage. Some Garou lorekeepers believe that primi-
tive caerns may have evolved to fulfill such a purpose, and
that similar traditions might even have bled over into
human culture.

While the area’s name typically refers to graves, septs
generally do not bury bodies here. In fact, it is often difficult
ta recover enough of a Garou's body for burial. The kind of
damage it takes to kill a Garou often involves the complete
destruction of the body. To compound the problem, in most
caerns there simply isn't enough room to allow for the
interment of corpses. The graveyard is symbolical, a shrine
to the deceased rather than an actual cemetery.

The Graves of the Hallowed Heroes is always locared in
a quiet place where a person can be alone with thoughts of the
dead. It should, however, have enough room to hold a gather-
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ing dedicated to moumning a specific comrade or the sept’s
ancestors in general. Thus, it may be near the assembly area or
have its own intimate gathering place. While the Garou do
not often lay tombstones in the manner humans do, they
frequently place some kind of marker thatrelates to the life and
death of the honored individual. This marker could be a
treasured photo, a particulurly valued fecish or a prized erophy.
Each sept has its own traditions regarding these grave tokens.
A packmate's death is never insignificant, so even the unex-
pected (orexpected) death of a troupe member's character can
provide wonderful opportunities for roleplaying.

Assembly Area

One of the primary purposes of a caern is to provide a
safe place for instruction, discussion and preparation. These
activities take place at the assembly area. This area is often
the largest single portion of a caern, due to the potential size
of groups that may gather there.

Some examples of possible assembly areas include naru-
ral amphitheaters, abandoned warehouses, large caves or
glens. There must be enough roomto | wld the entire sepr,
including space for visiting packs. The organization of
gatherings (or laglks ﬁ;s el hg{{d asse mlﬁ ' a xfg&éﬁ
reflects the ptefeM'lﬁMoig ) v's controlling tribe. For
example, the Glass Walkers, Shadow Lords and Silveg Fangs
have comlex &Emmatmnal structures and |t1temiﬁt|un-
ships thatam stseating order, position, wl‘lnkQFﬁCl.ﬁt‘\ who
L()ndu(:lﬁ‘ ete. Other tribes, including tha&{ of Fenris and
 make seating a sign of status. and strength with no
other significance. Bone Gnawers usually just show up.

Caern's Heart

All other areas exist to support the caem's heart. While
the heart is often referred to as the center of the caern, it is
not a geographic center but a spiritual one. Without the
caern's heart, the test of the territory is just a staging ground.
This area constantly calls to the sept’s Garou with a siren
song. It is the place where the Umbra actually touches the
physical world and the Gauntlet has been tom. Inside the
caern’s heart, Garou make no roll to step sideways.

The caern’s heart must be easily identifiable as a self-
contained area, with no question of when a character is inside
it or outside it. Examples include rings of standing stones,
unnaturally perfect circular clearings, small caves, medicine
huts, pools of water, an ancient tree or the top of a plateau. The
heart is always heavily guarded. Most members of the sept
enter it rarely and always at the invitation of sept leaders. The
sept's totem spirit appears most frequently at or near the
caern’s heart, for this place is the manifestation of its power.

The sept leaders frequently gather ar the caern’s heart
to discuss the future of the caern and the sept along with
other present concerns. In addition, one of the sept leaders
is usually present at the center to act as the caern Warder.
Other Garou are often found in the vicinity of the heart,
whether their positions require them to be there or not.

TChe Umbra

Near a caern, the Umbra is more integrated with the
physical world. This relationship more closely approximates
the conditions that existed prior to the Weaver’s great
division. Symbiosis creates a situation where both sides
henefit: The spirits in the Umbra near a caern have an
interest in the future and well-being of the Garou who make
the physical world their home. For this reason, these spirits
teach Gifts to Garou more readily than their wandering
cousins do. They are also often more willing tobe bound into
fetishes. Of course, they expect this situation to work both
ways, such that local Garou are willing to assist them should
some great errand arise. Players should consider it an honor
to aid the caemn spirits, not an obligation.

The Penumbra may have very close ties to the corpoteal
world, but that does not mean it isun exact duplication. The
Umbral landscape symbolically mirrors the physical layout
of the caern, with areas corresponding to the bawn, the
Graves of Hallowed Heroes, assembly area and caern’s
heart. Forcx‘ampiextheba;mmavaﬁpearas astone wall with

- no actual substance unless so willed by the surrounding

~ spirits: Near the Graves of Hallowed Heroes, the spiritsmay
w»a@ea;aal}elngb of bone — skeletal and gaunt™

i

Of course, inside the caern’s heart the physical world
and the Umbra are one'and the same. A werewolfstands in

both only while she is within the centers As a Garou leaves

the caern's heart, he :mhtd‘mm?tﬂ&t\t&r etther the physical
world or the Umbra. o : .

i
e e

Other Areas o

Because each caern isunique, each hasareas that can be
difficult to classify in any roster. Every caern has a specific
purpose, and this purpose should be reflected in singular
areas found inside the caem. For example, if a caern serves
as the staging area for guerrilla raids on a Pentex factory,
then it might very well contain an armory holding powerful
fetishes to be lent to the artacking forces. All caerns are
distinct, for they are all living things.

Builing a Caern

Characters can attempt ro create a caern, using the Rite
of Caern Building found in Werewolf, p. 142. It is a
monumental task that is growing ever more difficult as the
Weaver continues to strengthen the Gauntlet between
worlds. Nevertheless, this strenuous and dangerous effort
has obvious rewards.

Creating a caern is hellishly risky, and the Garou
involved are frequently injured or killed. Borching the
creation roll lets loose energies that can consume the
builders on the spot. Even in successful efforts, rarely can
anything higher than a Rank 2 caern be formed, which is
part of the reason that Rank 5 caerns are guarded so
vigilantly.
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Caern Powers

Opening, which must be performed by one of the caern
officials, typically the Master of the Rite. He makes a
Manipulation + Rituals roll (difficuley 7). Customarily,
each success equals one bonus die to be distributed among
the characters as she sees fit. If the bonus could go to more
than one dice pool, the affected pool must be chosen when
the bonus is awarded. Typically, these bonus dice have an
effective duration of one day and may not be saved up. A
player may benefit from a specific power only once during a
single day, so if the player is awarded more bonus dice in the
same area, he loses any bonus he may already have had.

A caern is not a bottomless well. Like any natural

times duringasingle day equal ro its rank level. Thus, aRd,nk
4 caern can be accessed only four times before it is draimed
and in need of a recharging. There isnospecial proce
l‘t‘ler}_,mg a caern; «:tmpl\,r Ie.wmg it alone tor an mte

acaern can be l..dlll..d upon for more cndnwrm_nt. hu@@l
great risk. If the ritemaster atcempts to draw a _
honus dice from a caern that has already been dral'-" o1

difficulty rises by 1. If the Storyteller fecls that the players are
coming to rely upon the caern more than is prudent, she
should feel free to rule that other packs have already ac-
cessed the caern too many times that day. If the chamuem
feel strongly that they should be allowed toﬁ'
anyway, they may request a session with the. gﬁ;-[ der‘a to
cajole, wheedle or beg for the privilege. ;

Caern Cypes

While caerns are unique, they can be le
into three general catepories of Gaian caerns:

ated by the three governing aspects of a Garou's life: Glory

of activities that it encourages. For example, a caern that
makes it possible for its sept to gain strength and win batt
would be a Glory Caern. There are several different types
caerns under each caregory that focus on distinct aspects
Garou life. Each one offers different gifts to the sept thro

the game.

Black Spiral Dancers categorize their caerns for the
various means by which they come intoexistence. The three
types are Hive, Pit and Defiled. Defiled caerns used to be
Gaia caerns of any type, although the Wyrm has its greatest
success when corrupting Glory caerns. A corrupted caern
retains many of its previous abilities, although the caern
totem is obviously different. What abilities do change be-
come mockeries of the former powers. Hives are creared by
large concentrations of Black Spiral Dancers living and
breeding. They often develop unigue layouts and arrange-
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Accessing a caern's power usually involves the Rite of

resource, it has limirs. A caern can be utilized a number of

classifications of Wyrm caerns. Gaian caerns are différenti-

Honor and Wisdom. Gaia Garou classify a caern by the type

the Rite of Opening, and each should have its own flavor in'

i
o
-
i

ments to reflect their primary purpose: propagation of the
tribe. Pits are created when the Wyrm manages to pierce the
Gauntlet from the other side. These foul places are usually
the strongest Wyrm caerns, with a minimum rank of 3, They
are also the places where most Black Spiral Dancers enter
Malfeas to dance the spiral.

[tis possible for the servants of Gaia to reclaim a Defiled
caern and restore it to its former stature. However, Hives
and Pits can only be destroyed, and even then they often
return like festering sores that refuse to heal. They require
constanp#fonitoring to prevent a resurgence of their de-
structive energies. Recovered caerns can never reach Rank
5 and always bear some stigma from their previous degrada-
tion. Inz -!.';;&nt'hlqtury the Garou might have abandoned
such debased sites, but today’s septs have the dilemma of

HO8 ﬁfmfn increasingly scarce potential locations.

e following caern types are the most commonly
_encougitered sorts (and even then, some are very rare).
However, they by no means constitute the definitive list.
Storytellers should feel free to alter these descriptions to

_g}gggﬁ}mizc asept’s caern or create their own caern types. The

al purpose of the caern defines the sort of powers that
Rite of Opening bestows on the riremaster or sepr, as
as the general atmosphere of the caern. Storytellers
also feel free to add unique abilities to the most
1erns; sample ideas are also listed below.

— Wisdom

rare and powerful caerns are generally situated
iin the Umbra. They promote peace and under-
nd are popular with the Children of Gaia and

;g‘he ritemaster can clear his mind by summoning the
power which enables him to concentrate or medi-
on a problem with a state of heightened awareness,

b Ope,nmg the caem adds a number of dice o the ritemaster's

Meditation Dice Pool equal to the rite's successes. The most
powerful of these caerns calm Garou within them, increas-
ing by 1 the difficulry of all frenzy rolls made by characters
who are within the bawn.

| Enigmas — Wisdom

These caerns are sources of strange and unusual infor-

‘mation that is often intricately hidden within puzzles or

dreams. Enigmatic spirits often dwell within the bawn to
torment and reward the persistent seeker. These caerns are
popular with Uktena, Stargazers and Silent Striders.

These caernsare located inareas steeped in mystery and
where the unknown abounds, deep in virein rain forests or
high atop Himalayan peaks — anywhere humanity has not
yet explored. Sites immersed in mystery and unexplained
phenomena are also potential caern locations; areas of
frequent UFO sightings or desert dunes that produce eerily
haunting music are examples.




\\‘\

Opening the caern adds points to the ritemaster’s
Enigmas Knowledge. Spending the night at a mighty Enig-
mas caern may also give a sleeper vivid, but bizarre, dreams
holding hidden answers that may be deciphered only with
patience and wisdom. Anyone wishing to interpret these
dreams must roll Intelligence 4 Enigmas (difficulty 9).

Fertility — Glory

These crucial and vanishing caerns exist in places
where the land grows unfettered and untamed. Garou of all
tribes prize them, Children of Gaia more so than other
tribes.

There are very few of these important caerns left in the
world. A tiny fraction endures in national parks and game
preserves, but the majority of them exist in South America
and Africa. These caerns are so significant because they alter
the normal odds dictating that only one in 10 children born
to Garou parents breeds true. In the vicinity of these
powerful sources of procreative energy, the numbeérs can
increase to 20 or even 30 percent of offspring being Garou.
Because of this influence, septs near these caerns inevitably
prosper and flourish. lronically, such success often makes
these caerns primary targets of the Wyrm.

There is no particular advantage to be obtained by
opening a Fertility caern. Instead, Storytellers should add a
prosperous flavor to the local area. Perhaps the local erops
are significantly bigger or better than in other nearby areas,
or there may be significantly more children in the caern’s
vicinity.

Gnosis — Honor

Occasionally, caerns can provide a direct source of
spiritual sustenance. All tribes fiercely guard such potent
caerns, but the Uktena particularly prize them.

Areas where the physical world has recurring and
intimate contact with the Umbra provide fitting sites for
Gnosis caerns. Possible locales include ghostly haunts or
battlefields where many died. Other locations include areas
where the Gauntlet has been pierced regularly over the
coutse of decades.

Every success achieved by the ritemaster on a Manipu-
lation + Rituals roll (difficulty 7) translates to an additional
pointof Gnosis, even ifit exceeds her permanent rating. She
may distribute these supplementary points to any number of
willing recipients, provided she does not distribute more
points than the number of successes she achieved. The most
powerful of these caerns may reduce the difficulty of Gnosis
rolls made within the bawn.

Healing — Honor

These caerns, highly sought after by the Children of
Gain, are sources of healing energy to all living beings as well
as the land itself. They are located wherever there is peace
and tranquillity. They are never located on lands that have
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hosted conflict at any time in the past, which makes them
terribly rare and difficult to find. A Healing Caemn also must
be opened in the strictest of secrecy, foreven an unsuccessful
assault by Wyrm forces may disturb the natural calm enough
to make the caerm unusable.

The primary use of these caerns is the healing of the
body. After opening the caern, the ritemaster may use each
success gained on a Perception + Medicine roll (difficulty 8)
to heal one Health Level, Even aggravated wounds and
bartle scars may be healed in this manner, but almaost no
Garou voluntarily yield their marks of Glory. Unfortu-
nately, even these caerns may never heal a metis of her
disfigpurement or disadvantage, nor a person of any other
inborn ailment,

e

i
-
-
i
i
i

In the distant past, these caerns were the centers of
Garou government. The Silver Fang Warder ruled large
protectorates. Only one of these caerns is not under the
Fangs’ control. The Shadow Lords who usurped it now find
it is slowly dying. They hlame the spiteful Silver Fangs for
denyinganyone else the caern'’s power, but the Fangs counter
that the Lords have mismanaged the site. The Silver Fangs
point to this failure as proof that they are destined and
foreordained to lead the Garou through the Apocalypse.

These caerns can be used to add to the Leadership,
Intimidation or Politics Dice Pools of the ritemaster.

Plenty — Glory

Wherever money or food is found in abundance, a

The caern can soothe mental scarsas well. Openingtheé ~ caern of Plenty might just be possible. No one wants for

caern allows the ritemaster ro make a conrested Wits #

Empathy roll against a sufferer’s Willpower (difficulty 8 for
both). Successes gained on the caern opening roll can be
added to this Dice Pool. Every success gained allows the  held one.
victim to recover from a Derangement. This psyehic sooth>

ing ¢an help Garou afflicted by Harano to recover as well, If=

the ritemaster succeeds on the Wits + Emp tfly rally Ei&
ailing Garou may add one die to his AWl Ipower: for the

purposes of his next recovery roll. - plse A
~ - e
Humor — Wisdom .-
. .
i @ﬁx

These caerns, apart from being somie of the rarest

anything in these bountiful regions. The Glass Walkers or
 Fianna frequently control such caerns; the luckless Bone

it - . ¥
Gnawers, in comparison, have never successfully built or

Thesggaerns can be found in places were money is easy
to come by, suchias racetracks, flourishing financial offices

_oreasinos, Tourist traps can also attracra caern of this type.

altogether, are also among the few types of ¢ caerns found ™

more frequently in the cities than in the countryside, Conse-

quently, they tend to be controlled by Glass Walkers, Bong

Gnawers or Fianna, although Ragabash of all tribes tend to -

congregate at such places when they can. These caernsalse

G

i mBackgmtmd in unusual and unanticipated ways: An

i

@Pcmdggﬂ't@e caerns temporarily adds to the Re-

unknown nlaa;ye iﬁequmth\ a fortune ypon the ritemaster,
a suspicious looking character drops a bag of money in a
a j ¢ 2 5
nearby dumpster while fleeing law enforcement officers, or
the banle @a’gkes an error in the ritemaster’s favor. Powerful
caerns'of Plenty might see a steady trickle of resources flow
in from the outside.

Primal-Urge — Wisdom

b %@@

attract a higher share of Nuwisha than other Garou caerns:

Only those places that have seen the most joy and’

laughter are prepared for use asa Humor caern. Such places =,

as comedy clubs, bars or thearers can be made into these
caerns, as can old homesteads. Inside these caerns, even
Garou are slower to anger and quick to see the humor in any
situation.

While these caerns grant no specific ability to a
ritemaster, every time they are opened Garou present have
higher levels of enjoyment and revelry. The Storyteller is
encouraged to interject elements into the game congruent
with this caern’s function. Perhaps no rivalries exist for
characters inside the bawn, or Garou find it impossible to
frenzy because they are enjoying themselves too much,
Humor caerns can also successfully help Garou suffering
from Harano overcome their affliction.

Kingship — Honor

These caerns are historically under the control of the
kings of the Garou, the Silver Fangs. They are seats of
leadership and monarchy. Onlya few exist and are all found
in Eastern Europe and Russia.
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Red Talons and lupus of all eribes seek our these caerns,
swhich occur in areas where wild animals are abundant. They
‘can be found in game preserves and other locales where wild
animals are protected and allowed to roam freely. They are
not found in zoos or circuses that cage or chain animals.

Opening the caern adds to the ritemaster's Primal-Urge
or Animal Ken. The difficulty to change forms may drop by
one for a character within the bawn of a powerful Primal-
Urge caern. In addition, all Garou therein feel the urge to
spend a majority of their time in wolf form,

Rage — Glory

Devoted to the primal passion of the Garou, these
caerns have taken on a role of increased importance in
recent years. They are evidence of the escalating battle for
Gaia. Although all Garou seek their aid and support, they
are favored by the Get of Fenris, Red Talons and Wendigo.

These intense caerns are often situated near areas
where unspeakable atrocities occurred or where greatarmies
clashed in glorious battle. Any location where vividly emo-
tional conflict has shaped the area might hold a potential
Rage caern.
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The ritemaster opening a Rage caern gains extra Rage.  fond of using active or dormant volcanoes as sites for such
He can even distribute it among his sept: one point foreach  caerns. Additionally, any area that has successfully resisted

success onaManipulation + Ritualsroll (difficuley 7). These  the intrusion of man is ripe for the creation of a Strength

points may even temporarily increase the recipient's Rage caem.

pool to a level higher than his permanent total. Opening a Strength caern adds dice directly to the

. ritemaster’s Strength. She may also distribute these dice

Stam!"a S Honor among the sept. Consequently, these septs are particularly
While many caerns are lacated in areas of great, but fierce in hﬂf[lf.’. and their members diSEhﬂTg@ immcnsel\;

fragile, natural beauty, Stamina caerns always occur in powerful strikes.

nonurban sites of endurance and rugged splendor such as 3 .

deserts, tundraorrocky coastlines. Wendigchone Gnawers Disions — Wisdom

and Silent Striders p!’t.‘{{‘l' such caerns, but st:l‘uggling SEPILS These caerns abound with visions of the past, present

the world over seek refuge in these desolate lands. and future; they even act as mouthpieces for mighty Incarna
The Wyrm's minions find it difficult to corrupt caerns ~ and Celestines. The Black Furies, Children of Gaia and

of Stamina, which resist toxins and manmade disastersand ~ Uktena hold rht.u: gaerns in high regard.

thrive under extreme conditions. When opening the caern,

ions cannot be predicted. They strike

fy zihd without warningy aften disabling Garou for
members by an additional die for every success. Moreovet, = “the duration ghc s@zcacle& ‘These visions are immense
unlike bonuses from other caerns, this honus dpphcb tmore gmd ovm and they ‘impart more information than
than a single l*rt:m.*flc:lamr A number of sept mem'ncn equal . @'ﬁ;n;fﬁqiﬁﬁﬂ Ga '. \ ld hope to absorb. Garou who
to the ritemaster’s successes receives the increfised soak rallfi. ngg@chnpoweﬁd mewage»ﬁnﬂ it impossible to ignore
If Midnight Cloud rolls four successes on the caern-opening 3 caemn- ng@m can become the focus of a werewolf's
roll, he may add four extrasoak dice to four differént Garou.  life. Co and directionless packs often make pilgrim-
agﬁ Vel these caerns in hopes of finding a purpose.

the titemaster can increase the soak rolls of the caemn

i =

Streetwise — Wisdom -

L Because there is no routine for the securing of these
Among the more recent developments in the spiritial  visions, it is wholly up to the Storyteller’s discretion as to
network of the world, Streetwisé eaerns are exclusively when a vision occurs and what the vision entails.

urban and are naturally con twlle@ by either Bone Gnawers

or Glass Walkers. They aren't l:\;\l'lm,asl.ﬁ\4 found in aocwjly wf”Pow‘-’r T Honor

=
acceptable areas of a city; instead;the seedier sectionsof - These caerns inspire among the Garou increased dedi-

town, where the business of sarvival is job one, are the  carion ‘to the'difficult tasks that lie ahead in the coming

locales for Streetwise cagrs. Areas where lots of people, Apocalypse. TheStargazers, Shadow Lords and Silver Fangs
merchandise or informétion meve about make prime loca-  fayor them. .

tions for these caerns, a8 do areégs that keep an eye on the ebb

: - i
i : . Anywhere conseguential decisions affecting many
and flow of power. Bars, police stations or parks may all

& - : \ individuals have been made, the energies of willpower may
house Streetwise caerns. These caerns help the sept main-

tain a steady flow of important information. Sept members
usually have advance word on any significant event that
may alter the balance of power, including gerting the real
story on supernatural enemies like vampires or Pentex.

governmental authority or important meetings between
great leaders.

The ritemaster opening this caern gains additional
Willpower points and can even temporarily rise above her
permanent total. She may distribute them to multiple Garou
as with Rage caerns (see above).

Opening these caerns gives Streetwise dice to the
ritemaster. She can use them to make immediate rolls for
information, and she need not seek our her normal contacts.
If this roll for strategic intelligence succeeds, her contacts wy’a — Glory
bring the information to her within the space of an hour

: ; The rarest of caerns, these powerful sites can be found
without really understanding why.

only deep in the untouched wilderness. Only Black Furies
Stre ﬂgth —— G’ory are known to control any caerns of this type.

Managing a Wyld caern is a dangerous proposition, due
to the chaotic energies involved. Unusual manifestations
are frequent, and reality itself is fraved near these caerns.
They are sources of pure creative energy from Gaia Herself.
As such, they are impossible for the Wyrm to corrupt. Any
such attempt is doomed to failure. They are also immune to
the binding effects of the Weaver and discard the shackles
of conformity with ease.
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Ger of Fenris, Wendigo and Shadow Lords, who all
value mental and physical strength, eagerly seek our these
caerns. The potency bestowed by such caerns is a valuable
asset in the Garou's war against the Wyrm's forces.

Sites primed for use as Strength caerns usually occur
high in impressive mountain ranges. Any site withstanding
the test of time is perfect for use. The Garou are particularly

/-_.-

surge against the Gauntlet. These places include sites of




Opening these caerns is risky: Botching the roll can
result in literally anything. The Storyteller should allow his
imagination complete freedom in creating the effects. How-
ever, successfully opening these caerns is worth the risk, for
the ritemaster can channel the available energy into any-
thing, which makes Wyld caerns the most versatile of all.

Sample Caern Ranks

The following figures approximate the general size,
capabilities and other details of caerns by rank. Be aware
that these guidelines are very general and that Storytellers
are completely within their rights to modify any and all
offered statistics to suit their own chronicles. Caemns are,
after all, so rare that they're almost impossible to pigeon-
huh;‘.

@an’( I:

Average Population: 4-10 Garou

Average Bawn: 200 acres or (usually much) less
Maximum Moon Bridge ng.tancenl 000 mﬁé‘s
Gauntler: 4

Disadvantages: Ve le ¢
means, alinose no: ‘area for lupuﬁ' ¥ Tive.

Advamages- Fewerﬁarm‘ to compete with; little lnﬁerpuck

politics; good passibilicy of filling one of the %Pf positions;

r}xevxgrmﬁfmm are probably unaware uf its existence.

Rank 2:

Average Population: §-15 Garou

Average Bawn: 350 acres

Maximum Moon Bridge Distance: 2,000 miles

Gauntlet: 4

Disadvantages: Not many powers; limited room; not as
many defenders,

Advantages: Still little politicking; packs have access to
healthy rotem spirits.

Rank 3:

Average Population: 10-20 Garou

Average Bawn: 800 acres

Maximum Moon Bridge Distance: 3,000 miles
Gauntlet: 3

Disadvantages: Little chance for filling a sept role; large
enough that defense is a bigger concern; the Wyrm has
definitely taken notice; starting to become difficult to main-
tain or expand.

Advantages: Real source of potent power; strong allies in
septmates; easy access to teachers and spirits.

(1'¢ ank 4:

Average Population: 15-30 Garou
Average Bawn: 800 acres

N7 /NP N—

Maximum Moon Bridge Distance: 6,000 miles

Gauntlet: 3

Disadvantages: More people than room; Wyrm is acrively
trying to destroy the caern; much interpack and tribal
politics; limnited access to resources.

Advantages: Very potent caern with a multitude of powers,
mighty allies and mentors.

ﬁfank 5:

Average Population: 25-40 Garou

Average Bawn: 1,000 or more acres

Maximum Moon Bridge Distance: 10,000 miles
Gauntlet: 2

Disadvantages: Typically huge bawn; as large a population
of werewolves sharing resources as can be; sepr leaders tend
to ignore pups; Wyrmspawn are constantly planning or
launching attacks; cannot be hidden.

Advantages: Huge numbg o1s of Garou come to defend it.

,g %w. e
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'ts.wam l:-.cd to the land, a tuth n\“mh?.ge more
ewﬁt_nt than ambng caern totems. They have an ml.'l'l.nSlL
bond with the ammais pldnts ar 1d minerals th‘tt mke up

me the !.md ln returm, the‘,gzm
protect the flora and fauna. The § spiri o
protection. The very ties that give: thl:tﬁ’mﬁémﬂre aim their
weakness. If the land prospers, so do they. Ifhumans tear the
land, pull the trees and kill the beasts, the caem spirit suffers
as well.

This interdependence with the land motivates the
spirit’s pact with the Garou, The caemn totem agrees to
teach, transport, enrich and empower the Garou. In return,
they agree to protect, nurture and defend the spirit and the
land. This agreement must be upheld if the caemn is to
continue. The Garou rightly consider this pact to be a sacred
covenant. Any Garou should be willing to give his life to
protect his caern.

The caern totem cannot travel throughout the Umbra
or the physical world without a great deal of difficulry. This
limited range is the price they pay to have power over (and
knowledge about) their particular area. Often, small broods
of spirits act as a totem’s eyes, ears, tongue and hands outside
the bawn. These Gafflings have made their own incompre-
hensible pacts with the caemn totem. Occasionally, the
caem totem requires that the sept send Garou to protect
such Gafflings as these spirit servitors depart on arcane and
unfathomable missions.

When the Garou create a new caem, they have little
control over what spirit becomes the caern rotem. Gaia
Herself selects the spirit and gives it a commission to protect
and serve this small section of Her being. After the Rite of

108 Werewolf Players Guide

//-ln_-.

-‘__.-7

s e et —.




\\h—___-wd

Caern Building has been completed, the caern totem makes
its first appearance and begins the acquaintance process.
This stepis a critical one in the course of fashioning a strong
and efficient caerti. The Garou can facilitate this process by
helping the totem reclaim the land, by remoying human
interference, by uncovering hidden geography or by nurtur-
ing indigenous flora and fauna. The sept learns of any
restriction placed upon it by the totem ar this time.

Glory caerns tend to have totem spirits with high Rage.
These spirits are often angry about the state of affairs and use
their power to help the Garou correct the situation. Honor
caern totems are much more interested in urging Garou to
reach the highest levels of integrity and distinction. They
teach truthfully and honestly, and they tend to be the most
communicative totem spirits. They also tend to have higher
Willpower. Wisdom caern totems are often reclusive and
quiet, emerging only to lend Garou cryptic assistance in
solving mysteries. They usually have high Gnosis.

Caern Cotem Construction

Feel free to use any spirit from among the many offered
in various Werewolf sourcebooks, notably Axis Mundi:
The Book of Spirits, as a caern totem. If you choose to use
a spirit of your own design, base it upon indigenous animals,
plants or inanimate objects. A caern high atop the Rocky
Mountains is unlikely to have a Dolphin-spirit as its totem.
In addition, Axis Mundi conrains extra rules for charms.
The acrual abilities and statistics for the torem are less
important than its motivation. Why is it helping the sept?
What does it need to grow in power and strength?

Storytellers should try to give the caern totem a person-
ality. If it helps to assign a Nature and Demeanor to the
spirit, then do so. It can also help to give the totem quirks
that make it more than asimple batch of numbers. Spiritsare
interrelated, so figure out what brood your totem belongs to,
who itssibling spirits are and why it chose to become a caermn
totem,

Spirits Within the Caern

Inside the bawn, a majority of the natural spirits are
awake and aware. This situation is in direct contrast to the
rest of the Tellurian, where the shadows of the physical
world are sleeping. The very act of creating a caern un-
leashes a wave of energy that wakes the caern totem, as well
as many spitits in its vicinity. In addition to this initial
stirring, Garou often spend time waking otherspirits toserve
in fetishes, as pack totems, etc. These freshly awakened
spirits also rouse their compatriots.

Over time, local spirits develop personal relationships
with the Garou who also live there. Familiarity builds trust.
At the Storyteller's discretion, the difficulty for all Social
rolls involving spirits from a player’s home caern may be
decreased by 1. This advantage reflects mutual awareness
and understanding that have developed in the past.
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W aintaining and
Expanding a Caern

Caerns do not exist without the Garou. There are no
hidden caerns, complete with totems and powers, waiting
foralucky pack to stumble across them. Caerns must be built
on areas where the spiritual energy isalready residually high.
Moreover, they must be maintained. If a sept were to
abandon its caern, the site would waste away until it was
virtually indistinguishable from the surrounding land, with
only an increased potential there for possible future caerns.
[t takes hundreds of years for this diminishment to occur, so
it is possible to reclaim a caern that has been abandoned
within just the last few centuries. In a strange way, a caern
draws power from the Garou who honor its totem. Spirits
seem to draw vigor from the respect given them. As a sept
grows in fame, so also grows the caern in power.

Maintaining the caern is the primary responsibility of
the sept leaders, but it is shared by every pack thar calls the
caern home. Maintenance is accomplished by serving the
wishes of the totem. If the sept has been lax in actively
combating the Wyrm in some way, simply suggest that the
caern is weakening. If the player characters do not act
quickly, the caern begins to suffer. Such consequences can
be an excellent way to inject a note of desperation into laid-
back adventurers.
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Of course, if caerns weaken through neglect, they can
also be strengthened by dedicated service. Raisinga caern to
a higher level is not an easy task. If it were, the world would
be covered with hundreds of Rank 5 caerns. It is a great
source of pride for the sepr to invigorate its caern success-
fully. Caerns do not advance only after monumental battles
against truly epic opponents (although that is one possible
means). Garou can also bolster their caern by helping
preserve the history of the Changing Breeds. Giving sub-
stantial aid to spirits or other shapechangersalso serves Gaia
and enhances the caern. No Rank 5 caern has ever been
advanced.

As a caern advances, it often manifests new powers or
greater expressions of its existing powers. A caern tends to
develop powers in keeping with the events that lead to its
betterment.

Corrupting a Caern

Black Spiral Dancers are always on the lookout for
Gaian caerns that might be corrupted. Every caern that falls
to the Wyrm gives the tribe new power, while simulta-
neously taking away the resources of Gaia. In addition,
taking a caemn by force often provides the Black Spiral
Dancers with at least a handful of wounded prisoners to send
into the Black Spiral, use as breeding stock or...worse.




Simply destroying all of a caern’s defenders is not suffi-
cient to corrupt a caern, although the surviving attackers can
easily pollute the surrounding area. A Black Spiral Dancer
Theurge must officiate over the loathsome Rite of Desecra-
tion, The first half of the rite can take as long as 36 hours to
perform completely. This time offers the defenders their best
chance to regroup and rescue the caem before the Dancers
accomplish anything permanenr. During this periad, the
Theurge must make no more than 18 Manipulation + Rituals
rolls (difficulty 7). Accumulating 50 successes completes this
portion of the corruption process and binds the totem to the
physical realm. A single botched roll means the rite fails, and
the totem escapes into the Umbra. During the entire rituat, the
Theurge must not be disturbed or the rite fails, and she suffers
five Health Levels of agaravated damage from the enraged
totem. While the ritemaster is gathering the required suc-
cesses, a chosen champion duels the caern totem ro finish the
second halfof the ritual. If the Black Spiral Dancer defeats the
totem and the Theurge gathers the needed successes, a new
Wyrm totem is chosen and the former totem is forced ro serve
its new master. At this point, the ritemaster makes one final
Charisma + Ritualsroll (difficuley 5 + former caern rank). The
Dancer may not spend Willpower to guarantee successes on
thisroll. The number of successes indicates the newrank of the
caern. At this point, the caem has become a Defiled one. The
caern begins to manifest its new abilities. Usually, they are
variations on the old Gaian abiliries with new...twists, If this
rite fails, the ritemaster may be dragged off to Erebus while all
other participating Black Spiral Dancers receive five Health
Levels of aggravated damage.

Recovering a Caern

As noted previously, Hives and Pits are irrevocably of
the Wyrm and may not be recovered, but former Gaian
caerns corrupted and defiled by the Black Spiral Dancers
may be reclaimed by pure Garou willing to risk the awesome
energies and potential for destruction inherent in the pro-
cess, ltinvolves tworrites: the Rite of Expulsion and the Rite
of Reclamation.

The Rite of Expulsion is the more dangerous of the two;
it is during this time that the Wyrm-spirit totem is evicted.
Obviously, the totem is rarely willing to abandon its home.
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The ritemaster must make an extended and contested
Manipulation + Rituals roll versus the totem’s Willpower or
Gnosis, whichever is higher (difficulty 7 for both rolls). The
first to reach 25 successes wins. Because of the concentra-
tion required, the ritemaster must be defended from the
spirit during this period. If the Wyrm totem prevails, the
caern is unaffected by the ritual. Worse yet, the riremaster
must make a Gnosis roll (difficulty 10). Failure indicates the
ritemaster has gone insane. Regardless of whether the
ritemaster succeeds on the Gnosis roll, all Garou present
take three Health Levels of damage. If the ritemaster tri-
umphs, he forces the Wyrm totem to leave. However, this
step is only half the total process.

The next ritual is the Rite of Reclamation. This rite
assists the former caemn totem in recovering from the ordeal
suffered at the hands of its oppressors. The ritemaster who
recently bested the Wyrm totem usually performs this rite as
well, although it isnot required. However, if another Theurge
assumes the role of ritemaster, the difficuley on all rolls
increases by 1.

Coaxing the recovering spirit into showing itself is an
effort that re.mirm a greatdeal of patience. ltis not a task for
the rash, and even Garou with considerable patience find it
a constant struggle. The Storyteller may want to make che
ritemaster roll for frenzy at appropriate times during the
process. The ritemaster rolls her Charisma + Occult (diffi-
culty 9). As soon as a number of successes equaling the
totem’s Willpower has been gathered, the spirit makes its
presence known and the ritual can begin inearnest. A hotch
means that all successes gathered so far are lost. After its
manifestation, Garou must provide Gnosis to the injured
spirit. Typically, every Garou present donates 1 point of
Gnosis, and the ritemaster spends 1 point permanently.
Gathering more than 10 Gnosis makes the procedure easier.
Next, the ritemaster rolls Charisma + Rituals. The difficulty
for this roll is equal to 10 minus every point of Gnosis
gathered after che first 10, with a minimum difficuley of 5. If
successful, the spirit is freed from its enslavement and can
take control of the caem again. Recovered caerns always
begin at Rank 1. [t may return quickly to its former status,
depending an how many Garou return to make the caern
their home.
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Spirits

Many players of Werewolf play the game to enjoy the

blood-pounding, fist-clenching, tendon-tearing action of

ripping a Wyrmling o pieces. But once the ichor is dripping
from your claws, what next? Is this sort of thing the highest
goal to which vour game can aspire? Strength without
wisdom is nothing. The Garou who ignores his spiritual

calling in favor of pure physical action is almost certainly
doomed — if, that is, he could ignore the spiritual atall. The
fact of the matter is that he can't.

The Spiritual Life

Werewolf revolves around the basic concepr of crea-
tures that are equal porticns spirit and flesh, bartling the
great spiritual darkness that seeks to consume the Fount.
Again, the operative word here is “Spirit.” You can need-
lessly fling yourself into the jaws of doom by taking the war
form and charging forward blindly — bur Mother Gaia
didn’t give you the powers you have so that you could waste
them. She tied you into the spiritual whole of the world and
made you a sibling and child of the mightiest Incarna and
the lowliest Gaffling alike. You have allies, companions and
contacts that see much more than any human can and that
can teach you more than even the wisest Garou might. To
be sure, dealing with these cousins can be a test at times, but
they're there to aid you, After all, they may be flighty, alien
and bizarre, but Gaia is their mother, too.

R ..
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Combat and tribal politicking often overshadow the
ebbandflow of the spirit world in some Werewolf chronicles.
Even within' the Umbra, it's easier (and alas; sometimes
more popular) for many groups to run a “Let's-go-get-that-
nasty-Blight” session than to take a break in a quiet pocker
of the Penumbra and converse with the local Willow-spirit.
Sure, breaking bones and gouging eyes is a fun part of the
game, a nice cathartic release. However, the Werewolf
game that neglects the spiritual side, that ignores the many
facets of dealing with spirits and negotiating with the forces
that make up the world, is frankly incomplere.

Among the most common mistakes players make when
dealing with a spirit is succumbing to the tempration to see
it as a Gift dispenser and fetish battery. While this descrip-
tion supetficially covers a Garou's common uses for spirits,
it's like saying that a lion is something that only makes lirtle
lions. Spirits are part of a complex ecosystem every bir as
diverse and spectacular as the one in the physical world. To
Gaia, they are as valuable as maverial things, and it pains Her
to see the Garou ignoring one half of their heritage in favor
of the other. Animal and human, strength and wisdom, flesh
and spirit — all in the name of balance:

Because spirits are almost exclusively run as Storyteller
characters, it's up to your Storyteller to make them come
alive. However it’s worth thinking about your character's
personal spiritual world as well. If your character has fe-
tishes, devise the story of how she came by them, what kind
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of spirits are bound within them and what bans or geasa were
the price for such power. Decide what kind of relationship
your character has with her pack totem. The relationship
between totem and Garou can take on tones of sibling and
sibling, parent and child, ruler and liegeman, or a host of
other possibilities. What other spiritual contacts and allies
does your character have! Has she offended any spirits,
either intentionally or by accident? Doesshe understand the
“logic” by which spirits operate, or are her dealings with the
Broods still a touch clumsy? By thinking about these ques-
tions, you're as prepared to have your Garou bargain with a
Gaffling as to leap at a Black Spiral (who may have spirit
allies of his own).

Of course, your character may not need to be reminded
just how vital spirits are. Without them, a werewolf has no
Gifts, hisbeloved klaive is just a silver dagger, and if he needs
some emergency Gnosis, he's out of luck. Dealing honorably
with spirits is a good source of Renown, and never mind all
the nifty traits a totem spirit grants its children....

Asfor the less material rewards, well, it's always reward-
ing to have friends in the right places. The emotional
benefits of an involved roleplaying session aside, if you
impress one of Great Fenris” Brood, you'll probably have
better relations with other spirits of the Brood, as well as a
recommendation among the Get of Fenris. Everything's
connected. It just makes sense for even the most hair-trigger
Ahroun to make friends with at least a few spirits. The
problem many of the more warlike Garou have when trying
to befriend spirits is that spirits can sense high Rage within
awerewolf. In fact, the highera Garou's Rage, the less likely
a peaceful spirit is to allow the Garou to approach. This
effect is also evident if the Garou’s Gnosis happens to drop
below his Rage score — few spirits care to barter with
individuals who let their anger overpower their wisdom.
This aversion can make it difficulr to get close enough to
bargain with a spirit for, say, that all-important infusion of
emergency Gnosis.

In the very first times, the shapeshifters and the spirits
struck a great bargain, called the Pact, that empowers Garou
rites and Gifts even today. The Pact established the Chang-
ing Breeds as Gaia's chosen and set down the rules of give
and take between shapeshifter and spirit. These rules of
exchange can be tricky to master; you usually have to offer
something to get something in return. The term for such an
offering is chiminage, and the exact nature of thischiminage
depends on the spirit: A War-spirit may ask you to dedicate
yourkillsto it, while a Unicorn Jaggling may ask you to settle
a dispute between rival street gangs. The greater the task
asked of the spirit, the greater the chiminage it requires. A
Garou who consorts often with spirits may acquire many
long-lasting bans, obligations and quests. Indeed, many
elder Theurges have strange habits that come from years of
negotiation and friendship with spirits. (Guidelines for
chiminage and negotiation are covered in much greater

derail in Axis Mundi: The Book of Spirits.)
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Once the bargain has been struck, you're responsible for
holding up your end. Break your word, and the spirit's brood
(usually a gathering of spirits under the auspices of one of the
tribal totems) is likely to view you as highly untrustworthy.
Break the bargain severely enough and the brood may also
seek revenge. What's more, you'll likely lose some Renown
when the local sept hears how shabbily you're treating your
spirit allies.

Naturally, the Garou who have the most contact with
spirits are the Theutges. The Crescent Moons notonly have
the easiest time speaking with spirits but are themselves
spirit magnets of a sort. Many Theurges seemingly suffer
fromaslightly oblivious attitude; you'd bea little out of it roo
if every local Jaggling absolutely had to get your attention
whenever you were nearby. When groups of Theurges get
together to exchange lore and trade secrets, itisn't advisable
to slip sideways as the Umbral traffic is nothing short of
incredible. On the other hand, if you have trouble finding
spirits to talk with, hanging out with Theurges is a great way
toget introduced. Justbewarned: The Theurge is putting hiss®
reputation on the ling if he brokers a deal foryou. M@g&
agreement and you may find yourself in more than mere
spiritual trouble, considering that afy good Theurge has
plenty of friends who owe himfavors.

If you're playing a Theu.l;;e‘, ifz'g vi&lt%%da&:de on your
style of interaction with spirits. Some seers prefer a meeting
between equals, others prefer a heavily ritualized negotia-
tion, and still others haye a fluid artitude and prefer to tailor

caern’s Umbral aspect because the spirit shapes the Penum-
bra in its image.

Most other spirits simply spend their “lives” in the
Umbra, where they play out the roles to which Gaia ordains
them. A Rabbit-spirit running through the underbrush is
probably destined to be swept up by a Hawk-spirit seeking
dinner. Unlike their physical counterparts, however, both
spirits are self-aware and know that they are part of a chain.
The rabbit gladly gives up its life to feed the hawk; in tumn,
the hawk honors its prey by not wasting such a sacrifice and
by using its power to sing the rabbit’s praises to the Wind-
spirits, Many sages counsel watching the actions of spirits to
learn and understand more fully Gaia's great plan in all of its
complex majesty and diversity.

Upbringing and tribal role can also color a character’s
approach to the spirit world. Lupus Garou, while much more
in touch with the fundamental truths of spirits, have great
difficulty dealifig with some Weaver and other technological
sgu‘i%m Whamidw eﬁk with &s a matter of course.
- Homids, Mhmmm hand in the intellectual and
W%Blsi&%nf spirit negotiatiol f'md it much harder to grasp
* the truth of the spirit worltj due to all the time they've spent
locked into the mundane wor umanity. The metis, who
suffer the contempt of other werewolv& nevertheless grow up
in the bosom of Garou society & th knuw of spirits
almost from birth. This fan?ﬁ.mfi”ty ’&uﬁﬂv 1et:s them deal with
the wide variety of spirits tha c@i b§ ifcoun[end in the
Umbra. To put it another way: A lupus sees a spirit, and his

the interaction to the spirit they are speaking y‘itﬁ.&M&wW@ instincts helphim apmhit, a homid sees the same spiritand
Theurges choosg/to learn the ways of a particular type of &%&s% reason with it by using her intellect and logic; a metis

spiritoverall athers. Atthe Storyteller’s diseretion, Theurges
who choose a favored brood or type of spirit (a specific
totem's brood or all water elementals, for instance) may get
their Social difficulties reduced by 1 whenever they deal
with such spirits. (However, they may find their Social
difficulties raised when dealing with spirits of an opposing
nature; knowing the ways of dealing with War-spirits won't
help you deal with Unicorn's braod.) These modifications
don't represent a brood’s predisposed opinion toward the
Theurge (for example, one of Fenris’ Brood responding to a
Get), but simply represents the Theurge's familiarity with
this spirit brood’s attitudes, likes and dislikes.

Garou deal most frequently with their toremsand caern
spirits. A pack’s totem spirit can have a constant, if subtle,
effect on the pack’s attitudes and habits. This constant
coloring of a werewolf’s life makes a totem a powerful part of
aGarou's spiritual makeup. Caern totems are the spirits that
give acaern its vibrancy and life. These powerful spirits open
the land to the Umbral energies that allow the caern to
flourish. Caern totems are rooted to the nexus of Earth and
Umbra that they guard and are almost always well disposed
to any Garou who dwells within the caern's environment.
The spirit of the caern always manifests some aspect of the
caern that it powers. A caern of strength might boasta War-
spirit as a totem; this martial quality would also reflect the

ofter knows 2 already the fogn@llneh of approaching such a
spirit and may even greet the spirit as he would an old friend.

All Garou are expected to learn the ways of the spirit
world to some degree. However, a werewolf’s auspice can
dictate just how much direct spiritual contact he has,
whether by fulfilling the Garou's expectations or simply by
nature. A high level of Rage often frightens away spirits;
thus, they seldom cluster around the volatile Ahrouns.
Theurges, on the other hand, are expected to be the go-
betweens and interpreters for almost all spiritual interac-
tion. Philodox and Galliards have no particular advantages
or disadvantages either way. Ragabash are a dichotomy:
Either they easily identify with the alien and bizarre mindset
of the spirit, thus overcoming communications barriers, or
their penchant for questioning the ways earns them a rather
bad reaction.

Finally, always remember that your spirit allies are just
that —allies. They aren’t dei ex machina who save your furry
butt when you're in trouble. A spirit pact is part friendship,
part business transaction. Your ally may also ask you to help
it as well (unless you somehow managed to negotiate that
out of the agreement). Play fair with the spirits, or they may
feel taken advantage of, and you'll quickly find yourself
without their help at a critical juncture. Treat spirits well
and fairly, with respect, and they'll return the favor.
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Spiritual Environments

Garou live in a world where everything has a spiritual
component. If someone is sick, he may well have a spiritual
illness as well as a physical one. A Garou is constantly aware
of the Umbra's juxraposition with the marerial realm, and
this awareness colors everything she feels, touches and sees.

This juxtaposition also births an incredible diversity
among spirits; even in the Penumbra, spirits come in a
multitude of aspects, attitudes and flavors. This di\'ersitv
springs from the fact that, with only a few exceptio

there they find local spirits to aid them. The Gnawers tend
toshy away from spirits of the loftier broods, such as Falcon's
own, and prefer dealing with humbler entiries that know
how to “make a deal.” Assurvivors, the tribe deals well with
spirits on the lower end of the Umbral “food chain.”

The Children of Gaia see all spirits save ones of the
Wyrm as potential allies or sources of aid. Above all, the
tribe prefers dealing with the spirits of living things —
Willow before Granite, Ox before Storm — and enjoying
the company of spirits tied into the full energy of Gaian life.
Somiédaring Children of Gaia go even further, pursuing

everything on Earth, from an oak tree to a '57 Cheyy, has: i ”Umb‘talqm_wnh the hope of finding a Blight and return-

spirit. Often, these spirits lie dormant, never n.c:eiv{ngrht:
jolt of psychic of spiritual energy needed to awakes them.
Garou, though, are virtually spiritual capagitors. They
can somerimes awaken a spirit by virtue of their presence
alone, A werewolfs personal possessions may sometimes
even awaken through nothing more than the Garou's rou-
tine contact. (Whether or not the spirit reveal§itself to the
werewolf is usually dependent on her actions, L)fcrn

The spirit world is just as important to the |gh
as the material one. Indeed, the Umbra catihe dse&:(éis
reveal knowledge hidden from muﬂdam: eyes. A 'deeply
buried toxic dump may look llkeaplactd park in the physical

realm, but in the Umbra it catinot hide its foulness as its rggg

takes on a tangible formind Banes sralk the arcal

All spirits come‘from Gaia. Even the mios

defiled Banes were bnce Gaian. There are spirits that cag
rememlwer tl‘w Dawn Times, rmd »pmtw that traafél 1[011;., th L

spirits as mysm.al battery pa&s oF mwlhgenr ab*e%‘f&.-
find certain...repercussions of their actums bpl'(;ﬂ '
ripples through the Umbra. Even

excessive abuse; granted, a Gaffling mi

brainpower beyond the desire to flitter about %)mp its
assigned function, but it may get mﬁm&h somegne whu

gets in its way. It may also reportback to its superior, who'is -

likely to be displeased with the inrerference.

TCribal Traditions

Each tribe tends to have its own take on spirits. For
example, the Black Furies’ worldview tends to put them in
touch with spirits that have a significant link to the female
side of spirituality. Naturae and lunar spirits are the Furies’
meat and drink. The tribe's role as puardians of the world’s
Wyld placesalso leads them to communicate with Wyldlings,
eitherto leam of new and untouched places or to beseech aid
in protecting those places already under Fury stewardship.
The Furies generally don't ger along with spirits of Grear
Fenris’ Brood and approach the more powerful Weaver-
spirits with caution,

The Bone Gnawers take help wherever they can get it,
whether from a talking trash heap or the spirit of the
freeway. Whatever crevice they have made for themselves,
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‘fnme“;w?nms}hpmm therein to their original Gaian state,

Fianna Theusges love spirits with noble hearts who
know how te have a good time. The tribe gladly includes
spitits of merriment and the Wyld in its deliberations. The
Fianna approach spirits that are more amenable to a good
riddle contest than to out-and-out negotiation.

The Glass Wall\.en love dealing with the mercurial

. spirits of the com fiter world. Most Glass Walkers aren’t

Eﬁﬁ‘fbﬁrm fable with the myriad Naturae in the Tellurian
ide effect of the Walkers' urban upbringing), bur
,_@%& ﬂme undlﬂputed magmrs of rhe CyherRerﬂm Mo:.t

grudgmgly seLL the L:l.m Wﬁlkers as gc -betweens w lth thc

=
- newer tgghnological spirits.

TheGet of Fenrishave a bond with the wild and angry
$pirits o var. Orlcﬁ; their spirit allies are the sorts thar

urhan Spirits. The '“-‘ﬁ%.}fé’hvﬁy dM!Leh Wmver- spirits —
_glmostas much as it loathes Wyrm-spirits—and destroys on
sight. any Pattern Spiders that wander into a Talon protec-
roraté==

The Shadow Lords have a definite vassalage system in
their spiritual dealings. Although they don'texclude any of
the spirits from their negotiations, the Shadow Lords tend to
have complex and binding fealty treaties with their most
common allies, treaties the tribe follows to the lerter. A
Shadow Lord/spirit relationship very rarely progresses be-
yond that of master and trusted servant. As a result, most
Lords don't have very long-term spiritual affiliations, save
with those spirits thar gladly accept a submissive role.

The ever-nomadic Silent Striders meer a grearer vari-
ety of spirits than almost any other tribe, save the Ukrena.
They are respectful ro most spirits they meet; who knows
when one may travel through that brood’s territory again?
The Striders choose their spirit allies with the same great
care they use when choosing their physical companions.
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However, once they enter into a pact,

they are unshakable in their loyalty.
The Striders prefer to deal with far-
ranging or wise spirits, and the tribe
relies more on a spirit’s character
than an entity's function.

The Silver Fangs treat Falcon's
brood with great respect and the
rest of the spirit world with thinly dis-
guised condescension. The Fangs use the
ancient bonds of the Pact as a basis to force
many spirits to enter agreements that aren’t al-
ways fair. As aresult, more than a few Jagglings are
a little leery of Silver Fangs. Nonetheless, most
broods bow to the demands of Gaia's chosen.

The Stargazers seek to be almost like the spirits
themselves i mindset; the tribe’s quest for purity
of purpose leads many of its members toward a
more instinctive, tess material philosophy.
The Stargazers, in their constant quest to
unlock the truth, strive toadopt the thought patrterns
of humans, wolves and even spirits. The tribe allies
itself with spirits of knowledge and lore, and it
tends ro avoid spirits that are aspects of undi-
rected emotion. These Garou also have an undeniable
bond with the Enigmatics and Dream-spirits, cryptic
beings from whom the Stargazers try to gain understand-
ing.

The Uktena have perhaps more spiritual dealings
than any other tribe. As a result, the tribe interacts with
virtually all spirits and bars none from its caermns, (the
obvious exception to this latitude are the spirits of the
Wyrm). Other tribes mutter darkly of vast, alien intelli-
gences the Uktena communicate with in' the deep Umbra,
but these rumors have yer to be substantiated.

The Wendigo prefer to deal with spirits thar are some-
how tied to their homeland. These spirits are more closely
attuned to the way the tribe thinks, or so they claim. The
relatively xenophobic Wendigo usually shun spirits that
spring from Old World concepts. Also, most Wendigo avoid
techno-spirits, due to the Weaver's affiliation, but the
tribe’s younger members are taking more and more to the
idea of techno-shamanism and are beginning to deal in-
creasingly with these new entities.

Cotems

Totems are the spirits to which Garou make the
strongest, deepest commitments. These spirits, usually of a
great Incarna’s brood, meld with a pack to lend it strength,
favor and power. A spirit may act as a totetn on a tribal, }
pack or even personal level. However, almost all Garou  JJ
eschew personal taterns; as social creatures, they prefer
the unifying and strengthening bond of the pack totem to
the more divisive influence of a personal torem.
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The tribal totem is not a personal devation (unless a
Garou chooses that totem specifically), but rather a spirit
that has extended its patronage to all members of a tribe, in
exchange for having the tribe glorify the spirit and its ideals.
The pack totem is the spirit that binds separate Garou
together into a bond deeper than any family. It is the pack’s
totem spirit thar gives the pack irs abilities to think and
move as ong; without such a totem, a group of Garou is a
“group,” nothing more. A personal totem is a spirit that an
individual may have contacted for guidance and protection.
Through all these varieties of totems, Garou — indeed, all
the Changing Breeds — learn more about themselves and
are aided to grow and change.

All totems have some sort of link te the physical world;
many ancient totems no longer have any power, due to the
loss of their material counterparts. The only thing that can
keep an “extinct” totem in power is the patronage of an
Incamma or of a mighty Garou sept. Dodo was never a
powerful totem animal, for example, and now lacks the
strength to grant abilities to Garou. However, Sabertooth
was favored by many warrior Garou and still fights as a
member of Griffin's brood. He is a rarity, though; similarly,
any spiric whose material counterpart is on the endangered
species list has only a slim hope of survival.

TCribal Totems

Tribal totems are the spiritual parents of their adopted
tribes. No marter whar pack rorem a Garou chooses, the
tribal torem still sees any member of its tribe as one of its
children. A Silver Fang who serves his tribe with honor
usually gets a neutral or positive reaction from a spirit in
Falcon'’s brood, for example, When a Garou goes through
the First Change, her first spiritual contact is likely with her
tribal torem: Most werewolves have traditionally chosen
their tribal torem over any other when it comes time to make
a commitment as a pack. But as the Apocalypse draws near,
multitribal packs are becoming more the rule than the
exception. Such a pack must choose a totem that can stand
for all its members through the turbulent times ahead.

Pack Totems

Pack totems are the spirits that agree to take a pack to
its bosom and weld the Garou of the pack into one. Often,
such a totem acts as personal guide to each pack member,
while it also serves to unify the whole. The type of totem a
pack chooses should reflect the nature of the members. A
pack of eroubadours and artists may beseech a rotem such as
Stag for aid, whereas a pack of furious commandos may
preferatotem such as Grandfather Thunder. In all cases, the
pack must approach the spirit and ask what it requires to
accept thern as its children. The spirit may ask for a favor or
quest, and in each case it imposes a geas. Once accepted by
its chosen totem (a process formally recognized by the Rite
of the Totem), the pack receives all the benefits of the
spirit's stewardship. A prespective pack customarily can
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Cotems and Points

It's mentioned in the Werewolf rulebook that,
unlike other Background Traits, the Totem Trait can
be raised with experience. This flexibility allows a
pack's torem to become more powerful as its children
accomplish great deeds in its name. Unfortunately,
nowhere is the exact cost mentioned.

It takes two experience points to raise a pack
totem's power by one Background point. This cost can
be shared by packsmembers; if one player contributes
one experience point, another shares two, and a third
donates three points, the totem's power goes up as if
three extra Background points were spent on it. (Obvi-
ously, it's only fair to make sure everyone’contributes
equally. But if thgy don't, the totem, inall likelihood,
tends to give the more generous Garou préferential
treatment.) Remember that there should bean aceom-
panying in-game eyent, rgfmplayed out, to justify the
increase in power/The event can be as simple as anew
packmate joining the pack and pledging loyalty to the
totemy thereby stréngthening it, or as complex.as an
extended quest in the totem’s name to forward the
torem’s goals. Whatever the igorm it shouldbe a memo-
table episode. The game's just more fun that way.

Personal totems,if your Storytellerallows them,
work inmuch the same manner. However, Garou must
pay tuice as many Background points to purchase a
personal totem, and twice as much experience to in-
crease the totem's ability. Thus, a Garou who wanted
Uktenaasa personal totem would have tospend at least
12 Background points on Totem and would have to
spend four experience points for every point added in
play. And again, there should be some in-game ratio-
nale for any such increase.

approach any totem three times. If the pack cannot con-
vince a totem to accept it, it usually disbands, for the
members recognize that they are not meant to be together.

(A word of wamning: Yes, this means you should select
a totem that speaks well for the entire pack; if even one
player is unhappy with the pack totem, the pack can't
operate at the strength required of ir. All packs have a
purpose; you may want to talk to other players about your
pack’s common goals and themes before selecting a spirit to
stand for you all.)

Personal Totems

Personal totems are very rare among Garou and com-
mon only among Changing Breeds that operate alone. Such
a totem becomes a spiritual parent to the shapeshifter, looks
out for her, guides her and, when circumstances warrant,
punishes her. A personal totem is a steady companion:
reassuring, constant, a part of the shapeshifter that is always
there. Each personal totem handles its charge differently. It
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is up to the player and the Storyteller to decide how the
totem acts with its charge. Such a relationship demands
much more from both sides, and can — if handled well —
offer an epic feel to the game.

Personal rotems are available only with Storyteller
permission. We don’t recommend that you choose a per-
sonal totem just because you want something different from
the rest of the pack. A werewolf with a personal totem is part
of no pack and often something of a pariah in Garou society.
Generally speaking, only Garou who are bereft of a pack for
good reason (such as being the only survivor) take personal
totems. Among these individuals, homid Garou are the
most predisposed to approaching and keeping personal
totems; the concepr of “pack” is just too ingrained and vital
to most metis and lupus.

Totem Realms

Totem Realms are the Umbral abodes of the tribal totems
and the homelands of their broods. Within a Totem Realm, a
Garou can always find the great spirit that lives there and at
least one member of each type of spirit in the brood. Each
Umbral Realm also reflects the personality and fundamental
aspects of its ruler. Wendiga's realm is a vast Arctic terrain
with wide icefields, huge tracts of rundraand giant pine forests:
Owl’s realm is an enormous forest filled with small scurrying
animals, the verdure broken only at the heart of the woods by
a tower housing a library the size of a city. By contrast,
Thundet’s realm is full of sheer and towering cliffs, theirevery
inch battered by unending rainstorms.

Tribal totems test all who approach them in their
homelands. While some totems offer only a small test of
their petitioners’ mettle, others force any pilgrims to their
realms through numerous and difficult trials. If the totem is
unsure of the petitioners’ worth, the test can be as difficult
as answering an almost impossible riddle (“What was the
first lie spoken?”) or a vastly difficul task (“Overcome this
powerful Jaggling using only an autumn leaf!”).

Totem Realms are very difficult to find from inside the
Umbra. The simplest froute into a Totem Realm is to ask the
totem to open a Moon Bridge into it, Even if the spirit does
open the bridge, there’s no guarantee thar getting to the
totem once you're within the realm will be easy.

Uew Cotems

The following totems are meant to give packs a few
more choices, as well as suggest a few more ideas for Story-
rellers who want to create their own totems. Remember that
all totems grant their Traits to only one pack member at a
time; the only exceptions are Renown awards (which are
granted after the Rite of the Totem and are always tempo-
rary) and Traits that specifically mention “each pack mem-
ber.” However, a totem's gifts can take a Garou's Traits over
the natural limit, so long as the rotem’s favor rests with him.
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Totems of Respect

ABison

Background Cost: 5

Bison, hard-headed and serene, roams the endless sa-
vannah. Native Garouwho understand the route toenlight-
enment is through quiet, methodical thought usually follow
him. His wicked hotns discourage most from disturbing his
thoughts. Although he was nearly wiped out in the 1890s,
lately he has been more and more active, as the herds
reestablish themselves.

Traits: Bison grants his children | Honor, +1 Animal
Ken, +1 Enigmas and +2 Survival. They may dfaw on three
additional Willpower points per story.

Ban: Bison's children must always use part of what they
kill for something constructive.

Lion

Background Cost: 5

Lion was the ancient tribal totem of the White Howl-
ers. He has lost much favor since their fall, but there are still
Garou who understand his ancient strengths. He is very
traditional and has become paranoid about “new ways of
doing things.” As such, he finds some favor among Silver
Fangs and Red Talons.

Traits: Lion packs gain 1 Honor and +3 Animal Ken.
They may draw on four additional Willpower points per story.
The pack also gains -1 difficulty forany roll to impressan elder.

Ban: Lion's children must protect animals from anyone
who kills for sport or pleasure.

Quetzal

Background Cost: 7

Quetzal is proud and beauriful, and his plumage marks
him asnobility. He is more than a little vain, but he acts with
only the purest of hearts. Although a torem of Respect,
Quetzal also looks favorably on warriors and takes pleasure
when his children overcome their enemies in fair bartle.

Traits: Quetzal grants his children an additional die of
Appearance, as well as +1 Etiquette, +1 Melee and +2 Lead-
ership. Each pack member gains 1 Honor. Quetzal's packs can
draw on an additional three Willpower points per story.

Ban: Quetzal requires that his packs not shame him by
acting rudely or ignobly. He may also demand that they take
actiontodefend his favored home of Central or South America
from anyone who would pillage those lands or their people.

Sphinx

Background Cost: 7

Guardian of the ancient sands, Sphinx is strong, wise and
doesnotsufferfools gladly. She is deadlywith clawand fang but
prefers to outriddle her opponents. Sphinx takes under her
wing only Garou with sharp wits and clever tongues.
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Traits: So long as Sphinx remains happy with her
children, each one gains 1 Honor and an extra point of Wits.
The pack also gains +3 Enigmas.

Ban: Sphinx’s children may never refuse a riddle con-
test; depending on the difficulty of such games, they may
gain or lose Honor depending on the outcome of the contest
(Storyteller’s discretion).

Cotems of War
ABull

Background Cost: 6

Bull's strength is charging into battle, homns flashing,
without any forethought. His children adopt the same brash,
devil-may-care attitude; his influence pervades their very
ternpers. Bull is a force of fertility as well as brute power, and
several Garon follow him in hopes of having strong cubs.

Traits: Bull grants his children 1 Glory and +1 Brawl.
Each pack member receives an additional dot of Strength.

Ban: As a result of their totem's hotheadedness, Bull’s
children receive a -1 penalty on frenzy difficulties.

Flea

Background Cost: 6

Flea delivers hundreds of stinging blows to her foe
before he can react. She leapsaway from most blows, and her
armor protects her from the ones that land. Alas, most
Garou see Flea as a coward due to her fighting style. As a
result, only Bone Gnawers and Ragabash follow Flea.

Traits: Flea grants her children the Gifts of Luna’s
Armor and Leap of the Kangaroo. Followers of Flea find it
harder than other Garou to earn Glory (Storyteller's discre-
tion how this difficulty manifests),

Ban: Flea asks that you leave her people in peace (you
can't scratch, you poor mutt).

Shark

Background Cost: 6

Swift, silent, deadly: Shark moves easily through the
lighitless deprhis, killing without emotion. Shark is the most
lethal hunter anywhere. Once he finds his prey, he does not
stop until that prey is dead.

Traits: Shark offers his packs one point of Strength, +2
Stealth and two additional dice of bite damage. Children of
Shark can swim for prodigious distances without gétting tired.

Ban: Shark’s children may never take pleasure or sad-
ness at killing.

Weasel

Background Cost: 7

Weasel is a cunning, swift and relentless warrior. She
carefully dodges her foe's attacks until she can bite him
neatly in the jugular. She also believesshe can beat anything
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that comes her way, and this overconfidence is reflected in
her children.

Traits: Weasel grants one point of Dexterity to each of
her children. Her packs also receive +1 Dodge and an
additional die of bire damage.

Ban: Weasel requires that her children never show fear.

Wolverine
Background Cost: 6

Wolverine is tireless and merciless, and his aftinity to
War is unquestionable. He draws on a bottomless fount of
anger and battles on after all others have fallen to injury or
exhaustion. This mindless viciousness makes him devoid of
compassion or mercy, something that doesn't sit well with
many Garou.

Traits: Wolverine reaches combat and power. He
grants each of his children an extra point of Stamina so they
won't fall in battle. What's more, he shows them the heart
of his fury by sending them a vision of the depths of Malfeas,
in the heart of the Wyrm itself. After viewing this atrocity,
his children gain an extra point of Rage (not to exceed 10).
Although they might spend all their Rage, children of
Wolverine can never permanently lose this point, and thus
they never lose the Wolf or run out of Rage.

Ban: Walverine requires that his children always use
Rage in combat and never show mercy to a foe.

Cotems of Wisdom

Chameleon

Background Cost: 4

Chameleon is the ultimate adaprer. He changes himself
to fit in with his environment, and his eyes see everything
around him. Chameleon is usually favored by Garou who
prefer to observe and leam unobtrusively.

Traits: Chameleon teaches his children the Gift: Blur
of the Milky Eye and grants them three points of Perception.

Ban: Chameleon's children must always observe their
surroundings before acting.

City Father/Wother

Background Cost: 6

Every city has a pulse, an energy that each living thing
within the city contributes to, [f the city is large encugh, this
pool of energy manifests in the being of the City Father or
City Mother. To dare, the Glass Walkers have had interac-
tion only with Chicago, New York, Atlanta, Philadelphia,
Toronto, Boston and London, though the tribe believes
other cities harbor such spirits.

The totem appears in an anthropomorphic form repre-
sentative of its city. Chicago has broad shoulders, Atlanta is
asouthern belle with faded and charred skirts, and Toronto
is nattily dressed and a little boring.
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Traits: Children of a City gain an intimate knowledge
of the place as if they had the Bone Gnawer Gift: Attunement.
Sometimes, a City can warn its children of impending
danger by sending a messenger, usually in the form of
someone who loves the city. Children of the City can draw
on three dice of an Area Knowledge Dice Pool for their city.
Glass Walkers gain one Wisdom when accepted, but any
other tribe member who is discovered to have the Ciry as a
totem immediately loses 1 Honor.

Ban: City Mothers and Fathers often ask of their
children favors usually having to do with helping the whole
city. If these favors are not granted, the totem may withdraw
any support.

(Dolphin

Background Cost: 4

Graceful and playful in the ocean, Dolphin watches the
seas and acts as their guardian and watchdog. Marine disas-
ters sadden and frighten her. They include the depletion by
fisheries and various oil spills. Most of Dolphin’s children
are impressively active in environmentalism, even for Garou.
Such werewolvesoften protest or interfere with whaling and
itlegal oceanic dumping.

Traits: Dolphin grants her packs 1 Wisdom, +3 Empa-
thy and 2 points of Charisma.

Ban: Dolphin’s children must prevent the hunting of
marine mammals and work to stop water pollution.

Fog

Background Cost: 5

Fog is a quiet and obfuscatory ally. He holds many
secretsin the gauzy foldsof his cloak and teaches his children
the value of subtlety and patience. Fog is most favored by
Stargazers, Uktena and Ragabash.

Traits: Children of Fog may add un extra die to Subter-
fuge and Stealth Dice Pools. They also receive -1 difficulty
to all Oceult and Enigmas rolls and gain the Gift: Curse of
Acolus.

Ban: If achild of Fog reveals a secret to someone outside
her sept, she loses one Willpower point permanently,

Cwister

Background Cost: 4

Mercurial and swift, Twister speeds through the coun-
tryside on wings of wind. He is destructive, powerful and
alien. However, from wild destruction come new begin-
nings. Twister's children tend to be forces of change and
dynamism, throwing the doors open to new ideas.

Traits: Twister's packs gain one point of Dexterity and
one point of Strength. They also gain Primal-Urge 2.

Ban: Twister's children must never leave a residential
area without some minor act of destruction. (Many of his
packs playfully single out trailer parks for attention.)

Wind Jncarna

Background Cost: 5

The Wind Incarna are abstract, almost alien, represen-
tatives of the various winds. Garou can contact these Incarna
only through meditation or while in the Umbra, Each Wind
Incarna has subtle variations and bestows different gifts
upon its children. The Zephyr Stargazers, who highly re-
spect these Incarna, learned many of their Kailindo secrets
from such Wind-spirits: Similarly, Wendigo are on good
terms with the North Wind, and a Wendigo needs to pay
one less Background point to ally with the North Wind
Incarna.

Traits: The East Wind's packs may draw on three extra
Gnosis points per story, and their frenzy difficultiesareat + 1.

The South Wind grants his children the Gift: Eve of the
Eagle and one Stamina point.

The North Wind grants his packs Occult 3 and Enig-
mas 2.

The West Wind grants Meditation 3 and three extra
Willpower points per story.

The Ethereal, or Umbral, Wind reduces the difficulty
1o step sideways by 2.

Ban: The followers of a Wind Incarna must meditate
for one hour per week.

Totems of Cunning

The Garou are straightforward in many respects. Not
for them are the trickery and stealth of other Breeds.
Similarly, no Garou tribe has cared to choose a Totem of
Cunning. These totems do exist, however. Many younger
Garou, eager for new ways and ideas, now seek out these
spirits, Most traditional Garou see these totems as dishonor-
able, and their packs often have to work twice as hard to
prove themselves worthy of Honor.

Fox

Background Cost: 7

Foxskulksslyly through the underbrush, merrily spread-
ing confusion among hisenemies. His favorite trick is to pull
his enemies into his confidence and then lead them into a
cleverly conceived trap. Fox is especially happy if the trap
teaches his foe a lesson at the same time.

Traits: To help his children baffle and confuse their
enemies, Fox reaches Stealth 2, Subtertuge 3 and Streetwise 2.
He also grants each of his children a point in Manipulation.

Ban: The only limitation Fox gives his children is thar
they must never participate in a fox hunt and, if possible,
always help any foxes encountered during such a hunt.
However, Fox's children are viewed as untrustworthy, and
they receive one remporary Honor less from any Honor
awards.
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Goat

Background Cost: 5

Wily and voracious, Goat is an excellent debater and
can survive on anything. Also, his horns and powerful feet
can show the most stubborn opponents the light. Goat
teaches his children how to pursue a point to its end, no
matter what the cost. He isn't above using dirty tricks to get
his way, either.

Traits: Goat gives his children +2 Subterfuge and +2
Survival. His children make all Willpower rolls at -1 diffi-
culey.

Ban: Goat’s children must always eat what is offered to
them.

Raccoon
Background Cost: 5

Raccoon is a survivor. He lives anywhere, city or

wilderness, and adapts as he sees fit. He prefers to be left to
his own devices but becomes a fierce and cunning fighter
when cornered.

Traits: Raccoon teaches his children +2 Stealth and
+3 Survival. They gain an extradie of Brawl duringany claw
or swipe attack.

Ban: Raccoon asks his children to leave small, shiny
objects in the forest for him to find.

Fetishes

Among the most potent weapons in the Garou's arsenal
are the spiritually powered artifacts called fetishes. These
objectsaren’t simply items with a magical ability, but potent
mystic symbols of the spirit world. Many Garou who don't
understand how to take care of their fetishes may find their
power flees from them at the most inopportune moments.

To create a fetish, a Garou must approach a spirit with
the appropriate powers or aspects, then convinge it to enter
the physical object and infuse the thing with its power. If the
spirit agrees, it is imprisoned within the fetish until either
the fetish is destroyed or the Garou who created it breaks the
pact made with the spirit.

Although many spirits enjoy the opportunity to take a
more active role within a fetish and so fight against the
Wyrm, they may still feel that living in a state of half-
slumber within afetish isn't necessarily a happy thing. Thus,
the Garou must convince the spitit. To help his case, a
werewolf can spend extra time preparing the object. For
every week spent working detail and personal attention into
the object, the difficulty of convincing a spirit to enter the
object drops by 1.

Once the object is created and the spirit has been ap-
proached, the terms of the agreement must be worked out.
Unlike a pact for simple alliance, the fetish pact generally




requires an active commitment on the part of the Garou. The
type of fetish being created usually determiries the kind of task
required of the Garou. For example, a War-spirit asked ro bind
itself into a klaive usually asks for the Garou toclean the blade
ritually once a week and never to let the blood of the slain
remain on it after battle. Once the terms of service are set, the
spitit binds itself into the object and falls into permanent half-
slumberuntil the objectis destroyed, which sets the spirit free.
When deciding on a fetish for a character, a player may
want to think on which spirit brood his fetish incorporates.
Having a detailed idea of where the fetish comes from may
help the player figure out why he has it and what its geasa or
requirements are. A fetish powered by Unicom’s brood
would almost always be one of wisdom or ﬁ&lﬂ?ﬁmhlp
Fenris broodmates’ fetish would generally be s

ward and warlike in aspect.
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Fetishes are an integral part of Garou cxlatenck‘amfwf
used as gifts, rewards and marks of power. Somg tribes are.
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recharged by exposing it tofiatural rain. thhrlvxarer vemﬂm -
of these bells chime gently before a natural rainfll, o0

To create this fetish, a Garou must bind a Rmn&pi%t
Water-spirit or Alir-spirit into the bells.

A

Fang of the Wyrm

Level 1, Gnosis 3

Septs often give these simple fetishes to new Garou
after their Rites of Passage. A Fang resembles just that: a
pearly white fang on a leather thong. When the fang is
activated, it reacts to the presence of the Wyrm by turning
a mottled, bilious green. The more corrupted the surround-
ings, the darker the fang becomes. The fang clears after
being in a Gaian caern for an hour.

Any spirit servant of Gaia can empower this fetish.

Woomwatch
Level 1, Gnosis 4

This wristwatch automatically tells a Garou what the
current moon phase is and whether it is waxing or waning.
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When acrivated, the watch indicates ro the user what
auspice the person before him is.

To create a Moonwatch, a Garou must bind a Lune or
Gaffling of Luna into a sanctified timepiece.

QBones of Shieling

Level 2, Gnosis 3

This fetish is a small bone (about the size of a chicken's
thighbone) intricately carved with small runes of protection
and shielding. This bone must be braided into the wearer’s
hair or fur. When activated, the bone gives the wearer
additional soak dice equal to halfhis current Gnosis score for

. the duration of one turn. The runes on the bone fade with

each use; after four uses the bone is completely unmarked,
and it disintegrates.

e baiereate these hones, a spirit of one of the following

tvpesmustbe bound within: War, Wolverine, Turtle, Earth

Level

Thls rhung-gnd«tcoth n-:cLI‘at:e allaws its wearer to
perfurm actions c%“gteﬂt physical prowess, When success-
fully activated, this ngt.‘,klage. daybles mnx%g cedand
jumping dtal?ancc '}s can be activared only once per turn.
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Bells of Rain 0 0
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This fetish consists of astring of small meral bells carried .
upon the person of the Garou. These bells ely
silentuntil the fetish mactivated- the appt.artqgﬁ_ng,. . et
but a sound like gentle rain on a spring morni gsounds inthe ﬁxssdm%f (iala; any member of another tribe is at +2
avse The' foriah ther ueattxa%nudesc m,ih,thll n the area difficulty when attempting to attune herself to this
. (outdoors only). Tt can bringsih three ttmﬂ&béﬁﬁrt' it must be feLiis 'Fhe 2 ng et be madeof snymsrenal e gy

has to have a symbol for peace from some culture in-

seribed on it. When activated, this fetish forms a tempo-

rary bond of friendship with a target. The Garou need
not already be friends with the rarget, but they cannot be
s. The user gains +1 ro all Social rolls affecting
the rarget for one scene.

To create a Friendship Ring, one of the following spirit
types must be bound into the ring: Peace, Calm, Dog or
Unicorn.

Kinship (Doll

Level 2, Gnosis 5

This ferish is a small doll that resembles a potbellied
human. When a Garou activates and concentrates on a
particular Kinfolk relative, the doll speaks to the Garouand
reveals the Kin’s location and general condition. The more
activation successes the player scores, the more detailed is
the information he receives.

Tocreate a Kinship Doll, one of the following spirit types
must be bound into the doll: Ancestor, Love or Pelican.
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Lagomorph's Boon

Level 2, Gnosis 7

This fetish can actually take many shapes but is often
licerally a rabbit’s foot. The bearer of this object receives
uncommonly good luck. For each activation success, the
player can negate one botch per story. This power can be
used only once per story. At the Storyteller’s discretion, the
Boon can aid the player in other, secret ways.

To create this fetish, one of the following spirit types
must be bound into the object: Rabbit, Fortune or Cat.

Power Sp.‘ke

Level 2, Gnosis 7 L

AGlass Walkerfavorite, thisfetish takes the formofa small

chrome spike. When laid next to a machine and chﬂVRtEd

spike sends out a surge of destructive energy rhax;fnég%:axﬁwts:

trips breakers and burns fuses. The more com,plex%é m hme,
the more likely that some delicate part of it is da :
number of successes determines the exmwfﬁle destmmom

R

To create a Power Spike, one of the followmg irit
types must be bound mm%he appﬁe Electricity, Wyld,

e et o v armms v v

the bandage heals a number of wounds (even aggravated ones)
equal to the number of successes rolled. The bandage must be
kept in a special pouch, or it loses its potency. It can be used on
any given person only once during a scene.

To create a Poultice, one of the following spirit types

must be bound into the bandage: Healing, Unicorn or
Snake.

Key to the Umbra

Level'3, Gnosis 7

This fetish isa small key that reduces the strength of the
Gauntlet: For every two activation successes, the local
Gahntlet drops by 1. The key is usually worn around the

= &An(yGamn spirit can power the Key, so long as the spirit

st ttﬁ&mf{lﬁs location.
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o= Thm ‘nondescript Am card was created by a Glass
Walker ‘Theurge named Loon. This fetish can be used to

o
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Te create ﬁﬁ&&mh one of the following spirit types
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tiveness if overused. Every time the ferish is used ¢

same story, the coin should get progressively more dlfﬁtuh'w L
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use and its effects should become smaller and smaller.
Tocreate this fetish, one of the followingspirit types must
be bound into the coin or card: Wealth, Trickster or Earth.

(Dream Trap

Level 3, Gnosis 8

These fetishes resemble the Native American objects,
although they can take a multitude of forms, from metal wire
to intricately woven spidersilk. The fetish surrounds a
sleeper's bed, where it catches any Umbral spirits attempt-
ing to disturb or harm the sleeper. The spirit must roll its
Gnosis versus the fetish’s Gnosis or become trapped.

To create a Dream Trap, one of the following spirit types
must be bound into the matrix: Dream, Sleep or Spider.

Gaia's Poultice

Level 3, Gnosis 8

This rough-woven, herb-treated bandage has remarkable
healing properties. When placed on a wound and activated,

/-l_-

s

g

must he]:iﬂund into &3& card: Wxa,lt,h Electricity or Weaver.

S 39@« o =s .

Sanbs of Sleep =~
. ;Ef‘%%@ﬁﬁi’“% vy
- This fetish takes thé form of a small bag made from a
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ma;enal andfilled with afine powder that is absorbed
when it comes ingo’ contace: wg:h liquids or solids. When
C medxrhg ! 'mu;sthgmepen end-first toward the
i .""""luzﬂﬁ'@ttﬁ?ﬂte‘ sand.” The target must make
aWi[&mWer roll versus the fetish's Gnosis or fall into a deep

sleep for one hour.

To create this fetish, one of the following spirit types
must be bound into the bag: Sleep, Dream, Calm or Night.

Shard of (Despair

Level 3, Gnosis 5

Thisfetish isasmall spike of goethite (a crystalline rust).
When driven carefully into the floor (Dexterity + Repair,
difficulty 7, or it shatters) and activated, the shard afflicts
everyone within the area with despairfor the durarion of one
scene. Each person in the area must roll his or her Gnosis
versus that of the fetish to resist an overwhelming depres-
sion; individuals without Gnosis can roll Willpower, but the
difficulty rises to 9. Bone Gnawers often use this fetish as a
security measure.

Tocreate a Shard, one of the following spirit types must
be bound into the goethite: Despair, Pain, Night or Fear.

Chapter Four: Spirit Matters 125

-‘_—.-7




e et

Spirit Bell and Candles

Level 3, Gnosis 8

This fetish consists of a small bell and two candlesticks.
When candles are placed into the sticks on either side of the
bell, and the bell is struck, all spirits are drawn and bound to
the locarion of the candles. These spirits are unable to acvas
longas the note peals (three minutes peractivationsuccess).
The local Gauntlet in the area is reduced by 2 as well,

Any spirit servant of Uktena or Falcon can empower
this fetish.

Tongue of the Leech

Level 3, Gnosis 8

This fetish is fashioned from the dried tongue of a vampire.
It can heal a number of aggravated wounds equal to the number
of successes gained by rolling the fetish's Gnosis versus the targert’s
Rage. A botch means the tongue burrows into the targetsflesh to
seek blood, thus causing another aggravated wound.

Snake-spirits, Death-spirits and even a few Wyrm-
spirits can power this fetish.

Gnostic Bag

Level 4, Gnosis 9

This small pouch, usually decorated with ornamentation
and Garou pictograms, can store Gnosis, To activate the
pouch, the Garou must reach in and literally remove and eat
the Gnosis. The number of sticcesses on the activation roll
derermines the number of Gnosis points gained. The bag holds
its Gnosis score in points; when exhausted, the bag must be
recharged by spending points directly into the bag.

Ta create this fetish, an Engling must be bound into
the bag.

Rager

Level 4, Gnosis 8

Thisshard of bone is made from the remains of an Ahroun
who fell in combart against the Wyrm. When activated, the
fury of the warrior fills the user with a point of Rage per
activation success (maximum of 10 per story).

To create a Rager, one of the following spirit types must
be bound into the bone: Anger, War, Wolverine or Boar.

Heart of the Spirit

Level 5, Gnosis 6

This fetish resembles a miniature heart carved from rose
quartz, Ir allows the user to store up to ten points of Gnosis,
Willpower or Rage (choose one at a time) within it. The
activation roll'ssuccesses determine the number of points that
can be stored that scene. A successful activation roll is also
needed to draw points out of the heart; the number of successes
determines the number of points available to be withdrawn.

Tocreate this fetish, an Engling must be bound into the
crystal.
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Hearthstone

Level 5, Gnosis 8
This oblong flagstone is generally kept in a Garou's
home. When placed within a domicile, it becomes a link to
Gaia and permeates the home with tranquillity and calm.
When the Hearthstone is acrivated, the area around it (up
to the size of a small house) becomes linked ro Gaia in the
manner of a caern. Garou become able to regain Gnosis
through meditation within a domicile that contains an
activated Hearthstone. The stone works only within a
permanent residence.

To create this fetish, one of the following spirit types
must be bound into the stone: Calm, Ancestor or Peace.

Soothsay Runes

Level 6, Gnosis 7

This divinatory fetish can take many forms, from rare
stones marked with Garou glyphs to carefully painted
fortunetelling cards or even handmade playing cards. When
activated, the runes show a vision or hint of the future. The
clarity of the vision is determined by the successes on the
roll. The difficulty is determined by the Storyreller, asisany
information. Any readings about the Apocalypse inevitably
come up blank, and should the Garou botch the roll for such
a request, the cards are destroyed.

Werewolf Players Guide
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Tao create such a divinarory fetish, one of the following
spirit types must be bound into the tools: Time, Dream,
Enigmas or Wisdom.

Fetish (Drums

The Garou often add deep, stirring rhythms and music
to their rituals. The instruments they most often use are
drums, particularly in Uktena and Wendigo rites. More
than just instruments, some of these drums are powerful
fetishes in their own right.

Most fetish drums require a Dexterity + Performance
roll toactivate, the difficulty being the drum’s Gnosis. Such
activation is never a combat action. The drummer must
spend time letting the rhythm gain its own life and tempo,
lecting it feel its own pace, If the drummer takes particularly
long, the Storyreller may want to substitute Stamina for
Dexterivy.

Batd'a

Level 1, Gnosis 5

This cone-shaped drum, possessing both large and
small heads, adds one die to any Gifts or rites dealing
with the Umbra. If the drummer knows the secret lan-
guage of the Lucumi (the people who invented the drum
type), he may send messages by drumming, even into the
Umbra.

To create this fetish, one of the following spirit
types must be bound into the drum: Wisdom, Enigmas or
Music.

Spirit (Drum
Level 2, Gnosis 5 .
This drum helps the drummer to call (_lal'ﬂ ng&*

Jagglings and other minor spirits. The player 50115‘;{)9@-
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Scar Fetishes

Many Garou are proud of the badges of honor they
wear on their bodies as scars. Occasionally, us a sign of
great respect and honor, a War-spirit may be bound
into a scar, thus becoming a living fetish, part of the
Garou itself. This practice is most common among the
Uktena, Wendigo, Black Furies, Fianna and Ger of
Fenris, but some tribes hind War-spirits to their bodies
in tattoos or in fetishes used as ornaments in piercings.

The power of these fetishes varies in function and
form. Generally, itis up tothe Storyteller and the player
to decide the level and cost of these fetishes, It isn't
recommended that a beginning player have scar fe-
tishes, as they are generally gifts given after a grear
achievement.

TCaltos (Drum

Level 3, Gnosis 6

This drum is an aid to healing ritvals. The number of
successes the drummer gains while drumming equals the
number of Health Levels healed in the listeners. This
method of healing can be used only once per week (orper
month at the Storyteller's diseretion).

To create a Taltos Drum, one of the following spirit
types must be'bound into the drum: Unicorn, Healing or
Snake.

Slit Gong ==

LCXEL&. Uf’u sis 7
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e Khﬁm‘@%g drum, carved from a single tree trunk, is
- uggd by Amzxal%mn and Pacific Northwest Garou. Slit

Goengs' huge sizé makes them suitable for use in caerns only.
During a rite, the drummer may add the successes he gains
on thxs drum tathe ruf.m‘xstef"i sliccesses.

- Tn create .g.@ig; Gong, one of the following spirit types

;musr_be_ botnd into the drum: Tree, Enigmas or Wisdom.
Siod i)
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When Gaia created the Garou, She never intended for
them to be Her only protectors. What good is a warrior
without perspective, one who cannot tell where his enemy
is or remember how his enemy fought when last they met?
How quickly would the Garou have fallen if they didn't
know how to heal themselves or how to laugh in hard rimes?
To that end, Gaia created several broods of two-skinned
children, ones who could walk between human and beast,
between spiritand flesh. They were the Changing Breeds, or
the Béte,

Unfortunately, few of the Béte remain alive today.
Many fell to Harano; others died out as theiranimal kin were
slaughtered. But worst of all, thousands of the shapeshifters
died long ago — at the talons of their cousins, the Garou.

The War of Rage

How did it start! That's hard to say. Most Garou say that
it began out of jealousy. Like envious children, the Chang-
ing Breeds fell to squabbling long ago abour who had the
most important rask and who was loved best by the Mother.
And many agree that the most vehement — and violent—
champions of the Garou's side were the Silver Fangs.

The Silver Fangs do not deny that they claimed supe-
riority over the other shapeshifters. Even today, the Fangs
do not doubt that as the foremost of warriors, they are
directly ordained by Gaia Herself to lead their cousins to
victory. So it seems likely enough that the Fangs of long ago
demanded the right to command the various Changing
Breeds, to tell werecat and werebear alike how best to
accomplish their tasks.
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Naturally, the othershapeshifters disagreed. They knew
their duty to Gaia well enough and objected to the Silver
Fangs’ attempts to tell them their place. The argument got
louder and louder until, finally, someane — fio one knows
who — let his Rage get the berter of him. Once first blood
was spilled, war was inevitable.

The Gurahl — the werebears — were the first to fall.
Their territory was far too close to that of the Fangs, and
many Garou believed that the werebears were unworthy of
their powers over life and death. Many of the other Béte
ieapt ta the Gurahl's defense, and soon the war raged across
the world. As the fighting grew worse, the Garou found
themselves justifying the war with ever-mounting excuses
— the Bastet never shared their secrers; the Mokolé and
Nagah were the very image of the Wyrm; the Ananasi were
alien and obviously trairors,

Sadly enough, the Garou were too strong. Gaia had
designed them too well. They attacked with the strength of
the pack, whereas the other shapeshifters could defend
themselves only as a collection of individuals. No other race
could match the ferociaus unity of the werewolves' packs.
Soon the Béte had to flee their lands and go into hiding.
Individuals who survived found themselves the targer of the
Wyrm's forces, which caught many weakened Béte in their
coils. Of the few who escaped, many fell into terrible grief,
the deep, dark despair of Harano. Many survivors wandered
to remote places to die alone and forgotten.

Such is the legacy of the Garou and their Rage. With
the Gurahl gone, there are none ta heal Gaia. With the
Corax gone, there are none to warn Her. With the Bastet
gone, there are none to warch over Her. And with the
departure of the Nuwisha, there are none to help Her
children laugh.

The Garou soon realized the horrible mistake they had
made. Many of the tribes despaired — why hadn't they said
anything! In those times, the line of their kings was strong.
How could the judgment of the Silver Fangs be faulry?
And yet it was, and the world has suffered for it since.

Coday

The Garpu managed to drive several Changing Breeds
fully to extinction, but a few still remain. Hardened by their
forebears’ rales of hatred and war, these scattered Béte hide
themselves from the Garou and still go about their duties in
the farthest comers of the world, ar the fringes of the
werewolves' territory,

Many Garou, especially the Children of Gaia and the
Stargazers, regret the shapeshifter war, bur others feel it was just
—oratleast they try to convince themselves it wasso by fighting
the few remaining Changers. Some Shadow Lords and the
SilverFangsstill claim theirright torule the othershapechangers,
and they find some support among the Black Furies, Red Talons
and Get of Fenris. The Uktena and the Wendigo offer the most
strenuons dissent to this notion. Whereas the Children of Gaia,
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for example, moumn their lost cousins, the Native American
tribes fight for the ones wha sall live.

The Uktena and Wendigo have kept a truce between
themselves and their neighbors in the Pure Lands — includ-
ing the Corax, Nuwisha and the Pumonca, or cougar clan of
the Bastet, However, no Garou ever trusts a Mokalé or
Ananasi, as they are too alien and different. As for the
Nagah — well, even the other shapeshifters believe the
Nagah to be dead.

Onlyafew placesin the world are still ruled by the other
Béte. Both the Balam werejaguars and the crocodilian
Mokolé make their home in the Amazon Basin. The two
groups wage constant war against both Pentex troops and
the Garou who come 1o fight the megacorporation.

Asia is largely the realm of the hengeyokai, shapeshifrers
who answer to a different law than their Westemn counter-
parts. Although a few Garou have moved to the continent
in hopes of helping Gaia there, they have heen firmly
rebuffed by the native Béte, who want nothing to do with
these outsiders.

The Pacific Northwest is home to the few Corax, or
wereravens, left in the world, save the ones on the British
Isles. There are mysterious places in the southwestemn United
States where the Nuwisha, or werecayotes, dwell. However,
the exact number of other shapeshifters is unknowable, for
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they fear to come forth and be counted. There are too many
enemies waiting to pounce on them.

- ' L
Gaid's Gifts
All shapeshifters share certain things in common, by
virtue of their half-spirit blood and roles as the world's chosen,
Gaia

loves diversity — bur for the most part, the following traits
apply to all Changing Breeds unless otherwise stated.

There are a few exceptions to every rule, of course

All shapeshifters may regenerate as do Garou, regain-
ing a Health Level every tum. Only aggravated damage
prevents this regeneration, although Béte can soak most
forms of aggravared damage (save silver, Luna's burden on
the werecreatures). They may all enter the Umbra as well,
although many Changing Breeds cannot do so instinctively
and must learn the trick of stepping sideways as a Gifr. Of all
the shapeshifters, the Nuwisha, Corax and Garou remain
the authorities on travelling the spirit world.

Each Changing Breed has its own peculiar “tongue,” a
mixture of body language, actual words and noises of their
animal form. These languages cannot be learned as easily as
human speech, although a Garou may leamn to speak heavily
accented Nuwisha-talk or a few words of Mokolé speech, for
instance. The language of a Changing Breed is instinctual, and
it floods into the shapeshifter’s mind shortly after the First
Change. However, animal-breed Béte, whether feline, arach-
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nid, corvid or other, have the same restrictions as lupus Garou
on the Trits they can purchase with their initial point
allotments.

All shapeshifters have at least three forms. Like a
Garou, any shapeshifter can instantly shift forms by spend-
ing a Rage point or automarically assume her breed form
with noroll orexpenditure at all. In addition, a shapeshifter
in her breed form is immune to the baneful effects of silver.

A few of the Changing Breeds participated tosome extent
in the Impergium, but most others abstained. Asaresult, when
in war-form all Changing Breeds incite the Delitium in human
onlookers. However, since few Béte participated in the culling
of humanity, the Delirium they cause is lessened to some
extent. Unless otherwise noted, a shapeshifter's Crinos form
(or equivalent) inspires the Delirium as if the onlooker’s
Willpower were two points higher.

Finally, all shapeshifters with Rage can frenzy just as
Garou do, gaining all the benefits (and hindrances) thereof.

Form and Function

The truest definition of what a shapeshifter really is lies
with her purpose. Each of the Changing Breeds was born to
a specific role, and each group reflects its task in the world.
This peculiar teleology has led to some confusion among
more scientifically inclined cubs, who don't see how the
marsupial-related Bunyip were ever truly Garou or how the
werecoyotes are so different from the werewolves when their
coyore and wolf Kin are so similar. But the Bunyip were born
to serve as warriors, and the Nuwisha were chosen to act as
tricksters — and the two became very different indeed.

The Tales of the Others

The moat-fire burned low; most of the Garou had danced
wntil they were spent, and now they lolled abowt in human or wolf
form. The eldest among them, ones who had traveled the farthest,
satcloser to the fire. The aged Uktena, Irena Wondervoice, stood
and strode about the circle; she met the fierce gaze of each of the
elders as she walked and spoke.

“I thank yow all for dancing with us; it has been far too long
since so many of our people have gathered in this place, under
these stars.” She paused only alittle, sharing an iron glance with
arough-featured Get who watched her carefully. “Itis...pood to
remember that, despite our differences, we are all of one nation,
of one blood. The tales of our ancestors glorify all of the Garou
Nation and keep us wise and strong in battle, To that end, I call
it now time to speak of our lost kin."

She gestured avound the circle, and looked about the caem.
“I have asked our fellow elders heve to speak of owr lost cousins,
of the mistake we made when we warred on them and of the allies
we have lost. You must learn the stories of our relatives, for we
must honor their loss and recognize owr shame by remembering.”

With that, she sat down. The first of the elder speakers, a
grizzled white wolf in Crinos, rose 1o his feet and began to speak.
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Winter's Muszle speaks:
When Gaia was

the Weaver begat its ﬁm%geny @Wﬁs‘. ;
Wyld in c.&euk T hegffmmt uf W

she spread wisdom f.athe hummwﬁi‘% shs ' 5
The Spider- Quem ruled um’h@n—d nl Lhﬁ%m the
Wyrm went mad. Some say she s taken capi _'w by the Wymm;
some claim she eagerly jomed the &meﬁm;ﬁ; his madness and
ruled by his side. Who can say the m&&i' S.Jfab notme. I've heard
athers claim that the Weaver greuljealous af Ananasd’s beauty
and influence and sought to destroy her. Sull ather tales claim she
was the bait in the Weaver's e)"faﬁs to bind the Wyrm into
servitude, Whatever really happened, the end result was imme-
diate. The Ananasi — the children of the Spider-Queen — took
notice of the mammals and reptiles for the first time. They
involved themselves in the affairs of the other Charging Breeds.
They interfered with the Impergium i certain places and insisted
that hurnankind was theirs to guide. They vefused to acknowledge
the rights of the Garou to keep herd over the humans where the
Ananasi dwelled.

The Silver Fangs felt the spiders’ interference was unwar-
ranted and, thus, retaliated. Wherever the Ananasi were found,
the Silver Fangs and their followers tried 1o destroy them.

We discovered the hard way that they aren' tvery easy to kill.
We've all heard the tales of the War of Rage. We've listened to
the songs of slaughter and carnage. Some of us still vevel in those
past “glories,” believing that our ancestors were right.

But they forget the other tales and brush aside the hatred we
brewed and now must drink. When 1 was younger, and far more
foolish, | rracked down one of the Ananasi. [ wanted to speak of
the past and try to mend the gap between our races, One of my
pack grew impatient on the way, snarling threats and scoffing at
the legends of the great spiders of the Amazon. I found his body
two days after he disappeared. He was a husk, a dried, shriveled
shell without a solitary drop of moisture left in him. Pinned to his
chest was a simple note. It read: “You are not forgiven.”

It's hard to say who the Ananasi ally themselves with. Each
part of the Triat claims some of the spiders as servants. [ suspect
they would make wonderful alfies and very dangerous eremies.

(Description

The Ananasi are unique among the Changing Breeds.
They are the only remaining shapeshifters who are part of
the world most people ignore. There are hundreds of thou-
sands of spiders in a single acre of land. Most folks tend to
forget this fact, and that includes the Garou. Even without

asi 18 Lige:slly an army of arachnids with

Qﬂ.ﬁ: one imindUnlike the other Changing Breeds, the
%Spldm@n srally be ir a hundred plac.u at once. 111

 Asingle A;;'ag,

'@dén I’lﬁl[h&@ldtﬂ(td th&m*selveb a pc:rt of tht oz
rage nor even Wularly close to their human Kinfolk.

Instead, their were metely breeding stock. While
'.‘h’lt”‘ml};.htﬂmmd m‘:‘élrmg, to the Ananasi it’s merely a fact.
Countless generationsiago, the Ananasi served as advisors
and protectors of their human cousins in exchange for
reverence. 1o the werespiders, it was the way things were
always meant to be. Human emation has never been a part
of their world; the Ananasi were always more akin to rtheir
arachnid relatives than their human ones, Predatory by
nature and often cannibalistic, they've never felt a special
bond with any other beings.

Although most believe the Ananasi came originally
from Africa, there is no solid evidence to confirm this
notion. Legends of their kind spread back through every
continent but Antarctica, and in their Homid forms, they
are as likely to be Asian as they are to be African.

It's not too difficult for most of the supernaturals to
confuse the Ananasi with vampires. Most of the werespiders
are nocturnal, preferring to live and hunt in the darkness.
Even when in Homid form, the werespiders can drink the
blood of their prey by employing retractable fangs. Many of
the Ananasi are almost unnaturally pale in their humanoid
forms, and as a rule they are always unusually attractive.
Perhaps it’s the vague threat of a predator that humans sense
when they stare, almost mesmerized, at an Ananasi in
Homid form. Perhaps it’s simply that the werespiders have
a remarkable control over their shapes and are vain, No one
knows really except the Ananasi.

While the Ananasi are often nocturnal by choice,
they suffer no ill effects from sunlight. As with the victims
of vampires, individuals werespiders feed from are often
overwhelmed by a feeling of almost sexual intensiry while
the feeding occurs. This effect probably derives from the
mild venom Ananasi inject into their prey to anesthetize
the victim's flesh and close the wounds left by the
werespider's fangs. The venom is powerful, and only
minutes afrer such a feeding the victim’s wounds are
normally healed, leaving only the faintest scars. A victim
killed during afeeding doesn't heal, which has led to some
potentially dangerous situations regarding certain vam-
pires and their “Masquerade.”
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Unlike vampires, Ananasi almost always prefer more
isolated areas, where they can take on the form of numerous
spidersand dwell in relative peace. While most werespiders
claim to prefer human blood or even warm mammal blood,
flies and other insects work perfectly well to keep them fed.

The truth of the martter, however, is that only warm,
mammalian blood gives the werespiders their other, special
talents. Whereas most Changing
Breeds have Rage to aid them in
healing and combar, the

Ananasi have Blood Pools,
much like vampires. Mam-
_P.._, malian blood allows them
5 to take extra actions and
even to heal their wounds,

just as with vampires.

* Organization

The Ananasi tend ro-
ward lives of relative

S8

solitude. By their
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very nature, they are solitary hunters and individuals. How-
ever, they believe very strongly in family, and all of the
Ananasi accept each other as kindred spirits, no matter
which faction they follow.

Despite their rendency toward leading privace lives,
they frequently communicate with one another, even if that
normally means picking up the phone and calling a relative
to catch up on the latest gossip.

While it's fairly rare, there are some groups of Ananasi
who gather rogether for protection. Normally, this phenom-
enon occurs in the cities or in areas where the other
Changing Breeds — particularly the Garou — regularly
make their presence known. When werespiders do gather in
force, it’s always the eldest females who lead them.

It’'s commonly accepted that Queen Ananasa leads the
actions of the werespiders, bur exactly how she rules over
them is unknown. The Ananasi still claim to follow their
great queen, but at the same time they war among them-
selves with a ferocity almost unseen even by the Garou.
There is a three-way civil war occurring berween the
werespiders, and no one is certain just who will come out
victorious in the end. The factions fighting each other are
aligned with the Weaver, the Wyrm and the Wyld respec-
tively. Rarest of the three are the Harvar, or Goblin Spiders,
the followers of the Wyrm. While it’s known that Queen
Ananasa is presently in Malfeas, most believe she is a
captive there. Apparently, the Hatar follow the Wyrm inan
effort to keep her safe. The Kumoti, or Wyld-Spiders, serve
the Wyld in the belief that the only way to save theirqueen
is to free her from the clurches of the Wyrm. The Kumori
and Hatar are seen most commonly in Asia, where they're
known collectively as the Kumo and where they have a
surprising amount of influence among the other hengeyokai.
Finally, the Skein-Spiders, the most common of the Ananasi,
follow the Weaver as all the Ananasi did long ago. Their
belief is that the Weaver still protects Queen Ananasa
within her royal Opal Chambers, which both other factions
see as a prison rather than a ward against injury.

Despite the war raging berween the three groups, there
are still certain rules that all werespiders observe. None ever
stands by while anotherofitskind is hurt by an outsider. Any
werespider seeing another artacked by anything apart from
an Ananasi immediately steps into the combat to aid its
relative, regardless of political beliefs. While they seem to
have no trouble with waging war among themselves, outside
interference is another story entirely.

Litrle is known of how or where the Ananasi gather for
matters of tribal importance. There are, allegedly, caves
deep within the jungles of Africa that house the original
palace of Queen Ananasa. Most believe these caves to be

sacred to the werespiders. Such a place surely
would be “neutral ground” where the
Ananasi might discuss eventrs that affect
them as a race.
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TCraits

Without exception, the Ananasi do not possess Rage.
Whar they have instead is a Blood Pool that allows them to
heal wounds and take extraactions. Each Ananasi iscapable
of holding 10 Blood Points comfortably; mare than that and
they tend to feel sluggish. Unlike a vampire, however, the
loss of blood from a werespider’s Blood Pool doesn't weaken
an Ananasi any more than fighting on an empty stomach
would weaken a Garou. When the Blood Pool is empty, they
simply can’t heal themselves or take extraactionsany longer
— pot until they drink mammalian blood again, anyway.

Ananasi may spend only one Blood Point per turn, either
for rebuilding their injured forms or for taking extra actions.

One pumt of bl 'md heals one Health Level of damiage ar allows

causes Lhem nenrher aggravated dam
Many believe that the Ananasi s
to pesticides, bur there's little try
any amount that would har
while theyare in their Crawle
other fnnn requi:u, as muc '\ i

of the world ha»e d.;mu:d many a wel m ;

Ananasi do have a Renown sy but ﬁ'le traits are
different than the ones for werewolves, ! t.resplﬂer rraits in-
clude Cunning (the primary and most u‘;;pormnt Trait for the
Hatar), Obedience (the most 1mp0rtant“ Trait for the Skein-
Spiders) and Wisdom (most important for the Kumoti). Cun-
ningdealswith how they handle themselves incombatand how
well they can manipulate others they encounter. Obedience
reflects how well they follow the orders of their superiors and,
through them, Queen Ananasa. Wisdom measures how well
they've learned the lessons life has to offer and how well they've
taught those lessons to others. Their desire to stay away from
other Changing Breeds notwithstanding, the Ananasi still
believe in granting wisdom ro their Kinfolk in exchange for
services rendered. Just what those services are is anyone’s guess

The Ananasi are not restricted in their Background
Traits, save by their breed. A werespider born of spider
Kinfolk isn't tikely to have millions of dollars or a license to
drive. All Ananasi have an automatic connection to the
Cueen Ananasa Totem.

Queen Ananasa (Cotem of Wisdom)

Background Cost: 5 (free to Ananasi)
Queen Ananasa remains in Malfeas, though it's uncer-
tain if she does so by choice. Although she resrs in the

i el e v armionei sl

Wyrm’s realm, she still looks after all of her children,
regardless of their affiliation to the Triat.

Traits: Ananasa grants her children Occult +3 and
Enigmas +2. While she remains silent to most, the eldest
and most powerful of her followers remain in concact with
her and share her wisdom with their factions.

Ban: Ananasi must defend each other from outsiders,
though they are free to squabble among themselves in any
way they see fit.

ABreeds

The Ananasi have two confirmed breeds: homid and
arachnid. If there are actually metis Ananasi, the werespiders
aren'’t talking, and even the ever-curious Nuwisha haven't
managed to findany evidence of their existence. Arachnid
Ananasi ha\sé tha sﬁmi;e trafr restrictions as h:pu»; Garou.

1 rhe proper size, consuiming
ring every regulat spider for
i the: necessdry mass. The

1aract rwtncﬁ‘ﬁf the iﬁt:ai splcﬁa‘rgepu}.rce asa resulr of r}us

mp@ mgh: p.m Fm%anmp 1 Ananasi who comes of
age\inz'i'exm is kke& to tesen%;lé:a tarantula, whereas a
wert er from New York wol.&& 1nore likely resemble a
wolf spider. When runming in the Crawlerling form, the
Ananasi almost always looks exacr@t like the spiders origi-
nally consumed, unless e wills larger spiders to form from
his flesh. : o

Whilé the Ananasi aren’t influenced by the moon or
the sun, they are influenced by the member of the Triat they
choose to follow. In the Ananasi’s case, the auspice they
work under reflects whether they follow the Wyrm, the
Weaver or the Wyld.

A homid Ananasi starts with the following Traits:

Initial Willpower: 3

Initial Gnosis: |

Beginning Gifts: Web Haven, Blur of the Milky Eye,
one Auspice Gift
An arachnid Ananasi starts with the following Traits:
Initial Willpower: 4
Initial Gnosis: 5
Beginning Gifts: Eyes of the Car, Jump, one Auspice Gift

Forms

The werespiders have amazing control over their own
anatomies. As freakish as their regular gamut of forms is,
sore who've encountered Ananasi claim the creatureshave
appeared in even more outlandishly frightening shapes —
but the toxins from the werespiders’ venom could well have
distorted these unfortunates’ perceptions.
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The Homid form of the Ananasi is human in every
aspect. They eat like humans and can mate with humans
while in this form. While ordinary food can sustain an
Ananasi, it lacks certain...elements, thus leading the
werespiders to prefer their liquid diet. Once out of Homid
form, they are incapable of consuming regular solid foods.

The Lilian form is almost unique, different for each
werespider, Some remain upright, standing on two legs and
growing additional appendages down their torsos. Some
become almost completely arachnid, save that a humanoid
trunk grows from the area where the spider’s head would be,
making such Ananasi seem like freakish spider-centaurs. In
every case, a hard, thick carapace forms over the body;
nobody could look a Lilian Ananasi in the face and mistake
its features for human. Often their faces are-almost com-
pletely human, though immobilized by thegaragsce yet just
as frequently their faces resemble the ﬁ’lm%nsage of a giant
spider, complete with eight eyes and m
these various forms, the Ananasi
limbs and the same Attribute m%m&m&}\bvamtmnm
stronger than any other, and it seems the. main“‘axﬁ'&?enéés
are cosmetic. In this form, as with all forms %u’f tﬁeﬁom

A

the Ananasi rely on blood: as:hmr sus:wnne.ww -
The Pithus form ofithe Ananas; is that of a gi g}gmiﬁgc
spider. The actual tvpe@ spider changes depending on
locale: In desert areas, the Pithus oftenresembles a; tarantula
or trap-door spider, whereas in moister regions the Pithus
looks more akin to a brown rcclu»:_’or black widow of epic
proportions. The acthal appearance doesn’ g@mge from
area to area, but instead has to do \R;ithwhcm the Ananasi
comes from originally, - o .

Of all the forms, the most disquieting to watLh an
Ananasi assume is the Crawlerling: The werespider breaks
himself into a horde of normal-sized spiclers, literally enough
to make up his full human mass. Considering the weight of
the average spider, that makes for a substantial number.
While in any combat situation, most Ananasi seem to lean
toward larger, more aggressive shapes. When trying to hide
themselves, however, many prefer the faster and less detect-
able forms of their species.

Gifts

Ananasi start with three Gifts: one Breed Gift, one
Auspice Gift and one Tribe Gift. There simply isn't enough
room in this book to detail all the Gifts available to the
Ananasi. For that reason, the Gifts listed below are re-
stricted to the tribal Gifts of the werespiders. When creating
an Ananasi characrer, the Storyteller and player should
consider the Gifts already listed in Werewolf. Homid Gifts
suit the homid breed and Lupus Gifts work roughly for the
arachnid breed. For Auspice Gifts, most Glass Walker Gifts
are appropriate to followers of the Weaver, Red Talon Gifis
suit the followers of the Wyld and Black Spiral Dancer Gifts
work well enough for the Wyrm's servants.
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Form Statistics

Lilian Pithus Crawlerling
Str: +3 Str: +4 Sti: 0

Dex: +3 Dex: +2 Dex: +6
Sta: +2 Sta: +3 Sta: 0

App: -1 App: -2 App: 0
Man: -1 Man: -3 Man: 0
Diff: 6 Diff: 7 Dift: 6
Str+1 Bite  Str +3 Bite Str -4 Bite
Claw +2 Web Web

In Lilian and Pithus both, the Ananasi incite the
Delirium at full strength.

In Pithus and Crawlerling, the Ananasi can spin
webs. For ghe Crawlerling form, these webs are as strong
as a regular spider’s; for Pithus, these webs are as strong

asstcelcaglw?ﬁna’tesﬁt Strength rolls with a9 Strength
Lfexsary@nc&u nfortunare enough to get stuck in them.
Sgumigg \ﬁebs in Pithus form requires the expenditure
of 1 Btoongmﬁ_ - et
 InCrawlerling form, the Ananasi are almost inde-
structible. So long as even one spider remains, a
&g.'ere‘%pideriéan come back from the battle a survivor.
@iggn time, th;&: individual can once again grow to its
full mass by: d&wu&ng utht.&@tden and, in extreme
cases, other arachinids. However, if more than 30 per-
cent of its body mass is destroyed, the werespider often
comes back lk.\ﬂkl.ﬂ&é\’{.‘ﬂ different than she did before,
at least in any of her non-Homid forms.

” i

* Jump (Level One) — Spiders have amazing strength,
proportionately speaking, and many can leap immense
distances. With this Gift, the Ananasi can cover distances
that would put even the finest athletes to shame. This Gift
is taught by a Spider-spirit.

System: The Ananasi must make a Strength + Athlet-
ics roll, difficulty 6. Thus, the werespider can double the
distance he could normally leap for each success. Three
successes change a normal vertical leap from 5 feet per
success to 40 feet per success for a werespider in the Pithus
form.

¢ Web Haven (Level One) — The werespider using
this Gift creates a barrier for the night that anchors in both
the material world and the Umbra as well. This fortress
worksasan early warning system alerting the Ananasi toany
potential threats (ormeals) thatenter the area the werespider
has claimed. While the werespider must actually spin a web
to use this Gift, the web lacks the typical characteristics —
sticky and obvious — unless the Ananasi desires them.
When crafting the web, the character can instead choose to
have its strands blend perfectly with the surroundings, thus
camouflaging them from all natural senses. This Gift is
taught by a Spider-spirit.
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System: The character must spend one Blood Point
creating the web (unless in Crawlerling form) and make a
Gnosis roll, difficulty 7. The area affecred is roughly 100 feet
in radius persuccess. Unlike typical webs, Web Havens may
be anchored in the air or even in the water and do not need
solid supports to remain intact.

¢ Morphean Bite (Level Two) — The Ananasi em-
ploying this Gift can knock an opponent into & deep sleep
by using her venomous bite. Once bitten, the target imme-
diately suceumbs ta the powerful toxins. This Gift is taught
by an Avatar of Queen Ananasa.

System: The character bites a targer and then makes a
Gnaosis roll, difficuley of the targer’s Stamina, before the
venom can take effect. Cnece unconscious, the victim re-
mains asleep for 12 hours unless awakened violently. Even
if the rarget is prematurely revived, he suffers a -2 to all
Physical Actributes for the remainder of the scene. Most
Ananasi use this Gift to ease feeding on larger prey.

s Replenishment of the Flesh (Level Two) — The
Ananasi may heal her wounds with this Gift by drawing
spiders inta her bady. This Gift is taught by an Ancestor-
spirit.

System: The character may rake nootheractions while
using this Gift. The character absorbs the summoned arach-
nids into her flesh, and they become a part of the werespider.
While spiders are preferable, this Gift can attract ticks,
mites and scorpions to complete the healing process. The
Ananasi heals one Health Level per Gnosis point spent.

* Venom Bite (Level Three) — The charactercan use
her fangs to inject a mutated venom that paralyzes her
victims. The effects are imstantaneous and capable of srop-
ping a bull elephant in full rampage...or even a Garou. This
Gift is taught by a Spider-spirit.

System: The character spends a Gnosis point, makes a
Gnosis roll (difficuley of the target’s Stamina +4) and must
successfully bite the target before the venom can take effect.
One full dose of the venom removes a target’s ability to
control his limbs. A second bite stops autonomic functions
such as breathing and heartbeat. This Gift has no effect on
other Ananasi and is normally used only when there are
superior numbers of enemies. This venom can be purged
from the system by any supernatural method; it counts as
four Health Levels of nonaggravated damage for purposes of
healing.

o Spinnerets (Level Three) — With this Gift, che
Ananasi may generate webs in any form. In Homid form, the
spinnerets appear on the hands and the feer; in all other
forms the spinnerets appear on the abdomen. In all forms the
webs are strong enough to hald four times the Ananasi's
weight. This Gifr is taught by a Spider-spirit.

System: The character must spend | Blood Pointto
generate any useful amount of webhing. At the
Storyteller’s discretion, the cost may be higher (a web
bridging the Grand Canyon is possible bur would likely
require 20 or 30 Blood Points).
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* Entropic Bite (Level Four) — The Ananasi using
this Gift can produce a powerful venom that causes painful
ulcerations and stops any regenerative abilities foras long as
it remains in the target's system. The venom is progressive
and capable of killing an adult human in one turn. This Gift
is taught by a Spider-spirit.

System: The character must successfully bite her
target; the player then spends two Gnosis and makes a
Gnosis roll, difficulty of the target’s Stamina +5. Once
the venom enters a target's system, the target begins to
feel the burning pain caused by the bite. The target takes
one unsoakable Health Level of damage each turn; the
poison stays in effect for one turn per success. The
damage is considered aggravared, as the venom courses
into the bloodstream and acrually l‘\e%l.ns destroying
blood cells and necrotizing muscle. Ananasi ﬁi‘e immune
to these toxins and often use this (ufl: to melt their prey
into an edible soup. Vampires ares aﬁg{c:gé by this Gift,
but may remove the venom by forélng wve Blood Points
worth of blood from their h@ﬂ%% During the time it
takes them to remove the pois ﬁéd Mﬂnd from tbeihw

i

» Iron Web (Level Fouz'}— The Ananasi can

systems, affected v ampires can take l‘ld E_hél‘ at;i@a‘s = ’

web that is nearly trangparent and remarkably durable =

Many Ananasi use this!Gifs to Lreage rheir permanent
sanctuaries. This Gift ss ﬁLl}_lﬂ by agg;vlgar of Queen

Ananasa. AL . o

System: The charfigter must spend one (mcmis maked
Gnosis roll (difficulty 97) and spend ‘Blood Points as ustial.
The lron Webg Lcncmted by thisG lftascxtretﬁé‘hf toughand
often lasts for months, éven years. Thisweb isresistant tafire
and able to soak damage as if it had a 7 Stamina. Each cubic
foot of the Iron Web can withstand 5 Health Levels of
damage, in addition to its ability to saak damage, before it
breaks.

® Carapace (Level Five) — The Ananasi generates a
heavy, damage-resistant body armor over her exoskeleton,
thus allowing her to resist much heavier sorts of injury. This
Gift is taught by a Crab-spirit.

System: The Ananasi adds +4 to her Stamina for the
purpose of soaking damage. This Gift costs one Gnosis to
activate. The armor lasts for one scene and regenerates itself
whenever it's penetrated.

* Umbral Barrier (Level Five) — The werespider
spins a web that increases the Gauntlet in a given area, thus
making it more difficult for anyone to pass to or from the
Umbra. As the creator of the barrier, the Ananasi has the
option of building a secret passage through the web, thereby
skirting the increase in difficulties. This Gift is taught by an
avarar of Queen Ananasa.

System: The characrer must expend the appropriate
number of Blood Points to build the web she desires. While
building the web, she must spend two Gnosis and make a
Wits + Occult roll, difficulty 8. Each success increases the
area’s Gauntlet by 1. Rumors persist that the Ananasi have
used these Umbral Barriers to hide their own caerns from
detection and even rto steal away other caerns from the

Garou as revenge for the past slaughter of werespiders.

Rites

Ananasi use many of the same Rites as the Uktena
(Wyld), the Glass Walkers (Weaver) and the Black Spiral
Dancers (Wyrm).

Quote

T .
We tried/ta join them in their quest to protect the humans

= cmd Gata as m Inreaim, we were murdered. Never again.

nent dre changing, and we are the ones
Oueen Aianasa will be free, and the fools

wﬂrm zlmervm  their ways.

_—._7

it Sterwtypes

) GaM—-— Wehave nﬁaforgwm theirarrogance,
nor have we {ngugn our fallen family. But we are
pahen; The tx&ge:g;mt yetrighttadestroy the wolflings.

# Corax W-—Watch the skies!

® Gurahl — Th&y are butipawns the Garou have
beaiserunm submission and forced to live a lie. They've
forgarren what th\*.ymnce were. T}wugh we bear them
nomalice, we shall show them no pltv should they cross
our pa tT‘u- i . )

* Mokolé —We dwell in many of the same places.
The Mokolé are noble and terrifying enemies. Respect
their power. Also, cold bload is less flavorful than that
of mammals. Avoid them if possible.

¢ Nagah — Obviously a myth created by foolish
wolflings who can't recognize a Mokolé when they see
one. We'll keep saying that and pray that the myth
remains just that. The reality would be frightening.

® Nuwisha — Cousins to the wolflings but far
superior in wisdom. It's seldom that a Nuwisha feels the
need to kill wantonly. They are very curious and tend
to talk of what they learn. Avoid them.

e Ratkin — They grovel in the sewers and feed off
the droppings of other, better creatures. They are also
very good at learning things hidden. Treat them with
respect and never, never trust a ratling.

» Rokea — What use do we have for fishlings!
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T 12 So Guaia
P‘?’Dmf‘a(‘I[ [0 fmd thema gh ver alh‘ W hn cmcﬁd sp?’bi ":fofr1trzgs
in distant lands or g{stﬁemuﬁmmmun on Her enemies for them
She searched all pver Hey ereatior, fcﬁasumbﬁe spry, until bh:.
grew very weary and stopped wrest for thenighe, All Harmn hmg
had ac L(mp[ishﬁm‘nhng,mﬂ She naticed themoonlishe
in a pair of eyes. “Whao is. eve?” She called, and G ;eppul
forward. Gaia :}mu,giu W:f?;eyes like that, he m
very well, and he is certainly stealthy enough to spy on my enemies.
And so, She charged the dﬁkfm of Cat to be Her eyes in the tenld
and spy out the secrets Her other children needed to krfbw
Cat did not like being told what to do, but he could not é?gue
with Gaia. Cat was also envious of the gift that had been given o

the children of Wolf and Dyvagon. His children had been taught no.
such tricks when he was charged with his duty. Wolf and Dragon

shunned the places of men and wasted their gift, while he found man
infinitely fascinating, Sull, he had no choice but to do as he was bid.

Seon, Dragon and Wolf came to Geia again with the same
complaints as before. "You promised us an ally," they said.

“And | have given you one," Gaia teplied, and She
summaoned Cat before Her. “1 know your children have not failed
in their duty, so why have they not shared what they have found
with the children of Dhagon and Wolf?" Cat, wha had anly
grudgingly been doing as he was told, considered how to turn this
recalcitrance to his advantage.

“Theiy work is incomplete. The places of man hold many
secrees but few hiding places for my childyen. The men run in fear
when my children approach too closely, so they carmot leamn
man's secrets. They would not give an incomplete veport, for that
can be just as misleading as none at all.”

“Verywell," Gaia said. "You raay now also take the shapes
of men in ovder to leam their secrets.”

Car was pleased at having gotten what he wanted, His
children went off to learn the secrets of man, and that is how the
Bastet came to be.

When Dragon and Wolfcame agam to Gaia, they grnombled that
Cat would still not rell them what he had learned. So Gaia summoned
Cat again and asked why he had not shaved his seevets. Cat replied,
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secre;, im omce yote do it 15 a secret no
nothing from Cat and grew
angry that he had maripulated Her. “Fine! You may keep your
secrets, but keﬁ'p rhem u@{& fo‘r n‘gzyayff _r-n"(}u your undc mgr" !

more uusch -

(Descnptm& -

Bastet, the greats car ﬁicmcham,en consider themselves to
be the “Eyes of Gaia"It's arole thu, relish, as it gives them an
excuse to indulge the mm:al curiosity and pry into the secrets
of others. Of c:ptgy,&they would rather discover things by
warching c_mrhe;gdmg}ﬁ?engm,m{, in any activity that might get
them dirty, s they're not infallible at leaming secrets. But as
superior fighters to the Corax, Bastet can afford to dig a lot
deeper to uhmﬁ';tﬁglrm ation thl..y need, and they also have
the patience to do so. For some strange reason, Bastet are
practically raagnets forother supe nmq,gakand sa;hm e hecome
very adept éﬁfmmmg what vampires, mages and even change-
lings have tohide. The Corax sc:..@nuc.h fmngﬁwrk\frv perches,
but often thﬁ,vi from within is more useﬁd. Unfortunately,
unlike the Corax, the Bastet mgtamésdont know when it's
better to share a secret instead of being stubbornly enigmatic.
The mugln trearment they experienced in the Wars of Rage has
not made them any more communicarive.

The bad blood between the cat-changers and Lheu' wolf
cousins goes back to the Impergium. Bastet were squarely
opposed to this method of dealing with humanity because they
wanted to see what interesting things human inventiveness
would lead to if permitted to reach its full potential. Many
modern Basret regret the folly of allowing humans toexpand to
the point that the cats’kin and kind are near extinctionin many
places. Still, that doesn't make them any fonder of the Garou.

Organization

With the exception of the Simba werelions, who orga-
nize themselves into prides, Bastet are not particularly social
crearures. Being solitary hunters, they have little reason to
form a society of their own. The tribal prejudices that form
such strong divisions among the Garou are less important
among the Bastet. Therefore, these individualistic creatures
genetally judpe another cat on her own merits. The eight
surviving tribes of Bastet all have their own origin mychs and
Gifts, and they do tend to share a certain outlook. They are
divided by which species of great cat they’re related to rather
than by philosophical or national ties as are the Garou,

QOccasionally, however, Bastet do gather to exchange
secrets and stories and to perform rites. They call this sort of

//-m-—_n_ .‘_—_7
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gathering a taghairm. Usually, a single Baster hosts the
event in her Den-Realm (an Umbral “den,” which a Bastet
has mystically “staked out” for herself — for more informa-
tion on the Den-Realm Background, see Bastet pp, 83-84).
Guests other than Bastet are not welcome, and wge to
anyone caught spying on the werecats’ secret gatherings!

Craits

\ ; Because werecats do not receive Luna's favor in the
same way a Garou does, they have no auspices. Willpower
for Bastet is determined by tribe. A Bastet player might want
to select a Nature and Demeanor for her characrer for the
purposes of regaining Willpower.

Feline Bastet have the same restrictions on Backgrounds
and Abilities that lupus Garou do. In addition, Bastet may not
take the Past Lives or Pack Totem Backgrounds, and if the
werecat is past her First Year she also may not have the Mentor
Background.

Bastet determine rank slightly differently than do
Garou. Bastet have their own brand of Honor, but
they value Ferocity above Glory and Cleverness
above Wisdom. Also, because Baster are so
few and far between, it’s much more difficult
to gain their actention (and, thus, their
recognition). One way a Bastet can gain
Rank is by attending a taghairm to un-
dergo the Rite of Recognition before her peers
(although it can be performed by a solitary Bastet for
herself; the spirits present at the rite spread the tales of
her deeds).

e et Do v s v e
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ABreeds

Bastet breed in the same fashion as Garou but because

they are in season only once a year, metis are rarer among
them. Metis earn the same respectas any other werecat and are
judged on their deeds rather than their parentage. As with the
Garou, homid is the most common breed of Baster. With the
diminishing of their cat kin's narura) habitats, feline Bastet
become rarer each year.

Because of their innate knack for magic, werecats start
one Gnosis higher than Garou of the same breed. Homids
start with two, metis with four and felines with six.
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Forms

Like the Garou, Bastet can change into five forms: Homid,
Soktn (Glabro equivalent), Crinos, Charro (Hispo equivalent)
and Feline. Werecats do inspire the Delirium in Crinoé form, but
atone level lower on the Delirium Chart. The Chatro form is the
one that is truly rerrifying for humans. This massive, saber-toothed
war-form causes people viewing it to suffer the full effects of
Delirium by stirring up ancestral memories of ferocious smilodons.

Cribes

¢ Bagheera (werepanthers/wereleopards)

Initial Rage: 2

Initial Willpower: 4

Judges and mediators among the Baste
widely traveled and well educated
religious and culrural studies. Althg
there are also African, Asian and ew

While they are the most even-

Bagheera rouses ro anger, even the m

enough to stay out of his way.
Form Statistics

Sokto Crinos Chatro
Su: +1 Str: +3 Str; +2
Dex: +1 Dex: +3 Dex: +3
Sta: +2 Star +3 Sta: +3
Man: -1 Man: -3 ; M@ -3
App: -1 App: O D

» Balam (we ?

Initial Rage: 4-§

Initial W1ILQM -

The Balam are. ng
wilderness of Centt d S Mmost
exclusively of Native %ll&.- vor
the weapons and fashions &;ﬂu ancient I:nhes of th 1,

though some use modern arms (the better ro inflict mass
tion on their Garou and Pentex foes). The desperate battle to
preserve their lands and their people leaves the werejagunrs wi

little time or inclination to socialize — and so their rich cultural’

heritage, powerful spirit magics and strong sense of both honor
and family responsibility go unseen by outsiders,
Form Statistics

lower Nile; the ancient Egyptians worshipped these animals as
demigods. Those feline kin are long gone, but somehow a
handful of these lean and eerie Bastet have survived. Their
feline forms are always black. All Bubasti wear some kind of
occult jewelry or symbols and tend ro favor Egyprian motifs.
Their knowledge of the occult and ancient, or forbidden, lore
is unparalleled among the other shapechangers, and they often
ally themselves to mages or vampires. Their seekings into
darker mysteries make Bubasti especially vulnerable to Wyrm-
taint, however, and even other Bastet do not trust them

\ Eorm Statistics

Crinos Chatro Feline
Str: 41 Str: +2 Str: -1
Dex: +3 Dex: +4 Dex: +4
Sta: +1 Sta: +1 Sta; +1
Man: -2 . Man: -2 Man: +0

their ranks drari and stirred up their hatred for humans.

Many of the ave left their traditional homelands
and settled in ¢ und the globe, the better to prevent the
complete exti heir tribe
Form § |
Sokto Chatro Feline
Str: 42 Str: +4 Str: +2
Dex: +1 Dt“':.%; @»w;)gx: +
Sta: +2
Man: -1 n
App: -1 : -
*P (werecougum il
Initi ge: 3 o N

lm Willpower: 4

Bﬁmnnca are loners and wanderers, even more so than
othér Bastet, They seem to have some special connection
with their North American homeland, however, and never
stray too far from it for very long. Many are of Native
American descent, though nowadays the werecougars have

Sokto Crinos Chatio Feline also bred with many hardy and like-minded loners. They
Stp: 42 Str- 43 Ste: 43 Sip: 43 consider icmsclucs the children of Thunderbird and their
DRI aness Bues 42 Dex: +3 duty to .l'ld their homeland of corruption is one they take
e o . very seriously.
Sta: +2 Sta: +3 Sta; +2 Sta: +2 Fotm Statistics
Man: -1 Man: -4 Man: -4 Man: -3 Sokto Crinos Chatro Feline
fppist | Avefl, - Appd Str: +1 Sw+3  Swm+d  Sm+l

* Bubasti Dex: +2 Dex: +3 Dex: +3 Dex: +3

Initial Rage: | Star +2 Sta: +4 Star +3 Sta: +3

};:tial ]:’V:“p"we" sbt . S s Man: -1 Man:-3  Man: -3 Man: +0

ought by many to be extinct, these werecats are relate :

to the catsEof K:;phur,ylargc wildeats that once lived along the bt H0p=0 App: 0
140 Werewolf Players Guide

/M-




\\‘\

® Qualmi (werelynxes)

Initial Rage: 2

Initial Willpower: 5

The Qualmi are a curious, mystical folk who delight in
puzzles and enigmas, so much so that they tend to speak in
riddles and questions themselves. Qualmi are smaller in physi-
cal stature than other werecat tribes, and they tend to look
much older than theiractual age; even the youngsters have gray
hair. Very few werelynxes have white ancestors, and they are
mainly descendants of the natives of the Northern United
States and Canada. Qualmi generally live in the more ruﬁﬁé
reaches of theirhomelands. They tend to favor sturdy, outds
style clothing but always wear some insignia of the moofiabous

them.
Form Statistics
Sokto Crinos .
Str: +0 Str: +1 E
Dex: +2 Dex: +3 k_‘
Sta:+0  Sta: +1 -
Man; +0 Man: -2 .
App: #1 App: C
* Simba (werelions)
Initial Rage: 5 e
Initial Willpower: 2 y
Believing themselves to be the k‘iﬂgﬁfﬂf e Basts E%* well
as of lesser beasts, the Simba can be overbearingl Mgdm at
times. f'\-i the anh, B‘mu tribi. that has 1nv'w-m \ization,
a4 is self-
wion owing
.Jllt:gl.mw to a h:gh k’f“ng,_. g;mbcz are ﬂllwfg ely of
African descent, thou _ﬁm‘c a fewawhi hem
Both males and f(‘.mnle& haye wild, thick he senid form,
but females do ngt rex ain their mancs in rheégmfmﬁi&
Form Statistics w@g 'Wﬁ i L
Sokto Cridos  Chatre  Feline =
Str: +2 Str: +3 8 +3 Str:43 % &
Dex: +1 Dex: +2 Dex: +2 Dex:+3 T
Sta: +2 Sta: +3 Sta: +3 Sta; +2 .
Man: -1 Man: -2 Man: -2 Man: -1 e
App: +1 App: 0 App: 0

* Swara (werecheetah)

Initial Rage: 2

Initial Willpower: 4

The other tribes often underestimate these shy and wiry
Bastert, but the Swara have several advantages no other tribe can
claim. First and most pbvious is their natural speed and agility.
The other is a closely guarded secrer among them: Learning to
step sideways is much easier for Swara than for other Bastet. Like
the Pumonca, Swara are loners and wanderers. However, their
territory extends much farther, even deep into the Umbra,
though their innate xenophobia always leads them back to the
grasslands of Africa. They tend to favor their feline ancestry,
finding cheetah infinitely more trustworthy than humans. Those
Swara who do mate with humans vsually choose African
bushpeople or Bantu as lovers.

st Ko v s v e

W :
s

Form Statistics

Sokto Crinos Chatro Feline
Str: +1 Ser: +2 Str: +2 Str: +1
Dex: +2 Dex: +4 Dex: +4 Dex: +4
Sta: +1 Sta: +3 Sta: +3 Sta: +2
Man: -1 Man: -3 Man: -3 Man: -3
App: +0 App: 0 App: 0

G:fts

i}nilke most other shapeshifters, Baster more often than

-

i their Gifts from each other. Another way they leam
ms. by “swiping” them from other werecreatures — i.e;,
n someone using a Gift, then practicing it until they
cret. Some Gifts are easier to learn than others in this

tably, the cats find i it most dthcult to “swipe” Au.splce
Gifess they lack the

& _&a\ev often have aimﬁar Wﬁs
v
* Common
e Catfeet
but obviously - f :
» Lick Vf nd W &1&:) — Like the Theurge Gift:
Mother's Touch, [ht&gmer. als normal or aggravated wounds.
However, the Ba 'thlS Gift on herself. This Gift may be
used as many tim erwants, but each healing “lick” costs
another Gnosis i mind that a werecat may well be
loath to lick upfoxic waste or raw sewage! Some substances, such
as silver or W i mright damage the healer in proportion
to her healinﬁ; by one Health Level per Health Level
healed — if ' irvaren the wound when she licks it.
allows a@‘*-ﬁﬁstu to move wuhmmﬁﬂ'ﬂtmﬁ any sound. Even
squeak‘épr shifting surfaces, including wooden floors or piled
twigs, €an be passed over noiselessly.
% ‘System: The player rolls Dexterity + Stealth, difficulry 5.

Failure renders the Gift unusable for the rest of the scene. Note
that this Gift neither makes the werecat himself invisible or silent
in any way, nor does it prevent any damage (broken twigs, for
instance) in his wake — it stifles the sound of his footsteps,
nothing more.

e Cat Sight (Level Two) — As the Level Three Metis
Gift: Eyes of the Cat.

@ Eerie Eyes (Level Two) — As the Garou Homid Gift:
Staredown.

® First Slash (Level Two) — As the Ahroun Gift: Spirit
of the Fray.

® Night's Passage (Level Two) — By attuning himself to
the shadows from which he was bom, a Baster may walk
through dim or dark areas and be effectively invisible. Others
may hear him or spy him with magical sight, buruntil he makes
his move, the werecat remains hidden from view. This Gift
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even foils sudden lights, as long as some shadows still exist in
which ro hide.

System: By spending a Gnosis point and rolling Dexterity
+ Subterfuge or Occulr (difficulty 7), the werecar effectively
“disappears™ for the rest of the scene, or until he attacks
someone. Supernatural beings can use their own magics to
detect the cat by rolling Perception + Occult, difficulty 8.
Otherwise, nothing short of total illomination can reveal the
skulking werecat.

¢ Sense of the Prey (Level Two) — As the Ragabash Gift;k =
* Sense Silver (Level Two) — As the Ahroun G@% -

* Shriek (Level Two) — With an ear-splitting s¢
the Bastet deafens everyone nearby. Careless shriekers &
— your allies are not imrnune’

sgpr the @&%
&" T

end upina wurld mfpain {+I to ;
 Swipe (Level Two) — %@
the Forgotten. EE

* Touch the Mind (Level ]
Mental Speech.

® Purr (Level Three) —
seduction: By softly purring near s¢

him. As long as he treats his paramour
more than to shower him with affection e
works in any form,

System: To set this chasm in motion; th
power), This Gift works Y _ me
reason to suspect @ i  are

("Br'mg me Heasl:l
wrr:ck the charm beyone

the requlua may last a lifetime

* Walking Between the Worlds (Level Four}
tales claim that Coyote taught Bastet to step sideways; ofl
insist the trick was stolen from Garou. In any case, this
allows a werecat to step sideways as Garou do.

System: See Werewoli, pp. 170, 175-176. The ralent for
stepping sideways becomes natural once a werecat learns this
Gift.

¢ Wolf's Terror (Level Four) — As the Ahroun Gift:
Silver Claws,

» Withering Stare (Level Five) — This Gift lets a werecat
kill with a glance, a favorite trick of Simba lords and wandering
Pumonca, Using this Gift against other Bastet is considered
deeply dishonorable, but it happens nonetheless.

System: The werecat locks gazes with his target, spends a
Gnosis point and rolls his Rage. The difficulty is the victim’s
Willpower, and each success inflicts one agoravared Health Level
of damage. Only a Willpower roll (difficulty 8) can soak the Stare,
which twists the victim into agonized convulsions either until
death or until the werecat grants release.

e et o s v arma v e Rl

Tribe Gifts

Bagheera

® Treeclimber (Level One) — By extending and sharpening
his claws, then invoking this Gift, a Baster may travel up or down
any vertical surface, from rree hark ro conerete. Leopards excel at
climbing so their mentors often teach them this secret first.

System: Climbing this way requires a Dexterity + Athlet-
ics mll Really hard or slippery surfaces, such as ice or steel, are
i Jlty 8, while softer ones including rock or bark are at
y 6. A character traveling this way moves at roughly 10
turn and may have to make new rolls if the circum-
change (in an avalanche, for example).

he Bagheera were to be the arbitrators of the cat-folk.
on nevet m.sc,;,rmi ized, but this Gift offers an edge 1o
§§ 2 trying to exere dnclent right with minimal force.
Wﬁ}ﬁ it, a pand'lt.ﬁgﬂt% voice to drown out all others
without actually it &dds a nate of command that
makes even Si er's words seriously.

pulation + Expression (dif-
ficulty 7) to gﬁ" yeryone’s attention for one scene. This Gift
a[m reduu.e:-. thé' ' nﬁ of his next Social roll by 1 for every

P 3
“t Ariyone who wants to contest the

Baghu.m $ Bulh@ﬂ.t t &!&1 resisted Willpower roll with
the panther (di

* Potter Four) — As the Level Three
Homid Gift:

® Shiva’ Five) — Bagheera may change into

iva the Destroyer. Ina burst of holy light,
& 12-foot-tall, six-armed Crinos-fosm
,ﬂ_ammg ons. Until the ground is

Obyiously ective one.

Svys nds two Rage points
and two or frenzy (difficulty
3). lf he ht:era sprlng» into

each bearing a ﬂarmng weapon. This ds.sr_myer form, the Juddho,

entersa killing frenzy that lasts for ane tum for every point of Rage
in the Baste's permanent rating. If he fails, nothing happens; a
botch brings on a fox frenzy instead. The staw for Juddho form are:

Strength: +6

Dexterity:  +3

Stamina: +6

Appearance: 0

Weapons:  Strength +4 (aggravated)

No one is safe from Shiva’s Might — anyone in sight is
attacked. The Bagheera is totally incapable of any form of
rational communication or combat strategy. Until the Juddho
form disappears, he knows only how to kill. When the Gift
finally fades, the panither drops to zero Rage, assumes his breed
form and falls asleep for at least four hours.

Balam

» Hunter’s Mists (Level One) — As the Black Fury Gift:
Curse of Aeolus.
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e Storm of Pests (Level One) — By singing a plea ta the
Insect-spirits, a werejaguar can call up a cloud of mosquitoes,
gnats, biting flies or some equally obnoxious bugs. These
creatures don’t do damage but do distract their prey, although
they might, at the Storyteller’s option, carry diseases such as
malaria oryellow fever. By drawing the victim'sattention ro the
biting pests, the Balam may prepare either an ambush or an
escape.

System: The jaguar's player rolls Manipulation + Sur-
vival. In most rainforests or coastal areas, the difficulty is 5. In
other places, the difficulty rises to 7 and goesto 9 in areas where
bugs are scarce. For each success, an area roughly 10 feet square
fills with flying bugs, which reduce all Dice Pools by two for ane
turn per success. After that, the insects disperse. The cat is not
immiune to bug bites, but usually knows what to éxpectand can
act normally.

» Wandering Forest (Level Three) — Asrhe Red Talon
Gift: Trackless Waste.

* Jungle’s Vengeance (Level Four) — By tapping into
her ties with the land, a Balam urges the jungle o turn against
any invaders. The assault begins innocently enough with vines
that trip and swarms of hungry bugs; however, if the outsiders
don'tget the hintand leave, the Vengeance turns nastier. Pools
of quicksand, poisonous plants and insects, and clouds of
noxious gas spring into existence right in the invaders' path.
Ultimartely, the Gifr whittles a determined force of trespassers
down to a handful of desperate survivors — easy pickings foran
angry werejaguar and her friends....

System: The player spends one point of Rage and two of
Gnosis to activate this Gift. Although the Storyteller has the
final say about exactly what happens where and to whom, the
land and its pests begin asubtle campaign to drive out invaders.
These events escalate from annoyances to fatalities as the
Storytellerdesires. Although the effectsaren’t powerful enough
to destroy a band of supernatural foes, most mortals are driven
to near-madness before the Gift runs its course.

Bubasti

» Scholar’s Friend (Level One) — A simple yet helpful
Gift, this secret allows a Bubasti to read a book, scroll or tablet
in any written language. This talent doesn't teach the cat any
new language or help him to understand esoteric concepts or to
detect missing bits of text. Even so, the ability to read anything
set in front of you is a subtle, yet powerful, one.

System: The player spends a Gnosis point, rolls his Will-
power and the Bubasti begins reading. The difficulty of the roll
depends on the obscurity of the text:

Language Difficulty
Modern 5
Scholarly (Latin, Sanskrit) 6
Archaic or dead (Aramaic) 7
Common pictograms (classical Egyptian) 8
Obscure pictograms/code (Sigils of Mu) 9

Personal codes/lost cuneiform 10

Only one roll is allowed per reading session. The Gift lasts
for one hour persuccess, and the cat must rest his eyesfor several
hours after finishing. A failed roll doesn't necessarily mean the
weracat \‘(\llll]ﬂ‘l rr-;ul the rext; 1t may mean !]1:!! ]w rt-:}d it

| f;.l]ll'

VT

imaccurarely. Storytellers are advised ro keep the difficulry of
the roll secrer and to base the information given on the success
of theroll. One success lets the cat get the general idea, whereas
four successes or more indicate complete understanding.

* Banish Cahlash’s Brood (Level Three) — By calling
upon the powers of the Wyrm, a Bubasti may command one of
the Unmaker’s brood to depart. Of course, powerful spirits or
ones bound into fetishes cannot be easily dismissed; doing so
may demand great rituals or even a sacrifice, Small indepen-
dent elementals or Banes, however, may be banished with
slight effort., Calling upon Cahlash has a price: Each time the
werecat performs this Gift, his fur grows a deeper shade of black
and his actions become more... erratic. Garou or Bastet with
Sense Wyrm can detect its essence upon the Gift user until he
purges himself somehow. The more spirits he banishes, the
deeper the taint becomes.

System: The cat’s player rolls Manipulation + Enigmas
andspendsa Willpower point to attempt to dismissa spirit. The
difficulty is the spirit's Gnosis or its Rage if the latter is higher.
Each success removes 10 points of the spirit’s Power. Banishing
a 30 Power spirit, thus, requires at leasr three successes. Getting
rid of a powerful spirit might require an extended roll or twoya
spirit bound into a fetish, meanwhile, sets the ditficulty at 6 plus
the fetish's level (a level 4 fetish would be difficulty 10, aswould
alevel 5). Sacrificing a bit of blood to the Wyrm mayadd to the
Gift'seffectiveness; forevery Health Level “spent” thisway, the
Bubasti lowers his difficulty by 1. The spirit isn’t under any
obligation to sit still during the process and may attack the
Bastet until either the werecat stops or the spirit disappears.
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Gaia help the werecat who botches this Gift; the Wyrm-taint
fills him urterly, and he must make a Rage roll, difficulty 6, or
frenzy. Atonement isn't impossible, but ridding oneself of the
dark stain often requires a rigorous quest without Renown.

e Shadowplay (Level Four) — Like the Theurge Gift of
the same name (found in the Players Guide, p. 36). Unlike the
werewolt Gift, the Bubasti does not have to mimic the shadow’s
movements: once free, it can go about its business as if it were
a perfect duplicate of the Baster. Also unlike the Garou Gift,
some light must be present ro cast the shadow in the first place.

e
Khan S

o Skin of ]ade (Lew.-l One} = Wiliing hir_nself solid,

spirit of 1bc rock 1t~,elftaughr this Gift to Yu Kmn. a warrim
the service of the alchemist Ko Hung. W \sgx

Syslem By spuld ingal W: | lpnwer point mlim;.. Gnas

Reshape Ohj:.u
* Asuras’ Bane (Level Foi.ti_!
Bubasti Gift: Banish Cahlash’s Brood,
the tiger's pelt white instead of blac
channel the Weaver to banish corruption.
¢ Call to Battle (Level Five) —.
Strength of Will. '

Pumonca

. Wanderer s Boun (&evel One) -

ignore rhn. pangs )
and Bear-spirits t '

foraweek, goone day w, nhmg!watrr Orgo [hn‘mhyswlth%fm .
The difficulty for the roll is 6, although harsh conditions (b
zards, droughts, hear waves, etc.) can raise it by 2 or more. The
Gift can be repeated, but the difficulty rises by 1 each nmejﬁ%

performed in succession. L

* Stonework (Level Two) — Like the Level Three
Homid Gifi: Reshape Object, excepr that it affects only stone,
dirt, clay and glass, employs a Manipulation + Survival roll and
reshapes the object permanently.

® Thunderbolt (Level Three) — A pact with the spirits
of the storm allows some Pumonca to call down a thunderbolt.
If at least one cloud hangs in the air above, the cougar can
summon lightning. Most cougars learn this Gift from
Thunderbird himself.

System: The cougar's player spends a point of Rage to
summon a bolt of lighming and rolls Dexterity + Survival to hit
his target. Under normal conditions (partly cloudy skies, human-
sized target), the roll’s difficulty is 8; large targets or stormy skies
can decrease it to 7 or 6, while dry conditions or unusually small
targets can raise the difficulty to 9 oreven 10, The bolt inflicts two

144 Werewolf Players Guide

//-m.-

dice of fire damage for every point of the werecat’s Gnosis. Even
if the Thunderbolt misses its victim, it's still a terrifying experi-
ence to be on the receiving end of a lightning strike. Would-be
victims must roll their Willpower against difficulty 8 to avoid
running in fear.
® Thunderbird’s Cry (Level Five) — A mighty Pumonca
can call upon the weather spirits to whip up a storm. Doing so
usually requiresalong rite in which the caryowlsand capersat the
sky. This Gift is also said to be taught by Thunderbird himself,
System Beginning this process requires two Gnosis points and
lation + Survival roll (difficulty 8, five successes required
n a severe thunderstorm). Onee the storm begins, it runs
yurse and usually disperses after a few minutes, though it
br up to an hour if the player’s roll exceeds five successes.
anlikely locarions (a sudden rainstorm in the desert, for
quire five or more additional successes. Borching during
redietable — and disastrous. The Pumonca

¢ must discard any clothing and
¢t — only the lynx himself
Lhanges color.

e Wind 0
ephemeral as the
mer, aQualmic
then leave him
the form of a
mlnds into .-

sh-speed riddles designed to tie folks’
: ualmi are especially pleased to find
h w0 overcome Thh mental snare.

Enigmas, difficulty
. Success scrambles
s, The berter theroll
’SLIC CES86S Ormore
es must check for

target .!mght try to hg‘ure out rhe puzzle (Wits + Emgm.is} befune
it takes effect. Oddly enough, it pleases most Qualmi when a
victim can think himself around this Gift: such perspicacity often
leads to a riddling contest, with the loser becoming confused by
the magic. To simulate this exchange, see “Gamecraft” in
Werewalf (p. 223), and raise the difficulty by 1 after each tum,
When it reaches 10, check the final result: If someone wins and
the other loses, the loser suffers magical confusion; if both lose,
they're both confused; if both win, neither is confused. Most
Qualmi take defeat well under these circumstances and can be
very generous losers.

* Water’s Vision (Level Five) — Water sees everything.
By learning to see as the water does, a Qualmi can look through
barriers to glimpse what lies beyond them. Walls, vaults, the
Gauntler — all become like glass vo a Qualmi who wants to see
past them.

System: Seeing through barriers requires a Perception +
Primal-Urge roll against the local Gauntlet rating, For each




success, the lynx can see 100 feet without obstruction. Every
object, from stone walls to living bodies to the Gauntlet, appears
translucentand immaterial. Unfortunately, it's often hard to pick
out one thing from the series of see-through patterns. It often
requires o Perception + Alertness roll to natice derails. This
vision stops at ground level, although the car can see into
basements or cellars if her sight extends far enough. This Gift lasts
one turm per SUccess,

Simba
¢ Submit (Level One) — An important trick in any

ruler’s arsenal is the ability to make his subjects obey w hc.l‘b.g; - 5

they want to or not. By mastering her body, a Simba can force
others to fall to their knees or roll over an their b&g@-l@
submission. They can say whatever they like, but thuit&
tions betray their cowardice! L

System: Like the Philodox Gift: Rnl]Ovﬁ:g,Al[hough Slmha

of Ranks One or Two must spend twal€ ' L
can't change a target's mind, but'ic éan !ﬁﬁt&f iﬁ&o\l\' if the
e
: ﬁf{mWw roll

Simba earns at least three successes ifﬁa
(difficulty 7). This Gift lasts nrifﬁi AT peE Simba are
immune to this Gif if it comes rmm nﬂe&i&&e inmf

e Armor of Kings (Level WQ’W—- As rhe Chﬂdrcn of
Gaia Gift: Luna's Armor. -

» Fireroar (Level Three) —S?Be" Wi hﬁé a thunder-
clap, the Simba vomits a ball of flrem his foes. This Burning
exhalation continues to blaze lmt.liéeithgfﬁ“ér s target is
consumed. o

System: This Gift costs one Gnosis pmnt (51 p@§orm and
blasts our a fireball worth one Health Level f&r%p&nt of the
Simba's current (not pegmanenit) Gnosis. A'successtul Dexterity
+ Brawl roll puts dhie fireball where the lion wants it. It burns
anyone within 10 fieer Gﬁ‘h&bﬁﬂf unless he makma Dexterity +
Dodge roll ldlﬂu_ultf:&; f theiagu has alre.mis;meé this turn,
the Fireroar infl lcuits*ﬁ:lf lamage. Next turn, iewill bum forhalf
that damage, 1;_.mtmg nything ﬂammable in its range, On the
third tumn, the Gif's fire bms for ore additional Health Level,
then dies. A fire h*gunhftheéifrwﬂl burn like any normil blaze
{see Werewolf, p. 197). =

* King of Beasts (Level Four) — Like the Philodgx Gift:
King of the Beasts, except that it affects all animals wnluné@ﬁ
feet. L

Swara

* Diamond Claws (Level One) — As the Ahroun Gift:
Razor Claws. This magic is especially helpful for the Swara, who
wear down their claws through daily use.

e Impala’s Flight (Level One on the open
plains, this Gift doubles the werecat’s running speed. As the
name implies, the Swara credit Impala with this wisdom.

System: A successful Stamina + Athletics roll (difficulty 6)
boosts the Swara's maximum speed to double, [t does nat confer
additional actions in the same tum. The Gift lasts two turns per
success and works in any form. This Gift is Level Three for any
other Baster.

o Walking Between the Worlds (Level Two) — As the
Level Four Common Gift of the same name. The fact that this

ralent is so common among the Swara is a closely guarded
secret.

e Ghost Caress (Level Four) — This secret, called the
“Ghost Caress” because most people blame ghosts for its effects,
recalls the time when all things were still one. By tapping the
spirits that bond objects together, the Swara can send sensations
across adistance. To use the Gift, a cheetah must hold something
that contains the essence of the person she wants to affect: Locks
of hair, prized possessions or items of clothing are pood examples.
Focusing her intentions on the item, she does to the item
whatever she wants done to the rarget. A sympathetic pulse passes
herween the two objects and, if the cat has heen successful,
fersa feeling from the item to the target, Although the magic
physically harm someone, it can drive him nearly crazy as

phtﬁitdm pains or pleasures wash over him without noticeable
= &Sﬁtﬁm' To reach across space, the Swara's player spends a
wer point and rolls Gnosis. The difficulty depends on the
*berween the Bastenand her target, Whatever she does to
ocus from that péintpassesthe sensation to the person on the
Z receiving end. Each sﬁc:.e& llows her one action to perform.
. When those dcuau;am_' e, the spell ends. This Gift passes
sensations unl% nage; it can send the feeling of being
slapped, but it éamﬁ;t &iwmﬁ_ikm ise, it cannot move the
target at alli a SW h@%imply%‘m a handkerchief cannot lift
the person whee mm -
Distance n wﬁi}‘ifficulty
Nearby (one mile) y 7
A ways off (twe o five ¢ % 8
Distant (six to 10 miles) 9
Really dlﬁ(’lnﬁ("i@ 0 S\':tﬁbmllea} 10
 All Bmﬁn&;the Sun (Level Five) — As the Black
Fury Gift: The ?hﬁﬁsaend Forms.

T
i

quote Ay  gmn
Onee weimm%gd ahme by chbfoe Mrﬁi there are so few of us
'B6y be given that choice.
=

e

o
i i

i Stereotypes

® Garou — The so-called “Warriors of Gaia” should
have'known better than to war against Her own servants.
We can never forgive them.

® Ananasi — Are these macabre shapeshifters even
creatures of Gaia ar all? They seem more like some kind of
vampire to me.

® Corax — When they're well-behaved — a rariry at
hest — these birds can be useful allies, but you much warch
them closely if vou hope to learn their secrets:

¢ Mokolé — It's best to let sleeping crocodiles lie.

e Nagah — We have moumned the passing of these
wise folk, but it is the way that only the strong will survive.

® Nuwisha — The “Laughter of Gaia,” eh? With so
little left to laugh about, it'sno wonder we never hear from
these gadflies anymore.

* Ratkin — These vermin are beneath our consider-
ation, even as prey.
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as F lehm TETI’tr,Il.TlLd in hiding, bpidm' s webr i
dust. Wolf shouted out to the night and demé
retirn, but the Sun was not listening.

Finally, Gaia asked Raven if he wou!d take the task ufre:famng

the Sun to the world. And so Raven lavghed, and j:mm&ﬁed to the
Sun's house in the skiy — the one place none of the athefﬂnzmuh
could go. He travelled into the house of the Sun m;g[sao!e the Sun
away with him, 1o bear Helios back to where he Belonged:

But Raven being Raven, he decided that Gaia'si
enough for a service this grear. He decided that if ke |
return the Sun, then hz ought to have a resgard for
as Raven retumed the Sun to his rightful place frrmament, the
winged ome swle bits of the Sun and hidthewm asway, all over the
darkest part of the sky where he though lould find them.
Raven laughed to think that he e &
lavghed wntil the Sur went doten, then he

All the bits of the Sunt “thi :
sky as stars, and wpon seeing
rmmmls mf!ed to (mla © aﬁ

o 'Enﬁ heard that his sister
el bits nfhlm.so,fj‘ i her sky
Then She went Inokmqfﬂr Rauen She gave Rcwen what some
might call a stemn talking to, then demanded thar he gather up all of the
bits of the Sun that he had stolen. Raven replied that he had scattered

the stars so far and wide that he could never retrieve them all by himself

and that he wonld need helpers if he was ever to accomplish this task.

And so the Covax were created, so that someday they will fly
with Ravento take down the stars, one by one, and bring them home..
From what the spivies have told me, Gaia sccasionally asks Raven
when he 15 going to get avound 1o it, and Raven always replies that
the Corax, his children, ave still searching for every last bit of stolen
Sun. That is why they are here and why they are compelled to try to
uncover every secret the world holds.

And that is the pruth. Or at least pare of it.

(Description

Insatiably curious and srartlingly omnipresent, the Corax

are (Gaia's spies and informants. The wereravens are driven by
an unstoppable urge to know, to unearth secrers and share them.

catches their fancy — and mwﬁ;%m

one thing — and th

send Thc hx:ahwrk;

furthest reaches of
wund at anything that
3E5.

So, from the mean streets of the city;
the Umbra, you can find Corax poki

Carax dan't like fighti 2

i

‘e terribly good at it for
itheir role is that of scouts, not
¥ o get the scoop, getout and then
volf popularion after the real baddies.
; e gossips and take every opportunity to
owwithothers of their kind. This behavior is as

Tact &u, it is-a mci-ai neca\:iry; pa.«:sing on

infantry. A Corax is just

i

er is the prime motive ut aiI (,orax The vast rru](:r:ryot
lieve thdl:Gma crea[e\l themto thc someone wht) d kucp

ualified —sav,a pnck of Red Ti wlom —on the pmhlem.
are Corax the world over, from Scandinavia ta the

Isg}rrhwest‘ and from the British Istes to Hokkaido. Raven

Panlﬁg

Eegtfﬁﬁm m?zzr]y umuml ami wherx the legen(,ry go(.s there

you, Kin'falk doesn't mean the same thing to Cumx that il‘. does
to, say, Garou. Corax don't have to breed from their Kinfolk.
Rather, they keep their Kin close so chey'll have someone to talk
to who understands what the wereravens are actually about.

Corax are creatures of Raven and the Sun — and not
necessarily in that order. Back in their legendary past, the
raven-folk did Helios a great favor (or at least he thinks sa). As
such, Luna handed the Corax aver to the Sun with a minimum
of fuss in order to keep him happy. What that means is
complicared — Corax are never forced ro change by any phase
of the moon, and they don’t have the normal Changing Breed
allergy to silver. Rather, it is gold that is deadly to the Corax,
within the usual breed and form limitations.

One of the other unusual habits ascribed to the Corax is
their penchant for drinking ont the eyes of dead humans and
beasts. Blessed (or cursed) with the innate ability to “imbibe”
from a dead eye the last thing its owner saw, Corax regard itas
a sacred duty to save these last visions. The fact that these
visions often hold the keys to mysteries is a bonus, for Corax
perform this action with a grim sericusness ar odds with their
usual light-hearted, jokey detaeanor.

While some see the Corax strictly as tricksters, that's only a
part of the wereravens' repertoire. Yes, there are many Corax
trickster legénds, but there are also ones of battle-ravens and of
Raven the creator. The Corax exist jugeling all of these aspects
while trying to find their own paths, and others don’t always see
the complexity of the demands heritage placeson the wereravens.
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Organization

To say that the Corax have an organization is to be guilty of crass overstatement.
Corax are deeply solitary creatures at heart. Although they enjoy socializing and
gossiping with other wereravens and indulge in these habits whenever opportunity
arises, Corax usually find that they can't stand long-term working relationships with
others of their kind. Young wereravens often form gangs {erroneously called “mur-

ders”; a group of ravens is actually known as an “unkindness”), but such groupings
rarely last more than a year or two.

Corax gatherings, called Parliaments, are formal but raucous affairs. Great
regard is accorded the amount of knowledge (and Wisdom Renown)
possessed by the senior wereravens present. Conflicts are settled by
acclamation, notcombat — Corax know they're not built for battle and
have no interest in beating up each other (there are too many outsiders
who'd be happy to do so). Moreover, Corax pride themselves on
always having accurate information, so there are rarely argu-
ments between Breed members that can’t be solved by calling
an eyewitness who knows what really happened.

There are a very few permanent Corax organizations.
Such fellowships endure even though their memberships
have higher turnover rates than pancakes at a Waffle House.
The most ptominent ones are:

® The Morrigan: The Battle Ravens, three of the most
respected female members of the Breed, have as their duty
the oversight of battles between the Changing Breeds.
When the Morrigan (as they are usually called) appear over a battle-
field, the conflict below is sure to be bloody.

® Murder’s Daughters: These young Corax, all female, flock together to
vie for one of the three places among the Morrigan. While
waiting for one of the posts to open, they behave in a
manner that they consider fitting for the heirs of the
three-faced Mistress of Battles.

* The Sun-Lost: Not so much an orga-
nization as a label, this name applies to the
many Corax who have abandoned the real
world in search of the mysteries of the Umbra.
Oceasionally, such Corax retirn to the Near Umbra

but not often.

e Hermetic Order of Swift Light: A messenger service tradition-
ally run by and employing a single Corax, this courier outfit has
recently expanded into informarion transfer and other arenas. A
Corax in need can always count on the Hermetic Order for a
job, a hot meal and a place to crash — but at the cost of
running one of the company’s “errands.”

® Chasers: These Corax take a bit too personally
the mandate to seek out mysteries — they pursue the
supernatural and fly anywhere to check out a rumor of
a Gurahl's waking, a new haunting or anything else that
might prove interesting (and just a rouch frightening).

TCraits

The Corax are creatures of the Sun, not the Moon, and
as such they have no auspices. The wereravens' ranks, like
their arguments, are determined by acclamation. A Corax
who's ready for a rise in rank simply finds a place closer to the
center cleared for him ar the next Parliament,

That is not to say that Corax take rank lightly,
merely that they're not into pomp and circum-
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stance surrounding it. Wisdom is, by far, the most important
form of Renown to Corax, and their normal rate for gaining it
is scary. For Corax, "Wisdom” is sometimes seen as inter-
changeable with “Knowledge,” but the Corax not smart enough
to know when to take the goods and get our isn’t wise enough

to be rewarded for his knowledge. Darwin usually takes care of

such controversies anyway.

Corax award Renown Traits ar Parliaments by the voice of

the assembled. However, Corax can also earn Renown from
other Béte. The wereravens are more or less unique among the
Changing Breeds by being welcomed at the moots and gather-
ings of any of the other werecreatures. After all, everyone
knows that the Corax don't take sides, and everyone needs
information. And, should a Corax provide a particularly timely
bitof informationor immortalize a member of another Breed by
passing word of his'deédsalong the Corax grapevine, then said
Corax may well be in' linc for a chown reward from those
shapechangers he has benefit

Essentially, all Coraf asin ﬂif*thaugh corvid breed
wereravens start out with an advantage in this regard (use
either the Corax Ability Flight or Athletics). P%m Breed and
Mentorare notavailable for Corax characters— the former the
Corax regard as elitist snobbery, and rhe larter is rendered
worthless by the fact that every Corax does his ﬁvelwto

tutor at least one fledgling for a time. )|
G

ABreeds

There are but two breeds of Corax: homid andégorvid. A
Corax is created, not born — the bird or human chﬁﬁ‘ﬁ&ﬁmcd
for existence as a wereraven is bound to an U
Corax cannot breed with one another, forsu
inevitably sterile. On the other hand, the Spﬁﬁ
to any mortal or raven — one need not g&
Corax. Custom dictates that new Cﬁ;gemﬁy ought to
come from the ranks of Kin, but sucizis mg _;]way:, the case.

Regardless of breed, all Coras start w 7 Rage. 6 Gnosis
and 3 Willpower. How tightly the mwin breeds interact is
evident in the fact that a corvid ‘€an create only homid
children and vice versa.

G
e

uﬁﬁons are
¢an be tied

g Gy

Corax take their spiritual lineage as seriously as they do
their genetic heritage. A Corax treats the Corax who hatched
his spirit egg like a parent, which, in a sense, that wereraven is.
Both male and female Corax can produce spirit eggs, but it is
rare for a Corax to hatch more than one or two in a lifetime.
Such an egg takes a great deal out of the Corax who creates it,
so breeding never occurs casually.

Forms

Corax have three forms, one of which they try as much as
possible to avoid assuming. While wereravens are equally at
home with skin or feathers, it's when the two ger mixed that
things get embarrassing. As such, most Béte literally have no
idea what a Corax in Crinos actually looks like, and many deny
that such a form exists. For their own patt, the Corax try to
encourage that rumor. Unfortunately, this policy has backfired:
ll-informed Garou, upon seeing a Crinos Corax for the first
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Form Statistics
Crinos Corvid
Str: +1 Str: -1
Dex: +1 Dex: +1
Sta: +1 Sta: +0
App: -1 App: +0
Man: -2 Man: -3
Per: +3 Per: +4
Diff: 6 Diff: 6 _

time, have been known to mistake ghie Rara Avis for anew and
particularly ugly breed of fomord

* Homid: A Comx'whn%;m form looks like a normal
human, though most Gorax tend to be thin and sharp-boned
people. Most also have jet-black hair and dark eyes. Among
European Coraxpaleskinis very common, and the occasional
albino Corax i§ norunknown. Among Corax of Native Ameri-
can ancestryythin and willowy figures are still the norm. Black
eyes aréu il among Corax, and many have ring fingers as

ong as their iddle fingers.

i t: 2:(:&&5 also called Rara Avis as a Corax in-joke: An
. Jij@ieldf%m bination of man and bird, the Corax Crinos form
. i& nothing 1o write home about unless you have a really
_depressing home. The wereraven's form is vaguely recognizable
asﬁﬁmanun.] (if not human), but vaguely is the key word in the
prion. A Crinos Corax's face bristles with feathers, and its
nose and jaw ¢longate to form a powerful beak; arms sprout
wings covered in oily black feathers, and fingers, which are
nearly absorbed into the wings, become gnarled and clawlike.
In this form, a Corax’s digits become wicked ralons, which
explains why some wereravens resort to Crinos for defensive
purposes. Indeed, defense and intimidation are the only things
for which Corax use this form.

While in Crinos, Corax do Strength +1 aggravared dam-
age with their hands and feet. Furthermore, Corax in Crinos are
capable of flight despite the fact that they maintain their
Homid body mass. This sort of flight looks so awkward that
most Corax disdain it entirely, but it can startle an opponent
who doesn'texpect it. Furthermore, Corax in Rara Aviscan use
all sorts of unpleasant Gifts designed expressly for combar,
which means thar the wereravens are not quite as helpless in
bartle as the other Changing Breeds suppose. Numerous over-
confident fomori have gotten their eyes pierced by a Razor
Feather after attacking a Corax a little too cavalierly.

Crinos Corax look ungainly when walking, their peculiar
rolling stride making them appear to be constantly off-balance.
To gain stability, a Corax spreads his wings while he advances.
This posture has the side effect of making the wereraven appear
larger and more menacing than he actually is, and it also
positions the Corax for a Wing Swipe.

» Corvid (Raven): A raven with a wingspan of four-and-
a-half feet, Corvid form is the one Corax prefer for flight. Of
course, in this form Corax also prefer flight to combat, for
obyious reasons. Corax in Corvid form attack with their beaks
(Strengrh +1 aggravated damage).
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Special Combat Wlaneuver:
Eye Pluck

Corax have a combat maneuver that entails target-
ing an opponent’s eye in an attempt to spear it and pluck
it out, The difficulty is 9, but the maneuver does Strength
+2 damage; if five successes are scored to hit and at least
two damage successes get past the soak, the victim's eye is
torn out. This damage is aggravated. If a Garou does not
get a Barttle Scar effect from this maneuver, she can grow
back her evye.

Gifts

G

Corax are sneaky buggérs and, as such, have managed to
winnow out the secrets of many Gifts belonging to the Garou and
other Breeds, Thus, you canvpretty muehjustify a Corax character
having almost any Gifts — within' reason., (As always, the
Storyteller is the final arbiter of what ean and eai'c be allowed.)
If you're really stuck, use Shadow Lord and Ragabash Gifts as a

starting point, but be creative. Corax are hard to pin down:

Then again, just because the Corax excel aEem:gfllngg
others’ secrets doesn't mean that they don't have afew of their
own. The Gifts below, for example, are ones raught to them by
the Sun: Raven hasalsosweetened the pot for hischildren,avith

the result that the Corax have a broad choice of Giftse®

 Enemy Ways (Level One) — This Gift confersadanger
sense. Taught by one of Grandfather Thunder's Stormerows,
Enemy Ways is more than just a heightened (afid reasonably
accurate) sense of paranoia. Instead, it providessolid informa-

tion on what immediate peril a Corax faces.

System: The Corax, by rolling Per:_:ep.cﬁi';;\ +§§realth. can

but this Gift helps. The world is full of omens, after all, but a
Corax with this Gift knows where to look for them. This Gift
is raught by a Stormcrow.

System: To find an omen in her surroundings, the Corax
rolls Wits + Occult (difficulty 6). However, Corax have to be
careful not to abuse this Gift. Otherwise, they start to mistake
proof positive that the Universe doesn't

like to give away all of its secrets.

* Voice of the Mimic This Giftallows the
Corax to imitate anysound or voice she has heard. Voices and
accents are all covered by the scope of the Gift, as are machine
noises, crashes, gunfire and any other nuisexynu can imagine.
Voice of the Mimic is taught by a Mynah-spirit.

System: The Gift requires a Peteeption + Expression (or
Mimicry) roll, with the difficulty based on the complexity of the
sound. When combined wir._h§ ¢ Merit: Fidetic Memory, the
Corax can replay whole gonversarions with eerie verisimilitude.

* Razor Featheré;il-é;ﬂ%rwo} — One of the Corax's few
combat-related Gifts, Razor Feathers operates only when the
Corax is in Raga Avis form. Most predators aware of the Corax
think, wrongly, that the wereravensare easy prey. Ifa Corax knows

~this Git;ti-si@d&jly'ghe odds creep a whole lot closer to even.
. Theprimaryeffect of Razor Feathersis to make the pinions
- along the edge of the raven's wing hard and sharp as steel. The
,;t hardened feathers are strong enough to parry knives or claws,
éﬁhey are sharp enough to slice through unprotected flesh
»JG&WQ‘I‘I stronger materials) easily. Razor Feathers is taught by
a Sﬁ't_l»spiriL
. System: To access this Gift, the Corax spends a point of
Gnosis and rolls Sramina (difficulty 6). The number of suc-
cesses indicares the number of turns that the effect lasts.
Feathers affected by the Gift take on a metallic sheen, and some
say they even glow softly with an eerie white light.

=

false omens for true

pick up hints as to the nature of enenties in the area. Usually,
2 : & N R Y
aCorax who uses this Gift auccessfullycangici(oul the number

and type of his opponents; sometimes, W‘ll:h cmtstdndmi_, suc-
$

cesses, more can he learned.

* Open Seal (Level One) —»A%the&gababh Gifr.

¢ Scent of the True Form (Level One) — As the

Philodox Gift.

e Truth of Gaia (Level One) — As the Philodox Gift

* Omens and Signs (Level Two) — Corax can find
symbolic portents in their surroundings without even trying —

Breeds and Auspices

Because of their long-ago entanglement with Helios,

the sun, after all, not the moeon, and as such, thisstate is
proper. Naturally, it means that Corax don't have Auspice
Gifts. Furthermore, seeing as Corax don't have tribes the
way that Garou or Bastet do, the wereravens don’t have
tribe Gifts either. Throw in the fact that Corax gossip too
much for there to be breed Gifts, and what you end up with
is a grab bag of Gifts that are just Corax Gifts, with no
further designation necessary.

Corax don't actually have auspices. They're creatures of

Special Combat Wlaneuver:
Wing Swipe

C{]ra)( Wh(] kﬂl]“' R‘dZ(Jr Fc'.lliht:l‘s h ave at tl'lcir difﬂ'
posal a unique combat maneuver that takes full advanrage
of the possibilities the Gift offers. Once the Gift is in effect,
the Corax simply draps his shoulder and brings the wing
around in a vicious slash, which hopefully drags the
cutting edge of the Razor Feathers across the wereraven’s
target. With any luck, even if the attack doesn't connect,
the target is so busy spinning out of the way that he's off-
balance for his nexr atrack.

A Wing Swipe requires a Dexterity + Brawl roll
(difficuley 7), but it does Strength +3 levels of aggravated
damage. Furthermore, evenifthe attack misses, the Corax's
opponent must roll Dexterity (difficulty 5) or be knocked
off-balance by the assault. Off-balance opponents are at
+1 difficulty to all rolls the next round.

Successful Wing Swipes cause lengthy slashes that,
while not deep, do bleed profusely. The force behind a
Wing Swipe is also more than sufficient to cut ropes, break
windows, slash tires, and so on.

L —
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e Taking the Forgotten (Level Two)— Asthe Ragabash Gift.

® Tongues (Level Two) — As the Homid Gift.

® Dead Talk (Level Three) — There are secrets you just
can't get from some dead eyeball. Sometimes you need more
than just a stiff’s last sight. At times like that, being able to hold
a conversation with (or at least get a few straight answers from
the spirit of) the deceased increases the Corax’s information
gathering opportunities exponentially. A Vulture-spirit teaches
this Gift, though, supposedly, some wraiths can teach it as well.

System: The Corax, by spending a Gnosis point and
rolling Perception + Oceult (difficulry 8), can hear and speak
to a recently dead body (no more than 24 hours dead). The
corpse’s willingness to talk is determined by the number of
successes, but nomatter how many successes the Coraxachieves,
all he can get is the body’s mechanistic response to his ques-
tions, Odds are, the corpse’s ghost is long gone.

* Hummingbird Dart (Level Three) — This Gift is most
often utilized in conjunction with Razor Feathers, which can
make for a devastating weapon. Humminghird Dlart permits a
Corax to pluck one of her own feathers and throw it like (asone
might guess) a dart. The feather flies straight and true, unen-
cumbered by anything so petty as the laws of physics and the
strictures of aerodynamics. A Hummingbird spirit (perhaps
overcompensating for stature) reaches this Gift.

System: The Hummingbird Dart requires the Corax to
spend a point of Rage and then roll Dexterity + Melee (diffi-
culty 5). If a Carax chooses to use this Gift after invoking Razor
Feathers, the results can be vicious. A Razored Hummingbird
Dart s, in essence, a throwingsh v that does aggravated damage
and should be treated accordingly.

The thrown feather does Dexterity +3 dice of damage.

® Airt Sense (Level Four) — This Gift is the same as the
spirit charm and can be raught by any type of spirit possessing
that particular charm.

System: Corax using Airt Sense must spend one Gnosis
point and roll Perception + Occult (difficulty 7) to urilize it.
The understanding of the ways of the Umbra granted by this
Gift halves travel time through the spirit world.

* Gauntlet Runner (Level Four) — With all the time the
Corax spend popping in and out of the Umbra, ie's no surprise
that they've gcquired a rrick for lowering the Gauntlet and
making the trip back and forth immeasurably easier. After all,
when you need to get into the Umbra fast, lowering the
Gauntler before you go makes life a lot easier. Any Wyld-spirit
can teach this Gift.

System: A roll of Wits + Enigmas (difficulty 8) reduces the
Gauntlet by 1 for every two successes. The area affecred can be
up to twenty feer on a side, but no mateer how successful the
Corax is on her roll, she must still use a reflective surface to
enter the Umbra,

* Moments of Eclipse (Level Five} — There are times
when a Corax must make a near-supreme sacrifice by voluntarily
severing his connection to the sun. The reasons for doing so are
few, but always drastic. Perhaps the Corax has been chained with
gold and needs a few minutes in which to effect an escape, or
maybe he needs to prove his "worth” to a gang of vampires he's
trying to infiltrate. Regardless, this action is not one that any
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Corax should ever take lightly, and Helios himself notices if a
wereraven abuses this Gift. After all, he's the one who teaches it

System: Given by Helios reluctantly (and, some say, at the
last minute) to his new acquisitions, this Gift allows a Corax to
sever his connection to the sun temporarily — [0 minutes for
every success on a Willpower roll (difficulty 7) after the
expenditure of 2 points of Gnosis. If the roll is & success, the
Corax issuddenly cut off from Helios. Thisact has both pesitive
and negative effects. On the plus side, the Corax is no longer
vulnerable to the pernicious effects of gold for the duration of
the Gift’s effects. On the other hand, as long as the Corax iscut
off from Helios, she cannot use Rage.

¢ Thieving Talons of the Magpie (Level Five) — As the
Ragabash Gift. Thieving Talons was taught to the Garou by the
Corax. Of coutse, you don't find roo many Garou admitting
that these days.

Rites

The Coraxuse the Rite of Talisman Dedicatior and the Rite
of Becoming fairly commaonly, plus a few other Garou rites less
frequently. However, they have a few tricks of their own, too,

Rite of the Sun's Bright Ray

Level Two
Corax are special children of the Sun and, as such, can
occasionally channel Helios' brilliance. When the Rite is




|

performed properly, it illuminates the Corax’s vicinity with
true sunlight — which generally makes any vampires in the
area unhappy,

System: This rite has no cost, as it is a symbol of Helios’
special favor toward his adopted thldre n. All thar is required
is the proper steps and chants, then a Gnosis roll (difficulty 7).
The borrowed sunlight fills an area approximately 20 feeton a
side and lasts one hour for each success on the Gnosis roll, The
glow remains behind even after the Corax leaves the area,
which can lead to all sorts of awkward situations.

Rite of the Fetish Egg

Level Two

Corax reproduce by [akin;, some of their own Gnosis and
binding it into a “spirit egg” that then gets tied to & human
infant or an unlmuhédm snvchild. Evenrually, the fetish egg
hatches, suffusing the ta with spiritual energy and trigger-
ing her First Change. Splﬁtf&%-m kept hidden in the Umbra,
as many predators (mages, Blﬁk ncers) cover them
and the spiritual energy they cont

byatcm Tiu tht of 'Ll‘lL Femh E@« nevey de:,rt.aken

Tl\g R‘.u of thL Ferish Bga can be puﬁmmd only in \h,e
U mbm, and it requires one witness nt tht bn:cd nppu‘sit%: thm

anmhcr huur lf 1hc rite is mterruptul ar any pmnt
time, rhe Lrnum is lmr and Lhe rite fails.

Gnosis versus a dif‘flulll’\, of 6.

Rite of Battle Jﬂessmg

Level Four .

The Rite of Bartle Blessing %%ﬂ@sﬂ mﬁv to the three
ravens of the Morrigan. One of the m;;%atmt rites known to
the Corax, this battle song draing the will and strength of
targets who hear it — generally ore Side.‘ofd barttle the three
Morrigan are overflying,

System: All three of the Morrigan must be present 1o
perform’ this rite. To enact the rite, each member of the
Morrigan can spend Gnaosis up to her Occult rating. For each
point of Gnosis spent, the victims of the rite lose one die from
their Dice Pools as long as they remain on the field of battle.
Targets can literally be reduced to zero dice by this rite.

Rite of Wlemory Theft

Level Four

Caorax use thisrite to siphon the memories froma wereraven
who has done something particularly stupid. If the rite suc-
ceeds, the target Corax loses any and all memories back ro the
time of his First Change. The memoriesare taken up by another
Corax who, it's hoped, can use the knowledge to rectify
whatever screwup has been made.

System: This rite requires a small, empty wooden box, prefer-
ably one painted with scenes from the target’s life. At least three

Chapter Five: The Changing Breeds

/’-_-.

Corax, including the one performing the rite, must surround the
target (who, ideally, has been subdued or at least restrained). The
box is then opened and a litany of the victim's deeds is chanted. As
each event is named, the memories of that moment fly from the
Corax and into the box. Associated memories flee as well, until
such time as the Corax’s mind is emptied of everything post-First
Change. Note that the rite is an all-or-nothing proposition; one
cannot use this ritual to excise only certain memories.

The Corax performing the rite must then seal and crush
the box, at which point all of the memories contained enter the
ritemaster’s mind. This burden is not one to be undertaken
lightly — the Rite of Memory Theft is performed only when a
Corax has done something truly horresidous; and no Corax
carriesaround the memoriesofa t'LlioW’sf'ailurc orcrime lightly.
It’s one thing to know of mnthg taven's missteps and another
thing entirely ro make themyour own.

Thisrite costs a point&agh of Gnosis, Willpower and Rage
and lasts as long as it pakes tosing all of the deeds of the victim.
The rite also callsfor » cantested Willpower roll between the
Corax casrlng\;hg' e and the mrg,er though each additional
Corax prmg)lg _mﬁlu ritemaster's difficulty by 1.
an be used only on other Corax.

don'teare if my evidence won't hold upin o cout of law. T gt

Rﬁ’%a dead man's eye, and that’s good enovugh for me — so keep

g the skies, pal. I'll be up there warching and waiting for you
) up again. And when you do.

S

Stereotypes

v Q Garou — They run the gamut, from respectful and
noble to homicidal and arrogant — and that's just any
given individual. Take what knowledge from them you
can, give them whar they need to fight the Wyrm and
always remeraber the War of Rage.

® Bastet — The cars guard their secrets well, even
from themselves. They're also more noble than you'd
expect but less so than they themselves think. Just don't
rernind them of that fact, and you'll do fine.

® Gurahl — The bears are sleeping, not dead —only
an idior would buy that lie. Hopefully, the rest of the Breed
will awaken soon. They know things rthat even we don't
and we need that info.

o Mokolé — “Gaia’s Memory” keep 1o themselves
these days. The Garoudidn'trespect the past and therefore
repeated it. The irony is that unless the Mokolé do teach
us what they know, the past will be repeated again.

* Nuwisha — They are their own best joke, and
there's nothing wrong with that, If there's anyone out
there who actually understands us at all, it's the coyotes.
They just don't understand us completely.

® Ratkin — The secrets we can’t pluck from the Bone
Gnawers we get from the Ratkin, but that's no big deal.
What is a bigdeal is that the rats think that because they're
underground, we're not watching. They are, of course,
wrong.
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Legenory

Searches-the- Hr{iden-Léf&ﬁ

vaice carrying to the farthestshas

-rld Lhﬁ' trees: =i

One night, in the middle f}fﬁl&ﬁ' Fﬁﬁt&r Great Mﬂw

stirved restlessly in her long sleep. Beside her, Great Mather'sCub
awoke. "Mymaother qmam wich keerger, and L am not arallsle

the cub murmuyed. “Lwill find her some feod so that she nw)w;it‘,{md
retumn to her peaceful sleep.” ._

Thc ( lub drose and Et_j‘t Lhe sa}ew of hts d'.en jm' the ha

i
3:5. _'

Saddened, Great Mudmr’s(‘ub ar
Helooked up a the deep ebony sky, whie
avast Hmk Tiver. ‘mmedmlg twinkled jerr

Within her Den, Great Mother Bear stime
realized that hey Cub was gone. She followed hi
Denand through the barren winter landscape uniil she fnurfd _
where he left the world for the heavens. Tuming her eyes upuik
Gireat Mother Bear saw Bear Cub chasing the stars. “He wr@zﬁaﬁd
them forever,” she thought to herself. “I will have to join hivysa tht
he will have semeone to care for him and guard him from,demger.”
And she did.

This primal act of devotion and love became thé seed of foyalty
and nurturing that forever marks the Gurahl as caretakers and
Providers for the young and the helpless. To this day, the Gurahl
recagnize the inseparable bond between mother and cub and honor
the Grear and Little Bears that forevey pursue the star-salmon
through the skies. Like Mother and Cub, the Gurahl provide for one
another and for those placed in their care.

(Description

Just as the Garou serve as Gata's warriors, the Gurahl
embody Gaia's wisdom and healing protection. Peerless as
nurturers, the werebears, oldest of the Changing Breeds, seek to
purify the land they call their own. Their innate sagacity and
their knowledge of the rhythms of life, the seasons and the
passage of tile, mirror their intimate closeness to their Grear
Mother. Gaia showered her first-born with a multitude of gifes,
To them, she entrusted the secrers of life and death, of how to
restore life o those who died thar others might live.

Although noted primarily as healers and purifiers, Gurahl
are fierce and powerful when driven to anger. While not noted
for their quickness, the great werebears are pillars of strength in
the ongoing hattle for Gaia’s wild lands.

According to their legends, the Gurahl stand as the first
and best-beloved of Gaia's children, They were once formi-
dable guardians of the natural world, and their compassionate
hearts allowed them to form strong bonds with the first human

i
i
i
i

-

: . o -
M-iﬂ&o gl;\e h rehght." l‘@;‘ - a‘ibesxrl ar mha httéﬁ tgt lands the Gurahl protecred. Native

ican legends’ mﬂofﬁeaﬁ who willingly gave their lives to
gnu.cxaary food andéclothmb for their weak, furless and
; _.hmthera nnd sisters. Bear ¢ u]tq among the early pmplc

and uﬁcnngs .md thmugn cal[mg upon the prum.tl\e

= Mfewmtv &‘thc Great Bear spirit to aid them in battle.

¢ ihe hurmn.s and bears who fnrm thc:r n: 1ruml KlnfulL

gmupb fmm tﬁe .
Cenrral AﬁQ; '&‘m@

Pﬁm
m‘mih

fﬁbﬁ;ﬂf _Slhma. Hmndmawa. [mLa and
i &Smnh f\mcm a laur qer\'&d thc

l.azi’tls. 'K@dm,‘ though some human l\mfulk may
T mrir& fcw Lmhhiemt numde‘\lurrh America,

i 4--‘"ur'|h| hret.d with the surviving imarpnpuld(mn» and
urahl Kinfolk in some of the most isolated regions of
themn, hemisphere. Here, the werebears are making a
baick of sorts and beginning to appear with some regularity
d{;ﬁn... n ﬂﬁst othiér areas, they are quickly vanishing.

Almost exclf’m&h&memmi with preserving the wilderness
where their bear-kin live and"dwell, the Gurahl don't involve
themselves with human endeavors nearly as much as the Garou do.
This narrowed focus is changing, as the werebears seek to become
a force in the world once again in a last-ditch effort to preserve
themselves and Gaia’s wilderness lands. Ih many areas, they find it
necessary to seek out new humans with whom to breed; it has been
so long since they umed 1o their human Kinfolk that many
hranches of thase once-great families have died out.

Many Gurahl now support or, in some cases, spearhead
internarional efforts ro prorect and encourage the proliferation
of bearsand the propagation of endangered bear-species. Gurahl
sometimes join wildlife activist and wilderness preservation
groups or serve as teachers of long-lost secrers of herbal healing
and preservers of ancient tradirions.

Organization

Most Gurahl are solitary creatures. Their small family units
remain together until the children (or cubs) are old enough to
fend for themselves. One Gurahl may have an extremely large
region as her protectorate and consider herself responsible for all
the bears and bear-honoring humans within that region.

Gurahl make their homesin sacred plares (called “Dens”),
usually inisolated caves oralong greatrivers. While they donot
consider these sites “caemns” as do the Garoy, they do honor
these sites and protect the Gnosis that gathers there. Most
Gurahl retire to their Dens for the duration of the cold season.

Although Gurahl have little formal organization, they veea-
sionally meet in councils similar to the moots of the Garou. The
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most important of these meetings, the Great Council, takes place

on the night of the autumnal equinox, just before the onset of

winter. Representatives to the Great Council share information
about the state of the lands and ereatures under their protection.

The Gurahl communicate by using an elaborate system of
claw marks scrarched on trees or boulders to leave information
for one another. They speak their own language as well as the
“language” of bears. Spirit messengers keep the Gurahl in rouch
with one another between ¢ouncil meetings.

TCraits

Gurahl do not spend Rage for extra actions; their relative
lack of speed precludes this advantage. Instead, they may use
Rage to increase their Strengeh up to the limit of their Strength
in Homid form (i.e., if the character's Strength in Homid form
is 3, she may gain up to 3 more dots in Strength through Rage).
Alternatively, Gurahl may increase their Stamina up ro twice
that of their current form (i.e., if the Gurahl’s Stamina in
Arthren form is 5, she may increase her Stamina to a total of 10
while in that form). It is possible to spend some Rage for

|

i

, {\’l'ili.,—i

) 'p'll.
AN
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n

Strength while reserving other points of Rage to increase
Stamina. These gains last for a single turn.

Additionally, Gurahl can convert points of Rage into extia
Health Levels on a one-for-one basis. These extra levels do not
erase damage already taken. For example, a Gurahl whois Injured
(-1 to her Dice Pool) may spend Rage to gain another Injured
Health Level, which must be lost before she drops to Wounded.
if a Gurahl spends Rage to add Health Levels before she takes
damage, they come before Bruised on her Health chart. In this
mannet, it is possible for some Gurahl to shrug off damage for a
time (due to extra levels of OK) or to take massive amounts of
Mauled or Crippling damage before becoming Incapacitated.

While this advantage makes them quite versatile and poren-
tially very tough, Gurahlare limited by how slowly they gain Rage
and by how difficult it is to rouse them to fury. Gurahl donot gain
Rage as easily as Garouw. Only direct threats to the werebeary'
lands, to the people they protect or to the young and helpless can
engender within the Breed an increase in Rage. Whenever a
Gurahil has spent her Rage in battle, she usually withdraws for a
time and meditatesto reestablish herequilibrium. Unlessanother
overwhelming threat looms immediately, it may be some time

before the Gurahl recovers spent Rage. As her primary goal is
nurturing, she has better things ro do than brood and spoil for
another fight.

!



Unlike the Garou, Gurahl do not possess fixed auspices. In
her liferime, a Gurahl passes through all five phases of the
moon. Cubs mimic the traits associated with the New Moon;
their playfulness and inquisitiveness last until the werebears
reach adulthood or until they experience their first serious
battle. Adults reflect the Full Moon; although less ageressive
and belligerent than Garou Ahroun, Full Moon Gurahl stand
readly to do battle in response to hostility directed at them and
their protectorates. As they acquire vears and experience, the
Gurahl pass from Full Moon to Gibbous Moon; under this
auspice they learn the ancient lore and act as keepers of the

songs and stories of their kind. By the time they qualify as -

“elders,” most Gurahl have developed the traitsassociated with + R
N M.: Beginning Rage: 4
i

the Crescent Moun rh'_f;e Curahl man ltu,t Lhe_

in Il"m, company uf Io!luwers cg;-[hw
revered Ll.Juh of the L:urd]'tl&m’

hcnl:dp_e ever if she h'u. never had to ba[l:'le for her proteeg%ne
at all. Conversely, some Gurahl may seem to remain st
favored auspize no martter what their age, 1
embrace wisdom by becoming quite pL%sd‘
again, and they may even indulge in hasr
realize laughter is somerimes the best

As Gurahl pass from one auspice to
to learn the Gifis and rires associated wi

Giitahl Rf.uown !mcuse*- on :}mc categories: Hmm’?’"Stlm

and Wisdom. Werebears gain Honor through their rrmtmﬁltﬂf E

others and by adhering to the Code of Ursa, which delmcattstﬁmi?
responsibilities as Gata's caretakers, Succor increases timmg'h the
performance of acts of healing, nurturing and cleansing: Wisdom
reflects both personal insight and knowledge of the Gurahl’s place
in the world, as well as the understanding of spirits and other
crearures who inhabit the world alongside the bear-folk.

All Gurahl begin play with 6 Willpower. They cannot
purchase Resources at character creation.

ABreeds

Homid: Gurahl born of human stock are relatively rare
but recently began making a kit of a comeback. Because most
Gurahl withdrew from frequens contacy after the War of Rage,
few opportuniries for breeding with their human Kinfolk ex-
isted. Many homid Gurahl are holdovers from more primitive
societies, ancients who live in remote areas. Such beings often
coexist peacefully with their wild neighbors while having little
or no contact with human society. More recent homid Gurahl

N T~

7t md'tﬂlscular. thnut_,h many appear no different from average
B Humans. Although popular belief describes them as dark and

rend to come from selected breeding with people who enjoy
outdoor occupations or relaxation (park rangers, fish and game
wardens, avid campers, hikers and naturalists).

Beginning Rage: 3

Beginning Gnosis: 4

Ursine: Both the oldest and most numerous of the Gurahl,
ursines only rarely depart from their bearlike birth forms. When
they do assume one of their other forms, it isusually in response
ta an obvious threat from poachers, trappers or land-clearance
crews. A very few ursine Gurahl choose to rémain in Homid or
Arthren form, in which they often pose as solitary wilderness
dwellers or eccentric wildlife researchers.

ngnmng Gnosis: 5
-Lchqnsc the;r mates n:aretull;r au.,nrdmg to ru:ua{‘?

ality Gurahl physiorype favors that of the human
hom they spring. Some may lcmk Nurse. while

* most people associate with
‘and they tend to growl their
1 in both size and mass, While
mal human height, they push the upper
fight and weight.
0s: The full man-bear form stands 10 to 12 feet tall
ch upwards of 16 feet in some of the elders. Mass
proportianally to the Gurahl’s height gain, with the
: g i@ﬂugﬂb weighing mote than a ton. The face elon-
m&sﬁtﬁu@ muzile while both fore and hind paws grow
nortreﬁm’sablc”‘é: ws ip to nine inches in length. Thick, wiry
haircovers the enh%ﬁ#md affords extra protection against
damage. In Crincs form, a Gufahl can uproot entire trees
(should he so desire) and hurl huge boulders, even pickup
trucks, atr enemies, Crinos Gurahl can form only guttural
monosyllables (usually words like “Leave” or “Diel”).

¢ Biornen (Hispo): Gurah! in near-bear form resemble
the gigantic cave bears of the prehistoric era. Larger and longer
than normal bears, these immense creatures have elongared
fangs and claws. They become more bearlike in their thinking
and tend to acr more from mstinct than from conscious thought
or planning. Although they can still communicate in the
Gurahl tongue (and in the language of bears), human speech
lies beyond their capacity in this form,

® Ursus (Bear): Ursus Gurahl appear as normal bears in all
respects. Theirspecificappearance depenids on their tribe and place
of origin. fn bear-form, Gurahl mast limit their commuimicarions to
the language of bears and a truncated form of the Gurahl tongue.
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Form Statistics

Arthren Crinos Bjornen  Ursus

Str: +3 Str: +5 Str: +4 Str: +3
Dex: -1 Dex: -2

Sta: +3 Sta: +5 Sta: +4 Sta: +3

App: -2 App: 0

Man: -2 Man: -3 Man: -3 Man: -3

Per: +1* Per: -1 Per: +2* Per: +2%

Dift: 7 Dt 6 Diff: 7 Dt 6

# Bears have generally poor evesight, bur their other
senses (particularty smell) function in place afthur wvisual

limitations. The plusses to [’vrwptmngglis;;:f mﬁn_ P
to the Gurahl's enhanced sense of tmellamfi aresul

f'u.mrs amh as wmd dlncr[oxg:mgt

Tribes

Gurahl recognize several’
rently exist in significant numbers.

s thatgh only
sal name reflects

5
primary ge ographic preferences of its members. The' ?&uw

populous (and familiar) tribes are described below:

* River Keepers: These Gurahl spring fror
brown bear ancestry. They inhabit the Pacific North
the southwestern coast of Alasks, usuall§ eiaum% th -

|m-| ’h.u-mhh areas for lhesr hnm

7 " '
superb techniques as fishers. They are, therefore, ¢
keeping pollution away from the grear rivers that i
their lands.

Much like the Native American tribes who prolifer
the areas claimed by the River Keepers, these Gurahl
tradition that resembles the potlatch, though it's no
calculating in nature. Whenever they meer with oneanother,
it is customary to engage in an elaborate show afsharing and
gifting. No River Keeper would ever consider eating when in
the company of another withour offering the finest portions to
the guest. The same holds true for offering a night's lodging,
shelter from hunters, protection for endangered cubs or other
form of guesting. In like manner, Gurahl expect to offer each
other gifts.

* Mountain Guardians: Physically imposing, the Guard-
ians claim grizzly bears as their Kinfolk. Once found throughout
the western United States, Canada and Northern Mexico,
these proud Gurahl now inhabit only the central Rockies,
western Canada and Alaska. Targered as perpetrators of attacks
on humans, grizzlies suffered the brunt of the craze for hunting
“the grear bear,” a pastime that decimated the ranks of the
Mountain Guardians (due to the consequent lack of breeding
opportunities and Gurahl deaths that occurred during efforts to
protect theirkin). Even today, many Guardian Kinfolk remain

o

within national parks: Guardians protect remore, unspoiled
areas and the bear populations that inhabit them.

Mountain Guardians are fond of challenges, particularly
physical ones such as wrestling, weightlifting and races, but any
kind of contest attracts their attention. Often, they use such
contests to test someone’s mettle, as the Guardians admire
physical prowess and personal bravery. It is almost impossible
for these comperitive Gurahl to back down from a challenge,
even when they know they are overmatched. There's more
shame in refusing the challenge than in losing. While winning
a contest (particularly one in which someone else issues the
challenge) gains the Gurahl Renown, ones who pur up a
spirited fight but lose also gain Honor. Many Mountain Guard-
in tales center on Gurahl heroes who fight bravely against
ﬁ%m{m‘mg adds.

. Wﬂlkerﬁ. Black bears provide breeding stock for

he F¢ éﬂ( As the smallest of Gurahl, they display a
%@atﬁ versatility an,;urm than the other werebear tribes.
T ';ﬁzs[Wa‘ken inh :iﬁrge parts of the western, northwestern
ne{tht.astern t@gm;;s of North America; their extended
i'{ms include portionsof southeastern North America, the
ican southwest and mugh of Mexico. Only a few places
er black bears endangered; nevertheless, rthe Forest
ure that their ursine Kinfolk remain protected. The
< to increase the number of bears in areas where the
e in dan;_.u of cxtinctiun {:.uch as rhc Amerimn

ytelling. Many spend a good part
orytelling festivals throughout the
ujat in huth relllm, 1ale< de Ieammﬁ.

nto garher. one uf the h}ghhghts nlL thclr meerings
" or story-sharing fest. Each Forest Walker present
ne story; the best stories gain Renown for their

to distract. mﬁgﬁm;\ﬁalken often escape censure from
their elders by playing on thetribe’s tendency todrift intoa tale,
even in the middle of a stern lecture.

# lce Stalkers: Occupying the circumpolar regions of the
Arctic alongside their polar bear Kinfolk, the Ice Stalkers display
a hardiness remarkable even for Gurahl. As the largest of Gurahl,
they count a few humans (primarily members of the Inuir tribes)
among their Kinfolk, but most lce Stalkers come from ursine
stock. Besides being consummate ice fishers, they are also fietce
hunters of walrus and seals. Unlike other Gurahl Tribes, Ice
Stalkers often travel (at least for short periods of time) in groups
consisting of several adults and cubs. They frequently share their
kills with one another and are known for their inquisitive natures
and their occasionally “resty” behavior.

Both ursine and homid Stalkers evince an innate curios-
ity, which borders on nosiness. When they meet new people
{Gurahl or not), they greet them with a barrage of questions
(some of which verge on the personal). They enjoy learning
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new information, making new finds, hearing gossip and passing
along rumors. Unlike the secretive Uktena, Statkers believe in
sharing knowledge. Sometimes, their prying leads them into
trouble, particularly if they inadvertently give away their true
natures to individuals who shouldn’t know about them (such as
assuming bear form so they can dig up interesting things even
though chere may be human witnesses nearby). Despite the
license granted by the Delirium, they tend to forget that it
covers only the Crinos form, Further, some things are better left
buried, but try to convince the Stalkers of that!

Most other Gurahl know the Ice Stalkers as artisans.

Because they abhor waste, whenever Ice Sralkers kill and eatr

walrus, they use the tusks and bones to make beaunmi .mcl
elaborately carved jewelry and small items su
bowls and weapons. Stalkers delight in di
and in trading it for delicacies fromt fho

(Dens

protection for hibernating G
Umibral (Jlacle bome(‘ urahld

freely bcrwt,m her own Dcn and its u.ol'l‘tb[)ﬂndqu, (Jladi;;

Gifts

From Gaia herself the Gurahl lé2
healing, purification and mysticisms 1
teachers and mentors for the Garou @
Breeds until the War of Rage,
counsel and tutelage in retaliation
Such Gifes as Mother's Touch, Sense W
True Form were originally given to the G
names. Today, though they know many ofgh
Garou, Gurahl focus on the ones they need rat
accumulating Gifts for which they feel no affiniry. A
begin play with a Breed Gift (ursine Gurahl may choose'
Lupus or Metis Gifts), an Auspice Gift (see Werewolf, pp.
124) and a Gurahl Gift (see below),

¢ Fiddlefish (Level One) — The Gurahl who inve
Gift needs only to scoop her hand (or paw) 1htgug water
where fish can be found to carch her dinner. Any‘ stream, lake
or sea where fish are present will yield a good-sized, nutritious
fish. Repeatedly using this Gife in the same spot draws Gaia's
ire, however, due to the Gurahl'’s gluttony. While two Gurahl
could each scoop a fish in this manner, a single Gurahl can gain
no more than one fish until she moves at least half a mile away.
This Gift is taught by a Salmon-spirit.

System: The Gurahl does not need to make aroll, nordoes
he need to spend Gnosis as long as he wants only one fish per
day. Ifhe seeks additional fish and is willing to move to another
spor to acquire them, he may then roll Dexterity + Athleticsto
see if Gala will honor hin with more. Success on the roll
rewards the Gurahl with one fish. Failure brings no fish and the
attempt may not be made again that day. A botch on the roll
indicates that the Gurahl has offended Gaia and must make
some sort of restitution before again attempting ro use this Gift,

¢ Sentinel’s Warning (Level One) — This Gift enables
the Gurahl o become aware of the presence of hostile or
threatening elements in her protectorate. The Gurahl experi-
ences a feeling of distinct uneasiness when this Gift is in
operation. (Unlike the Danger Sense Merit, this Gift must be
consciously activated to function.) The exact nature of the
threat cannot be ascertained; narural and supernatural threats
serve as equal triggers for this power. This Gift is taught by a
Beaver-spirit.

System: The Gurahl rolls Perception + Alertness and
spends & point of Gnosis to invoke the Gift, Each success
activates the Gift for ascene. A failure means that the Gueahl’s
attempt is unsuccessful, whereas a botch results in false warn-

y always flnd enough icod healmg herbs or
tefeed or heal an individual creature under

5. Onlw, one :,uc-.ewm needed o flnd fmadst'.jrf If
_"g ht’:a[lnb plants as well, the Gurahl needs one success for
/eliiss of plant (i.c., one success to find food, two to find
and herbal rcmcdics}.Failurc indicates that there are
plants in the vicinity. A botch finds non-nutritious
ﬁay (agthf.Smrytt.ller s discretion) locate dangerous

' ‘,;iwo) — The Gurahl may use this
aura around herself, making her
armidable even in full Ursus
'- 1 strike l'mr in the ht.drtq of

St that.cngcn der:s panic AmOong NONCarnivores
s s feeling of dread in even fierce predators. In this

urahl can often avoid battle by causing their enemies
f-i%_ terror. This Gift is taught by a Fear-spirit or Bear-

 System: urahl rolls Charisma + Intimidation (dif-
ficulty of the tarpet ilipower). A single success is enough to
cause the victim to ht:ﬁltate orreconsider taking hostile action
against the Gurahl, whereas three or more successes put the
target to flight. Failure simply means the accempt does not
succeed, while a botch incites the targer ro immediate artack.
This Gift, when coupled with Ursus form, has occasionally
caused the victim to drop dead on the spor from sheer fright.
» Ease the Fevered Mind (Level Three) — This gift
allows the Gurahl to soothe raw emations, smooth aver rerri-
fying memories and calm the fears of others. The Gurahl
becomes a living balm of healing and can begin the process of
repairing shattered minds, knitting separate personalities back
into a single person and helping schizophrenics back toreality.
Whether the mind’s illness is due to physical rrauma or emo-
rional stress, the Gurahl may use this Gift ro temporarily (or
sometimes permanently, through the réapplication of this Gift
over time) remove or lessen the effects of Derangements. A
Bear-spirit teaches this Gift.
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System: The Gurahl rolls Perception + Medicine (diffi-
culty 7). For each success, she is able to suppress another’s
madness or Derangement for a scene. If she accumulates 20
successes over time (with no intervening failures or botches),
she may permanently remove the madness itself. Nore that if
the underlying cause is nor dealt with, the madness may return.
Failing ro receive any successes means that the Gurahl does not
soothe her patient. A Gurahl cannot use this Gift on herself.

» Masking the Hunted (Level Four) — This Gift allows
the Gurahl ro use available terrain to provide asafe hiding place
for anyone being hunted. Bushes knit together and grasses
spring back to hide tracks, while a false trail or scent leads
would-be pursuers in a different direction. Although the Gift
lasts only briefly, itusually endures long cnurttahfﬁt&k&ﬁb&&nmﬁ
to lose their trackers. A Fox-spirit teach C

System. ﬂu Gurahl must ml

to rhe I‘er-. upnon + /-\lerm the
is needed, but more pmmde%’ lor
rail. Failure means the nuse’is

® (Gaia's Breath (Level Fwe'}»-—Th s powerfu
Gift is taught only to the wisest of the Gurahl, and tht?)‘(fiz
share it with the other Changing Breeds. Utilizing chis|
(humhl can |1r|'n;, a dc'u'] werecrearure back to life. ]n'*th'

they ever heLn known l'ﬂcl[t(_l‘l‘lpl i
a few hours. This Gift is taught by an
System: Through spending 4 po
v Onosis and Willpower and rolling Ch
culey 6 plus the number of hours ehpstaﬁsfﬁr;e i tl)
exceed a total of 10), the Gurahl may entige :
the recently slain body. Although only one:
call back the spirit, the creature will be Incapacicare
aggravated damage) without further healing. Fxmf‘su
restore mnissing Health Levels on a one-for-one busis: T% ¢
corpse is missing any body parts, they must be replaced i ng
another Gift (such as Mother's Touch) or else naturally regen-
erated. Failure means the spirit does not return to the body,
while a botch calls a malevolent spirit insteadd ©Only one
attempt may be made on a single creature. Ever/”

Rites

Ceremony and ritual play a major part in the life of a
Gurahl. They originated many rites claimed by the Garou,
particularly those regarding purification and healing. AsGurahl
age, they become more concerned with rimuals, sometimes
spending most of their later lives performing rites. Storytellers
may modify any of the Garou rites for use with Gurahl charac-

-

~

ters, though the most typical rites resemble Rites of Accord,
Death, Mystic and Seasonal Rites. The following rite is indica-
tive of ather rites unique to the Gurahl.

QRite of the Pure Land
Level Three

This rite cleanses a specified area of Wyrm-taint, pollu-
tion, sickness or natural trauma and reopens the channels
between Gaia and the wounded or corrupted land. The Gurahl
performing the rite mixes her blood with a portion of the soil
from the designated area and uses the bloody paste to paint a
line along the perimeter of the area to be purified. The Gurahl

- may circumscribe as large an area as she is willing ro provide

f OF, £ iking damage from blood loss in the process. (One
#may be cleansed for each Health Level sacrificed.)
: 'ma\r enact this rite to increase the size of the
L’!éalin;g {vmwn o (Jam in the Gurahl rongue

We remember well the bétrayal you call the War of Rage.
( qg‘ﬁ we fmrgwe your shurt—s:gh&dmss we do not forgc We h{;p..

eir vicinity forlong. Some
ho call themselves Gaia's

- tha “they wish to repair the harm
uring the War of Rage. We respect the
: ena and Wendigo, who accompanied us to
Lg_l.rmdw The others have much to learn from their

e'gdn not take se rlmnlv thur rcspomlhd
ity for orhers. i

® Corax— They aretﬁ:celienr sourcesof information
and gossip, but they tend to confuse fact and rumor. Their
greed and acquisitiveness make their company annoying
after only a short time.

* Nuwisha — Like us, they know many secrets and
mysteries. Unlike us, they place too great an emphasis on
ridicule and jesting. Tricksters have their place, so long as
they keep their distance and choose other targets for their
jests.
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Peter Ward, .mfiﬁht%n wlth [.h 4 @(}’:

on his chest, rises to ¢

M;,m;tqj}mt WOt ey hm‘r i
- Wha'

’§
s there:

m  of Rawabash everywhere.

Bu! the Muk@ﬁé&re no lgﬂgfurlgmlucr And they aren't a ghost
story, either. The Mnﬂgy'm thiem before She did ws — no, not the
Wyrm, Nomatter w@fmm might have said, they aren’tits children,
by birth or fall — more than you can say for one of owr own tribes.

The Mokolé fought the Wyrm long before theve were Garow.
The Mother made them not to fight, though, but to be Her memory,
There ave Mokolé who remember the dinosaurs. She made them
from alligators, from crocodiles, giant lizards. She turned their faces
not to Luna but 1o the Sun. Her past lives m them. When they Rage,
it comes alive. They become dinosaurs, dragons, sea serpents. Long
ago, they were our friends.

But the Garouwweren'tcontent to defend Gaiawhile the Gurahl
healed and the Nuwisha laughed. They wanted everything. Now we
have nathing.

The Mokolé remember itall. Treachery, raids to stnash theiregps,
buming jungles, ambushing them from the Umbra. Amocities that
Black Spivals would blanch at. We never knew what we destroyed.

They carvied the past of Gaia, All of it. The love, the Gifts. Rites
af the Bunyip, the Croatan, the lost Gifts of the First Times. A long
time ago, a Mokolé who was dying told the Garouwho'd killed her that
when we stood on the bartleground of the Apocalypse, we would regret
that the Dragon Breed didn't stand beside ws. She was right.

What was that? How is it that [ know all this? 1....

I, wh, remember. But how, now that's another story. ...

(Description

Many tales concemn the Mokolé. Created by Gaia 1o fill
the role of Her memory, they have always claimed 1o be the
Firsthorn of the Changing Breeds, and they cherish their
descent from dinosaurs and from the Dragon Kings. They are
dwellers in the tropics, where they live in family groups.
Mokolé tell tales of the glory and fall of the Dinosaur Kings, of
the Bird Kings and Predator Kings, of the Time of the Grear
Freeze and the coming of the humans. The Garou and the
Mokolé were allies in the First Times, but the Wars of Rage
made them bitrer enemies. The Mokolé, because they remmem-
ber the War, fear and hate the Garou. They have never
considered the War to be over, nor the Impergium, and they
continue to cull humans. The Garou were merciless toward the
Mekolé during the Wars of Rage and considered thera the “very
image of the Wyrm" because of their reptilian bodies. Other
shapeshifrers are more friendly with them: The Bastet have
long been their allies, while the Mokolé consider the Nagah
and Corax te be Mokolé with different shapes.

ﬁ&y-aﬁﬁ‘mﬁmﬁ“ .
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Wﬂhﬁrum\e Mokoléi M@le -Mbembe, Dinosaur
origzen. His mm@% tlaughtua dwelled in Africa for
= \Wars of Rag&snmc clutches swam the seas
forr f_&;nerlca Other Mokolé dwelled in the

sofindonesiaan ,_'g@mim thc most prestigious LlLllCh
in the Edst mshalzri.ts

few Hmdu temples to th; d.ay hOLIb{, sacred @ " Zadiles. Whul the
Uktena and Croatan came across the Bering Strm. they found
the Mokolé already in the Americas. As wolves cared little for
swampland, the Mokolé were usually left alone. Even today, they
haunt Bayou Teche and the Grear Dismal Swamp.

The Wyrmbringers changed things. The Mokolé’s human
Kinfolk in Africa came to the New World as slaves, They found
allies in the giant reptiles: The Mokolé helped Nat Turner and
the Seminoles resist the U. S. government, and legend has it that
a Mokolé started the Civil War. Their mage Kin, the Bara'a,
sometimes asked the Mokolé's help for combar or to tap the
dragons’ memories. In South America, Mokolé helped slaves flee
to the jungle. Because of history and geography, there are féw
European-descended Mokolé. As European Garouspread through-
out the Americas, they found hints of the Mokolés reclusive
existence. Most, however, think the Dragon Breed extinct and
use the Mokolé as a threat to make pups behave.

The struggle to save the tropical rainforests has brought
Mokolé and Garou into contact once more. A few packs in the
Amazon, notably the rogue Ghast Raprors, have managed to
parley with them and form truces of sorts. These werewolves have
learmed some things about their erstwhile foes. The Mokolé could
be powerful allies; it is certain thar they are dangerous enemies.

Organization

Mokolé live in clurches — family groups of Mokolé and
Kin. These enclavesare setup aswallows forsuchid Mokolé and
villages or compounds for homids, Save for the authority of the
Crowned, Mokolé have little in the way of government.,

Mokolé dre sun creatures. Each Mokolé has a place in
sociery determined by the Sun’s position at the moment of her
birth. For example, those born under a noonday sun are police
and judges, while rulers are born during eclipses. Elder Mokolé
are always heard, because a Mokolé’s life is dangerous. Few live
fong enough to be old and wise.

Mokolé have no “rribes.” More importanit are a Mokolé's
place of residence and his Suchid form: Alligator Mokolé and
monitor Mokolé don't live in the same place. All Mokolé know
themselvesto bemembers of onefarmily, the scions of the Kings,
Mokolé culture, shared through Mnesis, is much the same
worldwide, and all Mokolé speak the Dragon’s Tongue. Mokolé
from anywhere will recognize a Crowned and defer to him,
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The modern age has not been kind to the Mokolé. Often, as
their swamp homelands shrink, they find shelter at “alligator
farms” run by homids or Kinfolk. Mokolé are not comfortable in
ciries, although a few quietly dwell in the sewers. Despite their
immersion in the past, Mokolé are aware thar Gaia is in trouble.
Mokolé all over the world are moving from thought to action.

TCraits

The Mokolé revere the Sun as the giver of life and source of
heat for their bodies. The Mokolé recognize seven solar auspices.
Each attitude provides sun dice to individuals born under it.
Acting outside one's auspice is considered inappropriate.

* The Rising Sun (“Striking”): These Mokolé are born
hetween the reddening of the eastern sky and noon. Striking
Mokolé are the saldiers, hunters, explorers, seekers and doers of
the new in Mokolé society. Often, they are the only Mokolé
who interest themselves in the present. They joke that the sky
reddens with the blood of their foes. Throughout their lives,
they gain one die when taking the initiative.

Beginning Willpower: 3

¢ The Noonday Sun (“Unshading”): These Mokolé
come into the world while the Sun is high in the sky, The
shadowless are the police, judges and enforcers of the Duries,
They apply the laws of Sun, and enforce the will of the
Crowned. These Mokolé may subtract one die from the Dice
Pool of one foe who draws power from the dark; this category
includes vampires, fomori, Black Spirals, Nephandi and Banes.

Of all Mokolé, the Unshading have the smallest chance of

falling ro the Wyrm.
Beginning Willpower: 5

* The Setting Sun (“Warding™): These Mokolé are born
while the Sun descends, before the sky darkens. Warding are
the guards, nurses, healers and caretakers of children. Wards
add an extra die to their Dice Pools when they defend, retreat
or fallow. They say that the Sun reddens the sky with the blood
that they shed in defense of their people.

Beginning Willpower: 3

¢ The Shrouded Sun (“Concealing”): ConcealingMokolé
are¢ bormn while the Sun is clouded. The Concealing gain an
extradie on their Stealth and when they camoutiaze anything.
These Mokolé are the mystics, teachers of spirit lore and
knowers of secrets in their society. They are most skilled at
magic or Gifts and are subtle hunters.

Beginning Willpower: 4

* The Midnight Sun (“Shining”): Mokolé born while the sky
is dark are called the Shining. Lovers of contradiction, paradox and
riddle, they see humor in a Sun Aspect without the Sun. Some
Shining joke ahout lunar auspices, or seek Gifts of the Moon because
theysay thatshe isthe Sun of the night. Of course, they have difficulry
findinga moon creature to teach them such Gifts. They can draw on
an extra die when they are faced with hopeless odds. They are the
arbiters of the afterlife, ricksters, poets, storytellers and mythmakers,
The few Mokolé who are artists are often Shining.

Beginning Willpower: 4




¢ The Decorated Sun (“Gathering”): A special blessing
follows the Mokolé wha are borm while the Sun is accompanied
by “sundogs,” the rings, rays or flares of light surrounding his
tace. The Gathering are the marchmakers, organizers, and
coordinators of the Mokolé. The Crowning may reign, but the
Gathering ger things done, as Mokolé say. They are workers,
listmakersand busybodies. They receive an extradie when they
act in collective effort to benefit the Mokolé.

Beginning Willpower: 5

* The Eclipsed Sun (“Crowning”): The Crowning, the
ruler-priests of Mokolé society, are born when Sun or Moon is
in eclipse. Mokolé mothers often use the Rite of the Nesting
Mound to bring their eggs to term while an eclipse is in progress.
The Crowning are rare creatures; all other Mokalé defer to
them. However, they usually look to the Concealing for advice
and the Gathering for know-how: Tyrants ameng the Mokolé
end up without followers, The Crowning get one exrra die
apply anywhere they want when the sun shines.

Beginning Willpower: 5

The Mokolé do not automatically hiave the ability to step

sideways; they need the Gift: Walking Between the Worlds to
ed Sun, Eclipsed Sun
‘most. The Garow's

enter the Umbra. Of the Suns, the Shro
and Hecnmted 3&9:1 ln'.rc Umbral travt.l

ulner asgllwer;
their ties to the:' %ugfcnldhab the H1de§Iri i
Mukole as silw.:r &Bﬂ GI‘I “the Gﬂ'la’ are.

Mdtﬂié&mmwn '.
Rising "?un‘ﬁfﬂ Se ggg
Renown in Glory The éyun and the Eclipsed Sun
need to have half m. The Noon Sun, Midnight Sun
and Decorated %gﬁﬁﬁ 1t have half their Renown in Honor.
For each level of Rank, & Mokolé must have at least one point
each of Glory, Honor, and Wisdom. Therefore, a Rising Sun
who wanted to get from Rank Two to Rank Three would need
at least 3 Honor, 6 Glory and 3 Wisdom.

Mast Mokolé follow Dragon, a powerful Totem of Respect.
Some Mokolé choose other totems for their clutches. Examples
include Anaconda, Turtle (the totem of the lost Croatan tribe)
and the Rainbow Serpent. Note that Mokolé who share a rotem
with Garou might have some basis for communication.

(Dragon

Background Cost: 5

Dragon is powerful and fierce, and he burns all who oppose
himn with his poisonous breath. He asks that his children succor
his progeny and preserve the memory of the Dinosaur Kings.
Dragon has never yet accepted Garou as his children.

Traits: To individuals whom Dragon favors he gives the
Gift: Dragon’s Breath. He may also teach some Mokolé the Gift
of Dream Semblance, which allows them to appear as a true
dragon for a short petiod of time.

Ban: No Mokolé may dishonor Dragon. Definitions of this
ban vary, but violations of the Duties, betrayal of the Mokolé
heritage or other crimes would qualify.

.i&%“’%ﬁt lcaat half thelr
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Mokolé may not have Past Life, mammalian totems or
Corporate Ties. They may buy Pure Breed; it represents the
lineage of the Dinosaur Kings, Mokolé may not regain Gnosis
when cut off from Sun. (This restriction does not apply to
Mokolé who sleep the Sleep of the Dragon). The less Sun is
visible, the more time Mokolé must spend meditating in his
light. This requirement means that Mokolé are usually uncom-
fortable in cities (except ones in the tropics).

Uew Background: Wnesis

Mresis, a uniquely Mokolé talent, is the racial memory that
graces the titan reptiles. 1t awakens during the rite of passage.
Through Mnesis, the Mokolé keep alive the memory of the Kings
and of the Breed's links to Gaia and each other. Mnesis embraces
the ancestors of animals, humans and Bére. Lore, Gifts and rites
can all be found in the sea of rime and memory.

Mnesis reaches back to the Dinosaur Kings. No Mokolé
with alder memories survived the Wars of Rage. Mokolé elders
spend much time deep in the past, dreaming of the glories of the
lﬁl'ngs Mnesis connects the Mokolé: Congo Mokofé and Ama-

- ' zon Mokolé recall the safie forebears and rites. Its hereditary
hature makes the abfilifty fragile, however. When a Mokolé
lineage dies out,mel\rlnesm is lost. It is ironic thar the Garou
~whoslay Mok@ém unaware that “lost” Garou rites and Gifts
ive through Mnesis. The Mokolé reatark that Garou will
regret theit folly when those Gifts, and the Mokolé who

1 N, Ere NOT Present to comh’tt the Wyrm.
- € exercise af’?h? Mokole's function as the
memory of and shold e controlled carehully by the
kolé are ngp.omniscient. When “remember-

Storyt'c{ﬁ'r M ar
ing,” a Mokolé goes i’bgbgedﬁém state. and dredges up dlted
memories of his andes na i‘aciakmnwg pool.
remembering, a Muisolé seesevents I‘BW_ SEorswithnessed and
glimpses thoughts about those events. T

When using Mnesis, the player should roll Intelligence +
Rituals, difficulty 8. When searching for particular ancestors or
events, the difficulty rises to 9 (or 10 in cases of extreme
antiquity). The number of successes determines how well
events are remembered. The further back, the less cogent the
memory can be; the ancient days were a time when the Wyld
was ascendant. However, some dinosaur ancestors were highly
intelligent. When remembering events before the lce Age,
Mokolé often cannot communicate the memories to non-
Mokolé, as they are too alien to human experience.

The Mokolé have kept to themselves since the War of
Rage, and do not remember much that concemed other
shapechangers since that time. They also do not remember the
First Changer; this memonry is lost. Mokalé have long sought it,
but none have been successful.

Gifts and Rites can be learned through Mnesis. The
character must go into a Mnesis trance. She spends an amount
of time in the trance as long as it would rake 1o learn the Gift
from another Mokolé. Then she must make a Mnesis roll and
score a number of successes equal to the level of the Gift. If she
does, she learns the gift (experience point costs are the same as
normal). To learn Mokolé Gifts, the difficulty of the roll is 8.
With non-Mokolé Gifts, it is 9 or 10.
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.'l‘i i Can F'L’!llL‘ll'll"L‘!' events up to a century or so ago.

°s You can remember events up to 1,000 years ago.

see You can recall events that took place up o 12,000
years ago.

sees  Ancient history even for your race; you can remem-

ber the time when the Great Beasts roamed free over

the earth and the first races of the Changing Breed
arose (up to 60 million years ago).

eeves You can remember when the first dinosaurs walked
the earth (up 1o 240 million years ago).

Special Combat Waneuvers

* Head Butt: This action requires a charge forward,
head lowered. This maneuver works like Bady Slam
(Werewolf, p. 232) save that the Mokolé doesn't suffer
damage, and the target may attack unless knocked down.
Suchids cannot perform this artack, since it requires
bipedal running or at least longer legs.

Usable by: Homid and Archid

Roll: Dexterity + Brawl

Difficulty: Opponent’s Swength +2

Damage: Special Actions: |

* Tail Lashs Piire and simple, this move smashes the.
enemy with a [‘i'r\’-t.rl‘l.ii swipe of the tail. It cani be umjm
\rchid form (andiin Suchid form if therenemy (;WiwLHmLi
!|n Makolé). Mokalé with \1‘1{1{?\ ooy their tiului"@’ltwr an.
gven more dangerous Tail Lash. .
~ Usable by: Archid and Suchid :,:‘
Rolls Dexterity + .I.’.\r;ny;ll)_x__fg;__cul(\..': 7

Damage: Strength +1

Actions: |

dBreeds

Only homid and suchid Mokolé

children. Mokolé unions do produce offspring, but since these

xist; they have no metis

chitdren's natural form is Archid, they are stillborn without
dreaming their forms. There are taboos against interbreeding,
asthedead metisare known ro haunt the livingand corrupt the
Archid shapes of other Mokolé during their Rites of Passage.

® Archid: The intermediary form of the Mokolé isa shape
taken from the dreaming, which comes ar the Rite of Passage.
In this mystical experience, the Mokolé relives the lives of her
ancestors, and her Archid form creates itself from the body
shapes of the Dinosaur Kings and other forebears. The Archid
form usually resembles a dinosaur or dragon, although there are
prerosaur and sea-serpent Mokolé. The Archid form causes the
Delirium at full strength, save in other Awakened beings.
Archid Trait adjustments are as follows:
Str: +4, Dex: -1, Sta: +4; App: Q, Man: -3, D= 6
® Suchid: The reptilian breed form of the Mokolé is
ly a crocodilian such as an alligator. Rarer are the Mokolé

usua
whose Suchid form is a large lizard such as a monitor or Komodo
dragon. The Rage of these forms differs because of their variant
body shapes: Mokolé say that the Rage of Gila monsters is what
makes their poison so strong,

Alligator (common American, & to 12 feet long)

Str: 42, Dex: -1, Sta: +3, App: 0, Man: -2, Ditf: 6; Rage 4

Running speed is halved in this form, and swimming speed
¢guals the Homid form’s land'speed.

Monitor Lizard (449 12 feet long)
App: 1, Man: - 4, Diff: 6; Rage 5

Running speed 15 equal to Homid in this form, and sprints
at higher speeds ate possible

Str: +0, Dexa# Sea: +

baltwater Crocodile (up to 20 fest {mau)
- B +3 Deses?, Sta: +3 2Apg: U, Man: -4, Dift: 6; Rage 2
Rﬁnmng -sp:,“d in.this formuis halved (no Long Running),
lmt swimming ar!u‘d u4ml- the Homid form's land speed.

Gifts ¥ (i

The Sun and other spirits bestow manypresents tipon the
Dragon Folk. A beginning Mokolé startswith two Gifts, one for
her solar auspice and one from the basic list below, rather than
with three as do the Garow. A few sugeestions are given for the

auspice Gifts; Storytellers may fill out the lists as they see fit.

Common Gifts

® Shed (Level One) — As the Meutis Gift.
Sense Wyrm (Level One) — As the Metis Gift.




Archid Form Characteristics

When designing a Mokolé character’s Archid form, use
Gnosis as “points” with which to buy characteristics for the form.
For example, a Mokolé who begins the game with Gnosis 4 can
have four “Gnosis points’ worth” of characteristics from the chart
below. (Some characteristics “cost” two Gnosis, as nored.)

All Mokolé have Archid form bite and c¢law atracks,
which do the standard amount of damage unless the Mokolé
has dreamt of the more vicious Long Teeth and Terrible
Claws. In the case of Makolé with beaks, flippers and the like,
bire or claw attacks may be impossible.

* Armor (Ankylosaunus): +2 soak (+3 for 2 Gnosis)

* Back Sail (Dimetrodon): +1 soak to rear attacks only

¢ Binocular Vision (Troddon): the Mokolé has +2 Percep-
tion

» Color Change (Chameleon): difficulty 1o spor the Mokolé
(whenhidden) rises by I; this characteristic can be taken more
than ance

* Constricting Coils (Boa): +3 dice to imsiobilize an opponent
® Deep Lung (Mosasaurus): allows subr nin water forup
toan hour i
* Feathers (Longisquama): Appeamm;@ 3
* Fing ‘:MUSHM' - doubles swimmin
* Fur (Snrdu,)&
* Grasping Han,d_x__
in Archid form

) this form

ﬂy eﬁﬁﬁiml}( for hnu /

» Huge Si’zé'-( A
Body Slam or ¢ hise
than once; rhus, Mokolé are up to 100 feer long in
Archid form; Hugesm also grants one additional Healch
Level each vime it 15 taken

¢ Long Teeth (Tyrannosaurus): Strength +3 Bite

* Poison Sacs (Snake!: if bite does damage, victim suffersan
additional four dice of aggravated damage

* Royal Crest (Parasaurolophus): +2 to any Social rolls
involving Mokolé or Magah

e Spikes on tail (Stegosaurus): Strength +2 Tail Lash

e Spitter (Dilophosaurus): the Mokolé can spit venom 1 yard
per point of Rage; must be purchased with Poison Sacs

* Terrible Claws (Deinocheirus): Strength +3 Claw

® Throat Sac and Wattles (Chuckwalla): +1 Expression, +1
to Bellow; this characteristic can also take the form of a hollow
crest with resonators inside

¢ Upright Walking (Goanna): bipedal Archid form

® Water Snorkel (Brachiosaurus): the Mokolé has breathing
vents situated atop its skull; +2 to Stamina when swimming or
crossing any body of water

»Webbed Feet (Hadrosaurus): allows a Mokolé to swint fast
and to walk more easily on soft mud; -1 penalty to Dexterity
when in Archid form

* Wings (Preranodon): flight (costs 2 Gnosis); the Makolé
can fly at speeds up to 20 miles per hour; Mokolé with Hellow
Bones can sear for hours; others can fly for 1 hour per point of
Stamina, then must rest for the night

. Song_of the G__

® Silver Claws (Level Two) — As the Ahroun Gift,

¢ Dragonfear {Level Three) — This Gifr, when invoked,
makes the Makolé's Archid form capable of inducing the
Delirium in other Awakened creatures, This Gift is taught by
Dragon.

System: The player must spend two Gnosis points to
activare this Gift.

® Dragon’s Breath (Level Three) — This Gift allows the
Makolé to spit fire as do the Dragon Kings. Dragon teaches this
Gift.

System: This Gift costs one point of Rage per fireburst.
The player rolls Dexterity + Athletics (difficulty 8) to hit. The
breath does three dice of aggravated damage (which can be
soaked). For each extra Rapge point spent, one extra die of
damage is done. Thus, a Mokolé could spend four Rage and do
six dice of agegravated damage.

¢ Walking Between the Worlds (Level Three) — As the
Bastet Gift.
¢ Attunement (Level Four) — As the Bone Gnawer Gift.
¢ Serenity (Level Fous) —As the Children of Gaia Gift.
t (Level Five) —As the Lupws Gift.

i S wxs
S

¢ %‘w} — The Mokolé can shake the

oice, rerrifving all who hear his roar.

A Crocodile-spiri g.t l;cache:. this Gift,
System: The player spex Lage point-and may roll
either Rage or Willpewer to ac ﬂmbel’@w%e difficulty

is the target's Willpower; if the rollis successful, then the
listener responds according to the Delirium Reaction Chart.
Each one of the player's successes after the first subtracts one
from the listener's effective Willpower.

» Hot Ichor (Level Three) — This Gift provides the
Mokolé with a pool of hear energy usable in hunting or battle.
A spirit of a hunting dinosaur teaches this Gift.

System: The Mokolé gains a "heat energy pool” with a
maximum limit of the Mokolé’s Homid-form Stamina + 5. The
player may spend Rage points at any time to fill the pool ata
one-to-one ratio. He may later withdraw these points to add to
the Mokolé’s Physical Attributes for a turn. The player cannort,
however, spend Rage directly to his Artributes; the Rage must
be converted for at least one m in the “heat pool.”

Hoonday Sun

Use Philodox Gifts to approximate the Gifts of the Noon-
day Sun.

» Truth of Oladumare: As the Philodox Gift: Truth of
Gaia. This gift is taught by a Sun-spirit.

e Clear Mind (Level Three) — This Gift allows fair judgment
regardless of the circumstances, A Crow-spirit teaches this Gift.

System: The Mokolé may spend Willpower points to increase
a Mental Dice Pool; the effects last for the duration of the scene.
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Setting Sun

Use Children of Gaia Gifts for the Serting Sun.

® Resist Pain (Level One) — As the Philodox Gift.

* Armor of the Tortoise (Level Three) — This Gift
enables the Mokolé to form a hard shell around his skin in
Archid or Suchid form.

System: The player rolls Stamina + Primal-Urge, diffi-
culty 6. The number of successes equals the number of dice
added to the Dice Pool for soak rolls, This Gift works in
addition to any armor already possessed and can be activated
only once per scene.

Shrouded Sun

The Gifts of the Shrouded Sun can be approximated with
Theurge and Uktena Gifts.

s Shroud (Level One} — As the Uktena Gift. Just as Sun
brings light, his servants can reach the Mokolé how to bring
darkness when necessary.

* Become Log (Level Two) — Like the Ragabash Gift:
Blissful Ignorance, save that the Mokolé must be on a forest

Mnesis roll (difficulty 8), the Mokolé can also speak any of the
languages of the other Bére for the duration of a scene.

Eclipsed Sun

Use the Gifts of the Silver Fangs, Philodox and Shadow
Lords to approximate the regal Gifts of the Crowned,

s Auraof Confidence (Level One) — As the Garou Gift.
This Gift is taught by a Dinosaur King or some other royalty.

* Dream Semblance (Level Five) — This Gift may be
exercised once in a Mokolé's lifetime. It allows the Mokolé to
become a true dragon for the duration of one scene. This Gift
is taught by Dragon.

System: The Mokolé prays to Dragon and makes a Gnosis
roll, difficulty 7. The actual abilities of the Dream Semblance
are up to the Storyteller but should be highly impressive. Once
the confrontation is over, the dream-form departs.

Rites

#  Mokolé rites are ancienggsome dating to the First Times,

Common rites that the Garou and Mokolé share are the Rite of

floor, in a stream or lake, or in another apprepriate setting. This Accomplishment, hanting prayers, greetings to the Sun and

Gift is taught by ‘8
* Walking
Bastet Gift.

Wlidnight Sun

Ty simulate the Giftsiof g
and Gailmd@dn -

@ Larnbeut Flam _1&@ ) }—— ‘\s £l1e Silver Fangs
Gift. This is taugh‘?%y "@ire-spzrit or by a Sun-spirit.

® Sleep of fh% Dragon (Level Five) — This Gift allows
the Mokolé to enter a;stﬁfe of estivation. She sleeps for a time
chosen by duration (*three moons”) or condition (“when the
lake fills with water"), While asleep, the Mokolé does not age,
though she may dream. Some Mokolé who possess this Gift are
ancient indeed. Usually, the Mokolé buries herself in mud as
she sleeps. The sleeping Mokolé is awakened by being moved
or touched, but not by ordinary noises.

Alligator-spirit.

System: The Mokolé can enter this sleep ar will. She
regains spent Onosis while sleeping and doesn’t age a day. She
must sleep for longer than the duration of one story; this Gift
cannot be used to regain spent Gnosis berween game sessions.

(Decorated Sun

To simulate Gifts of the Decorared Sun, use the Gifts of
the Silver Fangs or Shadow Lords.

* Persuasion (Level One) — As the Homid Gift. This
Gift is taught by a Snake-spirit.

¢ Talk (Level One) — This Gift allows the Mokolé to
speak human languages perfectly even in Archid or Suchid
form. Of course, she must know the particular language to begin
with. This Gift is taught by a Bird-spirit.

System: Noroll is needed; the Mokolé becomes automati-
cally capable of human speech in all forms, With a successful

'(in the case of; bhmﬁrg} the Moon. Also common are the Rite
of Talisman Dedication, the Baprism of Fire, the Rite of Spirit
ﬁwakenwb.g:tERtteU{qummnmng. and l:be Ruemflhc Fcuah

Mukoléﬁmr Ewo{_lm rites cénnected with Umhral tray eE as

S

Wrt}m Umbra. They alsn have few rites of

way do have seasonal rites, which

parental instincts, Fo msmﬁi:e.
helps a mother create an ideal plice fﬂrhet eggs, ﬁ'le'th:- of the
Harchling allows a parent to monitor Rer children spiritually;
Gator's Burrow acts like The Badger’s Burrow and enables
Mokolé to protect their wallows; and Feed the Wallow c¢an
increase a siall ration of food into a healthy meal for the clurch.

Quote

After rainy season comes dry season. After dry season comes
rainy seasom. We ave patient. Our time will come again,

Stereotypes

» Garou — They slaughtered us and crushed our
egus. Now they beg for help in their "wars.” Let the Wyrm
have them,

o Bastet — Nat all of Luna’s children are our foes.
Honor to the Bastet!

» Corax— They are chosen by Sun, roo. Their ways
are not our own, but the bond of Sun tells us to respect
them.

» Nagah — Who says that they are nor Mokolé?
They ate our brothers and sisters. Treat them as
clutchmares.
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Legendry

Gere-Hunts-the-Hunters speaks: 4

When Gaia was young and the humcm&sull hacbi’ ' &@m to

eat the world as their meal, the Changn@ﬁmeds-ﬁ%gguw their
tasks. Each of us had a mission to acgmnphskm ‘was assigned
by the Triat. Sometimes those duties érossed overeach other, and
the strongest destroyed the weaker rivals. ?‘}y was the way of the
Triat and of Gaia. We are whaviwe were ereated to be. Perhaps
the War of Rage was unnecessdry, butwe did what was required
of us. I feel no remorse for what nccm’ed in the past. Instead, |
look to what we can mend. That's my way and the way of all Get
of Fenris. i

wging Breeds, if they knew the Nagah's
surely destroy them as the Garou

b was the result of that failed attempt.
The .ict&omafth% sgah are never direct. Their talents in
subterfuge @'@@@kﬁ;ﬂduggcw put the Ratkin and Shadow
Lords m%h_ﬁm : e ever-quiet and civil Nagah of the past
are pipl %s-me of the greatest tragedies of the War of
Rage. Ni g%ng exists that tells of them as anything but
' ul. There are no written passages that mention their

Still, we made our share oﬁm[swkes Whole Breeds ﬂﬂﬂlh&gg& §§nufdemﬂs‘”§klfls or the dupli¢itous machinations that kept

lated because they crossed ous paths. ..a waste that no
ignore. The worst part is that we can't always fill the dﬁﬁe.wf
those we killed. We don't always know what cask :ﬁe
assigned them.

India originally. We Imr:rw rhey were wereser
they were proud, noble warriors who fought o
many Garou fell before them during the W’d{gf Rage.

What was their purpose? Whom did they sexty :
that | feelno remorse for what we did. | guess that's g
the death of the Nagah. Mostly, I mourn for

because somebody must and so few remember

(Description

It's true that every one of the Changing
granted a purpose. Each one in existence served a'g
had to be handled. Over the centuries, those pomm“h% '_ﬁtf:
sometimes perverted for one reason or another. The human
aspects of their nature often lead the shapeshifters to ex-
tremes as a result of overconfidence and ever arrogance. A
“helier-than-thou” outlook becomes the norm and the
entire structure created by the Triat and Gaia threatens to
crumble.

In their wisdom, the Triat and Gaia provided an answer
to that problem before it ever came about. Unbound by
loyalties to any faction of the Triat or even Gaia, the Nagah
are the dark watchers who make sure the cogs set in motion
by the powers that be continue turning smoothly. Moving in
shadows and watchingsilently, the Nagah carefully measure
the importance of the Changing Breeds and judge their
actions with cold-blooded efficiency.

For lack of a better title, the wereserpents are Gaia's
executioners, though they owe her no special allegiance.
Theirs is a sacred, thankless duty, to which they dedicate
their entire existence. They are the elite, the finest natural
assassins ever created.
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can Mmpumtmm so remarkably clean.

In the time before the War of Rage, the Nagah dwelled

. gopen!y among the ranks of humans. It was a sign of great
" prestige to have Nagah ancestors in India for many genera-
tions. One of the greatest of the wereserpents,
Silappadikaram, encouraged this practice of mating with
royalty and started the migration of the Nagah to other
lands, where the Breed was often called by different names.
In Arabian myth they were called the Yamilka; in Celtic
myth they became the Nemontana, and on and on.

The carefully orchestratedactions of these wereserpents
worked all too well for a very long time. The problem came
when they underestimated the ire of the Silver Fangs. A
Machiavellian chain of events exploded when the Silver
Fangs took offense at the death of @ne of their own and

~began looking to the other Chan@ging Breeds for explana-
. of the loss inly, thé War of Rage did not ignite
e death of ¢ ilver ﬁf\g, bm l:hal death sto&ed the

socalyptic house 'of cards, the entire situation
collapsed into a bloody fray thar ended in the ruin of most
of the shapeshifters. The Nagah blame their own ancestors
for the crime, and they still seek a way to redeem themselves.

In time, the Nagah pieced rogether exactly what hap-
pened and found that the fault lay with one of their own, the
first ever to look to a particular member of the Triat as being
more important than the other two. While they judged and
punished the guilty among other Breeds, one of their own
turned to the Wyrm and nearly destroyed all that the Triat
and Gaia had created.

The traitor’s name, Vinata, is reviled, and her suffering
is legendary among the Nagah.

Most believe the Nagah are dead, another species that
wasn't quite up to par on the evolutionary scale. The
wereserpents prefer it that way; in fact, revealing one’s
presence is a great crime among them. The Nagah now

=




move about the world with little or no fear of being recog-
nized for what they are, and though their numbers are small,
they manage to judge the Changing Breeds and handle the
tasks set before them when Gaia was young.

Organization

The Nagah always work in groups of two or three. This
practice has nothing to do with ability and everything to do
with ensuring no one ever again falls down the same pit that
Vinata did so long ago. These groups, called “nests,” seldom
stay in any one place for more than a few months. Although
shapeshifters are relatively rare, most Breeds outnumber the
Nagah and might question just what was going on if they
heard multiple reports of snake-folk in their vicinity. Ques-
tions might well lead to investigation that would require the
Nagah kill a few innocents. They'd rather avoid that.

While the Nagah usually prefer to mate with their
original Kinfolk, they've long since adapted to mating
outside of India. Such is true of the cobra-horn Nagah as well
as the human-born. The only solid rule regarding the snakes
they mate with is thar they must be venomous in nature. A
wereserpent born in North America is just as likely part
rattlesnake or water moccasin as she is cobra. The Nagah
exist throughout the world and seldom travel back to their
homelands unless there is a summons from the Sesha, the
ruling party of the Breed. Most make reports
once or twice a

s e A A i

year, only adding other trips when there is some question of
how they should approach a sticky situation and then only
if the nest can’t agree on a course of action.

The massive and ongoing changes to the earth’s envi-
ronment recently led the Nagah to take on another task:
that of battling the Wyem. They bear the Wyrm no ill will,
but they have come to realize that the destructive course
many people now walk is a result of the Corrupter's influ-
ences. Although they see the Wyrm as being out of line, the
Nagah don't seek to destroy it; they'd prefer simply to restore
the proper balance. The wereserpents have their suspicions
about what caused the shift in power, but they remain
uncertain and move cautiously in their attacks.

TCraits

The Nagah have four auspices: Kali (Winter), Kamakshi
(Spring), Kartikeya (Summer) and Kamsa (Autumn). Kali
and Kartikeya each start with 4 Rage; Kamakshi and Kamsa
each start with 3. Unlike the Garou, there is no special task
assigned ro.a Nagah as a result of when he was born. All are
equal in their duties. The same is true of the Nagah breeds.

The Nagah don't use caerns. They have no need of
them. Instead, they have special locations that they create
for themselves, pockets between the Umbra and the Gaia
Realm called “Ananta.” These lairs are much like the

Bastet's Den-Realms, save that Ananta are univer-
sally under water. The




Ananta are always well warded (see below) and only the
Nagah can enter them safely. Because the Nagah often
mave to new locations, the Ananta are temporary dwell-
ings. When awereserpent moves on, she literally absorbs the
Ananta into herself and regurgitates it later. When on the
move, a Nagah can use the power of the Ananta to step
sideways into the Umbra but otherwise may enter the
Umbra only through the Ananta itself.

The greatest of the Ananta is maintained by the Sesha.
Each Ananta is connected to the Ananta of the Sesha, but

the only way to get to the Sesha s if the Sesha decide it's timé

for a nest to report to it. This contact normally occurs once
or twice a year, more often if the nest is hand]mg bm?hess
that is urgent to the Sesha. lts own powerful pockes:
connected to Xi Wang Chi, the home of thé W
referred toas"The Dragon Kings,” and "Un}g&t ;
spirits that are the mentors and source of the Nagah's
Because the Nagah don't follow ghe mefbers
Triat, few spirits affiliate themselves with the wereserpents.
Their powers are slightly different than ghe Gifts of other
Changing Breeds for this reason. The N%h learn all their
Gifts from the Wani or their mifiong: Vv
The Nagah don’t have a formal system of Renown or
rank. Their belief is that such demarcarions breed discon-
tent. Each wereserpent is evaluated and granted new Gifts
as the Sesha sees fit. When the fime comes for the nest
teturn to the Sesha and reporfon its deeds, each me#
comes before the collective nilers of the Nagah to bz
for details about what the group has done since its pr
visit. Once an individual finishes, he is askeds
each member of his nest fmc] then is dmmlaﬁ@.’\

while the %sha m'lke«‘ Judgment As th :.
around, each nestmate is taken separately to
W«im to 1&-&111 thf: new Gifts he 5 Lamcd (1

Breeds.) | gg
Who exactly leads a nest is decided by the n

members, and leadership often changes depending onthe
task they've set for themselves. While this is normally

handled peacefully, there are accasions when ritual combat
is the deciding factor.

ABreeds

Although there are three different breeds — Balaram
(homid), Ahi (metis), and Vasuki (cobra) — they are all
considered equals, because each has special abilities that
balance the scales of power. The Sesha always consists of
three members of each breed working together, reflecting
the three aspects of the Triat working in harmony. There is
no mysticism at work, and none of the breeds reflects a

singular aspect of the Triat. It's simply a long-standing
radition.

The Ahi don't suffer the same disabilities as Garou
metis. They are able to conceive children and carry them to
full term. Howevet, there is no guarantee that the children
of the Ahi will breed true; as with the other breeds, only one
in 10 will be a true Nagah. Ones who are Kinfolk rather than
true Nagah experience their one Change in life when their
parents decide whether the offspring is to be cobra or homid.
Using a rite taught by the Wani, the parents make the
decision not long into the mother's pregnancy. The mother
then spends the remainder of the pregnancy in the chosen

tnumam:l the Kinfolk children are born as if normal humans

o
86%

ases, chr: Nagdh use rhe:r venom to blind nppnnent's

‘Wt& well (they have always preferred mating with spitting
. gcobraﬁ) When venom is spit onto a target instead of in-

- jecred through the fangs, the target takes the 7 Health
Levels of damage as usual, but there is a delay of one turn
before the toxins enter the blood stream. If the venom gets
into the eyes, the pain it causes and the damage it deals 1o
the optic nerves leave an opponent blinded for at least three
turns. Thankfully, the Gift: Resist Toxin defends against
this poison — although the Nagah are said to possess Gifts
that can counteract even this defense.

* Balaram: The Nagah is indistinguishable from any
other human in this form, although very few of them have
ﬂ()I!CL*cJHE' amounts of hndy fat

whn >mod I:htre & moment bctmrc ‘\ll Im.lr on the N:lg.ah

body disappears, to be replaced by bony ridges that strongly
resemble seales. The jawline extends substantially, often

making the Nagah look as if he’s been dabbling in the use of
steroids for too long. The nose recedes and widens until the
face seems almost flat. Heavier scales cover the skin, often
changing the coloration enough to make any guess atrace a
waste of time. The scaled lips of the Silkaram form make
certain words harder to form and lend sibilance to the
Nagah's speech. When exposed, the teeth of the trans-
formed wereserpent seem fused together, except for the
canines, which extend almost three inches beyond the other
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teeth. These fangs fold back when not in use. Lastly, the eyes
change radically, growing darker and losing any human
coloration they had. While the Silkaram still has arms and
legs, they grow thicker and slightly shorter. The fingers and
toes become webbed. In this form, the Nagah are excellent
sWimmers.

¢ Azhi Dahaka: The combat-form of the Nagah varies
greatly from one individual to another. Few look enough
alike for anyone to realize they're from the same breed. The
one certain giveaway is the massive “hood" that most wear
extended while in battle. The faces of Nagah in this form até
almost completely ophidian. The hood of the Azhi Dahaka
is present even in Nagah from other parts of the wagldy long
removed from any cobra parentage. Azhi Dahakamablgmi
unhinge their jaws, which allows them a bettgf bite for ehe.
injectionof venom into anopponent. Their tofigties lcng&mi_
and usually become forked. The Azhi Dahaka alsifia '
and are fully amphibious. The limbs of alNagahiimthis form
more resemble the spine of asnake: Vt;rtebraﬂmp‘face joints
and the limbs are amazingly fluid. Mg&t Na@hlbqe their legs
completely and instead balance on a tfunk and tail that
often extends toa length between 16 andED feet. The hands
of the Nagah grow much thicker anfl their fingernails are
replaced by vicious talons, Heavy scéles cover the body and
add protection from many attacks. The upper chestand arms

grow far heavier in the Azhi Dhaka shape, allowing tlm-": "

Nagah to use a strength that rigals the werewolves’
form. Most Nagah scar their Hodies in a manner sisfii
some Garou, and the scars become livid pattersis
form. ]

¢ Kali Dahaka: This form resembles a ot ._:

the second is that the king cobra is nowhe
Once again, the ritual scars of the Nagah are preses
furm but they are mut(‘d 'md nowhere nearé

:.hapc wlthout llu benef:t of armsif thev S0 de' ar
+ Primal-Urge roll, difficulty 7). The Kali Dahaka
comes complete with working gills, allowing theNg
breathe under water. R

® Vasuki: The Vasuki form is that of a cobra. ﬁcma
no noticeable difference between a normal cobra and 2
Nagah in this form.

Gifts

These Gifts reflect only the Nagah's tribal abilities.
Starytellers and players can easily adapt many of the other
Gifts from Werewolf to reflect the wereserpents’ Auspice
Gifts: Silver Fangs for Kali, Children of Gaia for Kamakshi,
Fianna for Kartikeya and Shadow Lords for Kamsa. Homid,
Metis and Lupus Gifts can be used as the models for Balaram,
Ahi and Vasuki Gifts. All Gifts of the Nagah are taught by
the Wani.

‘while fightingsmanother with his arms. The Nagah

Form Statistics

Silkaram Azhi Dahaka  Kali Dahaka  Vasuki
Serz +2 Str: +3 Str: 42 Str: -1
Dex: +0 Dex: +2 Dex: +2 Dex: +2
Sta: +2 Stai +3 Sta: +2 Sta: +1
App: -2 App: -2 App: 0 App: 0
Man: -2 Man: -3 Man: 0 Man: 0
Diff: 7 Diff: 6 Diff: 7 Diff: 6
Bite +1 Bite +2 Bite +1 Bite +2
Venomt Venomt Venomt Venomt
Claw +1 Claw +2 Claw +1

- ' Constriction®  Constriction®

wIncites Delirium
* I this form a Nagah can use his body to
‘grapple and squeeze one opponent with his Strength

miust first make a standard Dexterity + Brawl roll to
hit; takeep the opponent constricted, he must roll
a Swength # Brawl roll with a difficulty of the
opponent’s (Strength + Brawl) -2.

#Nagah venom isn’t quite the same as cobra venom,
ehough the similarities are remarkable. In addition to
‘the natural toxins, the venom moves through the body
-at supermatural speed. While a cobra’s bite might take
8 few moments to work, the wereserpent’s poisons may
‘a5 well have been injected into the bloodstream by an
intravenous feed. Nagah venom even works on vam-
pires, though the damage is halved as the vampires
don’t have fully functioning nervous systems. A vam-
pire may remove the venom from her body by forcibly
expelling blood (one Blood Point per Health Level of
damage). Ananasi don't have the same option, as they
are very much alive. However, werespiders can return
the favor. Nagah and Ananasi are immune to theirown
poisonous bites but not to each other'’s. A Nagah can
inject venom three times before depleting the venom
sacs behind her fangs; however, spitting the venom
expends two “doses,” due @ the amount necessary for
|proper coverage. '

- # Spake’s Skin (Level One) — With this Gift, the
Nagah can shed a layer of skin and regenerate the lost flesh
instantly in order to slip free of extremely tight bonds and
even handcuffs. This Gift may help a Nagah avoid being
thrown by an opponent.

Systém: The character spends one Gnosis point and
rolls Dexterity + Athletics o remove the outer layer of her
skin and allow her 1o slip free of any bonds. An additional
Dexterity + Athletics roll may be required to slip free of
extremely complicated bonds at the Storyteller's discretion.

* Eyes of the Dragon Kings (Level One) — This Gift
allows the Nagah to see through any obstacle shy of a solid
wall. Murky waters seem clear, hazy fields enshrouded in fog
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or smoke pose no ohstacle. Eyes of the Dragon Kings also
allows perfect night vision. The Nagah's eyes glow when
this Gift is employed.

System: The player makes a Gnosis roll, difficulty 6,
and must still use Perception + Alertness to spot an ap-
proaching enemy. Gifts such as Blur of the Milky Eye still
work against the Eyes of the Dragon Kings, though the
Nagah'’s penalties to see the character are reduced by 1.

* Night Whispers (Level Two) —This Gift allows the
Nagah to communicate silently with anyone he washes
(usually other members of the nest). No one else can
the conversation, though the wereserpent’s movem
other noises are not silenced.

System: The character must spend one
Gift lasts for the duration of the scene.

* Veil of the Wani (Level Two
may, if she so chooses, erase the mem
from the minds of any surviving wit
Anyone who saw the wereserpent 8 like!
that an encounter took place butds ury
nature of the encounter or “remembe
else entirely, A Garou Wl'lqlv baty a Nagah might
remember fighting and losing taia Mokolé or Serite
vampire, but would still deny f;gbgﬁ‘ng aNagah and claim
that the wereserpents are l()ng,g'ktmct

System: The player spends two Gnosis and rolls
nipulation + Subterfuge agaigst a difficulty equal
target’s Perceprion, While only one success is nee
three or more successes the farget forgets ever eve
an encounter and suffers complete amnesia
incident. This memory isn't blurred or fad
pletely removed from the rarget’s mind.

to recall the
it as something

[

* Blessings of Kali (Level Three) — ¥ ifts of
Kali, the Nagah develops natural weapons or.
Aseriesofheavy, bonelike platesforms over pent’s

scaly hide, giving her a natural defense agai
and adding damage to her hand-to-hand co
time. ‘

System: The character spends one Gna
Rage, then rolls Stamina + Primal-Urge to make ¢
The plates of bone form over the entire hood of the
and over the torso, the arms and the underbelly, adding +
to his soak pools. The plates on the arms, elbows and
shoulders are all barbed and very sharp, giving the wereserpent
a damage rating of Strength +3. As with Garou claws, this
damage is aggravated. This armor doesn’t affect the Nagah's
mobility as it does not actually allow extra protection over
the entire bady. Nagah hoods run from the crown of the
head down to the middle of the back, so when armored in
this manner wereserpents’ vital organs are granted the
protection bonus from front and back, but not from the
sides.

adjusts ro heat, cold, radiation, disease and pressure. Light-
ning and fire still cause damage if they are intense enough.

System: The character expends one Gnasis point and
rolls Stamina + Survival against a difficulty of 7. The effects
last for one scene.

® Darting Fangs (Level Four) — The Nagah grows
long, sharp barbs on her arms. These barbs bear the same
venom as the Nagah’s fangs and can be launched from her
body. Only two of these barbs grow, and they may be thrown
together or separately at opponents.

System: The characrer spends one Gnosis point to
generate the deadly barbs. Each poisoned dart has a
ok at the end, making it almost impossible to
out causing additional aggravated damage.
s Strength damage upon impact and, if an

an opponent and petrify his enemy with the
glare. An enemy under the influence of this
s to take any actions save to regenerate.
The Nagah rolls Manipulation + Intimidation
the target’s Willpower. Even one success freezes the
t with fear. The target could well spend hours or days
en in this way, experiencing the equivalent of a petit mal
epileptic seizure. However, the effects of this Gift last only
until the targer is distracted (by, say, an attack). Once the
target is disturbed physically, he is freed from Gaze of the
Serpent. This Gift works against only one opponent at a
time. Once a target is struck by the Gift's power, he can’t be
affected by it again until the nextscene. Nagah often use this
Gift o aid in escaping from powerful foes; few use it as a
means of gaining advanrage in combat.

® Destroyer's Blessing (Level Five) — When using
this Gift, the Nagah sacrifice\\ the use of her arms to combat
multiple opponents. The arms of the wereserpent each split
ifito three, each section heg wming the body and head of a
) utonomous and can attack of its

Lare under the will of the Nagah atall

e

System: The Nagah expends three Gnosis to make this
shift. Each head comes complete with enough venom to
inject one target, and each cobra must make a separate
attack roll in combat. Cutting away even one of these
serpents leaves a very serious wound on the Nagah when the
Gift wears off. This Gift lasts for two tums.

e Breath of the Dragon Lords (Level Five) — The
Nagah using this Gift exhales huge gauts of scalding gases.
The gasec. Al e T DR e i R ol i A FHRES




System: The Nagah must make a suc¢essful Dexterity Quote
+ Firearms roll to strike an opponent. The number of

What are we? We are for you what you are for the world.

damage dice rolled is equal to the wereserpent's Gnosis. This -
As you judge, so muist we.

damage is aggravared and has an effective range of 20 feet.

Stereotypes

® Garou — There is no other breed that so desperarely needs judging. Of all the Changing Breeds, it is the arrogant
werewolf who has caused the most harm and broken the most rules.

* Ananasi — They are cold and efficient killing machines. We know what their plans entail, but their plans of
wrongdoing aren’t punishable, only the actual acts. When the time comes, we will strike and they will fade from the
memories of all races.

* Bastet — We accord them some respect, for they manage to keep the knowledge of the old ways intact. If they
obeyed the wisdom they learn, rather than selfishly storing it away, they would be worthy companions.

® Corax — They feel they know so very much, but they too are limited in their ability to see.

® Mokolé — They sometimes resemble the Wani, That fact won’t save them if they break the laws which bind us
all. Their memory is long and that is a good thing. Some may even remember us well enough to avoid doing something
very, very stupid.

® Nuwisha — Despite their lack of anything resembling discipline, they manage to maintain their purpose and save
us a great deal of trouble. If not for the Nuwisha, we'd have destroyed the Garou a long time ago.

* Ratkin — Few have suffered as much as the Ratkin. We seldom need to corfect them in their actions. Still, they
are tasty enough when the time for punishment comes.

® Rokea — We all have our roles, no matter how unsubtle. The Rokea we leave in peace.
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wl-Eves speaks: 9 & 3

i

G

How many of you have actually met a werecoyote? None?
Are you so certain? They use our caems, you know. They hide
themselves among s and we never know until it's too late, The

- made themselvessc:

isha

=
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G

s S

remained unaffected &by the bloody combat. When the
second War of Rage came to the Pure Lands, the Nuwisha

They packed what they needed and

Nuwisha are the very hsrnﬁé%ers around and make most ‘“dwm into) @%MM Where most remain even

Ragabash seem like second-grade defmquems We Uktena have
a saying: If there’s a Nuwisha in r.he area, chzckgw adow

twice. The first time you chuck to see ff he's h@'ngy}erg,vwafﬁng

for the right time to trick you, The second time you chec%to make:
sure he hasn't stolen it. :

The War of Rage was abloody affair, no.two ways abma it

But the ;m!y ones who came out of it :mharmcd rwure@be

=
i S

T

became of rhem. Ihe;.l hid their caerns from us and Ihe)l walked
away, probably laughing the entire time.

But the thing is, I think they come back from time to time just
to see if we've killed ourselves yet. For all I know, any one of you
could be Nuwisha. Any one of yow might just be checking on the
rest of us, seeing what we've managed to do with the places we
conguered and listening to our tales of regret. If so, then [ hope
you'renot laughing too hard. Those of us here are seeking ways

to make amends. . ..

(Description

A very long time ago, the Nuwisha taught the Garou
how to step sideways into the Umbra. Many among them
still haven't decided whether it was the wisest thing they
ever did or the worst mistake they ever made. In the long
run, it makes no difference. The Nuwisha always look to the
future and the present. They have little time for the past.
The Nuwisha were, perhaps, the very first of the Changing
Breeds to travel to other lands. Long before humans discov-
ered there were places beyond the ocean’s edge, the
werecoyotes were exploring the world and finding new ways
to amuse themselves. The werecoyotes are insatiably curi-
ous about everything and normally find humor in even the
grimmest situations. Most Changing Breeds are universally
of the opinion that the Nuwisha were a mistake on Gaia's
part.

That's how the Nuwisha like them to think. In truth,
the Nuwisha consider themselves teachers. They believe
their sacred duty is to show the other Changing Breeds the
errors of their ways. Realizing that they are among the
weaker shapeshifters, they also tend to believe it's best to
teach the others through a sort of hit-and-run method.

When the War of Rage began, the Nuwisha were
unknown to most of the Garou save for the Uktena, the
Wendigo and the long-gone Croatan. The werecoyotes

-
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xm(&'i The werecoyotes hid their most powerful caerns and
- gladly Teft the lesser ones for the invading Garou. Their

reasoning was simple enough: Why not let the Garou

ndle the task of maintaining the caerns and simply make

-use of them as the need arose!? These days, the Nuwisha

return to theirown abandoned caerns when they have need
of them. The Nuwisha are adepr at subterfuge, and few of the
Garou even know when a werecoyote has been in the sept
éiﬁ ﬁﬂ\en dcr\rarftﬁge; ?ﬁ&é@werewoi\ es' “hospitality.”

- .n[gr small nmb&@dgweremymes exist in the Gaia
Realm at any given time. They have rules about when and
where they mapappear in the physical realm, but only the
Nuwisha themselves understand those rules.

First and foremost; t;he Nuwisha are instructors. Their
methods of teaching range from practical jokes to violent,
and sometimes fatal, pranks, but they are instructors none-
theless. In Lloyd Alexander's The Black Cauldron, one of the
main characters says that there are three principles of
learning: “See much, study much, and suffer much.” To the
Nuwisha's way of thinking, the last method is the best way
to teach as well. Most important of all to the Nuwisha is that
they never let the people they educate know they're being
taught a thing. It's a part of the Nuwisha mindset that they
not take credit for their actions...at least not in mixed
company,

Unlike the Garou, the Nuwisha have followed only one
totem always: the Trickster. Whether the Trickster is call-
ing itself Coyote, the Shape Changer, Ti Malice, Ratatosk
or any of a hundred other names, all are the same to the
Nuwisha. The difference comes from how they choose to
follow their Totem. Some Nuwisha are very subtle in their
tricks, whereas others are slightly less subtle than a tornado.

Organization

It’s been said by many who've met the Nuwisha that
they haye noorganization. That’s fairly true. While two or
more Nuwisha might gather from time to time to share a
meal, they seldom stay together for more than a few days
unless one is working as a mentor ro the other.

The First Change is seldom traumatic for the Nuwisha,
but even they need a little coaching before they embark on
their new lives. When a newly transformed Nuwisha awak-
ens to her true nature, Coyote sends a message to another of
the Breed to find and nurture his child. In the case of the




werecoyores, that normally means anywhere between a day
and a week of instructions and warnings, The instructions
involve the artof changing shapesand afew pointers on how
to survive in a world that is often hostile; the warnings
involve the other Changing Breeds and how best to deal
with them when they're encountered. After that, the fate of
the new Nuwisha is “in Coyote's paws and teeth.” The new
werecoyote is left to discover his own best path in the world.

- Most of those paths are very long and convoluted.
For the most part, the
werecayotes travel alone,
meeting only for the annual
" ﬁ \ / -I
\
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Festival, when all Nuwisha gather and celebrate their exist-
ence. The Festival is a special event in the Nuwisha's year,
and its location is one of their greatest secrets. During the
time of the Festival, all werecoyotes are present and per-
fectly willing to kill anyone who considers interfering,
Most of the Nuwisha belong to the Umbral Dansers,
especially individuals who dwell full-time in the spirit
world. The Umbral Dansers are dedicared to protecting the
Umbra from foolish invaders and serving as a defense against
the Wyrm, which has, in their opinion, consumed quite
enough of the Umbra already. Most know places in the
Umbra that remain unknown even to the Wagnerians —
those Garou who spend their time searching the Umbra for
a legendary mirror image of Gaia to make her stronger —
and rthey sometimes aid the Wagnerians in exchange for
anonymity. The Umbral Dansers have no desire to teach the
Garouanything else about the Umbra, for these werecoyotes
remain convinced that the foolish werewolves al-
ready know too much. As it stands, you just about
can't go anywhere without one or two Garou
stumbling pastand snarling atanything that moves.
The Umbral Dansers learn certain Gifts
thar are held as secrets even from the other
Nuwisha, Until a werecoyote proves worthy
of learning these Gifts, they are left in their
ignorance about its existence. Gifts of the
Umbral Danse may be used only by those
Nuwisha who are members of the Umbral
Dansers.

QCraits

; The Nuwisha admir that there was
[} once a falling out between themselves
and Luna, though none is willing to say
exactly what the caused the break in
relations. Most outsiders are certain it
was a practical joke that went horribly
wrong. That, the werecoyotes explain
to any who are willing to listen, is why
all Nuwisha follow the sign of the New
Moon. All Nuwisha are Ragabash. Per-
haps it's for this reason that the
werecoyotes have no Rage. They still
heal from wounds at supernatural levels,
but they can't frenzy, they take no damage
from silver, and they get no extra actions in
combat. The Nuwisha consider these things

blessings, as they prevent the werecoyotes
from making asses of themselves as regularly as their
cousins the Garou — at least in their own eyes.

Renown for the Nuwisha is similar to Renown
—_ forthe Garou. The difference comes from the

coyotes’ particular mindserand what they con-
sider significant. The Nuwisha believe that Glory, Humor
and Wisdom are far more important than Glory, Wisdom
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and Honor. In truth, Honor is an entirely different thing to
the Nuwisha. Honor isn't measurable in their eyes; it simply
is. Humor, on the other hand, is ever so important. Humor
is the measure of originality in tricking a foe or a friend. In
teaching and combat alike, humor must always be present.

ABreeds

There are only two starting breeds for the Nuwisha:
homid (born of humans) and latrani (born of coyotes). If
there has ever been a metis Nuwisha, no tales exist of what
happened to it. Most Nuwisha claim their kind aren't
capable of producing werecoyote metis. Most others who
have pondered the lack of metis have concluded that no two
Nuwisha could possibly stand each other long enough to
mate. There's a bit of truth to that accusation: The Nuwisha
are solitary by nature, Unless she’s imitating one of the other
Changing Breeds, there's little chanceoffinding one staying
with any group for too long. Most prefer toexplore the world
and solve every puzzle they come W@C&nmdes aud
commitments slow down their ability to enjoy htL tu&*lﬁw
tullest e . .

The Nuwisha don’treally have Kinfo]&sﬂe?‘égns:der
all humans and coyotes to betheir kin and are content with
that. In accord with the legends of Coyote hlms&lf the
Nuwisha are exceedmgkf amorous. If there's a new and
interesting variation on the old thME$theY Il give it& at
least once. Despite thlsg, fa:;;;, and tlr;e nummusm:her
shapechangers they've shsred%ronmtlc ﬂmﬁt&iﬁh&ww&h
there's no evidence of halfzb ap
around either — none, at least, who mmNmi&ha .
The homid Nuwisha starts with Gnom 1, the Gifr-
Spirit Speech, one Homid Gift and one Ragabash Gift.
Latrani begin with Gnosis 5, the (.g;ft.esﬁhbht ﬁunw@ne
Lupus Gift and one Ragabash Gifts AﬁNuwtnha begin wi M”ti%@
4 Willpower. :

Forms

* Homid: Like the human aspects of most other
shapeshifters, the Nuwisha's Homid form can’t be distin-
guished from an average human.

S
o

-
G

o
s

¢ Tsitsu: This form is similar to the Glabro form but
more human. The Nuwisha doubles his bulk in this form but
is still human in the eyes of most observers. Speech is never
a problem in this shape, and some Nuwisha prefer to enter
strange territories as Tsitsu simply for the intimidation
factor.

® Manabozho: As with the Garou's Crinos form, the
Manabozho is a brute. The average increase in mass is a full
250 percent of the Homid norm, while the height of a
Nuwisha in Manabozho is between seven-and-a-half feet
and eight feet. A few get even larger. A Nuwisha can speak
without trouble in this form, but his voice is very deep.

* Sendeh: The Sendeh form strongly resembles a wolf.
They are often mistaken for red wolves by individuals who
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Form Statistics
Tsitsu Manabozho Sendeh Latrani
Str: +1 Str: +2 Str: +2 Str: +0
Dex: +1  Dex: +3 Dex: +3  Dex: 43
Sta: +2 Sta: +3 Sta: +3 Sta: +3
App: 0
Man: -1  Man: -2 Man: -3 Man: -3
Diff: 7 Diff: 6 Diff: 7 Diff: 6

don't know any better, and many even hide among packs of
regular wolves while in this form. While human speech is
impossible in Sendeh, the Nuwisha are still capable of
mimicking the sounds ofhuman laughter, crying and screams.
They're loads of fun on camping trips.

e Latrani: The Latrani form is indistinguishable from
a regular coyore,

wGiftsines 1

S

~ The Nuwisha are all Ragabash for the purpose of
ﬁm&m@ﬂiﬁs T’hefcai\ select Homid Gifts or Lupus Gifts,

- depending on their breed. Most of their Gifts deal with the

" best ways to escape from sticky situations or the best ways to

 humiliate a foe. In compatison t6 the Garou, the Nuwisha

- havewerwfew Offemwely powerful Gifts.

B D ring ?esthrals the elders of the tribe decide who, if

~anyone, deserves to leamn new Gifts as rewards for their

S

: M@d&ds Sometimes, Coyote sends a ‘ip!l‘lt to teach a Nuwisha

.new Gifts because it suits the totem’s needs.
® Rabbit Run (Level One) — As the Silent Strider

Gl& §i:ee§ of Thought.

. * Spirit §m§h (Level One) — As the Theurge Gift.
et Sheap’%getihmgg (Level Two) — Nuwisha employ-
@,in%@thlb Gift hké& on tﬁ’e shape and scent of another
~sh er (Corax, Ananas:, Garou, whatever). The coy-

nte-apgyrg;ven to other membersiof the C Changing Breed
she’s impersonating asa member of the sametace (orin cases
of mixed parties, as the one most common Breed, usually
Garou). Sheep’s Clothing affects all senses, even ones
enhanced by other Gifts. By this means, the Nuwisha
manage to make use of the caerns they surrendered to the
Garou and even the places of power belonging to other
shapeshifters. This Gift is taught by a Cuckoo-spirit.

System: The player rolls Wits + Primal -Urge, difficulty 6,
and spends one Gnosis point. The Gift bestows the appear-
ance and scent of another Changing Breed but not the
abilities. While the Nuwisha can take on the appearance of a
werespider's Crawlerling form, she doesn’t actually break into
thousands of smaller creatures. Nor can a Nuwisha taking on
the shape of a Corax suddenly sprout wings and fly, unless he
has an appropriate Gift such as Sky Running. The duration of
this Gift is one full day per Gnosis spent.

G
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® Odious Aroma (Level Two)— As the Bone Gnawer
Gift.

* Blisters (Level Three) — With this Gift, the Nuwisha
causes an opponent to suffer from hideous blisters and loss of
fur. The blisters form immediately, and over the course of a
few hours the target begins losing fur (or feathers or scales)
as if suffering from the mange. This Gift is used to humiliate
an opponent, and is especially effective against the overly
arrogant Silver Fangs. This Gift is taught by a Coyote-spirit.

System: The character must first touch a target; the
player rolls Manipulation + Medicine against a difficulty
equal to the target’s Rage (or 4 for individuals without
Rage). For every two successes, the target loses one dot of
Appearance and suffers -1 on all Social rolls. This Gift lasts
for two weeks minus the target’s Gnosis (if any) in days.

(:Ift G G
® Umbral Sight (Level Three,i}ﬁilng@galmse) —
the Theurge/Ukrena Gift.

* Umbral Howl (Level Three, lfmbrﬁ Danse) —
The Nuwisha can call to other Nuwisha both in the Gaia
Realm and in llw Umhm Norma][y. this éi?t Q}Vg tgj
communicate nem O?Q()tential |mpurtﬁ1c§ to all the
Nuwisha who ¢are :ohstem, though a fewhaye used tins él&@w
to continue debatﬁwh%hégg lggrex§for
cally, this Gift is also useful for sum aid, bu isha
prefer to fight their own battles and dle in the pl%ﬁ if
necessary. Also, they'd rather trick the other Changing
Breeds into helping them first. This Gift is taught by an

o s
avatar Uf(,()yl.ltt, . e

System: The Nuwisha must make a Gnosis roll, diffi-
culty 7. All Nuwisha hea:fhe ?all in tﬁéﬁjﬁbréwﬁ\ die

i

Gaia Realm alike, thoggh @'lether ornot they respond isup

to the individual werecoyotes. If if's a eall for &s:c%_ -

there better be good reason, q; I;he others will dlwagg
remember who \\’astul their pn.‘c:ou* time.

¢ Happy Thoughts (Level Four) — Sometimes the
Nuwisha feel it necessary to spread their good feelings to
others around them, espeeially if things look as if people
around them are giving thought to the idea of a good frenzy.
This Gift temporarily removes the target's ability to Rage,
which leaves him in the same position as the Nuwisha. On
the bright side, the target is temporarily immune to the
effects of silver. This Gift is taught by a Coyote avatar.

System: The Nuwisha must first touch his rarget, then
he must spend one Gnosis point to suppress his rarget’s
ability to Rage. This Gift lasts for one scene. Note that this
Gift does not remove the target’s ability to change shapes.
The target hasn't “lost the beast” but is simply unable to
make full use of the Rage inside.

» Trickster’s Skin (Level Four) — This Gift has two
simultaneous effects. First, the target of this Gift takes on the
appearance and scent of the Nuwisha. Second, the Nuwisha
takes on the appearance and scent of the target. The
Nuwisha normally use this Gift for hasty getaways when

//-ln_.-.
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they are being chased by angry packs of Garou, humans or
other strange creatures without a proper sense of humor.
The pack invariably finds itself chasing the “Nuwisha,”
who, of course, is actually a packmate. Meanwhile the
“packmate” is busy finding another place to be before his
ruse is discovered.

System: The character spends one Gnosis point and
rolls Wits + Subterfuge against a difficulty equal to the
target’s Primal-Urge +3. This Gift may be used at range and
lasts for the duration of the scene.

¢ Hidey Hole (Level Four) — This Gift allows the
Nuwisha to make a perfectly concealed and very useful
Umbral safe haven, much like the home of a trapdoor spider.
These small forts can be placed anywhere — in the sides of
buildings, even in a busy intersection — though, as the
average Nuwisha isn’t overly fond of cities, they're normally
placed in the wilderness. This Gift is taught by an avatar of
Ti Malice, one of Coyote's many forms.

System: Once the werecoyote has decided where the
Hidey Hole's @k‘g tu be, he must spend one permanent
G e

_ Gnosis to create th&ﬁpct and must also make a Wits +

- Subterfuge roll, difficulty 7, to properly camouflage the fort.
These @ﬂ\fém% ‘often used as a shelter or to hide prized
‘items. Some Nuwisha use them as a hiding place between

practical jokes on particularly persisteut enemies.
i s

.. TmmsMate (Level Five) — Teasing Mate is a Gift
with devast p@tenﬁﬂ?m target affected by this Gift
ﬁnm‘%dmmfy re eases@zxttetrfelv powerful, concentrated
- mones into the air. These pheromones make all crea-
: ﬁ%t&% of the same race and the same gender as the target
- immediately desire copulation with the unfortunate af-
~ fected by M@the Nuwisha's sense of humor. This Gift is taught
h? an avatar of Coyote.
. §ys:em=;rhe effects are instantaneous and cause all
:$\c:®e&atures of&tg;eggmgg race to respond, provided they are
~ within range of the pheromiones. All who are affected may
“resist theeffect witha Wlﬁﬁower roll, difficulty 9. Anyone
failing the roll is in for an embarrassing memory or two. The
Nuwisha must first make a successful attack and then roll
Wits + Emparhvwdqflculty 6. The effects of Teasing Mate
last for a full scene. 5,
® Ghost Danse (Level Five, Umbral Danse) — This
Gifrallows the Nuwisha to exist both in the Gaia Realm and
in the Umbra simultaneously. 1t permits the Nuwisha to
attack on eitherside of the Gauntlet without being attacked
in return. The Ghost Danse can be countered only by
another Nuwisha using the Ghost Danse or by the Gift:
Sideways Artack.

G
w

System: The Ghost Danse requires one Gnosis per turn
while it is in use.

¢ Wyld Throw (Level Five, Umbral Danse) — The
Nuwisha can hurl an opponent into the Far Umbra or back
out into the Gaia Realm. This Gift is a favorite of Umbral
Dansers for removing unwanted rubbish from the Umbra
(Weaver-mages and the like), There is no predetermined
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location where the targer arrives once thrown in this way.
The distance is often several hundred miles from the target's
original location, but victims suffer no damage. This Gift is
taught by an Avatar of Coyote.

System: This Gift requires a successful attack roll and
the expenditure of a Gnosis point. The damage successes of
the attack do not harm the target, but rather increase the
target’s difficulry in returning to the Umbra or Gaia Realm
by +1 per success. A Nuwisha who scores 4 successes against
a target throws him into the Umbra. The Gauntlet is
increased by +4 difficulty for the target affected by this Gift.
This effect lasts for one scene.

Rites

The Nuwisha use many of the sam@ nﬁr@ a,s ghe Garou.
(Most would even gladly claim they ta %;;hﬁg}erewu]va
everything they know, but they only dothat e
look on the werewolves’ faces.) Nuwia]:faaiaﬂ C
the following ritesige.., e =

Rite ntC,le.anﬁhlg thm;}i Talisman @@
the Opened (_.aem x(LEvelonﬁ}. Rite of
Rite of Becoming, R fongm o)

(Level Two), R:rei:fﬁxeFetish. Sﬂtffenﬁcgw_m ‘ Uf@ll.’lgw :
Totem (Level Three), Nm& ﬂzemmafthe Tﬁmﬂi‘is i &velﬁ:m Ty @ ii

QRite of the (Dream (Danse

Level Four

This powerful rite allows the Nuwisha to know where
all of the other Dream Dansers are in the Umbra and to
communicate with them. This rite is a formal and solemn
one for the Nuwisha and is used only when absolutely
necessary.

QRite of Caern Concealment

Level Four

This rite requires no fewer than 10 Nuwisha working in
conjunction. In earlier times, when the Europeans first
came to the Pure Lands, the Nuwisha used the rite to hide
all of the Breed's most powerful caerns. Once enacted, the
Rite of Caern Concealment makes Nuwisha places of power

... invisible resallbutithe werecoyotes. While the Nuwisha

the stumd - ﬁ%vemt M ﬂa& nge{@ over 70 years, their eldest still
oushare uﬁd . A

. "xz'ﬂss s

Gem il

i

i

used by the Nuwisha onl‘,"’*tahﬁ'tﬂt&m%h&ww ?ét ()i o
all time. = T OﬂT‘l*ﬂﬂe Nuwisha in existence at any time knows the
«l & i Gk i

In addition, there are cet_sain ntcs known OtIl? to the

Nuwisha. B Y

G e i G

G iy L

Rite af mansjng - L = AV

S

Le\’el TWI.‘I 4

n@ tosing back rhe dead. According to Nuwisha legends,
€ & was the creator of the earth. He created the world
 song he brought life with the same song. This music
yio his children, and only Coyote knows the
d toteach the song. This rite is among the
catest h{mm& N?mmha can receive from the Trickster,

This Rite is.the first step Qn"l:iw path of the Umhral o gmf, i used onhs‘,,h%? @QXQW demands it

Danser. The Nuwisha must fast for three full days after

devouring peyote. During, this time, the Nuwisha must
recite all past experiencesin battling the Wyrm, travelling
the Umbra and teaching other Changing Breeds the error of
their ways.

System: One Gnosis is spent per day; at the end of
the three days, the Nuwisha rolls Enigmas + Manipula-
tion, difficulty 7. A success indicates the Nuwisha has
been accepted by the Trickster and can purchase the
Umbral Danser Gifts. Failure means the Nuwisha has
not suitably impressed the Trickster yet and must wait
another year.
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erforming the rite must spend
one permanent Gnosis for wﬂhwm@c he wishes to resur-
rect. Hemust also spend an additional permatient Gnosis for
each Health Peyel.of damage beyond death done to the
deceased. For examplé;a Nuwisha who is one Health Level
from death receives four ‘Health Levels of damage. The
werecoyote singing him back would have to spend 4 perma-
nent Gnosis.

Quote

You've no business laughing at others if you can't laugh at
yourself. Now pue that klaive away before | spank yow with it

Werewolf Players Guide
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Stereotypes

® Garou — There's little in the world more fun than sending a pack of Garou chasing after their own tails. [ love
our cousins, | really do, but you have to admit they normally lack in the social graces. They snarl, they spit, they rip into
their enemies and feed on their entrails. They lack originality. What they really need is a collective enema.

® Ananasi— I've neverseen any group more determined to build their own webs and destroy their neighbors, Never
attack a werespider. They tend to stick together against anyone who's not ¢ne of them. 1t's okay if they kill each other,
but it's obviously a family thing, and interlopers aren't welcome.

® Bastet — What I love is when one of the Bastet manages to do something like fall off a tree and land on her ass.
Sure as kittens are playful, that werecat will get up with chin held high and an “I meant to do that” look on her face.

¢ Corax — Want to drive a Corax crazy? Tin foil. It’s shiny and it carches their eyes from just about anywhere. Or
you can'simply tell them juicy tidbits of gossip and then forget small derails. They'll squawk and squawk for hours, trying
to see who knows the part you forgot to tell them.

® Gurahl — Gurahl are just the cutest things! They've got an overwhelming need to fix everything the Garou've
messed up. They may be slow to anger, but you've got to move fast once you get "em riled. It’s best to head toward the
local werewolf pack if they decide it’s time to smash something. The Gurahl can use the exercise, and the Garou need
the reminder that they aren’t quite as tough as they like to think.

® Mokolé — They know secrets we can only hope to learn. We know how to keep them amused. They need
amusement, for their memories are often very great burdens filled with countless sorrows.

* Ratkin — The Ratkin work hard to make sure they slow the humans and piss off the Garou. Who can't respect
that! But [ have respect for human weapons, too, and that deesn't mean ['d like to have them around as friends. You
can't trust ratlings to do anything but deceive you. It's in theirnature almost as much as it's in ours, Only the motivations

differ.
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Tick-Biter speaks: 4
Now | heard that not.tea long after Gaia gave birth to the
humans, the youngest of Her childrén, She wiped the sweat from

Her brow and wok a long look at the little tykes. Humanity

G

wasn'tmore thana ;augggof jg@'sg@ before Gaia caught on that
those young'uns were troublesome little monkeys. Well, She did

what most busy-type parents would do: She decided to pick out
one of Her older kids w watch over them for a while .

Problem was, the prowder and angrier young pups weren't
real talented babysitters. Wolf got mad and started bullying the

human kids for a while; Bear fell  asleep and gave ve "em the run of
the place. Cat got bored with 'em fase, and Ga!a didn’t.even
bother asking Coyorte. Finally, She rooft Mama ﬁiu M% Msrde

“Rat,” She said, on
humans. They're too bright for their own good, and if we're nat
careful, they might stavt bullying their brothers and sisters. | @ue
them, but | know they have to be keptin line. Think you and your
children could watch over them for me?”

“Of course, Mother,” chittered Mama Rat, and she went off to
look after the humans. Being the skulking, sneaky sort she is, though,
she didn’t so much sit in the sun and watch the humans. Insteads/she
and her young'uns kept to the shadows and nipped at themihere and
there. When the humans had too much grain, Rat's children ate their
fill, the better to keep the humans from spreading too far. When they
had too many babies of their oun — well, Rat's brood took care of
that, too. They were tough babysitters, but they were fair.

I suppose you all can guess what happened next. You see,
Wolf's children took offense at Mama Rat and her kind. Diseased,
they called "em. Unfit to shepherd humanity. Sickness-spreaders,
babykillers and Wyrmbait. Whether that's true or not (and my
money, if [ had any, would be on not), it's hard to say these days.

They even held somethin” of a moot, where Wolf's children
called forth Rat's babies so they could stand trial. Yeah. Right. 1
wouldn't go to some kangaroo court where everybody was all set
to give me a fair trial fivst and a proper hangin' afterwards. Rat's
children weren't dumb, either. And they didn't show.

That was it. War was called, and war it was. Wolf's
children tore into the secvet tunnels, dragged down the Ratkin and
throated every one they could find.

The swrvivors slunk back into the dark places, squeakin'
oaths of revenge. They hid where no Garow could find them, and
1 guess they're still around to this day. But | understand theydon't
have time to babysit any more; we told 'em they were unwelcome
in the worst way, and they listened up. Which is a damn shame
and a half, but that's the way of it, and we Gnawers have been
trying to apologize to Mama Rat ever since.

What? Have I ever seen a Ratkin? That's none of your damn
business.
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Beneath thecities of humankind, in darkened, twisting
tunnels, the lowliest of the Changing Breeds hangs on
tightly to survival. They no longer care for their duty as
humanity’s earetakers; since the events of the Impergium
and the War of Rage, the Ratkin are no longer interested in
fighting the Garou to reclaim their old role. A few still act
to cull the herd every now and again — popular Garou
legend has it that the Black Plague was asingular example
of th@R@Mtakmg a brief, dark intérest in their original
duties — but forthe mostpart, thé Ratkin can’t be bothered
with anm @W%\wﬁhﬁaw the Changing Breeds
or, really, anything Gsher@than ‘getti n&g by. As far as they're
concerned, getmr%mugfi EFH: époaﬂlypse is priority one.

The Ratkigiifive never beenitiedito any geographic
hegéver cities grew up, the Ratkin followed. Their
mlture often borrows from the humancivilizations they live

3

G

_under, although the heart nfthursoclety remains frighten-
~ingly alien to most mortals. The Children of Rat are a
' motley, mismatched lot — theyvenever been able to be too
.. selective about their Kinfolk, aﬁﬂ the blood of the outcasts
of a thousand cultures rufis through their collective veins.
Agyage of tension ia@ﬁwé”@piﬁg the Ratkin nation, and
more and more paranoid moots are called under the cities
each year. The Rarkin have been wartching the signs very
carefully, and many of their elders are convinced that the
Final Battles are beginning to erupt. Privy to the hellish wars
that rage quietly beneath the surface of the average urban
environment, the rat-folk see a new portent of doom behind
each new upheaval in vampiric society and every bartle
waged between the mysticks of the cities. The time is here,
they chitter to one another.

And they make plans to survive. However they must.

Organization

The Ratkin hold on to a precious few tightly knit clans,
really more of an extended family than anything else. A clan
is distributed across the cities of a sizable geographical area;
for example, there is only one Ratkin clan for all of Europe,
and its Great-Grandmere oversees the clan from the sewers
of Paris. Each clan is on close terms with the others; from the
Ratkin perspective, all wererats belong to the same family.
A Singapore Ratkin considers a London wererat his brother
and treats his “sibling” with filial respect. Interclan commu-
nication isfar from perfect but is usually tight enough to pose
a few nasty surprises for travelling supernaturals.

According to old Bone Gnawer Galliards, there are a
few more rural clans of Ratkin, composed of wererats who
have given up completely on their duties and left the cities




entirely. Rumor has it that these often inbred communities
live in decaying ghost towns or the deeps of thick swamps,
fiercely defending their territories against intruders, Such
tales, to date, remain completely without proof.

Craits

Ratkin are gifted with incredible spatial sense, excel-
lent night vision and impressive hearing. What's more, they
have an uncanny “tunnel sense,” a combination of absolute
direcrional sense and spatial awareness that functions only
underground. A Ratkin can be blindfolded, bound and
dragged to the center of an unfamiliar sewer system, but odds
are that she would still be able to find her way home.

A Ratkin's regenerative abilities are similar to the
Garou'’s. The wererats also have a remarkable immunity to
disease, though they can still

act as carriers. In

Za

fact, this immunity stems from the Birthing Plague, which
always runs through a wererat’s blood. If someone ever
managed to cure a Ratkin supernaturally of all the diseases
in her blood, she would lose the spirit half of her identity and
revert to a normal human or rat—or, if metis, she would die.

Ratkin begin play with 3 Willpower, and may not
purchase the Backgrounds of Allies, Past Lite or Pure Breed.
In addition, they cannot purchase more than 2 dots of
Resources. Most answer to Rat as their totem, although a few
have slipped into Grandfather Thunder's graces.

The Ratkin have a number of Aspects that shape their
roles within Ratkin society. Unlike auspices, these Aspects
are not determined by the phase of the moon; rather, after
undergoing the Birthing Plague, a wererat chooses his As-
pect based on the hallucinations and dreams the Plague gave
him. He then usually takes on an apprenticeship of sorts
with another wererat of his Aspect. Once he has learned his
Way, he is ready for his Rite of Passage and usually learns the
rite associated with his new position.

The Ratkin Aspect du-
ties share much in common with
Garouauspice roles. The only role absent is that of the
bard — the Galliardlike lorekeepers were the first to
die in the War of Rage. Now, the Tunnel Runners
try to maintain Ratkin cultural tradition in the
lost ones' stead, but every year more lore slips
through the cracks forever.
¢ Tunnel Runner: The Runners are
messengers, scouts, and spies. They keep the
Rite of the Bolthole and know many
secret methods of traveling from city
tocity. The Tunnel Runnersalso have
the most contact with Bone Gnawers
and Nosferatu vampiresand maystrike
up pacts of friendship with either
(although usually not both).
Beginning Rage: 1
* Shadow Seer: The Seers are the
Ratkin shamans. They are charged with
preserving spirit lore and communi-
cation with the various spirits of
the urban environment. As a
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group, they keep the knowledge of most rites alive, includ-
ing the Rite of Summoning, the Rite of Binding and the Rite
of the Fetish. All Seers know the Rite of the Purified Body.

Beginning Rage: 2

o Knife Skulker: These judges are entrusted with a
double duty; they must keep Rat's laws alive, ensuring the
continuation of Ratkin society, and they must also “adjudi-
cate" Ratkin affairs. They gather information from all sources
(particularly the Tunnel Runners) and serve as arbitrators
and punishers in both internal and external matters— thus
enhancing the Ratkin reputation asa race of assassins. They
keep the Rite of the Questing Stone and the Rite of the
Birthing Plague, as well as many punishment rites.

Beginning Rage: 3

® Warrior: Warriors protect theé restof thelrﬁind anid:
are well versed in per:«m.t] combat and gl._lt:l‘l_'lu_a warfare It
would be hard to find shapeshifters more talented at hunting

Form Statistics
Crinos Rodens
Str: +1 Str: -1
Dex: +4 Dex: 42
Sta: +1 Sta: +2
Cha: -2 Cha: -3
Man: +0 Man: -2
App: 0

without a heavy dose of charity. The majority are short and
homely, with compact, sleek frames. Beautiful or hulking
Ratkin aren’t unknown, just rare,

e Crinos: A Ratkin's Crinos body is nowhere near the

 towering battle-form of the Garou. The wererat gains maybe
nting 15 petcent in muscle bulk, but his height doesntincrease by

and fighting underground. Warriors know the Rite of the .o wmn a few inches. However, he becomes exception-

Pain-Daggeranddonot 1CLE;WTan§w F\g;tkm ;ntcgthmr ranks
until an initiate has crafred hisewn'such dagger.

Beginning Rage: 5 —

The Aspects measure Renown in much the same way as
do the Garou tribes, although their analog to Wisdom is
(appropriately) Cunning, they measure awarrior's mettle by
Ferocity rather than Glory, and their concepts of Honor are
almost alien to outsiders. They gain Rank as would their
respective auspice: Warriors need 5 Ferocity, 3 Honor and
1 Cunning to reach the second Rank, Tunnel Runners
require 7 permanent Renown in aty combination o ad-
vance to Rank Two, and so on. -
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The Ratkin can't easily pass on their shapechanger
nature to their offspring. Only those children who are
subjected to the Rite of the Birthing Plague stand any
chance of becoming wererats; offspring who don't undergo
the rite are forever Kinfolk. Since children born 0 two
Ratkin parents are infertile, the Ratkin subjece’all their
metis to the rite. Unfortunately, metis are less likely to
survive the Birthing Plague. Only the fact that the Ratkin
have no taboos about breeding with one another ensures
that there are metis wererats at all.

Homid Ratkin begin play with 1 Gnosis; rodens (the
rat-born) start with 3 Gnosis. Wererat metis pure enough of
spirit to survive the Birthing Plague begin play with 5
Gnosis.

Forms

The Ratkin, hardly the most warlike of the Changing
Breeds, possess only three forms: Homid, Crinosand Rodens.
The difficuley to shift into any of these forms is 6.

* Homid: Most Ratkin seem normal enough in their
human form. However, few of them could be called pretty
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nflys lithe and can traverse any hole he can put his head
through. A wererat in Crinos may attack with his claws, but
only his bite causes aggravated wounds. His tail is totally
prehensile in this form, and may even wield weapons at +2
difficuley. The Ratkin may use no more than half his
Strength with his tail, but moderately complex manipula-
tions (like untying knots) aren’t beyond him. Perception
difficulties are at -1 in this form:

" Rodens: Ifvrat formythe Ratkin seems to be nothing
more than a largish wharf rat. The bite of the Rodens form
causes nggrﬁVafed dﬁmﬁﬁej@s ?tren,t_,th} The Rodens also
subtracts 3 rmrman Perception difficulties.

vl

* Ratkin begin play withone Breed Gift, one Aspect Gift
 and orie Ratkin Gift. Their Bnmd Gifts are much like the

o
-
=

=

G

WGarou's, with the greatest vasiation being between lupus

and rodens. Similarlyytheir Aspect Gifts can be more or less
approximated by modifying Gifts of the appropriate auspice
(Razor Claws might become Razor Bite and so on). A few
Ratkin Gifts follow.

* Cloak of Shadows (Level One) — The Ratkin can
cloak himself, and anything he touches, in shadow. This
Gift is taught by a Night-spirit.

System: The player spends a Gnosis point and rolls
Manipulation + Stealth versus any viewer’s Perception +
Alertness (in case of multiple viewers, use the highest
difficulty). The success of the cloaking depends on the
number of successes generated by the roll, as below:

Successes  Area Cloaked
1 the Ratkin himself
p) one other human-sized person or object
3 three other human-sized people; a small car
Ll eight or more humans; a large van
5 12 ormore humans; a tractor-trailer truck




® Darksight (Level One) — The Ratkin can see in the
dark asif it were light. This Gift draws on both ambient light
and the dim light of the Umbra to aid vision. This Gift is
taught by a Raccoon-spirit.

System: The player spends a Willpower point; the
effects last for one scene. The Ratkin is able to see without
penalty in all darkness save the complete absence of light,
and even then he can discern the vague outlines of his
surroundings.

® Resist Toxin (Level One) — As the Fianna Gift.

¢ Shadow Throw (Level One) — By calling on his
birthright of hate, the Ratkin can wrap a shadowy field of
poweraround his dagger. When the Rartkin hurls the night-
cloaked blade at a foe, it is propelled by the darkness around
it and strikes with supernatural forcesThisCitft is _taﬁght_by
a Night-spirit. -

S

System: The Ratkin must spend a Rage ﬁmfﬁ at;d i

target asingle person; the playerrolls Perception + Athletics .
to attack. The dagger flies with mare force than the Ratkin
could muster alone and does Strength +3 aggravared dam-
age. L

* Smell Poison (Level One) — Among the various
tricks for survival that the Ratkin have learned is the ability
to sniff out poisons. When a Ratkin discovers that someone
is trying to poison hee or her Kin, the would-be poisoner
usually winds up receiving a taste of his own *medicine.”
This Gift is taught by a Rat-spigit.:. ™~

System: By spendinga puir& t‘jf%nb;i},- the wererat can
sense any kind of poisonous or toxic material in the area. A
successful Perception + Medicine roll may give clues: I:es)erhe
nature of the poison involved. s

e Attunement (Level Two) — As the Bone @nawem
Gift. S
* Fly Feet (Level Two) — As the Ragabash Gift.
¢ Backbite (Level Three) — The wererat can disap-
pear into the Umbra and instantly reappear behind an
opponent. Naturally, Ratkin use this Gift to take openshots
at their opponents’ backs. This Gift is taught by a Rat-spirit.

System: The player must spend a point of Gnaosis and
apoint of Rage to use this Gift; however, no roll is necessary.
The Ratkin can reappear anywhere within 50 feet as long as
the destination is along his line-of-sight.

¢ Squeeze (Level Three) — The Ratkin can wriggle
through solid walls, doors or other obstacles by squeezing
through the Umbra. This Gift is taught by a Rat-spirit.

System: The player spends a Gnosis point and rolls
Dexrerity + Enigmas. Three or more successes allow the
Ratkin to pull another person along with him.

* Gnaw (Level Four) — As the Lupus Gift.

® Mind of the Tunnels (Level Four) — This Gift
allows a Ratkin to open a mental rapport with any other
wererat he knows. Considering how far an average Ratkin’s
support network extends, this effect allows access to numer-
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ous other wererats, The mindsharing is complete: Emo-
tional, mental and physical information can be shared. It is
possible for one Ratkin to borrow another Ratkin's senses —
even art a great distance.

System: The player spends a Willpower point and rolls
Intelligence + Empathy, difficulty 7. With every success
beyond the first, another Ratkin may be brought into the
rapport. The wererat who initiates the contact serves as the
central point for all information flowing through the net-
work and can control what each wererat receives from the
others. The information shared by each Ratkin is up to the
initiating Ratkin — no information can be gained by force.

¢ Plague Bite (Level Five) — Many Ratkin are quite
dedicated to pursuing their role as spreaders of sickness. As
the ultimate expression of this duty, the wererat elders have
i@med the secrets of one of the most virulent plagues ever
:\With just a bite, the Ratkin can transmit a disease that
mrsmzl) attacks the target's central nervous system. The
dmwhwcx)un in effect; the victim cannot stop shaking,
hlsamucués membranes ooze and he drools continuously.
n immediately to a hospital, he is likely to die;
even th:h trmmlem his chances are questionable. Worse,
if ordinary rats cat the flesh of a Plague Bite victim, they
bcmemm of the disease themselves. Luckily for the
Ratﬁig}.w and their l\mfolk are immune to this plague.

S?m By,g;.-end inga (JL'EO:»IS point, the wererat causes
his incisors ¥ transmiteonfagion. He must successfully bite
his oppaﬁ%ﬁburpimé' hedoesso, the victim is infecred. An

afflicted person -mg Pimlgh Level of aggravared damage
per hour and einnot stop shaking sall hisdifficultiesare at +3
during this fime. e

. The Garou Gift: Resmt'ﬁ&uﬁiaml similar powers) can
hm%ﬂu« plague. Otherwise, @ ?amu takes aggravated dam-
age until she is lmdp'aumr%. At this point, she must make
@ Stamina roll, difficulty 8.1 1:3?1@ fails, she perishes. If she
aumtgds§§hx, remains! lm%()lhetday ot so, but the plague
dcesrﬂgj@ﬂ@g apernatural healing ability eventually
destroys the disease. Needless to say, Ratkin are often killed
on sight by Garou familiar with tales of ancestors who fell
prey to this plague.

® Perfect Poison (Level Five) — The Ratkin isable to
convert his spittle into odorless, colorless, fast-acting and
nearly undetectable poison. Sometimes, a Ratkin with this
Gift licks a blade to coat it with the poison. This toxin can
last for up to three hours while exposed to air. This Gift is
taught by a Snake-spirit or Spider-spirit.

System: The Ratkin must spend three Gnosis points to
poison her saliva. If she manages to introduce the poison
into her vicrim’s bloodstream or to somehow have him
ingest it, the toxin takes instant effect. Victims take two
Health Levels of aggravated damage per turn once infected
and may soak only with a Stamina ( + Primal-Urge, if any)
roll — for each success the victim gets, he resists a Health
Level of damage.
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If the victim can continue to resist damage for 10 tumns,
the poison is effectively jettisoned from his body. A Garou
can spend Rage to resist; each point spent grants an auto-
matic success to the resistance roll, but the Garou must

instantly check for frenzy. The Gift: Resist Toxin is proof

against this poison, but Mother's Touch is not.

Rites

The wererats are a very ritualistic group and treat their
rites with perhaps even more reverent mysticism than do the

nrhethawﬂuL Breeds. They hnd itvery mlp@mmtthm the

ntualb Wlth no real alhm in tlgy phw'cﬁ?
don't dare take the chance of g}l@nﬁﬁl’;gﬁhéﬁ‘ spjg.t

Rite of the Jhrthmf--%@e &

Level One
This rite invalves smﬁm

: mg uf.l Ratkm
1, the sub]ut

l"LWE.r dl‘ld h:\\. er P\arkln survive the Blrthmg Plaﬂuc ea(;.h
generation. 7

Qite of the Pain-(Dagger

Level One

This rite involves preparing a specially constructed
dagger analogous to the Garou klaive. The Ratkin may
fashion the dagger out of any material he likes, but the
finished weapon must have some spiritual significance to

him.

s
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System: In addition to the Wits + Rituals roll, the rite
requires that two points of Gnesis be spent: one to prepare
the dagger and the other to bond the dagger to the Ratkin
performing the rite. After being treated in this way, the
dagger continually cozes minute amounts of a poison and
causes aggravated wounds in whomever it cuts. The Pain-
Dagger inflicts Strength +3 damage, although the poison is
not harmful to the Ratkin who created the dagger. In order
to fuel itself, the dagger draws a point of Gnosis from its
wielder each time it is unsheathed.

Qite of the Bolthole

Level Two

. \This rite opens one of the many hundreds of tiny rat-
that honeycomb the Gauntlet and enables a group
rravel through. The tunnels are avelatively safe
nbral travel, as only the smallest or most percep-

st roll Percepnon + thua]h to dt,ttrmmu
ar not the proper destination is reached.
Result
lost in the Gauntlet; you have ro find
. your way etit

b ﬁ_nynn&%ﬁho holds hands Wﬂ:h l;hg ritualist also enters the

""ixhrﬂc which closes be.hmdét

aR tiln to cleanse another's body of
all poisons, whether magical or natural,

System: This Rite of Accord must be enacted by a
totally healthy Ratkin, who spends a point of Gnosis in the
process.

Quote

1 don'’t care what tules you're used to topside. Down here
everything's different. Ain't no sun or moon or friends to watch
your back — fella, the only things with eyes on your back are us.

Werewolf Players Guide




Stereotypes

® Garou — [furious, rapid-fire stream of obscenirties|
® Ananasi— Creepy, creepy. L ain’t kiddin’. Not bein' on anybody’s side but your own, I can understand, but the
Ananasi are on someone's side, and | dunno whose. Ya can't second-guess 'em, and that’s a little scary.

_ _ »
® Bastet — Y'ever see those old Tom 'n' Jerry cartoons, or better yet, lechy 'n’ Seratchy from the Simpsons! Heh.
[nispirin’ stuff.
® Corax — Yeah, sometimes they come down here and try to talk to you all nice, but you know they can't wait to
get back topside and stretch their wings once they've got their info, Hell with 'em.
» Mokolé — Yeah, yeah, you hear stories of sewer gators, but the werecroes stay the hell in their swamps and the
hell outra the city. Good thing, too. [shudder]
e Nagah — Don't listen to that erazy ol’ rat in the corner. The snakes died out a long time ago, and good riddance
to their baby-eatin’ hides.
r - Ep +1iE
4 e e i
r i i i i o: s [
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Seeks-the-Truth, roving Zephyr, speaks:

£ Wolf's offspring ave néiier trulykatm the sharkfolk. |
am able, now, to tell you, as one of their kind told me, that they
are stranger than we ever imagined. A Rokea whose life I saved

shared this tale with e as we made our way through the Umbra ~ Making, Sea.and Unsea and O

to sdfety.

‘When all that was was Sea, my new friend said, Sea feltits

i G

0oKea

Finally, Unseaand Ouersea agveed to help the two daugh-
ters spawn, but only if some of Kun and C’et’s offspring would
duwell on the land andin the air. And so came to be all lh(. > creqtures

 of the world. But in_the union-of elements n‘m was the Great

s also presaged the Unmak-
ing. Each prepared for the End-Time in different ways, but only
Sea, Maker of Makers, shaped a race to survive the Unmaking,

waters to be still and empty end dame Sm&ggc@gd i ‘“ -h ffispsﬁple"ﬂwﬁeu world that would arise at the end of the old one.

something besides water, so it pressed together it n?éepéﬁ@dark
ness to form Unsea. At that time, though, all Unsea hid within
Sea's depths — there was no Oversea — so Unsea was still
Undersea.

Seafelt less empty then, but all vemained still. So it was that
Sea shaped three daughters from the muck of Undersea: Kun,
Oyl and Cet. In the effort of making, some of Sea's essence
thinned to become the near-nothingness of Oversea. And all of
these new things pleased Sea, for it was no longer alone.

The Three fought always, for they had nothing else to do.
Seadid not mind, for their constant struggle stirred the waters that
had knoum only stillness before. So vigorously did the Three fight

one another that they made great peaks and troughs in the stuff of

Undersea. They pushed some of it free of the waters eventually
and created the first true Unsea.

Kun became curious about these places where she could not
swim, so she asked Sea to let her explore them. Sea gave its
blessing, and Kun stretched her fins and saved her breath so she
could go between Quersea's depths and Unsea's crests. But Kun
found it too dry and soon returned to Sea's embrace.

Qyrl also wished to visit the new places, but she was a
wayward daughter and didnotask Sea’s permission .. She stretched
her many limbs into the Oversea and pulled herself into its black
heights. The firmament could not support her, though. Qnyrl
closed her massive jaws on the black stuff of Oversea, but it tore
and then spilled the buming blood of darkness into the waters,
which began to boil. Kun and C’et fled to Unsea, while Sea
labored to heal Oversea’s wounds. Qyrl, knowing she had
transgressed, hid in the seething depths, which changed her.

The smaller wounds of Oversea left scars, but the hole that
Qyrl had made with her jaws bled five ever after. Even now,
Ouwersea's daily ache is great. It bumns away night and rouses the
world from slumber, then subsides, then rages yet again. So
unhappy was Sea with Qyrl that it cast her into the deepest trench
todwell always. When Kun and C'etveturned to the waters, they
met many tiny creatures that claimed to be Qyrl's spawn. Sea's
two beloved daughters wondered if such a thing could be so. Sea
told them yes but also said it had not bestowed this fecundiry to
(Qyrl. Kun and C'et begged for the same boon, which Sea tried
mightily to grant them, but could not.
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e That race was the Rokea.

(Description

Nia Two-Foots, a Fianna Fostern, says, “Seeks-rhya, you
told us you saved a Rokea’s life. | always heard they were very
fievee fighters. What did you save your friend from?"

“From the only things in the world the shark-folk fear: other
Rokea.”

Weresharks are the most long-lived of the Changing
Breeds. While they certainly can be destroyed or killed,
their lives do not naturally end, All Rokea believe they are
the stewards of life on Earth, which is ironic considering that
they are so awesomely endowed as predators.

A further irony is that the weresharks’ “Tmpergium” was
a footnote compared to that of the Garou, The aquatic
Breed's emphasis was always on its own preservation, rather
than on repressing human progress. Given the way that that
same progress has recently diminished the Rokea's oceanic
habitats worldwide, the weresharks could be accused of
short-sightedness, but remember that these creatures live to
be thousands of years old: After millennia during which
humanity could do little that had serious impact on the
oceans (except to add different forms of nutrition to the
mix), along came industrialized fishing, atomic weapons
testing and giant oil spills.

Caught unawares by what were, for Rokea, world-
altering events, they hardened their tendency toward a
Darwinian conservatism. Whereas, in previous ages, Rokean
“society” had always allowed the occasional wereshark to
wander ashore and dwell among humanity, this practice
became anathema for them during the 20th century’s tu-
mult; it was seen as a further threar to the weresharks’
existence.

Some Rokea, unused to any law more complex than
that of self-preservation, reacted strongly. They announced
theirintention to enter the mortal world and to thrive there.
Further, they promised to slay any wereshark who dared
pursue or hinder them. Naturally, a fight ensued in which
many Rokea died. Only a few who had broadcast their
defiancereached the land, but these survivors nursed bitter-
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ness into determination. As well as they were able, they
communicated to other land-dwelling weresharks news of
what had occurred beneath the waves. They urged caution
to all, for Rokean single-mindedness meant the ocean-
dwellers would surely come ta enforce the law.

They did. Defecrions to the land by early hunters acting
alone led to the formarion of another rule: Land-dwellers
could be stalked only by groups. Aftera trio of “lone sharks” —
territorial Rokea who typically lead solitary lives — went
missing during a hunt, a further restriction barred hunting
parties of a single auspice. The fate of the three was long
uncertain (some thought their quarcy mighthave killed them),
but their trail has surfaced recently. Hunters now believe this
threesome moves from
one developed seaside
community to another,

a common behavior
among the land-dwell-
ers,

Hunters dragged a
handful of their very earli-
est captives back to the
ocean, but several escaped '\
to the land again. Thus, the "\.
pursuitofland-dwellersevolyved X3
quickly into a kill-or-be-killed
activity. With Rokeaconcerns about
their dwindling numbers, this ap-  \
proach may seem nonsensical, but
consider the nature of the
weresharks: They equate forward
motion with life, so imprison-
ment, on many levels, means
death. With no means or de-
sire to police the shore or its
trespassers, marine Rokea
took the direct approach to
this problem. They justified
such ex-

T
measures ’%

on the basis that

An advantage the hunters have is that Rokea regain
Gnosis only in the ocean, so the hunted gravitate, almost
invariably, to coasts or islands. What ocean-dwelling Rokea
do not know is that weresharks who go a year without
assuming Squamus form in some natural body of salt water
lose their shapeshifting abilities and must keep whichever
bipedal form the calendar catches them in. Presumably, a
Rokeawhosuffered thisfate is behind the legends of a “gilled
man” said to dwell in an upper-Amazon lagoon. Another
wereshark is rumored, by land-dwellers, to have preserved
his freedom and his shapeshifting powers at the cost of his
Gnosis — and his sanity — by living in Ural's Great Salt
Lake. What that unfortunate creature might prey upon fuels
much speculation.

In the times before living above the waves became the
first Rokean transgression, weresharks interacted with
peoples on islands throughout the Pacific and Indian Oceans
and also with seaside-dwellers on every continent save
Antarctica. Although a
Homid-form

land-dwellers werenot
helping to propagate
thebreed, and might
well weaken it

somehow by Z
mingling with “a
humans.

These Rokeabelieve hunting the way- w
ward land-dwellers, by contrast, can NS
only make those weresharks who survive the
experience stronger— which is why the hunt s

part of the Rokean Rire of Passage.




Rokea's rough features (see below) attract attention some-
times, there is a sort of camouflage that usually helps to
integrate a wereshark into human society: Mysteriously, a
Rokea's human shape resembles whatever people predomi-
nates along an area's coast at the time of the shapeshifter’s
First Change. No one knows whether this phenomenon
derives from the types of humans a Rokea sees, or the ones
it eats, or whether there is some other explanation. Of
course, humanity’s propensity for “relocating” itself has
created some noteworthy dilemmas for the long-lived
weresharks, but none was more confusing to the Breed than
the racial politics in South Africa,

The Rokea indigenous to the waters at the southern
tip of Africa breed with the large great white shark
population there, as they have for thousands of years.
Whenever weresharks ventured onto land here, they
resembled aboriginal Africans, and older local Rokea

still do in Homid form. Things changcd during the lastg ™

tween weuesharks‘f -gd..pa itics % Ew;f ing pﬁrt¥ timt
violated the Group Areas Acts unk @E‘mg y and

tmctcd rhc Atentio %f_n:-:cun ty forces.
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South .-"\frlca. Evenrually, the marine shupn@‘h@teréwem L

able to comprehend the distinction at work; in the
meantime, land-dwellers also dealt with the mixed bless-
ing of apartheid — the policy restricted their move-
ments as much as it curtailed the activities of their
pursuers. South Africa isan extreme example, but events
there show both more and less subtle ways that humanity's
foibles can influence the lives of the Rokea.

Organization

Totems

Kun, Mother of Fishes, is the central totem of the
Rokea, a fact emphasized by another name they give them-
selves: Kunspawn. The weresharks look to her for strength
and stamina as they stalk food. Clet, whose children are the
crustaceans, plays an unknown role in Rokea mythology.
Qyrl, who begat all mollusks, has a bad reputation among
Garou, many of whom believe her to be the weresharks'
chief totem and an avatar of the Wyrm, a set of beliefs with
predictable consequences.

Misunderstanding, however, has always been a com-
mon currency between the Garou and the Rokea.
Werewolves' limited ability to visit the shark-folks’ watery
domain even now contributes to the confusion that exists
between the two Breeds: Some Rokea “acquainted” with the
Garou are surprised to learn that the Crinos form is not a
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separate species unto itself, for example. Similarly, the
majority of Rokea that the Garou encounter are land-
dwellers, disproportionate numbers of whom do take Qyrl
(or Kraken, to some weresharks) as their totem, for they
believe her to be a creature of ambition and cunning.
Kunspawn who abandon the sea need these qualities to
avoid death ar the hands of their fellows.

Terrestrial weresharks' devotion to Qyrl taints her for
some ocean-dwellers, These intolerant Rokea abandon the
tentacled daughter and the numerous baby squid with which
she rewards her worshippers. However, if the ocean-dwellers
add insult to their apostasy and take C'et or Kun as their new
totem, Qyrl exacts a devious vengeance: Such weresharks,
when alone, constantly encounter adult squid thar detail the
marvelsof life between Oversea and Unsea. The many-limbed
tormentors prattle on until the Rokea atracks (not long, in
: de} but these squid always elude caprure.

> The slew, a group of Rokea comprising three to 10
_members, is the basic social unit, Slews often include normal
sharks as well. Some territorial Rokea swim alone, however,
and come mgcther W&%b Lhen‘ own kmd nniy durm;, C ath-

?Biﬂ%ﬁfl@tv hetWeenLr:,
chmm térrltnnen, and so

enge such an mdlwdual at any time.

Sacred Places

Rokea lack caerns. Nevertheless, in very special cir-
cumstances, they are able to enter the Umbra —a place they
consider the soul of the ocean— through deep-sea trenches.
This journey is one undertaken only in the direst of circum-
stances and only under Kun's puidance; withour it, even the
sturdiest wereshark would be crushed by the water pressure
at such depths.

TCraits

Auspices

Rokean auspices are based on the relative illumination
of the ocean depths where they're born. The actual distance
of the birth from the surface varies due to water clarity and
other factors. All Rokea are warriors, so the conditions
duringa wereshark's birth are less influential on his “choice”
of what to become during his “long swim” than, say, the new
moon is fora Garou. Still, the auspices often indicate certain
predispositions within a Rokea's usually fixed role.

* Brightwater is the name given to weresharks born in
the well-lit shallows. They are thought to be imbued with
the fire of the Wound (a Rokean name for the sun), and they
tend to be the fiercest of their kind. However, the proximity
of their birth to the realms of land and sky is believed o
make Brightwaters more curious rhan other weresharks
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about existence outside the ocean — thus, many are viewed
suspiciously for their first three or four decades of life.

Initial Rage: 5

® Dimwater Rokea are born in the pelagic murk and
supposedly feel the pull of both the surface and the seabed.
Theywanderas they please from ocean to ocean. Dimwaters
are bearers of news and messages; often, they are also hunters
of the “landed"” ones. Most Rokea are Dimwaters.

Initial Rage: 4

® Darkwater Kunspawn exit the blackness of the
womb into the ocean’s opaque depths. They are the clever
Rokea, the “lone sharks” who ponder their place in the food
chain of existence as they stake out a territory of their own.
When they elect to be social among their own kind, they
often do so to share some innovation — a Darkwater
conceived of the Rite of the Black Shark (see below), for
example. Some weresharks consider Darkwaters “the mad
ones.”

Initial Rage: 3 .

Rokea require only two successes on a Rage :ﬁil f§
frenzy, and they must have four successes to enter the thrall
of the Wyrm. They suffer the u.nmmun shapeqhtﬁer weak
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In m(my cases, age determines rank 'lmeng &xeR@kea.-

Each decade of life confers an additional level of rank ¢ upon
awereshark: They usmthtsrsystemm ntrol the instruction
of Gifts. However, there have been a few incidences of
Rokea being treated with respect beyond their ve&arsva'he
events precipitating such exceptions must have been singu-
lar indeed.

Backgrounds

Rokea can begin with Allies, Contacts, Mentor, Re-
sources or Rites Backgrounds, with the following restric-
tions: Allies can never be related to the character; Contacts
are easier for Rokea to make, but harder to maintain due to
weresharks' transient nature (difficulty 8 to reach out and
touch someone); Resources can be accumulated only by
land-dwellers

True Rokea Kinfolk, that is human/Rokea offspring,
are sought afterand must be found in the course of roleplaying.
Of course, other weresharks are on the prowl for them, too,
and may not want to share if they find one — assuming that
acompetitor intends the Kin to be mate, rather than bait....

Beginning Willpower: 4

ABreeds

All known Rokea are of the squamus breed, equivalent
to lupus among Garou, It was long thought that no other
breed was possible, buta tiny number of “landed” Rokea now
know (as their aquatic counterparts had long suspected)
thar it is possible — though difficult — to produce homid-
breed weresharks.

S
i

S
i

i

In the:oceans, Rokea mate with normal sharks of their
appropriate “tribe” — Karkha with great whites, Sphymha
with hammerheads, Ixya with makos, and so on — ro
produce more Rokea. The spawn of such unions are invari-
ably shapeshifters, so there are no shark-Kin. Because of the
weresharks' longevity, however, they mate infrequently in
the ocean, perhaps only twice per century.

On land, other dictates prevail. Among Rokea who
“swim between Unsea and Oversea,” the urge to reproduce
is, for some reason, ever-present. The products of wereshark
intercourse with normal humans, though, are always Kin-
folk, never shapeshifters. But in conjunction with asquarnus
Rokea (in Homid form, obviously), such a Kin can become
a parent to homid breed Rokea. None of the handful of
homid Rokea born is known to have survived beyond one
year, however, due to the savage efficiency of the Rokea
hunters. Pairings of Rokea and Kin are rare, understandably,
given the nomadic (some say “fugitive”) existences the
bgrwt:cners must maintain to stay alive. The two groups are
small enough that chance unions are unlikely in the ex-
treme, and, until recently, few Rokea were concerned about
the humans they mated with or about the fate of their

human desceniddnis,
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Owan dwellmgﬂnkm]wve four forms, while weresharks

::lﬁr&p%m-ﬁemeen can assume (almost instantly, difficulty 9)
_ afifth, equivalent to Glabro. The land-dwellers perfected the

near-human form to protect themselves more readily from
surprise attacks by theit own kind.

Note that the Latinate terms applied to the various
Rokea forms were coined — and anonymously popularized
— by a Glass Walker Philodox with too much education,
too much time on his hands and some sharp-toothed col-
leagues who "work the docks.” Rokea themselves are largely
unacquainted with Latin. They communicate subtleties
such as the different forms that their Breed can assume
through mental pictures (see below). Linguistic equivalents
of such Rokea “pictograms” follow the Latinate terms.

® Homid (“Long Fins”): In human form, Rokea tend
to be primitive, hulking and unartractive to many people.
Typical facial features for this form include wide mouths,
weak chins and bridgeless noses. Brows tend to recede
sharply, except among members of the Sphyrnha, or ham-
merhead, tribe, who are walleyed and have blocky fore-
heads. With no human blood to temper their appearance,
Homid Rokea are rarely pleasing to the human eye.

¢ Glabrus (“Round Back”): This form typically has
twice the mass of the human aspect and is distinct because
of its darkened and enlarged irises. The Glabrus’ teeth are
also sharklike. Body hair vanishes, while scalp and facial
hair shortens. Digits become vestigially webbed, and the
ring finger and little finger shrink. The skin, though thicker
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Form Statistics

Glabrus Gladius Chasmus Squamus
Str: +2 Str: +4 Stre +3 Str: +2
Dex: -2 (+1)* Dex:-2 (+1)* Dex:-1 (+1)* Dex: +2
Sta: +2 Sta: +3 Sta; +2 Sta: +3
Man: -2 Man: -4 Man: -4 Man: -4
App: -2 App: 0

Diff: 9 Diff: 6 Diff: 7 Diff: 6

*Numbers in parentheses apply when the Rokea is
swimming; naturally, they are much more dextrous in
the water than on land.

and rougher, is not the denticled hide of the three more
sharklike aspects. The incipient dorsal fin causes the back to

swell as if hunched. Speech is difficult in this form ami_rhé%

voice becomes a rasp. Glabrus' strong resemblan:
common type of fomor furthers misapprehension
between Rokea and Garou,

¢ Gladius sgg;‘Statm:hng.,Iaéws”I‘ E@éuw'_
the amphibicus b attle fo
is bipedal’ a@ has%thrat we

extremity. ln- tic env:rnm ‘Clidiusie

1iu5 turm {alm prcncnt on the Chasmus and Squclrnub orms)
does damage to anyone bodily striking a wereshark.

* Chasmus (“Fighting Jaws”): Parallel to Hispo,
Chasmus is a larger, seagoing battle-form with more power-
ful jaws, greater speed and reduced maneuverability. Its
length and mass are typically half again that of the Squamus
form.

* Squamus (“Swimming Jaws”): This form is indistin-
guishable from that of a common shark of the coordinare
Rokea “tribe.”

Gifts

Parallels exist between Rokea Gifts and many of the
ones used by lupus breeds, Ahroun, the Red Talons and the
Get of Fenris. Weresharks receive no Auspice Gifts, but
they all begin play with one Gift from the aforementioned
Garou categories and one Rokea Gift listed below. (The
following Gifts have no Rokea analogs: Catfeet, Curse of
Dionysus, Elemental Gift, The Falling Touch, Hero's Stand,
Primal Howl, Scream ¢f Gaia, Sense Silver, Silver Claws,
Snarl of the Predator and Srrength of the Einherjar.)

* Qyrl’s Blood (Level One) — As the Uktena Gift:
Shroud.

® Sea’s Voice (Level One) — As the Red Talon Gift:
Beast Speech.

® Teeth of the Skin (Level One) — Like metis’ Gift of
the Porcupine, but note thar a Rokea's hide nommally does
damage similar to what the Garou Gift inflicts on anyone
making an unprotected contact assault on the user. Unlike
the Garou Gift, Rokea can use Teeth of the Skin while in
any form.

¢ Strange Waters (Level Two) — Like the Red Talon
Gift: Trackless Waste, but Strange Waters affects its target's
sense of direction at sea or under water.

* Poisoned Flesh (Level Two) — Like the Level Three
Get of Fenris Gift: Venom Blood, but easier for weresharks.
Poisoned Flesh affects only opponents making successful
bite attacks against the user.

¢ Shark’s Bones (Level Three) — When in Homid
form, the user can make her skeleton extremely pliable, like
the cartilaginous substructure of a shark, but more so. The

_userscan-then squeeze through passages as small as eight
i nches square.

 System: The Rokea spends one Gnosis point; the effect
Mastsforone scene. Also Shark’s Bones lends protection from
« blunt strikes. Reduce by one-half the damage Dice Pool of

any opponent who, makeaa fist or club attack against users

of thls (.nfs ggm@ nﬁblﬁ mgj? iftklomid form.

(Level Fnur) = lee tlu. Red Talon Gift:

’ .&valahchc bul, l.w,mdate concéfitrates moisture from the

: et. This m is taught by an air
5:;%31&{& fmly on fand.

e R hs Avalanche, difficulty to be determined by
- !ge'qturyteller based on the proximity of a natural hody of

water (creek or larger).

® Kun’s Maw (Level Four) — As the Level Five Get
of Fenris Gift: Fenris’ Bite.

* Blood of Darkness (Level Five) — To Rokea, the
blood of darkness is light. This Gift is equivalent to the
Children of Gaia Gift: Halo of the Sun.

* Qyrl’s Shell (Level Five) — As the Red Talon Gift:
Shield of Gaia.

Land-dwellers tend to be the innovators of Gifts (and
of fetishes, which are unknown in the ocean) among the
weresharks. One of the betweeners' ongoing efforts involves
their attempts to duplicate the structures and functions of
rays’ fins for use in the Oversea. Thus far, a few scattered
Rokea have mastered the shape (in Gladius, a membrane
connects the extremities to give the user an outline like a
butterfly's), but none has managed flight, rthough some fall
rather gracefully.

Rites
The Rite of Rokea Blood

Level One

Land-dwellers use this rite to track down first-generation
human Kin, who are the only humans capable of parenting
homid-breed Rokea with a wereshark, Obviously, the rarget
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group is tiny, and appropriate individuals may relocate them-
selves “out of range” for the ocean-yoked betweeners’ pur-
poses, so this rite was conceived to alleviare a needle-in-a-
haystack situation.

Of course, finding such scarce individuals is only half
the battle. It's entirely possible that a human suitable for the
purposes of Rokean reproduction might have other plans,
and Rokea in Homid form are often far from the standard of
beauty in many societies. The overpowering urge to mate
that rerrestrial weresharks know constantly — almost like
some cosmic imperative tomerge humankind and Kunspawn
— doesn't endear them to people in more progressive
socieries. To suggest that romanticism is the last thing to
enter the mind of a horny Rokea would be misleading; it is
too alien a concept for most Rokean minds to entertain at

all.

The Rite of the Hunt

Level One

As one part of a larger rite of passage, a young Rokea
accompanies a group of elders onto the land. The more
experienced weresharks instruct their junior in the arts of
stalking prey in this more dangerous environment. As
eligible betweeners are not always available, other
shapeshifters and even the occasional vampire are some-
times targets. Once prey is cornered, the young wereshark
must make the kill alone. Aspirants who fail are always
avenged by their instructors.

QRite of the Black Shark

Level Four

This rite, invoked only once since its conception,
requires at least one Rank Four wereshack, two of Rank
Three, three of Rank Two and four of Rank One. Together,
the rite-workers transform themselves into a night-black,
fire-eyed monster resemibling the prehistoric shark
megalodon, but larger (120 to 180 feer in length).

The Black Shark was first invoked after a few Pacific
atolls were atomically annihilated in the post-WWII era.
Over subsequent years, the French and U.S. navies lost over
a dozen monitoring vessels, including a destroyer and two
subtarines. Military records of the losses remain top-secret,
but a handful of (now mostly cancer-ridden) survivors from
the '40s still insist it was a giant shark that scuttled their
ships. Government officials even today remain skeptical,
but it wasn’t just environmental concerns that led to the
1985 restrictions on nuclear weapons testing in the area.
France, however (never a party to the ban), revived its
program recently, so another dark one may break the waves
SO0

What became of the Rokea who pioneered this rite is
uncertain. There is no known method of reversing the
communion that forms the Black Shark, yet no such crea-
ture cutrently swims the Earth’s oceans. Some weresharks
believe these warriors perished in battle, but others think
they ventured through the cracks in Undersea and into Sea's
soul, where they abide even now.

Quote

To swim is to live; to live is to eat; to eat is to swim.

Stereotypes

e Garou: The large furry ones that bite hard and
smell bad are still good to eat.

» Mokolé: The scaly ones are old in ways that we
understand, but we still do not seek their company.

* Nagah: The hidden ones do not like us. As long
as they remain in their riverbeds, we do not care.

e Ratkin: The small furry ones that bite not so
hard and smell very bad sometimes help the ones who
swim between. If they do aid the betweeners, they can
die with them, 100,
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Crossovers

Power tends to commupt and absolute power corrupts absohuzely.

— John Emerich Edward Dalberg Acton, Lord Acton

It seerns odd 1o some people that with all the power at a
werewolf’s fingertips, players might want to add even further
to their characters’ abilities by looking outside the Garou’s
givensphere. Garou can tear ppart trucks with their bare paws,
run through the spirit world, track wild animals by scent and
call on forces preater than themselves ro smite their foes —
and their duty keeps them plenty busy doing all of the above.

However, the World of Darkness is a big place and
sooner or later, some vampire may well try to Embrace a
werewolf, or an ambitious Uktena might see if he could
Yearn the rricks of True Magick. There’s also the question of
a dead packmate watching out for you from beyond the
grave — and what about all that alleged Fianna/fae cross-
breeding, anyway? After all, there’s nothing wrong with
enjoying two or more World of Darkness games, and the
obvious nextstep for many groups is to bleed them together,

However, Garou don't always work well as characrers
when a player tries to add the abilities and traits of another
supernatural entity to the werewolf repertoire. The follow-
ing rules are basically guidelines to keep in mind when the
subject of “crossover characrers” comes up. The Storyteller
has a perfecr right to alter these rules to suit her chronicle,
of course, but what's printed here attempts to answer some
of the common questions that result when one game meets
another head-on.

TCrade Secrets

The Changing Breeds have many tales about how one
Breed taught another this Gift or that rite, or how this group
of shapeshifters stole that trick from s neighbors, It is
indeed theoretically possible for a Garou to learn an exclu-
sively Rokea Gift orrite, for example — but only undera few
conditions.

First, the Gift in question cannort rely on the unigue
capabilities of its parent Changing Bieed. A Garou conldno
more learn the Ananasi Gift of Spinnerets (which requires
literal spinnerets) than could an Ananasi learn Song of the
Dire (which requires a Hispo form capable of howling).
Common sense is the first guideline.

Second, if the Gift is something that both species (or
tribes) can use at varying ranks, the student can learn it only
at the level he could normally acquire it. A werewolf must
learn Catfeet at Level Three, whether he has a Bastet
teacherornot. The varying levels of some commonly shared
Gifts represent a Changing Breed's innate knack for some
tricks—and this knack can’t be taught. Nuwisha will always
be better than Bastet or Mokolé at Umbral travel, and that
is that.

Third, the Gift in question must be no higher than
Level Three. Level Four and Five Gifts are the exclusjve
property of their Changing Breed. Similarly, any rites
that strike the Storyteller as complerely exclusive to one
type of shapeshifter — such as the Rire of the Birthing
Plague — are off-limits.
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Finally, the Storyteller can forbid players to learn any
Gift or rite outside their Changing Breed. It's up to the
Storyteller to determine which tricks can be shared and
which can't — and her word goes.

Hybrids

Because all the Changing Breeds can take human form,
it begs the question that, as they're certainly capable of
having sex, can two different Béte produce shapeshifter
offspring? Are there any Ratkin/Corax metis in the World
of Darkness? What about half-Muwisha/half-Garou? And
don’t the Bastet have a reputation for being kind
of...promiscuous!

As has been stressed before, there’s more to being a

shapeshifter than genetics. A werecreature is half flesh-and-
blood and half spirit — whether the spirit half comes from
heritage, a fetish egg or the Birthing Plague is irrelevant.
The spirit nature of a shapeshifter is unquestionable — and
not easily diluted.
Generally speaking, if two shapeshifters of different
Breeds conceive a child, the child has a 10 percent chance
to be a shapeshifter of the father’s kind, a 10 percenr chance
to be a shapeshifter of the mother’s kind, and an 80 percent
chance to be a normal Kin to either. If the mother is lupus,
feline or whatever, however, any children will be normal
Kin to her Changing Breed or shapeshifters like herself — a
lupus cannot give birth to a Khan or to tiger cubs.

In no cases can a shapeshifter be of two separate
Changing Breeds; a Garou with Bastet blood is simply Kin
to the Bastet and nothing more. There isn't room for two
shapeshiftersouls in one body. Italso follows that the Ratkin
Birthing Plague can’t work on other shapeshifters; nor can
the Rite of the Fetish Egg. Gaia requires only one duty from
each of Her children.

Dampiric Wolves

Eternal enemies though vampires and werewolves may
be, occasionally some foolish Leech tries to make a pet of a
Garow, usually by means of the Embrace. Because almost all
werewolves are violently allergic to vitae, they are accord-
ingly hard to ghoul. By the grace of Gaia, they are just as
difficult to Embrace: Most werewolves die upon the at-
tempt. Sadly, the Embrace works in a few rare, rare instances
— and the miserable results are the rightly named Abomi-
nations.

Vampiric werewolves are lirerally things thar should
not be. Shapeshifters are the purest form of primal life on the
face of the planer — vampirism is living death. The Embrace
disconnects Garou from the world’s soul, their very reason
for existing. As a resulr, the leading cause of Final Death
among the dozen or so Abominarions that existat any given
time is suicide. An Embraced Garou has lost far, far more
than the average once-mortal childe.
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Abominations are created in mostly the same manner
as all vampires, save that even the most depraved Black
Spiral Dancer isn't inclined to sacrifice willingly his higher
spiritual being for the power of the grave. Virtually all
Abominations were taken prisoner as living beings, then

Embraced to enslave them to sires. '

Gata grants Her favored children one final chance to
escape the living death. A Garou can make a Gnosis roll,
difficulty 6, to die quietly. If the roll succeeds, he dies
without pain and his spirit travels to its destined place. If the
roll fails, he dies in torturous agony, but his spirit is free. If
the roll botches, the Garou becomes an Abomination and
cannot hope ever to see his Tribal Homeland. No Disci-
pline, Gift, magick or any other sort of power short of direct
intervention by a Celestine can affect this roll, save one —
the werewolf can spend a Willpower point to gain an
automatic success as usual (and is almost cerain to do so).

A newly Embraced Abomination takes on the clan of
his sire, learns three dots of clan Disciplines and gains the
clan weakness as does any other neonate. He may spend
Blood Points to increase his attributes or heal himself like
any other vampire.

The advantages of the Embrace end there.

Becoming an Abomination results in the immediate
loss of two permanent points of Glory, three permanent
Honor and three permanent Wisdom, The Embrace usually
causes even mighty Garouelders ro fall at least two places in

rank; indeed, a newly-turned Abomination can even fall
below Rank One. Unless the werewolf was previously a
Black Spiral Dancer, he cannot gain Renown or rise in rank
again. Only the depraved Dancers acknowledge theirundead
relatives, and even then the Dancer gains only one-quarter
of the standard Renown awards for her deeds. Abominations
also cannot spend experience to raise their Gnosis Trait.

Upon death, the Garou's connecrion with the spiritual
whole of Gaia is irteparably severed. This loss means that
Abominations cannot regenerare their wounds as do Garoy;
Abominations may heal themselves only by spending Blood
Points.

This severing from the wellspring of life also has severe
repercussions on the Abomination’s relationship with the
spirit world. Although Abominations retain knowledge of
the Gifts and rites they possessed before their Embrace, they
cannot make any rites other than Wyrm-rites work; only the
most corrupt spirits ever answer a call made by a dead thing.
Abominations also cannot learn new Gifts from any spirits

other than Banes, and these spitits are spiteful, devious
teachers. At the time of the Embrace (or, more precisely, of
death), any dedicated items or attuned fetishes lose their
connection to the once-Garou. Gaian spirits, even those
bound in ferishes, chafe at the presence of the undead. To
attune himself to a Gaian fetish after the Embrace, the
Abomination may still roll Gnosis as usual — but at diffi-
culty 10, and a botch results in the Abominarion losing a
permanent Gnosis point.
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Abominations may not spend Bload Peints for any
purpose in the same turn that they spend Gnosis, make
Gnosis rolls, spend Rage or make Rage rolls. Rage, Gnosis
and the Blood all interfere with one another’s use, and an
undead Garoucan draw ononly one of the three atany given
time. Abominations have Blood Pools according to their
Generation, as usual — their doubly potent Garou blood
was drained during the Embrace, and they must make do
with normal vitae.

Abominations exist in a state of perpetual Harano (see
p. 207 for details), They cannot escape this state with
Willpower rolls, however, and cannot lift the curse while
they “live.” In effect, an Abomination must spend a Will-
power point to spend a scene with his Dice Pool at full.
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Other Changing Breeds are, if anything, even less
suited to vampiric life. A Bastet, for example, begins losing
permanent Gnosis upon the Embrace and can neverrecover
her loss. Eventually, the undead cat is cut off from the spirit
world entirely, unable to do so much as activate Gifts.
Nuwisha, by comparison, cannot undergo the Embrace —
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What'’s more, the spiritless Abominations may not spend.«
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Breeds (it's unlikely that a single vampire has even seen a
Gurahl for the past 2,000 years), it's certain that undeath is
just as dehilitating to all orher shapeshifters, Thankfully, all
shapeshifters at least receive the standard Gnosis roll to
avoid the Embrace and die quietly.

Skinchangers and Wagick

The Changing Breeds are, one and all, incapable of
using True Magick as mages know it. Since shapechangers
are all born with shapechanger spirits, their half-spirit
nature, even before the First Change, makes them Awak-
ened beings from birth. They don't possess individual
avatars as mages know them. Instead, they tap into the
wellspring of Gaia’s blessings to work their own miracles —
“static magic,” as mages define ir, Sphere magick is the
pravince of humans alone; the Changing Breeds are given
gifts of a differenit nature. East is East, and West is West, and
never the twain shall meet.




Some rare shapeshifters are able to learn certain paths
of Hedge Magic, Sphere magick’s poor cousin, Among them
are a few Uktena, some Bastet and the occasional Nagah.
However, it is hardly common practice; when all's said and

done, the shapeshifters’ Gifts and rites are at least as potent,
the narural way of things — and a powerful desire to

if not more so. Only the most curious or completist of the ’
Changing Breeds feel the need to learn such human wiz-
ardry.
(Death and the (Dark
Umbra

The Dark Umbra is a place that most shapechangers
find unsettling, and with good reason. Their duties link
them to life, the living spirit world and the fullness of the
Middle Umbra. Upon death, a shapechanger’s spirit half
usually travels to the appropriate Umbral homeland, there
to become one with Gaia. Even individuals who return to
aid their friends and descendants (usually through riding
someone with Past Life) do so as Ancestor-spirits, not as
wraiths,

However, there are a few exceptions. Rarely, when a
shapeshifter dies with just a touch of Wyrm-tdint on his soul
complete some business unfinished in life, he awakens in the

— just enough of an entropic touch to break him away from
Shadowlands as a wraith.

However, the wraith of a former shapechanger gains no
special abilities from her former life. She is considered a
wraith like any other; even so simple a thing as shapeshifting
is impossible without the aid of Moliate. Her Corpus takes
the form of her self-image, whether that be humanlike, a
wolf, or even Crinos. However, her Attributes are not
altered by whatever shape she finds herself in — her form is
a matter of self-perception, nothing more. The character
becomes a wraith in all aspects, with her base Homid
Attributes, herusual collection of Abilities (although some,
like Primal-Urge, are now useless to her) and nothing more.
She no longer possesses Rage or Gnosis. Her Gifts no longer
work; nor do her rites or any other ability outside the ken of
wraiths. In essence, she is nothing more than a wraith,
However, the new possibilities of wraithly existence allow
her to explore areas rarely seen by any other shapeshifter.
The fight against the Wyrm, as personified by Spectres (to
a wraithly Garou's perception, anyway), continues even in
the Shadowlands.

The worst fight of all, of course, comes from the tiny
seed of Wyrm-taint that lay within the Garou's soul at the
time of her death — from which soon blossoms her Shadow.
Pardoners are often taken aback by the ferocity and almost
alien nature of an erstwhile shapeshifter's Shadow, as any
Béte's darker half is more bestial by far than that of most
humans.
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The Fae

It's no secret that werewolves and the fae have mingled
their blood in the past, and to this day the two groups
maintain some connection. However, even in the days of
Fionn MacCumhail, hero to both fae and Fianna, there was
never 4 babe born with the powers of both changeling and
werecreature.

Changelings are fae souls born into human bodies; the
Changing Breeds are shapechanger souls born inta
shapechanger bodies. A newborn is one, the otherorsimply
human. Although it's possible to have changelings who are
technically Kinfolk or werewolves with a touch of the fae
blood in them, no creature can be fully both.

A Hote on Intent

Some players may find these rules a bit...well,
strict. As we've described them, Abominations are
painfully hobbled, and the remaining possibilities to
mix and match the best of two game systems are rather
limited.

To this we say: Yeah, they are.

If you wanta magick-using, cantrip-throwing. Risen
Mokolé Abomination antitribu in your game, all you
have ro do is talk the Storyteller into it: However, we
don't recommend it. There’s more to being a unique
and interesting character than having a grab-bag of
superpowers that nobody else has. And frankly, if we
wanted to allow things such as Garou mages, we'd have
to rewrite both Werewolf and Mage to figure our a
reason why it was possible. Qur guideliries are here to
answer the all-too-frequent questions about mixed char-
acter types and how they work in the published World
of Darkness — and that's it. Nothing personal, okay!

Weapons

Shapeshifters are a diverse and multicultural lot, and
not all of them favor the fripperies of 20th-century weapons.
Many shapeshifters still employ the ancestral weapons of
their human Kin, and most martial spirits prefer to reside in
exotic fetishes, if any. The following weapons are offered to
add a little more variery to vour Werewolf chronicle.

& Cat’s claws can be found in several variations, but
most are strap-on blades or spikes set in a bar strapped under
or over the knuckles. The shorter varieties allow the wearer
to get a grip on walls and include a pair of counterparts to be
worn on the feet. The longer blades, which strerch across the
back of the hand, don't confer any bonus to climbing
attempts.

» Although a blowgun’s dart itself is almost useless for
anything other than annoying the target, most blowgun
users poison the dart tip. Obviously, high winds, rain and
low visibility render a blowgun all but useless.
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* Bolas are nearly useless in an enclosed space; but
these linked, weighted balls can be thrown a fair distance in
open areas. Once a target gets entangled in the cords or
chains that bind the weights together, he must take a few
rurns to free himself. Assume at least one turn foreach of the
thrower's successes, minus the target’s Dexterity if he's got
opposable thumbs or usable cutting surfaces (claws and
barbs — not knives) and can work the hinding loose.

® The dragon trident represents a variety of Oriental
bladed pole arms, from the chai-do, ghi or naginata to the
hizarre nine-dragon trident.

* A hunga-munga (hakarr) is one of the most intimi-
dating hand weapons ever devised. Thick cutting blades
project from the handle in almost every direction, balancing
the weapon's heft and providing every side with a cutting
edge. A strong combatant can throw a hunga-munga some
distance, and woe to whomever's on the receiving end! An
African weapon favored during the late colontial period, this
vicious piece of work was valued as currency by some tribes
of those times. The Simba, Swara and some Bagheera call
the weapon “hakarr” and revere it with an awe approaching
the respect Garou grant a klaive. Many silver hakarrexist for
dueling purposes.

® The stats for the katana also apply to other high-
quality swords such as the Chinese darn-do and gim; those
for the wakizashi can reflect a variety of Eastern knives,
including the qama, jambiya and katar “punch knife.”

¢ The kris, best known for its wavy blade, has a long
history with cultures from India to the Philippines. Some
varieties, which inflict an extra die of damage, are longer
and thicker, if harder to conceal.

® The infamous kukri, used by Gurkha warriors, comes
in several different sizes, from a brutal curved knife to a four-
and-a-half-pound monstrosity used to decapitate Cape buf-
falo.

® Aztec warriors favored the obsidian-edged macauitl,
and many Balam continue their rradition: A long, paddle-
shaped wooden club, the macauitl tapers down into grooves
on either edge; these grooves are inset with razor-sharp
obsidian blades. Although the glass-like rock quickly cracks
with use, the bits can be cleaned out and replaced. A strong
fighter could decapitate a horse with a good swing of &
macauitl, and a two-handed variation increases that cutting
power. Too big and fragile to sheath, a macauitl must be
slung across the back, carried over the shoulder, or simply
held.

® Hssentially, a no-daichi is a Japanese greatsword, a
massive katana with a deeply curved blade and deadly
cutting power.

* Wind-fire wheels resemble handheld circles or semi-
circles, often ringed with blades. A skilled fighter can trap
her opponent’s own weapon with a successful Dexterity +
Brawl roll (difficulty 8, three successes or more) and possibly
rip it from his grasp.

W
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(Dueling

The wind changed as Corin Eve-of-Stone entered the
clearing. He could smell Heart-of-Thunder sweating, along with
awhiff of egg salad. Who the hell eats egg salad before a duel?
Corin theaught, before reproving himself for not concentrating.
Corin slid his klaive from its sheath as he began to circle.

The night was hot and the breeze dry. Bivds hopped in the
branches overhead, and Corin had to admit he was impressed by
the way "Thunder handled his blade. The silent crowd began to
stir in anncipation.

Heart-of-Thunder started to shift, and Corin found himself

facing night made flesh and wielding a knife. With an arc of metal
reflecting the worchlighe, che fivse pass happened and the first blow
landed.

Then the screaming began.

Duels are a ritualistic, often formal, form of combat,
particularly among the Garou. Duels are sericus affairs,
usually held to settle a grievance between individuals or to
contest leadership, but they're sometimes held as friendly
competitions. Above all else, duels are a storytelling device.
Even ina game largely concerned with combat, duels should
be reasonably rare occurrences used to build tension, create
memorable scenes and serve as an opportunity to dispatch
notable and established adversaries.

Players and Storyrellers should take every opportunity
to increase the scene's tensian at the beginning of a duel.
Describe the minute derails that stand out as the duelists
concentrate on each other and the surroundings. Descrip-
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tions of the creaking, rusty gate, of water dripping into a
puddle or of a bead of sweat running down an opponent’s
face can lend weight to the scene. Mentioning a gunshort or
wolf howl in the distance, the smell of the character’s own
sweat, a fly buzzing near his opponent’s ear or a twitch in his
rival’s eye or hand might also help to establish armosphere.
Players should feel that time has slowed and thar norhing
exists outside the duel for their characters.

(Dueling among Garou

Duels have always been the final arbiter of personal
disputes among the Garou. A werewolf may challenge
anyone for any reason (except leaders in times of war);
however, the one being challenged has the right to appeal
to the sept leaders for a Master of the Challenge. The duty
of a Master of the Challenge is to ensure that the partici-
pants fight honorably during a duel. There is no loss of
Renown in requesting a Master of the Challenge, and doing
s0 is often meant as an insult (implying the challenger
cannot be trusted to fight honorably). Duels officiated by a
Master of the Challenge are always public spectacles, held at
an appointed place and a predetermined time.

Duels pose an interesting dilemma for sept leaders.
While their culture clearly embraces physical confronta-
tions, it is the duty of the elders to provide for the future of
the sept. If the enthusiastic young Garou go around killing
each other over every perceived offense, the sept can have
no future. While sept leaders cannot forbid a duel, when a
dispute comes to their attention they do have authority to
assign the Master of the Challenge and set the conditions
under which the duel is fought. Most elders rule that only
the direst grievances warrant a duel to the death. Other
duels generally end at first blood, when a Garou yields or
when the Master of the Challenge steps in and makes a
decision. The outcome of the duel determines judgment in
the grievance; the winner is right, the loser wrong.

Conditions

In cases where Garou fight among themselves and the
conditions for a duel are not met, the fight is treated as
normal combat. Unless the brawl is considered a duel, the
participants gain no Renown unless one of the combatants
is “of the Wyrm.”

First, an actual grievance must exist before a challenge
may be issued. When one Garou has clearly been wronged,
some sept leaders make every attempt to resolve the matter
before one of their septmates dies at another's hand. How-
ever, whenit’s clear that a challenger is just looking for some
cheap Glory, the sept leader may take weeks to determine
the complaint's validity, in hopes that the brash Garoumay
lose interest and turn his attention back to fighting the
Wyrm rather than his septmates.

Second, the Garou must extend a formal challenge. It
can take any number of forms, from calling an opponent out




to furiously glaring at her. The important thing is that the
opponent must understand that a challenge is being made
and why.

Third, the challenge must be accepred. Garou may
refuse a challenge withour loss of Renown, as long as they
can prove before the sept leaders thart there is no basis for the
challenge. Garou whao issue a challenge that is proven to
have no merit may suffer loss of Renown.

Fourth, both parties must agree to the location and
conditions of the duel. Generally, these conditionsare set by
the Master of the Challenge in an attempt to make the duel
as fair as possible.

If the combatants skip any of the above conditions,
their fight isn't considered a duel for the purposes below —
it’s a straight-out combat,

Frenzy

Duelsamong werewolves often result in one combatant’s
death, usually because one participant frenzies and either
kills his opponent or forces his opponent to kill him. During
duels not to the death, others may step in and end the
contest if it becomes apparent that one fighter has frenzied.
A werewolf must check for frenzy after receiving his first
wound in a duel.

Emding a (Duel

A Garou may surrender without loss of Renown at any
time during a duel. A character who does not accept her
opponent’s surrender does not gain Renown from the duel,
and she loses Honor to boot. If it becomes apparent thatone
of the participants is clearly losing the duel, but her pride
doesn't allow her to surrender, the Master of the Challenge
steps in and ends the contest by declaring a winner.

QOutcome

A formal duel usually results in the participants gaining
Renown. [t happens only if an actual grievance exists at the
heart of the duel, of course. Characters who constantly try
to pick fights in hopes of gaining Renown succeed only in
developing reputations as bullies. As usual, Storytellers
award Renown based on a character’s conduct during a duel.
Generally, Garou gain Glory for winning a duel or Wisdom
for settling a duel without bloodshed. Honor comes only
with exceptional performance and behavior during the
duel. It is not uncommon for a Garou who loses a duel to
receive Honor for acquitting herself well, particularly if she
was the one challenged.

If the Garou who was challenged is victorious, she
receives greater Renown than the challenger would if he
were to win the duel. There are two reasons for this rule:
First, vo issue a challenge means that the Garou is unwilling
tofind a nonviclent means of resolving the dispute. Second,
only a fool would start a fight he expected to lose, while it is
often a matter of honor for the Garou being challenged to

Chapter Six: Systems

-_—_7

F-

acceprt even if she is not confident of victory. A Garou who
frenzies during a duel never gains Renown as a result and
often loses Renown from his actions during the frenzy. A
Garou who fails to accept the honorable surrender of his
oppenent also loses Renown.

Duels also have a lasting social impact upon characters
because they are highly notable events in a character’s
history. Many Garou, when formally introduced, include a
list of victorious duels along with notable battles and other
significantdeeds. It should notbe surprisingif, in achronicle,
a Rank Four Garou knows nothing about a Rank One
character other than the fact that the junior werewolf beat
someone inaduel awhile ago. Does that mean that the Rank
Four Garou fears or even respects the character! No, but in
the mind of that werewolf the character has set himself
above others in his low-ranking peer group. Ultimately, the
Storyteller determines what immediate and long-term so-
cial implications a duel has in his chronicle.

Klaives and

Klaive (Dueling

The most distinguished form of combat among Garou
is klaive dueling, or klaivaskar. Many see klaivaskar as the
preeminent expression of the Garou's true nature. It is a
complex, and potentially deadly, ritual played out on many
levels that culminates in moments of brutal violence. For
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thousands of years, klaives have been the weapon of choice
among the Garou. A silver weapon that is both physical and
spiritual in nature, a klaive in skilled hands is capable of
inflicting formidable damage. However, a klaive is much
more than a weapon — it is the traditional symbol of status
and leadership in Garou society. Klaives are not tools for
psychopaths to carve their way to the top along a path
strewn with their septmates’ bodies, but sacred items en-

trusted to werewolves who might one day bear the burden of

feadership.

When the first klaives were created, thousands of years
ago, they were little more than symbolic in nature: Silver is
ill-suited as a component for weapons. Those klaives pro-
claimed that their owners were strong and dedicated enough
to carry a weapon that constantly caused them pain. While
early klaives were poor weapons by modern standards, the
silver blades were enough to dissuade all but the most serious
of challengers. Through time, Garou who sought to lead
accepted the burden and constant pain of the silver klaives.
Eventually, Garou learned special tricks for improving their
klaives’ scrength and lethality. However, the cost to create
klaives made them available only to individuals with posi-
tion and wealth, further establishing the blades as symbols
of status and authority.

Klaive dueling is the means by which the most serious
disputes are settled. Klaiwaskar is the modern manifestation
of theancient Rite of Grievance, a structured ritual in which
disagreements between Garou are settled through combat.

Tribal Attitudes Toward Klaives

While most tribes view klaives as symbals of respect
and anthority and as a deterrent to capricious challenges
for leadership, many Children of Gaia see klaives as a
symbol of the strife and bloodshed among seprmates and
between the tribes. Red Talons own fewer klaives as a
tribe, as they lack Kinfolk capabie of smithing klaives for
them. Stargazers look on klaives as spiritual tools, as well
as weapons, and grant them an almost metaphorical
importance.

Klaives are mast prevalent among the Fianna, Silver
Fangs and Shadow Lords. Both the Silver Fang and
Shadow Lord tribes covet klaives because of the prestige
associated with owning them and because the blades are
traditional symbols of authority. The Fianna, however,
cherish klaives because they are a rangible link to the
legendary past. It is largely due to the efforts of the
Fianna that klaive lare is as complete and detailed as it
is. Fianna occasionally exchange klaives with members
of their own tribe for the purpose of researching and
recording the history of a particular weapon.

The remaining tribes all strongly value these tradi-
tional weapons, doubly so since the fall of the White
Howilers. Now that the Wyrm has an entire tribe of Garou
toserve it, itseems only logical to purify the corrupt Dancers
with Luna's chosen metal,

The Legend of the First Klaive

The Fianna claim that one of their own named
Wyrmslayer created the first klaive during the late
Bronze Age as a symbuol of the suffering the Wyrm had
caused hissept and of the burden of lzadership. Accord-
ing to legend, the forces of the Wyrm attacked
Wryrmslayer's caern before he had experienced his First
Change. His father, sceing in vision that his son would
breed true, sacrificed his life spiriting the boy away from
the oncoming hordes, The gaem fell, and those not
killed were scattered beforg the servants of the Wyrm.
As the young Garou watch@hthe destruction of his
home and the slaughter of his; friends and kin, his dying
father gave him the name Wyrmslayer, along with the
sacredicharge torgather all that remaiped ofthu.r sept
and reélaim their aem. =

As. time passed, Wyrmslayer grew strgn,gmth the
passion ofhis pnrpt;seﬁjusmuergg ple found komes
among other septs and the Wyrm anﬁed itshold over
the defiled caern. Oni'the nighthe set out to gather his
sept, Wyrmslayer received a vision: that if he always
remembered the pain of the loss of his sept and caern,
he would have the strength to achieve his goal, To this
end, Wyrmslayer fashioned a weapon that caused him
pain simply to hold it. He forged a knife from silver and
bound to ita War-spirit, so thathis enemies might share
his pain. Wyrmslayer called his creation a kiaive,
meaning “burden” in the Garou tongue.

Although the caern and sept are forgotten, and
Wyrmsiayer passed on to join hisancestors, the weapon
chat was the symbol of his motivation and leadership, as
well as his obligation, lives on in the hands of the
hundreds of Garou who have taken up similar “bur-
dens” over the centuries.

Obtaining a Klaive

Klaives are rare. Fewer than 10 percent of all Garou in
any given sept own klaives, while fewer than one percent
own a Grand Klaive. When a character obtains a klaive, the
player should, with the cooperation cf her Storyteller, come
up witha history for the fetish. Who was the previous owner,
and what happened to him? How old is the klaive? Has it
always been passed down through the same family, sept or
tribe? Has anyone famous ever owned the klaive? What
battles was it used in?Wasitever used ro kill a famous enemy
or Garou? Was the klaive ever used for a dishonorable
purpose! Klaives, especially Grand Klaives, might have long
and diverse histories as dueling blades, executioners’ swords
and battle weapons all at once.

® Inheritance: Characters with a sufficient number of

points in the Background: Fetish may, with the Staryteller's
approval, begin the game with a klaive. The player should
provide the derails of how she received the klaive; if she
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Creating Klaives

Each tribe now has the knowledge and means
available to it to create klaives, butsuch was not always
the case. Although the secrets of metalworking spread
quickly throughout Garou society, not all Garou taught
their Kin the methods of silversmithing. The Silver
Fangs have been the unrivaled masters of creating
klaives for nearly 3,000 years. Incomparable quality
and attention to every possible detail make klaivesfrom
the Silver Fang's forgmg_, houses highly coveted by

members of every tribes i g
Kinfolk of ea¢h tribe craft’ ﬁk-argr E?érg‘ klat\t.

because they donot xuftert;he same il] effects s fromsilver
as their true- |‘rr{,d§km Skilled klmvzv’fnrg*rs are as
highly regarded as any %gnﬂﬁe\w'\wlf can be in Garou
society. Begause each klaive isa living thing, the smith
must rake great care to awaken the spirit within the
silver while sheiblade is beingshaped and prepared for
the hinditig of other spirits. For thireason, all klaives
must be mmrlctcl\ handcrafted, though even that
precaution ¥ does not guarantee success. Most of the
blades forged in the attempt to create a klaive are
unsuitable for binding other spirits, or the resident
Silver-spirit was weakened or harmed during the forg-
ing process.

Once the blade itself has been created, a War-
spirit, along with any other desired spirits, must be
bound to the klaive. The process is long and difficult
because few spirits are willing to be bound permanently
toan object, and War-spirits are notoriously difficult in
such negatiations. Before a klaive may be used, the
spirits within must Slumber to recharge the ferish’s
Gnosis.

doesn’t have a good reason, the Storyteller may well nor
allow it. Most characters beginning with a klaive have
inherited it from a Garou relative — such an inheritance
usually comes attached to a great responsibility or task,
which is also handed down.

¢ Gift From the Elders: The elders of a sept occasion-
ally bestow a klaive upon a Garou who has performed the
sept an outstanding service. Due to the scarcity of klaives,
this accomplishment would have to be something tanta-
mount to saving the caern.

® Theft: Stealing a klaive from another Garou is never
acceptable. A character who stealsa klaive loses Renown for
his actions and suffers a severe punishment when caught
(generally a public beating by the Garou who was robbed).
Black Spiral Dancers are the only ones who stalk and murder
another Garou to acquire a klaive.

¢ Challenge for Ownership: Occasionally, one Garou
challenges another for his right to ownership of a klaive.
This duel is always a formal one and must be officiated by the
Master of the Challenge. A Garou who owns a klaive may
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not challenge another Garou for ownership of her klaive,
This duel is never to the death.

e Retrieval: Since Gatou rarely die in convenient or
public places, several klaives, and even a few notable Grand
Klaives, have been lost over the past 3,000 years. Many
quests are begun to retrieve these weapons. Characrers who
successfully complete a quest to find a lost klaive and retumn
it to the leaders of their sept gain Renown as if they owned
it (Werewolf, p. 191), in addition to the elders’ gratitude.
Garou also gain Honor for returning a fallen packmate’s
klaive to the sept leaders rather than keeping it for them-
selves.

Death of a Klaive

Through the care taken to awaken the spirits within a
klaive at the time of its creation and the subsequent binding
of additional spirits to the blade, a klaive is actually alive —
in its own right. Klaives are therefore fragile in certain ways.
When a Garou attunes a klaive, she links her own spirit to
ones within the fetish. When a characrer with an attuned
klaive dies, the player rolls a number of dice equal to the
klaive's Gnosis (difficulty equals 10 - the Gnosis or Honor
of the deceased, whichever is lower, minimum difficulty 2).
Failure indicates thar the spirits bound to the klaive are
freed. A borch indicates something nasty happens, at the
Storyteller’s discretion. The klaive may explode, hurling
silver shrapnel in all directions. The klaive may become
wainted, reducing the difficulty on all frerzy rollsforthe next
owner. The spirits within may be freed bur painfully cor-
rupted in the processes.

When the spirits bound to it leave, a klaive iseffectively
inert. The blade itself remains, but with the Silversspirit
gone, Garou are able to soak damage from this weapon at a
difficulty of 8. These ruined klaives are almost always buried
with or used as a memorial marker for the deceased Garou.

Klaive Lore

Klaives are more than glorious weapons, they are the
traditional symbol of leadership among the Garou. Addi-
tionally, a single klaive may have a history dating back
hundreds or thousands of years, as it passed from one
legendary hero to the next,

Garou who study Klaive Dueling also learn the history
and legends concerning these notable weapons. A success-
ful Intelligence + Klaive Dueling roll (difficulty 2 for klaives,
7 for Grand Klaives) indicates the character recognizes a
specific klaive or knows facts concering its history. A
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Welee and Klaive (Dueling

With the Storyteller's permission, players may
take Klaive Dueling asaspecialty for the Melee Abiliry.
A character who learns the skill in this fashion may
perform any action as if she had the Klaive Dueling
ability.
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player may also roll to determine whether her character is

Learning and Jmproving
duel (see p. 196) but are considerably more elaborate. Any

familiar with certain points of klaive dueling etiquette or has
information about notable klaivasar champions.
Klaive (Dueling 7

Learning klaivaskar can provide excellent roleplaying
opportunities. To learn the skill Klaive Dueling, characters
need to find a Garou who is willing to teach them. Masters
of Klaive Dueling often guard the secrets of their techniques
jealously. Therefore, training usually takes place in a se-
cluded locale within the bawn.

Players and Storytellers are encouraged to make any
Klaive Dueling lessons a roleplaying opportunity rather
than just an exercise in game mechanics. The Storyteller
should fully detail the teacher and any other students or
rivals he may have.

QRules and Structure
.
of a Klaive (Duel

Klaive duels strictly follow the conditions of a formal
breach of the dueling etiquette may be punished by a loss of
Honor. The challenger always informs the sept leaders that
a duel is ro take place. The elders always assign a Master of
the Challenge to choose a duel site that gives no advantage
to either participant. Participants in a klaive duel often
spend days practicing and preparingforthe event. When the
time arrives for the duel, both participants must introduce
themselves and state their purpose for being there to the
assembled crowd. Then the duel may begin.

The opening moments of a klaive duel reveal a lot about
the true nature of a Garou. For this reason, these duels are
particularfy important to any assembled werewolves when it
is a challenge for leadership. Some duelists insult their
opponents in hopes of making them frenzy, Some Garou

press any advantage immediately, while others bide their
time and wait for the right opening.

Frenzy

The Master of the Challenge always attempts to stop
a klaive duel in which one of the participants frenzies,
unless the duel is ro be fought to the death. Therefore, it is
an acceptable, if somewhat dangerous, strategy in a klaive
duel to goad one's opponent into a frenzy and have him
immediately declared the loser. To do so, a player rolls
Manipulation + Expression at a difficulty of the opponent’s
Willpower. If the taunting character scores a single success,
her opponent must check for frenzy. For every two successes
the taunting character receives after the first, the difficulty
for her opponent’s Rage roll is reduced by one.




Klaive (Dueling Waneuvers

Klaivaskar is the only style of armed combat developed
for and by Garou. Klaive duelers learn to anticipate and
respond to attacks with blinding speed. During combat,
after all participants have declared their actions but before
any are resolved, a Garou who is using the Klaive Dueling
Ability may spend Rage points to respond to an attack with
a dodge, parry or riposte. Characters may not spend more
Rage points in a turn than their Dexterity score.

For example, Corin Eye-of-Stone is klaive dueling with
Thunder’s-Pride. Thunder's-Pride wins the initiative. Corin
elects to spend 2 Rage points: striking twice and parrying
once (two actions for Rage plus his normal action).
Thunder's-Pride decides to spend 3 Rage points: parrying
twice and striking twice. Because he is using his Klaive
Dueling Ability, Corin may now declare that he wishes to
spend an additional Rage point to parry again. Thunder’s-
Pride cannot declare another strike because only dodging
and parrying are possible at this point, and he is not facing
an attack that he is not already parrying.

A Quick Recap
Weapon Difficulty
Klaive 6 Strength +2% ]
Grand Klaive 7 Strength +4* T
* Aggravated damage; shapeshifters cannot soak

1 Jacker
T Trenchecoat

Damage Conceal

Combat Wlaneuvers

The following maneuvers are common practice in
klaivaskar, and anyone with Klaive Dueling can use them
when armed with a klaive. The difficulty and damage for
each maneuver represent a dagger-sized klaive; the number,

if any, in parentheses represents the difficulty and damage of

using the maneuver with a Grand Klaive. Naturally, klaives
and Grand Klaives can be used only in Homid, Glabro or
Crinos form,

* Caught Steel: The fighter locks klaives with her

opponent. Roll Dexterity + Klaive Dueling at a difficulty of

the target's Dexterity + Klaive Dueling. For each success
after the first, the fighter prevents her opponent from taking
one additional action during this turn. The opponent loses
any Rage spent to gain the prevented attacks. The fighter
can take no other actions during the turn he attempted this
maneuver, other than speech. (“You think you can best me,
charach? Think again!”)

Roll: Dexterity + Klaive Dueling

Difficulty: Opponent’s Dexterity + Klaive Dueling

Damage: None Actions: Special

® Disarm: The fighter attempts to force her opponent
to drop his klaive by twisting or knocking it from his hand.

Chapter Six: Systems
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The attacker’s roll is contested against the target’s Strength
(difficulty 6). If the attacker wins, the target’s klaive flies
one vard for each of the attacker's net successes. If not, the
target does not lose his weapon. If the artacker botches, she
drops her klaive.

Roll: Strength + Klaive Dueling Difficulty: 6

Damage: None

¢ Feint: This move is the classic bluff: lead in one
direction, strike in another: The attacker may add one die
per success to her Dice Pool for her next atrack against this
opponent. The feint's bonus dice are lost if nor used in the
same or following tum.

Actions: |

Roll: Manipulation + Klaive Dueling Difficulty: 8
Damage: None Actions: |

® Great Blow: The fighter puts everything into one
powerful swing, in hopes of severely injuring her opponent,
but she leaves herself open in the process. The difficulty of
any other actions taken this turn is increased by 2.

Roll: Dexterity + Klaive Dueling Difficulty: 6 (7)

Damage: Strength +6 (+8) Actions: 2

* Head Wound: Garou wounded by a klaive bleed
profusely because of their “allergy” to silver. Thus, the
fighter slashes the forehead of his opponent, whose vision
becomes obstructed by the flow of blood. The difficulty of
the opponent’s strikes increases by 1 on the following tum.
The difficulry increase lasts for a number of turns equal to
the number of Health Levels of damage received.

Roll: Dexterity + Klaive Dueling Difficulty: 8 (9)

Damage: Strength +0 (+2)

e Jab: This quick strike serves to test an opponent’s
defenses.

Roll: Dexterity + Klaive Dueling Difficulty: 5 (6)

Damage: Strength +0 (+2)

® Parry: The fighter uses her weapon to block her
opponent’s attack. The fighter rolls Dexterity + Klaive Duel-
ing (difficulty 6); each success subtracts one success from the
opponent’s attack. If the Klaive user parries an unarmed
opponent, the opponent rolls damage against himself.

Roll: Dexterity + Klaive Dueling Difficulty: 6

Damage: None

* Riposte: The fighter makes a rapid strike following a
party. This strike may be used only immediately following a
parry.

Roll: Dexterity + Klaive Dueling Difficulty: 4 (5)

Damage: Strength +0 (+2)

® Silver Wall: The fighter swings his weapon in a
defensive pattern in front of himself. For each success, he
may add one die to each parrying maneuver he attempts
during the same turn as this maneuver. The fighter may

Actions: 1

Actions: |

Actions: |

Actions: |

attempt only parries in the same turn that he creates the
“silver wall.”
Roll: Dexterity + Klaive Dueling Difficulty: 7
Damage: None Actions: |
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¢ Thrust: The standard strike.
Roll: Dexterity + Klaive Dueling Difficulty: 6 (7)
Damage: Strength +2 (+4) Actions: |
e Throw: A rtruly desperate fighter may throw her
klaive, though it was not designed to be used in that fashion.
Roll: Dexterity + Klaive Dueling Difficulty: 8 (9)
Damage: Strength +1 (+3) Actions: |

Kailindo

Kailindo is a martial art creared by the Zephyr Stargaz-
ers to take advantage of the Garou's ability to shapeshift. [t
began as an attempt to develop a form of nonlethal ritual
combat to stem savage and often faral infighting among
seprmates. In this respect, Kailindo failed — there are few
Garou who possess the temperament necessary to learn the
skill effectively. Kailindo is based upon the controlled use of
Rage and therefore requires great patience and discipline to
master. As these traits are not inherent in most Garou, there
are few Kailindorani (practitioners of Kailindo) outside the
Starpazer tribe.

Wind was the inspiration for many Kailindo tech-
nigues and is therefore a prevalent symbol in the discipline.
Many Kailindorani adopt Wind Incarnas as their personal
rotems in their attempts to gain greater power and insight
intothis discipline. Kailimdorani often summon Wind-spirits
during training exercises to teach; harass and challenge
students.

Beginning the Game with
Kailindo

If your character begins the game with the Skill:
Kailindo, youshould specify how she learned the martial art.
Because Kailindo is a rare skill, you should purchase the
Background: Mentor at a level equal to, or higher, than the
number of dots you purchase in Kailindo. This mentor is the
Garou who instructed you in the martial art. A mentor
purchased to reach Kailindo does not have any obligation to
the character other than passing on the skill. You must
justify any other favors this mentor grants through
roleplaying.

Learning Kailindo

Learning Kailindo provides an excellent opportunicy
for roleplaying. Established characters wishing to learn the
skill, or characters whose mentor has died or become es-
tranged, must find a Garou who is able to teach the art. It is
adifficult task, but certainly not impossible. Kailindorani are
rare and generally reclusive, because mastering this skill
requires dedication and an environment free from distrac-
tion. Due to their distinctive techniques, Kailindorani stand
out inafight, and rales of their skill rend to remain inan area
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Kailindo Gifts

The Wind-spirits teach the following Gifis only to
Kailindarani, and only to individuals who prove them-
selves worthy.

e Harrying Wind (Level Two) — This Gift
summons a Wind-spirit to harass and hewilder an
opponent during combat.

System: The player rolls Manipulation + Leader-
ship. For one tum per success, the Kailindorani’s oppo-
nent has the difficulty of all his actions increased by 1.
The effects of Harrying Wind are not cumulative; using
the Gift multiple times against the same opponent
provides no additional advantage.

 Gathering Storm (Level Three) — This Gift
summons a group of Wind-spirirs that engulf onie oppo-
nent in a cyclone, buffering her with debris and hurling
her aside.

System: The player spendsa Gnosis poitit and rolls
Manipulation + Primal-Urge. The opponent is thrown
two yards for each success scored and also loses one
Health Level per suceess. The opponent may soak this
damage normally.

long after they have passed. You may have to travel consid-
erable distances to find a teacher, but following the stories
may eventually lead you to the one you seek.

The second vhstacle facing characters who wish to learn
Kailindo is convincing a Kailindorani to teach them. Kailindo
masters are often said to guard the secrets of their techniques
jealously. While such rumors are true of some, most are simply
selective of the Garou they teach because they have no desire
to waste time on students lacking the temperament and
dedication necessary to progress. As a test of patience, some
Kailindorani make a characrer wait days, orweeks, before giving
an answer. Others immediately refuse to give the characret
lessons in order to evaluate how easily the prospective pupil
becomes discouraged. The first lessons a character must learn
while studying Kailindo are patience and discipline, traits that
do not come naturally to most Garou.

Keep in mind rhat learning a martial art is a time-
consyming and often painful undertaking, and make a point
of including portions of your character's training period in
the chronicle. Players and Storytellers should work rogether
tomake improving Kailindo aroleplaying opportunity rather
than just an exercise in spending experience and filling in
the next little dot on the character sheet. Whar is the
teacher like! Does he have any other students? Might one of
those students become a rival! How do members of the
character’s pack and sept feel abour him learning this exoric
skill? Kailindo training should have an exotic feel when
compared to the rest of a Garou's daily activities.




Kailindo Wlaneuvers

The principal advantage of Kailindo is that, through
intensive training, Kailindorani have mastered the tech-
nique of shapechanging while in combat. When performing
a Kailindo maneuver that calls for the character to change
forms while striking, the player does not split his Dice Pool.
Instead, the player uses the full Dice Pool for shapechanging
as if he'd spent a Rage point to gain an extra acrion.
However, the character does not need to spend Rage unless
the complexity of the maneuver requires it or the player
wishes to forgo the roll to shapechange. Failing the
shapeshifting roll means the character does not change
forms, probably fails the maneuver and cannot take any
further actions that turn. Any Rage points spent to gain
additional actions that turn are lost,

Always use the Dice Pool for the form being assumed
when rolling to hit and inflict damage while shapeshifting
during a Kailindo maneuver, unless the maneuver descrip-
tion states otherwise.

The following is the Kailindorani's basic arsenal. Be-
cause Kailindo was originally designed to avoid perma-
nently maiming one's septmates, it's assumed that the
character does not inflict ageravated damage unless the
playerspecifically states, before the maneuver is performed,
that the character is using her claws.

"
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Most nonshapeshifting Kailindo maneuvers must be
performed in Homid, Glabro or Crinos form.

Kailindo Wlaneuvers

* Binding Wind: If a Kailindovani wishes to immobilize
his opponent without inflicting serious damage, he may
catch his opponent by the wrist and use momentum and
leverage to immobilize her. If the Kailindorani scores more
successes on his roll to hit than the opponent has dots in
Dexterity, the opponent is held motionless. Held opponents
may spend a point of Willpower to attack with another limb

or may free themselves by winning a contested roll of

Dexterity versus Dexterity (difficulty 6). Damage from this
maneuver is based on the Kalilindorani's skill rather than
strength. Opponents do not take damage for subse-
quent turns they are held past the first.
Roll: Dexterity + Kailindo Difficulty: 6
Damage: Kailindo first turn; none subsequent
Actions: |
® Deceptive Wind: The Kailindorani leaps at her appo-
nent and, feinting a kick from the front, strikes from the side
or from behind as she passes. The maneuver may not be
blocked, only dodged.
Roll: Dexterity + Kailindo Difficulty: 5
Damage: Strength +1 Actions: |

¢ Falling Tempest: The Kailindorani launches himself

at his opponent and, airborne, catches her about the throat
with either his legs or arms. If the Kailindorani scores more
successes on his roll to hit than the opponent has dots in
Strength, the opponent is knocked to the ground and held
in a chokehold. Opponents in a chokehold lose one Health
Level each turn. Damage from the chokehold cannot be
soaked but does heal after an hour of rest. Opponents may

escape from the chokehold by winning a contested roll of

Strength versus Strength (difficulty 6).

Roll: Dexterity + Kailindo Difficulty: 8

Damage: Strength -1; subsequently, one Health Level
per turn while the hold lasts Actions: 1

® Forceful Wind: The Kailindorani makes a running
leap and delivers a powerful kick to her opponent’s head or

upper torso. If the Kailindorani inflicts more Health Levels of

damage than the opponent has dots in Strength, the oppo-
nent is knocked off his feet.

Roll: Dexterity + Kailindo Difficulty: §

Damage: Strength +2 Actions: 2

e Little Cyclone: The Kailindorani crouches while
spinning around with his leg extended, knocking his oppo-
nent from her feet. The Garou rolls Dexterity + Kailindo,
resisted by his opponent’s Dexterity + Dodge (both diffi-
culty 6). If the Kailindorani has any net successes, the
opponent falls,

Roll: Dexterity + Kailindo (resisted by foe’s Dexterity
+ Dodge) Difficulty: 6

Damage: 1 die + | per extra success Actions: |
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5 : v /4 e Storm Dance: This maneuver is not a combative one but
3\? S ' 17 a display of skill. The Kadlindorani performs an intricate series of
/ 3 Kailindo maneuvers in an attempt to impress or intimidate her
z g 2 opponent. The player rolls Manipulation + Kailindo, resisted by
\ \ > ‘, heropponent’s Wits + Brawl (or Kailindo), both difficulty 7. The
P 7

Roll: Dexterity + Kailindo Difficulty: 7

Damage: Strength +3 Actions: |

¢ Whirlwind: The Kailindorani weaves her arms in a com-
plex and rapid defensive pattern before her. For each success, she
may add one die to each hlocking maneuver she attemipts during
the same turn as this maneuver, The Kailindorani may attempt
only blocks in the same turn that she uses Whirlwind.

Roll: Dexterity + Kailindo Difficulty: 7

Damage: None Actions: |
Kailindo Shapeshifting Wlaneuvers

Each of these maneuvers requires the standard roll or
the expenditure of a Rage point to shapeshift into the
appropriate form.

® Changing Breeze: The Kailindovani presents a large
target to her opponent then changes to asmaller form, dodging
the incoming attack. Each success scored by the Kailindorani
on her shapechanging roll adds 1 to the difficulty of her
opponent’s next attack (maximum difficulty 10).

Usable by: All except Homid or Lupus

Roll: Dexterity + Kailindo Difficulty: 7

Damage: None Actions; 1

s Fading Breeze: The Kailindorani steps back, changing
into a larger form (with a longer reach) while punching,
kicking or slashing with claws. The difficulties of one foe’s
attacks for the turn increase by 1.

Usable by: All excepr Hispo or Crinos

Roll: Dexterity + Kailindo Difficulty: 7

Damage: As punch, claw or kick Actions: 1
i %™ ° Gmfi}[:g Temp;‘:st: The Kailindorani in;hs her op-

> 3 onent and shifts to a larger, stronger form while crushin

I e o B Eim or twisting his Iimb: The opionent is prappled ang
J : must win a contested Strength versus Strength roll to free
o himself. This action costs 1 Rage to perform.
‘ b S Usable by: All except Hispo or Crinos

7 Kailindorani reduces the difficulty of herattacks by | foranumber ’
%5 A of turns equal to her total remaining successes, This maneuver is
: often performed in an attempt to dissuade an opponent and
, ° : - T A
A ! thereby avoid combat altogether. The Kailindorani may attempt
! L/ 3 Al no other actions during the same turn as Storm Dance. This
| il R 4 maneuver may be done only once per opponent per combat.
‘ P o | 7 Roll: Manipulation + Kailindo (resisted by foe’s Wits
» Z o
| L & 2 h'& . g + Brawl) Difficulty: 7
| Y P P §% 7 - Damage: None Actions: Special
i 1l / i > - * Tornado Kick: The Kailindorani spins around once
| x with incredible speed, her momentum adding bone-jarring
: 5 A force to her kick.

—
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Roll: Dexterity + Kailindo Difficulty: 7
Damage: Strength +2 Actions: 1




= M
® Melting Wind: The Kailindorani changes to a smaller ' ////’4

form to slip out of a hold. Any successes on the Dexterity +

Kailindo roll are then added to her Strength pool for

escaping the hold. If she botches the roll, she suffers addi- ==
tional damage from the hold, as well asa +1 increase to the

difficulty of all future escape attempts.

* Striking the Wind: The Kailindorani allows his = >
opponent to hit him, thus bringing her close as he changes [/ DUG’C?E 7L 8

Usable by: All except Homid or Lupus =
Roll: Dexterity + Kailindo Difficulty: 6 i =

to a larger form, then strikes. The Kailindorani is automati- Jl

cally hit, bur the difficulty of his roll to soak is reduced by 2. ! 7L 7 LT, /
This maneuver requires the expenditure of a Rage point. | /// Sog

Damage: None Actions: | ——ﬁ—’{__'_________
® Moving Breeze: The Kailindorani changes toasmaller — s S
form (ideally Lupus) while dodging. Each success on her -
shapechanging roll adds one die to her Dice Pool fordodging
the next attack. =
Usable by: All except Homid or Lupus | =
Roll: Dexterity + Kailindo + successes on shapeshift roll
Difficulty: 6
Damage: None Actions: 1 :
* Rising Storm: This maneuver was developed to fell the ] :
strongest opponents. The Kailindorani changes to a larger, - lw B
stronger form while punching, kicking orclawingan opponent. [ _E \ =
Usable by: All but Crinos :}_ B % % / :
Roll: Dexterity + Kailindo Difficulry: 5 A = ) .
Damage: Strength +2 Actions: 1 B (9]a}
Usable by: All but Crinos
Roll: Dexterity + Kailindo Difficulty: 5
Damage: As punch, kick or claw Actions: | \ N
* Subtle Draft: The Kailmdovani charges into an
opponent while in Lupus form, getting underfoot and trip-

ping her. He then shifts to a larger form l
to take advantage of the situation. The

difficulties of all other artacks made ==

-—

against his opponent this tum are re-

duced by 1. This maneuver is particularly

useful when several individuals are attacking a single opponent.
Usable by: Lupus
Roll: Dexterity + Kailindo Difficulty: 6
Damage: None Actions: 1

® Sudden Flurry: A Kailindorani uses this technique
after being grappled or when she wishes to keep her oppo-
nent close but off balance. She shifts to a smaller form and
uses the momentum to throw her opponent (usually straight
down). Opponents are thrown a maximum of one foot per
success + the Kailindoran’s Strength in feet. Also, if the
throw is successtul, the difficulty for her next attack against
this opponent is reduced by 2.

Usable by: All except Homid or Lupus
Roll: Dexterity + Kailindo Difficulty: 6

Damage: Number of successes  Actions: 1

e -




¢ The Hurricane: The Kailindorani assumes a larger,
stronger form while throwing her opponent, thus gaining
the added momentum and change in leverage of the
shapeshift. Opponents are thrown two meters per success +
the Kailindorani's Strength in yards. The damage for this
maneuver is usually Strength + the number of successes, but
may vary depending on what the Garou’s foe hits. This
maneuver costs | Rage.

Usable by: All except Crinos

Roll: Dexterity + Kailindo Difficulty: 7

Damage: See above Actions: 1

Aging

Gaia'somnipresent thythm guidesall creatures, whether
they realize it or not. Garou despise vampires, in part,
because the undead defy this natural order; their unlives
mock the sacred wheel of mortality. Werewolves under-
stand that death belongs in the world. This acceprance lets
them struggle against impossible odds and throw themselves
at the Wyrm with little concern for their own well-being.
They know that their spirits will continue to exist, guiding
their descendants as their ancestors have led them. They
may even return to fight the Wyrm and continue the cycle
dnew.

Most Garou die violent and dramatic deaths, but a few
dosuceumb to old age. Garou's inherent regenerative pow-

ers help fight the ravages of time, but even werewolves

cannot survive forever. The manner in which other Garou
treat the elderly varies greatly from location to location and
ribe to tribe. In some septs, venerable wolves are treated
with respect; their wisdom is a valuable resource. Other
septs enforce the Litany a little more strictly and offer Garou
who have grown feeble an honorable death. For the most
part, however, septs interpret the Litany however it serves
them best to do so currently.

Once a Garou reaches 70 or 50, her body gradually, but
inevitably, begins to betray her. Once each yeat, at the
winter solstice, characters above the age of 70 (or 90if they
possess the Merit: Longevity) must make an aging roll on the
following table. All modifiers are cumulative. Roll one die,
adding 1 to the result for each Battle Scar the character
possesses (although the Storyteller may rule that not all
Battle Scars affect aging). Add an additional 1 to the roll for
every five years over 70, rounding up. A 77-year-old charac-
ter adds 2 to his aging roll, for instance.

If the result of the roll is “No Effect,” then there is no
immediate impact, and the character rolls again next year.
If the die roll indicates a Trait, the character must make a
roll on a single die (difficulry 7). Failure results in the loss of
one point in that characteristic. A botch indicates two
points are lost. A character may spend a permanent Gnosis
point to add another die to this roll. Once a characrer loses
an Arrribute poinrt to aging, he may never again recover the
point or improve that particular Attribute by any means,
including spending experience points. Characters whoreach




Aging Chart
Roll Effect
1 No Effect
2 No Effect
3 No Effect
4 No Effect
5 Perception
6 Strength
7 Stamina
8 Dexterity
9 Appearance
10 Rage
11 Health Level
12 Wits
13 Intelligence
14 Harano
15 Death

zero in any category have lost the ability to use that Trait for
the remainderof their lives. Forexample, ifa Garou loses her
final Rage point, she loses touch with the wolf and must live
out her life in breed form, forever unable to change.

A characrer rolling *Harano” must make a Gnosis roll
(difficuley 9). Failure indicates that the character succumbs

to depression. If “Death” is the result, the character may roll
Gnosis toresist (difficulty 10). If this roll fails, he dies during
the coming winter. Garou can sense this coming death, for
they hear the call of Gaia. They order their affairs and the
sept performs the Rite of the Winter Wolf, If the character
succeeds at the Gnosis roll, he survives, but gains a Battle

Scar chosen by the Storyteller. The scar reflects the aging
process; superficial scars related to aging could be anything
from age spots to varicose veins. Deep scars might reflect
arthritis or other joint problems. Moreover, while an elderly
Garoumighrnot physically lose a limb, astroke’s effects take
away the ability to use it.

Harano

Garou are creatures of violent extremes, their attempts
at focus and control constantly locked in a struggle with
their primal passions. Most often, they are subject to anger
and Rage to the point of frenzy. Profound joy and pride at
their successes often inspire victory rites and celebrations.
Occasionally, they fall to the opposite extreme: desperate
feelings of apathy, gloom and dread. Garou refer vo this
condition as Harano.

The Garou themselves do not completely understand
thisdire depression. It strikessuddenly and leaves its victims
paralyzed. Darkness fills their lives and drives all hope from
their hearts. Garou in the thrall of Harano cannort express
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the sorrow filling their souls. Rarely do individuals shake oft
the effects of this spiritual sickness, When they do, they
return with a permanent sadness from the afflicrion that has
touched them terribly — along with a deeper resolve.

There are many ways for Harano to strike a character.
Sotae charactersmay begin play in Haranp. Old age also has
a tendency to bring on the malaise. Characters can develop
Harano because of events in the chronicle's course, too. Itis,
of course, up to the Storyteller to determine whether any
character has experienced events traumatic enough to pro-
voke this depression. Some examples of such eventsinclude
the loss of one's entire pack, being declared Ronin, cata-
strophic personal failure of far-reaching impact or having
one's faith shaken, A character may make a Willpower roll
(difficulty 10) to try 1o fight his way out before Harano fully
takes hold.

A character suffering the torment of Harano must make
a Willpower roll each scene (difficulty 7). Failure indicates
that the Garou falls deep into his oppressive misery. All his
Dice Poolsare halved; he just doesn't have the spirit to make
any real effort, A character may spend a single point of
Willpower to overcome partially the effects of Harano for a
scene.

Overcoming Harano is no easy task, but it can be done.
Aftera character achieves a significant siiccess of some sort,
he can make a Willpower roll (difficulty 10). Failyre indi-
cates that the character does not break free from the afflic-
tion, and his life does not improve. A hotch increases the
difficulty of Harano rolls by 1 until the character gets
sipnificant rest — at least e¢ight hours of sleep. Success
indicates that the character pushes back the despair. The
character gains one permanent point of Willpower from
surviving the terrible ordeal. However, he faces the con-
stant threat of regression. A character whose Harano has
receded must make a Willpower roll (difficulty 5) each new
moon,; when Luna has withdrawn herself. Failure means the
character falls back into the grip of Harano. A character
who succumbs to Harano twice faces the prospect of a

lifelong bartle with this disease. He may recover and regress
many times but never again earns a Willpower point for
IECOVEry.

(Derangements

The struggle against the Wyrm is an arduous one, easily
capable of breaking even the stronpest mind. Some atroci-
ties can scar the psyche permanently — and the Garou,
charged as they are to battle against the vilest forces in the
physical and spirit realms, often see more of these atrocities
than anyone else. At the Storyreller’s discretion, a Garou
who “sees too much” or endures overpowering suffering may
become remporarily (or ever permanently) insane. What's




more, some werewolves — particularly mieris — are bom
mad, as the pain of Gaia's suffering drives them insane even
in the womb.

The following Derangements are a few suggested men-
tal afflictions, representing some possible ways in which a
Garou's mind might break. A werewolf with one of these
Derangements must make a Willpower roll (difficuley 5)
whenever he endures stress; failure means he succumbs to
his madness. Players and Storytellers are encouraged to
invent other psychoses as they like.

* Delusions of Grandeur: You believe you are “cho-
sen” by some higher power. Only you can ensure that its
cause will be triumphant. The fools around you refuse to
recognize your importance, but that will change in time....

e Ennui: You bore easily and are often completely
jaded. Not even the most intense emotions or events faze
you. [t's astrugele for your packmares to make you care about
anything.

¢ Hallucinations: Your very senses lie to you. At
unpredictable times, you see, hear and smell things that
aren't really there.

* Insecure: You are never sure where you stand with
your pack, hive, tribe or even yourself. You probably have
very little Willpower or a serious penalty ro any Willpower
rolls.

¢ Manic: Everything youdo, you do to the hilrand with
obsessive energy. You're inclined to burn yourself out with
exhaustion when performing even the most trivial rasks.

* Moon-Mad: When you succumb to your madness,
you perceive yourself as playing a different role in Garou
society. Once afflicted, you begin acting as if you were of
another, randomly determined auspice. This Derangement
can often affect your ability to earn Renown.

® Multiple Personalities: You have splir personalities,
many different “beings" inside you who seek expression.

Your aiternate personalities may behave as if they're of

different auspices or tribes. The Garcu are a little more
forgiving of this affliction than are humans, as werewolves
consider it a “lunar” thing.

¢ Obsession: You fixate on something thar becomes
the very focus of your existence. Every moment, it swims
into your consciousness, You must pursue it until it ceases to
haunt you....

® Paranoia: The enemy'salliesare everywhere. Yousee
the Wyrm's influence in everything and wonder why others
can’t see it too. Perhaps the Wyrm has corrupted them as
well....

® Phagomania: You crave food even when you aren’t
hungry, and you may even hunger for freakish meals such as
carrion or human flesh. Garou distrust anyone who suffers
from this affliction, as they believe such an individual to be
in the thrall of the Eater-of-Souls.
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Harano:

CThe Pain of Loss

by Aill Bridges

Something like a shadow has fallen between present dnd
past, an abyss wide as war that cannot be bridged by any tangible
connection, so that memory is undermined and the image of our
beginnings is betrayed, dissolved, rendered not mythical but
illusory. We have connived in the murder of our own origins.

— Edward Abbey

In the quote above, Edward Abbey, famed wilderness
advocate, curmudgeon and spiritual father of direct-action
ecological protest, complains of the loss of primal begin-
niings: his childhood, when he roamed backwoods and fields,
carefree and intensely in love with the landscape around
him. Beyond being a cry against the loss of wilderness itself,
it seems a cry against adulthood and the discerning mind
that accompanies it — the mature mind, somehow separate
and discreet from its upbringing in Eden. It is a cry of anger
and of the loss of something that can never be regained.

Which is what Werewolf is really all about. Behind
the deeds of high daring, the glory of gut-rending com-
bat and the horror of monsters from the abyss is the heart
of the Garou's plight: deep, aching loss and its inconsol-
able pain, pain expressible only in extreme, unthinking
anger — in Rage.
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While the life of a Garou may seem ar first liberating
upon realization of one's identity as a werewolf, it is in fact
ultitnately doomed. Along with the power to tear one’s fogs
to pieces comes the unavoidable realization of the true state
of the world, the full knowledge of a paradise lost: that
progress and a brighter tomorrow is an illusion borm of
humankind's ignorance and that you have been born centu-
ries too late, long after the light of the Dawn has faded. Your
inheritance has been squandered by all who came before
you, except for those few, valiant Garou who struggle in the
shadows against the Eneniy. Your mother isdying, and there
is very little you can do about it. But hope is not snuffed
entirely: Maybe, just maybe, your anger can turn things
around.

This essay is not a recommendation to increase the
hack-and-slash potential in your game; it is the opposite:
a plea to recognize some of the deeper themes inherent
in Werewolf. Their introduction into a story can greatly
enhance the drama and, dare | say it, the art of the
experience. | believe the pain of loss, of Harano, is the
Grand Theme behind Werewolf, around which many
stories can be rold.
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Many fantasy worlds (and ancient creation myths)

posit a utopian beginning to the world, one that is marred

and destroyed by evil with the aid of human ignorance and
greed. |LR.R. Tolkien's Middle-earth is the best example of
this, for no author has captured the sorrow and loss of
heaven on earth better than he in his account of the Elder
Days: The Silmanrillion. This book is a good source to get a feel
for the sorrow of the Garou, who, like the Valar and the
Elves, have lost much over the course of time but have
gained little in recompense.

Recognition of this monumental loss provides a certain
poignancy to the combats in Werewolf — these guys aren’t
just tearing enemies’ eyes out for the fun of it; they’re doing
it out of some deep need, inexpressible in words but fully
revealed in action. Not only does the bottled-up sorrow and
inability to turm back the clock need an outlet, but somebody's

gotta pay for the loss. Knowing the cause of the Garou’s
combarive ways does not necessarily lead us to condone such
acrions, but it does help us to understand the Garou.
Playing up this emotional level can be cathartic in
many ways. Sometimes, the pain of our own lives needs
expression in fantasy form, as does the anger arising from
that pain. Don't get carried away here, using it as an excuse
to practice beating up tormentors and bullies thinly dis-
guised as Wyrm creatures. If done well, with a careful eye to
drama and plot, a Werewolf chronicle can serve as a
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purgative for unspoken ills, in the same way that great works
of literature can. While the content of a Werewolf game —
big, hairy guys running around growling— may never rise to
the accepted heights of literary quality, its level of
interactivity provides something more visceral by far.

If there were no hope atall, however, what would be the
use of such artistic musings! To show that we're all doomed?
How fun and enlightening that would be.

Beyond the sorrow and misery and anger there is hope,
achance thar things can be again as they once were, that the
seeds of victory lie deep in the soil of Gaia, waiting through
the desolate winter tosprout forth anew and usher in Spring.
The Greatr Mystery is the frailty of existence (even for
Garou) and the long-enduring bonds forged in the oh-so-
brief time afforded a life. The feat istosurvive sorrow and put
aside mourning for what is not yet fully lost. To fail in this
task is to invite Harano, winter unending.

This is the true fight of the Garou: to cling steadfast to
the goal and not the losses. To honor the dead and cherish
the children to come. Tosee the cycle of the seasons through
and usher in a new year.

Wature Roleplaying

by Justin Achilli

You've seen the little banner and slogan on the back of
White Wolf books — “Games For Mature Minds.” You've
read the books themselves and seen stuff that would turn
TSR’s Legal and Editing Departments pale as ghosts. You've
even been considered “mature” yourself. But what the hell
does it mean!?

That's an important question.

Consider the Black Dog imprint for a moment. Is that
stuff mature? The cover sure claims it is— even more so than
other White Wolf game material. Is there anything in Freak
Legion that wouldn't send Beavis into a conniption of
laughter! Is Destiny’s Price “adult” material or simply
prurient! Would you hesitate to show any of the Giovanni
Chronicles to your mother? [s White Wolf anything other
than a bunch of hacks, cobbling together pornography and
juvenilia and peddling it to pretentious goth wannabes?

If you've even bothered to buy this book (and I don't
give a damn about people who don't — call me whatever
names you want, guys, bur I think everyone will know the
truth when you break out the old war stories about how your
50th-level paladin whupped the holy bejeezus out of an
entire orc colony), you've probably got an opinion on the
matter, but let’s take a look at it, shall we?

(Author's Note: This whole essay is going to sound
supremely pedantic, arrogantand self-righteous, but believe
me, I've seen enough miserable games nominally run under
the ritle of Werewolf and Vampire to know what I'm saying
here. So sue me.)




Werewolf, at its core, deals with some pretty mature
themes, The world is dying, assisted in the throes of its
mortality by a humanity too dulled to care and an aspect of
the cosmological Triat, the Wyrm, hell-bent on making
that death come all the quicker. The “heroes” of the setting,
if such can be said, are nigh-rabid monsters, trapped be-
tween two societies and products of a nightmare spirit world
too vast to understand. The Garou are creatures of Rage,
creatures often predisposed to kill first, let Gaia sort out the
casualties and ask questions later. They are further divided
along cultural lines that, as ancientand indelible asthey are,
would do any modemn-day hate group proud.

Asa werewolf, you're damned if you do and damned if
youdon't. You're just a little bit less damned if you do.

And yet, many times, that complex personal tragedy is
lost, buried under a miasma of splatterpunk bloodlust pur-
veyed by an infantile “Storyteller” in a Metallica T-shirt and
black Reeboks. The endemic horror of Werewolf vanishes
under a thin veneer of slapstick “villains,” hurled headlong
against a pack of slack-jawed social retards (and their
characters) in a mind-numbing exercise of Gift-listing and
die-rolling.

This is “For Mature Minds?" Thisis adult-oriented ! No;
this is Advanced Dungeons & Dragons in which the charac-
ters can attain Crinos form, each episode plotlessly seguing
into the next with a new stream of fomori or Banes.

Werewolf can be so much more than this.

(Danger! I'm about to tell you about my character!)

I recently took part in a Werewolf game centered
around the discovery and destruction of a local arm of
Pentex that was responsible for the horrible disfigurement of
several “missing” individuals. The group gathered toaddress
the situation comprised two Shadow Lords (metis and
homid), a Glass Walker street thug, an Uktena Ahroun, a
Pumonca Bastet and a hormonally-imbalanced Mokolé. A
motley crew indeed — admittedly bordering on the farcical
— but the resolution of the story involved complex charac-
ter interactions that left the story all the richer for their
presence.

The Shadow Lord homid took a dislike to the Mokolé,
whom the former insisted “bore the face of the Wyrm." The
Pumonca distrusted the whole group, as she still bore emo-
tional scars from her ancestors’ participation in the War of
Rage. The Glass Walker aroused suspicion at his open
embrace of all things technological. The Uktena had no
idea what was poing on, having been removed from her
Native American environment and entangled with the
group’s unorthodox practices.

Pretty stock stuff, but the game was memorable because
everyone played their characters to the hilt. Rather than
creating lists of the “best” stuff we could come up with, we
created three-dimensional (if somewhat stereotypical) per-
sonalities, each with its own motivations and misconcep-
tions. The whole story evolved around the prejudices of the
pack — some members of which acted out their bigotry and
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paid the price, while others left, skins intact, with a new
appreciation for the vast diversity of the World of Darkness’
denizens.

We dealt with intolerance and racism — that of our
characters and, by extension, our own. Were we as preju-
dicf_"d as our Ch'&ractf_’ﬂ?

(The answer, of course, is no, being the hip and progres-
sive people that we are, but nonetheless, it was the assump-
tion of the persona that let us take a look at those issues.)

Marture gaming is not using the word “fuck” in a game
context. It is not liberally sprinkling homosexuality,
streetwalkers, ethnic minorities and alternative religions
among the ranks of Storyteller characters. It is not vocifer-
ous use of slang, and it is not knowing the real-world names
of the drugs your character deals. Mature gaming is elegantly
simple: presenting a difficult situation and reacting to it as
an adult.

Not that any of the above examples couldn't be dealt
with in a mature manner; quite the contrary! How does a
character react to a drive-by shooting she witnesses? How
does he react to “coming out of the closet?” Or to ac-
knowledging his forbidden love for another Garou? How
does she respond to regaining consciousness after a frenzy to
find herselfdrenched in the blood of her beloved sister? How
does she react to the ereditor coming to collect on her past-
due charge cards! How does he deal with the human hunter
who just shot all of his Kinfolk for their pelts or hounties? In
short, almost any situarion can be addressed in a mature
fashion, simply by rationally exploring what the character in
question would do.

Yousee, mature roleplaying (and mature storytelling) is
more than a simple smattering of R-rated movie standbys,
It’s your motivation (why is this element here?), your intent
(what does this have to do with the story?) and your end
result (how do the players react?). Anything else is gratu-
itous.

Afterthoughts

by Ethan Skemp

So here we are at last. The second edition Players
Guide to Werewolf: The Apocalypse. And between the
time of Werewolf 2nd'’s release and this book — arguably
the first and most basic supplement for every new Werewolf
player — the game's seen a touch of change. Little things
like the nonwerewolf Changing Breeds getting their own
lines. Slightly bigger things like a change of line developer,
and the slight shift in vision that change always brings.

But the game itself — Werewolf: The Apocalypse —
isstill going strong. Stronger than ever, | daresay. Andas ['m
typing this, 'm asking myself why that is — and I'm
answering that it'sa good game, and | mean it. Those people
who came before me did an incredible job, my writers
constantly shower me with nuggets of creativity, and it all
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adds up into one powerful setting. Oh, yeah; Werewolf will
be around for a while yet to come. And why!

Because — and if you're reading this, | hope you agree
— Werewolf works. It works some kind of weird emotional
magic on you. It sucks you in with the promise of being “nine
feet tall and made of Krypronite,” able to kick the asses of the
people who irritate you — and then, if you're open ro it, and
you look in the right place — it hooks you with something
mare, a promise of something larger than life and impossibly
grand. You find out that, despite the setting’s dark aspect
and grim prospects, the world is much, much larger than
you'd expect. Like I said, it worls.

But why? What works about Werewol{?

Well, let me show you the game as | (the line developer,
in case you're wondering) see it. When I sit down ar my Mac
every day and start opening files, | begin sliding into the
“game mindset”; that is, the “this is appropriate and this
isn't” state of mind that allows me ro pass judgment on any
given addition to the Werewolf milieu and say “yea ornay.”
There isn't so much a big chart on the wall that | cross-
reference; rather, | just look at what's been printed, interpret
the meaning behind any words as best | can, and go from
there. Yes, it makes my development a little instinctual. But
the instincts are pretty basic to the game, and they cover a
lot of where I'm going in the future.

So. Here they are, in no particular order: a few of the
conceprs that make the game, the hidden treasures that
make learning all that gamespeak and cosmology worth-
while. Ar least as | see them, of course.

®» There are heroes in this game. Yeah, let’s start with
this one. The concept of the antihero has been real popular
in modem-day society. Infact, you pretty much can't escape
it. But in Werewolf, it'ssocially acceptable to be a hero. Not
like Captain America or some other caricature — but like a
firefighter, an honest cop in a bad district or an underpaid
social worker. A person who has problems and difficulties
and still does whatever he or she can to make things better.
No, you don’t have to be one of the heroes. But you can.

® There is a palpable evil in the universe. The key
word here is “palpable.” [t exists. Some people can touch it.
However, its existence does not instantly imply that all
moral issues are necessarily black and white. Nor do [ say
that it is the source of all evil; that would be a pretty naive
viewpoint in light of human behavior. Suffice to say that
this dark entity exists and that its presence has certain
unsavory ramifications, not the least of which are driving
home the point that Werewolf is a horror game and that bad
things are about to happen. Important points to remember.

® There don’t have to be rules for everything. The
more rules you have, the more likely you are to contradict
yourself. For crying out loud, do there have to be fifteen Gifts
for every Silver Fang house or Bone Gnawer camp? Does
anyone really need to know the exact Garou head-count for
the World of Darkness! Probably not, The rules are there for
clarificarion — that's it. Answer the question and get our,
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because the Storyteller will probably rule something differ-
ently anyway, as she's entitled to.

* Violence happens. It isn't always the answer. Some-
times it gets good results. Sometimes it doesn’t. Butit's a fact
of life in the World of Darkness, and like all other things, it
tends to complicate issues.

e Human nature is complicated. | hate comic-hook
villains who call themselves dumbass things like the “Broth-
erhood of Evil.” Almost nobody thinks of himself as evil, and
those few who do aren't the ones you should worry about.
Life is sort of a Jackson Pollock painting filled with various
(and proverbial) shades of gray splattered across each other.
Even given the existence of a vast spiritual embodiment of
corruption, the most terrifying people are the ones who feed
such a palpable entity of malevolence without knowing or
caring that they do so. And they always have a reason. Oh,
always.

¢ Shapechanger nature is simpler — but not that
much. Or it would be, if so many of them didn’t come from
human stock. You've got a job to do. You should do it.
Naturally, it doesn't always provide the most satistying
conclusion, and it isn’t always right. And when mixed with
the complicated human mind, you have quite a mess, In
Werewolf, vour instinets are good and valid — buryoucan’t
trust them always to give you the right answer.

e Faith is good. Yeah, | know I've gotten on the Angst
Parade’s shidlist by saying that, but it's a proven renet
nonetheless. Faith literally makes people stronger; it gives
them confidence in their convictions and makes them feel
worthwhile. It's a foundation of unity and cooperation. 1t's
whar keeps the Changing Breeds going when anybody else
would have given up and slouched off into extinction
centuries ago, However...

o Blind faith is bad. You heard me. Faith without
questioning, without personal reflection, is nothing short of
letting yourself be controlled. What a lot of people miss
abaur Werewolf is that for all the bull-headed, furious
rampages of the Garou, each one has been punished in some
way of another. Not by some cosmic slap on the wrist — by
the consequences. The extinction of the Bunyip, the War of
Rage... the Garou didw't get off scot-free once. Onee.

¢ You can’t sell what's important over the counter.
This is my catch-phrase for both the ecological and the
spiritual themes in the game. No matter what the idiot box
tells you, owning a hig 4WD will not help you “commune
with Mother Nature” — it'll just help you put some more tire
tracks on her. If you want an in-game metaphor for this
theme, | recommend the Umbral quest, wherein the char-
acters have to think about what it is they’re after and how
best to attain it.

¢ Don't forget the word “werewolf.” It has connota-
tions of horror, anger, savagery and more. Garoy describes
the race of our particular brand of werewolves, but werewolf
implies something that, at heart, isn’t quite human and is far
from tame. And the stars of this game are just that not
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humans who dress up in animal skins and use superpowers to
smite their foes, but wild creatures that are only partly
human and partly wolf — and something more than either.

* Explanations are allowed to be simple. When you get
right down to asking “Why?” in Werewolf, you are allowed
to go into as much scientific detail as possible — or none
whatsoever. There’s poetry in simplicity, if you do it right.

» Explanations are allowed to contradict one another.
Another beautiful thing about this damn game is that
anybody could have the right of it; Creation could be
benevolent, malevolent or just a big joke. The players are
kept guessing (and, by the way, in a delicious suspense), and
even the Storyteller needn’t know all the answers ahead of
time, It's kind of freeing that way.

* Finally, The Wyrm is not responsible for the actions
of humanity. No way. It doesn't hypnotize fathers into
raping their daughters or kids into shooting their neighbors.
Take a look at the headlines, It doesn't have to. Those things
are already going on. If a person has Wyrm-taint on him,
that doesn't indicate that the Devil made him do it. It just
means that he did it...and that the Devil noticed. | can't
emphasize this point enough; there’s nothing more terrify-
ing about a real-life atrocity than the fact that you can't pass
the buck. You can’t blame God, or Nature, or anybody but
another human being.

Think about it.

Right. So what do all these highfalutin concepts mean
to your game? As much or as little as you want them to. This
collection isn't even close to my complete list of “game
design parameters,” and frankly, that list gets longer all the
time. [ learn something new from each supplement [ wind up
outlining, reading and redlining. Each supplement adds
another level of texture to the world, offers another possible
motif or tenet for your consideration. More than that —
with nothing more than the rulebook in hand (and maybe
this book, as long as you're reading it anyway), you can just
settle in-and think about it. Turn over possibilities in your
head; muse over the concepts behind the game and which
onesare most likely rospawn the stories youand your friends
would enjoy best. Figure out why Werewolf works for you
and what would make you come back for another story with
those flawed but ultimately noble Garou.

I daresay it'll be worth it.
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BF=Black Furies Tribebook

BG=Bone Gnawers Tribebook

BW1=Book of the Wyrm First Edition
CG=Childrén of Gaia Tribebook
C:PP=Caerns: Places of Power

F=Fianna Tribebook

GF=Get of Fenris Tribebook
GW=Glasswalkers Tribebook

LT1=Litany of the Tribes Vol. 1
LT2=Litany of the Tribes Vol. 2
LT3=Litany of the Tribes Vol. 3
RAA=Rage Across Appalachia
RAWI1=Rage Acrass the World Vol. 1
RT=Red Talons Tribebook

SF=Silver Fangs Tribehook

SG=Stargazers Tribebook

SL=Shadowlords Tribebook

S§8=Silent Striders Tribebook

U:V8=Umbra the Velvet Shadow
WC2=Werewolf Chronicles Vol. 2
WPG1=Werewolf Players Guide 1st Edition
WPG2=Werewolf Players Guide 2nd Edition
WSH=Werewolf Storytellers Handbook
W:TA=Werewolf: The Apocalypse 2nd Edition
WaoD:C=World of Darkness: Combat
WoW=Ways of the Wolf

Adapration W:TA 132

Agro Culture GW & LT2 52
Allies Below BW1 76

Alrer Scent WPG1 37; WPG2 36
Anahata 8G 52

Assimilation WiTA 115

Astral Mind WPG1 43

Arma SG 51

Artunement W:TA 126, 133; WoD:C 81
Aura of Confidence W:TA 131
Avalanche W:TA 131; WoD:C 81
Avoid Fate WPG2 43

Awaken Beast WPGIL 36

Awe W:TA 133

Axis Mundi WoW & WC2 §1
Babble WPG1 41

Bacchantes' Rage WPG1 38; WPG2 38
Balance W:TA 134

Balefire BW1 75

Balor's Gize WiTA 128

Bane Protector BW1 74

Beast Life W:TA 117

Beastmind Wi TA 131; WoD:C 81
Beast Speech WiTA 122

Beg WPG1 39; WPG2 39
Berserker's Song WPG1 40; WPG2 40
Blissful Ignorance W:TA 118
Blood Omen BW1 75

Blur of the Milky Eye W:TA 118
Body Shift WPGT 36

Body Wrack W:TA 124
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Gift Jndex

Boon of the Animal Fathers WoW & WC2 51
Break the Bonds WSH 121

Break the Loom SG 52

Brew WPG1 39: WPG2 39

Bridge Walker W:TA 122; C:PP & RAW1 13
Burrow W:TA 116

Cairbre’s Tongue F & LT2 49

Call Elemental W:TA 135

Call Flame Spirit W:TA 135

Call Grear Fenris GF & LT2 48

Call of the Wyld W:TA 122

Call of the Wyrm W:TA 122

Call the Breeze W:TA 136

Call the Cannibal Spirit W:TA 137
Call the Hunt W:TA 128

Call to Duty W:TA 121

Calm W:TA 127

Calm the Flock W:TA 130

Camera Eye WPG1 41

Camouflage W:TA 136

Cardboiard Mansion WPG2 39

Catfeet W:TA 117

Ceridwen's Blood F & LT2 48

Chant of Morpheus WPG1 39; WPG2 39
Chill of Early Frost W:TA 136

Circular Artack WiTA 134

Clap of Thunder W:TA 131; WoD:C 82
Clarity W:TA 134

Clenched Jaw W:TA 124; WoD:C 81
Cocoon WiTA 115

Cald Voice of Reason SL & LT3 50
Combar Healing WPG1 38; WPG2 37
Command Spirit W:TA 119

Conrrol Complex Machine W:TA 130
Control Simple Machine W:TA 129
Conundrum WPG2 43

Cooking W:TA 125

Comer Shot WPG1 41

Counting Coup WPG1 44

Coup de Grace WiTA 124

Crawling Hand, The WPG1 37
Crawling Poison BW1 75

Create Element W:TA 115; WeD:C 80
Crescent Moon Fata SF 50

Cull the Herd WPG2 41

Cunning Koan SG 52

Curse of Acolus W:TA 124

Curse of Corruption WPG2 42

Curse of Hatred W:TA 116

Cutting Wind W:iTA 136

Cybersenses W:TA 130

Dam the Heartflood S8 & LT3 49

Dark Aerie SL & LT3 51

Data Flow WPG1 40; WPG2 41

Dazzle W:TA 127; WoD:C 81
Directing the Soul WPG1 43; WPG2 43
Disfigurement WPG1 42; WPG2 42
Diisquiet W:TA 115

Werewolf Players Guide

Distractions W:TA 122

Doppelganger W:TA 130

Dreamspeak W:TA 122

Ears of the Bat BW1 74

Elemental Favor W:TA 130

Elemental Gift WiTA 118

Endurance of Heimdall GF & LT2 47
Exorcism W:TA 120

Eve of the Cobra W:TA 122; WoD:C 81
Eye of the Eagle WoW & WC2 51

Eye of the Falcon SF 49

Eye of the Hunter RT & LT3 47

Eyes of Ma'at 88 & LT3 49

Eyes of the Cit W:TA 116

Fabric of the Mind W:TA 123

Faerie Blood WPG1 39

Faerie Kin W:TA 127

Faerie Light F & LT2 48

Falling Touch, The W:TA 123; WoD:C 81
Family Debt GW & LT2 52

Fatal Flaw W:TA 131; WeD:C 82
Fenris’ Bite W:TA 129; WoD:C 81

Feral Laboromy W:TA 120; WaD:C 80
Fetish Doll W:TA 136

Find the Prize BG & LT1 43

Find Water WoW & WC2 51
Firebringer WSH 122

Flatnes-of Hestia BF & LT1 41

Fly Feet WPG1 37; WPG2 36

Foaming Fury BW1 74

Fog WPG2 44

Fool's Luck WPG1 37

Full Moon Cleansing SF 50

Giare of the Mdon WiTA 133

Gaze of the Hunrer RT & LT3 48

Geas W:TA 121; WoD:C 80

Ghost Pack WPG2 44

Gibbous Moon Song SF 50

Gift of the Parcupine W:TA 117

Gift of the Skunk W:TA 126

Gift of the Spriggan W:TA 128

Gifr of the Termite WPG1 39, WPG2 39
Glib Tongue W:TA 127

Gluttony WPG1 39

Gnaw W:TA 118; WoD:C 80

Good Faith CG & LT1 50

Gorgon's Gaze WPG1 38, WPG2 38
Grandmother's Touch CG & LT1 49
Grasp the Beyond W:TA 120; WPG1L 37, WPG2 36
Grear Leap, The W:TA 133; WoD:C 82
Gremlins W:TA 118; WeD:C 80
Grovel WPG1 36

Guile Trip WPG2 39

Guiley Mind, The WPG1 39

Half-Moon Mnemonics SF 50

Halo of the Sun W:TA 127

Halt the Coward's Flight W:TA 129 WoD:C §1
Hand of the Barth Lords W:TA 136, WoD:C 82
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Harano WPG1 44; WPG2 44

Head Games W:TA 123; WoD:C 81
Hearr of Fury W:TA 123

Heart of lce WiTA 137

Hear Meral WPG1 40; WPG2 41
Heightened Senses W:TA 117

Hero's Stand W:TA 129; WoD:C 81
Honor Pace SF 49

Horde of Valhalla WiTA 129

Horns of the Impaler BW1 76

Howl aof the Banshee WaTA 127, Wol:C 81
Howl of the Unseen F 8 LT2 48

Iee Dance SF 49

ley Chill of Despair W:TA 131

Ignore Death Blow WPG2 43

lgnore Wound WPG1 42

Imaginal Mantra SG 52

Infest W:TA 126

Inner Lighe SG 51

Inner Strength W:TA 134

Inspiration WiTA 123

Interrogator SL & LT3 50

Invent WPG1 41

Invisibility W:TA 135; WoD:C 82
Invocation of the Pharach S8 & LT3 49
Invoke the Spirits of the Storm WiTA 137
Jam Technology WiTA 114; WeD:C 80
King of Beasis W:TA 121

Kiss of Hellos W:TA 124; WoD:C 81
Lambent Flame W:TA 133

Leap of the Kangaroo WiTA 117; WoD:C 80
Ley Lines WPG1 39; WPG2 40

Living Wood, The W:TA 127; WoD:C 81
Loki's Touch GF & LT2 48

Long Running WPG1 42: WPG2 42
Lusk of the Irish F & LT2 48

Luna's Armor W:TA 127

Luna's Avenger WiTA 133

Luna's Blessing WeTA 119

Madness WiTA 117

Malleahle Spirit, The W:TA 120
Manipura SG 52

Mark the Enemy WPG1 40; WPG2 41
Mask Taine SL & LT3 50

Mastery W:TA 133

Mental Speech W:TA 116

Merciful Blow W:TA 134; WoeD:C 82
Message Glance WPG1 42

Messenger's Fortirude WeTA 132

Mighv of Thor WiTA 129

Mimic WPG2 37

Mindblock WiTA 133

Mindspesk W:TA 122

Mankey Tail WPG2

Moonshadow BF & LT1 41

Mother's Touch WiTA 119

Muladhsrm SG 52

Name the Spirit Wi TA 117

New Moon Legerdemain SF 50

Nose of the Hungry Hound BG & LT1 43
Obedience W:TA 132: WolhC 82
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Obscure the Truth WPG2 36

Odious Aroma W:TA 126

Open Moon Bridge W:TA 119

Open Seal W:TA 118

Open Wounds W:TA 132

Owl Speech BF & LT 41

Paralyzing Stare W:TA 132; WoD:C 82
Parting the Velvet Curtain U:VS 137
Part the Veil W:TA 115

Patagia BW1 74

Paws of the Newbom Cob WiTA 134, WoD:CB1
Pennies from Heaven GW & LT2 52
Perceptive Servant SL & LT3 50
Persuasion W:TA 114

Phantasm W:TA 128; WoD:C 81
Phone Travel WPG1 41

Pointing the Bone WPG1 44; WPG2 44
Power of the Ways UrVS 137

Power Surge WiTA 130

Preternatural Awareness W:TA 134
Primal Howl RT & LT3 47

Primal Instinct WPG2 41

Princely Bearing WPG1 42

Fulseofthe Invisible W: TA 120, C:PP& RAW1 13
Pure ldentiey SL & LT3 51

Purify Scent SL & LT3 51

Purity of Blood SL & LT3 51
Questioning WPG1 43

Raven's Wings SL & LT3 50

Razor Claws W:TA 123

Reach the Umbra WiTA 133

Reason SF 49

Rebirthing WSH 122

Recycle WPG2 41

Rend Reality BW1 76

Renew the Cyele WPGT 43; WPG2 43
Reshape Object W:TA 115; WoD:C 80
Resist Pain Wi TA 120

Resist Temptation SG 51

Reesist Toxin WeTA 127

Rior W:TA 126

Roll Over WrTA 121; WoD:C 80

Rot Weavertech WPG1 41

Scent of Beyond WiTA 12]

Scent of Distinction UsVS 137

Scent of Running Water W:TA 118
Scent of Sishr W:TA 117

Scent of Sweet Honey W:TA 125; WoD:C 81
Scenr of the True Form W:TA 120
Scream of Gaia W:TA 129; WoD:C 8]
Scrying WPG1 44; WPG2 43

Secret of Gaia, The SF 49

Secrets WPG1 44; WPG2 44

Seeds of Doubt SL & LT3 50

Sense Balance WPG2 37

Sense Guilt WPG1 40; WPG2 41
Sense Magic W:TA 134

Sense of the Prey W:TA 118

Sense Prey WoW & WC2 51

Sense Silver W:TA 123

Sense the Unnatural WiTA 117

Gift Index
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Sense Weaver UEVS 137

Sense Wyld U: VS 137

Sense Wyrm W:TA 116

Serenity WiTA 127

Shadows by the Firelight W:TA 123

Shadow Pack W:TA 132

Shadowplay WPG1 37: WPG2 36

Shatter Bone WPG2

Shed WPG1 36; WPG2 35

Shield of Gaia RT & LT3 48

Shroud WiTA 135 WoD:C 82

Sidewnys Artack WPG2 44

Sight fram Beyond W:TA 119

Silence WPG1 37

Silver Claws W:TA 124

Sky Running W:TA 137

Sleep of the Hero F & LT2 49

Smell Fear BW1 75

Smell of Man W:TA 114

Snarl of the Predator Wi TA 129

Song of Rage W:TA 122; WoD:C 8]

Song of the Dire WPG1 40; WPG2 40

Song of the Grear Beast W:TA [18

Song of the Siren WPG1 38; WPG2 37

Speak with the Wind-Spirits W:TA 136

Speed Beyond Thought W:TA 133

Speed of Thought WiTA 132; C:PP & RAW1 15;
WoD:C 82

Spellbinding Oration CG & LT1 49

Spirit Drain W:TA 120

Spirit Friend W:TA 127

Spiritofthe Bind W: TA 135, C:PP& RAW1 13

Spirit of the Fish W:TA 135

Spirit of the Fray W:TA 123

Spirit Pacth WPG2 16

Spirit Speech WiTA 119

Spirit Vessel WPG1 37, WPG2

Spirit Ward W:TA 115

Splintered Claw WPG2

Sraredown WeTA 115

Steel Fur GW & LT2 52

Stench of the Peasant WPG1 42

Stoking Fury's Furnace W:TA 124

Stone Mask RAA 157

Strange Rain WPG1 44

Strength of the Einherjar GF & LT2 47

Strength of Purpose W:TA 121

Strength of the Dominator WiTA 132

Strength of Will WiTA 124

Summon Net-Spider Wi TA 130

Summon Stormerow WPG1 42; WPG2

Sumemon Talisman WPGI 42; WPG2

Surface Attunement W:TA 134

Survivor W:TA 126

Tail of the Monkey WPG1 36

Take the True Form WPG1 38; WPG2 37

Taking the Forgatten WiTA 118

Talons of Falcon SE 49

Tech Speak GW & LT2 52

Thousand Formns, The WiTA 125

Thousand Voices, A BW1 75
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Thieving Talons of the Magpie W:TA 119
Tonpues WPG1 36; WPG2 35
Torem-form BW1 75

Totem Gift W:TA 117

Touch of Death WPG1 42; §8 & LT3 50;

WPG2 43
Touch of the Eel BW1 75
Touch of the Muse BF & LT1 41
Trackless Waste WiTA 13}

Tractor Beam GW & LT2 52

Trail of Pain WPG2 38

Trash Magnet WPG1 38 WPG2 39
Tread Sebek’s Back SS & LT3 48
I'roll’s Bridae WPG1 40

Troll Skin GF & LT2 47
Troublesecker S8 & LT3 50

Truce of Helios SF 49

True Fear W:TA 123; WoD:C 81

Trust of Gaia CG & LT 50

Truth of Gaia W:TA 121

Ultimate Argument of Logic WiTA 120
Umbral Sight C:PP 13; WPG2 36
Umbral Tether WPG2 36

L.!nn:nrn'x (Fr.m— “"PGI 39; \VPG: 39
Unseelie Faerie Kin BW1 74
Unstoppable Warrior WSH 122
Venom WPGI 36; WPG2 35

Venom Blood W:TA 129

Violation W:TA 119

Virtual Umbra U:VS 138

Visceral Agony W:TA 124

Visuddha SG 52

Walk the Web SG 52

Wall of Granire W:TA 122; WoD:C 81
\)L".IILI \‘f t]1l.‘ Rufi\i BG L‘:\ LT1 ‘P‘

Warp Spasm F & LT2 48

Werewolf Players Guide

Wasp Talons W:TA 124

Weak Arm WiTA 121; WeD:C 80
Wearing the Bear Shirt GF & LT2 47
Web Walker UsVS 138

Whelp Body W:TA 119

Whisper RAA 157

Whispering Wind WPG1 43

Wings of Pegasus WPG1L 38

Wisdom of the Ancient Ways W:TA 121
Wisdom of the River RAA 157
Wisdom of the Seer WrTA 134
Wither Limb W:TA 117

Woadling WPG1 39; WPG2 39
Word of Honor WPG2 43

Wrath of Gaia W:TA 133

Wyld Warp W:TA 125

Wyrm Hide BW1 74
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Last of a (Dying Race

“The humans can look at the staite of thadsworlkd and tell themselves thutt the Farth is nodt
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Last Hope of a (Dying World
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