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Ame Kleppens — or Wind-Never-Slows to his
tribe — sirs huddled under a threadbare blanker. His
wolf’s skin shuts out the cold, but only barely. Soon he
will how! ro his packmares and they will change places
with the other Guardians, and then enjoy a mug of
samerhing warm. Arne smiles to himsell— one of the
Kinfolk brought in chocolate from Traly. That would

'!; warin him UIEE wiell,

He stands and shakes himself, throwing the
klanket into the snow. He paces, trying to limber his
body. From the valley in the glacier behind him, he
hears howls of Hl“'l"l'i“r'.-ll — Brings-Life-t i-thie-Old-
Tales has finished his story. Arne wonders what it
was this time, Perhaps a retelling of the fall of the
Thousand Oak Sept! Mo, too bleak. The winter has
already been long and unpleasant, Maybe one of the
bawdy rtales of Micah Mule-Slayer, the famed
Ragabash womanizer! Probably not: the Gaia's Ham-
mer Sept has visitors tonight, and they might not
ApPreciate so risqueé o story,

Arne marvels at the skill of the Moon Dancers.
Brings-Lifte is a master storyreller, and younger Garou
from septs all over Europe come to tell him stories and
licar his advice on re-telling them. But he shares the

limelight graciously, and moors often end with the
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sorrowful howls of the wolf-born Galliard Last Snow-
fall, or with the frenzied violin of Dunya Monarch's-
Grace. Ame himself is a half-moon, and has no skall for
such things. He merely sits and marvels, a weight lifted
from his mind, for while a Galliard tells a story, he does
nat have to worry about truth or falsehood.

He steps foeward and howls to the ice and moon-
light. He hears four answering howls — his pack, the
lee Runners, coming to join him. From behind him
he hears three brief, clipped howls ending in a short
batk. On nights as cold as rhis one, the Guardians
change places every hour or so in order to keep from
F|'-'l':'-”'|§.’- Are hn: heard srories .‘_||-{|;.'|'._.'~, [t 'u,'] wen the
sept boasted na fewer than four packs of Guardians.
Now his pack and a scattering of Fostern and Adren
are the only Garou who take up the Warning Horn

and wait in the snow

Four wolves appear from the ice, and the pack trots
rowards the fire. Arne lifts his head and smells the hor
chocolate waiting for them. The thick syrup of that
seent contrasts with the clean hite of the ice and the
chalky aroma of the fire. As they near the crude table,
Arnie sees that the stories have not ended for the night,
and thar ane of the visiting Garou has decided to oy
her hand at tale-spinning. She does not seem to be well
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received, however, and her audience appears restless
and annoyed. Ame reaches the table and changes w
hisnatural Homid form, pulling his recently-dedicated
coat Hghtly around him. Lena, the Kinfolk woman
who brought the chocolate, is already pouring four
mugs of it for the lee Runners (the pack’s Ahroun does
not indulge in sweets). Ame nudges Lena gently,

"What story is she telling, dwn®™

she shakes her head. 1 don't know. Something
abour a war and bears, abour how the Garou commit-
ted some kind of grear wrong against Gaia.”

Arne nods. While his own knowledpe of the War
of Rage is sketchy, he has heard that a growing number
of cubs feel thar ir was a mistake, especially with
regarcls ro the bear-changers — what were they called?
Girizzlies! Gurzzals! An angry growl from one of the
sept’s Ahroun answers the question

*The Gurahl were rainted! That 5 why the war
began!” The moot-tire is far enough away that Ame
can't tell whosays it or even what the reply is. He only
hears more growls and sees a burly fipure srand in
defiance of the speaker. Such a breach af protocol will
certainly merit punislunent later, pL'rlLﬂpﬁ CVETIH CEIl-
sure by Falcon, though Arne admits that the caern's
totem doesn'tseem as quick to enforce suchrules as the
stories portray, The booming, vet still calm volce of
Brings-Life-to-the-Old-Tales ends the argument.

You are both wrong,” be says, and the wind dies
down to hear him. Ame sips his chocolate quietly,
straining to hear, "Yes, the Gurahl deserved their
fate, but no, they were not tainted. Their story is one
| am often called upon to tell to cubs who come
seeking the truth behind the War of Rage.” He
pauses. Arne savors a mouthful of the thick drink,
eyes closed, willing the old Galliard o tell the story,
He expects thar ¢ very Garou in the sept is thinking
the same thing. “Shall I tell—"

The clamor drowns our the rest of the question.
The Garou do not applaud, instead they howl and
shour their approval, When Brings-Life-to-the-Old-
Tales tells one story in a moor, the sepr considers irself
fortunate, If he tells two, they feel blessed.

Arne stands and wanders closer to the maoot-fire,
and sees the old storyreller take up his favorite seat —
a rock that sits near the fire and 15 therefore nicely
warmed. He takes on the Crinos form so as rowicld the
Garou tongue more precisely — some stories, he in-
sists, can only be told properly in rhis language. He
puints to the visiting storvieller, neatly in rears of
frustration ar having her story cur shorr,

“ust Listery, young Moon Dancer, and perhaps vou
will learn to tell your tale so as not to offend. For now,
E” ‘.‘lf 1','("“ l-lﬁ {.Illit'l :Illl.:l :|1|‘.\,"|'|(‘|. _[ 1Tk TR t].'“._' !I-'{:l'l_lllu

Garou once 1 was, and my voice may not hold our in
this chill." Arme smiles. The man's voice would carry
threugh a blizzard. The Galliard arranges himself on
the L'ucl:, pullx a chunk of wood from the i re, and
scratches a glyph into it, Arne squines through the
smoke and recognizes the "bear” glyph. He cocks his
head in confusion, and then hears a nearby Garou hiss,
“Grurahl.” He halds the charred wood abuove Lis bead
for the sept to see, and his voice harmonizes with the
wind and crackle of the fire: “Let me tell Yl il story,”
- s w

The fire blazed skyward, and Krieger Wyrmfoe saw
the moon hathed in its light. Luna s awash m blood
tonight, he thouwght, as am 1. Then he lifted his head
towards her and let our a howl of victory, He raised his
arms towards the buming glade in rriumph. 1n his right
hand, he clutched a handful of eeth. [n his lefr, he
hefted the severed head of his foe. Tonighe, and from
now on, Kriegerwas immortal. Tonight, he had beaten
the Deach-Bear.

He strode away from the glade. His weary, blood-
ied body slowly slipped into its human skin. Krieger
found he was limping slichtly; the bear's weeth had
nearlysevered his left legar the knee, but he was almost
completely healed. The minor cuts and bruises over
the rest of his body were already closing, but the scar
that would form on his leg would win him glory. He
would wear it with pride.

He opened his palm and stared down at the still-
hloady teeth thar lay there. He would string those
teerh on a cord and wear them around his neck. Then
he would always have the power of the Death-Bear
close to him.

Somewhere abave him, anowl shricked, [t startled
him, and then he chuckled quictly. The bartle, the rrue
hattle, had also begun with the screech of an owl.

[t had happened when Krieger was but a Cliath,
a cub juse starting our on the warriars path, that his
uncleand mentor died in battle. The great Ahroun's
wounds appeared slight, bur the beast's claws fes
tered with a strange poison that caused the Garou's
muscles to seize and his blood to grow cold even as
he tore the beast in two, The poison also preserved
the Garou's body in mockery of Gaia's cycles he lay
an the battleficld, unchanging, as thoueh he might
SLE upat any moment.

How young Krieger had howled when he heard
the news! It took four other Garou to restrain him,
50 great was his rage. As anger turned to grief, he
stond by his mentor's body before the Gathering for
the Departed and wailed to Luna the unfairmess of it
all, that the mighty warrior be taken by such an
unworthy foc. As the sept lefr the grave, Krieger
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heard a Ragabash mention in passing thar it was a
shame that no bear-changers lived nearby, as they
knew the secrer of dearh,

Kriceer followed this Ragabash and asked him
what he knew of the bear-changers, “Nothing,” replied
the no-moon, “except what | said, But even that isonly
astory. | have never met a Gurahl, and it is sald they
are solitnry creatures.”

"So who would know of them ™ pressed Krieger.

The Ragabash only shrupged and padded off,
Krieger sat down against a tree and thought, oying to
remember the stories of the Moon Dancers. He wished
now that he had listened during the stories, rather than
always looking ahead to the revel. He knew he had
heard tales of the Fera, but couldn't remembet them
clearly. He could ask a Galliard, he reasoned, butahat
would mean explanineg what he meanr rodo.

At that moment, in the tree abave him, an owl
gave its lonely call, and Krieger thoughr of the bizarre
wolves from the East, who spoke of a land barren and
covered in white heat, who followed the nighr-hunt-
ing owl as their patron. These Garou st know
somerhing of dearh, Krieger realized, for rheir very
toterm was its harbinger. Thoush Krieper knew only
shighrly more of these Garou rhan he did of the Gurahl,
they seemed his best chance for success,

“Wery well,” growled the young warrior, He stoad
and peered up into the darkness ar the owl. "Hear this,”
he called to i, “my mentor died honorably in bartle,
hut before his time, and this should not bel If it takes
me my entire life, | will find rhese bear-changers, these
Gurahl, and L will hiave the secret of death from them!"
So swearing, he slashed his chest with his claws and
flung several drops of blood at the owl. The ow] ook
flight, startled, but now wore 2 red-brown splaccer
around its neck. It few off into the night, and some-
where, prear Owl noved Krieoer's words and turned his
artention back o other martters.

Krieger retumned to the sept much changed. No
longer was the yvoune Ahroun brash and quick ta fight.
After the night of his mentor’s tuneral, he was aten-
tive and thorough. He listened to the elders of the sept
when they spoke of ancient lore and traditional wis-
diom. He satar the Galliards” feet when they told stories
by the moot-fire, and when the time came to join a
p:u.'k, he declared himself ulplm ared none thoughe to
challenge the canny warrior

[ could tell you, gathered friends, of Krieger's
pack and their exploits, Surely, you have heard the
story of their fight with the beast called Hgagoge, the
slime-covered monster that flowed without form and
caused all who saw it to go mad — all but Krieger’s
'l"".lL'LC.. i'“.“ ||I{I ||.1'L=l'| |!l:‘1 |:'|'!.-' lh'll'l.r Lorermn :|.1.-|.|_I ll"l.t'l'.- ].L"Elf llj'

(rana. Perhaps, at another moot, [ shall sing the song
that the pack’s Galliard — called Wind-Carries-Her-
Voice — composed on the eve of the pack’s victory
over the dragon Mazaruk., And surely, no-moons
today still recall the night when Stonie-Softens earned
his name, when the Ragabash talked the very rocks
into moving for the pack.

Bur not tonighr, Tonight's story is Kricger's and
[ mention these other tales only o show you what
this pack was capahle of. It was a pack composed of
Silver Fangs, and it embodied cheir tribe perfectly:
noble, honest, brave, and skillful. In fact, many
Garou of the time — and many lore-keepers since,
have found it strange that the pack chose not Falcon
a8 their totem, but Owl,

But it isr't strangee at all, oruly, is !

Afteryears of glorious deeds, the pack had stopped
adventuring. Instead, they chose to become leaders
and teachers at various septs, and young Garou —
much more populaus in those days — challenged each
other for the right to study under one of these re-
nowned warriors. Krieger, himself, took on the role of
sept leader, at the Sept of Moming's Kill, the very sept
it which he had undergone his rite of passage, that
same sept that held his mentor's remains. He saw o his
duries as leader with the same life and skill with which
he'd led his pack, but the other Garou of the sepr
noticed him take long walks in the forest surrounding
thesepr. When asked, he said only that he was search-
ing, but would never say whar he searched for.

Then came the night af a full moon, and rhe sept
held its moot, told its stories, and danced its revel, as
every month, But Krieger was distracted. The night
betare, he'd seen anowl, and even though many years
had passed since his vow, the owl had a splater of
brown around itsneck. He allowed a young Ahroun to
perform the moot rite — as pracrice, he said — bur all
through the moot, Krieger was warching rhe rrees,
looking for the owl. During the revel, he saw it again.

The owl perched on a low-hanging branch and
stared at Krieger, silently, almost sadly. Krieger reached
out am touched the owl's feathers, and found, to his
amazement, that the blood around its neck was still
wet. "How is this?" he whispered, but the owl did nor
answer, |t :cimp!-,f took o the air, flying like a d!_.-'in;_:
whisper into the forest. And Krieger followed, rhe
blood hot in his veins, his old vow fresh in his soul.

The sounds of the other Garou grew distant. The
shadows grew deep and cold as Lyma's lighe struggled to
push its way past the leaves. And still the owl flew on.

Krieger glanced around and realized thar, although
he had gtown up here as a cub, he had never been this
far inte t‘!‘u.' f.nrd:-'\l' |"u_~i-n|':'. The brush here ﬂi'l!:'l‘r‘q."l.'fl.i 4 18]
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signs of being rrampled, not by wolt, man, or any other
beast. He heard no Iu5r|in;3 fram the forest, and could
no longer hear his fellow Garou on their revel ar all,
And still the owl flew on

Ericzer paused totake the walfs skin, and with the
wolf'sears listened for histellows. 'With the wolf's nose,
he sniffed and found that no predator claimed these
woods as terrivory. And then be van wo catch up wo the
owl again, for it had not stopped and it flew so silently
that if he had not kept his eye on the bird, he surely
would have lost it.

He scrambled up a tree to a sturdy hranch and

aatched as his clouwd-quier guide perched on a neigh-
boring limb. The ow] regarded him blankly, its honey
eves watching him as though keeping him in place.
And then Krieeer heard rustlings above him. A slim,
dark fipure crept down the trunk of the tree and sar
next to him.

Krieger sized up the intruder. His skin was mud-
brown, his features strange and exageerated. Even his
hair, long and braided, was night-black: Krieger spoke
to the foreigner, asking him his business, but the man
only laughed and said something quietly, in an odd
tongue that Krieger had never before heard. To his
shock, he heard laughcer from surrounding trees, and
found himself our-numbered and cot off from aid, the
dupe of an ambush afrer so many years as a warrior.

Krieger prepared himselfto die and reached for his
weapon, but the man stopped him, speaking in the
Garou tongue. “No need, friend. Forgive us not intro-
ducing ourselves to your sept, but Owl told us that the
bond we share should be kept to the quier night. And
50 here we are.”

It never occurred to Krieger to ask by what name
these sirange Garou were called. He learned only one
name — Warning-Spans-Rivers — thar of the Garon
he spoke with, Now, of course, we know these Garou
as the Silent Striders, the noble wanderers who grace
us with news of far-off linds. When Krieger met them,
they would not yet have suffered rheir exile — but that
is not tonight's story. Krieger eagerly entreared the
Garou to conrinue, to rell him whar these foreign
wolves knew of the Gurahl.

“The Gurahl? asked the man. “Why, the bear-
changers and my tribe know very little of cach other.
[n face, the only time we meet is when one of us dies,
and —" a sudden shriek from the owl interrupted the
tman's speech.

Yes " said Krieger, so caper to hear thar he near
fell from the rree, "that is whart [ wish to know. These
Gurahl have power over death, I'm told, and —"

“Oh, ne” Warmning-Spans-Rivers shook his head
vigorously. “No, no, brother. Nothing — nothing —

o

B P S L SOTRRT L, Beilf-

holds such power. Death comes to all, call it by what
name you choose. The Gurahl simply know how ro
fight the Death-Bear.” Again, the owl called. Warn-
ing-Spans-Rivers looked up sharply, and then turned
to Krieger, “lwould rarher thirst forever than thar you
had asked me this, friend Silver Fang, for ] have already
said more than is proper. [ ask you— seek not o find
the Gurahl to ask for resurrections. That is nor what
Giaia intended.” And with that, he and his compan-
ions dropped o the sround and ran off,

Krieger was not one to tuke deteat easily. He knew
he could not force the Garou ro give up their secrets —
not when he faced their entire pack — bur he also
knew that Warning-Spans-River knew more rhan
hie'd said. He did not follow the Garou thar nighe, but
the next morning summoned his pack. He rold rhem
very little, only that he had discovered a great foree for
Gaia that had previously been lefr untapped. 1f they
could harness rhis farce, he said, no Garon need ever
fear death again.

The others were skeprical, but followed him. The
trail of the strange Garou was cold, but no better
trackerhas ever walked the carrh than White -Fire, the
Fatklﬁ Thl:l]l'ﬁl_'. E‘;"I.L‘ t{lh::-il‘il'll‘lL'l.l Klwgﬂ ;1|\c Ll u']]',n
they were tracking, but he answered (somewhat truth-
fully) that he did not know, The pack pressed om,
through the darkest pares of the forest, and then on
across the plains,

l'could rell you, my friends, of whar betell them on
their journey, but those are stoties in themselves, and
already the fire burns low. One important thing, how-
ever — throughour the journey, during which they
rraveled ever East, Krieger searched for the owl He
never saw nor heard the srrange messenger. Krieger
worticd, but put it out of his mind. He would find his
AILSWEES SO0

The air grew dry and the ground slowly changed 1o
sind beneath the pack's paws. White-Fire used her
fetish drum o call up water, and rhe pack feasted on
serpents and lizards and whatever else they could find,
and still they pressed on. The trail was even harder ro
follow here than in the forest, and the Garou were
unused to the rerrain, bot Krieger urped them on,
obsessed with finding the answers he had promised
himsell he would find.

Finally, Stone-Softens, lagging behind as he often
did, called out to his pack. Some distance across the
sand, they saw one of the strange, black Garou, Krieger
recopnized him as Warning-Spans-Rivers, and the
pack chareed.

Warning-Spans-Fivers waited until they arrived,
and then greeted them respectfully, each by name.
*And to what do we owe this honor, rhyas ™ he asked.
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“Before,” growled Kreger, ipnoring the Garou's
good manners, “yvou would nor tell me of the Gurahl,
though vou clearly knew more than vou said. [ could
not demand truth from you chen, bur now my pack s
with me.”

With a sigh, the desert wolfreplied, "You wish to
site a1 Ciurahl? There is one nearby. Follow the smell
of humans, bur hide vourself well. And," he said,
trotting away "remember what | rold you about med-
dling with death.”

Brushing off hus pack's questions about the Garou's
crypric warning, Krieger led them owards a human
sertlement. It was a longer run than he'd puessed, and
by the tme they saw rhe human’s tents and smelled
thiir beasts, the sun had set and the moon rose |\I.J='.i1
above the dunes,

White-Fire did not know how to track a Gurahl,

since she had never seen or smelled one before, The
pack spread outaround the village, and waired. Kricger

himselt lurked near a tent, decorated and U|‘!'~:‘iul|.‘ﬂ'y'
mweant for someone of imporrance.

As he warched, a man emerged from the rene and
looked around, as thoogh fuse awalening. He walked
rowards the edge of the camp, looking over the brush
as though waiting. Krieser sniffed; somerhing abour
the man was wrong, He was old; his hair — whae Lirtle
remained was gray, but he walked upright and
proud. Krieger was still puzzling over this when the

marn stumbled forward. The harsh birdeallsof children's
taunts echoed from the tents, and Krieeer realized thart
otwe of them had hit the man with a stone.

The man twned, and spoke with a voice that
carried such awful power that even Krieper shrank
Back. The taunts quieted, then began anew, loud,
angry, even desperate. Krieger could see the children
now, but could not count them. They stood among the
tents, throwing jeers and stones, The man, tor his part,
didn't seem fazed or afraid, simply annoyed.

Krieger wondered if he should step inand stop this,
but hefore he could decide, the man threw his hands ro
the sky s ifin prayer. Instantly, the pround shifred, and
a hideous, pained roar shook the night, What stood ap
fromn the ground, sand spilling off it like a robe of lass,
was undoubtedly a Gurahl.

The heast stooad higher than many of the trees in
Krieger's home sepr. The children stood, transfixed
in fear, the beast's roar floc n.|||'|;-.: their own insults and
taunts back ar them. The Gurahl's master — fun
ladn't he summoned up the bear from the sand where
it slept? — stood on, smugly, as the heast’s paw
slashed downward.

By the time Krieger had recovered enough 1o give
the anrhem of war, the Gurahl's clows had done ther
work, Blind with rage, Krieger rore into the bear's
tlank, just as his packmartes appeared from the night to
join him. Krieger smelled children’s blesxd from the




sand, Garou blood from the crearure's claws as it
slashed Stone-Softens’ gur open, bur something was
missing. He released his grip on the hear and jumped
back, barking for his pack to do likewise.

He had scarcely bepun to pive the order when one
of the bear's paws swatred him, casually, as ome might
flick snow off one’s shoulder. The mighty Silver Fang
Ahroun found himself flung neatly a quarter mile,
landing headfirst in a sand dune. Shaking himself, he
raced hack.

The fight had not gone well. Stone-Saftens lay at
the bear’s feer, lifeless and disemboweled. Whire-Fire
strugeled ro free hiesell from a tent, but her strugeles
were weak, and Krieper saw that her lefr arm had heen
tormn from irs socker. Insicl horror, Krieger looked for
his other packmartes, desperately hoping rhey were
alive and able to fisht—arflee! — bur then the lifeless
corpse of Bryce the Just, the pack’s Philodos and beta,
landed at his teet. Bryce's body was cold, his skin
whire... and bloodless.

Recoiling, Krieper realized whar had made him
uneasy about the man and the Gurahl. When the
stemes struck the man's bald head, there had been oo
smell of blood, and likewise, only the taste of dead flesh
had greeted Kricger when he bit into the bear.

[tz maw stained with Bryee's blood, the Gurahl
turned its arrention to Krieger. He backed away, look-
ing for a place to run or hide, and rripped aver a body
in the sand.

A the Gurahl bore down on him, he locked eves
with Wind-Carries-Her-Voice. The Galliard was
hadly wounded, perhaps dying, but reached our her
hand to her alpha and leader and called upon a
mighty Gift. Fueling it with the last of her life's blood,
she whispered to him o speak of her well ar the
Gathering for the Departed. The bear charged, mov-
ing much roo quickly for something so bhuogee, 1t sank
its teeth into Krieger's leg, just above the knee, nearly
sgpararing it from his body, but by then they were
both engulfed in Luna’s light, Kricger and the Gurahl
bath vanished from the desert...

...and appeared back at the Sept of Moming s Kill,
buth confused and angry. The beast looked about for
her masrer, but saw only strange trees and the full
moon high above. Krieger, though, did not waste time
looking. He drew his klaive and howled the Warning
of Wyrm's Approach, and leaped at the beast.

The Gurahl was assuredly much stronger than
Krieger, Even as the other Garou of the sept arrived, it
flung him into a tree so hard that the trunk splintered.
And still Krieger fought on. He drove his klaive into
the beast's stomach, howling the name of Stone-
Sll.'.l"[li'l'i\-, :'".“.] J:HLI 8 |1L' Crentune lll_'ll..'l k. TI:_'I I_'I_],b l]k_'ll_'rl_'l]_'l JRTRRN

blood or viscera came pouring our, but only foul airand
hlack, vicious-looking worms. The beast batted his
klaive away and picked him up in a crushing embrace,
bur Krieger seized its head in his paws and called upon
Falcon, squeezing until the bear's skull cracked. It
dropped him and ran, and Krieger gave chase.

The other Garow of the sept watched, but could
do no more. Just as humans stand immobile or fall
into fits when they see us, the noble Garou of rhe
sept were rerrified of the Gurabl so that they could
not aid their leader, only wy and keep up as he
chased it into the fores:.

Finally, the beast seopped, ar bay in a thick elade,
and turned to fight. But Krieger was no longerwounded
and in mindless rage. He strode inco the glade evenly,
and the two opponents circled each other. Bur the
bear was weakening. The wound in its stomach had
not healed, and it stumbled as though confused.
Krieger, however, never faltered once. The moon
shone down on him, and just as che bear charged,
Luna granted him a great Gift.

The bear hit him with enough force o crush this
boulder on which [ sit, bur Krieger did nor budge, for
he had become Luna’s very avenger, a warrior whose
skin, claws, and fangs were made of pure silver, The
Gurahl realized its mistake — too late! — and howled,
perhaps for its master, perhaps merely in pain. No
matter. Kneger tore through irs flesh and burse through
the monster's back, holding its festening hearr.

The Gurahl gave one final lunge, and died.

Kru_‘g__{u_'r lm‘lkL‘Ll At hln hl.'p[.a-l,'i{l'l(_]ll'[_u ;m'u_'d. arond
him, and spoke. *Hear me, brothers, Tonight [ have
slain this heast, this Child-Slaver, who has killed my
pack.” The others growled and gasped ar this news.
“I must purily this creature’s remains with five, and
I would mourn my pack alone. Leave me, but dig in
a circle around this glen so thar the fire does not
spread to the caern.” And the Garou ran off to carry
out hisorders, the Galliards already composing their
somgs abour Krieger Wyrmioe and his barrle with
the Child-Slayer,

Krieger did burn the ereature’s body. He kepr the
beast's teeth, as | said hefore, as a rophy, He rook the
heast’s head and bumed it ar the Gathering for his
fallen packmistes. But there was something else he kepr
from rhat horror, of which he told no one.

Adter the Gathering, he stole to the Graves of the
Hallowed Heroes. He found a grave marking that few
of the young Garou at the sept would recognize, and
bepan to dip.

In moments, the body of his mentor lay before
him. The poison that killed him still kept him
undecayed, and Krieger could barely smell death
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upun him, He pulled his uncle's corpse from the
sacred earth, opened its mouth, and squeezed the
Gurahl's hearr over it

The last bit of Blood from the heart of the Child-
Slayer dripped ineo his mentor's mouth. Somewhere
nearby, the owl screcched. But there was nothing Owl
ot his servants could do.

s s

Brings-Life-to-the-Old-Tales paused. The nighe
hiad become utterly silent. The wind hadn't gusted
since he began. The listeners huddled rogether, some
with lips quivering in rage. The Child of Gaia Galliard
who had becun the rale of the Gurahl had rearson her
cheeks, Arne stared ar the fire, without a thought, only
the picture in his mind of Krieger trying w raise his
mentor from the grave.,

“Sadly, Krieger's blasphemy was successtul. His
mentor did indeed walk again, but not for very long.
You see, he — it— returned asa mockery of life, much
like the Child-Slayer iwself, and rhis time, Krieger had
ter sacrifice his life to destroy it

“Krieger was buried alongside his pack, and the
rest of the sept never knew the full story. Only Owl
— and perhaps the Silent Striders — knew the
truth, How [ eame to know s astory ['m afraid [ must
never rell.

“Krieger Wyrmioe thoughe that he foughe the
Death-Bear itself thar night, He didn’c. He foughe a

I‘_.
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dead creature, raised from its grave by powers beyond
iself and enslaved by the man in the desert. [t was a
powerful fioe, to be sure, but nat really a Gurahl. Only
what a Gurahl can become, for such is the fate of
anyone, skin-changer or not, who attempts to reverse
Gaia's cycle. The Gurahl were not tainred, bur the
sept of Morning's Kill did not know the full story.
They attcmpted to find answers, but as Krieger had
not told them of his pack’s journey, they did not know
where to look. They found Gurahl, and demanded
answers, bur the bear-changers had none o give
them, The Garou thoughr they were lying, and be-
sides, they knew what horrors the Gurahl could
wreak. Thus began the War of Rage.”

The old Galliard stirred the fire wich his seaff,
sending sparks into the air. The Garoushifted —the
revel was coming, and they knew it. Brings-Life
stared at the fire, and spoke so softly thar the
assemblage leaned forward to hear him. “Some-
rimes,” he whispered, “a story doesn’t really end.”
He stepped off of the rack by the fire, and took his
place with the arher elders.

The silence was broken not by cries of approval,
hut by Bloody-Snaw, the yourg Ahroun acting as
Wyrm Foe, as he darted among the Garou, howling,
snarling, and biting, The revel had begun. Ame locked
at the elder Moon Diancer, afraid he might be offended
by the lack of adulation, but he was not. Io wasn't thar
kind of story, Arme decided.
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[ The art of the novel] happrents becanse the storyeller’s
tum expertence of men and things, whether for good or ill
— ot omby whet he has passed through himself, but even
events which he has only wimessed ot been told of — has
moved him to an emotion so passionate thar he can no
[omger keep it in his heart.

r"r'll.lfilhi!]'-.l .“'l‘i'liln-.lilll,_ Tllln_" -[-|J.Ig' :IJI' f.:uu_u'

Let's face ir: You wouldn't be reading this ook
unless you had an interest in being a Storyteller and
improving your game. Well, you've come o the right
|'Il;1:.'l.'. and players can benefit from reading it oo,
Theugh the book poines out many of the things Story-
tellers should or could be doing o enhance play for a
rronpe, plaverscan learn a few ways they can ensure the
storyteller's fum and help her do her job more easily as
well, Ultimarely, however, it's the Sramyreller who
makes or breaks a game, so we address ourselves to you.

The Storyreller has the hardest, yer often most
rewarding, job in any rroupe. It's similar to being the
director and the entire rechnical crew as well as the
supporting actors and extras on a movie set. Players, as
the featured actors, can vo wild in character creation
andd development and experience the pleasure of seeing
those characters trivmph despite overwhelming odds o
eodown toa noble dearh in a pood cause, Bur Sroryrell-
erscreate and portray everything thar allows the players’
characrers o do that. Whether coming up with a nighr's
entertainment or devising an entire chronicle, the

Storyteller has to embrace the role of wricer, ser desigmer
and director to make her tale come alive for the people
that experience it Many become prop masters, lichtine
technicians and sound engineers, They bring special
tomches o the game with everything from pictures of
notable items toan alammclock seeroring two howes inro
1 tense mystery, signaling that time's up for those who
must solve the puzzle or creating a mood with lighting
and appropriate music or sound effects.

Asifthisweren't enough, the Storyrellermust also ace
out the parts of sigmificantallies and antagonists, insignifi-
cant background characters and even entire crowds (such
astheothermembersof the pack'ssepr). And in Werewolf,
this may require the flexibility to portray everything from
a ravenous wolf to 0 monstrous corporate CEO), from g
sniveling informer to a sodlike spirit.

Add to this the job of acring as the int erpreter for
the rules and the arbitrator for dispures. Even the best
written rules leave room for interpretation and players
are creative people who like a lot of License, There will
|.-'L' L1ITes I||.||'|.'.L1'| l.“']:t"n.{."'l""\-l.]]?-:‘ll_"l'{'l.' |: sOmetimes .h,i.,,]l_'n,'l] |TL'\: ]
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with rulings the Storyreller makes, and such rulings
tend o cover things thar dice rolls really should nor
derermine. A reputation for being both fairand a sood
interprecer of the spiric of the same soes a long way. Bur
even thar falls by the wayside if plavers feel their
favorite characrer oot the shaft, So let'sadd a di}rlum:u s
credentials to the personas a Storyeeller has ro rake on.

Even after the Storyteller uses meticulous plan-
ning and craftsa game to time things to suir the action
toa night's play or several intense sessions, the players
may miss obvious clues, jump to the wrong conclusion
Or Just |“‘|U.|11 decide to =14 the other way. HIJI._'k'I. is I'!'u:'
frustration; such is the challenge. Good Storyrellers
learn to incorporate the idea of ad-libhing, which can
be as intimidating as acring in a live relevision broad-
cast when you don't know the lines or even what show
you're om. They can adapt to the whims of the rroupe
and present them with something interesting o do
even if it'sso far off the planned encounter it takes the
[TOUPE N2 L'L!I:t1["]|.'1l.:|‘_.-' T &0 nr'!.illl'u:. Mo one promn-
ised this game came with directions!

some of the best, most enduring sessions occur
when players take an extreme wrong turn in mid-
plotline, Fiction writers often speak of their characters
rebelling from the writer's !.1I-.||1!~: tor them and ]_:nin;;ﬂff
on tangents, Why should Storyrellers expecr different
Behavior from live people who are helping ro write the
story as they goalong? You have to be prepared to serap
what doesn't fiv and grab onto ideas your players want
to expenence. If vou can change things enourh o fit
i their per theories of what's really going on, they'll
not only feel smug thar they figured ir out, but think
your're d penius for settiing things up so well.

still, with this incredibly demanding work laid on
yourdoorstep, you might wonder what you get out of all
this, Afrer all, Storyrellers don't get ta be the heroes of
their own stories, do have w play the villain (who often
gers sliced and diced), don't ger paid for all thar hard
work and don'teven get experience points, What could
possibly induce an otherwise sane person ro do this?

Well, because it's rewarding ro see other people
respond o the stories vou create. [r'sempowering to be
the person others tum w when questions about the
game arse. And 1t's satistying ro know vou've done a
fantastic job bringing a whole cast of characters to life.
Bur maostly, it's just plain fun! For the person who
wants to be the creative force behind the onpoing
game, Storytelling is worth every effort expended.

[his book 1s designed with you in mind. We're
here to help Storyrellers hone their chops, We present
aplethora ofideas and advice, afew tipsfor novices and
some thoughts for vereran Srorytellers seeking a new
direction or wuching back on the roors of rhe same. As

N 7/ A p—

an art form, Storvtelling is ever evolving, so this book
doesn't inelude lats of heavy-handed roles, We want to
help you improve vour skills as o Storyreller, not
dicrare the one- and-only way itshould be done. Troupes
and Storytellers are individuals, each with their own
style and preferences. So don't feel you have w ke
everything said as gospel. If something from the book
works for you, great! Use it with our blessings. If itisn'r
right for you, don't feel like you have to incorporate it
just because we said so. You're the only one who can say
what you really need. You're the director. You're the
only one entitled o yell, “Cut!” when you caprure the
scene the way you want it ['s a game. Enjoy il

7 e ATt Wﬂf@&ﬁ i

\".'ﬂh your troupe |‘.|Hh E:-j[l'ii.'ﬂ‘Ll Lo ]TI.:-j':.' A session of

Werewolf. You've all set aside a1 certain amount of
time to play and everyone anticipates having a good
rime. Bur why are you plaving Werewolf and not some
other game! Your troupe could be plaving badass
barbarians or mvstical mages instead. They could por-
tray space marines or alien wonder-workers. IF the
plavers just wanred ro kicl our the jama wirk over-the-
top combat, vou could tun 2 game of mepa-kill robor
mechs. Bur they're investing their time and energy in
acring rthe roles of beast-men instead.

Partly, vour troupe comes to play vour game be-
cause they know they can expect certain things from
youl Lor they fh‘lf?«.‘ they can count an you, in the case of
first tiners). Your stories reflect your own personality
ot vour strengths as a Sroryreller to some degree. Some
HT“'I‘F[’EII{"Fﬁ]'?l'l.'ff.'fﬁl raight-ahead blitzkrice action while
others specialize in convaluted mysteries the charac-
rers must unwind. Many Stoeyeellers rely ona stable of
rried-and-true supporting personalities and excel ar
such portrayals, Others prefer o focus on the troupe
and keep outside personnel to g minimuom. In most
good chronicles, whenever you run a game, your story
unfolds around the characters, with them as rhe cen-
tral focus. Still, there are exceptions, games that en-
mesh the characters in situations that scem far ton
large for them to have any effect on, yer eventually
prove to be vulnerable to their efforts.

Regardless of vour style and the scope of your
mame, however, the single most important factor in it
is thar the characrers are werewolves: feared, misun-
derstood, dedicared o preserving thar which daily
atrophies or falls prey to the mounting toxins of mod-
e life, a dying hreed,

If the plavers are just portraying characters that are
basically human with the occasional foray ineo berserk
battle mode, they're missing the point. While Garou
have both human and wolf sides, they're more than the
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st of those parts. It's part of your job as the Storyreller
ter help them find the place where wolf mects man. At
ene andd the same time, you need ro help them unleash
rI‘H' T |“- I'.'ﬁ"E'I.l.II.' [l'la'ill'llitll\i'l'lj_! 1|'H' |'||:||'I|:-’I|'I ['Eil“"i l|‘|.-1r =
them apart from normal wolves, Mast players have no
trouble gleefully grabbing ahandful of dice, snarling our
achallenge or rwo and whaling on the opposition while
helieving they'reacting out the wolf's bestial narure. Bur
in actualin Y, unless l]lL‘lr' Are Very sick an iF'I]lIIl:'I-.l !'ll"fi il

endurance, wolves don't nonmally give incto rage. They
ﬁjﬂll' tor their food and o preserve themselves and the
pack, but it's a rare wolf that is mled by hatred. Rage i<
a human emotion. The thing thar distinguishes human
hatred and fury from that of Garou is that the Garou
passess the supernatural ability to become the embodi-
ment of their rage by raking Crinos form and letting
their anger overrule their saner selves for a time. In
directing your chronicle, youshould ery tofocus on bath
aspects of the characrers, sometimes calling the wolf to
the fore, and other times secking to l"-L'inf_*_ forth the
human. Never forget, however, that the characters are
first amd foremost Garou and the blending rogether of
the twio aspects s what drives your stories.

T e At ﬁmﬂfﬂﬁﬁ

Every book in the Storyteller System invites the
Stomyreller to change, ignore, improve upon or throw
out any rule that doesn’t work for her, Mose Storytell-
ers find at lease s few rules they don’t care for and some
they feel need oweaking. That's [ine with us. We
encourage you to think things through and male your
game what you want it to be. Use our rules asa starting
place, not the linal word on the subject. Experiment
Play a game or two without any rules at all, allowing
everyone to describe what they're doing and the opti-
mum outcome they'd like to see ansing from those
actions. You may decide to discard some rules while
adhering to others. We've generally found that some
rulesare needed simply to add dynamic tension. With-
out any rules at all, there is often a lack of conflict. Bur,
hey, if it works for you, go for i,

The only rule we absolutely want vou o follow is
one that i ironically absent ar times, Pictore this: The
pame bows down into paging through the ook o fingd
ot the exact wording for each rule. A beleasuered
plaver insists on knowing precisely how many pounds a
werewolf in Crincs form can lift. You find yourself
arpuing iahout correct names for Get of Fenris. Someone
brings up the idea that wolves need rwenty miles of
territory to be able to hunt and your sept is located in a
fifteen-mile-wide wilderness area, o it's unrealistic,
Unrealistic? Like nine-foot woltmen populate the real
world? When this happens, it's time to lock the hook
away for awhile. Go to a movie. Read a book, Take a

mm-h\\\\s o

walk. Dowhateveritis youdo for fun and remember that
this isa pame. [t's supposed to be an amusement! While
some people might find rules lawvering stimulating,
st jK.'-z-[Wlt.' find ir a distincr turn off. That's why we
want you to remember the most wnportant rule and the
only one we really insist you follow:

Have fun!

If you aren’t having fun, something necds Gxong
Feel free to tinker with things until it feels righv. Adver
all, we haven't been ordained o hand down w wpel

We've found cerrain things thar work for us that we
can pass alomg, bur in the end it's vourt wimne, Do with
it what you will. So long as you're having fun, we
promise we won't come by vour howse looking for
Wyrm taint, Enjoy!

How fo Clre 7 hir Book

This is a book primarily for Storyvrellers, who have
the job of creating worlds, engineering stories and
reconciling the rules and the characters with what he's
created. Here we offer our advice pleaned from vur own
experiences and clarify a fow things that may provide
|1'l'l1l.‘1"il'lm'ij_1|!'ll intosthe world of the Garou. There may be
a tew secrets or surprises lurking within these pages;
there are certamly ideas for crafting a better story, Use
what you like. The intention is to provide you wirh the
tonls, then turn you loose to carve your own work of art.

Chapter One: The World of the Garou tales o
leok at the structural bones of the Garou and their
culture: the becomimg, Garou senses, Renown, spirt-
tuality, the Litany, rites and several other important
aspects of Gala's defenders. It contains information
designed tohelp you convey the experience of life s a
werewolf w your playvers, from the Garou's internal
E\lilhhll s T [I\Il' TR l.l'l. 1+\I_"|'| BT .|"LiL“|'!r-

Chapter Two: The Battlefield deals with more
"\-1.1iil'|j:"|l-.||“|.1\] i.‘-“”l‘""‘\, 1}“." IllIIILI\.\' B I,.'i|r'|;‘\|l.ll..'|' l|'|,'|'|I_"|'|
bringing the world around the Garou to greater life.
T';?I‘lil...:‘ il‘l.l‘l.'lll.lt' ||'|'|;|'|I|||L': ‘I:'Il_" AR '.|EI\| lll.i_' 'l.'.-'lll,ll_'Tl'll_"\"\._
using human cultures and myths o greater effect, and
roleplaying animals and spirits,

Chapter Three: The Chronicle, naturally enough,
contains advice on building o chronicle, from the
moment you sic around the table to senerate charac
ters 1o the final deamatic climax thar leaves everyone
talking for years.

Chapter Four: The Adversaries dissects the en-
emy, explaining how to use antagonistic forces includ
ing the Triar, Pentex, Black Spiral Dancers and other
dangerous opponents to best effect.

Chapter Five: Breaking the Mold 15 4 guideline o
deviating from the usual Werewolf mame in various
ways, whether exploring historical setrings, post-
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Apocalyptic chronicles, alternate takes on werewalves,
alternate timelines and crossovers,

Finally, Chapter Six: Odds and Ends conrains a
few miscellaneous elements to highlight 1 Werewolf
game, from a look at the Kami — the incarnate
“fomori” of Gaia — to an expanded listing of potential
sources of insparacion for the game.

How e Coarne 41 F%ya—f

MNow thar we've reiterated the idea chat the game
i"- W h:" ||.". FLI |!l:'|Ll' 1,f. Il_.| LR I.._lli R &R

ton sy @ few words
concerning the main rthemes o be found in Werewolf
and how youcan learn to handle an ongoing chronicle.
We've identified certain themes that occur again and
again and these may help you by pinpointing things
vou need to consider in your own games.

Beyond finding common themes, however, the most
important thing you can learm about nmning any game is
to find out what vour players want. Even if vou follow
every sugpestion we make, use every possible enhance-
ment presented here and plan your game meticulously,
unless the players are having fun, the pame will fail.
Maturally, trying 1o devise a game that doesn't also
interest vou s furile. Ifyour heart's not in i, youcan't run
apoodd s, especially over the long haul. Sohow dovou
please yourself and keep the rest of the troupe mrerested!?
Ask your players what they'd like to see in the games you
run. Whar do rL"I\'."'[ enjoy! What frustrates them and
makes the game less enjoyable! What would they like for
their characrers toaccomplish? If you're thinking “roving
roubleshooters” and they're prcruring *becoming leaders
of the sept,” someone's not going to be happy. These two
aren't necessarily exclusive, but you'd have to make it
clear that their work as toubleshooters will pay off with
gaining the status that will lead to becoming movers and
shakers in the sept. You mught also talk to them about
what you want todo asa Storyeeller. Let them know what
it 15 you expect from them and the kinds of stories you'd
like ro rell. Knowing whar each side wanes will help you
structure your storics to plesse everyone. Letting them
belp youcreate the stories vou all wane will make vour job
that much easier. OF course, themes aren’t the only
measurement of what players want. If you have a couple
of hell-or-high-water combat commandos, some who
prefer deep personal discussions or the sneaky approach
atd s couple whio like to explore their Gifts and rites, you
tieed to provide opportunities for all of them to experi-
ence the kind of game they prefer. I you open your game
toembrace all these elements, you can always let the ones
who aren't interested in certain parts go “offstage” w do
something else while you run things for the others. Of
course, players who actively participate i all of it would
naturally get more experience. ... Then again, if you can
mike it all appealing through creative descriptions and

interactions and throw in a few rwists 1o the usual way
such things go, you just might train the reluctant parrici-
pants to like the parts they thought they wouldn't,

Aslongas yougive them what they want, they'lleven
targive you for setbacks and disappointments and use it to
become stronger characters rather than complaining
when everything doesr’t initially go their way, In facr,
this may be one of the few games vou'll ever run in which
the characrers already know they are, in all likelihood,
doomed from the starr. After all, noone can really expect
the game of savage homor to serve up lighoweight fluff,
The enemies aren't at the pate; they're already inside and
ravaging as they go. The defenders are too few and expect
rogodown fighting. Will their sacrifice be enough tosave
the world? That's [t if thie horror — and the ili‘[“—‘ilJ ==
they won't ever know lor sure.
Adgjor 7 hesmar

Certain themes come wirh the rerritory when you
decide ro run a Werewolf pame. Noted below are two of
the most obvious and two thar may not be 50 apparent
initially. All of them do inrerweave with various ele-
ments in defining what the game 15 all abowt. If you've
been plaving Werewolf for s while, you've undoubredly
rouched on one or more of these, but they bear repear-
ing, if only to remind you of the roots you can retum to
for inspiration again and again, OF course, you don't
have to use a hammer to drive the point home. Subitly
inserting just a hint of these is usually most effective and
ties your chronicle together even when stories scem
independent of one another. You will find many other
themes within vour stories as well, so don'r ke these as
the final say of what to include or exelude ina chronicle,

* Warriors Doomed to Eternal Struople

The most abvious theme surrounds what the Garou
are and what they consider themselves to be. Whether
they call themselves warriors or defenders, the Garou
embody Gaia's need to fight for survival. Forever at war
with the forces tearing Gaia's creation apart, the Garou
can never win their fight, And they know it. Emmently
suited for battle, even the Garou's supernarural Rage
cannot fully defear their enemies. For those enemies are
sonumerous it's almost pointless to oppose them, Time
and again, the Garon throw themselves into the fray,
expending their best and brightest in stopgap measures
that cannor coalesce into a rescunding vicrary. The
Wy slichers onward, gaining ever more allies and
[ollowers, causing such corruption and destruction that
ten Garou lifetimes would not be enough to repair the
damage, Like the hydma of lesend, wherever one of the
Wyrm's tentacles is severed, two more spring forth to
continue the fight. The Garou, however, possess limited
numbers and few resources. Every Garou lost in battle

=L l‘lll'll.]."'- '||I'Il:‘ Lll‘.‘i-l'l'l!"l I-F..I'It‘ll l—l![ lIIL‘i.! lll[]l.‘l. l.l.'ll L‘iIL']l 15 1rTe-
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placeable. All Garou know that they are a dying breed.
All know that their enemies are legion. They fecl the
jaws of the trap clesing around them and know that
slowly, mevitably, the Wrm is winning. Little wonder
they fall into Harano!

The sense of futility and detear underlies every story
1o some extent, te matter how glorious it may be sho
terin. How can beimgs rthar were bornooo fight accepe the
fact that their bartle is over before it begins! This is
whete much of the horror comes in. Created to be great
warriors, the Garou cannot simply give up. They st
strive for victory, expending their last cunce of strength
to strike a blow for Gaia, fightmg until their lase breath
emerges in a dearh mattle curse against the foe.

This doesn't mean that the strugele should be
presented as completely hopeless; after all, you want o
give your plavers ample resson to return to your
chronicle on a regular basis, Somewhere within them-
selves, the characters need to come to an understand-
ing that despite everything, despite the pain and loss of
death, samehow it may all make a difference. If noth-
ing else, they may be worthy of 2 song,

= Savages Within the Civilized

No Garou can escape either rhe savage or the
civilized aspect of her being. Just as those Garouw born
human musr embrace their wolfheritage, even the most
fanaric lupus Garou have a human sicle, whether they'll
admit it or not. The metis may be the most aware of the
drawhacks and blessings of their dual narure, as they
experience the carliest vears of their lives trapped in
Crinos form, which blends the two sides most fully. In
order to act as Gaia's defenders, the Garou call forth the
most savage portions of themselves, loosing their Rage
ro-wreak vengeance on those who harm their Maother,
Yet to remain dedicared to their goals, Garou look to
community, ceremony and alliance wich spirits — all
requiring a high degree of civilization — o keep them
focused and spiritually renewed.

As a Storyteller, vou need ro give the players the
chance for their characters to explore both sides. Lead
city-focused characters into the countryside and en-
courage themn o explore the wolf within. Let them feel
the hiot, suvige joy of the hunt, Find reasons for counery
Crarou to enter the cioy and discover their human sides,
Let them see that there are things worth saving in an
urbun environment. Play with the idea of using rires o
bring out both sides at once. Graphic deseriptions of
what happens during combar go a long way twoward
spotlighting the savagery of the Garou. On the other
hand, when helping the plavers visualize rites and moots
voudon't have to focus on boring elements, bur should
bring out the passion that underlies the Garou's exist-
ence. Have fun devising barbarous or animal-like por-
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tions that must be enacted o correctly pedform rites. Dig
for wavs to bring more civilized elements mro the more
savage of the pack’s doings.

* The Individual Versus the Pack

One of the main features of Werewolf is the concept
that characters bond together ina pack or are members of
the same sept. A few chronicles may be exceprions to this
rule, but for the most part, Garou normally funcrion best
in groups. Pack mentality demands cerain behavior
aceepting that one personisthe overall leaderand finding
your place wichin the social stucture of the pack and sepr.
Those of higher rank expect those of lesser rank rorespect
and obey them while lower-ranked Garon demand that
those of higher rank be just and true leaders,

While this umry iakes the Garou strong, 1t also
causessome friction as individuals strive for recognition of
their efforts. It often seems that individual players resent
not being the most inportant, the strongest or the most
admired within the group. Such players go for Renown at
all costs, sometimes ignoring all other aspects of the came
to gain power — higher rank, more Gifts, cooler rites and
above all, some sort of title within the sepr. While there's
nothing inherently wrong with wan (018 LUy il TecOeT-
tion and increase the character's abilities, it shouldn't he
done at the cost of meaningtul group interaction. Rather
than confronting such a player directly, however, you as
the Storyteller can use the dea of the individual in
contlictwith hisgroupasa theme w play up invour stories.
[f approached in this way, vou can stress the idea tha
characters should scrive for individual success within the
structure of the pack. To true Garou, the septamd the pack
are far more important than the individuals wathin them.
=urvival of the group takes precedence over that of asingle
werewoll, A quick look at awarding Renown makes this
very clear. Nonetheless, its an underdying theme of the
game that singular characrers have the desire to exceland
prove their prowess, which is sometimes in conflict with
their assigned roles within the group. Bringing the two
intoaccord can be the basis foreither stories or chronicles.

Tosome degree, this dichotomy carries cver into and
spatlights the idea of mibal conflice. Despire their best
intentions, Crarou tribes don'calways undersrand, appreci-
are or get along with other tribes. In this case, the idea of
the ndividual 15 expanded ro include individual tribes in
conflict withother tribes, keeping the whole of Garou from
uniring to destroy their enemies. Highlichring the distross
ot antagonism berween tribes can reinforce the individual

versus pack theme and vice versa. In an age when every
Ciarou 15 desperately needed ro fisht Gaia's enemies, this
becomes a powerful theme to weave into any chronicle,
* Corruption and Cleansing
This is such an ongoing theme it might seem almost
Iy o bother mentioning it. Many Werewolf rames focus

i
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on finding and neutralizing the works of Pentex,
Black Spiral Dancers and orher Whyrm minions.
While this does indeed speak to the idea of com Ip-
tion, there exises a great potential within the game to
LJ\'.;'lll e ||11:-[!'|1 I e ',|.|I|l., anichi L a1 L el |'|'|_:||
level. When young Garou first take up their respon-

sibilities, their heads may be filled with glorious tales
and pure \.]k_'f*i'l'!..' o rid the w |FH of the lIIn.'q-"-':.lilllr!:\i
decaying rouch. They throw themselves into the fray
with the gusto of those innocent enough not o have
|"-':I”'f Iih'll.'l.:l detear or 1':1r[:|pr11 ni ||1|_-;:|.\'J.-]'L-'-.-:~. ‘tfn;_'L s
they continue the fight, they experience things that
mevitably ercce their innocence, replacing it with
knowledge and wisdom the characters may wish
I."I'i_"-ll.l ever i'l.'ll.] [y :-||._i_;|l,|i]'l|,'_ .n'||_' fll:‘il |_‘|i| warty of
conviction shrivels into the knowledee thar this isa
lifelong battle, and one that may indeed be furile
They see friends die i enemies prospor.

How do the characeess confront such enemies,
continue fighting against overwhelming odds and
touch on the Wyrm's most tamted places withou
becoming corrupe themselves! Can they doitatall
or is it inevitable that as time goes on, they'll give
»

if1 to internal o .:-uu_Ptiuu of one L;,||'p,] O AN :[|1|_-|'
How do the characrers react when mnocents are
k'-'ll.ﬂl\' in the crossfire between them and those
they hune! Or do they even believe there are any
tnnocents left? After a time, the characrers may
hecome tarnished sold

s, strupoling within thems-
selves o maintain any joy or sense that they are
~|"I11LZ Al 'llIL1|1i11: '-\'L"]'[]'L‘l'. Veterans can ]u-c'u-mu_-
jaded, believing they deserve special consideration
tor what they go through or they may lose the
:||'-|'H1' to feel compassion tor others or o see
beyond the needs of the immediate moment.
Warriors can become addicted o battle, ro the
Blaod and stench of combar and ke unalhle o walk
iy from ir even when other solutions present
themselves. Excessive '|"-|'|I.lL" of feeln LTS o '-1'.-;:1]‘u;|'|| -
ity over most others may cormupt sorme Ciaron.
Many feel that this underlies the Silver Fangs'
insaniry — cormaption from within,

MNaturally, there also exist outside forces
that can taint Garou who aren't wary enough.
What APpPears to be a pood cause and o way o
serve Unin may emeree as a fronr for Leeches
trying to pain influence over an ECO-ETOUp. A
ferish may appear genuine but prove to cause
dissention amone those who loole arit, cm si1g
each person to cover it

Since Linrou do not generally mate among
lh\.': I own, -||'|"'r Il.ll '|x tovothers for r|*.;|| |1|,1|'|d, Too
few Kinfolk in existence means t

1t Lrarou must

sometimes look ourside theirusual group, and such




lewers may corrupt the Garou either directly orindirectly.
What if a character'’s lover demands time he would
uskially spend with his pack ! The pack bond isstrong, bur
50 15 a love commitment. Thus, merely spending time
with a lover can lead a Garou to neglece his dutics. What
if the lover has been carelully groomed to seduce the
Garou? By the time he learns that his apparently loving
partnier is a trap laid for him by Pentex, it may be too late
forthe Garou o exericate himself, Any of these can prove
todder for a story or two while emphasizing that comup-
tion sn't something limited w the Wy,

And what about cleansing? Garou who have let
themselves be seduced ar cor upn e [LIEERT R TR | hil|\':lg:_'-
able through a simple rive or twa. First, the Garou must
tecognize that she has become corrupt and take steps 1o
rid herself of ic. This may involve joumneys or trials she
must endure, but the main focus s on her infemal
struggle. Does she really wane o cleanse herself or does
shesecretly revelin hercormuprion? And whatifisonly
alittle raint! Can she reach bevond her inrernal darl-
ness and still remain dedicated toGaia and the strueple?
Who judpes whar consrirures raint and what is simply a
FHL:I!F.' T‘hl".“-L\' l]‘ll'“\l"‘\ AT I'II_" ]'ln ﬁll_L::I'lr ok .;'lll. I"J:[\Evlll:_" WOLr
more mundane “clean up the Wyrm spawn” sessions.
Flayingone oftagainst the otherwill actually strengthen
and deepen both stories.

Cnbiancing #he Came

Storytellers ave faced with a difficult task: making
tht SLOry Come .1!115. Enr their |‘l1 Wers 1 an age u[

television and video games. People are used o having
the visual aspects handed to them on a platter, but in
a game, you must help your toupe create their own
picture of what is happening throush description and
whatever other enhancement you can find to do so.
Below are afew of the ways you can enhance the game
bor your troupe so they come ont of a session feeling as
though they've helped creare a grear story.

Apprecpriate Sifing Jn ang Ouf cf CGame

To really make your scenes come alive, vou need
an appropriate setting. Quiside of the game world, chis
means you need a comfortable place to play where
possible distractions remain in the backzround. Hav-
ing aspace where there is seating that allows everyone
to see one another and places tor paper, hooks, pencils
and dice {if you use them ) makes it far easier on you to
keepthe players' artention directed toward the troupe.
Lighting plavs an interesting role as well.

Keeping rhe lighes low or playing by candlelighe
creares 8 wholly different mood than sitting beneath
blazing overhead lights. Dimmer switches, while no
Ionger in the vogue they once enjoyed, can be very
helpful in getting the troupe to react oo different setrings

-mm-&\\

(such asdim light inacave or heawy forest, brighrer light
foradavlighrscene inthe ciry). Thisis parrof enlivening
the scene by dispuising whar you lack.

l"n;.:'ﬂ.' ITOLIPHS F'l:n":_' the luxury of |'-l.'|':,'||'1;_[ 1 a |:.?I§"1|
setring, but playing asoundrrack of trees swaying in the
wind or hirdealls or rain can evoke an cutdoors feeling,
[lon't forger the sense of smell either. Spraying lightly
wirh a pine scent cancall forth visions of the forest too
Pictures of the setting or special items help others
wisualize whar it is they're seeing or EXperiencing, and
mustc can help ser the mood.

Though itmay never actually happen, if's 2 sood iden
toy ban food during the game unless vou're recreating o
feast of some kind. Rartling potato chip bags or hunting
for the crunchy candy during a poignant scene or some-
one else’s big speech kills the mood and wrecks the pame.
Serasides few minutes break time for consumables or find
some way to work them into the story.

Cne overlooked aspect of preparing for the game
is to gather any items needed for the characrerss o
perform rites they know. Even having a painted stick
that syinbolizes a fetish can help plavers establish such
things in their minds. You might even wane to mark
out an area in which the rite is to rake place and have
the players gather within it. Don't be afrnd w experi
ment with aids like these, We really aren't enacting
any real rituals, just using props to enhance your fun

&_’y’ f;f*fft.(.r /—éf’% %Hﬁﬂ"

Dbviously, vou want o focus on the characrers as the
main movers and shakers of the rame, bur occasionally,
you can expand the game by looking ar the big picrure
Iﬂ[hul‘lhr‘lll I|1I.. PETs L-t; [N} T I".I"-. |'II..'1|'|i'I ik i oo, on Llw
batclefield or even during a challenge, it can help your
game to deseribe things happening outside the chame
ters” immediate range of influence. Consider the follow:
ing: Fangs of Venom thrashes ina lite-and-dearh strupele
sta NexusCrawler. Naturally, you'llwant toget into
the low-down and dirty depiction of this epic barele. B

AL

it means more if she can see the rest of her pack cut off

trom her, under siege and dying unless she can ger by her
immediae foe and come wo their rescue.

Likewise, if the pack is part of a sept-wide raid on a
Black Spiral Dancer hive, vou'll take up most of the time
describing and runing their mdividual battles. Sall, by
pulling back from their ceneral positionand briefly deserih-
g things happening elsewhere, vou not only make their

bartle mean maore, but give them a sense of heing part of

something larger and more important. It's insuch scenes
that brave and noble sacrifices most often occur, Thar
presenting their personal actions within the conrext of the
larger picture also encourages players to po bevond indi.
vidual goals and work for the septor pack isall to the good
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Fleysing #o #ie Max

Since you have to use supporting cast (the players'
characters can'r exist in a vacuum), vou may as well
maximize their potential and effectiveness. Making e
sidekicks for the players’ characrers or allowing them to
just take care of things the players can’t be bothered widh
robs you of roleplaving opportunities and shortchanges
the troupe. Use your Storyreller characters to point the
way, when necessary or o force the characters into
making hard choices, Give asupporting cast member the
same traits as a difficult player character and highlight
how much of a pain she is to give the player a hine abour
his character. It's been said often that you need ro malke
each one unique insome way, Even more important than
being absolutely unigue, hiwever, is to make them come
alive, If the characrers don't hare your villains and want
them to die a slow, painful death, they aren’t heing
utilized as well as they might. And if a Storyteller charac-
ter gets close o the pack, they should feel something for
that person. They aren't cardboard cutouts or pushovers,
They aren’t in the game o provide the characters with
easy solutions. Sometimes, they should even seem like
maore trouble than they're worth. Sell, if you Manage to
depress the players (and their characters) when a favarire
cast member dies, vou're doing it righr,
Lk Ouf

Even playing Gaia's chosen can pall given time.
Gio beyond Gaia, the environment, Pentex and other
mainstays of the game. Throw your troupe into a story
that ostensihly has m::hmu Ly th_\ '.J.'Lth (Garou, Take
them on a spiritual journey. Find ways 1o make the
lupus embrace the homid and vice versa. Take the
Bone Grawers out of the eity and lure rural Garou into
the sinful city. Provide the characters with moral
quandaries. Use your imagination and challenge vour
players. Just remember, the best way to enhance your
game is to have fun and provide fun for everyone else.

FAE
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* s there such a thing as a “Garou gene?” Can
it be detected with DNA analysis? Can werewolves
be cloned?

Mot really, no. The factor of being Garou is largely
spiritual; ir's somerhing that some Gifts and spirits can
pick up on, but notscientific blood rests oranvehing like
that. A Garou bloodline reads much like any other: Pure
Breed isnothing more thanastronger penchane to carry
the genetic traits of your ancestors, scientifically speak-

ing. Thus, werewolves can't really be cloned through
science; you'd get a clone of the breed form pezson, but
no werewnlf rrairs. Metis can’t be eloned at all, nor can
a metis embryo be successfully rransplanred o a surro-
aate mother; it takes a womb with spirit power and Rage
to successfully bring a metis to term.

* Can werewolves repenerate severed limbs!?

If the injury that severed a limb or digit didn’t cause
a Battle Scar, then yes. However, asevered head doesn't
arow hack; decapitation kills a werewolf prety readily.

* [f you sever a werewolf’s arm or head, does it
revert 1o breed form or remain in the form it was
previously in?

It reverts to breed form, just like the old legend about
ahunter chopping the paw off a wolf that attacked him,
wrapping it up and taking it home only w find he was
carrying a human hand. Werewolves don't make sood
trophies unless they're mets, and the Garou go to grear
lengths o make sure that all metis bodies and severed
parts are reclaimed. [t's that Veil thing, vou know.

* Are werewolves considered Kinfolk before the
First Chanpe?

No, they are not. They're werewolves from the
moment of birth. For instance, if they have kids with
another Garou before undergaing the First Change,
the progeny will be meris.

* Can werewolves breed and produce off-
spring with dogs?

Short answer: No. Long answer: Not if the pregnancy
could result in hurman or homid babies {Le., a female
Crarou mating with a male dog), and in no case will any
af the puppies be shapeshifters. For a vinble mating thar
might produce a Garou, the animal partner must be a
wolf-dog hybrid at lease 75% wolf, and even then the
chances of a werewnlfl offspring are low, Even though
wolves (and Garou) can produce viable offspring by
breeding with dogs, the difference between wolf-spirits
and Lll.J;_':-x%plril::-' is 50 vast that dogs — in fact, any domes-
ticated animal — cannot produce shapeshifter offspring.

* Do matings between Garou and Fera pro-
duce metis!

Nope. Metis are the result of two shapeshifrers
with too-compatible spirit halves mating; it’s kind of
like incest,onlyona spiritual rarher than genetic level.
If & Garou mares wirh a member of another Changing
Breed, their spirit halves are incompatible — hence,
nometis, The child is the breed of the mother; this may
mean that the child can'tbe of the father's shapeshifrer
race at all (for example, a lupus mother's pups can't be
Baster even if their father is Bastet). The chances fo
“breeding true” are -:]msrir.r:”‘,‘ reduced in such a mac-
ing. aryway; there’s only a 3% chance chat a child will
breed true to the morher’s race and only a 5% chance
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of breeding rrue ro the father's race. If being of the
father's race is impossible, there's still only a 5%
chance of brecding true to the mother's race — hence
such pairing are far from honorable in the sense of
“taling a good mate and trving ro breed rrue”
Harder € reation amd Traste

* Other core rulebooks have Merits & Flaws/
Natures & Demeanors; but not Werewolf. 'Wh}r not!

Merits and Flaws are optional rules. There wasn't
roum for anything but the not-se-optional, “you need
these to play” tules in the main rulebook (like rules for
the Umbra), so Merits and Flaws were left our. Uil
we do arevised version of the lise, feel free rokeep using
the ones Listed in the Werewolf Players Guide; they
penerally work just fine with Revised rules, The same
holds true for Natures and Demeanaors; these are par-
teularly oprional because werewolves regain Will-
power according to their avspice, not their nature.

¢ If a werewolf is born under a lunar eclipse,
what auspice is he?

Despite what you may think, the lunar eclipse isn't
the mysterious “sixth auspice.” Lunar eclipses oceur
anly during the full moon; hence, werewalves born
under an eclipse are going w be Ahroun,

* Older supplements talk about a Background
called Past Life. What is that?

The Background: Ancestors, which was more aceu-
rately named. The name was changed to “Ancestors" to
teflect what the Background actually did; ivwasn'tabouc
temembering past lives, it was about contacting ances-
tor-spirits, hence the change for claricy.

* | have a supplement that gives first-edition
Renown awards. How do 1 convert these to second
or Revised edition Renown?

There’s no hard and fast rule, much as some would
like. An old-form Glory Renown of 500 doesn't neatly
convert to one temporary dot of second-edirion Glory.
You have to compare the relative scale of the Renown
award and adjust accordingly. The Werewolf Story-
tellers Companion has a ser of guidelines for this.

* The Uktena tribal description says that their
totem grants a talent for disguise to its followers, but
the totem description doesn’t match up. Was there
an omission!

My, the tribal description should read chae Uk tena
encourages his followers to learn the skill of disguise
{read: Performance, Subterfupe & Stealth), not grants
them the power, Sorry.

* The core rulebook says the Stargazers’ initial
Willpower is 5, but the Storytellers Companion says
4. Which is right!

[t should be 4.

* If a werewolf joins a pack, but doesn’t pay any
points into the Totem Background, does he get the full
henefits — traits and ban, pack tactics, the “opener of
the way” rule — of heing a member of the pack!

Said characrer can learn to use pack tactics os
usual, and he can be “led” into the Umbra by an opener
of the way. He cannot be nominated as the opener of
the way, however, and he doesn’t share in the torem's
traits or ban until he’s made o commirment 1o the
totem (via spending experience).

* Does a dot of Totem cost two or three experi-
ence points!

Twu.

* When rolling Rage, Grosis or Willpower, do
you roll temporary or permanent ratings!

Usually permanent, although some Storyrellers
prefer temporary. Either way is fine. The exception is
Rage; you always roll temporary or permanent, which-
ever 1s higher.

Car amd Rofer

* What happened to the Gifts of previous edi-
tions that didn’t make it into Revised, such as Scent
of Sweet Honey!

The nice thing abour Gifrs is that they're bought
individually: not all Rank Twa or higher Bone Grnaw-
ers would have to have Scent of Sweet Honey, for
instance. Simply assume that said Gifts aren’t quite as
popular these days; characters who had them before
can still wse them, of course, and the Storveeller can
still allow players to purchase chem, they're just not as
COIMITHON Ay ere.

* Do Garou that renounce their auspice lose
their Gifts, or keep them! The book’s inconsistent.

They keep them. A Gift is a trick vou learn, kind
of like tving your shoe, and the power to perform thar
trick resides within the Garou. You can’t “unleam’ a
Giift, although vou can lose the ahility to use it if you
lose all your Grnosis or Rage.

* If the Rite of the Opened Bridee or Rite of
Caern Building fail, the ritemaster (and possibly
others) take damage, but what sort of damage?

Lethal damage,

* When the Rite of Accomplishment is per-
formed, is it only to convert temporary Renown in
one category, or can it convert in two or three all at
once! For instance, if a werewolf has 10 temporary
Glory and 10 temporary Wisdom, can he have both
converted to permanent at the same moot]

The youngsrer has 1o challenge for each Renown
type separately, but generally speaking, the Rite can be

extended to cover each Renown type as needed. Insuch

acase, though. the ritermaster must roll foreach Renown
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type separately; hence, a Rite of Accomplishment ¢on-
verting borh Wisdom and Honor would require a sepa-
rare roll for each. If eicher roll fails, the entire rire fails;
henee, some prefer to underpo each rite separately.

* Also under the Rite of Accomplishment, it
says “three moons,” which is translated into “the
m-\'t month and a half.” Shouldn’t this be more like

“three months!™

A, why, ves, ves it should,
{ ntirsi

* Spirit combat seems pretty rough., A Scrag
with a Rage of 10 is difficulty 10 to injure and still
rolls 6 dice to soak damage! How are you supposed
to kill one of these guys!

Yeuh, thatis harsh. We recommend thar for lower-
ranking spirits you adopt the mle thae aspiric has asoalk
pool of Willpower -2 (no minimum; a spirit with
Willpower 2 had better have Armor if it wanits 1o soak
damage), and thae the difficulty to injure one is Rage
-L (minimum of 3). And go ahead and drop the Serag's
Rage to 6. The foorsoldiers of the Wyrm shouldn’t be
that tough,

* Does the soak pool granted by Armor replace
the Willpower soak pool (if any) or add to it?

Adds w ir. Earth elementals are still prerry hard to
tike down if they use their Charm.

* In the previous edition, werewolves rolled
Gnosis to soak damage in the Umbra. 1s this no
longer the case!

[t is e lomger the case; they use Stamina as usual.
Storyrellers who prefer giving high-Gnosis characters
more of anedge in the Umbra often conrinue ro use the
old rule, though; we don't mind.

& Pt

* Do klaives and grand klaives really do the same
damage?

Whoops! No, they don't. The weapons chare {pe.
210} has the correct rules tor a grand klaive.

* The rules for soaking damage, regeneration
and silver by form are confusing, How exactly does
it work by hreed!?

.I'\” 'I."u'l.'l.\,"l.'-'l.'lll‘l."L"‘i "ﬁ*l‘l\ [".l:‘ll.“_'lq Ll‘lll]_._l':_-\'_ﬂ' s |]I,'I||I|.-|l ”]
all forms. Homids can soak lethal and ageravaced
damage in any form except Homid; in Homid, @ homid
can soak bashing damage as normal, but not lechal or
i1‘.{L:|'i“".|[I.'-.| Lt;m‘l.u_'n:‘. E_.I'||\I,|."\ cannet soak lechal or ALETH-
vated damoge in Lupus form, but they can soak them
in all other forms. Metis soak all forms of damage as
normal in all forms.

A homid
cannor regenerate in Homid and a Euput CanTet Teren -

Regeneration follows the same rules.

Werewalf Sforviellers Handbook
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erate in Lupus; in these forms they simply heal as
mortals do. However, they can handle silver withour
Gnosis loss in their breed forms, and silver does not
cause aggravated damage o a homid or lupus in breed
f-':'II'ITl. A mmetis regenerates 1n u“ I-c_'lr[m_;, |,1|_|1_ ul:-;n;] E-;meﬁ
Grnosis from carrying silver and takes aggravared wounds
trom silver in all forms.

These who feel that this is a bit complicared can
simply allow werewolves to soak all damage equally
well in all forms, but we don’t recommend letting them
regenerate in all forms unless they're metis (whocan't
handle silver in their breed form to make this advan-
tace o little more even),

® Some questions on frenzy: If a Garou whose
Gnosis exceeds her permanent Rage spends a Will-
power point during a berserk frenzy, can she
distinguish berween allies other than her packmates
and enemies?

Yes.

® [f a Garou whose Rage exceeds her permanent
Gnosis spends a Willpower point during a berserk
frenzy, can she distinguish between her packmates
and others!

Yes, although she cannot accurately idencify them;
the Storyteller will tell them they are artacking an
enemy, bur not which enemy. She will only heable o
distinguish between “packmate” and “not packmare.”

* If a Garou's Rage is equal to her permanent
Gnosis, can she distinguish between her packmates
and enemies?

Yes. The frenzy secrion should read *a Garou
whose permanent Gnosis equals or exceeds her perma-
nent Rage will not arrack her packmates (unless she is
in the Thrall of the Wyrm).”

* You can only spend half your permanent Rage
in a turn tor the purpose of gaining extra actions. Is
the fraction rounded up or down?

Up.

* In the description of the Fur Gnarl maneuver,
it's stated that someone attacking the exposed area
has their difficulty raised by two. But the example
states it as a +1 difficulty penalty. Which is right?

The maneuver is right, not the example.
Settrng

* Can't [ play a White Howler/male homid or
lupus Black Fury/homid Red Talon by
accident of birth or genetic quirk?

No, because that's not the way tribes worle. Tribe
is a matter of ade HRLIE IO than HCNCTICs; & mile
homid Garou who's born o a Black Fury mother
doesn't count as a Black Fury from hirth. He's simply

having an
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Garou, in effece tribeless, until he undergoes his Rite of

Fassage and is accepred into a tribe. Thing is, Pegasus
won'taccept him, so any Rite of Passage meant to bring
him into the Furies automatically fails. Same with
homid Red Talons; Griffin won’t allow it. Asfor Whire
Howlers, they just aren’t a tribe any more; there is ne
more tribal totem, so a White Howler Rite of Passage
would automarically fail. You have to be initiared into
atribe to be a member; birth alone isn't enough.

* How many werewolves are there in the World
of Darkness!

The answer, alas, is up to you. The stock answer is
“mot enoush, " but penerally speaking iv's assumed rhat
each tribe numbers between about 300 members at the
low end (such as the Stargazers) up to mayhe 2000 at
the high end (Bone Gnawers, for instance) — and
notably more in the case of Black Spiral Dancers.
Although Vampire has a near ratio of vampires to
humans that lets you see how many vampires are in a
given city, Werewolf doesn't work like thar; the big-
gest concentrations of Garou population are often well
away from citics, in the middle of wolf country. When
determinirg the population of a local sept, 2 zood rule
ofthumb is to work our the ideal number of we rewnlves
ter cover all the sept roles, rotate guard shifts, and have
a couple of packs who are more or less full-time in the
field — then halve that number, [t's the best way to oet
across the very bad situation the Garou are in.

* One of my players has an old Stargazer charac-
ter. Should [ still let her play that character, now that
the Starpazers have left the Garou Nation!

I coutse! Mot all Starpazets have packed up and
headed for Tibet. Let her raleplay our the difficulr chotee
shie faces herween tribe and sepr, and ler her experiences
the consequencesof whatevershe chiooses, Will the other
Ciaron st her, or assume thar she's just going to leave
sooner or later? If they don't trust her w0 soay, will thar
alfect her decision if she gets treated like a second-class
gitizen! This can make for a fantastic story.

# [nthe Sl.:ilint:, n:lmpll.'.n il savs that werewalves
undergo their First Change at around 10-16 years
old (if homid) or 1-2 years old (if lupus}. However,
on page 104 it says vou begin play at 14-18 years old
{if homid) or 2-3 years old (if lupus). Is this a
contradiction!

Mot necessarily, Characters may well Lave under-
apne their Rite of Passage and some training between
their First Change and the time they begin play, if they
were too young ta be risked in the field at the time of
their Change. Thisdepends on the chronicle, of course.

Thiroduetion

v-——-r.

* On page 32 of the main rules, it says metis can
undergo First Change early in life, around the same
time a human child begins to walk; but on page 96,
it says metis don’t shapeshift until eight vears of ape.
Which is right!

Page 96 should read “it tvpically cannor shapeshife
until eight vears of age." Some meus prodigies leamn o
shapeshift while toddlers, but most must wait uneil
they're eizhr or sa.

ALiscedlarsy

® Here's an art question: Why don't female
werewolves have breasts in Crinos!

The Crines is not a form designed for giving birth
or nursing. Breasts would ger in the way, The Crinos
does have breasts and nipples, of course, but they don't
become evident unless the werewall is lactating in
Crinos, which happens only if the mother is nursing a
metis cub. If there isn't a direct need for milk, the
breasts aren’t noticeable through the Crinos coat.

And by the way, a Crinos has only two breases, The
number of mammary glands depends on how many
offspring a mother is likely to have; since mets ae
typically bom in omes or (rarely ) twos, as with humans,
aCrines has omly two mammiary glands, aswith humans.

* Where can [ find official stats for the White
Howlers!?

[here aren'tany. Thisis the rribe that's been dead dor
the lompgest rime; there's really no chance of rnning into
one of these folks, even in the time frame of Werewolf:
The Darle Ages. If you really need one for a Roman-em
camne, fake it with a mix of Fianna and Ahroon Gifes

* What about the Bunvip?

Some general Gilts and totems of the Bunyip are
presented in Rage Across Australia (reprinted in
Rage Across the World, Volume 2.

# And the Croatan?

See Croatan Song for details on whar the tribe was
like in the rime they were still around. Modern-day
stats for them don't exist, for all the abvious reasons.

* Wasn’t there supposed to be a Werewolf video
rame!

Twice. Both were devoured and vanished inro the
voud of time, never robe heard from again, Ask us nomore,

* s Gaia really Lilith?

Noteverything has to be shackled v the Vampire

mythology, you know.
23 I







A oremer van throwgh the body of the termfving creature , followed Fry
another and another, wnal it swas shuddering violently, After @ minuee a
worng ferale wolf was standing among the people in the clearing,

“That's Lena from Tambow,” someone said n Sasha's ear,

“she's really ralented "

Vietor Pelevin, "A Werewolf Problem in Central Russia”

.&mﬂféy (oaroy

The First Change is seen by many as the defining
moment ina werewolls life — i s the momenr when
he realizes that he isn't a human or wolf, butsomething
other, Certainly, itforms amarker postin the werewolf's
life as the moment he discovers his rrue narure, How-
ever, actually becoming Garou takes longer than the
lewseconds that atormshift requires. I0sa slow process
of adapting to dramatic physical changes as well and 2
ataclysmic shift in the character's !|!'L"¢L'5']c.

A young Garou needs to adapt to hadies that cando
things he neverexpected. He needs tolearn to walle, run
and rest in badies that are entirely unlike the one in
which he has spent his life to date. He has to adapt 1o

leaving his old life behind. Then the young cub s taught
ta fight. He's indoctrinated into a whole new society,
'Ju.'i[l]1'.5\l'lll-'k'tl.l'l'l'\}.l]‘lhllllLl]L"}:L'j‘th. J IL‘ ]L":l!l'l."-:l]'l?\.'llﬂ il 'l"."l'li"il."
new aspect of realicy that he can enter and explore. His
teachiers are far from kind and understanding; instead,
they're often brutal and ruthless. Then, just as the

w_‘__‘.
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characrer lnh.';fn:ninl_zruiin;l acceptance amongst these
strange, and none-wo-friendly people, he's pushed away
trom the safery of his new home on a mission thar s
dangerous at best, and deadly at worst, with a group of
cubs just as inexperienced as he s,

The introducrion to Garou life is never easy. Its g
rale, worth telling though, especially if you are running a
chronicle for plavers that are new to Werewolf and its
concepts. They get the chance to learmn as their characrers
do, which is usually far more effective than absorbine
knowledge from assigned reading. Even if your players
know Werewol! precty well, it gives you the oppormuniry
to reinforce some of the key ideas of the pame m cheir
minds right ar the ouser. So, how do you go abour !

Well, as you, the Staryteller, sit down ro work out
how to tell the tale of a newly-changed werewolf, there
are several thines you should bear in mind. A new
werewolf doesn't so much hecome Garou as hecome

aware of his true nature. The First Change i nor a \
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1 process of accepring a heritage that has always been
I LTh ||I. Wik s.ill' L |:||[.||. rel WAS MevVer [i:;,.l.l.p Jl._“.]h”.l (|
wolt, even if he lived amongst them, The initial
emphasis should be on making the player feel how

1 Lll]l.] Ii'-.l'l"'. '.l.!l'k.‘ 'l".l.llll.i

around |'||||1 Senses ||hm' 'L.{I“I.?'I'l.'lll.'{"\. As he comes to

much their characrer has chanezes

terms with ':li-!“..' l.'l'lullli.f'ﬁ."‘-. [|'||.1I Yol Cimn '\-\.\.-'UIJ\ iy
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ence. Over a period of time, ¢
hould become the norm, and increasingly the world of
the hwmnans, and o a lesser excent the wolves, should
WCCLMTIE ||iL'|| |||\.| |.I.|'|'.| ey LILhe :3‘1|.H'Il.]

A New Bordy

While a newly changed werewolf doesn’e liverally
paina new body, it teels like iv. The Firsr Change i atonce
exhilarating and verrifying. The sensation of bones shift-
ing, prowing, changing, and vour whole body moving
with them is inicially terrifying, ['s as if ',-Uurluul\']l:l.s lett
your conttol and gained a mind of itsown (in away, ic has,
bt we'l] discuss Boape later). The ability to shife vour form
is like having teenage growing pains muldplied by a
million. Like those reenage growth spurts, it doesn’t so
rmuch et as feel odd, This is something to communicare
to the plavers in the carly sessions. As the chronicle
progresses form shifting will become a fairly mundane
event. In these early sessions, though, it's o hig deal as are
th |‘|"- sical sensations that the characters endure with
cach change are a new experience. Be careful not m
owverdo ir, though. If you repeat those desc riptions foo
often, they'll become as rired and irricating as repeared
stock SEX shots ina TV series.

Az well as the change itselt, the new werewalf has
to learn to use four new body shapes. Consider for a
moment @ human child, and the length of time icrakes

b4t wsed toirs body well over a vear, Even a wol
cub needs months, The new werewolt has ro adapr to

tour new torms, some of which are very unlike 1ts

eneingl body., Learning to walk on four leps when
you've spent the majority of your Tife on two is no easy
task. The only thing that keeps it from being impos-
sible s that fact that the Garou have a decree of inmarte
ahility with each of the forms and the fact thar the
|||j[|.'|'l.'||.l.'x' |"'|. LW e, say, LLlE'IL:,"-\. ';lll.,!. i_ll.'\-.l“" L5 Ht'hrll'r i |
matter of bulk rather than actual physical movement.

Even once the werewolf adapts to the physical
spects of the change, there's a whole new set of
sensations for the character todeal with, Mo owo forms
e 1veE XL ||' ||||.' RN SN0y ]l'lrll_li il_l._,-l_jil_,L ar
smell becomes more or less acure depending on che
I' ITTEY Ol ill\.li"'l s, Tl'll\.' :Ll["'..,."'i I'_l,,l!'\- [aa I_I._d[l_l_ L l_:,l::lj '|."|'|_|_1'|_

/ lorms where its principal sense smell is signifi-
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adjustment to your players is by increasing the diffi-
culty of rolls for physical or sensory acrions made ina
form other than their birch form (ac Lease while vouun
through the portion of the story that deals with them
becoming used to their new abilities). A modifierof + 1
for Crinos and +2 for the two forms chat aren’t relared
trits birth form (Homid and Glabro for lupus, Lupus

and Hispo for homid} is likely reasonable. Metis, of

course, would suffer no penalty in Crinos, + | for Hispo
and Glabro and +2 for the rwo other forms.
You can also help simulate it by actually omitting

eertain pieces of information i your descriptions of

what characters sense when they're in forms other than
their own. However, this sort of manipulation should be
ﬂgl'LTd u‘:il‘h T.hl: ]_'.l‘li-'l"r"ﬂr‘.‘: 1}ﬂﬁﬁm Th(" gﬂ me I-'_:{"t‘i 'I,IE'I(_!I.'_' Ay,

ANew Mgy

The lupus Garou underpoes the most profound
mental changes when she becomes aware of her narure,
The change marks her transition from instinet-based
thought patterns ro full, reasoning inrelligence. It's a
dramatic chanpe in her whole perception of reality,
Human beings take years to develop reasoming abilities

as they prow from babies to children, A lupus werewolf

has to po through this process ina marcter of days, or
weeks ar the most. Fven thoush it’s more 8 matter of
accessing previ iously umused capabilitios rh an paining
new ones, it's still a challenpging shift in consciousness,

However, even a homid werewalf has some major
adjustments to her way of thinking w© deal with. A
werewolt isn't simply 1 mass of human thought processes
wrapped ina powerful and mutable frame — it's awhole
new way of thinking. It's a mindser thar acceprs the
reality of the spirit world implicitly {(mare on this larer)
and which commits the werewolf roa life of bartle. Make
no mistake: all werewolves are warriors, even the
Ragabash, Theurges and Galliards, and their mindset is
designed to help them pay their part in Gaia® defense,

There are few cultures left on the planet where the
warrior ethos is central 1o the socicty in question —
and the odds are that the characters in your chronicle
den't come from them, Even wolves themselves aren't
inherently warriors — hunters, ves but actual commit-
ted warriors! No. Coupled with this s the sudden
knowledge of a new language, the inherent tongue of
the Garow, which they have w develop and deepen
their understanding of in those initial weeks.

Perhaps the mest fundamental element of the Firse
Change with which acharacrer must learn to cope is the
birth of her Rage. A werewolf’s Rage is one of the maost
fundamental and defining parts of the game, and it is

something that requires some close starytelling arten.
tion in the early sessions, until such a time as you'te sure
that your playvers have a handle on it. This can be
[‘:rﬂ|}|un‘mrir, Ii'll:ﬂl}_':]'t, as H.‘tf_ﬂ:' Can |‘||,_' || [ ﬂ\'_l;_'d LIPOHT s A
intense, controlling emation the werewoll feels and
tellingaplayer what her characrer feels is tricky busmess
ar the best of times, However, in the early stapes of the
game it may be worth risking it, to help the player
transtate those Rage dors on her character sheet into
what her character actually feels, Keep track of the
levelsof Rage each characrer has, and quietly emphiasize
ta the player the prowing anger and lack of contral.

It's wnportant to establish Rage as a feeling, not
just as asource of supernatural power, and the sooner
vou can do so in a chromcle the betrer.

A ﬂﬁw}y

Many years ago, the transition from human o
wall towerewolf would have been somewhat easier.
Kin families, relatively knowledseable about the
ways of their Garou family members would tram
those children that seemed likely to change in the
ways of the tribe to prepare them for the experiences
they undergo. This practice is still in use here and
there, although some tribes forbid such “coddling”
of young I:‘u]‘lh. and many Kin bloodlines have lost
all knowledge of what they once were,

Thus, many of the difficulvies outlined in this
chapter will be eased by a life spent preparing to
be Garow. The culture shock won't be so great,
the character is already prepared for some of the
changes to his thought processes and way of life
and he has been exposed to the idea, if not the
teality, of the Umbra.

However, no amount of coaching can prepare
the cubfor the physical and sensory learming curve
he goes rthrough once he starts changing forms:
Neither can talk of the Umbra and spirits really
prepare him for actual travel into the Penumbra
and those first encounters wich spirirs.

Such characrers are increasingly rare as the
Apocalypseapproachesandunlessyouhavea player
whaisalready well-versed in the game'ssetting who
chooses a character from such a hackground, most
of the characters in your game are likely ro fir the
hroad outline given here. Since the change is more
dramatic Land therefore often more satisteng) fora
cub that's ignorant of his true nature, most players
will be happy o sacrifice porential “honus knowl
edge” for a more gripping personal story.

Cﬁ-.ap'fe-r One: The World of fhe Garow 27
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Forahomid, the period before the change is teenage

angst writ large. Most teenagess o through a stage of

helieving themselves to be different — special, ever.
hey teel alienaved (rom their peers. Formast, this i just
a phase they go through. This is not the case fora oL
werewolf, Both before and after the change, people
sense that there is something different about the child.
Some shy away from her, mstincrively shunning the
predator in their midse. Orhers become more confron-
tational, seeking tocow the perceived threat. Of coutse,
these reactions are not reasoned OnEs; I‘|‘|k"',' CCCUT O ATk
instinctual level, much as exXposure Lo a werewolf inone
of the obviously supernatural forms causes the Delirium.
These social handicaps don't disappear the moment the
cub changes, either. As the werewolf starts to come to
terms with what she has become, the predator will
probably be closer to the surface and less under control
than it will be laver in her life. As the Storyeeller, icfalls
to you to make the reactions of the human Storyreller
characrers in your game fit this mould.

Fora lupus characrer, the reaction of herpackmates
is much mare clear-cur. Wolves operate under a social
hierarchy system that is more rigidly defined than thar
of humaniry. As the cub approaches her First Change,
the other wolves usually start 1o perceive her as a
threart, even if they are Kin. In the end, the werewalf-
to-be is likely to end up in a position where she must
challenge for dominance and the alpha position, or be
drivenout asa lone wolf. The former option is likely to
trigger the change mand of iself: the fierce combar for
prime position may well drive the Rage of the cub high
enough that the change overtakes her, and she recov-
ers surrounded by the entrails of her packmares.

The lone wolf has a curious double positian within
wolf society: she is either piriable; or the hope for the

furure. The young and strong thar aren't capable of

challenging the alpha, but thae desire o pack of their
ownoften leave the fold, and hope 1o [rair i wid hamate

whio has also left a pack. However, the "alien” nature of

the werewalf-ro-be usually prevents the young Garou
finding amare, leaving her to wander until some danger
presents isell that trigeers the change.

the character feel like an outcast
already by the time she changes. Others are able 1o sense
the inherent difference of the character from theirappar-
ent peer growp before she can, and both humans and
wolves, being social creatures, shun the theear. The
apparent advaneage ofall this pre-change suffering is that,
once the characrer has accepted whar she has become,
shw should find ireasier roleave her ald lite behind. Afte
all, if hier old life had become a misery, why stay with it?

In either case,

28 Werewolf Storvfellers Handbaok

/m-—_l_ .‘————-—.7

This is certainly an angle to play up in your story, as it will
give the character greater motivation to accept and spend
time with the experienced werewnolves thar find her —
however bizarre they initially seem.

Coaroy SOty

Even after the cubs have accepted their new na-
ture, dealing with werewolf sociery is going to be a
significant culoure shock for them, unless they are bom
metis. One of the few advantages the mules hove isthar
they are aware of the workings of Garou society their
whole lives. Those werewolves born amongst the hu-
mans and the wolves have no such advantage.

Toa lupus, some of the ways that Garou sociery
work are poing roseem more familiar, You can use words
like “dominance” and “submission” when describing
the acrions of other werewolves to players of lupus
characters. These are social interactions thar lupus
characeers understand explicirly. Afrer all, it has been
part of their day-to-day existence for their whole life.

The same can'thesaid of the homid. Instead of seeing
one werewolf submitting to anether, he is going to see
bizarre social interactions that are not going to make
much sense to him until he becomes adept at reading
body kanguage. Youcan even omit the deseriptions of key
physical signals if you don't think the character has the
krowledge to understand or even recogruze them vet.
Only once they've come o understand some of the
aspects of society, or had it explained ro them, can you
start to introduce these cues into your narrarive, Even
once they come tounderstand ir, they mighr find it hard
toaccept. Modem society, in particular Western culture,
teaches equality as one of irs puiding principals. The
werewolves have little mruck with this idea, existing as
they doina hierarchical sociery with defined roles. Many
characters, almost always homids, will have a hard time
adaptingtothis, The otherGarouin the caem willalways
be willing to “educate” them when they step out of line.
Lupus characrers, used to a simpler structure in a pack,
may havemore problemsaccepring this than homids who
have the schoal and work experiences to teach them o
survive in hierarchies,

For the meris, of course, all this comes nawurally.
He's always been Garou, so he understands how the
relationships work. What is harder for him, thoueh, is
thar face thar people from outside the community he
was raised in are suddenly sccorded more respect than
the metis himself. The poor ereature might knew more
about the werewolt culture and the set-up of the
particular caemn than all the other new cubs put to-
gu'l]wr. In most caerns, that won't matter a jot, and the
metis remains stigmatized and his ignorant cousins
gainall the attention. Play this up in the reaction of the
Storyteller characters to the different cubs. [1's possible




that the other characters might start tuming to the
metisfor advice. By all means let them, but be prepared
to let a Starvteller character upbraid them for paying
so much attenrion to an affront to Gaia.

Surinalty

For all but metis and homid Garou mised in Kin
families, one of the most profound mental shifrs they
have ta make is accepting the spirituality of the
werewolves, in two senses of the word, Mot anly do
they have a helief system that is both fundamental w
their culture and often directly opposed to many of the
teligions of the mundane world, they also meet the
spirits that form a core part of that system in person.

Hearing elder werewolves talking about the spirics is
probably the first way the characrers encounter the idea,
Mest Garou use a minure of reverence and acceprance
thar will come across as little different from the way truly
teligions humans talk, The real shock comes when ven-
turing into the Umbra for the firse time, Here the charac-
ters face direct evidence of the realivy of the spirit world
ard the Garou belief system. You should ke the rime wo
describe those first voyages into the Umbra in vivid
detail, taking care to emphasize the differences between
the velver shadow and the physical world.

Homids, at least, may be intellectually prepared
for the idea of a diffcrent world, That doesn't mean
actually going there has any less impact on them. This
is a profound spiritual cxperience, one that should
promote both a feeling of awe and of homecoming —
or a grear crisis of faith, if the homid was previously
very religious. Lupus face a slichtly greater challenge.
They're only just coming o grips with whole new
thought processes, and now they have to eome to terms
with a reality that is markedly different from the
phwsical world that their previous existence was cen-
tered in. That said, they have a greacer affiniry for the
Umbrz, and when they have come to terms with the
idea, they should adapr more quickly. Afver all, for all
werewolves, recardless of breed, the Umbra is as much
their home a5 mundane reality. While it may have
been darmant all rheir lives, they possess a spiritual
gide rhat is more ar hame in the earth's shadow thar i
i8 in the reality of their birth,

The characrers can't avoid ir, either: Meenings
with spirits are crucial to learning rheir firse few Gifts
I:ﬂlld indeed most Gifts thereafter). While there will
no doubr be elder werewolves on hand to help them
deal with the spirits, it is still the characrer thar must
do the work, While few fiest rank Garou are poing Lo
meet a spirit directly representing any of the great
powets, their first meeting with a spirit, even if it is one
they will later come to regard as low-powered and
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somewhat inconsequential, should be a profound ex-
perience. As the Storyeeller, you have mwo major
things to bear in mind during this sort of scene. First,
remember that the spinits are not merely animal or
plant-shaped humans, they are creatures with their
own identicy distinet from humanity. {For more derails
on portraving spirits effecrively, see Chaprer Two.)
Second, the characrers are much like clumsy, brash
tourists in a land whose customs they have itrle clue
about, certainly no more that they would glean from a
basic euidebook, and whose language they have only a
loose grip on. Andhere theyare, rrying o beg favors from
youwith no real sense of the vast structure you are part of
and represent. With this mindset in place, you should be
well ser o deal with the characters as a spirit mighr.

LW% i?}

A the first months of life as one of the Garou pass,
the penalries, bath roleplaving and mechanical, should
pass. Certainly by the time the pack is deemed worthy
ol a Rite of Passage, cach member should be comfort-
able with rtheir forms and senses, have o working
understanding of Garown society and he able to ap-
proach spirits with offending them utterly.

The tone of your storyrelling should shitt from the
strangeness of Garou sociery to the weirdness and horror
of the enemies that the werewolves now face, As they
return from the Rive of Passage, the pack should feel in
some way that they are coming home. Mentors who
were once errifying and alien now seem more familiar,
A return to human or wolf life would seem stranpee, now,
tor they are seeing those worlds through different cyes
and minds than they were seant months before. You job
1= now to emphasize the tainof horh Weaver and Wiyrm
in human sociery as the young cubs grow 1o a grearer
understanding of the world around them. For more
derails on thar, read on....

JSengar

Garou are not wolves or humans, but mther the
children of both, creatures of savagery and civilization.
They live in the material and the spiric world, ar home
in either, yet strangely disconnected from each one.
Most spend their lives searching for meaning through
the endless bactles thar their very nature drives them to
tight, ln many respects, perception is reality, so in order
to understand werewolves, we must know their senses.
By focusing on the different ways werewaolves remain
aware of the world around them, the Storyteller canadd
depth o the description of 4 scene and give a oreater
sense of reality to her chronicle und stories.

Everything that we perceive comes from our senses.

/F-m_-mmﬂ
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thinking. During roleplaying, they can “see” the events
unfolding in their mind's eye. More rarely, an indi-
vidual may rely on hearing, remembering the words
and listening to the experience, able tw quote parts of
the sessiom, while the visually onented person may
describe things that weren't ever described by the
Stoaryreller. A very small percentage -I'p-:c_l]:"ll: focus on
one of the other senses for thei pPrunary perception.
For this reason, many Storytellers forget to use other
e settings. The sense of smell has a
stronger memory trigeer than any of our other senses,
Touch can change our body chemistry immediarely,
[-'":FL'J.‘PFH i does hecome I'l':lill'_n'.

SCISEs N

Wolves rely not on sight, but on smell as their
primary sense, Waolves are not wild dogs; rlu"g.- have
abilities that their domesticated cousins lost millennia
age. A wolf has a sense of smell many rimnes more
powertul than thar of & bloodhound. 1 g woll carches
a scent, he knows not only thar be smells a human
being, but alsa what that person last ate, He can also
remember it and track the scent for hours. In spme
ways, a wolf's sense of smell almost works like
postcognition. With a whiff, the wolf learns enough to
know events that have raken place many hours hefore.

Werewolves have powerful senses. They constantly
check their environment, aware of possible trouble.
|Il-‘~l!H-:.'[~. lun J-.‘lei\‘k‘i" 11 l!'ll..'l]'.\-lli"".'.i WS 14 [ l'|.q_J|p rhem
notice dangers. Inan urban setting, the constant blare
of noises and sensations can cause SOMIE, l:_‘}:':‘.ll_‘l;_'i_illl'!,'
lupus, to go mad from the noise, the sights, and the
smells. The opposite is sometimes true. Many o Gilass
Walker tinds the quiet and strange smells of the wilds
disturbing. Some Garou deaden their senses, choosing
to ignore the world around them. Often, these are last
children, many of whom have difficulry stepping side-
ways into the spirit world.

Even when werewolves are in Homid form, their
senses are stronger than those of normal humans.
Liaron pay more artention o their sensarions than
humans do. A werewolf doesn't hear any better, but
shie listens more attentively. Her predatory instincts
puide j'IL'|""!.'I."'\- tonotice th i1'|f_:\- ot of the L'li'i.“]'lnl'}'. She
tastes her food carefully, savoring and mving attention
to the fAavors, instead of inhaling the meal uncon-
sciowsly. The smells of the world hold meaning for her,
and she may unconsciously interprer them instead of
inonng the aromas of the modern world. A Garou
craves touch, feeling the breeze on her flesh, detecting
subtle changes m temperature, and remaining aware of
|.J-|||.' Llh"' |'||.':‘\' {1 |'|I‘_'[ 1"1]'{,‘_[{.

Senses change asforms change. Glabro form height-
ens smell to some degree, Instinets come to the fore far
more teadily, usually as pricklings on the neck or uncasy

N/ A p——

Birf T here Are No Tufas for 77

some Storvtellers may rankle at our blatant
tendency to deseribe Garou senses as strong in all
forms when really, ni rules assisting Per-
ception checks for any forms but Lupus. It's ﬂh’:‘, .
really. Even if your players are reading this book
{and we know cerrain cheatericions peaple are
eyeballing this very sidebar for “secret informa-
tion” even as we speak ), vou don't have to cave in
to any demands to lower difficulties or grant extra
dice on Perception checks. The idea here is to use
description to show the players how even as their
characrers shift shape, the texuure of sighrs, sounds
and smells seems to rearrange itself, not w erant
thecharacrers limited omniscience thanls to their
uncanny senses. Use the material here for descrip-
tive flavor, to carch their atrention; don't feel
fowced tomake it easier to find crucial clues. If the
players really wanr to rake hetter advantage of
thetr werewolf senses, encourage them o rase
their Perception, Alertniess or Primal -Urge Traits.
It's as good a mechanic as any o rationalize how a
wetewoll learns to perceive her environment.

there's

Thart zaid, ih'nu want |-,|.!_:i'.'::- p].l]'t'r.-, ACITCUm -
stantial -1 difficuley modifier for Perceprion checks
involving asense that the form is stronger in (such
as sight in Homid or smell in Crinos), you're
welcome o, [t might make your players more
interested m experimenting with all their forms, as
actal werewalves likely would be.

feelings in the gut. Sometimes these instinctive feelings
are positive, conveying trust. Some werewolves believe
thar they can tell Kinfolk apart from the rest of human-
ity by a glance or with ascent. In Glabro form, the sense
of taste improves. Meat becomes immediately fresh or

stale. Liguids may do the same. Night vision also im-

proves, although some werewolves believe thar they
have trouble seeing certain colors in Glabro.

The Crinos may have the most acute mix of senses
found in any form, but a werewolf's ability to interpret
thaose senses hecomes a i‘||.g p;q;lj.h_-m. Rilgt‘ ;||1,.-.;-,1T;1' |'!|_jr|'|;.
in the heart of a Garou in Crinos form. The instincts
that help a werewolf stay in tune with her surround-
ings, suddenly all demand the hunt, craving the aste
of har Blo Il.l. and rhe sowmnd af :_\["I_'lil_‘pi_'l_'l:i_,f bones, Mad-
dening vielent desires wo test the strengrh of her sinews
and bones against her prey quickly overwhelm most
senses. Any unusual movement instantly attracts the
attention of 8 Crinos, The dark holds litrle difficuley,
vet a Crinos still enjoys the bright colors of her human
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herivage. Eves see things at distances heyond the range
of humans or wolves. A Crinos’ ears perk up and
determine the direction of the fainrest sounds. High
sotnds beyond the normal haman range, such as the
hum of electrical appliances, dog whistles, even dis-
gant bells reach the werewolf's ears. A Garou hecomes
aware of deeper vibrations as well, even feeling the
deep rumbles below the world. Lile many animals, a
werewnlf can sense impending natural disasters like
earthiquakes hefore they hiappen. Smell is as powerlul
as sight for @ werewalf in Crinos. An enemy doesn't
need ro be seen or heard for aCrinos to be aware of him.
Touch heightens, although feclings of pain diminish.
Awerewolf feels every brush of airagainst her fur. How
many claws and hlades are dodped because the Crinos
feels them before they make contact?

Siill, the constant rush of adrenaline, the roar of
Blocd in the ears, and the pounding rage within the
heart of Crinos make perceptions blur. Somerimes,
everything becomes a threat and contreol is 4 constant
battle. An angry tone of voice becomes a direct threat.
Sudden movements are unexpecred artacks. A Garou
can taste the flesh af her apponent before the first bire.
While rage varies with individuals, every werewolf in
Crinos carries a threatening edpe.

Hispo form brings a werewolf much closer to her
lupine heritage. The dire wolf can sce much farther than
humans and retains the ability wo distinguish colors. A
Hispo has excellent night vision making her capable of
detecting even slight movement in near dark condi-
tions, Yet, Garou comfortable in Hispo form don’t rely
50 much on sight, as much s hearng and smell.

A werewoll in Hispo form can detecr even small
noises aver great distances, She can filrer even small
sounds and quickly derermine their sources and direc-
tion, Certain sounds reach the dire wolf from miles
away. Howls will wake a Hispo from sleep even after
they are inaudible to human ears.

Very little gets past a Hispo's ears, bur even less
gets past her nose. In dire wolf form, a werewolf may
seerm 1o possess almost spatial awareness, Her sense of
smell allows her to remain aware of everything poing
onaround her. Shifts in the wind have some effect on
this sense, but surprising a werewolf remains fairly
difficult. Furthermore, she can recognize scents and
find trails that may be days old. A Garou doesn’t need
toeversee the human who trespassed near her cacm to
identify him weeks later, The scent works just as well
a8 actually having scen the individual, Many
werewolves are especially aware of the scent of hlowd
‘and the sounds of violence.

[n Lupus form, the sense of smell rules, Althoughat's
stated above, n werewolf can piece together pictures of

Chapter One: The World of the Garow
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past events with her sense of smell. For example, at a
caern, she could recognize which members of her sept
had been present and when, Now, the walf's ability o
smell is not infallible. Natural events, like storms and
stowfall can wash away or bury scents. Strong odors,
anything from roxic chemicals to animal musk, can
mask other smells, Hunters often have sprays to dispuise
their scents. On the narural frone, a skunk can be a
problem, though Ragabash have been known to inro-
duce new homid cubs to them just for a good laogh. This
form has excellent hearing. They can see well ar nigh,
but Garon in Lupus often have trouble telling the
differences berween colors. Unlike acrual wolves, most
Garow can see in color in all their forms, although
Storytellers may wish to change this for their chronicles
if they think it will make play more fun,

Werewolves have other senses as well, The Umbra
affects werewaolves in a number of ways, Even withou
“pecking,” Garou can feel changes in the spirit world.
Members of apack can tell when they enteran anrisep-
tic lab, betore they've even caught the scent of the
dead aic, Whenaspiricon the other side passes through
a werewolf, she feels something, cither o sense of
warmth or strength i ics friendly or chill and dread if
it's a potential enemy, These senses are real and
powerful. Werewolves with strong Gnosis may experi-
ence the spirit world with even more intensiry,

Ciarou have powerful racial memories as well.
Some werewolves dircetly experience the memories of
their ancestors, but even rhose that don't often have
scrong feelings of déja vu. Many times, a Garou has fled
through a wilderness that she's never visited, and ver,
somehow managed o elude pursuers and avoid ob-
stacles instinctively. Other times, werewolves have
recognized and instinerively known derails abour items
or events in the past. These experiences usually oceur
in Lupus, Hispo, and Crinos forms, but they aren't
limited to these forms,

Strong packs may develop a bond, a link with each
uther. Members of some long-standing packs can almost
read ench other'’s thoughts. Packmares have difficuloy
hiding emotions from their fellow members. If some-
thing is wrong, all the members of a pack will know.
They may nor share the derails, but they will know that
something is wrong, Some packs even have a sense of
'H.'I'H.:ﬂ UTI]E:r T'l“..:l‘l‘!ljl..,':rh AT |_'|'| \_Iiln;_':l.""r. Tl"ﬂ_‘[l{_‘ are many
storics of asingle pack member being artacked and other
members feeling pain or asense of urgency. Sometines,
other members may even feel compelled w po w s
certain place, evenil they've never been there before, o
help out a packmate. Theurges debare whether this
"pack-sense™ is a e sense belongine o all werewolves,
or if instead, it 15 a function of the pack totem spirit.
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Regardless, pac ks that stay together seem todev l:lu;] this
stromg bond, even between members who dislike one
another, A HELIT}'H‘”L‘F can use this p:jl._'l(_ AWAreness W
help keep characters together, making them realize that
their pack bond is more than just a verbal commitment.

Many spirits reach Gifrs thar use the senses. For
example, Sense Wyrm works differently for individual
werewolves. A lupus may detect a foul stench of
corruption and decay coming from fomor. A homid
may see adark glow surround o Wyrm-tainted creature.
Other possibilities include having a feeling of dread
and unease when o Garou thinks abour the target.
Sensations may change as forms change, adding vari-
ety to the use of sensory Gifts and giving players an
even greater teeling of the differences between forms.

Heightened Senses deserves some special mention.
Storytellers may want wo incorporate this Gift inwm sens-
ing packmates or knowing when their éaern may be in
danger. While “average” Guroumay have shamper percep-
tions than humans or wolves, a werewolf with dhis Gifr
should hive the possibility of performing some extraordi-
nary feats (although remember thar ics still only a Level
Une Giift, and shouldn®t outstrip more powerful Gifis),

Although a werewolf's senses are her allies, they
can alsa be turned against her. Experienced hunters
use powerful high-frequenicy sirens against a Garou in
Hispe or Lupus. Sudden brighe fashes can blind a
wetewoll and even cause her to lose control. Pepper
sprays aren't as effective on Garou as they are on
humans (thanks o 1 werewolf's healing abilities), but
they still cause problems. Indirecrly, the distraction of
realizing a packmate is in pain or feeling a cold pres-
ence in the Umbra, can spell doom in a fight. Just the
cacophony of smells and sounds in an industrial plant
can make it difficult for a werewolf ro focus.

Llsing a werewolfs senses pives the Storvreller an
arsenal of description tohelp liven upany seene. Many of
these acure senses can provide material for scenes and
staries and allow a Storyteller to take control of a scene
that's gotten cutof hand. Has a pack member gone off by
herself and done something stupid that's going to ruin
vourstory for the evening? Have the rest of her pack show
up because they felt that they “just had ro be there.” Are
the pliyers and their characrers stunped abour a myseery
that's pone from intriguing to frustrating?! Use a woll's
seent togive them more clues, Maybe o chance encounter
causes a werewoll to recopnize a strange smell. Don't be
afraid to let rhe hunters take advanrage of senses. If your
pack laughs at band of humans thar they rip apart before
the humters can breathe mwice, show them down with
fashesorsonics. Aboveall, justremember that werewolves
have powerful senses and that as Storyeeller, these all
provide opportuniries for you to enliven your games and
flesh our your scenes.

Lemograpticr

"How many werewolves are there in the World of
Drarkness™ [ an interesting question, and one thar'sheen
left unanswered fairly deliberately. There is no “official
count,” at least not as far as White Wolfis comcerned. Bur
it"s worth exploring how many there could be.

Werewolf has a rradirion of avoiding hard-and-
tast nummbers about werewalt populations, and for good
reason; one person's figures can be completely anti-
thetical to another person's iden of how many should
be left in the End Times. True to thar idea of “one
HTL)I}'I‘H"#J”S mear is another’s [‘rni:-.J.:n," this section
discusses principles and possibilities, rather than lay-
ing out deflinitive answers.

e Aoy

This isn't a thetorical question. There's a crucial
difference berween the facts vou know as Storyreller
and what anyone in the game world, player character
or otherwise, knows. Ask yourself how an individual
finds something out. There is no Census Bureau in the
Giarou Nation, no central authority to compile defini-
tve records. There are plenty of good reasons for
various groups to exageerate their numbers and also to
comeeal some of their strengrh. Individuals make mis-
takes, and tradition can enshrine those mistakes just as
readily as it can preserve the truth,

So nobody in the World of Darkness can confi-
dently say anything like “there are 6,423 members of
the Twelve Tribes as of noon last Monday,” Charae-
ters who ser our to investigare the numbers of their
kind will end up leaming things that surprise them,
and which conflict with the prevailing assumptions
atound them. An accurate tally, even a good approxi-
miation, of Garounumbers must involve rravel through-
out the world and careful diplomacy wirh a grear many
powerful Garou who won't easily parc wich the faces of
their respective communities. | he would-he students
of Garou demographics must show themselves deserv-
ing of many people’s trust, and deal with the schemes
of those who'd like to deceive others:

True knowledee of anything important in the
World of Darkness comes ar a cost, and the quest for
understanding is a great hook on which to hang many
adwvenrures, both during the search itselt and after-
ward, looking at the implications of what the charac-
ters now know.

e S Nopmbers

Warldwide, the vearly birth rate among humanity
is & bir more than 20 ve birchs per thousand people —
slightly more than 10 per thousand in some parts of the
developed West, up to nearly 40 per thousand in the
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l.'I|l; than the ;.'|L||‘-_'|:'1|'|. |‘4_‘1|“:=_[.~
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as sensible werewolbves usually avoid hassling magicians
unniecessarily. Unless vou're nimning the World of Drark-
ness as larce, the -il.:||'u.'|'11.il||r.-|1 communities don't all
share a block insome residential suburh, and indeed are
likely not aware of each ather at all exceptin the vapuest
terms: “[t's sood nor to go stirting up trouble there,
l‘\'L"I_ill_i‘vl_' '||'I. 1 E‘I\T IT |'|.ﬂ-||_|." h:]l:k.“

e ﬁsyyffﬂﬁ”ﬂfu

Above all, new cubs are precious. The Garou Nation
isnot thriving. The escalating violence in this era preced-
ing Apocalypse takes an ever-greater toll on the Garou.
Therearen't even enough new werewolves to make up for
the losses in most years, let alone any for expansion.

The Garou have often been guilty of overwhelm-
ing pride and toolhardiness, but they're nor aliogether
stupid. Cubs are not expendable cannon fodder. They
aet thrust into battle hefore they're ready in many
LSS, 1'II._'\_'i||.t""-l_" | | 'IL"]I".H | L] |l.|“..,"'| narive: ]I l]'l.l."g,' |.I.'|.:|.|-|.1T ]‘.71]1
the ficht, there's no one else w call on. But only a
profoundly foolish elder pushes a cub to death, despair
ar flight. Of course, ance cubs start to figure this our,
natural human (and lupine) tendency toward rebel-
lion can and does conflicr with the duties of the Lirany.
It's hard to maintain a really strice hierarchy when
bath superiors and subordinares know thar there are
limits on what the superiors teel ar liberry ro dish out

in punishment and correction.
A Living Wowdi

Keep in mind that arithmeric cannor rell the whole
story when it comes to the Garow, They are not entirely
creatures of the mechanistic universe. They live sur-
rinmded by the spirits, and indeed must spend part of
their rime bevond marerial reality ro be tully themselves.
(aia and powerful spirics can and do override statistical
averages when it suirs their purposes.

The extent to which vou emphasize this aspect of
Garou existence as it applies to population can greatly
color your whole chronicle. PCs who are aware of them-
selves as chosen, watched players in the game of the
world's survival develop very different outlovks from PCs
who are aware of themselves as drops in the grear ocean
of humanity, whose ability to participate in the lite of the
Garon Narion depends on the luck of encounter with
others of ther kind, Both stvles fir within Werewolf's
overall themes, zo it depends on how you want 1o balance
our the compering influences of fate and chance, Youcan,
of course, ler some PCs start off emphasizing fare and
other emphasizing chance in their preludes.

&ﬂﬁﬁ/ﬁ?ﬁbf.{f anid Lariafions

The basic numbers are astarting point, not the Last
word. Papulatiom dynamics are a ol for making your
pame feel the way yvou want to.

A

Almaost ironically, werewolves are at their most ferule
when crearing rhe exact sore of eubs that will do nothing
tor further their lineages — Garow/Garcu matings tend to
“take” a lot more often, Furthermore, the metis population
of a tribe won't contribute a damn thing to the hreeding
efforts, I you wart to go the simplest route, simply assume
that the rate of Litany violations that result in mctis cubs
s more or less proportionare to the smaller birch rate that
a tribe would suffer from having a portion of their number
being infertile. However, the number of metisinatribe can
fluctuate wildly between generations. If there are a large
number of meris within a tribe, you can expect that there's
added pressure on the homids and lupus ro breed more
homids and lupus, and therefore fewer meris being borm in
the next generation. Similarly, if there are few metis ina
tribe, that may mean that the current generation mighe
feel a touch less pressure ro aveid “wasting” their reproduc-
tive vears— or perhaps even more pressure. This can goall
sorts of ways, but it’s something to consider,

Tl Bk S Flawcwrs

Are the Dancers part of the totals given ahove!
The answer will significantly affect how close the
Garou Narion is to the brink of complete collapse m
vour chronicle. The Dancers exist on the fringes of
Garou seciety, They recruit out of the Garou Nation
and the Beast Courts, and of coutse they kill members
of both communities. Bur they also have their own
Kinfolk and therefore their own sources of new cubs.

If you cut a slice out of the above numbers for the
Dancers, everyone else’s share shrinks, of course. The
smaller tribes end up with less than one new cub a year
{see below), and even the numerous, well-established
ones in an area suffer. Insread of 3-3 new packs ina
year, there may he no maore than 1-2, and in the pars
of the world where Garo are scarce, anew pack of any
kind may be avare occasion to celebrate and venerate.

If the Dancers exist in addition to the above num.
bers rather than as part of them, then vou have the
freedom to keep their mue strength both mysteriouns and
ominous. At this point in the saga of the world's rwi-
light, they'te as numerous as any tribe, indeed, more
numerous than most. This generalization gives youa lor
of room to maneuver in when preparing surprises. .. bur
keep in mind that Dancers don't come in inexhaustible
quantities either. Wevery victory your players win is
followed only by more huge hordes, after a while your
players as well as their characters will feel discouraged.
Siser et Lpfriitentrion

There just aren't as many Red Talons or Ukena as
there are Bone Gnawers and Children of Gaia, There
are two broad caregories of Garou tribes.

34 Werewalf Sforvfellers Handbook



# Large: Bone Gnawers, Children of Gaia, Fianna,
et of Fenris, Glass Walkers, Shadow Lords, Silver
Fangs, Uktena, Wendigo;, Hakken

# Small: Black Furies (limired by gender), Red
Talons (limited by breed}, Silent Striders; Stargazers

The tribes in each catepory aren’t all the same size,
bt the variations don’t matter much for this purpose.
The large wribes all get their cub orso a year, and three
or four of the tribes mest numerous on a given conti-
nent get another one or two each. The small tribes
often have years without new cubs.

Note that the tribes aren't spread evenly around the
world |ike so many smooth lavers of varnish. Red Talons
clusrer in wilderness, Bone Gnawers and Glass Walkers
i cities, Uktena and Wendigo are far less common in
Europe or India, Hakken unknown outside Asia, and so
on. The typical sept does not include members of every
tribie, only of those relatively commaon in that particular
areaand a more or less random smattering of the others.
The fact that a cub enters a tribe this vear doesn't mean
itdoes so anywhere the characters or anyone they deal
with ever poes or even knows about,

Largiing Fhe Nimgers

* Fewer Garou: If Yo want cach cub to be even
more precious than italready is, and each death among
the Garou that much more tragic, simply adjuste the
toral down.

At least ewo very different kinds of armosphene can
emeroe from a shrunken Garoun Marion, The Garou ey
bie largely isolared, so that the handful of werewolves in o
region feels very much alone in the face of a large and
hestile world, O the Garou may be very clasely hound
tegether, making heavy use of spirirual communication
and travel to preserve their unity even though spread
thinly around the world. Shrinking the Garou Nation by
g factor of two would make it as small as the total
population of mapges, but very different in feel: more
amified insome ways, piven the shared reality of Gain and
the spirirs in Garou lives, bur more intimately connected

e place and environment than most mages are.

[nceither case, inpracrical terms the Garou would
have to cluster for murual survival as a people, so that
there'd be enclaves of werewalves and large areas, even
'l.l‘hult u]ui]lij'b. 'l\.:tH_'fL‘ 1w IIUI.'J.HJ'!.-' l“_'rl..i FOITS 1']1'..'

Garou lunctions of puarding and avenging. This won't

make the spirits happy, and of course it means that
there are holes in the world’s armor. The guilt and
frustration that follow should play a major role in any
"ahmi‘;lc ':."E. VLY SCIree UHI.":JLI-

If the toral word population of a mibe falls below a
few hundred, then the wibe simply cannot be a global
presence. I membsers must cluster near their Kindolk o
have any chance of survival ar all. A chronicle in which

e S of T Fangt o & oime

This kind of greatly diminished Garoo Nation
is one way o play o chronicle set in the near furure,
against the hackdrop of g world thar combines the
pervasive decay of the modem day with the edgy
futurity of eyberpunk and post-cyberpunk visions.
See Charles De Lintsnovel Svahaand John Shirley's
short story “Shaman” for examples of how to fuse
cyberpunk and shamanism. The desperation en-
gendered by vanishing tribes and solared seprs fits
the moed of approaching darkness quire well.

there are, say, only 2,000 Garou worldwide is one in
which the tribes very likely interact only occasionally in
passapes berween the oreatest caerms, [Hs asituation more
like the Garow in prehistory, gathered in their places of
origin and searcely aware of each other, excepr in the
modem day there'd be a constant pervasive sense of lost
community. [f the tatal Garou popularion falls helow a
thousand, cither some tribes exist only as single exrended
family lineages or they cease to exist altopether.

* More Garou: Alternacively, if you want a some-
what mightier Garou Narion, increase the numbers,
Double the population of werewaolves and you'll ensure
that no narion or region necd be altogether free of
werewolves, even though some may have a single sept or
even a single pack o cover broad rertrores. There are
still not nearly enongh Garou to waste casually, bur there
are enough ro assemble war bands for special needs,
drawing on the relacively unarrached individuals around
large caerns, youmg Garou locking to prove their merit
and earn aplace in the world and other available warrions

[f the Garou become as numerous as their foes, then
the chronicle ums thematically into something quite s
bir different than Werewolf as written. The perils (and
opportunities) that come from confronting superior
odds with courage, cunning and erit resolure faich
frame Garou life. Trying to preserve that when the
Garou can assemble whole armies and lay wasre to grear
citics is likely 1o lead o a berserk spiral of escalating
force. This can be a loe of fun, bor it ceases 1o be g game
of brave spirits standing in the broach asainst the world's
doom in favor of being a game abour furry superheroes
ur vut-ol-conuol agents of brutal camage. Think ahemd
biefore committing yourself to this sort of setup.

Efer  Fangsng Becenlr

The way Werewolf works, it's presumed thiat the
Fera population is in considerably worse shape than
that of the Garou. If each Changing Breed had compa-
table numbers to the Garou, not only would the
Apocalypse’s outcome be less in doubt, bur the Garon
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would become a minority — something that would be
very wrong for 4 game called "Werewolt.” Storytellers
with afondness for ome particular Breed or a distaste for
another may wish to adjust rhese figures further, but
the assumption is that few Fera have been able to
prosper since the Wars of Rage

The Ananasi and Rarkin {including Nezumi) are
the most populous Fera; each Breed might rival the
Garouin numbers, and (depending on the Sroryteller's
tastes) even exceed them, Of all the Fera, these are the
most ferrile,

The Bastet, Corax (including Tengu), Mokalé,
Rokea, Nagah, Kitsune and Kumo all fall into the
“moderately populous” numbers; each Breed is prob-
ably abour the size ol a healthy Garou tribe. The Rokea
were once more populous, but the disaster at Turna'a
(see Rokea) has reduced their numbers considerably.

Finally, in the “painfully few” caregory come the
MNuwishi, Gurahl, Same-Bitoand Ajaba. Individoal Basee
rribes and Mokaolé streams fall into this category as well,
There's unlikely o be more than 500 of any of these
o, dand 100 is probably a more accurate estimare.

Aefighor anrf . Sty

"All Garon are sprritual; not all of ws are religions ™

— Jonn Lao, Stargazer Theuree

The mherent spirirualiry of the Chaneing Breeds
can never be srressed roo much, A werewaolf's connec-
tion with the spirit world is as crucial as the air she
breaches; she is inrinsically vied vo all thil".g_u .H'p|ritu-<1|
and would quickly perish if that link were o he
severed. Perhaps more rthan any other denizen of the
Waorld of Darkness, a werewolf depends on her spiritu-
ality togive herserength, purpose, and hape forabetter
tomorrow. Spiritualicy is more than beliel for awerewalf,
it's a way of life; in fact spirituality is life itself.

Bur there's a huge difference between “believing”
and "knowing.” Werewolves do not have faith, as most
people define ic. Their absolute, unshalkable knowledge
thar Gaia does exist is a fact. From a werewalf's Firsr
Change, shee can literally feel Gaia. While Garou debate
many topics relating o spirituality, one that would
never be overheard is an argument about whether Gaia
isor sn't real, While some Garou are more in tune with
their Goddess than others, even the Black Spiral Dane-
ers wonlld acknowledge that Gaia is very much alive.

Whar is open tor debare is exactly what and who
Uiata 15, ared more importantly what She represents.
Even an actual avarar of Gaia Herself docsn't answer
Il::'u.'i'\'u: Llllk‘h1ih||5:\ sl |l..i! l]'lul| ll'il'lﬂ_'l." Ty rosm ll,'ll' l_ll!ll_]l"l[
Because no mortal can ever really understand Gaia
complerely, religious factionsdo exist within the Chang-

N/ A ——

ing Breeds, even if they aren’t as wildly diverse as those
of humanity. While most of the shapeshifting races
credit Gaia for being the grand creator, others give Her
a more minor role in their creation mythology. This is
particularly evident in the various Fera societies.
Whar does this have to do with Storytelling? Sim-
ply put, some careful attention paid to the religious side
of Garou life can open up new levels of roleplaying for
vour characeers. I you're able o properly represent the
faith of the Garow, plavers will ask themselves just how
their characters relate to their colleagues” beliefs, Obwi-
cusly, you'll need o use some discretion when dealing
with religion and spirituality, as personal and important
issues as they are to anyone (player and character alike).
And certainly, there are no hard and fast rules for what
werewolves do and don't believe — deseribing a
character’s faith as integrating Gaianism with Catholi-
cism isn't “inappropriate” unless you feel thae way,

Plcey (7( Detotion

A good example of the pemsonal level of Gaian
taich is the tendency to worship or meditare moa place
of one's own choosing rather than a formal emple
arca, While it would be somewhat unusual o find 4
“traditional” worship house for those who celebrate
Giaia, places abound where a werewolf can find a hicof
peace and quict to reflecr and hear the whispering of
buer Goddess to her soul. The most obvious 1s 2 caern.
In fact, the majority of werewolf sacraments rake place
in a caern. The function of 2 caern in a werewolf's
spiripual life is manifold. Performance of any ceremony
in a caern not only invigorates the Garou present, but
alsoenbances the sanctity of the caern itself. Since the
energy of a cacrn is vital to the meditation and worship
habits of werewolves, they take prear care in insuring
the general health and overall good condition of their
most sacred places,

A werewolf may also choose o pay homage o her
Goddess in various places throughout the Umbra. [fa
Ciarow oprs to worship in a place other than her caerm,
there is penerally a reason behind her actions. Perhaps
shie seeks answers that would not be readily available to
her in the physical realm, or mayhe she does not have
access roa caern. Meverrheless, she can seek places in
the Umbra specifically built for devotion to Gaia.
Shrines dedicared ro Gaia and other celestial beings
dor the spirit world. Such locales are visited less often,
and as a result may not be as well kept as a caern.
Oceasionally a werewolf will visit a particular shrine
only to find thar it has been pillaged or destroyed.
While the Garou used to actively build sanctuaries in
the Umbra, mexlern concerns have left little time for
such activities.
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[ the Final Days, the Umbra isfilled with places
that reflect the death throes of the end of an age.
While many locations in the Umbra are frightening
toeven the bravest Ahroun, locales sl exise that
represent a gentler time in Garou history. After the
tise of the Gauntlet, werewolves desperare to keep
their spiritual toots strong buile many temples o
honor Gaia and other Celestines. For a period of
fime, the number of Umbral shrines was roughly
paual to the number of caerns developed on the
physical plane, As rime rolled forward, and the War
ol the Apocalypse began in earnest, many of the
shrines were destroyed, or even abandoned as the
pritary focus was given to protecting caerns, A few
well-known shrines still exist, and while they are
considered important, a Garou would, without hesi-
tation, leave an Umbral temple to fall it favor of
protecting a caern in danger.

Afavorite tactic of Black Spiral Dancersinvolves
a nl.rfl-'rTl]l'ITEd 'a-'ltl':-'lck. 1'""1 I'I.L"'gl!'l'.l'!.’ CACITE TﬂCt.‘.‘i'l.-"ﬂ‘S [hﬁ.‘
initial onslaughe, and as the few Garou who acr as
caretakers to a shrine leave ro defend the caern, a
second troupe of Spirals desecrares the recently aban-
doned temple. In this fashion the enemies of Gaia
have demolished the majoricy of sacred places in the
Umbra. Despire the losses, afew remplessrill exisr and
are Lzed ag places of refuge, mediration, and worship.

Allytis

The Black Furies constructed Allytis notonly in
reverence to Gaia, but also in homage ro their totem
Pepasus. The remple is locaved inoa Penumbral Glen
near to the corresponding physical homeland of the
Furies. The area has a very Hellenistic feel and the
surrounding area is nipe with olive trees, vineyards
and other trappings of ancient Greece. The shrine
itself is small, bur radiates 3 sense of peace andd
prosperity, Fantastically carved pallars of white marble
support an impressive tympanum, which spans the
front of the structure. Within chat pediment visitors
can see a carving depicting the creation of the Garou

Flossr of #e Flofty

according to Fury mvthology. The interior of the
temple is airy and welcoming. On the main alter o
starue representing Mother Gaia sazes over the
sanctuary. Allytis s a serene haven to a weary
rraveler. While there was a rime when anly Black
Furies were allowed to visit, now any Garou whio
wishes to pray or give offerings to Gaia may do co.

The Glade

If a farigued werewolf were simply looking for a
place of introspection and renewal, the Glade would
he a perfect destination. Rumored to have been
developed by the Children of Gaia, the Glade is
little more than a small clearing amongst mighny
ancient pines that seem to wouch the sky, Those
visiting can hear the murmurs of many different
spirits that have made their home near the shrine.
The Glade is acrually considered 1o bhe one of the
many stib-realms of Pangaea, although the shrine is
tree of predarors and a Garou does not lose her sense
of identity. The challenge for the werewall that
seeks to spend time at the Glade is in finding it
Because of the numerous pocker realms thar splic off
from the primordial realm, the Glade, which is
particularly small, is easy to overlook.

Sereniry

As the name denotes, Serenity is 2 place of place of
utter relaxation and peace. These qualities make Se-
renity a popular destination for a Garou that has begun
tor bum out from the constant warring that dominares
her lite. While no one is sure who crafted this shrine,
none could deny its calming influence. Serenity ap-
pears as a picrure perfect shoreline along the bluest of
oceans. High cliffs overlook majestic waves, and the
smell of sea spray perfumes the aie Even the maost
ardent warrior will relax as the shrine works its mame.
Garow from all tribes have traveled o Serenivy inorder
to pay homage and find a sense of halance. While
Serenity has been artacked i che past, the land seems
o healitsell over time, o perbaps its unknown creators
quietly return to repair any damage done,

Ly Devotsions

S0 many culures and customs exist within the
Grarou Nation, it would be impossible to say with any
aecuracy, “The Gaian religion is practiced this way."
Thet‘c 15 110 WILOILE Wiy jILTI' ol "r'l'L‘I'C'A.“?].[. ek “'iFTEIEJI'P hlﬁ
Cioddess, so long as he offers the proper reverence and
respect. Somne Garou tullow a very rigorous creed, while
wthers are more casual with respect ro the amount of
time they actually spend paying homage o Gaia, De-

spite the variery of artirndes concerming religious habits,
some common ground exists between all Garow.
Since spirituality s so inmae tw Garou culture (and
even their nature ), many gatherings of the werewolves
involve some sort of expression of sancrity, The most
pointed example of werewolves expressing reverence is
during moots, While moots are primarily social func-
tioms, designed o foster the communal feeling that s
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necessary it werewolf society, they also serve as a
teligious observance. During moots, werewalves give
thimks and praise 1o Gaia and orher spirits that are
important to those in attendance. Certain teaditions
have become an integral part of moots, and are the
closest thing that the werewolves have to a formal
sermorn. One such ace of piery is |:-:r'|'nr:nm_!: arite.
]"!.”H."" essend |||||.'| i'1.‘:t|l'.:|rl'|'| \.L'l\_'l'l\_“.'l.i!l!,‘.'i_'.c{l COMNMNECTIom
to thetr spirit nature, Gaia, and each other. Rites come
i every flavor, from celebratory to punitive and are an
intrinsic part of the Garou belief svstem, Theunses
theorize that without the performance af rites, awerewolf
would quickly lose her tes o Ga, Although the
specifics of a particular rite vary from rribe o tribe, there
e erough similarities o give werewaolves of different
cultures some common pround, Becouse of rites,
werewolves who would otherwise be at ll.E'q.'UI.'\lﬂ'.i_':lJ odds
with cach other can find a sense of brotherhood.
Another way that Garou give praise to Gaia is
through many celebrations that are held at various times
if the lunar calendar. The solstices of dhe seasons are
observed by all of the tribes. While the fprd iculars of the
fescivities vary from tribe to rribe, every Garou does their
best ro find their way roa caem o find fellowship during

these feast davs, The summer solstice is a popular time for

rites of accomplishment, marriage, renewal, birth an-
nouncements and so forth. The winter solstice by con-
trast isa time of reflection, remembrance, andcontempla-
tion of the end of the season. While the solstices are the
twomajor Uiarou holidays, ahost of mimorholidays fill the
calendar. Most of the smaller commemorative days are
specitic to cerrain tribes. During major celebrations, the
population of a sept swells as packs find their way home
from their rangings. Such occasions also mark the rare
rimes that Kin are welcomed at a caem (usually as guards
tor their reveling cousins. )

Sohow many Garow holidays are abserved ! Hon-
dreds, although most werewolves show up only for the
twamajor holidays, and perhaps one or two minor ones
throughout the year. Afrer all, it's hard to find time ta
party when you're trying to save the world.

ﬁﬁ%vﬁgﬁy@rfbﬂ

Too tmany avenues exist to adequately cover the
introduction of religion into astorvline. The key is towse
spiritualiry asa device for adding drama, flare, and depth
toastory, rather than Il'l:ll'{i!'ll_"l.l']"l:il!l.ll,:' COMPArisons that
come off as cliché and cheesy, [Us & Storyteller's respon-
sibility to underscand, and help her players understand
the beliefs that drive a particular character. Also impor-
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Religion is a highly personal topic. If your
pliayers are not comfortable with how you handle
religion in your game, drop it. While inrroducing
[ﬁllElUn INTD & Bame Can add richness o a |"|ﬁl'[|l§. -
lar character (and mavbe even uncover some truths
about yourself) it's nor worth messing witch if one
nfyour playerssees your “thought-provoking” cast
member as blasphemous rowards his or her per-
sarial belicfs. Bottom line: Be sensitive to other

pepple’s faiths. They'll thank you for it

taneronore are the reasons behind a characrer's belicts,
Was the character raised in a particular environment
that encouraged or discouraged spitituality? How does u
characrer’s culture diceate his beliefs! How does a char-
acter mesh her old beliefs with a new realivy? Ifa player
and Storyeeller hammer out all of the derails on a
character'’s spiritualivy, her strengths and her hang-ups,

atruly epic personal rale can be waven into the fabric of

the main plot. Using Spirituality in a game can add
insight and wisdom thar mighr otherwise be lacking,
Gienerally speaking, a characrer’s prelude, or her hack-
pround, is poing o dictate how she reacts toa sudden
intimate awareness of a areater power.

How does a newly chanped werewolf react to the
mevelation of the existence of Gaia and a previously
unseen spiricual world? Typically a young shapeshifrer
meacts with awe, and pechaps even some initial dishe-
lief, Hopefully the character in question will seek our
4 MENLoT th .I.'I.ﬁ.lp l'l'i[]l sort out ]'!i.ﬁ thﬂllj{htﬁ ﬁl'.l.l'.:l CIna-
tioms, alchough an intriening story might invelve a
character or two trying to come to terms with their
newfound knowledpe on their own. However a Story-
teller chovses to introduce the topic of religion and
faith into her game, the main rule is ta make sure that
her players are aware of, and more importantly, com-
fartahle with whar the Storyreller has in mind.

Hosyy Plar

The signs are clear for even the youngest pups in
the Garou Narion, the final days are nigh. Barrles and
skirmishes berween the Garou and the enemies of Gaia
have become more frequent, fiercer, and more deadly.
HMever can there be a rreary, or conciliation. The only
aptiom the Garou Nation has in order to survive is the
total annihilation of their foes. Because the whole of
werewnlf society has made such a huge, unrelenting

Aissiomary Spnk

[fawerewolfhasgrown upinaparticular fairh,
the sudden knowledoe of a crearor other than the
one(s) she has worshipped in the past can create
guite a conurklrum as the faithful Garou tries 1o
make sense of what place her original beliets
should play in her newtound life, Wise Garou
throughout the nation are quick o help anew pup
define her heliefs hefore she succumbs to feelings
af depression or anxiety over any perceived bes
teayal of trust on the pant of those who rasghr her
ariginal faich to her. Minister James Mesecher,
Fianna Galliard, explaims how he views his faith
tollowing his change.

“Clata is the sum of all lefe heve. While this may
seemn to be at odds with the dogpma of Christanizy, i
merely provides ws with a supreme Mother in addition
tor oner alreacy supreme Father. So, the mal is to make
swve that we sepavate their domains so that we mghe
give praise to hoth in a way that is reverential and true
to what our Heaventy creators require. Ome's propier
attitnecle toawards God and Caia showld be humble and
picas. We should celebrate therr goodness and merey
every day as they touch our lives. My persimal belief is
that the word of God has been nwisted through the ages
w fill political ambivons of those who would have
claimed o follow his will. For matance, our very
existence ts comsiderad a sin on Earch. This cannot be
true, for if it were . we would not be heve. God created
the Universe, and i fus grand visem he provided s
with our Earch Mother. [ believe thar we | as Garow,
are special. We are soldiers of nighteousness and
goodness. We represent the light amengse the darioness
of evil. We are crusaders against the forces of Satan
and pratectors of God's other children here. Gaa
prowvices ws with our unigue walents o Adfill God's will
Char purpose for beingis w experience and act upon the
strugple of mood versus evil. Gata is God's mift to s,
and we are imstmements of ther will ™

Other werewolves donot make such a smooth
transition in their religious beliefs, Some Garou
become bitter, or cynical afrer being "licd 0" n
regands to their faith, Other werewolves will diop
their tormer beliefsafrer experiencing the epiphany
that Gala exists. As with any ropic relating ro
personal morality, there is no set outcome for a
newly changed Garou.

commirment, it beps thar question, why?

While some in the Nation would claim that the
Last Grear War is only reflective of the out of conrrol
Triat, athers feel thar the War of Apocalypse isno less

than a battle versus genocide. It's a conflict of presery-
ing the beliefs, religion, and Lifestyle of the werewolves
and their Kin. Those opposing the Garou directly
threaten t“-"h‘l"'r'il'ti.llu that the werewalves hold dear.

|
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Fear of loss drives the Garou, perhaps even more so
than any potential reward possibly could. Every day a
werewoll can hear Gaia's cries become 2 little more
distant as the stranglehold of calcification and corrup-
tion erode Her energy, Werewolves are the ultimate
holy warriors, fanatical in their pursuit of ferreting out
any potential threar to their Giddess. Even those that
are ot outwardly religious would give their lives in
arder o preserve Gaia and the Garou belief system,

This 1s a very tricky theme ro handle, but it can't be
avoided completely, Shapeshitters do whar they must
because they believe thar ereatures other than humaniry
deserve to prosper — because they believe thar ir's
necessary to kill certain individuals in order to make a
better world. The question is: How much do you want
rthe Ciarou's war to reflect the holy wars of the real world ]
Holy wars never have pretty ourcomes. They are brugal,
cruel, and unforgiving. If you focus on this aspect of
shapeshifter religion, your game will be considerahly
darker. While most Garou would not acknowledge that
o the whole they can be as underhanded as their fallen
brothers, there 15 no tactie too low, no strategy too
savage when it comes to defeating their enemies. Gaia
must survivee, no matter the cost, even if it's at the
expense of the very souls of Her servitors, However, bear
in mind that it's entrely possible that someone you
know lost someone close to them as a result of the
religions conflicrs thar plague ourown waorld, Be sure to
handle this approach with caution.

Finally, though, remember that one of the most
appealing aspects about Werewolf to some players is
that it is the good fght. Many plavers enjoy the drama
of doing things they'd never do in real Life (such as
tearing out a poacher’s throat), but having some con-
fidence that ultimately, they're on the “right side.”
While this may seem a licdle too black-and-white for
the World of Darkness, is not an approach to be
automatically scomed. There are already thousands of
shades of gray in Werewolf — intertribal politicking,
the ethical and moral dilemmas most werewolves are
faced with, the constant necessity of sacrifice. [f your
players really want to believe, ar the end of it all, thar
Ganais indeed worth saving and rhat their enemies are
worth fighting, don’t dismiss the thousht our of hand.
Werewolt is about horror, but also about heroism; it"s
a poor chironicle thar doesn't address both.

/.'f,r e

TheGarouNation hasalwaysbeen hierarchy-driven.
From a werewalf's first rites, the importance of status,
honor, respect, and unguestioning loyalty are continually
impressed upon a young pup unitil those beliefs are firmby
ingrained in her behavior and belief system. The pack

mentaliny is stressed for obvious reasons; withour apack,
a werewedt 35 lietle more than 2 sieting duck for the
enemics of Gaia. However, in a society thar lives and
Prearhes status, there are sure to be individuals who rwise
the letter of the law to their advantage.

By their very nature, werewolves are aggressive
creatures. This is not only evident in their fierce
combar abilities, bur in the way thuat I']u"r' handle
rhemselves insocial situations, Werewolves are preda-
tory. As a result, their natural cunning in the wild
carries over to their dealings within their tribes, septs,
and packs. Signs of weakness ina particular Garoucan
he mer with disdain, mockery, and outright humilia-
tion. Since a strong reputarion is such a highly valued
comuodity amongst the werewolves, some go to great
lengths to insure that situations reflect their prowess as
aservitor of Gaia, Whether theirappellations of great-
ness are deserved or not, the appearance of power and
presripge is.all thar marters to some,

Don't moke the mistake of thinking that such
individuals are heavy-handed or obvious in their meth-
s, however. Those who engage in the game of subrer-
fuge within the Garou Nation understand thar one
misstep could land a devastaring blow to theirhonor, As
a result, they skillfully manipulate their way wo the wop.

Wiy G Pl A oot Mong?

“Have a carve when selecting your most truseed advi-
sovs. Pom'e fall vietim o the sweet words of a sveophant.
These parasites will fill youer mind with delusioms of gran-
dever omly o mock your subsequent quivering demise ar the
hands of your ewn imagined self-Tmportance.'

— Sergey Dimitrinoy, Seneschal to heir apparent
Balaksa Vasil'ev Kriukowva, Silver Fang Nation, circa 1641

There was once a time when all of the tribes were
one, They acted with one mind, heart and spirit. Any
act was possible for the children of Gaia as rhey
committed themselves to the rask of sheltering their
Goddess from any threat, be it perceived or real.

Thaose days are long gone.

With the formation of the tribes came differing
customs, traditions, laws, and polivical stroctures. As
time would roll forward, the tribes became more diver-
oent from each orher unrl their differences often our-
weighed theirsimilarities. This creared friction as each
rribe sought ro carve out a niche for themselves. Asa
resule, werewolves thar had once shared the same lands
became territorial, loyalty to one's bloodline became
paramount, and tensions arose. While the reorganiza-
tion of Garou society never led to an outright civil war
within the Nation, the threats of violence and strong:
arm tacrics that came from those in positions of strength
tormed the peagraphical boundaries berween the wribes
that for the most part have remained the sance.
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With the migrations of the individual tribes came
new ideas about the way werewoll society should be.
While all of the tribes would place courage, strenpth of
putpose, valor, honor and wisdom in their collective
eredos, the pragmatic approach to most challenges and
isagreements between the tribes would be met with
some degree of ruthlessness and cunning. Over time,
the bickering of the tribes as a whole lessened as the
werewolves found themselves distracted by a collee-
tive enemy. Nonetheless, some of the old prejudices
have carried forward ro the present day.

Cultural, racial, and breed bias can create an
atmosphere of antagonism that hampers the overall
effectiveness of the Garou as an army for Gaia. Why
don't the werewolves pur aside their squabhbles and
focus on demolishing the forces of the Wyrm? While
some say that pride is the poison killing the Nation, the
answer is really far more complex.

Because the werewolves are so status conscious and
prestige is piven so much importance in their way of life,
none of the tribes wishes to weaken their own position
by giving control to another. It's a case of too many
cooks in the kitchen. While there are many grear leaders
amongst the werewolves, their philosophies, tacrics,
and ideologies can vary to the point of contradiction,

While on occasion, the werewolves can pur aside
thwir preconceived notions and work well wirh those
not of their tribe, more often chan not the door of
opportunity 1s slammed shut from both sides. Some-
times stich actions aren't intentional. Afrer all, every-
ane knows thar Bone Gnawers don't work with Silver
Fangs, and who would dream of the Ger pairing upwith
the Children of Gaial While such stereorypes might
seem ridiculous, and extremely counter productive,
they o vecur every now and then

However, stereotypes aren’t the main cause for the
mibes working separately from one another. Rather, indi-
viduals of high rank and esteem refuse o bow before, or
work beneath leaders from another tribe. To do so would
be 10 show weakness, and of course, weak Garou have no
right to lead. Thase who play such games underscanid how
petry their reasons for not pursuing alliances with other
tribes would sound vo theirown followers. Asaresult, they
elaborately dance around the real issues, weaving 2 tapes-
rry of half-truths to secure their own place of dominance
within their tribe. Sowell are these (aluications displayed,
thar even those who construce them sometimes forget
what is real, and what is fantasy.

Tl Sopt

If & werewnlt can ever truly have a place 1o call
home, it would be within her sept. Septs serve many
purposes in Garou society; the most apparent is the
protection of the caerns that they are built around. A
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In a militant society such as the Garou Na-
tion, one could asume that Jdecision making 15 a
straightforward, efficient process. Nothing could
be further from the truth.

While there isa very clear-cut chain of command,
many variables exist that create a bureaucracy that can
twrnintoanabsolure headache tor those individuals in
command. Since elders hold a areat deal of decision-
making power over their followers, it's critical that an
elder notoverstep her bounds roo seriously leseshe end
upwithamuting onher hands. Whar those lines in the
sanid are poing to he will vary depending on the
attitudes, customs, and disposivions of those she leads.
A prear alpha balances what is best for the group
apainst the individual concerns and needs of her
people. When those two elements are in conflict with
each other, an alpha had better be prepared toexplain
her actions concisely and withour hesiration. Any
confision or contradiction in an alpha's actions and
decrers can lead to disgruntled followers.

Only a toolish leader would dig inher heels and
proclaim thar things will be her way or the highway
on every issue, but i's inevitable thar an alpha's
decisions will be met with criticism ar some point,

Theindividual that protestsadecision may work
her WAy L rhe chain of command in an at Letmipt £
receive satisfaction. In a pack, she would dircetly
uesrion ]‘IE’T.’1|]‘I|‘|;1. Ina septenvironmendt, she would
approach heralphafist. lshe were nocable to per the
desired outcome, she might next approach another
well-respected elder within the sept. [fstill she were
not able to et the answer she see Lﬁ, she '.1.'1;.|.||L[ 20 tO
amember from the Council of Elders. If the Council
member were not able to serde the situation, she
would go directly to the leader who stirred her anger.
This is generally when challenges arise.

While logically, the resolution to a challenge
shiuld solveany issue, sometimes there are sore logers,
particularly if reputations were tamished during the
LCOMLTSE R]t.{:'»'i_'l‘llh. Sﬂ‘l Ci tl]-:_‘l'l.' 151 |.;|[rpc:||_~;]1r.;rp_~;q;q’[[ or
a challenge has been complered, it's eritical for those
in command w make sure thar backstabbing and
urklermining does not oceur, Some werewolves rake a
very hard-ling approach on postchallenge behavior,
while others use a softer rouch. If a sept has no
established post challenge process ro deal with those
who have lost a contest of wills, mouble is sure 10
tollow. Inasocicty that places so much importance on
maittaining face, the garnering of prestige and honor
can outweigh the important issues of the dav,
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sept can be rather larpe, encompassing several packs.
Polirically, seprs are very diverse from one another, even
it they happen to be located in the same peagraphical
region. The bureaucracy ofeach sept has its own distinet
flavor, and a young pack thar has srown accustomed 1o
the rules of their sept might find themselves with a case
of culture shock upon visiting a neighboring sepr.,
Diespare their surface differences, the hierarchy of
septs follows the basic rules of dominance. Those that
have earned the most prestige are regarded as leaders,
and tealty is expected. While such a system may seem
crystal clear, some werewolves despise the trappings of
renown that their leaders cloak themselves in. While
an alpha may be challenged, those who desire ro move
up the rungs of leadership may not have the abilities
requited to defear their elders. A werewnlf thar has
become bitrer and cynical may discreetly undermine
her alpha amongst her seprmares. Innocent-sounding
comments Illqll make IIII"'H;']"' Lil.ll._'.\il'iul'l tl'u_' n'||u.1'_:|]|_-r

status, and general operanion of the sept can start a
snowball effect that may be devastaring ro an alpha's
reputation. While such rumormongering can gener-
ally be brought 1o a screeching halt by an astute alpha,
accasionally the insidious whisperings can wm into a
full-blown siruation. An alpha can find herself seruti-
nized by her sept, every word and action dissecred as
her suspicious vassals try to find fault or weakness.

While such acrs may seem childish, on the eve of
Apocalypse, its easy tor sepr leaders to fall into 1 storm
of harsh erinicism. Every Garou either has lost, or knows
someone who has lost a elose friend, family member, or
P..!'C.l-{l]lx'll.l:.'. Anger and ;_:I'it'f can |_':|.l:i|_1_,' cloud reason.
Naturally, the werewolves look to pointa finger, and the
easiest scapepgoats are those in Positions of power.

Sept leaders decide more than the mulitary actions
of their lessers. Everything from promotion instatus to
arranged marriages are decided upon by asept’s Coun-
cil af Elders. Younger Garou may begin to feel as
though those in command are lietle more than puppet
masters who strangle with their strings of control.
Madern day alphas find themselves playing politics
more often than they'd like, While the Garou Nation
certainly hasn't turned soft, present day artitudes con-
cerning individuality, freedom of expression, and an-
tiestablishment force werewolves in command ro ad-
just their poverning styles. After all, a ruler with no
followers is as worthless as a car without wheels.

The easiest way for an alpha to maintain an even
keel in their sept is o be well liked and respected.
While this may seem an casy solution to the headaches
of running o well-oiled sepr, it’s far more challenging
than most would-be leaders believe. Ifa werewolf is koo
straightforwand and by the book, they're seen as perry
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dictators; too friendly, and they're pandering. Gerting
to a place of high esteem is a tricky dance, and
rermaining there can be daunting.

It's ITTWOTATE B rote, Tt all schemers o straight
tor the rop commander in a sepr; in fact, most do not.
Mare often than not, a werewolfwill choose to discredi
someone of similar rank and position, slowly climbing
herway to the top. By eliminaring potential rivals carly,
some werewolves hope o secure their place later on
Carefully laid plans of an ambitious werewolf might take
years ta fully come to fruition. For the Swryteller, this is
a perfect device to feed hits and picces of political
strugple into a campaign. Long rerm plots of a particular
Giarou can touch the characters at the most unexpected
moments. While an event or two may scem our of place,
|‘I('I‘L'l::|'!-l'i‘;l..‘ characters ey be able to connect the dots
after a period of time. OF course, when the time comes
tor any character to expose another werewolf's dubious
behavior, she better have more than theory 1o back up
her statements, lest her own reputation become marred
for making ‘unfounded accusations,”

T Pk

“The strength of the pack ts the wolf. The strength of
the waolf is the pacle.”

A werewolf’s pack is probably the most important
facet of her social life. Few things hold more impor-
tance or require more devotion than a werewolf's
relationships with her packmates. Without o pack, a
werewalf is little more than a target for the enemies of
the Garou nation, From a logistical point of view, it
would be foolishe at best for a werewalf to po through
life without a pack. Packs provide prorecrion and
security. More importantly, the pack plays a crucial
role ina werewoll’s emotional and spiritual well-being.
The pack surrounds a Garou with camaraderie, asense
of purpose, and a spirit of belonging. As a result, miost
werewalves are extraordinarily loyal o their pack, w
the puint of fanaticism. Stories circulare throughour
the Garou nation of pack versus pack rivalries that are
similar to folk rales of the Hadfield and MeCoy feuds.
When rwo packs tangle on ideology, territory, or any
number ofissues, the erudge can be carried on forvears.

Most disagreements stem from different packs
trying to decide if they are perting the respect, the
recognition, and the space thar they deserve from
neighboring packs, While those kinds of accitudes
might seetmn juvenile, acknowledgement of success and
prestipe is serious business for most werewolves. Ina
culure built on the concept of renown, a pack’s
reputation for influence in any given region is para-
mount if thar pack wishes to be known as serious
plavers in the War of the Apacalypse.
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Packs are sometimes the only famuly thata werewolf
has. Assuch, relationships between packmates tend to
evolve into something more than friendship. Many
wetewolves consider their fellows o be more like
Brathers and sisters rather than comrades in arms. Just
as there is contention in most families, jealousy, frus-
tration, and ambition can cause friction within packs.
In extreme cases these feelings can cause antagonism
that leads to scheming. While most quarrels arc dealr
with before any serious repercussions arise, it is [pis=
sible for unchecked conflices to evolve into inter-pack
rivalties. The end result of an adversarial relationship
within a pack can be dangerous to the entire group as
the focus is drawn away from the good of the pack onto
the drama of the individuals, Wise alphas put a stop to
backstabbing within their packs. Being a member of a
dysfutictional pack can be more dangerous than not
being 1 member of a pack ar all.

e foleridina/

“Dhon't woue abmeese despise vourself swhen the only thing
sou think abowt is your needs, yorr wants, your desives?
Chirs has always been a life of servitede, Service w0 our
Muther, service to our Kin, sevvice o our people, When you
finel things aren't going the way v desive, i's becase you
statted thinkeng about what was best for you, Neme aof our
et hevoes were created that way, INotome. They alwys
remembered why ave are here. To pive, 1o defend, to protect
thosewho can't do i themselves. Live your life thatway, ond
I prommse thar you'll creaee a legacy that nome will forpet.”

— William Cray, Fianna historian

While most Garou have heard similar sentiments
fromother werewolves, sometimes the allure of starure
or personal gravification is too much to resist. Personal
intrigue in Werewolf can vary widely depending on
the soals and ambitions of o particular character.
Sometimes greed or lust can be the motive behind a
werewolf's behavior, Some werewolves are not con-
gene o lead a modest life and wane all of the riches thar
madern living can provide them. Others crave notor-
ey, power, and control, Pride, vengeance, orany other
type of emotion drives werewolves. The key element
in creating an ettective story of personal intrigue 1 m
understanding the motives behind a characrer’s ac-
tions, and knowing that despite the risks, the character
5 willing o move forward to accomplish her goal,
consequences be damned. lv is very plausible for a
character ro start our wirh pood intenrions and larer
find herself on the slippery road of deceit.

Unce a characrer has reached the point of no
feum, it becomes imperative for her ro reach her
destination so that she can justify her actions later.
Ciairon are masters of rationalization. In the final days,
the e always seems to justify the means .

Chapter One: The World of the Garow
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Whart does an aspiring Garou have ta look forward
bo! lF:! H'L'FL“I.‘J”!E- i ||.|-.-Lc1'1'|g Five |.|'|:.' hl* Wiy o 1|1|_- tap
{figurarively or licesally ), what steps must he rake!

The first step along the way is surely that of pack
alpha, Within the pack the hierarchy is pretry cut and
dried. The alpha is the rop leader, and the rest of the
pack is expected to defer to his judegment, particularly
if imminenr peril exists. While the alpha may he
challenged, and certain situations require flexibilicy in
wha is chasen ro lead, an alpha that is seen as fair and
just by his pack can expect te keep his position for some
time. As the leader of a progressive and effective pack,
an alpha receives commendations from hissept as well
as having some limited name recopnition with other
local packs. Occasionally an alpha selects a rrusted
advisor to help him make difficult decisions. The bera
acts 35 a seneschal, and if the situation warenis, she
can speak on behalfof the alpha, This posttion can also
bring emotional rewards and prestige, and some Garou
;1:_'tual]1; FIEFL‘F the role of beta ;Llplm less respon-
sibility, but if you can manipulate your alpha, there's
no loss of power.

From there, the next logical step is thar of a sepr
office. Most of these offices are filled according ro meri
— a Talesinger should oprimally be the best Galliard in
the tribe, while the Master of the Rire should have the
most mystic knowledge — but thar's where intrme
comes m. Adterall, there are more wavs than one rowin
office. Of the various offices, the most influential and
coveted are Warder, Masrer of the Rite or Master of the
Challenge. Each one allows a clever Garou to reward his
allies and discredit his rivals as need be.

Asamemberof theupper echelonsof asepr, unless
i gross mistake of honor, or death occurs, a Garou can
expect to move onto the Council of Elders ar some
perint, Tobe on the Council is not only the culmina-
tion of a successful carcer, but also o place of high
honor due to distinguished service. As a member of 7
Council, a werewoll is fairly well known in his region.
WVery few would openly gquestion his judgment, and
fewer still would bring a challenge against him. The
top spot is reserved for those with the ambition,
Lerncity, and wit i win the ticle.

The Uirand Elder of a sept is known not only regon-
ally, bur also chroughout the Garou Nation. A Grand
Elder has an established repurarion. He receives respect
not only for his pccomplishments, bur also for his abalicy
ronegotiate throngh the somerimes-hazardos waters of
the Garou caste system. Once a werewoll hasatained this
esteemed rank, there's little room o go further — bue
thase who've artained this station via intrigues usually
gpend most of their time trying to keep it
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[ntrigue is a natural element of Werewolf games.
Pack members vie for the position of leader, aposition
not always won in bartle, The various offices of a sept
hold grear prestige, and an added ability 0 pursue
one's asenda. Tribes duel one another at moots for
important rights such as caerns, rerricory and the right
tolead, And why isthat ! Because, at heart, werewolves
are not thar unlike ordinary people, They have the
same wants and desives, but wrir large: a Garou's
cmotions run hotrer than rthar of any human. Plors
and intrgues are bound w follow.
All oo many Garou crave rank for asimple reason
they either consciously orunconsciously want tobe
loved, respecred and appreciated a thousand times
more than they want prestige iself. The affirmation of
other Garou becomes remarkably more important
when you take into account thar werewolves live ina
society that is hidden from the world at lanse, with 1o
outside recognition, no cutside thanks, and certainly
o e TAry Compensation il the end of the l..|<|':.'- Fiar
iy Ciarow, the feeling of acceprance and accom-
plishment is addiceive ina life Glled with negatives.
For some Garou, though, the weight of responsi-
Fility canm lead chem e do things thac would othersise
be unthinkable. Few werewolves look forward to their
dying dav; even the Get of Fenris care more about
dying well than dying soon. The werewolf who sacri-
fices his own life for the good of the pack does so
because his conscience or sense of dury will allow no
less. Likewise, some Garou are willing to sacrifice
their personal honor by doing direy work thar nobody
else is willing {orable ) o accomplish, all for the good
of the Narion, The Shadow Lords are a good example
— popularly held o be the rribe most likely rodabble
i skullduggery anyway, they have little preventing
them fromusing underhanded ractics roachieve their
wils. Even if the goals are noble.
Conversely, some werewolves might delve into
intrigue to preserve the facade of their honor this is

e Elgekicsogy of Ciarow Sndrigie

particularly important when vou consider the em-
phasis many tribes pur on ancestral ties. A Silver
Fang who falls into dishonor is not the only one
affected by his shame; his entire bloodline, his
ancestors, his House, even his tmbemates share his
disgrace. Small wonder that some Garou will avoid
bringing such a stain on the family honar arall coses.

Mot all intripues are as closely related to the
values of Garou society, of course. A desive for
vengeance can send a werewolt down the path of
double-dealing and plotting just as surely as a desire
tor added prestize might. And we'd be completely
remiss not o mention love as a motivator, There's
already a terrible pressure in Garou society not to
mate with other Garouw — two werewolves in love
with one another must resort o secret assignations
merely o be topether. The plot is further compli-
cated if one werewolf is in love with another, and
means to win the heart of his intended, all while
keeping his passion secret. But who said all romantic
inrrigues have ro be herween werewolves T Kinaren't
as physically or spirieually powertul, but they have
o less ability to manipulare the emotions of those
who have fallen for them. In some cases, that's all
the power a piven Kinfolk has — little wonder
they'd be inclined o use it

And, of course, the motive of power lust can’t be
ipnored. Although theoretically all Garou are ex-
pected w set aside their personal ambitions for the
good of tribe, sepr and Nation, in pracrice itdoesn't
always work our thar way, Garou hold power thar
most people in a civilized country don't— immeds-
ate power over life and death, the ability to kill
almost without fear of punishment. After all, if you
want to kill a human that few would mass, who's to
stop you! Combined with the spivitual and political
might available to an aspiring elder, it%s lictle won-
dler thae this power can grow addicrive.

Adotwst anad S lakers

Wherever there are leaders of importance, there’s
spreulation abour what those leaders do behind closed
doars. [n the war against genocide of the Garou, many
heroes have been ereated overnight as tales of their
cxploits traverse territory after territory. Other
werewolves of note inherir their reputations hecause of
their lincage. While many grear leaders exist amongst
the ranks of the Garou, only an elire few who could
rightfully be called legends in their own time. These

werewnlves hold a vast amount of responsibility for
and decision-making power over their respecrive tribes,

Each tribe has at least one larper-than-life, living
hero, These elders, and their divect followers, tend o
be om the fromt Lines. Their combar tacrics are scruti-
nized by up and coming alphas, rales of their vicrories
spread through the nacion like wildfire, and their
defeats are mourned.
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RBumors circulate through the Garou Narion of

disereet meetings between the rop alphas rhar derer-
mine the actions of the werewolves as a whole, While
many Crarou dismiss such ralk as nonsense, a few have
begun to wonder how much rrurh there might be
behind the rales. The political stance of cerrain alphas
i oo secrer, And while messages of werewolves work-
ing wogether in harmony despite trikal differences
mi,gh[ make for a great speech in front of a large moot,
the reality of werewolf leadership structure makes
implementation of such philosophics tricky ar hest.

Although the likelibhood of every elder of note
aitting down around a campfire and agreeimng on serac-
eoles to improve the overall effectiveness ot the
werewoll army 15 not great, it certainly is possible for a
few leaders to maintain contact with each other.
Whether quict pacts or treaties are actually formed
Between the key leaders thar would, in wrn, affect
many members of their respective tribes is purely
speculation. Such “meddling” would likely manifest
iselfas an increase in arranged marriages, subtle shifes
in territorics, and more tolerance between certain
groups, While some Garou would see those kinds of
activities as a step in the right direction, most would
view change with suspicion. Aoy ace that could con-
ceivably weaken a tribe’s position, thus threatening
their collective repuration, is to be avoided.

Storytellers wishing o dabble in intrigue of this
sort are well advised to remember that unless the
players have some way of getting involved, or some
ability to alver the pachs of these sgreenments in some
way, there's no point to building a story around 1t Your
players' characters are the stars of the show, and they
hiave better things to do than find our ahour secret
meetings between elders thar they cannot possibly
influence in any way.

At Hhe Fivmifly

Folitics and hureaucracy extend heyond the
werewolf tribes, septs and packs into their Kin. Many
Kinfolk crganizarions and fellowships dot the globe.
The philosophical and political agendas of such groups
are as diverse as those of their Garou cousins, Werewolf
soctal laws are difficult enough to navigate, but when
the Kin are thrown into the mix, situations can get
down right hairy.

All too often, an individual Kindoll's Lot in life s

determined from a young age. This isn't universal, of

eourse; @ Shadow Lord probably has the motive and
ahility to manage his family affairs rather more closely
‘thana Silent Strider of equal rank, and European septs
tend 1o be more strice in such affairs than American
BEPTS do, But |i]"|l..“=igl_‘. agre, and :1ptirudu_*h can easily
determine whom Kin will marry, where they wall live,

AN N e

the rype of career they will pursue and so forth. Whale
some Kin are humble (or, sadly, browbeaten) enough
toaccept this lot in life, others look tobuild their own
prestige in a society that values personal reputation. 1
a werewolf really wanred to take an unbiased look ar
how effecrive their own tribal systems are, she would
need only loak as far os her Kin and how they acr, As
with all people, Kinfoll act based on whar they have
seen, heard, and leamed throughour their lives. While
this can be a good thing, werewolves have also per-
peruated a number of bad social habies. Kin frequently
mirror their Garou cousins on everything from biases
tir political views.

Kinfolk also serve as the backbone for werewolt
social structure. They are not only companions but
also carerakers, puardians, and of course, thar all o
important connection to the mundane world.
Werewolves largely dictare the actions of their Kin,
While Kin are still children of Gaia, they are viewed as
subordinates in the eyes of their werewolf relarives.
The opportunities for storics of intrigue involving Kin
are endless,. A Storyteller could creare o larpe plor
involving o number of Kin that are trying to achieve a
goal that might not necessarily jive wirh the werewalt
party line, or a story might be more personal, relaring
to a single family. In any caste sociery, there will he
individuals who go with the flow because, *“That's the

Ay it's always been.” On the flip side, there are those
who will use the system to their ow
Creating Jutrigine

There is enough political strife, family secrets, and
hidden motives inside of the Garou Nation wo crearea
tale of subterfuge without ever having ro use any
influences outside of werewolf sociery, The key 1o a
successful plotline involving innuendo, hidden truths
and shocking revelations is in involving a player's
character personally wirh the scandalous gaings on.
Characters mightaccidentally stumble into a situation
‘ﬁ"l‘lt‘rl_‘ T|‘|l_‘1,.= L]lliL‘H‘,.' |.lt'h.i rllr';||'i{']\'L'.-i|1 :n'l_‘rl]u_'[r hq_--,p_l_\_
A simple omission of information when reporting to
an elder could start a snowhall effect of white lies that
if uncovered could mean a serious loss of respect tora
young Garou. Not all scheming may be premeditated.
A particular werewolf might hide the truch in aneffor
to avold punishment. Another Garou may accept
responsibilicy for an action that she didn’t perform in
order to help a respecred elder save face.

Whatever plot device a Storyteller chooses to
implement, she should understand inside and out the
motives, feelings, and intentions of those who are
perperuaring the cover up. A werewaolf very well may
have honorable goals, but perhaps her methods of
I"']'!il'!lﬂi!l"lf’,' these paals to fraikion are ||11;_~w-'r|nn.1|\|-_-

n advantage,
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The following are some questions a Storyreller
may wish to ask herself when creating a plot chack full
ot intrigoe:

* What am 1 looking to accomplish with this story?

What is the underlying moral or lesson you are
trying to convey, if any? Is there a particular mood
vou T trying to create! Are you simply trving o get
vout players ro think along rerms of policics and alli-
ances, rarher than simple military objectives? A plot
involving subterfuge need not be serious, in fact a pack
crying ro :mcumpl ish [ﬁ:\rTi-;'1|h|r-:1|\p:|.lix'-.' |‘1.-' indirect
means can have elements of comedy, particulary i
that pack 15 accustomed ro acting in a more forthright
manner. Uin che other hand, vou might want o create
an armosphere of paranoia. Is a particular individual
A r':ir‘l”.'}' An ||H'|.I Tiel hl.' I':'1|.|.'|l.. vl e ‘I:\“:T ]K"“]E lIhL‘Ll ds A
convenient stepping-stone! -

* How are the characters involved?

Is the secrecy of the characters” own creation, or
have they stepped into something inadvertently? How
deeply involved is the pack! Are they the center of a
particular plot, or more on the periphery ! How large is
the scale of the scheming? Docs it encompass a pack,
a sept, or even go straight to the top alphas of a
particular tribe! How do the pack fit into the big
picrure of the plor? Can the characters change the
couse ol events sipnificantly! If not, why nor, and
what do you expect them to do?

* Whao plays a minor role in the plot]

Arcotherpacksassociated with the course ofevenis!
hive any kintolk been touched by the dubious goings-
on? How many lives will be wouched by a particalar
conspiracy ! Is it wise for the characters to try w glean
information from a specific group or individual! Wheo
mieht be watching the characters from afar!

* What are the consequences?

Cun the characters bring the truch o lighe? If s0,
what kinds of enemies will they make? Whar is the
effect on their reputations? What are the intentions of
a conspirator; honorable, selfish, or something else!
What would happen if the truch were never discov-
cred ! How senious are the consequences of hiding the
tacts! Who might lose prestige if those in authority
were touncover the rruth! How serious s the rrans-
ETesSION oceurring !

* What's in it for the characters?

Is iv in a characrer's best interest to concoct a way
ta hide the rruth, or to expose it? Will there be a grear
":.1“-[ or ||.'l.\-"'i r“ 11 r]‘l\' 'i'FIHTii("I'T.H ||'|'|.'|:|]\'I."I.!:r'|: :ll.F\.'l.' I'Ilg]'l are
thestakes if the characrersfail in their course of actiom?

You needn't answerall of these questions inorderto
i1'r|1||||.1|l' every |"'|I.H: SUHTEE '||||'|||-._';|,|L""\- .IlL"['l'| Fi k] |I..,"|'||_1|[L'
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able as others, and can be dealt with in the space of a
night. What's more, aftera few plots of this sort, youmay
find your players are the ones concocting their own
inrrigues, rying oo pﬁny the pame of p-.1| irics ro achieve
thewr own goals, whether noble or selfish. Don't panic
when that happens — rake delight in their enchusiasm,
Thev've raken rheir first steps inro a larger world.

Uiing #e Lifany

The Litary serves a fairly basic role in most
Werewolf games; it's the code of rules for Garou to
tollow. Most packs follow the Litany most of the time,
and gain Kenown for doing so under difficule cireum-
stances, and they also break the Livany now and again,
either from necessity or as a show of independence.

However, after a while it becomes obwious that
some proups don't hold all the tenets of the Litany in
equal regard, They may live rigorously by the law of
“Combar the Whyrm Wherever it Dwells and When-
gver it Breeds,” as that tends w provide plenty of
action, bur disdain “Garou Shall Not Mare With
Graron™ as a silly kaw that's oot worth obeving. Some
players even divide the veners berween “real laws™ and
“laws thar are meant o be broken."

Obvicusly, that wasn't the intent of the Garou
that agreed upon the Litany so long ago. All the laws
do have a purpose, and were enacred for good reasan.
Similarly, any Ragabash worth his auspice should be
ahle to challenge hidebound obedience ro any tenet of
the Litany — which's what the Questioner ol the Ways
is meant ro do, after all. The idea is that mose Garou
will obey the Litany if at all possible, and have very
pood reasons if they are forced ro do otherwise.

The following section is meant w pive the Story-
teller a lictle more ammunition when it comes to
matters of law, The two perspectives on the Litany
listed are those that will probuably be most useful ina
chronicle. The first is the perspecrive of the Philodox
who sees the reasons behind the laws, and chanpions
the tenets as good and worthy overall (if sometimes
abused). The second is that of the Ragabash whao, like
any goad Questioner of the Ways, looks at things a
different way, challenging Garon to analyze their own
assumprions and actually think about rheir decisions

Lrareir SHalf Nt Adate wihl Eavroer

The Philodox: This law was not created w make
frustrated adolescents miserable. This law was not
created to give our people license o worment their
metis. This law exists o protect our relations wirh our
Kinfolk. Gaia deliberarely made us reliant on humans
and wolves ro pass on our heritage. However, if we
were permitred ro take other Garou as our mates, then
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they
would be our chareel, our wrerched breedinp-slaves
kept only for the purpose of producing fine offspring,
:.ullJ. L!i.'.'il..'nlr\ji.'l.l '-'I'|.|.'L"'|.'|. ILLy ].l"!'l'.:l_"]' ll.‘-l_'fll.l. HL’C:[HHF WwWhe ATe

aur Kinfalk would no longer be our mates

it allowed to love one another as mates, we seek
salace in the arms of our Kin — and we love them, We
lowe them, and we remain ed o their world, and we
remember whar ir is ro be, in curown way, borh human
and wolf. If we did nor, we would become more and
meee insular, more distanced from rhe world as Caia
meantus to live in it One tribe has already fallen down
that path — ar should | say, thar Spiral.

The Ragabash: Meanwhile, resentment grows up
in Claws-the-Silver-Parh aver there, who's truly in
lave with Cassandra bue forced inee a love less marringe
with Maria. You know who COPS the brune of rha
fesentment when it turns to anger, don' vou! Chang-
ing Kinfolk from mere breeding object to mere sex
ohject doesn't assist them in any grear way.

"'L;Lni]:h_.' of the species, now there’s something
that was previously valid. Yes, if we'd happily humped

eich other silly a fow conturies ago, we'd end up with
a bunch of inbred, sterile Garou, no Kinfolk, and no
damn furure within filty years, Newsflash: We now do
not have iy damn future wichin fifty years as i is
anyway. The Apocalypse is upon us. The math here is
nothard. Change our tacrics, and within fifreen vears,
e can have nine times cur number of useful soldiers.
Tell me that's not appealing

et #he / {::{rfm W bervver & Drile
and S benetir i Sorvedlr

The Philodos: Any Garou whocannor see why chis
terier was wrirren is unworthy of the Morher's mifts. Had
the Wyrm not become the Corruprer, there would beno
peed for us. The wording of this Taw s absolute, yes
for a reason. Too many warriors forget that the Wyrm
ihwells in the hearts of humans, Ie breeds in domestic
vinlence, inhate crimes, in things thar cannot be solved
with claws. You cannot ignore the Wyrm's subtleties
because vou prefer to fight the more obvious threats.
Youcannot cure the discase by treating a few symptoms.

The Ragabash: Take the lesson from Tennyson's
Charge of the Light Brigade™ [fyou're heinously outrame
bered, ourounned and ourflanked, then vou do nor figha.
[ e arcack. Woyrm caerns unless vou have a damned
g reason b0 dovso, damned good reasons including such

ratinnales as “We can win” or “We're going to die anyway
ifwe don't.” Dtherwise, you accomplish nothing except
killing

atge numbers of us for no pood reason.

There's some real wisdom o working our where the
Werm 15 perting stronger and culling i before it can
hecome massive trouble for us later. Bur maline vague
gatements of “Wherever it dwells" is asking for War of
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Rage kind of trouble. Because as we all know, the Wyrm
bred in the hearts of the Bastet and it made them betray
us by not sharing rheir secret stuff, We all know the Wyrm
corrupts humans, becavse their kids pull the wings off flies.
Our respOnse Lo both situarions? We rip their heads off,
We “combat” the problem. This is counter-productive.

ﬁdﬁ”c}"r e Z;W .‘7" Anrtbiar

The Philodox: Some like ro say that it is “unnaru-
ral” for people — Garou and human alike — wo kill one
another over such things as boundaries, These pundits
know little of the “narural” world. Countless animals
tight, and kill if need be, aver territory. Territory is food,
and water,and the chance to pass those things on to your
children. These things are important wo all living crea-
tures. This rule was not written to justify the slaughter
of trespassers — this rule was written with the traveler
inmind, acall for him to respect the boundaries thar are
important to others. When this rule is violated, the
result is a situation like that of the conflict between the
“Buropeans” and the *Pure Ones,” or the extermination
of the Bunyip. When it is honored, grearet cooperation
between septs and packs is the result.

The Ragabash: This is one of those renets that
worked better i years past. We don't have territory
any more. Multi-tribal septs are one of the great proofs
of this. We don't lope around marking our borders with
urine and feces. | mean, come on.

Let me spin you a story. Some pack, desperarely
seeking toevade powerful pursuers, runs tothe nearest
cacrn they can think of. They are being hunted, They
cannot howl for every obvious damn reason. [fthey are
stupid enough to howl, they artrace the notice of those
pursuing them, leading them direcely inro the caerm.
That would be a high level threar to which we likely
lose many warriors. Or worse, their pursuers listen ro
the howl, learn the location of the caern, and then go
and get help. That's an unstoppable threar. We lose
the caern. So for their prudence, these young ones are
dishonored for disobeying the Litany, or in the worst-
case scenario, turned away at the bawn for their disre-
spect and then murdered

A’ftjﬂ an Howorabit Srrrcender

The Philodox: [f you refuse to accepr an honor-
able surrender, you have just killed an honorable
persan, and proven yourself dishonorable in the pro-
cess, Uaia needs honorable people. It is a stain on the
honor af our race that such a law is even necessary. My
only clarification is thar a wise Garou must he able ro
tell the difference berween an honorable surrender
and a dishonorable one; surrendering to the Wyrm is
unacceptable, and mercy is somerimes a mistake, given
the encmies we so often face.

The Ragabash: There are a lor of positives 1o this
tenet, I'll grant you. I'm all for anyrhing that that is in
place to protect Garou's lives from useless dearhs, and
this tenet does that: But it doesn't po far enongh. Right
newy, it encourages politics and responses that wealien
us all. P've seen would-be politicos use it ro pamper the
young warriors they see as “the furure,” (Whar future?
We've fifty damn years left and probably nor even
that, Y hy pulling them out of fichts in which they damn
well deserved to be throared. Nor killed, but smacked
upside the head a bir for sure.

Why would eradicating the renet help? For one, it
would immediately dislocate the word “honor” from
“surrender.” Much as we ralk and preach abour there
being no dishonor in surrender, the mlk which flies
about speaks otherwise. [t's humiliating to be bearen.
And rather than try and fight chis, this renet immedi-
ately reminds us of thar,

Sibmision o 7 Fase of Higher Siihion

The Philodox: To be sure, this law does stem in
part from our wolf nature. However, for a society of
warriors, a chain of command 15 frankly necessary, A
democratic army cannot fight a war effecrively, par-
ticularly if they opposition has a chain of command
they lack. Lines of communication must be clear and
direct, even in peacetime, [ think we all know (or used
to be) some cuckgr adolescent absolutely convinged
that they knew everything there is to know about the
world until they were acrually forced to live in the
waorld, at which point they starred o realize just how
ignorant they were, Although this renet can be — and
is—abused, there's a very good reason that werewolves
should show their elders respect.

The Ragabash: When this tener is misused, it is
damaging beyvand all else. It is a carre Blanche o rell
those below vou whatever the hell you wanr them o
do. Worse, it favors those who are adept at ensuring
they et credir for positive actions — they receive
Renown, retain their high rank, and can conrinue 1w
order their subardinates to do their dirty work.

L am nat tor amoment advocating disobedience in
battle. That's a fool’s same and a good way to get usall
killed. It's noe “submission” I'm arpuing, it's “higher
station,” Whatever pood this tenet may do is destroyed
by our highly subjective system of scarion,

7 e Lt Share of e K
/&ﬂ- Hoet L arviafert s SFtion

The Philodox: Despite the grumbling of some cubs,
this is not a law crafted by elders ro enable them tohave
whatever they like. This, like the previous law, is a
tormal recognition of our wolf narure. We are niot lions,
where the beast that does the least work on the hunt
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reeeives the lavgest portion, We are wolves at heart, and
surstation is eamed. And, if L may be blunrt, this law will
never encourage a Garou to be more or less seltish — but
at least it will only benefit those selfish Garou whio have
proved that they are worthy of the benefirs they clam.

The Ragabash: This rener notonly gives the mose
pewerful weapons, the most impressive tricks and the
mest useful gadpets to those who least need them, bue
itacts toensure that those who are “in station™ stay “in
station.” This is where, supposedly, challenges come
into play, but suddenly we have a problem. This is the
first share of the kill. Underline kill. It is not unfair to
argue that the moment a kill is made, we can be said o
be at war. Cross-reference this to “The Leader May
Not Be Challenged during Wartime."

And right now, all the ferals our there are scream-
ing how this all proves we need 1o just ger rid of the
menkey politics, and its all their fault. To them | say,
saut up. I've seen wolves pull this excrement, too,

Yo Shaf Noof Exef #e TGttt of Flomarns
The Philodox: Theoretically, this tenet should add

“or Wolves", but the fact is that, historically speaking,
there have been far more Garou who ear the flesh of
fumans than those who eat wolf mear. For one, hinnang
are simply more plentiful, and it's easter to rationalize a
human “deserving” a fare as food, However, devouring
human flesh is an acriviey that conveys Wyrm-taint;
therefore, it is clearly wrong, It is also a health issue in
modern times; humans do things to their bodies thar
make them frankly unfit, Nonetheless, as poorly as
humans may have treared the planer, they're one-third
of ourown narure, so they shouldn't be rreared like prey
animals, Enemies — as needed, ves. But never mey.

The Ragabash: Yep. No problems. Frankly, the
clea of my sister being a snack for some Red Talon
frightens me and any rule that stops it happening is
gl in my books. What, you expect me w fighe
against all of them?

Well, I will anyway. Facr 1s, we're predators. Hu-
mans are, for the most part, prey animals, They have tlat
teeth, designed for grinding plants, and vegetables rax
their digestive systems a lor less than meat does. Fven-
wally, these thines are going to happen for a whole
bunchof reasoms. Plain primal instinct. Revenge against
the monsters whoslew vour family because they thought
their fur would Took better as a hat.

There are some real dangers in the human eating
thing. Discussions of chemical imbalances and nutri-
Lidih asidﬁ, a lot of the sroff srinks f hatred and there's
an element of rorture in it, thar old “earen alive”
cliché. T think we've all seen that man-earers tend to
become very cruel very quickly, and Banes seart flock-
ing around them. Bur making it punishable by law is

—mm\\ [

asking for trouble. [ shudder ro say this, bur a few less
humans won't hure Gaia and it won't hurt us, If they
end up in some walf's stomach, so be ir. Make sure our
elders lecture cubs on the dangers, bat don'’t give us
excuses to get caught up in debares of punishment for
something that's nigh inevitable.

Rappect These Boveath U —
e of Lt
The Philodox: Garou should know their place in

the scheme of things. They should know to defer ro
those above them, and they should know to be gener-
ous 1o those below them. Everything is of Gaia: that's
why you thank a deer's spirit after slaying its body, and
whey you ask permission to enter sacred Glades. Torake
this to the extreme, it is a good thing to mourn for the
fomori and Black 3“;[‘\'11'ii| IMancers Vi :-.]:113., Mrmmng
the death of what they might have become if not for
the Wynn's taint. This tenet is very important for
keeping our people focused: We must remember thar
wie are warrions, and we are not allowed to relent inour
battles against the Wyrm, but we must also realize thar
we have to see the difference berween what we're
tighting and what we're protecting.

The Ragabash: I'd be really inclined to respect
this rule if [ ever saw it followed. It makes some sense,
ir'swell worded, and itdoesn't P O muchin our way
The only time it would gerin our way is if frankly, we
don’t have the time for social niceties with, say, some
small animal-spirit who wanes wo properly char when
we're on the humt for somerthing dangerons. Ar that
point, you ignore the rule, ohviously,

Thatsaid, I'dalso pomtout that there s a pracrical
problem with this tener existing aloneside *Submis-
sion o those of Higher Stanion.” Ul call it the “Bone
Gnawer” problem. It ain't exclusive w 'em, they just
typify it. They argue char they can’t follow the Submis-
sion one, or they'd spend their whole life submitting,
but they don't have to respect anyone cause no one's
lower. Now that's BS, bue it hughlights the problem in
the rules being there together — they don’t directly
contradice but they still confuse each orher: Now forus
smart folk, it's fair enough to play it by ear, but, hey, i
we all know when to give ground and when to hard-
line, we wouldn't need the Litany, would we?

T oo L Sl Nt B .rf.-/?zw’

The Philoadox: If you cannot appreciare the po-
tential danger of humans (and more the fool you if thar
15 501), then think of the Wyrm. Set aside rhe possibility
that, if humans knew we exisred, they would begin
exterminating all the wolves they could find, bulldo:-
mg the forests and developing new silver weapons.
Insvead, remember that the Wyrm lives where humans
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Jdo. What a human discovers, the Wyrm's creatures can
discover. Secrecy is one of our greatest weapons; we
st hold on to it for as long as we can.

The Ragabash: I've always heen really puzzled by
this one. How, exactly do vou lift the Yeil? We've all
seen what happens when we get in there and start
going nuts — People scream their head off, run like
Ll.!ll!ll.l. ||.l..,']l :l.]'||.|. ||. ||""a_|'l" WO OVET I.":"Li_.'_qll."l.]..TI‘!l‘lf;\'l-'n‘t‘ll} L‘I';'lrlll.-
dorsobecome marginalized and do not pose a threat to
us. There are exceptions. | completely understand this.
When these happen, they need o be dealt with like
any other threar, and preventing them is pood.

Bur come on! I, God forbid, someone acrually por
L! (LS ]| !1:“ H.lh (] R 'A.'|_L1‘.'I i 11‘ WETEW 5|"|'I,_'.‘i I.ll. |i| {154 I |':I"' |‘ |_.|-| IH}g.,
do you think ic'd ger played? No. 1e'd ged laughed ouc
:]lﬂ_' ||I. i, Nl" CHE 'I'I.I"“ll.t l"l{'l leve ., Il:':":1 Wi Ehl’" |.F1_-|"'
tions of avoiding }1-;_'L'-plu seeing us and missing our
chanee toeradicate anenemy, we should always choose
to eradicate the enemy. This goes all the way back to
my hasic premise: we are not in A position rohamstring
ourschves with pointless rules.

While we're on the subject, do we really know
humanaty would act aggressively toward us if we opened
our doors a little? A lor of hurmans are really desperate
for some new spiritual truths, and we've got one hell of
a berter producr than some New Age neo-pagan. I'm
not advocating a widespread "Hey puys! Guess what
vou didn't know!" campaign, but couldn't we, like,
experiment a lietle!?

Do Not Siyffr THy Brople
7o Terd T iy Sicknaty

The Philodox: Why does this tenet exist? Partly
h‘:'\:"l"l' we ale [.'r|IJ|| |I .|::|.""|.'|. Il[ L5 Womb T l.._l';_‘"(_{"-l.l._l ”-'Itfr
senility or 2 bed-ridden state. But more importantly, it isa
(uestion of @ FHce Al War oL Wasting Fesources On Ssomeone
whio can't contribute, Death is not the end for us. You can
still serve, ina new role, after ancble and honorable death.
Anelderwhowants tohangon to life asa Garouatall costs,
o matter the shape he's ing 15 being selfish,

This rule is ar the very least pragmaric and appro-
priate for a culture at constant war. And the greatest
abuses of this tenet are easily avoided if one realizes
that the wording is not in face "Do Not Suffer an Elder
to Live.” This Law asks us not to be a burden on our
people. The burden of obedience falls on the ailing
Crarow inquestion, not on the tribe orsept, noreven on
the aging werewolf who s of sound mund and can fill a
role on the Council of Elders. If vour “sickness” is
soinet |'|'|:|'|H '\_lf'l.ll:l (S5 4] |“.":I|', 1]1L'||. 11 .|5'| ok an i!'\-.‘|-|.||.".

The Ragabash: As with many of these, there are
some very valid reasons for it. The key words “Suffer
thy people” are a great qualifier, it provides for allow-

e et o v s . e

ing those whose talents are no longer om the front line
of hattle to keep helping in other ways. Berter yet, it
ensures that we're not looking over our shoulder 1o
make sure our comrades haven't suftered a heart atrack
or something. When you're in hattle, you want o
know you can rely on someonc.

But it's still a rule. It's still somerhing just dying to
be rurned inside out, used, abused, and manipulated for
the gain of the unscrupulous. T mean, let's not forget the
gravityof this rule, We are talking about killing cur owrn.

Mew, youcan talk about how the ailing wolf ges o
chaose what happens as much as vou like, But you know
something! [ know a lot of my tribe out there, and they
all know howe o put a little pressure on someone, either
spiritually, or, if need be, physically. It wn't hard.
Meanwhile, talk to afew Partern Spiders here and there,
and I'll show you how to create asituation that will put
a Garou in a state of “sickness.” None of this is hard,
especially if they're not looking for the move.

Fine, tell me I'm citing the extremes. Tell me it
doesn't happen.

Thie Loger My B  Bafenged’
af Apgy i mgxqf Face

The Philodox: Lead, follow, or get out of the way,
This is a viral renetr because it is meant to keep unfit
leaders from hoarding pawer beyond their worthiness
o do s, The nature of Garou existence demands that
the leaders be the most competent ones available, and
this rule exists so thar the most qualified Garou canrise
tes his proper role in the right circumstances,

The Ragabash: Hold on & second. T wanr o talk

about this one and irs rwin sisrer ar rhe same ime,

T e Lecoior Mgy Nof B
 oaongind driog Pllariow

TI‘IL‘ Philu:lux:ﬂ 1 |‘l:|l rlefield is no |:"‘II:-ICL' foor A POWETD
struggrle, You st be unified in mind and deed when
you're up against the enemy, because it's a rare day thar
they do no outnumber and outgun you. This rule is vital
to ensuring that the aforementioned chain of command
is healthy and effecrive when the Garou need it most.,

The Rugnlmﬂ'l: FLi::hr. These twao E 1'1[.:51! NEXT o
cach other, since they're hasically covering the same
territory IF you're at war, you're not allowed o
challenge, if you're not, then be our guest. Fronr up ro
the leader — the puy who, quite possibly, is the
meanest, nastiest brute we have capable of wrecking
mass damage on the Wyrm, and injure hum. Or your-
self, (Okay, so it"s not thar black and white. But peaple
setting challenged play to their strengths.)

Apart from general complaints at the way we handle
challenges in the firse place, these two renets assume a

50 Werewolf Sforvfellers Handbook

/m-_—'-‘-- —‘_—'—7




basic comprehension of the definitions of “wartime™ and
peace” and thar's not as easy as it sounds. When are you
atwar! I randomstreer gangs artack three of our Kinfollk,

thenare we then arwar wirh those streer @nm-f(jﬁ,u—har
abour if fomoni arrack those same Kinfolk! There are
absolure limins here, chviously. [facaem is invaded, then
“we're pretty much acwar. But there arve groups-out there
who would argue thar we are now always, twenty -four
hiours a day, seven davs a week, at war, Hell, I'm one of
them. Do we never challenge, then!

We can't operate thar way, [ appreciate, once
ou're in the field, or if the enemy could strike at any
time (and there 15 a difference between *always at war”
amd “always vulnerable”), then please, shut the hell up
and listen to orders. [ cannot stress this enough. The
last thing we need is to fall into squabbling ar that
- paint, But it we're at war, the plan is being laid ourand
it sucks, then for poodness sakes say so. Challenge,
please, It is much better to earn some ire before a batdle
bﬁr 5|'II:I"H.-II'|;1 Up an incompetent strategist then lose
lives by leaving the poor plan unguestioned.

e Slaff Tk No Ation

Tl Cansar a Caern fo Fov Uindog”

The Philodox: A portion of Gaia falls ill or dies
whenever one of Her caerns is polluted by the YWyrm,
sapped dr';.' by thitsty sorcerers, or razed entirely, Wenough
eaemns die, the world dies with them., This is nor o game!
The wording states “No Action,” and | agree with
tharseveriry. You are forbidden from bringing oursiders
such as magi or fae into the caern, because if you have
- made amistake in judgement, and they retum later with
friends, you aren’t the only one to suffer for your error.
Gata Herself suffers for vour indiseretion. There 1s no
more inviolate tule, and there should not be,

The Ragabkash: This again leads us to o tacti-
cal guestion.

The enemy is huge, capable of destroving any one
Cseptwehave, However, they might not be able wo bear ot
three or four combined. Do you stick your ground, get
madym lose all three or four, or do you abandon three of
‘e to save the fourth, and finally Beat the menace that
ol logically keeping going and raking caems!?

It's not pleasant. It's an unfortunare chaice thar we
 have tomake and we will have ro make very dammsoon.
Itscoming to this. And [ have tosay; | think the choice
gitbandon cacrnsis probably the more efficient choice.,
Eﬁ beeter for us to abandon our hoely ground and
preserve our lives, and in thus doing, save ather ground.
~ Bur look at whar I've just said. Yes, I've praised
efficiency the whole way through my challenges, or
tried to at any rate. But some times ['ve noted rhar yes,
some of the Litany has a lot of pood in i, and we'd be

—m-x\\.\u—

worse for not having it 've even, damn me, called for
more tenets at least once. Yet more fodder for ma -
us with

And then; [ go ahesd and say ves; ler's ler the
enemy kill Gaia a lictle more. Yes, rhar makes sense,

| can wrap my head around rhar, but | can't wrap
my heart around it Yes, we can't let our war be lost by
trying to adhere to pointless rules, and in ten vears ot
even less, | may change my mind about this, bur for
now — no. Don't gquestion this rener, Guard rthe
caerns. Because ultimarely, they're Gaia. And Gaia s
what we're all about. It's whiat we can't let the Litany
et in the way of, but we alse can't ler our debating over
whatshould be in the Litany ger in the wav of ir, either.

»Z)ﬁ’flfé dﬂﬂ{ uz.) EFOAN

aran sociery comsists of a carefully observed hierar
chy, a pecking order in which every member has a place.
Ciaron honor those of greater Rank and receive homage
and respect from those of lesser Rank. Some Storyrellers
and players prefer ro downplay the social aspects of then
chronicle infavor of greater emphasis on combating the
Woynm or Weaver or discovering the secrets of the Unibra,

lenoving the complex protocols and privileges of Rank,
however, deprives all concerned with many occasions for
intense and satistying roleplaving.

Beginning characters start as Rank One — lowly
warriors in service to Gala and subject to the come
mands of any werewolf of greater starus. Achieving
higher Bank and the rights thar pectam o thar Runk
can take many game sessions. Even progressing from
Rank One o Rank Two involves accumulating the
proper levels of Renown, not romention the successtul
enactment of the Rite of Accomplishment, Storyrell-
cts can whet their players” appetite tor exploring the
sacial side of Garou life by running a chronicle where
the characters begin as veterans of higher Ranks,

Veteran chronicles assume that the characrers
have already gone through their First Change and
their Rire of Passage. In addition, veteran Garou
possess Actribures, Abilities and Gifrs ar greaver levels
than characters that stare our as pups ar Rank One
How does a Storyteller detenmine a fair way to creare
advanced characters?

The following suggestions may give Storviellers
some ideas. As usual, if you don't like these pindelines,
tweak to your tastes. Just make sure thar vou take inro
account that most elusive of qualities — game balance.
You want to allow your players to start our as powerful
and experienced warriors, not super-Garou. Remem-
ber, even elders can advance and gain experience, so
make sure that you leave them s mething to aim for
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Literan Ciarow & Faractor  reabion

* Rank Two

Arrribures: 9/6/4 (instead of 7/5/3)

Abilivies: 20/13/10 (insread of 13/9/5)

Gifts: 5 Level One plus 3 Level Two Gifts

Backgrounds: 10 points

Frechic Moints: 20

* Higher Ranks

Add one point to one Atmribure caregory for
cach Rank above Rank Two. This means that a
character starting out at Rank Three would have a
choice of adding one point 1o cither her Physical,
Social or Meneal caregories not all three. For
example, Beth creates a Child of Gaia Ragabash that
starts out as Rande Three. Afrer assigning 9 points o
Social (her primary Atrribute carepory), 6 paints to
Mental (her secondary category) and 4 points o
Physical (her tertiary category), she decides ro place
her additional starting point into her Social crairs.

Add rwo [HInEs Lo each ,-5'-.11i|,i[1|' category lor
each Rank above Rank Two, A Rank Three “he-
pinming” character would have 22/15/12 insvead
of 20/13/10,

Add 3 Giftsol any appropriare level (obviously,
a Garcw can't bepin wirh a Gift of Righer level than
his Rank) for each Rank above Rank Twa.

Add one permanent point of Rage, Gnosis or
I'l.l';".t”]_"u'ﬂf'cr for cach Rank above Rank Twa,

A quick nore: This system builds nor just ver-
erans, but mpressive vererans; this shouldn't he

comsidered the starting power level for each and
every Uarou ot high Ranls, Many werewolves achieve
high rank without Trairs as high as those piven
here, Don't panic it you find thag characters Listed in
supplements seem “weaker” than those created
with rthese rules, and don't feel that vou have
tailor all your supporting cast accerding o these
puidelines. These rules are meant o give your
plavers characeers that can leapright inta the action
1 I'IL'L'I.I ]1'.. atter .IH_. III':,'L'Iu'I't- |‘|]:L'}'|1‘|g Velerans, Yo
want them to be impressive from the get-go, yes?

‘}’ Jmﬁyfh )5'5’ mﬂ,é'

As with creating beginning Garou characrers, the
character sheer marks the beginning of the process for
designing a complex individual. Elder characrers have
even more hack history than starting characters.

=roryrellers should advise players to spend some
time thinkingabout how their elder charactersachieved
their previous Ranks, what eventsshaped their person-

S

alities and what deeds gave them the necessary Re-
nown for their current siatus.

Clonsider asking your players the following questions
The information gleaned may also provide you with ideas
tor sub-plats within your chronicle. By the time a Garou
has achieved any status ar all, she has probably made «
number of friends as well os enemies within her sept, her
tribe and rhe Garou nation in general.

* What was your First Change like! Your Rite of
Passage! How did you fit in to your tribe when you
first discovered you were one of the Garou!

These questions pertain to any Garou character,
whether beginning at Rank One or Rank Five. The
answers 1o these questions set the rone for all future
chaoracrer development.

¢ How did vou achieve your earlier Ranks!
What deeds did you accomplish to gain the Renown
necessary for you to instigate a Rank Challenge!
Who performed the Rite of Accomplishment for
each Rank and how successful was each instance!

Answering these questions helps a player anchor
her character firmly in her history and carves out a
place for her within her pack, sept and wibe. Ask [ur
detail, or offer suggestions — work with your players.
If their Garou received Glory Renown for defeating
Wyrme-spirits in the Umbea, if'll be that mouch more
real for the player if she knows what specific sorts of
spirits her character overcame. Ifshe protecred a caem
from an invasion by Black Spiral Dancers, help her
tigure out the numbers and personalities involved.
Certainly help your players determine what their pre-
vious Rites of Accomplishment were lilee; all of this
gives your players added “bragging rights,” and lets
them refer to their past deeds with the same certamty
they'd use if they actually roleplayed them out.

* Who are your friends? Your enemies? Do the
younger Garou in your sept respect you or do they
just pay lip service to you because of vour Rank!
Does anvone in your pack or sept covet your
position! Who will stand beside vou when vou face
censure or criticism! Who will come to your des
fense! Who will accuse you of wrongdoing at the
slightest provocation?

Fleshing out a character’s relations with the mem-
bers « IIII I!'I'i.\ Fi'lC]C and sepl |,"~r-:_:'~.'1'-:.,|l":. (AT LR lh'.l,[] Just
hackground information or stage setting. These ques-
tims are a great blessing, as they encourage plavers o
help you wich the work of fleshing out your supporting
cast. The more detail you get o, the more comfort-
able your players will be in roleplaying their relation-
ships with these Storyteller characters,

Werewalf Storvtellers Handbook
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* What have your greatest failures been? Have
you ever lost Renown or even Rank, and if so, why!
- What are vour regrets? Have you lost anyone impor-
tant to you as a casualty of your war!

Werewolf is, at heart, a game aboutr horror and
- ragecy as much as it is a game sbout heroism. Even great
heroes of the Garou Nation have their failings and
Amperfections; some have even made horrible mistakes
before regaining their honor in the eyes of their people.
Afthe players are asked w think about the losses their
characters have suffered, they're more likely o produce
tharacters with believable hackgrounds and motiva-
tions: Mot only does this bring the darker aspects of the
setting home, but it also gives players a chance o
pravide youwith wonderful plor hooks, everything from
gquests to redeem themselves in the eyes of those they
personally failed o old rivalries and enemies. A charac-
ter might even begin the game with a metis cub — talk
abaut roleplaying opportunities!

.

Adaking Reponr € pimnt

Werewolf: the Apocalypse pives some peneral
L":C'rlll'l[‘.']L‘\- of WaYs to gain and lose Renown in various
caregories. When you allow players to creare advanced
starting characters, suggest (strongly) to them that they
come up with specific examples for cach Renown car-
CEOTY. Yi 1t|:|'p|;|'3.-'l:r~ need not detail eVery pint ga tned or
lost, but they should have a few “Renown tales™ to vell
around the fire or at moos. Knowing thar Rank Three
Theurge Sevenne Claw-of-Starlight pained Glory (and
i battle scar on her right hand) from defearing a Black
Spiral Theurge and its per Bane ar the paves of her cacm
provides an insight into the mindser of the character
and provides the Storyteller with a porential story seed.
Whar happens whenthe deceased Black Spiral Theurge's
packmares seck revenge!

Uhe of the time-old questions about Renown'in
Werewolf is whether or not a deed has o be wit-
nessed and relared o other werewolves in order for a
(Garou to gain or lose Benown. Do two werewolves
instantly lese Honor and Wisdom for having sex,
gven if nobody bur the two lovers is the wiser! If a
vounp cub sacrifices himself to save a caern, bue
nobody is there to witness his final deeds and write
hisdearh-scmg, will anyone ever credir hisspirit with
the Renown it deserves!

The default assumption is that no Garou wit-
nesses are necessary for a Renown loss or pain to take
effect, Perhips the spirit world as a whale counts as
awitness o each of a Garou's deeds; perhaps honor-
able or dishonormble conduct slightly changes a
werewolf's appeatance 1o the spirits that empower
the Rite of Accomplishment, Whatever the formal
rationale, the characrer’s Renown is always marched
with his deeds — faimess wins out aver “realism.”
Thisis also probably the best system for teaching new
players the sort of acrions thar their characters would
be encouraged to take — nothing encourages a new
plaver ro behave more honorably than an on-the-
spor Renown bonus {(or penalry).

As an interesting outgrowth of this system, if
| you're willing to make extra work for yourself, youcan
also keep the characrers' Renown totals secret from
the players — adding ro the sense of realism, but also
o your workload. Under such a system, characters
tend to gain Rank a liodle more slowly, as the players

};/J't‘ ﬁﬁ,ﬂ?{{? SEar S Dopar JE € vt 7

tend nor o ask for the Rire of Accomplishment unril
they're sure they're worthy. This might be a good or a
bad thing, depending on how you like to pace your
chranicle. This can lead to some imteresting situa-
tions, of course, as the characters stand a pood chance
of finding cur during their Rites of Accomplishment
thar they're considerably more worthy rthan they'd
thought (il they're humble), or that they've been
fucking up a kot more than they'd assumed.

Of course, you can always go the other road, and
assume that only Renown that's formally acknowl-
edred by a Galliard at a moot counts. This is cer-
tainly a valid choice, particularly if you're looking
for Benown to work more realistically and less sLper-
naturally. One advantage of this approach is that the
pack's Galliard rises in importance, and becomes as
valuable as rhe hards of old. The Garou gain a much
strongerinterest in having theirdeeds related, which
certainly suits the motif of the tribal sociery.

However, be aware that somne groups will really
abuse such a setup. If the Galliard is willing to look the
other way when the characters violate Litany tenets
that the plavers dom't themselves believe i, vou can
quickly wind up with a pack full of charach who never
demand discipline, break the Veil without a thought,
and invite potential enemies back to the caem. Ifyvou're
not carcful, yvou'll find vourself telling stories abour a
hand of laid-hack, oversexed reenagers that just happen
o have superpowers — not Garou, Make sure your
group’s a good one before you try this method out.
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Ve Coreatart Hlosor:
Actireting Rank S

h"i' L)) [ IF::[-.-II L ||..||- wrers .|i1:|'| it .l;l'- .||_'|Li1'|_'\'-_" i_]'l_ T.l['[l\_
anel gairung the privileges and responsibilicies associ-
ated with each new step upward. Only the most re-
spected Garou (Rank Five) may learn the powerful and
often deadly Level Five Gifts, But what comes next
after vour characrer hias achieved Rank Five! Whete
._||- WO (PO from ‘!'IL' re!

Exceprional Garou may receive a special reward
for their courage and service to Gaia. A very few Rank
Six Garoudo exist inthe World of Darkness. These are
more than legendary individuals, They are the super-
stars of the Garou nation. The most respecred Ranlk
Five Elder gives way in the presence of a Rank Six
Ciaroun, regard less of her tribe.

Hoswy dores a Garow elder join this august company?
e Bt of Hhe Bearf

L "11}1, |'E«.-|1'|.'n. f vk ;.Il" T Car .h|'-'.||'|1'l.' 4] Runl& 5|3~.,
but such advancement does nor depend solely on
achicving more Renown. Rank Six Garou form an
exclusive club. Inorder to quality, an elder Garou must
distinguish herself inan extraordinary fashion on more
than

i - - i
e OCCasho. |"'LH:"I|.'C =X IS mote |.|.'Il1I! |.]'1L'

ackrowledgement of a liferime of achievement and
service — that's Rank Five. Rank Six is nothing less
than legendary status — such a worthy's name is
spoken by her people in the same tones that we reserve
for legends such as Hercules, Miyamoto Musashi and
Joan of Arc. It's that important.

A such, the arramment of Bank Six has nothing
whatsoever to do with rules — ir's nor abour sccumu-
lating encugh Glory, passing a certain kind of chal-
lenpe or anything like rhar. Ir's a marrer of persanal
judeement on the Storyteller’s part. The existing guide-
line is quire simple: 1f you have rooask youesell if o
character is worthy, he's not. If there's any doubr in
vour mind whether or not he has surpassed the mighey
deeds of even the grearest Garou elders, he hasn'n.
'Lh"l!'-.' '|'l.'|'li_"n t|‘11"|'g-'~' 1'll".-t-.-il|r_<_‘|~, N uestion o I|:|:
character’s legendary status should you consider let-
ting him strive tor the ultimare Rank.

The story of a character {or a pack!} attainmg
Rank Six is, to be honest, quite possibly the most epic
stary you could possibly tell. Very little compares in
terms of scale; even the esteemed Silver Pack is out-
ranked by an elder of this masnitede. You may want to
forgo the actual challenge to rise in Rank for such a
story; after all, considering the natare of the deeds a
character must have undergone tobe worthy of consid-
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eration, any challenge might we anticlimactic. If
you do choose ro make a challenge part of rhe process,
make it truly memorable; a raid into the heart of
Malfeas, the rask of learning one’s own genealogy back
to the days of the Impergium, or other such nigh-
impossible tasks. Break out your book of old fairy tales
— this is where the mountains of glass, redirecring of
nvers, and similar astonishing feats come into plaﬁ'

Still itching for an example? Okay, here's one:

When a Rank Five Garou's teputation spreads so far
throughoue the Garou Nation that it reaches the ears of
extsting Rank Six Garou, one member of this group may
ke itupon herself to travel to the caerm of the individual
meuestion and investigate her worthiness. The Rank Six
Giarou usually adoprs a pretext for making the visic and
may voice her true purpase only to the sept leader (unless
theleader is the tarper of the mvestigation) orto theeldest
Urarou niot in the ranning for arise in Bank. Once she has
satisfied herself as to the candidare's worthiness {or
uaworthiness), she retwns o her home and congacts
three other Rank Six Garou to present her case — if that
tmany ate alive ac the time, {There's certainly no guaran-
tee of it. We reiterate: Rank Six Garou are rare!) If she
wceeeds in convinelng them that the Garou candidate is
truly worthy, all four Rank Six Garou descend on the
gaetn of the candidare and call a challenge on their
subject. If the candidute succeeds in the challenue, she
underpoes a special version of the Rite of Accomplish-
wment performed in tander by the Rank Six Garou along
with the Masrer of the Rire of the candidare's caem (asa
eauttesy ). A successful enactment of the rite creates o
tew Rank Six Garou, The Storyreller shoubd determine
what perks accompany the new Ranl.

Mok of Actrovesmersts
e on e Mad

The Rite aof Accomplishment honors a Garou's
deeds, acknowledges his advances in Renown and
provides him with the accolades and starus of a new
Rank. Within Garou sociery, the Rite of Accomplish-
JMEDE serves as o way o Upromoce” a Garou, making
him able to learn new Gifts, take on new responsibili-
fies and serve as an example to other, younger Garou,

Mat only does the Rite of Accomplishment pro-
glaim a Garou's advance in status to his packmates,
septinates and other Garou, the rite also has a spiritual
;-,!He that announces the Garou's new Rank to the
Umbral spirits that serve as reachers of Gaia’s many
Gifts, Spirits do not part with their knowledge lightly
~and they hesitate to teach what they know to Garou
that are unready for the knowledge.

How does a spirit recognize thar a Garou has
achieved the proper Bank for learning a Gift! What

mm-k\“\—

sort of indication does the Rite of ;'Ji;{_l.'il]['lllll"-\.l]ll_ll._‘ll{
giveaspitit that the Garoo petitioning for a Level Two
Gift truly deserves ta leamn that Gift!

Althengh nohard and fast molesexist fordetermining
howe & spirit recognizes a Garou's Rank, Storyrellers may
wish ro.consider the tollowing optional system tor maling
the Rite of Accomplishment more than just a formality.
T e Adarke of Achisetoment

The suceessful completion of the Rite of Accom-
plishmenr bestows upon the Garou a mystical symbol
that denotes the Garou'’s new Rank. This symbol
differs from tribe to tribe and sometimes from auspice
to auspice. The Storvreller may decide whart form the
symbol takes — whether glowing runes, an aura of a
particular color or the presence of aspirit badge when
in the Umbra. This mark is perceptible primarly o
spirits, although the Storyteller may choose ro allow
werewolves to see the mark while in the Umbra, Thus
marked, a Garow proclaims her rrue Rank toany spivit
she encounters in the Umbra or elsewhere,

The nature of the mark refle
the tribe. A Mark of Achicvemenr for a Red Talon may
appear as a bloody glowing scar on the Garou®s flank,
while 2 Glass Walker's Mark of Achievementr may
consist of o luminescent band around her neck or
biceps. The mark should alwsiys appear as some sorr of
Fadge of respect; it's no laughing matter.

If someone succeeds in disputing the Rite of Ac-
complishment or if the rite fails for any ather reason,
i‘l‘“’\' ;"'l-"1-'-|l.|"; 1"[“ ."J&II.‘.]\l'il."'H""'ll'll."l'lr 'l.ll;K" Tl AEAT O |]1L'
Garou unril a subsequent performance of the Rire of
Accomplishment 15 successtul.

Breaking #he Rufes of Rank

According to Garou tradition and the will of Gaia,
Garou weay not learn higher level Gilts unnl they arain
the proper Rank. Thisis, plainand simple,a

game halance
igsue, and one meant o reward plavers for makimg the
sacrifices and dedicared moleplaying required (wehope) 1o
rise in Rank. However, some Storvtellers may feel tha
some spinits, realistically, might not always flawlessly
followy the rules. Can a clever werewolf pass himself off as
being of higher rank to a spint! Can a tickle sparic chocse
to mess with the order of things? From a pure halance
standpoint, no — but for those Stomyeellers interested in
bendine the rules in the interest of spicing things up, here
are sorme puidelines. Use with caution,
T Enn e .J"‘[/!ﬂ.r;.,&
Teakong i T om fie Loie

When a Garou artempts to convinee, cajole, co-
erce o otherwise bamboozle a spirit into teaching her
a Gift above her current Rank, the Storyreller can
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require a simple dice roll (although some hefiy
raleplaying on the player's part is in no way an unrea-
sonable request). The nature of the roll depends on the
method the Garow uses.

* Convineing the Spirit: The Garou uses a rea-
soned arpument incorder to convinee the spirit thar she
deserves to learn the Gift in question. The Garou rolls
Charsma + Expression (difficulty equals the Tevel of the
Gitt +4). For example, Miara Rainwalker, a Rank Two
Uktena Theurge, wishes to convinee a spirit to teach
her the Level Three Gifr: Exorcism by arcuing that her
pack has immediare need of someone ro enace this Gifi
and currenely lacks o gualified person. Miara's player
rolls her Charisma plus Expression (four dice) against o
difficulty of 7 (Level Theee Gift + 4) and achieves o
single success, The Storvteller decides thar spirit relue-

tantly mperees o teach her the Gift, bur may acrach some
restricrions o its use. More successes would have bad a
more positive effect on the spirie, while a failure would
mean that the spirit refused the request. A botch would
mncur the anger of thar particular spirit.

* Cajoling the Spirit: A Garou tries to engage the
spirits symparhy or make an impassioned plea calco-
lared ro win rhe spirit's approval in order to learn a Gift
belonging to a Rank he does not have, Gregor
Wyrmshane, a Rank Three Get of Fenris Galliard, tries
toenlist the approval of an avatar of Fenris to teach him
the Level Five Gite: Horde of Valhalla, Gregor perfornms
astirring rendition of an ancient skald-saga illustracing
the use of this Gift by a tribal hero, Gregor's player stares
thar he is using a puointe rl"'ﬂ:r"j“pmu'ur as Insurance before
he rolls Charisma + Performance (seven dice) against a
ditficulty of 9 (Level Five Gift + 4). He achieves three
successes with the addition of the success from Will-
power. The spirit grudgingly approves of the Galliard's
nerve {as well as his l"i.‘l-'|.l."1'lllil-i1l..".‘.:| and teaches lum the
Crift wichout requirmg additional considerations.

* Coercing the Spirit: The Garou attempts o
browbear or badger the spirit into teaching hera Gife for
which she does not ver possess the appropriare Rank,
Girowls-Ar-the-Wyrm, aRank Three Red Talon Ahroun
has failed o achieve Rank Four due, he feels, tooa bias
against Jupus Garou within his mixed-mribe sepr. He
atempts to learmn the Level Four Lupus Gife: Gnaw from
awulf spirit by threatening the spirit with jmprisonment
ina fetish. Growls' plaver rolls Wies plus Intimidation {six
dice) agamst a dificulty of 8 {Level Four Gift +4), He
achieves three successes and sufficiently cows the SpriL.

* Conning the Spirit: The Garou attenpts to run
a scam ona spirit and convinee ir that she truly
possesses the correct Ruank. In order o do this, the
Garou must somehow either conceal her current Mark
of Achlevement or else must fool the spirit inro beliey-

N /A ——

ing that she possesses the correct Mark. If the Garou
artemprs to disguise or hide her Mark from the spirit,
she must first roll Wits + Subterfuge against a difficul ty
of 7. (The Storyreller may wish to nuake this roll for the
plaver in order to maintain some suspense, since the
Garou does not necessarily know if her disguise will
work until she comes face to face with the spint.)
Danna Spoonbender, a Rank Two Child of Gaia
Ragnhash, decides o learn a Level Three Gift in
response taa challenge from a Glass Walker packmate.
She determines that she needs to fool a Gremlin into
believing she is a Rank Three Garou. She works o
dispuise her Mark; the Storyreller rolls inosecret (pet-
ting four successes! ). Onee she has carnered the Grems-
lir, she tries o fase-talk the spiriv inco accepring her as
aworthy candidare. She volls Manipularion + Subree-
fupe {a dice pool of 5) against a difficulry of 7 (Level
Three Gift +4). She receives five successes — a phe-
nomenal success. Augmented by her Storyteller's con-

cealed roll to determine how well Danna dispuised her
Mark, this stellar achievement completely fools the
Grembhin. Danna walks away with a Level Three Gift
and the possibility of receiving Glory for her bold
Umbral prank in keeping with her auspice,

While rhis merhod allows for a hard and fast
approach to tailoring the rules, players and Storvtellers
whi use it must respect their rolls and accepr the
results, wherher good or not so good. Since Werewolf:
The Apocalypse is a pame thar cophasizes creariviry
and imagination, players may wish to opt for a more
intense and interactive merhod of bending the rules.
Vi Faeeh. Tk Fattow:

Kriotiaging Ulp fhe Ladger

I the above examples, both Storyeeller and player
elected to use the dice as the only determining factor
in whether or nor the Garou suceeeded in learning a
Gift heyvond her Rank. A Staryreller and her players
may prefer to place more emphasis on good roleplaying
rather than on random dice rolls. We can illustrare this
using the same examples as in the previous section.

* Convincing the Spirit: Miara Rainwalker's
player engages the Storveeller, who acts the part of a
spirit minion of Ukrena, in a polire and reasoned
discussion in which she explains why she needs to
learn the Level Three Gift even though she is only a
Rank Two Theurge. The Storveeller feels thar Miara's
player has made a pood encugh case to convinee the
spirit. At this point, ,
things: he can inform Miaras player thar the spirie
daerees o teach her the Gifr, or he can decide rhar
Miara must still make a roll at a reduced difficulty of 4
or 3 due to good roleplaying.
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* Cajoling the Spirit: Gregor Wyrmshane's player
decides o roleplay his charactet's impassioned plea.
He launches into an extemporaneous poem in free
wverse thar describes a grand bactle chat revolves on che
knowledge of the Gift Gregor desires o learn. The
Storyteller is so impressed with her player's perfor-
mance that she does not even require a dice roll. She
simply awards the Gift to the Garou character (and
perhaps gives the player an extra Experience Point at
the end of the session for good roleplaying.

& Coercing the Spirit: Growls at the Wyrm's player
tries to roleplay his character’s attempt to badger the
wnlffﬁpirll inte sranting him the Gift he wants, Unfor-
mnately, the playerdoes notdo avery good job at scting
belligerent. The Storyreller decides o allow Growls!
player to roll the dice but assigns a higher difficulty 1o
the toll, determining thar the spiric did nor believe that
Growls would carry out his threat. Growls fails his roll
and the spirit sends him back to his pack in disgrace.

* Conning the Spirit: Danna Spoonbender’s player
decides to roleplay her encounter with the Gremlin
spirit she wants to fool into teaching her a Rank Three
Gift. She describes her character's attempts at disguis-
ing her Mark of Achievement — something that
involves an elaborate display of paint and glitter and
strategically placed piercings in the general area of the
Mark, When Danna confronts the Gremlin, herplayer
launches into a comic routine thar entertains and
AMUsEs not L‘nnh’ the Smr'gr'tcur:;r but the rese af the
players as well. The Sroryreller asks Danna’s player to
make a Wirs + Subrerfuge roll at a lowered difficulry.
Even though [anna's roll is not very good (she only
tolls rwo successes), the Storyreller decides thar the
spirit, while not fooled by Danna’s scam, admires the
Ragabash's daring and delivery enough to teach her
the Gift — provided she return once a month o
entertain the spirit with a new comic routine.

This system may seem 2 lietle bit o easy — bt
remember that it's completely optional. No player can
ever demand thae you use these rules, Also, bear inmind
that by viclaring the laws of Rank by claiming an un-
earned privilege, a werewolf is disrespecting some of the
basic principles of Garou society. Storytellers should feel
free to :il'rlp pulnful Honor lossesoncubs L'hnrtrl,r toexceed
their station for any but the most compelling of reasons.
J e Sory T Latting Hie SFory Come Firsf

The final method presented here for determining
the putcome of an actempt at learning a Gifr withour
msfsﬁ]ng rl]i_' rl_l_'"l:_'l:'&'i“r‘r' ll!;’ln]'i.' i_'-:lr'l\i'i.-iT.‘i I:'I‘I- 'ﬁ‘llT'li'lll"!-' Aac-
knowledging that certain results are necessary to a
successful story. Ifa pack needs a particular Gift toran
upcoming critical confrontation and no plaver pos-
sesses the appropriate Rank, you wish to ignore borched

tolls ar bad roleplaying in favor of advancing your
chronicle. Of course, this shouldn't happen often, o
else plavers may believe that their actions have no
effect on a game in which events are predetermined.
_hlul'lt.‘]'l.‘.uub Sturyt-.:liur license, however, can often save
a game from falling apart because the characters lack
access a particular Gift. Likewise, Storveellers may
t‘Elpilzllizn o afailure l'«y integrating into the story the
enmmity of a spirit angered by one of the characters

This is also wseful if a plaver is trying to learn a
powertul Gift from a spirit that you decide might not
really care aboure the rules of Rank — Coyote springs to
mind; as do other tricksters or Wyld-spirits, [nsuch a
case, you may simply choose to grane the sudacious
player the Gift without the necessity of die rolls or
beavy roleplaying. However, the sort of spiric thar is
likely to ignore the precepts of Rank is also the sort of
spirit that gives Gifts with... eccentricities. The Gift
might never work enrtirely properly; If Covore reaches
a Rank Four Ragabash the Gift: Thousand Forms,
perhaps the Ragabash retains the paws of a wolf in
every form she rakes. There are plenty of good reasons
for such flawed instruction; it may amuse the spirit to
se the voungster sorupeling wirh a power thar's righely
beyond them, or the spiric might norcare arall thar the
Gifrthey've taught doesn 't work righr for lower-ranked
Giaron. This sorr of mixed blessing COEE VETY well wirh
vneof the cardinal themes of bargaining with SPiTits —
you never ger something for nothing.

Allowing a Storyteller the frecdom to use this sor
of ercarive plotring requires a grear deal of trust from the
players. They need tofeel that youaren' tsimply rwisting
CVENES o Uil your own purposes of to make fun of or
defear the players, bur thar vou're trving ro creare a
challenging and enterraining story for everyone.

Aoty (pnard®
ﬂdeﬂt){g ﬁ@ﬁf{fﬂ

Muost players and Storyeellers familiar with the
pame know what steps @ Garou must rake to rise in
Fank. Afrera Garou has acquired the requisite poines
of Renown in the appropriate categories for her new
Rank, she seeks out a Garou of equal or higher rank and
issues a challenze. The challenged Garou {usually
played by the Storyreller) must then come up with a
suitahle challenge,

Creatingachallenge that sufficiently restsacharacrer's
mettle without proving impossible to overcome often
resrs rhe Storyreller as well. Whar kinds of challenges are
suitable for your ambitious Garow characters! Simple
combars don't always work, particularly when the chal-
lenger belongs to an auspice not wuted for its steaight -
ahead warrior prowess. Challenges can slsovary by ribe.
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A Red Talon Galliard may expect a different challenge
for & new Rank than a Child of Gaia Theurge.

The following examples of Rank chu”ungus iy
give you some ldeas tor creating your own unique and
entertaining tests for your Garou characters (as well as
for their players).

ok Tae €7 Frrlenges

Artaining the status of Fostern or Rank Two means
that a Garou has passed from the position of raw recruit
in the war against the Wyrm to seasoned veteran. Rank
Two Garou have some familiarity with Garou society
and know the narure af the war they have been born to
tight. Challenges for these Garou should pmvin.l-.-: A
moderate level of combat, stress or creative thinkine.
Since most Garou that survive for any length of time
eventually atain Rank Two, these challenges should
test the challenger but should not prove unbeatable,

Sample Rank Twao Challenges

¢ “Acquire” a specitic item hidden by a Rank
Three Ragabash, Thoush a challenge of this natue
comes almose narurally ro Bone Goawers, Glass Woalk-
ers or Shadow Lords may find this a sood test of their
Mew Moons.

* Linin a boon from a minor spirit. This challenge
rests the ability of a Thewrse o communicace wich
Umbral spirits. Ukrena, Wendigo and Silent Striders
frequently employ this type of challenge for their
Crescent Moon members.

® Use reasoned speech o convinee the Garou you
challenge ro admir you o Rank Three. Silver Fangs,
Children of Gaiaand Black Furies plm.:u.: great l._‘lul'lh:-l:ii.‘i
on the power of words, so this type of challenge appeals
to them, This is also suitable for Philodos |.1I.;||11!' tribe,

* Compose a song or story honoring the Garou
you challenge. A challenge of this type tests the abilicy
ot aGalliard to respect hisadversary and is particularly
appropriate for Fianna or Ger of Fenris, though Red
Talons somertimes appreciate a new song honoring one
ol thear own,

* Dieteat an Ahroun of your sept in a formal duel.
Stand vigil ar the caem’s borders for three |.|:=|'3,'_H ard
three nights without falling asleep.

Fonk [ Frve EHaflenger

Garou who reach Rank Three (Adren) rake on
major responsibilities within their sept. These Garou
hald most of the positions of consequence in a sept,
[ulfilling the duries of Warder, Master of the Rite,
Ciatekeeper and other positions. Challenges for this
Fank should weed o individuals who cannor acr
quickly or think on their feet. The future leaders of the
sept and of the ribe come from Rank Three Garow.

O\ . e . . Ao b

st o s v

Mot all Garou should pass their Rank Three Challenge
on the first attempt.

Sample Rank Three Challenges

L ]1."'.||.'|'|.]1."|' ol I-L'llhll ill'l.:llll =l L']l'\ll.."_l' '\.'r'i_[]ll._'lljl_ LISLITLE
words o ask for it (or without imtating them —
charades just won't do!). Ragabash recognize the im-
portance of bady language, gestures and non-verbal
cucs. Hence, this challenge tests the abilities of Mew
Moons. Complete a difficult scavenger hunt in a
specific time limir,

& Create an original and usetul ferish ma specified
amount of tme. In order to accomplish this, a Garou
needs to succeed in locating and binding a spirit,
creating afetish vessel and ensuring thar it serves some
useful purpose.

® Make peace with a lonp-time enemy or bring
about a rruce berween two feuding werewolves. While
best used to test the negoriating skills of o Philodox,
this type of challenge can also panee the abilities of
furure leaders of any tribe.

* Find a little-known past hero of the Garou and
create a tribure to thar individual and perform vour
composition ar an inter-trikbal moor. This challenge
not only tests the skills of the Galliard, it also creares
a sense of solidarity and pride among all Garow,

* Endure a solid beating or taunting from vour
seprmates withour going int frenzy. Warriors need to
show not only strength, bur also discipline; frenzy ar
the wrong tme is a Garou's worst enemy. This chal-
lenge is particularly suicable for Ahroun, who need o
learn thar viclence is not always the answer.

Tnié Fprirr € Frafimans

Rank Four Garou {Athro ) have risen nearly to the
top of the hierarchy. Mighty warriors, renowned
lorekeepers, wise sept leaders, notorious tricksters and
famous judges come from this Bank, Garow who desire
a place in this elite proup need to demonstrare excep-
tional skill and intelligence. Though some Garou may
arrain Rank Four the first time, those who do should
inspire awe in their peers. Rank Four challenges should
he just that — challenges.

Sample Rank Four Challenges

* Find out every aspect of the business plan of an
organization of potential interest to the Garou, with-
aut getting canght, Beat a Lupus-form elder in a
foorrace (likely through a forest or other obstacles)
without shifting out of Homid.

& Unearth a lost treasure of the tribe, Convinee a
spinit to act moa fashion completely opposite wo its
nacure {such as encouraging a fire elemental wgo for
a swim ) without harming the spirit.
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* Take the place of the sept’s Truthcatcher or
Master of the Rite fora month, Convinee a local sereet
gang (or other belligerent group of humans) o partici-
Tate in community service for a month.

® (reate a praise song for a rival and end vour
differences with thar person by honoring her.

® [lescue a Garou caprured by enemies of some
sort, whether Black Spival Dancers, Pentex teams,
Leeches or sorcerers. Bear every other Ahroun in the
sept at wrestling with only five minutes to rest in
between each march.

Rk Five £ Fafengar

The most difficule challense, however, faces the
Rank Four Garou who wishes to rise to the powerful
position of Elder. Elder Garou occupy a place at the
heartof aseptora tribe, These individuals hold the fate
of the Garou Nation in their hands. Their decisions
miide the Garou; their deeds stand as examples for
younger werewolves: their mistakes can cause irrepa-
nable hurt to Gain and the to the Garon, Challenges for
this Rank should test every possible qualiry the chal-
lenger possesses — repardless of auspice.

Sample Rank Five Challenges

* Visit a cacrn of each of the twelve tribes of the
Carou Nation without being noticad, recosmized or
challenged, and bring back proof of each visit. This isa
test of all 4 Bagabash's best skills. [t also serves as & way
fior Carou of any tribe 1o practice stealth and cunning.

s [ocate a lost caemm and convince a torem spirit
to adope it. Redeem, cleanse and rename a powerful
Bane without using Gifts other than Spiric Speech.
Wit the courts of each Planetary Incara, and bring
back a roken of each one's favor.

¢ Find & Garou lost in Harano and reclaim her for
Uaia, Destroy a powertul Wyrme-artifacr by hurling it
e the Abyss.

* Accompany an Elder on her final quest and
mecord her deathsong for the tribe, While this may
seemn simple and unworthy of a Rank Five Challenge,
in reality this rest places the Garou who accompanies
the Elder in a grear deal of danger. Not only must she
witness the Elder’s final slorious battle, she must also
survive it herself and remember what transpired —all
without detracting from the heraism of her subject.

* Lead a proup of Garou against a major Wyrm-
‘greature or other enemy. Defear the creature withoue
Nosing any of your comrades, evenif it means sacrific-
ing yourself. Those who would lead in battle must
know how to win withour uselessly sacrificing others.,
Ueeasionally, this challenge leads to a posthumous
“artainment of Rank Five. Suired for Ahroun, this kind
(uf challenge also tests potential leaders of any tribe.

Coremonszs from e Hears

In a game in which the characters often let therr
Rage dictate their actions, where savagery rules the
day. the less bestial aspects of characters need o play
1 "."i.|'r'||. “_P]l:'. ':._?!'l'r'll"ﬂﬂ'.ll."l':‘- 1.||'|'H_1' H [HF['II_I_“_[ l,"ut l;_'l,,'l[]_]l'!-;-l,'l
miachines quickly become boring caricarures, borh ro
other characters and o themselves. After awhile,
mature players want something more than posturing,
experience points and kick-ass bartles. Obviously,
roleplaying hooks (an odd speech pattern, a tendency
tofall for redhends) help players ficure out the person-
ality of their characters. The Gifts amd rites acharacter
chooses to learn also speak volumes about the
character's personality, outlock and goals and can help
define her role in the pack, sept and chronicle. Many
players (and nor a few Storyrellers) tend ro look on
these as "kewl powers" they have access ro rather than
essential pieces of the characters' existence, however.
It's up o the Storyteller to coax her troupe into secing
their powers in a different light. This is especially true
for rites, which usually require time invested in them
and have few combar applications,

S0 how does the Storyreller encourage making
rites important to the players? By making them a
central focus of the Chronicle. All too often rites are
ignored or take place oftstage and aside from the main
action. In the midst of 1 game, many Storyrellers and
players don't wanr to take rime our to do the “house-
keeping,"” sosomeone who has a rite simply announces
he’s doing it and the troupe moves on to more interest
ing pursuits. And by doing so, they miss some of the
most significant, compelling roleplaying and charac-
ter development in Werewolf.

Rites are the spiritual touchsrones through which
Garou interact with Gaia's creation, the spiries and
ather werewolves. They serve w keep werewolves in
touch with the spirits with whom they enjoy pacts.
Rites also provide Garou with a structured social
interaction. All the members of the pack or sept may
partake of rites, and are in fact expecred todoso. Garou
from other tribes or areas can meet together bound by
comimon rites to a common purpose regardless of orher
differences they might have. Finally, cites are the tools
with which werewolves remain in accord with or
restore balance ro the natural world, their caem, the
Umbra and the spirits as well as piving the Garou a
means for punishing transgressors and acknowledging
accomplishments. Considering how many activities
rites encompass, it would be strange if Storyeellers
couldn’t find great roleplaying hooks in performing
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them. Likewise, it should be easy to look for places
where rires would fit into your storyline and encourage
your players to play out the appropriate rire.

While Garou vsually turn to o ricemaster to lead
their ceremonies and most often involve the sept per-
torming rhe rite at their caen, it 15 possible for a pack wo
enact riresom theirown so long asone of them knows the
rite and the others participate. Some packs even creare
their own persomal versions of nites o help define their
role in Gaia'screation. Stor y‘lrl lers whowant teinvolve
their plavers in creative endeavors to enhance their
roleplayving should encourage them to rake the rives they
know and find specific irems, actions and words or
invoking the rites thar are paricularly significant o
their own pack. You might even want to decrease the
difficuley level of the rite as a reward for their ereativiry
as well as excellent roleplaying. When doing so, the
plavers should consider that rites serve as religious or
spiritual experiences as we
hring abour magical effects.

1 az being invocatioms that

It players seem initially resistant to doing rices, you
could introduce such ceremoniies by having the char-
acters be required to artend and participare in rites
performed at the caern by their sept. If Storytellers
undertake the part of the riremaster and make the
resulting rite rruly interesring, players may hecome
maore willing ro try playing out other rites on their own.
And once they're interesred, your players could learn
torenjoy raking a break from ripetear Crinos torm foe-
bashing o perform the rites that define the more
civilized and spirirual side of werewnlves.

Tazzing 1 LA

Sohow do you generate that mterest! Take it our of
the ordinary. Most plavers (with a few exceptions) rendd
toward being extroverts of one sort or another and
usually enjoy getting to grandstand for a little while or
garneringattention for theircool ideas. Encourage them
in this. While Philodox and Theurges are vypically
considered the most appropriate auspices for becoming
ricemnasters and leading rites, any Garou possessing the
appropriate rite may lead it Thos any pack member can
become the star of the moment. Still, Theurges and
Philodiox are particularly schooled in performing rites as
anexpecred part of their developrent, Making certain
they have scope within the game to use those skills

makes it more likely they will choose to learn more rites
and round out their characters more fully. Tt also gives
them more roleplaying opportunities, something few
players find objectionable.

While you shouldn't push your troupe beyond
boundaries they're unwilling ro cross, many methaods
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exist for encouraging more interaction and creativity
from the players. Some players find it uncomfortable to
experiment with live-action raleplaying and they may
need a little more persuading than others, but the real
key ro pumping up vites is to play them out. We don't
mean you should perform some sort of pseudo-Saranic
ritual complere with smimal sacritice. But lighting some
incense, drawing some symbals in the dirt or eating
something symbaolic of the rite can all help establish the
mood and help players envision the ceremony.

Bringing props appropriate to the rite, drawing a
circle, and lighting candles are all oprions. So are
plaving background music or chanting. Think of ways
to involve the plavers in rhe rites. Do any of rhem
particularly excel atworderaft! That player’s characeer
may he the one to invoke the spirit that powers the rite.
Musically inclined players might want to write their
own accompaniment or play thythmic drom parts.

The main thing is to get your players involved.
While all these methods have been suggested hefore,
they are usually used as background technigues de-
signed to enhance mood. Here, we're recommending
thar you use them as part of the rite irsell. Consider
how effective it could be to hold yvour game outside
around a campfire or think about holding a cleansing
rite i a sweat lodge or pool. Even if you do no more
than consider whar elements might malze for an inrer-
esting rite, then deseribe it to the players, it should
generate more excitement than simply saying, “And
voul do a rite of conteition.”

Flobrodbing withi Hie Spsirits

The pact made at the beginning of their existence
hetween the Garouand the spirits requires the werewolves
toserve them in exchange for the spirits” empowerment
of the Garou's rites, a bargain Gaia®s wartiors have kept
thiroughout time. Thus, rites serve wo link the Garow with
spitits they may call upon for aid and who may, in tum, ask
the Garou for help. Storvtellers whose troupes conduet
many rites (roleplayed or not ), should keep track of what
rites the characters use and how often. Certain types of
spirits acr a5 the wsual conduits berween the Garou and
the mystic energy thar powers different types of rites.
Pacts or septs that repearedly perform a given rite aver
time may come fo realize an affiniry with the spiris thae
empower those rites (ar the Storyeeller's diseretion ). This
could poreneially ervare a situation in which the specific
ritemaster or group amains a lowered difficulty level (Ty
une totwo podntsdepending on the strength af the bond )
when lx'rft W that rite. Tt should a]:_-u_h_mpu:n them up ko
demands from some of the spivits whose sid is given. This
is an often-overlooked source for story material —aspirie
requesting aid from the characters in retum for past




services and continued support. [t also gives the Story-
_tE“E‘-J an interesting supparting cast member to portray
when the Houpe enacts a tite appropriate to that spirit's
domain. Below are some of the most significant rites
associated with spirits in the Garow arsenal. Feel free to
extrapolate and use these suggestions to enhance other
rites not detailed here.

S o Sismmecnsissg

While any Garoo rhar knows the proper rite may
AtEmpt to summaon spirits, it's not always easy todoso,
nor is their cooperation assured when they arrive.
After all, they have their own agenda and aren’t just
hanging around waiting for some cub e snap hisclaws
and whistle up a spirit ro help him out. Granted,
totems and spinits who have a particular interest in
whatever task the Garou wishes them 1o perform
wstially arrive more promptly and evinee less hostiliry
when they come, but even they may be called ar an
mappropriate moment o 4 time when they are busy
elsewhere. As they are required to artend once success-
fully summoned, even the most affable spiric may reace
with something less than joy — especially if the spirit
considers the task the Garou summoned it for 1o be
demeaning, frivolous or particularly dangerous o the
spirit’s continued existence. So oo will they react
mare favorably w a serious, well-thoughr-our sum-
mens to aid in the preservation of Gaia's handiwork.

As the Storyteller, you must place yourself in the
spirit's shoes, so o speak, and judge how well the
characters pedormed their summoning and to what use
they mtend to put your services. Then react appropri-
ately. Although there is aspecific chart given inrhe Rire
uf Summoning's description, feel free to modify it o
reflect the roleplaying thar surrounds the enactment of
the rire, After all, if you hal an important appointment
you'd been awaiting for monrhs (one that could well
determine your future), and some jackass forced you o
miss it in order to demonstrate to his buddies that he
eould make you bring a pizza over to his house, you'd be
prey irate, You'd be even more pissed off if that same
idior then forced you into his basement at gunpointand
chained you up down rhere with the intention of
making you clean his house every week. On the other
hand, if you received wond that a humble and apprecia-
tive student wished ro learn martial arts from you and
iiffered both heartfelr praise and tangible, valuable
tokens of respect to you in return, you'd probably enjoy
the experience and feel honored by the interest. Keep
that in mind when reacting as the summoned spirit.

Whilc spirits may initially be hostile, it should be
passible to change thar through eood roleplaving as
el Characers might offer praise or extremely heart-
el chanks for the spirit’s penerosity in appearing (okay,
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sa they're compelled 1o appear, but they might like the
tlatrery anyway). Or the characters could ask the spirit
what it would like in exchange for its mid. Those who
plan ahead might even stack certain things the Spirits
are known o like and have them on hand as an offering
when the spitit arrives. [f's only courteons since the
Giarou have interrupted whatever the spirit was doing
and often called it into an inimical place w perform
some task the spirit doesn't relish. Be sure no demand
such trearment when plaving o hostile spirit if necessary
tor get your troupe thinking along the right lines.

From this, it's easy to see how important it s for
vou as the Storyteller to set the tone by playing the
E]J'IIIH tir the hilt, [_H-l’:ll'l'l.l.‘ Ilhlllglu.li O dcun_u this are
given in Chaprer Two.) In like manner, you should
CRoourage the l?l':]‘f{"f.\ to have their characrers Lig_-\;u]up
stratepies for attracring the spirits they need o sum-
mon. [iscovering an item, scent, intricate drawing,
dance, series of praises, color or other element thar
cach spirit finds atractive and L:nnim‘”llm may even
serve as the focus of astaryline leading up to the rire.
Encourage your plavers to think symbolically; a fire
elemental might appreciate it if its summoner wore a
gold clasp shaped like asalamander, while a pain-spirit
might appreciate the summening circle being drawn
by a hlade, or in its summoner's Blood. Whatever else
they do, the characters should at least plan our the
ceremony they intend ro perform to summon the spirir
and the players should present it ta you before making
polls tor success. Obwviously, the more powerful the
spirit to be called, the more elements are necessary and
the greater the amount of time spent either in perform-
Mg MCTICHATE STEPs O lﬂ.ms-:cw:.hnm the spirit’s |u.-|||_
Rt of St Msalning

Iy maryy weavs, this rite should emulare that of Spiric
Summoning in terms of player participarion as they
share a similar purpose. However, as this rite specifically
calls for performing a thythmic piece on some sort of
instrument, that should be the primary focus used in the
rite, You might consider actually providing a drum or
other percussion instruments for the players o use.
Maracas, tambourines or éven two sticks or lids of pats
to clack together might serve for this purpose. There's
something mnately primitiveand exciting abour pound-
ing out thythms, especially ones thar grow in intensity
or speed when performed. Adding other instruments
{according to the players’ ralents) can add the dimen-
ston of melody. In essence. you're miaking an alarming
noise o awaken the spirit just as your alarm clock
summons you from .ﬂl-.'nrp or a siren alerts VUL L G
emergeney immore mundane circumstances, i yourhave
the room and the m wipe is inclined w do so, pacing oo
the dance around the instrumentalist(s) and howling or
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arowling as appropriare can also ger the hlood moving
and give greater scope to roleplaying the rite, OF course,
nosy neighbors may call the nuthouse or the exorcise in
their ipnorance, so keep it discreet.

Apain, as Sroryeeller, it's vour job to enact the
personality of the spirit that has been awakened. [t's
vour unigue challenge o try to impart a recopnizable
Erait or twio to inanimarce objocts your troupe wants
awaken. In the acrual rite description, awakening a
VR bus s mentioned. So, how do you play a bus
anyway ! s it even necessary for you ta! The object will
appear in the Umbra, true, but remain stationary
unless used in the physical world. So, let's say someone
drives the bus in the physical world and you as the bus
spirit move through the Umbral landscape. Do you
need to make bus sounds! How about giving our the
impression of straining o ger up hills many V'Ws
experience! While rhis can be fun and entertaining to
both Storvrellers and plavers, you need o ask yourself
if going that far defeats the mood you're trying toser in
your gimne., Gasping as if releasing the bus” exhaost may
cause more laughter than appreciation of your
rodeplaying expertise. On the other hand, plaving a
weapon used repeatedly to give death in the physical
world asan ageressive, bloodrhirsty and conscienceless
entity can send chills up vour plavers' spines it done
correctly. And it might make them stop a moment or
two and consider exactly whar it is they're trying to
awaken and why — especially since awakening a spirit
does not grant any control over i,

Sanctification is the name given to the pracrice of
awakening plant-spirits. As most plant-spirits are be-
nevolent, you shouldn't have to enact any seriously
hostile spirits. Such spirits give of their powers as if they
were talens, granting one use of their particular abilides.
Each plant granes a different ability. Some of the most
common plants and herbs are decailed below, but Svory-
rellers should feel free o create their own at need. The
sugpested persomality traics consist of an opinion con-
cerning theirsnitability. If youdon't like the personality
piven, simply change ie. It's your pame. The most often
awikened plants are those with medicinal qualities.

* Basil

MNoted for its use in cooking {(especially in pesto),
basil becomes a potent magical herb when sancrified. It
grants cither of two useés: The first use is in corhing the
eftects of poisons inflicted by vermin such as snake or
insect bites or stings, removing the toxin from the
victinn, The second uge involves mixing the sancrified
herb with hoeses” dung, This producesa horde of magical
scorpions, which have a game effect similar to the Bone
Cinawer Gift: Infest (although rather less potent). Last

A Note Venird Elome

Some of the gome effects suegested as powers for
Awakened plants might seem a little powerul, al-
leswing a riternaster to pull off tricks thar would be
difficult to accomplish with Gifts. However, remetn-
ber that you have an inordinate amount of control
over the Rire of Spirit Awakening — vou ser the
power level of the awakened spiri, to say nothing of
its willingness to use its powers for the Garou in
question. Don't worry too much abour the power
levels involved; ifyour players seem to be gaining roo
much tor too lictle effort, it's an easy thine o stant
having the spirits become a licle less effective, par-
ticularly if some of the characters possess high Rape.
Flant-spirits have a history of preferring low-Rage
Giarou to those with more supermatural anger, some-
thing that works very well against the more fervent
characrers in a group. And above all, remember that
you wan o rewsard them for participaring in rires —
after all, by so doing, they're drawing nearer to what
it means to be Garow,

scorpions overrunning obnoxious villsing can easily
ensue. But how should you act when portraying awak-
erved basil? (Even asking the question sounds a litdle
weird. ) Since it can grant both poison immunity and
create poisonous arachnids depending onchow it's used,
basil might be a very ambivalent personality {and per-
haps a litcle vain abour is growing popularicy with
chefs). And if the plavers decide their characrers should
also awalken the horse dung, you're on your own.

* Catmint

Acknowledped asa means ro bring on late menses,
catmint has raditionally been used for birth control
{not always terribly successtully). Ie also has a strong
atrraction for cars, hence the name. When awakened,
this second power is substantially broadened, making
it irresistible to felines. Feline creatures, including
Basrer or feline femort, must make a Willpower roll o
avod falling prey to the herb’s lure, The number of
successes they achieve equals the number of actions
they can take before being rendered harmless (due o
rolling, licking, eating the catmint, purring and strik-
ing silly, drugeed poses as a resule of ingesting ic). The
difficuley of the roll equals the Gnosis of the plant. So
how do you play carmine? Ar the risk of sounding
facetious, the mint part sugpests being fresh, while the
orher calls for... a more carry mindser,

= Foxglove

Foxglove grows wild or may be cultivaced in gar-
dens. Its hest known use is to produce digitalis, a drog
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used in treating heart disense. [ts lesser-known propet-
ties as a sanctified magical flower invalve protecting
apainst faerie magic (adding two ta the difficulty roll of
any faerie spell or supernatural power used against the
wearer), [ts spitit might appear very calming and
down-to-sarth to reflect its properties.
* Peyore
Asacred plant ro many MNative Americans, peyore
isa cactus found in the Southwest. Protrusions on the
planr, called burtons, are chewed or hoiled into a tea
and dnunk. Inits mundane use, peyote has a hallucina-
oy effect. It's awakened version is considerably more
powerful, Few Theurpes beyond those of the Ukrena or
Wendigo know the rite to awaken peyote; perhaps a
maad thing since few beyond those two tribes tend to
use it wisely. They tend to use it even without sancti-
fing to promote vision quests and dream walks,
Sancrified pevore las several uses. First, it allows
sumenne who ingests it to step into the Umbra (with-
out tolling or effort involved) and remain there for a
number of hours equal to his Gnosis. Additionally, the
infusion creared by boiling allows someone who s
detameed to lorore his Deranpement, again for as many
hours 2 she has Gnosis. Finally, someone who drinks
the tea may achieve restful sleep, ignoring distur-
bances until awakening refreshed. Peyote should be
plaved as quite mystical, somewhar difficult wo follow
andalittle spacey. Lying undernearh thistrippy fagade,
biswever, should be hard-won, visionary wisdom.

* Woundwore

Also known as plantain, this plant provides pow-
-erful healing when awakened. When used asapoultice
o brewed into a tincrure, it heals all damage taken or
disease inflicred from frenzied combat or spirit travels.
The sanctified plant heals as many levels (including
apgravared damage) as it has Gnosis per use. Only one
auch poultice can be used in any twenty-four hour
period, however, Taken asa tincture, woundwort heals
Antemal injuries. For each dose ingested, one Wyrm-
inflicted ill can be healed. Thus if a Garou had eaten
ainted mear and ken two health levels of damage
from it, one level could be healed by drinking the
woundwort rincture. Woundwort should mose prob-
ably be porrrayed as a caring, nurturing healer eager to
“erase damage taken in bartle.
* Yaupon
Found in the lowlands of the Southenst (as far west
s Texas), Yaupon's leaves provide its power. To he
awakened, the leaves must be browned inoan oven or
over a fire, then boiled in water. This creates a birter,
black brew thar allows its drinker ro ignore farigue forup
Swaday per dose, performing tasks without sleep and ar
o penalties for the lack thereof. Narurally, pushing

onesell so hard eventually takes its toll (three days
should be the absolute limit) and the imbiber must sleep
out ber fatigue to the number of hours she “horrowed ™
The brew imparts no immunity from needing roeat and
imbibe fluids, nor does it give any abnormal strength
beyond the drinker’s own narural amount.

Yaupon i1salso used in divination. A Theurge who
drinks the brew can see any Wyrm taint on his own
soul and the souls of any athers who share the cup with
her. Thus, it 15 also used to unmask enemies wirhin
their midse or sepr members who may be straying too
close to the Wyrm’s grasp. Yaupon might appear to he
breesy and conflident as it impares so much encray, yer
also insivhuiul.

Obviously, there are far more than these few
plants and herbs to choose from. Feel free to consult
herbal sources or books on plant mythaole wry and lore to
help you develop special properties and personaliries
torthese spirits. Keep in mind that no one plant should
he an automaric cure-all or solve the characters' prob-
lems with aquick fix. Youmighr also consider wherhes
these spirits ask anything in return from the characrers
that make use of them. Who knows whar planes might
need? Fertilization! Cross-pollination? Weeding? Per-
haps they simply want the characrers to take curting:
from them and start new growths elsewhere to assure
their continued survival. Try to envision whar each
might request in exchange for its far from insignificant
aidd. Then roleplay the bargaiming. And remember,
scent, pose or color, placement in the sun or shade or
any other weird plant-cenrric element might help or
Eilm]r'.l' COMMUINICATION. F ‘I;I'I."l._‘ !-un!

D of o Tt

As wirh the Rite of Summoning, Garou utilizing
the Rite of the Fetish must once again force, flatrer,
bribe or cajole spirits into aiding them. Rarher than
asking for a one-time effort, however, this rire creates
a permanent magical object imbuoed with a spirit. This
means, of course, that the spirit must give up s
freedom in order to enter into a material item, While
some ultra-penercus spirics might readily aoree o such
a plan, most are less than thrilled by the prospect. As
thisis the case, Storyrellers should ask their players just
how well they are preparing said object. Unless the
itemn is reverently cleaned and cleansed as detailed in
the description of the rite, any spirit asked to enter it
should automatically refuse. Afver all, this is poing w
be that spirit’s home for the foreseeable future (which
could encompass centuries); it certainly doesn't wani
dirty dishes in the sink and erime in the bathrlb!

Your jubhegins once the characters have made the
item suitable for habitation. You shoald really malke
them work for this one. Playing a spirit being asked o
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semi-permanently enter a prison and work for the
jailer in perpetuity can be a real challenge. You
have to argue your own point of view, even fight
to maintain your (reedom if vou're being coerced
intor this, but you mose also be willing ta be
swayed by pood enough arguments or impas-
sioned pleas to serve Giaia's chosen, if thar's whar
1|'.1.' -i]‘iI'IT would evenrually do. As :1'&1-'\&','-“ |;'u VAT
ever, there l‘lllj_'|'1[ need to be a !'In_t:;,'li!lﬁ_' SEES10T
wherein vou as the spirit make known your de-
mands and conditions under which vou'll apree
to become a ferish. Whether spirits have a large
cnough scope of inrerest o allow for counter
otfers remains in your hands. Play it as you see it.

Dion't think thar after vou've given in (or
been beaten into submission) Yo hiave no more
personality and become merely an object to he
used ar the characters’ whim, Fetishes should be
L n'.lh‘:l Lo b LI e LTRSS and -lu:_{hr_ L0 iuu-'<:
URIGUE properies (“.".u!'ﬁ'iht'. 1|'1|.:1,' Ei,:nq: 1_|:‘u.:i.1‘
mystic aura and became just another toal like a
wrench or a broom. Further, players usually enjoy
having somerhing rruly different rather than just
1 bl fetish like any other. S0 why not have
1 fetish that pompously offers advice on how
best use it just when an elder Garou happens by
or pontificates concerning combat strategics at
the most inopportune times? NMaturally, if vou
bedevil the characters with such behavior, you'd
better make sure the fetish g useful enoueh thar
they can't bear 1o just chuck it away, Remember
also {and remind the players ar need) thar the
pact the Garou hold with the spirits requires
them to always trear a fetish with honot border-
INE O revernence,

Some Garou bind unwilling spirits o fe-
tishes, which almost always results inoa fetish thar
is difficulr and rebellious. Ar their discrecion,
Storytellers might portray these ferish spirits as
uncooperative ar the most crucial times or have
them make demands the characters are loathe w
grant in order to funcrion properly, Though the
Garou consider such ferishes cursed, the pact still
requires thar they show honor o the spirit inside
such an object. IFs somewhat ironic {and this may
be plaved upon) that forcing 2 spirit into a ferish
permanently against its will can hardly be consid-
ered honoring it. If your troupe’s characters insist
il 1|.'l[|'|'rr a0, ':,'I'I“ "l‘ll.'l”lli eXact a l‘”:‘:'l'l."':; l"'ril._'l..,' Ill'l\l
mike certain they doit only out of extreme need

and sincere desperation in order to serve Ga
i ;

cause. [f they're making the fetish jusr to Acquine

W |IZ|‘.|L'I' -.'-.'u.nl | ELY I.::-r ||:'||_‘]|_'|n:q_'|'u,'|_-.l., [,1|;u'|1|_|: .;tl__:i[']"u.'i._-
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what they ger when a horde of spiries allied to the one
they're harassing turn up w beleaguer the upstarts who
are standing a hair’s breadth from breaking the time-
homored pact. This action would spell disaster for all
Garou everywhere so make sure the players realize the
severity of whar they're domg,

Although almost all spirits who inhahit ferishes
are Giafflings, what happens when they aren’t! Imag-
ine, for example, the chaos that could erupt through
some yahoo somehow managing to bind a totem spiric
into a ferish. Would that fetish them take on all the
pawers of the torem! Would a pack or sept dedicared
to that totem Jose its connection and powers until the
spirit was freed! And just what might happen in the
vicinity of the ferish as the rorem spirit becomes
increasingly hostile the longer it is pent up! Could the
totem summaon lesser spirits or Garou dedicated to it to
aid in its escape! Would its particular job g6 undone
while it was caprive? This could become the hasis for
an entite chronicle culminaring in a showdown with
the owner(s) of the fetish and the pack derermined o
rescue their totem, And if a torem spirvit might cause
difficulties, how about somerhing even mare powerful,
such a5 an Incarna or Celestine! These prear beings
might cause untold deseruction (assuming somecne
was powerful, persuasive or tricky enough to force
them into rhe thing in the first place ).

As terishes are rare and treasured items, they aren't
just found lying around wairing to be picked up. Hyour
game isn't brimming with potent fetishesspilling from
every penerous elder's packers, or falling by the
bucketload from every defeated foe, sooner or laterone
ar mare players will wane to ereate their own. Obwi-
ously, they can or we wouldn't be having this discus-
sion, but how do you judge how to determine the
Ginosis level of the item the player plans to ereate ' The
fetishes detailed in second edition Werewolf all have
# Gnosis rating somewhere between five and eight,
with most having a rating of 6. Each fetish usually does
otly ene specific thing (with the notable exception of
grand klaives). As Gnosisis literally the life force of the
SpiTit bound ino the feash, the more puu-‘ul'i-ul the
spirit, the greater the Gnosis level of the item. In
general, if the fetish is intended for protective or
defensive purposes or for general usefulness (such as
the Spirit Tracer) Gnosis should be five or six. Those
that disguise Garou or hide them from scruriny as well
a5 basic weaponry {such as klaives) call for a Gnosis
rating of six w0 seven, depending on usefulness and
rarity. Many Guarou have klaives, for example, but few
hirve Phoebe’s Veil, making the veil of higher Gnosis
due toits ravicy. Fetishes that are extremely rare, affect
more than one opponent in an agpressive manner or
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hold more than one power might rate a seven or even
an eight. Addirionally, if a grearer spirit is bound into
a fetish, the Gnosis level ought to rise appreciably.
Then again, if you allow your player’s characters 1o
bind such powerful spirits into fetishes, vou'd berrer be
prepared roplay out the ensuing weirdness with all the
Cinosis at your dispasal.

Asfor the level of the fetish itself, this st guute as
necessary, as the plaver needn’t spend Backeround

points on a fetish gained in play. However, what if you
like rhe ferish so much you want to make it available
to later characters? Or if yvou'd like to create VOWIT OV
fetishes, but are unsure as o what level they should be?
Although far from scientific, the following advice may
be of some help:

Level One: Useful, A ferish with a Prower that is
usetul, but not overpowenng, in a specific situation.

Level Two: Reliable. A fetish that is potent in
limited situations, or generally helplul much of the
time; also, a fetish weapon o more useful than a
werewolf's claws.

Level Three: Potent. A ferish weapon with o
minor hlessing, ar a ferish reliably useful in dangerous
situations.

Level Four: Powertul. A ferish weapon with a
secondary power that is cither consistent (such s a
klaive dealing silver damage) or powerful and requir-
e activation, ﬂ'm. a ferish wich a very useful RIS

Level Five: Legendary. A fetish weapon with
multiple powers, or a ferish that is exceptionally pow-
erful or versatile. Most fetishes of this level are grear
treasures, and much honor is artached ro them.

Level Six: Bevond legendary. Fetishes with pow-
ers beyond thar of mortals. One-of-a-kind artifacts
worthy of the greatest heroes thar ever lived.

T of tha Titomn

In many troupes, the Storyteller and players con-
sule to derermine which rorem the pack wants. Some-
times they try o figure out which seems most appropri-
ate 1o the tribes or personalities of the paclk, At other
times players just want whatever rorem is stroneest or
gives them the mose advantages. In afew cases, players
choose based on whether it seems “cool” mather than
“too fairytale” or even choose a tatem rthat won't
require oo much work from them to remain in the
spirit's good graces. Depending on what you and your
players want from the game, these are all valid reasons
for chocsing a particular rorem. [t's usually preferable
te have a totem the characrers feel comfortable with
and one they feel they can serve wirhout having to
bend their characrers' personalities to fit.
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The acrual rite calls for a pack to anoint their eves
with a holy subsrance in order to grant them the
magical sight to find the trail of the spirit to whom they
wish todedicare themselves, While i calls for mugwort
or tohacen or some similar substance, creative Story-
tellers might have their troupes search for a particular
herb associated with or attractive to the specific spirit
and use it instead. At the Storyteller's discretion
{depending on how hard it 15 to acquire this informa-
tion or the rarity of the substance) using this element
in the rite could make the spirit in guestion become
herrer disposed toward the pack, accepting them mare
readily as its children. Narurally, even using special
ingredients s no substitute for good roleplaying. Mem-
bers of the pack should still be required to present their
case to the torem through both speech and actions.

While the rite may require the characters to under-
takee sorme sort of LUILSE IO prove their worth o the SpTiL,
the Storyteller could help the pack improvetheirchances
of being assigned an easier task or needing no special
assignment at all by wowing the spirit on firse meeting.

Howe! By doing their homework. Which spiric are
they seeking!? Is it a totem of respect or war! Custom
designing their approach to ipress the spirie with their
maturity, prowess or whatever the spirit stands for
should be rewarded. By arriving on the scene with
appropriate gifts, proof of their skills or of successful
hunits, bartles and what have you, the pack can prove ro
the sparit that they are both worthy and serious and thae
they have a lor to offer the spinc in rerurn for s
patronage. O course, its your job as Storyteller to pIﬂ‘,.’
any spirits the pack might have encountered before with
such skill thar the players will realize the gravity of
asking for a totem's favor, When they actually meet, vou
must also play up the totem's majestic presence so the
characters feel as thoupeh they've received agreat honoe
m allying with it. Torems should embody the principals
of Respecr, War, Wisdom or Cunning and should re-
quire those whom it adopts as its children 1o behave in
a similar fashion. It's up e yow as the Storvteller o
portray the spirit in such a fashion thar the players (and
their characters) aren't confused by ic. A pack member
showing his wisdom in defeating an enemy without the
need for combar to o totem of war should receive Livele
o nointerest from the spirit. Those Garou who ap-
proach a totem of war after having won aditficult battle
rhrough korh good tactical decisions and personal brav-
ery, however, ought w be Hamered by the amount of
attention the spurit lavishes on them.

Sowhar happens when the players don't really
know which spirit they cught ro choose as their torem
or when you want o introduce a spirit into the pame
thi is appropriate o your setting, but not detailed in
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the main rulebook? The rite calls for the characters tw
be able to track specific spoor and distinguish it from
any other. In this case, though, the characters don't
liave a clue what they're looking for. In such cases i
falls even more to the Storyteller to point your troupe
in the proper direction. Since they don't know what
they're secking, vou need to have an entire adventure
in the Umbra ready for the characrers. Racher chan
following a specific trail, the substance rubbed incoe
their eyes should let them see the area of most need,
leading them in the dircction they need w go
perform great deeds that will attract the spirit you've
chosen for them. Altemarively, you could present the
rroupe with several choices and note which one they
feel is most important, then vse thar as a puide for
selecting which spirir offers its patronage. Finally, you
might have their sepe assign the pack a rask in the
Umbra culminating with a rite to acquire a totem for
themselves. You could have an interesting session
invalving several spirits that evince interest, whoeach
offer the pack their nod in return for completing the
quest. Playimg each spinic presents quite a roleplaying
challenge for Storyellers, especially if you really wane
the pack to choose one totem over another. Actually
having the various totems played out for them, how-
ever, may be instrumental in helping the characters
choose the one they feel besr suits them.

Brcomipg Cearow:
T e Rfe of Ferage

Mo eub is accepred as a rrue Garou unril she
undergoes herrite of passage, Although the cub’s tribe
isn't established either until this seminal rire is per-
tormed, it"s pretty obvious which tribe most cubs
helong with. These thatare borm to a Garou parent of
Silver Fang stock could hardly be considered a Child of
Gaiaor Ulcrena, In like manner, most eribes keep rrack
of their Kinfolk whenever possible and perform a
Baprism of Fire on newborns if they are Garou. This
tnatks such children with a spiritual brand, the picto-
gram that identifies the child’s tribe. It sn't that
difficult then, to design a rite of passage to incorporate
elements that are important to the cub's tribe-to-be.
While the tribe may not yet acknowledge that the cub
15 part of their society, they usually don’t deny that the
cub's penesis lies within their own tibe. A nocable
exceprion exists with the Black Furies, who do not
accept male cubs.

s up 1o the Storyreller to devise o troe ite of
passepe for the characrers thi will eese chen and prove
their honor, wisdom and courage to the tmbe so they
may gain acceptance. As when dealing with spirits,
there is little point in sending an Uktena pack into a
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heac-on confrontation with Wyrm creatures. The eribe
won't honor them for it and may even wonder if they
truly belong elsewhere. A quest to uncover secret knowl-
edge puarded by Wyrm creatures that must be defeared,
hypassed arrricked into surrendering their secrets, how-
ever, s imminently suitable and can gain the characrers
instant respect for successfully completing it Playing
'!hf elders that send the cubs off o r_nmplg te cheir rice of
passage requires Storytellers w assume roles thar impress
upon the cubs just how serious — and deadly — rites of
passage are supposed to be. After all, if they cannon
complere a difficult, but not impossible quest, they
hardly deserve a place within the tribe.

But what occurs when the cub’s parentape is noe
known ! Kinfolk may move around, a Kin-Ferch sent ra
watch ever the baby may falter in irs duries or some-
thing else could happen to leave the newly changed
werewolf as a lost cub. [n this case, the rite of passage
becomes the best means for discovering what tribe the
cub actually belongs with. The tribe rhar performs the
rite will not necessarily end up with a new member.
The rite may prove that the cub is destined for some
ather tribe entirely. Depending on relations berween
the two tnibes, the one giving the rite mighr demand
that the cub foreswear her natural tribe and join theirs
instead or might assist the cub in locating and joining
the tribe to which she actually belongs.

scentofthe True Farmcan tell that a young werewolf
is unquestionably Garou, but it does not convey a sense
ol “tibe”; only genealagy and research can provide rhar.

: Broed goes a long way as well.) Tribe isa marer of

tance; birth is nor always proof of one's worthiness,
Indecd, & male bom 1o the Black Furics might prove
during his rie of passage thar he has the grearest affinity
fﬂrﬂ‘ﬁﬂ Get of Fenris and their Lrﬂ-_'v;_! hut rm;:}ﬂ not be
offered a place within their ranks. He would then have to
apply eliewhere and take wharever tribe accords him
welcome. While this s a rariey, it's surprising how many
players wanr their characters to be mysterious and vm-
lenower, 1o have secrers the other charmcters don’t know
about them. As the Storyreller, you need to accommo-
date that and not give anything away tothe otherplavers,
vet &ill create @ rite of passage that will identify the
thuracrer's tribe (ar least to that character's player) so he
may teceive the Gifts he should have, [ithe player herself
8 unsure whar tribe she wants her character to have, you
need to warch how she deals with the challenges of the
rite you've set up and make your best puess based on her
actions and words which mibe is the best fie, If the player
isunhappy, ask her romake achoice for herselfand creare
sifuations appropriate to the tribe.

Sometimes, no matter what you do, characters
simply refuse o fit into a tribal stereorype. This is fine!

SRRSO\ -

Each tribe is a diverse community, not an inbred pack
of clones. Some of the best roleplaying opportunicies
arise from uncomfortable juxtapositions, such as an
Amish cub bom to the heritage of Get of Fenris
Ahroun — o be SLITHE, the love of I'-,m]]l‘!_' i5 there, but
sparks will surely fly as the cub’s philosophy of non-
violence runs headlong into the Fenrir's warlike ways.
Naive Shadow Lords and apparently ultra-sane Silver
Fangs also provide endless fuel for story fodder. Just
make certain the Rite of Passage reflects whar the cub
has been up until now, challenges them physically,
socially and mentally, and gives them a good glimpse
of what they can expect from the future. If vou do so,
you can't go far wrong, even if your potential Black
Fury turns out to be a sweet rempered Child of Gaia,
Seasonaf T Fibe) K

Al Giarou perform ar least some seasonal rites to
homor Gain and mark the turning of the year. All the
tribes know these great rites {though each eribe placesits
owtl stamp on the performance of them). Every Garou
wha can attend such rites is encouraeed ro do so, Yo,
a8 Storyeeller, can maximize these rites in vour plavers'
minds by making them truly elaborate afairs where
Renown can be won or lost for their knowledee and
]'l'El'fDTI'DEIﬂI'_‘E' ot their lack thereol, No Garou in his r|§_-|1|
miind should distupt the seasonal rives unless failing o
do so would E}ring down \ll:.tifrui:tiﬂl'k on the entire sepL.
By making these rites so important to your players
characters, you can also encourage them to perform
some of the seasonal tribal rites each wibe ohserves, [1's
especially fun to convince a mixed pack or sepr thar all
their tribes’ seasonal riees should be observed by every-
one (pack or sept) and see the fall-our as a member of
one tribe attempts to understand why his pack or
septmare's tribe would even bother celebrating in such
a manner. Though these rites first appeared in the
original Storytellers Handbook, they have been siream-
lmesand reworked for inclusion here. Storveel lersshould
feel free to create their own seasonal rites as some packs
and septs may observe such rites as often as once per
month. Obwiously, these rites are performed omly ar the
appropriate times of vear they were designed o cel-
ebrate. Only a few seasonal rites are presented here for
lack of space, but many others exist or can be created
especially for a single tribe, sept or pack.

* The Mysteries (Level Three)

Performed by the Black Furies at the time of the
first new moon afrer the Winter Solstice (December
20, 21 or 22), the Mysterieshark back to ancient times,
Greek females would garher o celebrate the mysteries
assoctated with the female sex: birth, death, renewal
and questioning of their place in the ongomg cyeles of
life. The Furies meer within caves, often with trees
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atop the tor that houses them, during this dark of the
moon. | hase too old for childbearing unwind hlack
string and tie it toa rock or tree. Those who have borne
children use red string, while those whoare stll virgin
urilize whire string, symbolizing the threefold aspect of
the goddess as maid, mother and crone. The ritemaster
shares a tale of agrear heroine who has walked a parh
through darkness to knowledge and the Furies dance,
intertwining their stings Into a pattern, then share a
cup of blood and wine. The rite ends at dawn.

® Superbow]l Sunday (Level Two)

Everyvearon Supertbowl Sunday (in January) Ameri-
can Bone Gnawers gather to listen to or watch the pame.
Bone Gnawers inother areas of the world perdorm similar
rites for World Cup soccer matches and rhe like; in a
World Cupvear, the Grawers may be pedforming this rite
for weeks. During the pre-game show, all who are garh-
ered rell each other what they think the sept ought to do
pust-game, such as help our someone who is down on his
luck, rescue people from abusive spouses, check up on
their Kinfolk or hune down Wy creatures. Other
suggestions might also be rendered, The ricemaster passes
aroumcd an old hat and ecach Bone Gnawer theows in
samething he considers valuable (a CD, an old warch,
even an Indian head penny), then predices which ream
will win and by how many poinrs. Mo one can predict the
SHITIC BCOTE S E"l"Pll'::lf FLHEESCS (0 -:::'lﬂ i Asthe har passes,
ithecomes a remporary fetish, Womn by the winner, iracts
to point that Garou in the exact direction she needs to go
to nccomplish what she carlier stated she wanted the
group todo. The rite ends ar dawn or whenever the gual
of the winner is accomplished. For this reason, no Bone
Cimawer ever tries tosay they want ro do something post-
game that will take more than one night.

* Memorial Day

While American Glass Walkers enact this rite on
Memarial Day, others world-wide do so on days their
own countries desisnate as 2 time to hanor their dead.
Betore dawn, Glass Walkers gather on rooftops, in
office hllﬂdillgs or even within parks and gricve for
their fallen comrades and ancestors, The rite honors
those who have fallen in Gaia's service or in an
attempt to gather new technological information or
devices. As dawn breaks the riremaster calls the Glass
Walkers into their Hall of Honor, a special room or
area where the names ind deeds of the homored dead
are written. New additions are made 1o the rolls w
honor new martyrs and the ritemaster summons a City
Spirit toguard and procect the room for avear in recurn
tor a single favor from the Garouw.

* Rite of the Impergium

Red Talons hold the Rite of the lmpergium on
June 28, one week after the Summer Solstice. On this

night, they gather and howl the Song of the [mpergiumn,
which rells the history of this onee-sacred duty and the
subsequent decision among Garou tostop enforcing its
dicrares. Thishowl isso ullttura' anc ¢1r:|'ih'j'~.'|_*l}' chi “ing
that anyone not af the Bed Talons tribe inevitably
flees is sound. Humans who hear it may try ta run, but
rarely escape the Talons' sweep when they disperse
outward, culling whatever humans cross their path for
this one night. While entire towns are notsubjected to
it, lone rravelers, proups camping, ranches and rest
stops hecome their targets if wirhin the Talons' terri-
tory. The werewolves continue their rerrifying song as
they slaughter those caught within their bounds, reit-
erating that this is a sacred trust they should be per-
torming and lamenring that they no longer serve Gaia
in this fashion. At dawn, the Red Talons return o
their rerritories far from human habitations, leaving
chacs and terror in their wake.

Tlie Boatf oy

Ciaia wears many masks. Or, rather, Gaia has many
laces, each o true manifescaton, simply nor the entire
truth. Inthe eastermn half of the world's largest condnent
and in the oceanic realms surrounding ir, the Changing
Breeds deal with each other and with the world sround
them very differently than they do in Europe and the
Admneticas, This section summarizes how the Asian
shapechangers live. For a grear many more derails, see
Hengeyvokaiand A World of Rage. Thisis an introduc-
tion for those whodon't want ro immerse themselves in
the full complexity of the situation just now, and an
update in light of recent developments like the Srargaz-
ers’ departure from the Garou Nation.

F
Hirfory

Ohriginally, according to the myths of all the Chang-
ing Breeds, the various shapeshifting races existed har-
moniously. Gaia, whom the hengevokar (shapeshifters)
often refer to as the Emerald Mother, gave each kind of

o Hie Adidielle Komgom

The rerm "Middle Kingdom™ reters to an area
of shared spiritual influence. China sits ar the
center, providineg the oldest traditions and the
greatest population. From there, the kingdom of
.i‘l"_ .".il.llll t'.‘(Fr’:'ll]:-l [ |n|.._||_ﬁ_||.: J:Il"lilll.‘ Klﬂf{'il.l |,'|_'|_I_"
FPhilippines and other islands of the Pacific and
E‘;I.'ILll'l'lL'.l!-'-r .'I{"lﬁ-iri. Tl“lt’lt’lh [ Hpﬂ"lk.ll'lrlll 124 Lk I iC |l|_‘ '!," H"LJ
in some cases outtight conflice along various bor-
derlands in the north (Siberia ond easrern Russia),
west (the central Asian republics and nomadic
territories) and southwest (India).
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shapeshifter a particular role to play, Unfortunarely, the
various kinds fell inro quarrels and then inro war.

In the lands of eastern Asia, the Middle Kingdom,
this wat did nor hecome the roral carastraphe known
as the War of Rage. Changers did fighr each other,
pften bloodily, but no single kind drove another to
extinetion, and through icall the kinds rerained some
gommaon purpose. The Beast Courrs of the Emerald
Muother were, and are, literal courts, formal gatherings
of the elders of each kind with authority to give orders
are dispense justice. While the Courts have some-
times heen greatly strained and in some places cease
werking for a while, there is 4 more or less continucus
tradition of governance in the midst of chaos.

The Beast Courts' sages present a much more
complex view of history than their Western counter-
parts. The prevailing view among supernatural deni-
zens of the Middle Kingdam fearures a grear Wheel of
the Ages. [t begins with the consummate perfection of
the First Age and progressive descent into decadence,
confusion and woe, Some stories say that the world
sellchanged shape in the catastrophes that ended the
Second Age, though nobody can say for sure. The
world now stands poised on the brink of the Sixth Age,
the era of greatest darkness. Old lore says that the
wheel will continue to turn, into a Seventh Age of
somewhat better conditions all the way back up ro a
Twelfth Ape of restored perfection. [t's hard for most
hengesokal t believe that now, and many fear that
history will grind to a halr with the Sixth Age. There
may be endless misery or simple annihilation ahead,
depending on who tells the tale, but hope is scarce.

The Wheel of the Ages sn't just a mateer of
mterpretation. Elders of the Beast Courts can docu-
ment specific changes in their relations with the spiri
world, the operation of familiar Gifts and even their
ability to deaw on the Rage within themselves. When
R ape gives way to the next, it matters in practical,
tangible ways, ar least to changers attuned to the
conditions of the Middle Kingdom.

Comt Fimndamentals
% L’%f}

One of the most obvious differences berween the
Middle Kingdom and clsewhere is the relations berween
the shereor supermatural races. Some membersof each race
keep 1o their own kind and follow a system of rank and
renown like char described in Werewold, the various Breed
books and other source material. Most band together
apeoss Breed lines, as described in more detail below.

Things are far from smooth in inter-Breed rela-
‘tions: Every Breed has its own history, its grudges and
jealosies. The bond of shared navure competes with

A or Etergnibicre

Wery few individuals have the connections and
inclination ro pursue detailed comparisons berween
the historical accounts provided by various super-
narural eommuniries. In particular, anyone who
knows the lore of the Beast Coures thoroughly 1s
unlikely to be much good ar coaxing informarion
ot of suspicious western Theorges, let alone out of
Maokolé and other observers. There's no stock
Werewoll answer as to whether and to what degree
the chanees created by changing ages of history
affected the world outside the Middle Kingdom.
Wharever answer you sertle on for a chronicle, if in
fact the question seems to need answering, should

=1

e hard to uneover and even harder to venity,

the bands of community. The Courts host politicking
of all kinds from subtle intrigue to overt violence. It's
just that the honds of community have yet to become
as irrevocably shattered as they were in the Wes

The Beast Courts also deal with other sorts of shen
beyond the ranks of shapeshifrers. The most numerous
arud influendal of these are the Kua-jin, the so-called
*Kindred of the East.” These strange vampires have a
complex history of their own, which Kindred of the
East presents in detail. The first of their kind, in the
Second Age of the world, were morral men and women
givenspecial power by greatspirits and assigned to guard
society and the world, overseeing humanity much as the
Giarou onee rended the narural world, Gradually they
succumbed to the temptations of power and the lure of
corrupt, evil spirits like those who empower the Black
Spiral Dancers. The spirits that originally created chem
rurnied their founding pifts inro curses.

Mow the Kuei-jin exist in a peculiar undead condi-
tion. A human soul which escapes from its afterlife in one
of the many hells of the Middle Kingdom's Dark Umnbra
cart sometimes teunite with i body, when deven by a
sense of unfinished duty, Unfortunately, the dead body
cannot make the vital energy that sustains all living
creatures — what the Beast Courts and other shen call
“ehi" — and must feed on chi from other sources. As it
happens, the hlood of living people contains chi in
particularly concentrated form, so thar hapless Kuei-jin
begin as blood-suckers, until and unless they master the
arrof drawingchi from less conveniently parent reserves.

Unlike most Western Leeches, the Kuei-jinclaiman
extremesense ofmoral dury, Theyexistpreciselyrodothe
good and necessary deeds they didn'r in life. This gives
them a point in common with the Beast Courts, though
there remains much tension between those chosen by the
Green Mother to protect life and those who must prey
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parasitically on life. Shapeshifrers and vampires do fioe
pal around, nor do they often go on vacation together.
They do have common enemies, like the spirits chae
would annihilare the world or paralyze iv in the datk chacs
of the Sixth Age, and mutual concerns, like ¢
of spiritual understanding or moral ambition” among
human beings. So they sometimes cooperate on matters

where their interests overlap, and otherwise they mostly
stay out of each other’s way,

Even this limired interaction startles unprepared
Lrarow trom the West, On oceasion, a favored outsider
has come in on the (careful, etiguette-bound, rense)
conversation of a Koei-jin and one or more hengeyokat
andd Taunched inro an aceack on the vampiric menace.
Such efforts never po well, whether they end in a dead
Kuei-jin, a dead werewalf, grave injuries all around, or
some other outcome, Thoughtful hengevokai warm their
auests beforehand, but the actual spectacle earries a
shock thar no amount of calm discussion can. Garou
whosee thesight and return to their home almost always
end up reinforcing suspicions abour Wyrm-tainred Asian
changers. In tum, members of the Beast Courts tend o
lined the Garou reaction proof thar the West is mired in
willful ignorance and self-destructive superstition.

Other sorts of shen appear less frequently, The
ehasts of the Middle Kingdom exist in a highly onga-
nized sociery of their own, presided over by the Jade
Emperor of the dead, Yu Huang. {In recent years
there's been subsrantial turmail in his realny, bur the
empire persists, I vou really wanr to get into details
about Asian ghosts, see Dark Kingdom of Jade and
Ends of Empire. For most purposes it suffices to say
that the equivalent of a classical Chinese empire rules
over all the Middle Kingdom's lands 6f the dead.} The
hsien are something like Western fae and something
like guardian angels, and spend almost all their time
concerned with their own matters,

T ite Sewhind

The Beast Courts” equivalent of the pacl is thie sengai
--| war party. Tradition calls for |‘*|'|:|:ih_ Iy five members,
L' 1'- |i!|-_]| = ?"‘lL[”.'l.-ll & o 5IME |I||."l fi o "-\. 'I'III.._“I]'“._F\ IS 2 :Il'_]'l
take on multiple roles and occasionally several individu-
als each take on one of the roles to form a larger band.
* The Lantern: The Lantem leads the senra,
makingoverall decisions abour how best to carry out their
mandate; it is a role most comparable ro the Philodox.
® The Fist: The Fist exercises authority over mar-
tial marters, providing racrical guidance and taking the
lead in combat; the Fist is comparable to the Ahroun.
® The Mirror: The Mirror deals with the spirits,
keeping the sentan in touch with rheir rorem and other

sustamning powers; it is a role with much in common
with the Theurge.

® The Leaf: The Leaf poes ahead of the sentai to
scout, then back to report, :i[.‘u.:l..'i;l.lizmﬁ m arts of stealch
and information-gathering. A Leafis most like a Rapabash.

* The Pillar: The Fillar provides support for all
the other members of the sentai in their respecrive
duties. Ir can be likened to the role of the Galliard,
althoueh the differences are many.

Sentai often form for specific missions, rather than
as lifelong bonds — though shapeshufrers who find
they work well together are likely tocontimue doingso,
o the very sensible grounds that the Courts and the
Gireen Mother need all the successes they can ger.
e € oinrf

Tradition also establishes roles for each Court. In
pracrice, most Coures lack enough members for each
role e be filled by a separate individual, but they do
what they can. ldeally, each Court rakes responsibility
fora separate caern, though the press of numbers often
forces a Court to oversee two or more caerns.

* The Regent: The Regent halds highest auther-
ity in the Court, resalving disputes, issuing decrees and
interpreting the Traditions and the dictates of the
spirits. It's not a position many hengeyokar volunteer
fot, as it involves huge responsibilities and, in time of
crisis, great risk. Courts do not choose regents lightly,
and if it becomes necessary o remove a regent, every-
ofe involved usually suffers loss of renown.

® The General: The Genetal, or warmaster, per-
forms duties much like those of a caern warder, train-
ing the Court’s members in the arts of war and ensuring
that the caent itsell is properly puarded. The general
usually enjoys subseantial presrige, but this can vary
widely depending on the particular circumstances,

* The Seer: The Seeroversees the performance of
rites and summonings and other interactions with the
spirit world, like the Master of the Rive. The scer must
be personally skilled ac dealing with the spirits, though
some seers delegate specific kinds of tasks to subordi-
nates, The seer always exerts a prear deal of influence
aver the life of the Court, Wherever possible, the seer
hias at least one student, preparing rostep in should the
seer become injured, lost in the Umbea or orherwise
unfit for dury.

* The Historian: The Historian keeps the lore of
the caern and Court for future generatioms, and in-
structs the otherhengeyokai in all thar has come before
them, This is partly a matrer of mastering myth and
folklore, but also eminently practical; the historian is
the master of scouts and spies as well as tale-spinners.
ZhineLunp, the Acian Mokolé, ofren fill rhiz rale, bur
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athers are by ne means unheard-of, and necessity
dictates some very unlikely assignments on occasion.

Howeor

The changers of the Middle Kingdom ralk a grear
deal abour honor — and engage in many acs o
maintain and increase it — but they seldom offer full
explanations o oursiders, As Sroryreller, you need o
know what the Middle Kingdom changers vour play-
ers’ characters encounter are thinking about,

The eastern Astan traditiom of honor 1s; first and
foremost, about meeting one’s duties to the pn:nph: with
whom one is bound by cath and wadition. Ao honor-
ible leader secks the well-being of thise serving herand
the triumph of their shared cause. An honorable servant
seeks the preatest pood for her master, ideally acring
without needing instrucrion so thar the master is free to
tend ro orher duties. An honorable warrior fights not
just bravely but intelligently, provecting the ochermem-
bers of the community and showing inteerity and inge-
ity m prosecuting the battle most effectively.

Haonor requires the individual changer to uphold
the well-being of her family, her community, and the
Beast Courts as a whole. Whether her innate capaci-
tigs are preat or small, what matters is that she uses
them well. Honor may call upoen her w sacritice herself
if the sacrifice will win something important for the
ST [1%] '|.1-"|"Iil.."|'| ﬁ]'ll..'l.*l ]'".“J['H.I;, j' IThaLy ?IISU Ii.:'rl,]] LIpari I'II'..‘.[
1o endure when self-sacrifice would be easy, if she
remains necessary to the life of her groups.

However, honor does nor impose any obligations
whatsoever to outsiders. Garou and other visitors from
outside the Middle Kingdom do not belong to the
Courts, They have a different (and, from the Asian
point of view, flawed) understanding of Gaia, history
ard the present moment. By definition they do not
belong to Asian lineages or communities. If they
chooee to submit and take oaths of obligation, then
they become part of the system. Otherwise, they're to
be used as appropriate and discarded when irrelevant,

At least that’s what honor requires, [ an individual
chooses to ace our of other concerns, like a love of
scholarship or a personal sense of benevolence, thar’s
fine. Noble and kindly action earns peaise among the
Beast Coures just as it does in the West. Such acrion. is,
however, alwaye s mateer of individual choice racher chan
general duty, and theresnodisprace ammorighengeyolai for
sticking with honor as their puiding principle.

Hlih War avd Lo Wl

Tradition identifics two general categories of con-
flict that the changing breeds may engage in.

* High War: High War is the reality that most
elosely compares to Western stereatypes of nohle Asian

wiarriors., [es participants agree to binding conventions
and an overall concern for honor. They make explicit
declarations of war, and they fight with limired means.

While on che bactlefield chey may slavgheer each other

{and sometimes do; i's not unknown fora bartde roend

with no survivors at all), they seck the blood only of

their fellow warriors. Acts of peneral terror and ram-
pant slaughrer of bystanders or civilians are stricely out
of bounds. High War happens openly.

* Low War: Broadly speaking, all ovher conflieris
Low War, Anything goes. FEspionage, assassination,
kidnapping and terror all occur in Low War. In modem
terms, 50 do acts of penocide and regional destruction,
or at least they can if the participants choose to use
such weapons. The only principle thar guides Low War
is the determinarion to destrov one’s adversanes. [t's
possible tofight Low War wich honor, butonee the war
begins, nobody should expect anything but ueterly
ruthless determination.

The werewolves and weretipers of Asia are the
greatest masters of High War. Their respecrive tradi-
tions have pracrically refined ic cooon are form, full of
ceremony and sreat dismiry. There’s an elepance rorhe
total commirment of mind and body to the rask of
combar within boumdaries, a rervible and cruel beaury
that speaks to something very deep in wild changers'
hearrs. The Ratkin are, in Asia as elsewhers, the
consummate masters of Low War. They do whaeve
they deem necessary, and expect nothing of their
CTICITLCS [l that il‘I.L"y should |-|1||;.3|||.;-_';'!,-' die L
killed, They don't care what others think and respect
niothing but success in the endeavor

High War includes the notiom of worthy failure,
when ene is true to one’s code even while over-
whelmed by superior force. Low War does not.

T e SViapuesliders of #he Earf
Heafikeers

The Hakken are a rribe of werewalves found only,
as far as observers know, in the Middle Kingdom.
Thev've sometimes been described as “*Shadow Lords,
only like samurai”" The Hakken share the Shadow
Lords! driving ambition ro exert authority and refusal
to submit to the leadership of inferiors, bur they
combine it with equal dedication to a complex code of
honor, As is usual with Garow, the resemblances o
human culture only go so far — the Hakken aren't just
samurai, and were never precisely bound by human
norions of honot Their distinetive code of bushidi, the
warrior's way, has barh influenced and been influ-
enced by the human communities all around the
Hakken, bur it takes into account the
realities of Garon life.

distinctive
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Family lineages provide the foundacion for Hakken
organization. Noble families preside, and lines of re-
tainers serve them. In the classic Hakken formulacion,
the dammyo or lord is the heart and mind. the warriors
the hands and feer; the elders are the senses, the juniors
the body. [ all adds up, when things work right, to a
single transcendent organism aware of and capable of
more than any of its individual members.

Hakken serve the Beast Courts and seldom feel
much conflict between their duties to court and ro
clan. Providing excellence in milimry orother service
tor the Court, thereby ensuring its success and prosper-
ity, serves the elan as well, bringing glory to the
community which produced such worthies, On the
other hand, the Hakken distinguish berweenserviee to
the Courrand service with atherhengevola; they work
reasonably well with the Kitsune and Tengu, hath of
which have long histories in areas of Hakken strengrh,
but are generally unhappy about being assigned to
sentai with other breeds, They strike to excel in such
situations, asalways, they just don'r like it and seek any
opportunity for honorable chanee.

I'he Hakken are smong the most numerious mem-
bers of the Bease Courts, in no danger of extincrion.
When a Court's elders know that conract with West-
erners is coming, they generally aim to include ar least
a few Hakken among the seneai wha'll deal with the
outsiders, since the Hakken have some shared nature
with the Garou Nation despite very different outloaks.

Lf{ ;J;{r!.‘

The Khan, weretigers, are the only Baster who
take part in the Beust Courts in significant numbers.
The other breeds of changing cat find the life of the
Courts uncomfortable or unappealing for various rea-
suns. The Khan, however, combine their breed duty o
gather the secrets of their enemies with a dury as
warriors on behalf of the Emerald Mother.

Khan exist ouside the Middle Kingdom as well as
inside, but the lineages on opposite sides of the divide
seldom trust each other, There's a legacy of betrayal
and warfare that leaves both sides unwilling ro expect
anything boe more conflice from their distant cousins.
This deep suspicion reinforces the Khan's narurally
solitary nature to ensure that few hengeyokai or outsid-
ers ever encounter more than one Khan ar o time.
Muny members of the Beast Courts, let alone those
from other lunds, never encounter a Khan directly a
all, except perhaps at a great distance on some spectal
ceremonial occasion. The global population of Khan
may be less than a hundred, and every one is special.
Experienced Khan serve the Courts as generals
strategists, Oursiders wha come with rank and

dl

prestige enough to warrant dealing with the Courts”
great leaders may therefore encounrer Khan and per-
haps even fight alongside them against some grave
mutual threar. Otherwise, Khan will remain matters of
story and court legend as far as visitors are concerned.
At

The wercfoxes are unuque to Asia, and occupy a
distinctive position among the ranks of the changing
breeds. They don’t have a histary thar runs back into
myth and legends. Rarher, they emerzed as o breed
within the scope of human history, within the lasr age
or two of the world. They combine a wit ro march the
Tengu's with the ruthless determination of the Nagah
and Mezumi, acting as, in ane description, “laughing
assassins” of those who threaren the Emerald Mother
and Her works. Their version of the Litany denies
them the right to attempt to exterminate humanity or
to malee war upon other changers, but they generally
have a very free hand when it comes to wiping out
torces that menace creation.

Maostof the Kitsune keep to themselves, but enough
aof them belong to the Beast Courts thar outsiders may
well encouneer them, particularly at courts atrached ro
particularly large gaerns or in particularly dangerous
areas. The Kiesune thrive on clashes with danger, and
serve bravely whiere other changers may make excuses to
avoid the risk. They simply don't show enough respect
or concern for minutiae of edguette for most hengeyoka
to teel comfortable with them. This informality would
make them particularly suitable companions for West-
ern changers, except that Kitsuné don'r feel obliged ro
trear strangers with much respect, cither.

Dealing with Kitsune is a little like dealing with
Nuwisha, but although both are tricksters o some
degree, the Kitsune are also consummare diplomars
with u taste for sorcery. They serive for a refinement
that the earthy Nuwisha care lictle for.

Nagah

The SErpent ["l..'i'lpll:.‘ of the Middle Klll;—;dulﬂ arc
altmost ag scarce as the Khan: the whole realm holds
only a few hundred of them. Some press on in the
manner of their breed without reference to any other
changers’ concerns, but most serve the Beast Courts as
guiet, unobrrusive ministers of justice. Whereas the
Magah are altogether unseen in the West, in the
Middle Kingdom they're known and respecred (usu-
ally feared ) as valuable participants in the behind-the-
scenes life of the Courts.

S far the Magah remmain g mateer of rumor as far as
the favored few outsiders allowed mito the Courts are
concemed. The Nagah remember and remind each other
of the War of Rage, and do not care to nsk fresh conflict
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now. Theirallies in the Courts readily provide conflicring
mumors and misleading accounts in the rare instances
when an cutsider starts asking the wrong questions
Nerepsmsd

['he Ratkin of Asia live on the tringes of the Beast
Courts. In theory they are just as valued as any ather
Breed, created by Gaia and carrving out their dutics as
best they can. In practice they're almost universally
looked down on and condescended 1o, lowborn and
untrustworthy,

Thig the Mezumi are simultaneously the mos
populous of the Changing Breeds in Asia and among
those outsiders are least likely to encounter. They're
busy with their own concerns, and have little more use
for court formalities and mingling with the other
Breeds than the others have for them, Strangers in rhe
Middle Kingdom almost always come to the attention
of the Nezumi, ar least if the srrangers spend any time
in large cities, but the Mezumi see much more dften
than they are seen.

Like the Ratkin in the West, the NMezumi regind
themselves as the Emerald Mother's last line of defense
against humanity run amok. Where honor and battle-
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ficld bravery and the majesty of other breeds fail, the rucs
wait with the terminal gifrs of disesse and death, Indeed.
some warrens of Nesumi have already taken it upon
themselves to st !1'L|!IL'i1'IL: humaniey's numbers dras
tically: not all “industrial accidents” and other mass
disasters in Asia are i.||.|'i[\.' as accidental as I-!n;'n, SECIm
Giarou who stumble on Nezumi operations are far more
likely to disappear quietly than o receive a generous
welcome and expository lump of informarion

A tew Memumi elders work with other Breeds,
teaching them the arts of Low War. They do this
quictly, usually secretly, and it shows only when the
others begin using surprising ractics.

Srre-rte

The weresharks of the Middle Kingdom wear the
samme f.‘”'“i"" As Fhl.‘ir L-It-l ‘.'l""l.""nllil.'l".'. ]1|||. El':—h‘l [Aal (RN E
dously different lives. As creatures of the sea, they
naturally cannor participate fully in the land-based
routine of the Beast Courts, but l]'u.":; dao l*-u:{c:n!; rorrhe
Courrs and do serve with honor and distinction,
They're seldom sophisticated, and they have very
litrle use for the intricacies of court politics or highly
derailed status systems, They are not just brave b
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determined and persistent, and they seek o act with
sound judgment as well as the tremendous force that
comnes naturally to them.

The seas of the Middle Kingdom face many chal-
lenges, borh narural and supernatural, and the Same-
Biro do nor sutter for want of reasons to stir themselves
into activity. (Mren they must fight by themselves
against maritime foes, When the challenpe is closer to
shore or involves foes on kind as well as sea, then they
join with other Breeds in sentai dedicated o sea-
related missions,

Uiarouw whe stay on land are very unlikely ever to
cross paths with the Same-Bito. Garou who sail the
seas of the Middle Kingdom are much more likely to
encounter them, The Same-Bito take a very practical
approach to outsiders. Anyone who fights againse the
Emerald Mother's foes is an ally, even if a srranger.
Anyone who supports the Emerald Mother's foes or
who interferes with the fight against them is an
enemy, even if familiar.

'.75,’.:;:‘#

I'he wereravens have more in common with their
Western cousins than most hengeyokai do. After all,
they can fly (both on Earth and in the Umbra), and
they're accustomed o long journeys. They certainly
must take account of the barriers posed by mountains,
deserts and oceans, but they can overcome them more
ecasily than other changers.

Like Western Corax, the Tengu work hard o
J_',.!I}‘H‘T the world's secrers and o share them with all
that also serve the Emerald Mather. They also enjoy
their labors in ways thar most other chaneers don't,
often attracting a reputation for frivolity despite their
trequent sacrifices and the great risks chey face. They
tind not just satistaction in doing their duty honorably,
Pt real pleasure in it, and whenever the Courts gather
there's usually some argument about the appropriate-
ness of such & reaction,

Oursaders in the Middle Kingdom usually come to
the attention of the Tengu first. Whether the Tengu
conact them depends mostly on whar impression the
outsiders make, The Tengu are most likely ro make
triendly contact with Garow or other chanpers who
show courage and cluefulness, most likely o harass
particularly arrogant, ipgnorant or pompous targets. If
oursiders come on missions that require dealing with
the masses of Asian humanity and make agood impres-
ston on their hosts, Tenpu are generally best-posi-
tioned to !f_lLiLEu them to suirahle combacks.

Zborg L vmg

The Mokolé of Asia hold places of special honor
among the Beast Courts. Few in number, their gift of

memory makes them uniquely valuable in g sociery
that places so much weight on tradition and propriety.
They say that they were the first hengeyokai created by
the Emerald Mother's favored servants, and the other
changers penerally agree.

The Zhong Lung differ dramarically from their
Western counterparts. Their auspices are tied o the
scasons rather than o the behavior of the sun irself,
and their dreams tap into the mythie lore of the region
about dragon princes. In their reprilian Archid form,
they generally resemble the sinuous whiskered dragons
of Asian art, and some take on truly tremendous
proportions: The giant lizards and weird creatures of
popular monster movies reflece, in highly distorred
fashion, the mythic presence of the Zhong Lung.

Zhonp Lung seldom engage deeply in human soci-
ery; oreven pay much attention to itsderails. Formuch
of history they could do rhat withour serious conse-
guence; now they're constantly cavght off-guard by
the destrucrion of precious Kinfolk habirar and orher
calamities, but they remain psychologically unable 1o
rouse themselves to the sorr of quick and nuanced
responise the situation calls for. Thus they depend on
the rest of the Beast Courts to help them protect
themselves, inexchange for their access to the wisdom
of the ages and their personal power.

Garou who come onscholarly vasks are quice likely
to end up visiting with a Zhong Lung sage if they make
a good impression and behave well, Ochers won't, not
so much our of deliberate aversion as because there's
simply little other common ground.

Asse

The werespiders of the Middle Kingdom do not
take part in the life of the Beast Courts; rthey remain
tenmons allies at the best of times and bitrer enemies ar
the worst. The great families of the Kumo all serve the
Wyrim, and vigorously destrov any individuals whe
work too fervently to further the weltare of the Emer-
ald Mother or Queen Ananasa, Whether a particular
Kuma lives alone or as part of a villase of werespiders,
all give themselves to the task of plunging the warld
inta perpetual oblivion.

Koo #he Sickh Age

The Beast Courrs have been husy in recent
vears, with wars and rumors of wars. This section
surveys some major developments and their cur-
rent conditions.

o e Wik of Nighpmarsy

In the summer of 1999, beings of godlike power
went to war in the fertile lowlands shared by India and
Bangladesh. Their magical conflice killed hundreds of
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thousands of people and blighted the land. The Gaunt-
ler actually -.‘Jiﬂ:'l.p[’b{‘.ﬂl‘l:'d fl|lt'!g+:ll':4:r tor several l’.la]}-‘!i OVET
hundreds of square miles, allowing in unprecedented
destructive force. In the end. .. somebody won, presum-
ably, since the hattle come to an end and the work of
covering it up began. Everyone seems interested in
burying the rruth the marrer deeply, Human govern-
ments talk about terrorists and psychoactive chemical
warfare, while the Kueiqjin speal cryptically of the
sacritices of their elders and technophilic magicians
veeasinnally allude ro super-weapons in the heavens.

Most of the cover-up and related debate pass by
the Beast Courts without comment. Some sentai focus
ot what they see as the really important task, which is
healing the land. Akosha's Eve, a Red Talon Theurge
from her tribe's stronghold across the subcontinent in
western India, took the eatly lead in direct action and
in organizing others, both of the Beast Courts and
outside. Her clashes with strange Wyrm creatures on
both sides of the Gauntler have left her a lepacy of
wounds which will not heal properly, and after two
years of great physical exertion, she had ro cut back and
concentrate on training her successors. A Theuree
from the small Bangladeshi population of Hakken,
Syeda Strikes-the-Side, now rakes the leadership mole
in the field, working with a dedicared and highly
diversified lictle commumiry. Wirh varying mixtures of
affection, admiration and disdain, ohservers some-
times call it the Courr of the Grear Hole.

Mast of the worst contamination is now gone. The
last hundred miles of the Ganges' riverbed as it flows
into the sea remain heavily polluted, and crops can
grow safely and healrhily only in scartered pockets
where the clean-up has been most successful. Else-
where in the three-hundred-mile-wide war zone, life
goes on at 8 reduced pace, with small regions of seill-
intense corruption. Monsters do still roam the land,
but noewith such strength as they once had and not in
anything like their former numbers, Humans see the
srea as about what they'd expect afew years afrer abrief
but nasty war. Garou and other shapeshifters see more,
The Gauntlet remains low, not rising above 6 even in
the midst of areas where it would normally rise much
highet, and spiritual force leals through. .. for good as
well as ill, in some cases. There's a renewed quiet
respect for spiritual realities among the human survi-
vors of the nightmare war, a fresh appreciation for the
complex needs of the land and is inhabicants, They
seldom talk abour it for fear of sounding superstitious,
even to themselves, but henpevokal who deal with
humanity find their work a little easier these days.

Spirits gain 1 cxrra Rage when in the region
between Caleutra and rthe Bangladeshi civy of Dhaka,

SN\

and must make Gnosis checks against the local Gaunt-
let rating each night to avoid a brief fir of mad desire
to slaughter anyone they encounter. (Sustaining a
single Essence level of damape suffices ro bring a spint
back toits senses, and the fit expires inany event at the
next sunser or sunrise,) Ghoses suffer extra rempra-
tions from ther dark sides; urees to slaughrer and
random acts of depradation, and the southwesrern
regional guards of the Middle K ingdom’s underwarld
empire try t keep all ghosts well away, Slowly shrink
ing Umbral storms, now usually o mile or so across,
sweep through the area ar 1-3 miles per hour. They
nflict one or two dice of ageravated damage along
their periphery, more inside. The best ohservarions
sugpest that preces of the soul of the thing responsible
tor the Week of Nightmare power these storms, and
that as its soul soes bevond the realms known to Ciaia's
children, the storms collapse i on themselves

Thie Cromp of S

A radical faction among [ndia's Garou rake a
stance related to that of the Ratkin: Garou defend the
world at Large, and have precisely no abligations to
hLIIaniT'g.-' whatsoever. Humanscan get out of the way
when Garou fight the world’s enemies, or humans
can die. Shivans don't much care which. Humanin
at laree knows thar wolf attacks have become more
frequent and more deadly in western India. Few
humans know how lupus packs of Black Furies, Chil-
dren of Gaia, Red Talons and Shadow Lords have led
theirwolf Kin into well-organized assaults on human-
ity, nor how sympathetic Glass Walkers and Silver
Fangs have quietly interfered with human efforts at
OIEFANIZINE 4 [esponse,

Their critics among the Garou Nation and the
Beast Courts say that Shiva the Destrover is, as these
wolves venerate himy, merely another face of the Wyrm,
Shivans say that their critics can no longer properly
distinguish the world's real needs and are Blinded by
their own mythology. Every so often a very tense
council moot oceurs, so far without any savisfactory
results. Recently the widely respected Theurge Akosha's
Eve spoke critically of the Shivans far the first time,
and this may rouse the Beast Courts into more coordi-

nated action to rein in Shivan excesses. For their part,
the Garou of India outside the Beast Courts worry thar
public pressure will favor the widespread slaughter of
potentially dangerous wolves, thereby costing every-
one precious Kinfolk.

e SFrsgarens
Most Garou know in a vague sort of way that the

stargazers lost their most prominent caern, felt aban-
demed by the Garou Nation and have collectively
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given their allegiance to the Beast Courts, Tt doesn't
much matter to most Garow, so Ty Fecent news
makes it way around slowly, if i all.

Il‘l [ II1|.'i|‘|1'._ |i'IL' l|'|.||_'|"\ |'|!.1|:}|_' ereal ]-'Ilt_';'l,_‘\.'l Looarts
are glad o have the Stargazers among them. The
practice 15 somewhar more complex. The Stargazers
are |h']-.| |‘\' most to he |L1I1f_: s |_‘I’i!l|i_|_‘|l.']"\_- wluj |1u;1'1_'
lived along rthe barbarians for woo long — welcome,
.|]|.| 1 1 Yy Cases l'!'rl Il"l_']!'!l II'II._'I_'I]l'\I_"I""\ I:-]'TIF- ll'H_' I.:_-_\,II,'I'l_lI"I!l'.I
standards ), but oursiders nonetheless, Lo will take gen-
erations toteach them right thought and right conduct
and for rhese principles to become innate to the
Stargazers as they are to the Hakken or }flmms: Lumng,
Elders with an interest in teaching the newcomers
flock rocourts throughout western and southerm China,
running special academies with courses in history,
tradition and the :~p|ril1|.|] realities of the Middle
Kingdom. Few Stargazers take much comfort in the
thoughe thar they ger very special schools all their

own; they n-:_:nr-_] themselves fully as mature and civi-
lized as any of the Courts’ established breeds, and maore

Mot all hengevokat welcome the new arrivals with
the same degree of enthusiasm. The Kitsune are very
much in favar of having new and refreshing company
among the Courts, stranpers that they might daz:zle
with their cunning, beauty and repertoire and who in
rurn hiave valuable insights to offer abour the Wyrm's
activities on the fringes of the Middle Kingdom. The
Tenpu likewise find the Star
interesting, and very much deserving of remembrance
and repetition. The Zhong Lung hegan wirh general
indifference, but changed their mind when it became
clear thar many Stargazers would secrle in the Yanprze
YValley. Some of the newcomers immerse themse|ves in
the srrupggle to save land and spirit from the disruption
created by the Three Gorges Dam, and have eamed
the hearttelr graritude of the Zhong Long,

The Hakken have livtle wse for cheir cousins and
would prefer w see the Starpgazers kept on the margine
of the Courts, if indeed they must belong at all; some
argue that the Stargazers cannot be tusted to defend
the Courts, considering their history with the Garou
Mation. Since the Stargazers joined, Hakken have
poacded each other into ever-oreater displave of prowess
and noble correctness, setting an impossible standard

s experience very
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for werewolves unfamiliar with Beast Court ways,
Every court with Hakken elders hosts very complex
games of intrigue behind the scenes, with efforts w
maneuver the Stargazers mte sicuations where they
must become disgraced. The Hakken would be per-
fectly happy to see the Stargazers wander elsewhere,
anywhere else but the Courts.

The Haklken's caution is doubled among the Khan,

who have heard the ancient stories of other tribes of

Bastet being slaughtered in the Wars of Rage. Though
they are willing to accepr new allies o fight alongside

Cﬁapfar One: The Warld of the Garouw

their own dwindling numbers, the tigers are a proud,
proud race. Similarly, the Nagah have great reserva
tions about rthe Stargazers, and most are unwilling 1o
divulge their true nature around any Stargazer — after
all, what if the werewolf returns to his old sept and
startpossiping ! As for the Mezumi and the Same-Bio,
both groups seem to think little of the change; afrerall,
the Stargazers are unlikely ro come assist or hinder
them alonge their own hattle (rones

And the Kmnu_. it’s said, await the chance o
welcome their new neighbors.... properly.
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Once agam [ostmyself in the moment, i the cverlase-
frig noww of mey wolf-life. It's as though | lve weth a separaie
nation of time when 'm a wolf, m a perpetual present
renewing itself constantdy, and [ have no concept of tomon-
row or vesterday, no sense of a tme other than the very

night af my transformation. My whole memory s ned o the
phvysical, the tangible objects of my desire. My only funire

is the hunger | feel that causes me 1o swalk,

— David Holland, Mirchesion: The Waolf's Tale

Ve Peaters Flpprovmd

Let’s be real. There are only so many games you
can run in the great sutdoors before your players want
ataste of something just a touch more. . sophisticared.
Whatever their characters may feel, most players are
from urban environments and so are most Storytellers.
Adeer all, i's difficult when living down on the farm
twenty miles from anywhere else to get a weekly game
going, and few of us make our homes in a national
forest or pristine mountain setting. That's why there
probably exist many more urban Werewolf games
thanmight normally be the case. Ir's familiar and we all
know what ciries are like. Or do we

From the average werewalt p- int of view, cities are
crawling pustules of the Wyrm's corruprion set wirhin

the |;'||":.-|'.|'|[]1|Iu' =l Ik!l-.ll.'il:ll.'l'ill_‘_' wehs of the Weaver.
The Glass Walkers and Bone Gnawers remain notable
exceptions to this iewpoint, of course, but the magor

ity of Laarou experience an unsetthing cross hetween

revulsion and morbid fascinacion when forced o funs
rion within the ciry.

So the question is as follows: How do vou per this
point across o the plavers and by extension, thei
characrers! Unless the characters are based in a ciry
serring, Storytellers have their work cut our tor them
adequately portraving the ciy and its denizens in such
a fashion thar vou evoke the dispust-seduction reac-
rion. Someof the iLE";'.H'-F'I'I'I.':‘L"I'IIL'I\.l below can 1||-._'||I |'[|||._1:
home the alien allure of forbidden territory
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AN ﬁ'r Cr Crtian Feaders

We know, we know. The city isn'r that bad,
and not all Garou are as repelled by an urhan
ENVIFORMENT @5 we may suggest from time to time.
But, this being the World of Darkness, we do tend
toaccentuate the negative — the erime rates, the
racial tensions, all the things chat sell newspapers
and "detailsar 1 1." Don'teake it T 1]m||',,r, it's not
like a Werewolf chironicle is poing to focus on the
cleaner, safer areas of town, anywav. There’s just
not as much for Garou to do there, vou know!

e (?y ar Kereian Emtaronment

We are never as comfortable ina strange place as we
are at home or in a familiar setting. When introducing
rural or wilderness-hased Garou to the city (even if they
were originally born and rased there ), Stonyrellers need
to stress the oddiries found there. Things seem higeer,
more threatening, grnimier. Corporate behemoths, steel
and mirrored glass skyscrapers seem to invite Garou to
step sideways, bur the Umbral landscape is draped with
the Weaver's choking webs, The people all rush by, few
paying attention to anyone else, pushing, their faces
Ei}.:!n with stress, anger and hatred. F"m'y UTCCTICTY SCETNS
sickly, either caught within strangling webs of concrete
and steel or formed of too-green, sterile plastic. The
stench of ml, gasoline, garlic and onions, stale urine,
spilled semen and unwashed hodies overlaid with cloy-
g perfumes and effluvia should be enoweh to leave
most Crarou sick and shaking. Food and water reck of
chemicals and taste of equal pares ashes and taint held
at hay by unnatural preservatives. Horns blare, sirens
shrick, radios and CIY plavers compete incessantly to
wpone another with ever-louder offerings while peaple
scream to be heard over the din. With their keen senses,
all these sensations and the fast-paced motion occurring
all around them can easily overwhelm Garou. And this
isin the daytime! Nighttime brings its own horrors, with
the never-lessening neon glare and the enmicy of the
Leeches on whose home territory the Garou now tread.
And overhead, more ganish lights redden the air and
block the natural illumination of the meon and sears.

As you can see, descriprion and word choice po a
lomg way to establish how the characters would view
rhe city, Although not everything about a ciry envi-
ronment should be had, the first IMPression s werewolf
— a creature designed o defend Gaia ac her most
pristine — is probably poing to have an overwhelm-
ingly negative. Feel free to emphasize the most revolt-
g, lurid and corrupt aspects of the urban environ-
ment. The residents seem both crazed and mysterious,
obsessed with trivial things, charging around at P
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speed like frenzied herd animals. Think of times when
you've been most uncomfortable somewhere and trans-

late that into your descriptions of the ciry.
Ve Rty ar Home

Some Garou who live in the ity may, in facr, feel
thar it's as unnarural a place as their country cousins do,
They've simply learned to adape. They often find pock-
cts of greenery or unspoiled areas to inhabit and prowl
the streets in search of Wyrm-tainted prey. These
werewolves may force themselves to remain in this alien
etwvironment in order to hunt down enemies or in an
arrempt toclean out the filth they find there. Some have
bonded with packmates that cannot funcrion well our-
side of an urban environment and choose to endure the
city’s discomforts rather than abandon a packmare.
Many are doomed o failure as the rension of surviving
and preserving the Veil insuch aplace gradually poisons
their minds or souls, sending them into Harno or
berserk rages. Some fall o the ciny's allure, losing
themselves to the fascination of the ever-changing,
throbbing patterns of life and death found rhere.

Others, suchas the Glass Walkers and Bone Graw-
ers, actively embrace the urban envircnment, reveling
in the technology or living on the leavings of athers.
Mo less devated to Gaia, the urban Garou realize they
can serve Her best within the very clutches of the
Weaver's tapestry. Unlike the more extreme of their
country cousins, urban Garou can see the value in
some of the city's fearures.

Obwiously, to those Garou that think of the civy as
“home,” devastatingly gruesome descripuions of the
horrars there seem woefully inappropriare, Whart coun-
try Garou find “dealening and overwhelming,” urban
werewolves may enjoy as “upbeat and exciting” or
evenn "commonplace and dismissable.” Many urban
werewolves rake a more human-friendly perspective,
enjoving the spiritual warmth of 2 ealented muosician
playing for an audience because he loves his music, or
of a block where t'wil-_l;]ﬂ'ln: s srill ceeat cach other like
family. While rural werewolves may choke omnoxious
ait or suffer from the reek of Wyrm and Weaver, city
Crarou have long been adjusted to it, associating it with
the smell of hame. City dwellers probably find the air
in the counrry roo complicared with the scents of
unfamiliar animals or the aroma of farm fertilizers. Not
that Garou frequenting cities dismiss ar avoid areas
where the Gammtler is thinner and Gaia's natural
features shine through, Most truly enjoy parks and
small stands of woods. They simply don'r teel Gaia's
presence recede from urban settings so keenly as do
others of their kind. Storytellers whose troupes are
city-bred and associated can concentrate on good
oeneral descriptions of the setting withour the need o




chatacterize it as threatening, frichtening and alien.
That way, you can save those aspects for the truly
bizarre and obviously sick, damaged or corrupred things
such Garou may encounter.

Tl (’;fy ar I bresfirsg Corovmd

Of comrse, to some werewolves, the city i3 nor a
place w be shunned or cherished — it's simply a
territory for the hunt If your game emphasizes the
hortar aspects of roleplaying werewolves, you may
want to portray the city as an urban labyrinth teeming
with prey. Even if the characters limit their predation
to “enemics of Gaia,” the city environment offers o
mulritude of porential vicrims... ah, targets. Drug
pushers, cormupt policemen, violent strect gangs, sexual
predaors, paid leg-breakers, pimps and arms dealers
and arsomists — the pack could hunta different target
each week and not see afomor, vampire or Black Spiral
Dancer for a year. (Of course, even though such
restraint is teasible, it might not be preferable....)

Although werewolves are nor as susceptible o
their hunting instinets as vampires are, you still might
want to horrow a few pages from the average Vampire
chronicle and ar least throw remprarion in rhe players’
paths once or twice. If a werewolf shifts into Crinos in
the middle of a crowd, the stampede of panicled
humans might tug at the lupine instinct to chase down
fleeing prey. The thick smell of musk and sweat at a
dance club might cause a hungry Garou's stomach o
rumble; after all, mstinee knows no Litany. And al-
though wolves don't hunt for sport, people do — and
for werewolves, being half human as they are, the
appeal of stalking an enemy (or even a normal hy-

L] | -’II'IL.]“.'I ] l] e |l|:_:!‘| r]ll' .l'll:'lﬁf |.|.1L‘ llri'li-ln L'l]'l.'il'l.}l.'[mf:nt I'I]I_Hl'l,l
strike achord. Try reasing the characrers' instinets just
a bit; after all, they don’t have to decide that their
'.']'I':J[’i-ll'll.‘l.\ SUCE |l|'|'I|"', |1"|.II LIe “[. ll:li.‘ 1mexst ]_.'H“'r'EI'leI
elements of a werewolf story is the idea of a beast in
human form that classifies humans as potential prey,
just like cacedle or deer. [e would be a shame to ipnore
HlH..!'I ik '\-'I".'!'.l Image, 'l.‘l'i'lllll"..ll'lrf i?

Loperjphions of #oe Cify

Becanse some of vour players' characters may come
from rural areas and others from urban setrings, it isn't
always casy to give cach an equally accurate picrure of
whar he is encountering. Somelow, it just s’ fair to
say to the tutal erowd, "You enter a seething den of
corruption, penetrating what seems a darkened bowel
luridly lit wirh hellish red light. A recking, squirming
mass of writhing hodies gyrate wildly m the fetid,
smoky air, emitting scents of rorting grawn and desper-
are sexual longing,” while tarning to the urban crowd

and saying, "It's a dance club.” Just because they're

—-—u-‘m-m\\\ ——

used to it doesn’t mean the city characters should be
shorted. They have the same senses as their country
counterparts and since they aren’t distracred by what's
already familiar to them, they may actually pick up on
mare elues — or more subtle ones — than therr shell-
shocked cousins might: While the outsiders deal with
the assault on their senses, trying o work our
everyonc in the room is so tainted they all need w be
'-.‘."il'i.‘TlTﬁ'tl'!'-IIl-'Ll. I|h‘ l'i HJillt- may o Ii'n’: ;h'rll;|| fomori
moving through the erowd and ger first crack ar them
It this case, you also wouldn't simply rell the charac-
ters, “You notice the fomor,” but would perhaps say
somethine like, “Your rural visirors seem overwhe lmed
by the sights and sounds common to the Furies, a local
dance club notorious for the number of women who
disappear afrer a4 night's dancing. You note — and
dismiss — most of the couples and trios grinding
rogether to the pulsating bear, What carches your eye
#Ij_:i]'lnﬁt the I'Ii’l'\._'l'{i.l'l'l.'l]'l of crimson-T |I]L’.L'kl |:||||]1-. are the
three shapes moving through the dancers like sharks
circling blood-soaked prey.”

Whatever description you give should be hoth
evocative and factual ar the same time. If vou're simply
reporting what's there, you're missing the appartuniny
L cmp[mai:c the moad VWL WA O tO subtly guide the
characrers in the direcrion you want them to oo, It's
the difference berween relling them, "You look around
at all the amazingly tall buildings and know yvou're in
the Weaver's clurches.” Instead, trv ro picture how
such a setting would unnerve you if you'd never seen it
and knew it was considered cnemy rerritory and use
that te color your description. Then you might ex-
plain, “Thousands of soulless eyes glare down on you
fll'ﬁmthﬂ ,Et].‘-'l.\'."nﬁlldhti.'l_‘| towvers that surround vou on all
sides like a limitless maze. The Weaver's sterile chil-
dren loom overhead and crowd around you as though
awaiting the signal to grasp you in their gaping maws
and suck you in.”

The main trap many Storytellers fall inro, however,
is trying o tell chie players how their characrers are feeline
rather than using emotionally chareed words and letting
them draw their own conclusions and decide how they

feel for themselves. This is just as dangerous a practice in
an urhan environment, i not more so — after all, not all
G;m L8] ]'lHl:C and h'|‘|| T I.'|'I.|.' h'\l,_:_Ei:‘I}_-.” '.111L| LERIE LII.'II'Ill Wik to
force that apinicn on vour plavers, [ yvou're telling them,
Yo feel chilled by the sight of the mangled bodies,”
you're denying the characters the right o have the
reaction they would normally experience. Maybe some of
them aren't ac all chilled by whar they see. Thoush the
circumstances leading up to the starement aren't ex-
plained, it's entirely passible that seme of the characrers
teel relieved o have their worst fears confirmed, Orhers
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miay be sad that they failed to prevent such a thing, while
still others may be angry o have missed the bartle, H you
want your players (and the characters) to feel something,
you're going to have to lure them into it through vour
presentation. You can't say, “You experience revulsion
when...” but you can state, “The clotted mass blocking
the sewer graring writhes with crawling maggots..,” and
let them decide if that disgusts them

Write down a list of all the words vou can think ol
related 1o things like horror, beauty, purity, cormp-
rion, death, nature, fear and anger. What abiout con-
ceprs like honor, loyalry, cowardice and lovel Use the
list in your portrayals to make things come alive inyour
players' imaginations. Consider how different types of
words make vou feel. Words carry emotional charges
and can be uged ro convey negative or positive feelings
and even create associative images in people’s minds.
Ciood Storytellers know how oo find these kinds of
words and use them when they crafe a tale, sprinkling
them through the telling at important juncrures.

What sounds make vou teel secure! Which ones
make you feel nervous! Play w that in your game by
using sound eflects tapes or nature sounds CDs, Try
jacking up the volume on really high enerey musie when
you take the characters intoa club and make the players
try to talk over it. This 1s also a form of description. You
"‘i‘ll 5l |:l1 '\.II.\I. i H.'Illl.'j:ll ey 1|!.'|| l]1L‘ l..,'lh'll_'fg'li_'r_l.._'l'b'l environment
ismore than visual. Dampen that Crinos' character's fur
with depictions of pouring rain or a dank fog (we don’t
recommend actually dousing them wich water; it rends
to annoy the players). Talk up the scents or favors the
characters would notice. Ic's been said dhat just men-
Eioming certain scents s enough to rrigger sense memory
of them and call forth memaries of a time whena person
i.'.‘-.'[":.‘fll.'ll-.'l..'-.| that aroma. When i_ll:‘_-d_'rl],]‘i_["[g P p]:u_':: Or
thing, think what scents might be present and use them
to heighten the reality of your narrative. If they rouch
something, s it smoorh, corroded, .'jlim}'. cold? "ﬂw!_r'
may need o know thae. Think about what colors or
sounds make you feel safe or create nervousness or
excitement. Look up odd, evocative words in a dicrio-
nary or thesaurus and sprinkle them into your descrip-
tive portraits. While pictures can help, it's hard o find
photos that depict exacrly what you need. So mostly
whart your players have to depend on to envision the
serting are your words, Don'owaste them,

J?#Ay ar ffwr@mmmf

Having primed you to choose each word with the
care of anovelist, we now need to take a moment to say
exactly the opposire. All the detail and evocative
wordplay should be used only to highlighr really im-
portant points, and a little goes a long way. You're here
tovinvolve the players ina shared story, afrer all, nor to
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perform a tour de force of your pithy prose, [ every step
the characters take is described in lovingly crafeed
detail, the players will never get o word in, much less
have anything to actually do or initiate. Give them an
initial idea and reiterate the point from time to time.
Save your best words for major encounters.

It tine to let the setting become the background
against which the story is played oot Inreal life, we pay
attention tosome things thar we find impaorcan: or char
catch our artention while ienoring thousands of dis-
tractions every day, InStorytelling, we need to give the
stary room to move and evolve. We do that by taking
sharteurs. Once you've established a peneral descrp-
tion that piques the players’ imterest, they'll continue
playing to that until you give them something else to
react to. It gives them roleplaying clues they can hang
their hats on and players are great at ronning with
whatever they're given and even raking it a few sieps
beyond the original. They'l 61l in their own details. If,
for example, you've shown them the rawdriness of the
puorer sections of town, then simply say, “You move
down the dank, garhage-strewn alleyway,” they'll pic-
ture the urine patches, broken glass and used condoms
themselves. Some may even ask for additional details,
like inquiring if there’s a dumpster there or if any
homeless people use the space for sleeping. So feel free
tor dov set-ups, then concentrate on the action, The
backeround will take care of 1=elf.

S ar Aletapsior

You're already trying to evoke a sense of mood
with the words you use to describe the city, so you may
as well use them to outline your theme roo. Dozens of
aspects of the city lend themselves ro good themes for
city-based stories anyway. Think of the decay most
cities experience. Neighborhoods abandoned by all
but junkies and whores, broken down stripped cars,
eraffitl smeared along the walls, jumbled and broken
building ruins in overgrown, rash-littered lots all call
to mingd the decay and soul-sickness Garou can experi-
ence i response to the city’s atmosphere or to an
encounter gone very wrong. IF your theme concerns
rruth versus appearance or the masks even ather Garou
wear, emphasizing the artificiality of the city can
mirror this. Concrete and asphalt take the place of
stone and dirt, Plants seen inside a restaurant through
a window on closer inspection turn out to be replicas
made of plastic. Thinking about running a story abour
the allure of the forbidden? What better place exists to
porcray that theme than the seductive, taboo city? I
your troupe is into the tuly dramatic or has gone
through prior storics that have left them feeling
wretched and empty inside, bring them o the ciry,
Show them how the crowded space, lack of privacy and
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tedious, repetitive jobs most people endure combine
with governmental control and the depersonalization
and callous indifference that characrerizes large urban
areas speaks to the characrers’ feelings of loneliness
and worthlessness. Consider how violent and perverse
city life is. The Garou are used ro being the baddest
muthas around. Show them how relarively rame they
are wicth gang warfare and rerrorist bombings. Let them
witness children murdering other children in a school
ar watch as a hate group bums a church or synagogue.
Present them with aserial killer., At lease the violence
the Garou unleash seems to have a point and oceurs 1o
serve a good cause. Still, making the characters con-
sider their use of excessive violence gets a boost from
witnessitrg the insanity that prevails within the ciry.

Wiy Caroy Loathe #he (Hfy

To crearures who spend their time defending the
narural world feom the Weavers and the Wyrm's incur-
sions, the city seems like the most loathsome, soul-
deadening cesspoal imaginable. The Wyld eccupies only
atmy fraction of this landscape. Mest of Gaia's detenders
find irdifficult ro think eoherently or evenbreathe inthis
domain where the Weaver rules all EXCEPL the places the
Wrm has wrapped in its coils of decay.

The eaewrr Ebser

Lntil they enter a larpe urban area, few Ciarou
even realize the power the Weaver holds. They are so
used to fightng the Wyrm and seeing its minions as
theirmain foes that Garou hardly consider the Weaver's
works as anything more rhan an inconvenience and a
blot on Gaia's creation. Then they come to the city
and encounter the endless, looming buildings. The
sheer immensity of the skyscrapers, their overwhelm-
ing presence towering ahove the Garou, brings home
the incredible power of the Weaver to such a degree
that some wercwolves surrender to despair. The Pen-
umbra crawls with webs and Pattern Spiders. On both
sides of the Gauntlet, the Weaver's works are inescap-
able. Even those Garou that don't feel cowed, experi-
ence a sense of uneasiness thar leaves them vulnerable
to making mistakes and overlooking vital clues. If
nathing else, Garon hate o feel weald for AIy TeALHn.
e Wiy Bt

Thoush the Weaver's srrenoth is undeniable, the
Whyrmoccupies most areas of the civy, From the filthiest
slums to the most claborare, yet cormupt, corporate
headquarters, its coils writhe throughout the city. The
Wyrm's caint lics on the myriad instances of degradarion
that characterize the city. Prostitution, the proliferation
af child pornography, rape and torture-deaths are only
the most abvious, Garou, attuned o the Wyrm's pres-
ence, feclir all around them, justas they do che Weaver,

-mrm-h\\.\\—

Constantly surrounded by the enemy, with few places o
which they can retreat for renewal of their energies,
many werewalves go berserk. Even those Garou thar
wswally have no major difficulries with humans beem
seeing all city dwellers as creatures of the Wyrm. lunk-
ies, winos and other down-and-our victims reck of thie
Wyrm's taint, while gangs, dealers, corrupt cops and
hare -mongers spew forth the Wynn's corrupt venom.
These are the abwious vargers of Garou Rage, bur any
human that seems even momentarily on the path ro-
ward corrupriom might finud himself facing an enraped
werewodl in Crinos. Though such unfortunates might
suffer for only a moment, the werewoll's fall continues
umabated. Many Garou, trapped within the ciry, sull
necd an outlet for their natural tendency o bumt
Lacking other prey, they turn to hunting humans, with
SO t'l“'it‘ 1The F'I".."i.l(."hPL‘Fi'lh."\."!.'L'l'l |:I“il'l|_’ [IRTRNT] |'|I.'|_"r3|k.|.il-.l.'
of feeding on humans, laying themselves apen to be-
coming the creatures of the Wynn they once bactled.
Andonce rhﬂ v descended that far, making their way
back is almose impossible — if they even care o ry.
Oeher Garou, encountering these deviants, must often
descroy them, further weakening their race and leavine
Ciaia with ever fewer defenders.

Wy Coarovr Lotw fe € Wy

L\Jl._":i].":iLL' the stereatype of Garou as TAgIng eco-
warriors wholly devoted ro defending the Wyld and
Ciaia’s creation from the Wyrm's corruption and the
Weaver's obsessive constructions, some werewolves
tall in love with the city. Rather than seeing the ciry as
a rrap or a blight upon the land, these Garo think
it as either “home” or an unparalleled opportunity.

(.] I.:’IL:h Wlklllit'r\ Al ]'ul FJ'.'”-H' { il EAW e s ['IL"L"Li T X CL=e
to embrace the city. Some see the Weaver as their ally
rather thana foe. They understand the Weaver's use as
a weapon, using the technology available o them
apainst rheir enemies, Garou who do so have some
conptess with city spirits and are able rowork with and
command the Weaver's minions. There also exises
another spiritual link than many Glass Walkers feel.
Because they feel such closeness with the spirir of the
CILY, lhl’.:':.-' Ack aE its Protector and are, in turn y |'~|1|||._-\_'t1_'.|
by it to some degree. Some come to believe that the
ciry is a more spititual place than any wilderness area;
after all, so many humans' hopes and dreams are tied up
inacity thar grear things are just waiting tosbe borm. To
these Garou, city spirits may become pack torems. The
Bone Gnawers in particular are keenly aware that the
Wyld can be srrong well within the most urban envi-
ronments; some places are rich with the Wyld's ener-
wies, despire the conerere all around.
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Sorme rural Garon find thar the city fxcinates

them. The city's ¢xcitement, constant motion and
sheer size combine to draw them in and ser their
heares pounding. Some find thac after their exposure
to the city's rhythms, they can never be happy
Lireh’ I'.'I_'.'_i'. foar g wil :‘-I:ul'l-. rural {_-iunu ,:i-,_--\_-ﬂ]n:_- City as

/ a curiosity. They study it as a way o leam about
humians and the Wenver's works, Further, being in
the city prowides Garou with their best opportunity
o encounter the enemy tace-to-tace on .|L{,|i|'-,' hasis.
The [I1-.III1["I-.1:"!1.".T| Crarou must deal with in tracking
their enemies and barrling them is ]1.i|_§(i 14 @ target.
S0 many possible targers abound, it's sometimes
ditticult for Garou to prioritize which o take out first.
Cirbiars Bfferns:

Ve Frnmmbra) Cfgrcape
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confront a strange landscape thart assaults all their
senses. ] he Umbra reflects the spiritual side of the

f il i[ ]

When Garou enter the urhan Umbra, they
physical world, and many ciries suffer from a great
spiritual sickness. AsaStaryteller, youneed to hring
home to your Garow characters the fact thar the
urban spirit world reflects the unease and disease
that lies close vo the hearr of most cities. Careful
artention to description can recreate the sense of

discomfort and alienation that marks the
L mbrac ape of the city for most Garoal.

£ L-,:ﬁ‘ir},:_-;;—' 7 B .i’;rw'f}ﬁ,r Fhr Loaipnitilf

h a Uarou can enter the
Umbra depends on the strength of the nearby

The ease with whis

Lipuntler. Ingeneral, steppingsideways poses greater
problems in the ciry than in the wildermess due to
the unnarurally high Gauntlet. In game terms, the
Giauntler within the urban environment presents
characters with a higher difficuloy to thetr dice rolls.
storytellers can bring this higher difficulry ro life for
their players by using evocative words and imaces.

Fiaor ex ||1'-]‘|-.', Cara's characrer Darien
Farwalker, a Silent Srrider Theurge, tries to step
sideways inadarkened alleyway, Cararolls Diarien's
Gnosts (four dice) against a difficulty of 8 and
achieves only a single success. Her Storyteller
miakes this mareinal success real through the fol-
lowwing dest ripton.

Your body touches a sucky film dense with a
grimimess that clings to your skin and attempts to hold
vt i place . Thiwsonds of any web-like srands grath

heldd of vouand oy by keep o from Prashing venr taay
pust the havrier between the worlds, Finally, youemerge,
/ sotled et mract, m the alley's Penumbwal veflection
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Cara can feel her character's strugele juse o do
what would come so L'us;l':.-' i a wilderness serri g- The
difference berween the pristine Umbra near Darien's
caern and the dismal spirit world of the ciry hecomaes
more real and sets the tone tor the encounrers to come.

T ite Pllaatwrs Dosmain: odiess & onstrnde

Once in the urhan Umbra, Garou find themselves in
the world as envisioned by the Weaver. Pattern spiders
seurry busily from place to place on unfathomable er-
rands. Everywhere, the hum of machine spirits provides
aconstant drone painful to the sensitive ears of Garou in
Lupus or Crinos form. Dark shadowy forms indicare the
presence of buildings, dead matter dhar intrudes on the
spinic world. The colors that dominate the landscape tend
tovward neutral, dull tones — various shades of grays, dull
preens, browns and blacks, Though found in naore, these
colors in the cityscape seem like perversions of the hues
foamd in trees, stones, sky and eardh.

And don't forget the webs. The Weaver's mark
hlankets the urban Umbra like a cloying film of stavic.
Besides providing a graphic visual reminder of the
Weaver's presence, webs alsopossesstacrile properties.
Thick ropy webs act like heavy vines, tripping up
Giarou who try to pass them, lashing our to grab arms
and legs. Thin cobwebs cling to the skin, clogging eyes
andd noses and providing a constant irrirarion. Story-
tellers may allow Garou to replenish some or all of their
Rage from sheer frustration ar dealing wirh the perva-
sive presence of the Weaver's tovs and creations.
HWhhere #e Wgrm Tirmes Cndhar Bt

The Weaver's cold immohility pales in comparison
to the true horror that lies deep within the urban Umbra.
Places exise within the city where the Weaver's sway has
wiven way to the tyranny of the Wyrm. Crack houses,
Pentex offices, factoriesthar produce Wyrm-tainted goods,

abindoned buildings that provide homes for clurches of

tomori all fill the city with the stench of comuption.
L;.II’:HIQHMI[J !'.‘.r'l rl‘lt’ h‘ ?l‘{"] RS T SA 1“]1{ di_‘"‘\l':l'rl 1T |I'|.-|_|
emaniate from these hubs of Wyrm activity, Describe the
darkness and oiliness of Wyrm-taint, the fetid odors that
cluster near these foul centers. Wyrm creaturcs and
Baneshaunt these places where the Wyrm's control has
overtaken the Weaver's careful construcrions.

Prkoty of Hoper 7 e Ubian Wil

Despite the sometimes-overwhelming presence of

the Weaver and the Wyrm, the Wyld exists eveninthe
most alienated of cities. Parks, nature preserves and
zoos that make use of envirommental habitats provide
necessary relicf for Garou. The Umbra in these places
should reflect the relative freedom from restraint and
corruption they offer in the physical world.

-m-m—

The Cattomary "Cf the Ny Wearning

Players who rely too heavily on the Sense
Wherm Gife to discern between “evil and needs to
be killed™ and *nor evil and should be protecred”
are SOL 0 the city. Wyrme-tainr is a pervasive
spiritual force, and it clings to victims as well as
abusers, the violated as well as the violawor. Al-
though certainly not everyane in a city is puing to
smell of the Wyrm, using Sense Wyrm in any
crowded area will pmhah]v register multiple in
stances of taint. In a niphtelub, that taint might
belong to a few frat boy date rapists, the bouncer
who augments his bulk with Magadon “nutri
tional supplements,” the voung lady who uninten-
rionally sipped a little vampire blood during her
“hot date™ lase night, the drunk who's attracted
the attention of a riny Bane of despair, the ha-
hitual drug user on the dance floor, the “special”
hottle of Kingspirits behind the bar, and yes— any
fomori that might be present. How does the Garou
discern which instances of taint are a divect threa
which need slightly less immediate attenrion, and
which are probably beneath his notice?

He uses his head, like any werewalf who wants
to survive in the city does,

|.]'|.'||1r|.- I'L'I.F'I]:\.f' 10 TR €asy LI YLUUT l\\éi[\'[']""h. { il"\,'l.'
them rthe evidence to make them realize that they
need to pay attention w their surroundings, rhe
better ro recognize and prioritize the threats facing
them. Show them that the city is the ideal envi-
ronument for the spread of Wyrme-taint, and tha
they can’t rely on Sense Wyrm alone for that very
reason. The Garou didn't survive two Wars of
Rage and millennia of battle against the Wyrm
because they attacked evervthing Vi rhar smelled
funny — they survived because theyre wolves,
and wolves l-:m'-w oW b e,

Use contrasting images to highlight the differ-
ences berween the exotic urban Wyld pockers and the
more familiar provinees of Wyrm and Weaver. Think
of finding an oasis in the middle of a desert or coming
upon a garden hidden behind a high wall. Describe the
Umbraaf a city park in terms thar porreay it as a respite
(row the onslaughe of the Weaver and the Wyrm.
Beleaguered Wyld spirits cluster in these havens, fear-
ful of treading too far afield. Garon should find a tew
allies in these spirits.

,é:#w s Hor -‘—/Bj.'r‘

Wolf-bormn Garou find cities almost unbearable.
The most extrerme of thew refuse toenver ciries of their
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own accond. Unfortunately, the war st going sowell
that a pack can always choose their battleground.
Lupus have to make do in the city just as the other
breeds do— but there they face problems all their own.
Storytellers should nor hesitare to use the plight of the

lupus Garou to flesh out and add depth o herchronicle.
Apinsa) € otros”

Lupus Garou find their birth forms the most com-
fortable ones to assume. Few lupus willingly spend a lot
of time in human form. City life, however, does noat
favor amimals that run around without human “own-
ers.” Lupus Giarou on their own can arteact unwanted
artention from the authorities.

Daogearchers, known in the modern world as ani-
mal control agents, answer reports that “wild animals”
are roaming the streers. When Garou in Lupus or
Urines torm confront fomori or Black Spiral Dancers
or Leeches or any of the other anraponises, the ensuing
conflict usually leaves behind a detritus of blood and
picces of flesh. To the unsuspecting mortals who come
across the aftermath of such a battle, these effecrs
indicate the presence of a pack of wild — probably
rabid — dogs. Most Garou can elude normal proce-
dures wsed by animal conwol officers. Tranguilizer
darts respond ro the ultea-healing properties of Garou,
while most nets or traps provide only minimal ob-
stacles to lupus Garou.

Not all animal control agencies serve the best
interests of humanity. Pentex has tained groups of elire
“dogearchers” to look for the relltale sipns of Garou
interference. These experienced agents come equipped
with silver bullets, dart guns loaded with Wyrm-toxins
and other devices tmlored to captuning Garou.

P

Zoos provide both goosd and bad encouncers for
Garou. On one hand, they usually contain at least some
natuial-seeming veperation amd the best zoos — ones
that employ habieat-based environments rather than
cages — just might offer Garou a rare chance to replen-
1sh Ginosts, a commodity hard to come by in an urban
serting, Occasionally, Garouend up as prisoners in zoos
— ani rrouble usually comes calling shortly thereatrer.

Atew lupus Garou don't understand the purpose of

zo0s and see only places where crearures of the wild
laryguish in caprivicy. Homid pack members sometimes
find themselves forced to restrain their lupus compar-
1ons desires to liberate all the animals in the l weal zoo.

£y SFordar

Srories thar take place in an urban environment
deal with different manifestarions of the etermal barele
between the Garou and the enemies of Gaia, While

8
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Bone Gnawers and Glass Walkers may imderstand and
appreciate the many faces of ciry life, most Garou find
cities unpleasant ac best, downright evil ar worst, Story-
tellers can use this ambivalence o pood purpose in
desigring stories set against the urban backdrop, From
the initial culture shock as the Carou from the wilder-
nessarrive inthe bigcity rothe eventual discoveryof the
true horror that lics concealed beneath the soreers of the
metropolis, city stories provide Storytellers and players
with a constant barrage of challenges and sensations.
Conntry Convns Come fo Tonn

The hardest pare of relling civy stories may occurat
the beginning. Why should your pack ot Garou come
to the city in the first place! Finding a convincing
reason to bring the characters to town can provide a
challenge for Storytellers. Depending on how long
vour want your characters o remain in the urban
environment, you might want to consider some of the
following reasons to bring wilderness-based Garou o
the land of skyscrapers and cobwehs.

* Born o Be Wild — An inner city reenager has
just undergone her First Change. The characters’ pack
receives a summons from a spirit, asking them to go

into the city and bring ourt the new pup; or perhaps the
cub s from a bloodline tied 1o a tribe with no members
currencly living in the city. Onee the pack arrives,
however, things may not be as simple as they seem.

* Call for Help— If the pack has contacts among
the Glass Walkers or Bone Gnawers, one of rhese
urban werewalves may requesr cutside assistance for a
problem they can’t handle on their own. Of course,
they probably don't admir the seriovsness of the prob.-
lem or thar they have any trouble at all. They may
simpy call in a favor.

* Following a Trail — The pack defeats a group of
Black Spiral Dancers bur a few members escape to the
city. The Garou must travel there o track their enemies
down, where they discover thar the Dancers have their
own allies peculiar to the urban environment.

* Jail Break — The pack discovers that some
lupus Kinfolk have fallen into the clutches of an urban
exotic animal collector and must go to the city o
locare and rescue them.

® Umbral Accident — The pack makes a mistake
I'I:-'l‘i..'t"] ||‘|!-3 Fh rim |L’I1 t] 1 1_]|'|I.|-lr.-‘| :<“-|\.| l:_"!'|l!_‘|‘i. '|_|l'! I_II_"I_'l'l W il]'ﬁl]'|
the cenrer of the city instead of at a distant caern. This
is particularly appropriare if the pack tries to rravel on
the Weaver's webs,

Sbrrotmdog on A S e

(nce the characters have arrived in the city, you
need to immerse them immediately in the sights and
sounds, scents and flavars of the urban environment.

Werewolf Storytellers Handbook
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Lupus or metis Garou, accustomed o living in the
wilderness or within the confines of a rural sept, should
experience the impact a5 a shock ro their system. De-
scribe the blare of automobile homs, the ceaseless
background noise of traffic and machinery, the sighr-
abscuring haze from pollurion, the reck of factory smoke
and car fumes, the wail of sirens and the overpowering
press of humans crowded topether inan unhealthy land
afnarrow concrere streetsand towering buildings. Homid
Garou should also feel beset by these sensarions, but
they may also feel rwinges of guilt for their human
relatives” deeds, or a shade more sympathy for the
lwmans in this oppressive environment.

(T::';r EROtnfrs

Now that you've gotten your characters to town,
what are you pgoing to do with them? What sort of
teouble lurks around the comer and down the alley or
in the sewers waiting for your pack to stumble upon?
The sugeestions presented here should give vou a
starting place for your own ideas.

* Affairs of the Heart — One of your packmartes
falls in love with a city girl and asks you to accompany
him ona journey to convince her to leave her urban
life and mowve to asmaller rown. When you arrive ather
apartment, however, she 1s gone and the scent of bload
i5 stronyg in the air.

# Challenge — In order to achieve a new Ranl,
one of vour pack must enter the city and live there for
a monch. During thar oime he must achieve a series of
tasks that include creating afetish containing an urhan
spirit and discovering the location of a secrer Black
Spiral Dancer Hive.

* Diplomacy, Garou Style — A pack of Glass
Walkers wish to end their long-standing feud with a
rival group of Shadow Lords. Each pack claims the
same territory within the civy. Your pack, as outsiders,
hias the joyous task of arbitrating the peace talks and
preventing them from devolving into camape. In the
meantime, a third party wants to see the feud continue.

* Hunting for Cadavers — A group of Red Talons
bas made a toray into rhe city, determined o rid it of
all traces of vampiric influences. They have not re-
turnied and your pack has to find our why, even if it
means talking to the walking corpses,

# Renepade At Larpe — A former member of vour
sept has succumbed o the wiles of a mage who has
lured him o the ciry for her own unsavory purposes,
Though the renegade Garou has abandoned his sacred
duty and has received censure by the sept, you still
need to prevent him from causing more harm by
pursuing his foolhardy course of action. First, thoush,
vou need to find him.

—mrm—h\\h\a s———

= Still Waters Run Deep -
ing the river that runs through vour protected territory
and the cause lies somewhere within the city. The pack

- Something is pollut-

st jonrney nto town and try to discover who or what
i fouling the waters and stop the problem ar its roor.

Ierpatr and Werewolf

Werewolf is o game about man-beasts, half morral
and half naturespirit, created for the service and defense

of Gaia, the spiritof the world and all thiat lives inic, Half

animal, l'I'lC‘:.’ are forever creatures of 1 he wild, evenwhen
they walk the paved strects of the Wyrme-rainred mod-
emn world. Only the Weaver-trapped Glass Walkers are
uncomfortable in the wildermess. Yer many Werewaolf
Storyrellers will be considerably less comfortable with
the topic than the characters they portray. This section
is written 1o serve ws an aid ro Srorveellers in setting
stories in the wild. It covers e ily the sort of cnvi.
ronments that Werewolf characters are likely o find
themselves in — woods, mouncains and the hot deserrs
of the American Southwest,

A St Polessmner

This section of the Werewolf Storyvtellers
Handbook is an incredibly abbreviated summary
of actual useful information abour wilderess sur-
vival, a sort of crash course in the topic so Story
tellers womn't be totally at sea trying to set a game
in the wild. For those who hadn't already fieured
this ouir: Please, don't try to use rhis to really hack
it in the wild. There are a number of excellent
survival puides available (the Unired States Aar
Force survival manual is particularly good for
covering all the basics in a simple and very read-
able fashion). Use one of them, or better yer,
several different ones and a lot of advice from
someone who hasdone it before, You can really die
amiserable death trying ro be Grizely Adamsif you
don't kriow Low,

More likely, you will make dozens of volun
teers nisk their lives and force the government to
waste tens of hundreds of thousand of dollars v
tind you and retrieve vour soaked, hungry self from
the middle of nowhere. This disclaimer isn't just
tor your protection and watching the c mpany’s
legal back — every time some clueless poof goes
ot to'roueh ic” and needs rescuing, itencouraces
legislatures and park services o consider repula-
tivms thar rescrict access to wilderness areas and
limit the emjoyment of people who acrually know
what they're doing. Don't be That Guy.
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Tl Tiunths Absoset #e JUI

The truth abour the wilderness is this — life is
hard. There 1sno "dying of old age” in the woods. If you
are an andmal, vour life will almost certainly end either
when something makes you roo slow o run and 2
predator ears you, or you something makes you too
slow to hune and you starve, It could be arthriris,
hunper, sickness, or plain old bad luck, but you get off
vour game and that’s the end of it

As a Storyteller, you have two major challenges.
The first is to get the hostile natare of life in the wild
across to players who probably don’t know. Its notchae
vou have a moral obligation o do this, but it's an
absolure must if you wane your players to rake wilder-
ness stiuations as serious challenges to their characrers,
If you can't ger across the fact that rhe struggle for
survival is quite pressing, and thar failure has the ditest
of implications, you'll be hard -pressed to get the play-
ers involved enough to make it interesting,

Secondly, this is the view of the wildemess that
Garousociery notonly accepts, burembraces. The Garou
see mature not as a static backdrop, but as an onpoing
system; a systemof which they are a part, and whose hard
cilges are not meant to be conquered but critical features
the Ciarou must maintain. The Licany embraces the
ruthless nature of the world, urging the Garou net to
burden the young with the il of maintaining the old.
Likewise, the Impergium was an intervention by the
Giarouas 1 people toprevent humanity's use of tools from
allowing them w overtum the nacural order. Even if the
characters have a more modemn, idealized version of
mature, the vision of narure as a ruchless and entirely
necessary strugele 1= the social contexe for 2 characrer
raised as part of the Garou Naton.

bt tho PSffbrmas s

The wilderness isa pertectly viable venue for stories
about the Garou — and given the tone and subject
miatter of Werewolt, it's probably hest descriled as the
primary venue. As a venue, it has strengths and weak-
nesses, atd rewards certain approaches.

The wild's strengthis the fact that itis a hard place,
and one thar rewards a certain skill set which mose
Giarou possesses 1n abundanee. Out in the woods or up
it the mountains characters are cut off from all the
benefits of a consumer sociery. They can only have
what they can carry, and if they don't have it with
them, there's no real running off to ger ir. Characrers
are also cut off from the benefirs of the informarion
sociery, Cellphone coverage is limited ar hest: dara
rransfer rates are atrocious even when characters can
achieve alink. There is no instantly ealling in allies or
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stacked for a Storvieller who wants to make the char-
acters operate on wit and careful preplanning, and not
on their ability to use their Resources to conjure up a
solution to the problem,

At the same time, while they are cur off from
rechnology, they are also in their nataral environ-
ment. Though they may not have manmade tools, they
have the rools thar nature gave che wolf, Where mere
humans are unable o find food, the characrers can
sniff out edibles or hunt as wolves, Where humans
have 1o worry abour exposure, the characrers can
endure even the harshest conditions, and find shelrer
much more easily. Where humans often find the
wilderness tough poing, characters can assume a fleet-
footed gquadruped shape wirh a body form thar makes
-‘.'-hp["il‘lii ﬁ'lﬁleHh LI'-IJ'H.‘%L‘. LH'IL}L!I".'!I'I Ir:.|1 CASY. This is one of
the great strenpths of the Garou. They have all the
natural tools of a wild bease, and all the man-made
wonders and intellect of the human race. This is your
chanee ro highlighr the rmue strength of the Garou's
dual narure. Notonly are theyat home in the concrete
jungle of human society, they are also ar home in the
nature’s jundele as well, Take time in the wild two show
b effective those natural rools are, and to highligh
how the skinchanging of the Garou is more than just
the ability to assume o war form, but also ro gain an
entirely new set of strenpgths thar complement rhose of
humanicy. Confront the characrers with challenges
that wonld be impossible for normal humans, bur thar
are a snap for them with their wolf forms. Have them
pursued by trackers who don't have helicoprers and

thermal vision rigs and every other improbable piece of

technology, and then let the characters run rings
around their opponents.

Wilderness adventures also serve as an excellent
opportunity for intra-pack bonding and roleplay. Char-
acters in the wild will have only one another for
company, and teamwork is critical to any sort of
wildermess endeavor. People who take long backpack-
ing trips together get to know each other very well
indeed, Adventures like this area time for forming and
affirming bonds of friendship and respect among the
members of the pack. Animosities may be laid to rest
or tanned to open hostilities, and care and respect can
Blossam into forbidden love,

Storytellers who have been having problems get-
ting members of the pack to roleplay can easily set up
situations where the characters are compelled to inter-
act. Face the characters with a challenge inone scene,
and then set the next scenc as the characters sitting
around their camp or temporary den ralking about the
situation they just overcame. You can even just take
two characters and say thar, while performing a task
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together, they have a conversation, and then turn to
the players and ask then what they're saying, If your
plavers are used to roleplaying, they probably take w it
'U.-'L'l |.. l'\ll‘. ForLk CHIY ||.|.‘HF S0 ll"l-lti Ly E_'II_'I,_'I"I."UI_E,L" I_l.,'ES-'(_'KPUfI_-’
enced players to roleplay. Set up the circumstances, let
them perform a few acts to lead into the conversation,
and then imdicare they should ealk. If it works, you'll
gt one-on-one mberaction. Don't pressure the players
bevorud the necessary nudpes — if the conversation
isn't coing to catch, itisn’t ooiny o catch, and some-
rimes a halring conversation is the kind that really
should occur. Keep alert, and when it ends, cut grace-
fully o the next scene. As a bit of additional advice,
don't make it so thar Bob and Joe ralk, then Joe and
Jane talk, then Jane and Bob ralk. That's parently
contrived and feels mare like a scheduled rap session
than genuine roleplaying. [c's okay 1o have evervone
interact, but try to make it seem naturalistic and break
it up with action or group roleplay,

The bonding is cqually easy to inject — there's a
reason thar wilderness experiences are used aga way to
teach troubled yourhs reamwork. There are countless
siruarions where several characrers will need ro work
together, Anything from clearing a rockslide to climb-
ing a cliff to tording a river. Even dividing up and
accomplishing the day-to-day chores is accomplish-
ment when you're living our of a rucksack. Present
problems thar the characters can't solve alone, force
the players to devise solutions m character, and then le
them carry the plan our. Use all of the crazy “group
ellon” and "helpers” rules (row the Systews chaprer of
the Werewolf buok, and senuinely make overcoming
the obstacle as a group into an important and reward-
ing challenge in the game. Make the characters wark

i'l!‘.l-.l I"l'.'l I [« I'L'[L"'[hl_"l'.. :-Tl'I.ILI ri'll_“!,'!l" SO Lll'\’L'I.L'I|_'l '[I'Il:_‘: SOIC I,_'I1-

bonds that are supposed ro rypify Garou packs.

Jdersasr € Drcerns

At the same time that the wilderness can provide
lots of story hooks and has strengths thar a Storyreller
can exploit, there are also weaknesses to a story set
here, and pittalls worth avoiding.

The first obstacle is that unless you've done iea lot
betore, you're probably not expenenced wich describ-
ing wilderness situations in an exciting fashion. Before
you tun your wilderness epic, practice a liccle abhead of
tme, or run a number of short one-or-two scene
outdoor situations to get the feel of it. Try to learn to
deseribe static EI'I:-!”LTH_E;L‘.E in an exciring way, Read
some books on wilderness survival ro leam how it's
done. Scout locations — go out in che woods or up into
the mounrains and look ar the kind of porenrial oh-
stacles a party micht face. How could they bypass

M\—

them! What are some valid ways to ateack the obstacle
and overcome ir! Whar vou're looking to do is give the
situanion a naturaliscc feel. Ifyou don't deseribe it wel
and make it feel like a genuine obstacle or a real
problem, it’s really just soing to be vou calling for o
Dexreriey + Achlerics or a Wies + Survival roll, and the
plavers rying to roll enough successes, Don't be afraid
o use the dice, bue tolls should be used to determine if
the characters are able ro carry our the solution they
devise, rather than being something you determine
ahead of time. If it's just a marrer of making a bunch of
predetermmed Ability tests, the players could have
stayed at home, because you could run the adventure
with just some dice and the character sheets

Also, one of the most effective things abour the
wilderness as a serting is thar when the environment
becomes an enemy, it is senuinely errifving. Ir is
implacable, [t doesn’t cven realize or care thar ir's
leilling your. Bueat the same time, people don't come w
roleplaying games to be killed by impersonal forces
beyond their ability to influence or control. In tryine
to emphasize the harsh, unearing side of the wilder-
ness, it's very easy to accidentally creare an adventure
that puts the charaeters in an unsurvivable situation to
demonstrate that they cannot o M UeT Muother Na-
ture. That's really not the point, that's just a more
claborate version of the characrer opening up their
coat closet and finding a Nexus Crawler waiting for
them. Even if the situation is desipned o bear up the
characters, make it something more than just o beat-
ing. Ler them learn or increase Abilines, or pama spirir
ally, or get something out of the experience. Otherwise
‘!.'nl.l'r'-:ju'ir |"ﬂ|'-'?'u]i."lﬂj.[ the characters lI:I1L|i.']"I|:'|L‘;,'IIJ.‘\L'H|
adding verisimilitude

Finally, keep in mind that that one of the defining
agpects of being our in the wild is the inability to get 1w
anywhere else quickly. This can prove quite trouhle-
some if the adventure vou planmed tums our tobe dulles
than you expected, or the characters are clearly not up
for quality time with the snakes and the bugs. Try 1o
think out ahead of time how long (in terms of session
time) the wilderness rrek you're planning on will take,
It's a rare gaming group that wants to spend their third
straight mame session walking through foochills of the
Rockies. Gerasense of how long your group can tolerate
fairly mundane challenges. If that's an hour, then make
sure the wilderness excursions don't last much longer
than that. If it's one or two sessions, then set that as your
upper limit. Be sure tounderplan a Livtle, becanse things
will naturally take longer than youexpect, and you don't
want i have everyone coming back to the nest session
fior “just one mote hour of slogemg through the bayou!”
Also, if you're pre-planning events, make a list of what
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enCounrers or events are must-happens, and which are
luxuries, that way if things seem to be dragging, you can
know what to cut our and what to keep when you're
specding things along.

|
PVgermens SFordas
The great ourdoors is a natural serring for many

Werewaollstories — but just whar kinds ofstories! The
list below is a beginning, not a comprehensive catalog

of possibilities, Use it as a caralyse and jumping-off

point for your own work,

Spsrifenaf Rofreat
While the wilderness of the World of Darkness is
under attack and tainted in ey E'-|;1u_~_x i'njl the COTTU-

tion of the Wyrm, it is also a holy place, a place of

primal power far greater and far older than the Garou.

Wit Uirrage Adans

Werewalf poses an interesting dilemma ro
Grarou characrers by forcing them to make certain
crivical decisions about how they'll be wsine their
shapeshifting abiliries in advance of any wilder-
ness travel. The very small number of items thar
can be dedicared by agiven Garou mean thar if the
werewolves plan on using their Lupus form w
cover ground quickly, they are very limited m the
amount of equipment they can carry with them.
Even if they employ the sort of packs designed ler
dogs haul their own food on camping trips, modi-
ficd so that they can be removed by ather Lupus-
torm Giarow, the amount of supplies they'll be
hauling 1= minimal. They'll probably have little
more than a few days warth of wolf food, survival
necessities like a knife, compass [ GI'S, a cell
phone, map, some plastic tarping and stakes o
lewrim a temporary den, and a ser of clothes so thar
when the Garou must assume Homid form, they
needn’t risk |':|'ff'Fll.1|]'|t'1'"|_i_H.

By the same wken, if the Garou plan o take
advanrage of the Homid form with s large carrying
capacity .md tool-use, then their ability o use the
Lupus form tocover ground is severely limired. While
the wolf-shape isstill useful for scouting or escape, the
burden of human gear essentially locks the werewolf
inte Homid form, with its plodding pace and inability
L6l -]i','l L"1.|iL"ii'f|1|.'|.' thrm I-,_'|'| l|r‘|d:_'1'g|:nu.:1|1

Obviously, there are ways ro bypass this incom-
patibility—the characterscan cache supplies them-
'\q_"]\, L% O ]'I.':i'..'!_' {”:]‘l.‘.'l.!'. l:;l'\'l"ili.,' [l'l,l:: 'h'['l]"]'lliﬂ"‘. TI"I Y Can
abandon theircamp and moveas Lupus, scavenging
as they go, Wharever the solution is, it requires
[‘]-I!'IF!II'IL. just like all successful w ildernes reks.

Lo

It is the body of Gaia and the face of the world, and
werewolves are its creatures. In these increasingly dark
and tumultuous times, they must often find ir neces-
sary to seek shelter and solace in rhe arms of the ereat
forests and mountains thar have been haunts of their
animal cousins since the dawn of time. Noe all gacher-
ings must be part of the sept's caern rituals. Alone in
the wild or running with their pack, they can reflecron
whart ir is that they're defending, regaininge their sense
of purpose and renewing rheir ties to the land.

Crarow may go into the wild simply to rest from
their warring. They may go to find a wolf mate. They
and their packmates may stake out a territory and
defend it as their own — those Garou whose morral
lives force them toward a life of roatless eravel probably
tind this to be immensely satisfying. The skin-changers
may need ro seek out the spirit guardians of their Gifts,
o1 to contact spirits strange to them and find new Gifrs
lor their people, or to seck our a totem for their pack.

As a Storyreller, such adventures can provide you
with the same hreak the characters seek — a chance to
per away romongoing continuity and return refreshed,
and rochallenge the characters with simple sirnations,
of just allow them all to roleplay freely.

Frbitr ang HMHomifar

And it may be that natre presents the Garou with
wisdom unsought, When in the wild, the wolf-men are
open tospiritual influences, and those influences may well
speak rothemuninvited. A characterin the wildmay learn
lessons from nanire as narure intends, not as they wish,

Doubtless, many of these lessons are simple ones,
and really no more than the reassuring rouch of the wild,
encouraging the Garou to breed while they may, to
accept a dearh m stride with the nataral order, and ro
bond with their packmates, Yer others may be more
complex — don't ke afraid to make the wilderness a
miystical place. They may be obwvious messages; a stream
speaking directly to a Theurpe with Pulse of the Tnvis-
ible, and telling her the identities of those beings thar
have polluted rthe stream, or a forest comspiring o
arrange for a pack to come upon something dhar will
teach a lesson. They could be more elaborace, though.
Many spirits can provoke visions — who is tosay that a
werewoll's time in the wildermess is enwirely lucid, espe-
cially if he willingly throws himself into Namre's em-
brace. It could be that a pack experiences genuine
religious visions at the behest of nature and ancesror-
spirits, or their totem. The characters may gain orear
insight from witnessing natural events, Like a martial
arts master learning new forms, the Garou may come
understand new stratepies from warching a fox stalk a
pheasant, but the lessons could be far deeper than just
tighting styles. What if a character looks back on o
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sojourn in the wild and finds that the problems he faced
WETE I-."HE[L'['I‘.-' |Ik| the ones he condronts in F:ih- life rona:?

Asa Storyreller, this is o chance o have spirics who

would otherwise be setting elements and plot or clue

dispensing machines become active parts of your pamd,

Those ancestor-spirits are no longer just a mechanical
edge; now they're purting the character through her
paces. The spirit patrons of the characters' caem aren’t

just patential wotems, but active entites who rouch the

characters' lives and influence their doines. [t's also g
chanee tor you to directly steer the game through the
MLervention of vour S aryl cllercl VATACLCTS, [T"g,-‘.*-u s the
characrers heading roward o fioht they can't win or just
falling offthe tracks of smant thinking, it'sa chance togive
them a message withour breaking the illusion of free will
by taking them aside and relling them whit's best.

ﬁyffﬁwyﬁ(w ared C it

[t isn 't true that we've made the world asmallerplace
We've just made it very casy to move through some
extremely narow corridors. The vast majority of North
America is sparsely populated or rotally unpopulared.
While a permanent residence would probably artract
notice given rime, the wildemess provides an excellen
highway forsmall groups of individuals who need toavoid
derecrion. While the going is painfully slow o inpared to

cars or planes, and in maost places you can't travel 1 day
withour crossing a road, a group traveling lightly and
mindful of covering their tracks can cross long distances

without any real fear of detection. This ¢ i bequite useful
for the Garou, who may often be avi ding human au
thorities in order ro preserve the Veil, or approaching an
area where anyone oreveryone they meer may be nhle 1o
detect their rrue nature.

For Srorytellers, a travel story — particularly a rense
one as the characrers try to evade pursuit or spend weeks
sneaking close toa heavily puarded installation — can he
an excellent inrerlude in a chronicle. In this role, they
don’t just serve as roleplaying inrerludes and reinforce the
game'swilderness overtones. Infiltmtion can also serve as
a tense lead-up wadramaric confronrarion oras a second
[ iilsl:th‘ I amn i-1:-:niLI|.E OF €5PIONage mission, as char Wlrers
who penetrated a sophisticared defense network must
evade pursuir to make a successful geraway.

St atit St

Finally, characters can be tossed into a situation
where they're genuinely unprepared. They may be
Kinfolk or even Garou in some sort of raumaric
situation like an airplane crash, a moon bridee mishap
or an attack on an isolared caem thar sets them to
unprepared flight. Wharever the case, the characters
are lefr with only their wits and what they can eather.
This prohably isn't much of a threat for the Garou, but
it can he, if the conditions are harsh or the pack is
Iaroel

LATERe Y F'n‘-]m'il.‘M city-slickers. This is a very legitimare

challenge for Kinfolk, and can win them a lor of

1 L

positive prestige among their skin-changing relarives,
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even serving as a chance to try out or leamn Gifts
without being totally overshadowed by the full-blooded
members of the family.

"‘Iln"'\- i |L‘.|I:lr"=.'rl."|1l"T.. 1I'I|h 15 A li'l'l.'”'lli'l' i ]"'||| lll"lli.' i-hﬂ"iaﬂ"
ters in a hind and force some quick thinking. They
prohably don’t have all their weapons and gear, and
they're probably off their home turf, The characters may
be wounded or on the run, and Glass Walkers and other
|||!'li|['| i_l"lil[:-ﬂ_'ll,_'l"\ 'UI.I-” !1|I_]h;|||.|||' |"," i'|| FRIR ] .|i.|'|.'|:‘| 'I.‘r'l.”'.l(.l.
Storytellers that feel the pack s drifting inta too much
of an urbun/civilized mode might wanr to throw such a
story at the characters purely for shock value. While
qualified for rhe challenpe, are the Garou really at
home! Are they panicking just because they're off the
asphalt! [t might not be outside the realm of possibility
for a pack's totem or ancestors to arrange such an event
just tos pet the messape across,  the characters are smart
and adaptable, they'lH live and learn, ifthe charactersare
unwise and foolish, they'll probably die, and that's one
of the lessons the wild reaches besr.

Hermery Sirresons”

This section deals with the necessities of wilder-
ness survival, and provides a brief overview of how
exactly vou hack ir in the wild. It is general, but should
serve to give Storytellers with no woodsy hackground
a fairly pood understanding of the mechanisms in-
volved. Alrhourh some of this could technically be
construed as "player information,” ultimarely it's most
inportant for you as Storyreller ro know the importane
prares of wilderness survival, 2o thar you can relate
important intormation to the players that require it —
of use the lgnornce of an over-citified pack apainst
them. After all, it's much more involving for the
players ta learn these technigues over the course of a
dramatic story than o read it out of a bool:,

%fﬁ

Planning is the number one survival rule. Any
charmcter going into g situation where she and her
companions are on their own had betrer know exactly
'|.1.-||I| |l'|l_"' l'll_'” ‘\l"lL"!'\ I.,||.||||_'|_-'ﬂ ||:I\,:I .'-lil.," ‘-l“lﬁ“l‘k[lﬂ‘lll'ﬂ.':1]1'..';“]
of time. A wise characrer preparing for a wilderness
journey will worked our every day'swalk shead of time
with a map and an almanac, using the map rofind good
campsites and estimate travel times, and the almanac
to determine rhe start and stop times for the day's
travel. The stop time is critical — it is very difficult to
ser up a camp after sundown. Withour the ambient
skvelow from streetlights, it gets very dark at night,
Characters trying to set up a tent and cook a meal in
the pirch dark will quickly find it harh exhausting and
prone tw damaging valuable gear. When planning
rravel times, wise characters will be sure 1o allow

generous marging for a member of the raveling party
rurning an ankle, or for the group to find that the trail
was washed out a year ago or has become rotally
overprown with blackbersy bushes.

Meals should be planned ahead of time, with
artention paid to making sure everyone in the travel-
ing parry eets the right number of calories tor the sort
af heavy exercise wilderness mavel entails. Water is
alse a major planning issue. It 8 heavy, bulky and
indispensahle. These facts combine to force traveling
parties to restock their warer supplies frequently; every
2 to 3 days at the most. In temperate or tropical areas,
this generally isn't a prohlem — it's hard o walk afull
day without hitring some sore of mning water. In arid
regions, however, the location of warer typically dic-
tates the course of travel.,

Characters should also |_‘l|,;;1|1 tor what todoin case of
injury, including a well-stocked first aid kid and all the
wear necessary for a travois to haul an injured member of
the group out. Evervone should know how o do all of
the important first aid tasks — ic's no pood to have the
une person who's a walking medical dictionary ger
lenocked unconscious by a falling rock. The firse aid kic
can obviously be dispensed with when the traveling
party 15 all Grarow, since between Mother's Touch and
regeneration there's not much that can keep awerewalf
down, but is still eritical if there are Kinfolk along, or
the Garou wish to present a fagade of normaley.

Characters’ plans should include an objective —
aimless wandering without warrying about what comes
next i5 a luxury that vur moderm society affords us. Once
you leave the land of convenience stores and shapping
malls, you have to keep your goals in mind and try to
marshal your resources toward them, because those
resources are limited. If you don't spend them well,
they'll be pome and yvou'll have nothing o show for i,
and in the wilderness *nothing” means you don't have
any food 1o ear or a place to sleep. Characrers who are
teaveling towand a destination have reaching the desti-
nation as their ultimate poal, and all their plans must
focus on thar, Characters stranded im the wilderness due
to accident or other happenstance have their retumn to
civilization as a goal. Even characters who have gone
aut into the wildermess o live as hermies have a goal; o
achieve a sustainable stare of living, where they're
gathering at least enongh food o kalance the amount
they eat, while still having encugh time o maintain
their dwelling and advance any orher personal projects.

Aveid Cokd”

The second mast important rule of survival, be-
vond planning, is to control your temperature. The
human and lupine bodies are both immensely flexible
machines, capable of repulating their internal rem-
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perature w2 allow them o survive in a hroad range of
condirions. However, the human body is mostly suired
to fairly warm temperature — anything below 60
deorees Fahrenheit is uncomfortable without cloth-
ing, and temperarures below that can cause hyvpother-
mia. In hypothermia, the bady loses heat faster than it
can penerare it, until its core temperature Jmpﬁ be low
thar at which the human bedy can funcrion. For a
naked human, hypothermia can be arisk at even 50°F.
Hypothermia is characterized by severe shivering, re-
placed by asense of warmness and physical weakness as
the hody fails. I[Fit remains uncorrected, the vicrim will
eventually go mto shock and freeze ro dearh.

The remedies to this hazand are simple. First, the
character can move vigorously, which causes hismuscles
ro generate hear and warm his body. This is only
effective at relatively warmtemperatures, or inconjunc.
tion with orher forms of protection. Second, the char-
acter can emove himself from the wind. As a character
radiates hear, it warms the air around him. Since the
amount of heat transferred between two bodies depends
on their relarive temperature, this slows the rate at
which the charaerers hody loses heat, Wind constantly
pushes new air against the character, causing his body to
lose heat quickly. This makes it seem much colder than
it is, and high winds plus subfreezing remperarures are a
combination thar can rapidly sap the strengrh of char-
acters exposed to them. Characters trapped in high, cold
wirdls should seek the shelter of anv sort of structure that
can function as a windbreak. Huddling alse works, and
several charucters huddled close together can stay warm
by minimizing the amount of surface area any given
character exposes to the cold.

Third, the character can surround himself wich
sone sort of material that absorbs his radiared hear and
retains it, rather than lercing it flee into the sarround-
ing air winter clothing, for example. However,
arctic wearher gear is not the only effective form of
protection. Anything thar breaks the wind and traps
air helps — pine boughs covered by a tarp, forexample,
will provide some protection. Snow is an excellent
insulator, and the best thing a character trapped in a
SN sTOTTIIL CAan -._]|,1 15 burrow her way into a snowhank.
This shuts out the wind, and the burrow temperature
can go as high as 50 degrees Fahrenheit, allowing even
poorly protecred characrers wo stay warm,

If the pack’s cold weather gear is inadequate for the
temperarure, and they will not go to ground or cannot
aovto pround {forexample, if they are stranded on open
ice) then they will almost certainly die ol Lypother-
emia. This will fell even the Garou unless they have
Giifts to protect them from the cold. Their astonishing
powWers of repencration cannot protect them againsr
the chilling effects of winter. (In game terms, Garou

M\_

T e fUoif s Iliifeor
Wolves have fur coats, and are well protected
apainst winter cold. Arctic wolves can survive in
temperatures as low as -70 degrees Fahrenheir,
though they are a specialized breed. Hypothermia
isn't much of a concem for most characters 10
Crinos, Hispo or Lupus until about -20° 1o - 307 F,
at which point most wolves will seare thinking
abouthuddline in the snow somewhere. The weak-
ness of a wolfsinsulation is thar, like poose down,
it relies on its fluff to L dir. If the walf becomes
wet, the insulating properties of its fur are grearly
diminished. A soaked wolf in sub-freczing tem-

peratures is an animal in dire strairs.

who do nothing to delend themselves againse the
elements starr taking agpravated damage when the
cold gets wo intense. This damage should accrue
_5|nwl'5' |._'1|.L||_|;-_'j‘| that the [‘l];':','t‘T* feel that werewolves are
still berter off that humans would be in such a situa-
tion, but guickly enough that freezing todeath remains
areal danger; a health level of damage every couple of
homrs spent without sufficiens warmth should suffice.)

Characters in cold comditions also have a second
danger to face — frosthite. While hypothermia comes
from the characrer’s core body remperature dropping
.l"ll_"]{'l'q,'.-' l\..-lII_"' ]i_"‘-"l:'l‘\.‘ 1'\. ?Hll'l'l:t_' COMTEs |1|'l|'|| [] e 1 l‘l‘lP". rature
of the surface tissue dropping so low that acrual damage
occurs, This 11UI'II'|1:|“.'3-' vceurs in the farthese reac hes of
the characrers’ extremities lust: lngers, tocs and the
like. They're the farthest away from the characrer's body
core, and their small size means there’s a grear deal of
radiating surface for only a small amount of tissue.

However, this is not the only place that frosthire can
oceur, and characrers exposed to high winds can suffer
frosthite effects all over their face and other exposed skin
arcas. In its first stages, frasthire is simply numbness and
a sensation of cold. As it progresses, permanent circula-
tory and neurological damage accrues — the fesh will
neveragain have full sensation or proper blood tHow, Very
severe cases involve tissue necrosis — the affected flesh
simply dies, and will rot off, with all the associated health
complications. While frosthite is obviously a minor con-
cern for Garou, it isa serious danger for Kinfolk and other
niormial mortals exposed o cold.

Avesis Hear

Heat is not as great a threar o the human organism
as cold, The human body has o phenomenal cooling
systemn that, if provided with enough water, can suseain it
in the hottest of conditions — unsurprising in a species
that evolved near equatorial Africa. The body secretes

warter, which evaporates, mansferring heat into the sur-
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roundingairmore efficiently than simple radiation. Other
than the very old, the very young, the sick and those with
breathing ailments, very few humans need fear death
from heat expoasure. Nevertheless, heat-related equiva-
lents 1o both hypothermia and frostbite do exist.

The equivalent to hyparhermia is hyperthermia,
or heat prostration. Heat prostration oceurs when the
characrer's core body temperature climbs above the
level ar which her internal organs function properly. [t
is most common when the character has no water tw
drink and rhus stops sweating, but can also occur when
especially individuals not acclimarized
to hot conditions — exercise in hor weatherand direct
sumlight tor long periods. }-|-I,-l~u,_-r| hermiais VY LE'.m:__{J:T-
ous because a stubborn individual can often remain

individuals

upright unsil afrer the point where she cannor natu-
rally recover from the condition,

Ihe first stage of hyperthermia is common called
heat exhaustion, and is typified by a feeling of nausea,
light-headedness and by clammy skin. The vietio will, at
this phase, generally improve if moved into the shade and
piven water, preferably water lightly laced with salt and
other elecrn ll'l.'[t'.\-. I more CANETETIe S, 4,_'u|1.1|11¢_1nl1_,'
called heat stroke, the skin becomes dry, and the victim
will generally not recover naturally, though Mother's
Touch will probably improve him, as will natural regen-
cration if he's removed from the lighe and allowed rorest.

Normal mortals are generally wearsd with o warm
water bath and a saline IV, Victims that are not treated
properly can die from brain or organ damage, and many
survivors of extreme cases suffer kidnev and other renal
system problemsafterwards, While werewolvesare resilient
enoueh torecover from the systemic damage, they are seill
vulnerable w overbesting, fainting and even death if they
abuse themselves enough that they become dehydrated
and fall unconscious of suin poisoming too far from water,

Sunburn is the hear-related equivalent of frost-
bite. This occurs when the skin is exposed to divect
sunlight for extended peniocds. Radiavion penetrares
rhe dermis and damages the tissue beneath it Depend-
g on the severnity, sunburm can range from mildly
uncomtortable to life threarening; althouwgh it occurs
slowly, sunbum is an acrual bum.

Al humans naturally seerete askin pigment with
radiation-blocking properties — melanin — in vary-
ing amounts based on rhe area of the characrer’s ethnic
cxtraction. Some solar radiation exposure is catalytic

for a healthy metabolic process, so human groups tha
huwve adapted to cold, dark environments often have
relatively low level of melanin compared to the norm
tor the species. These subgroups — from whom many
Grarou are descended — are most susceprible to sun-
burn. All humans will secrere additional melanin o

94 Werewnlf Stovvtellers Handboaok

ﬁm-——'_.x_——.-y

block radiation as an automatic reflex if they're ex-
posed to sunlight, but this process is slow and cannot
prevent immediate burms, Contrary to popular my-
thology, however dark your skin is, you can still suffer
sunburn — the threshold for injury is :-.lmpl'-.' higher.
Characters in sunny conditions should cover as much
of their skin as possible. If discase-carrying insects are
not a threat, lisht-skinned characters in very hot
conditions will probably wanr o adopt a program of
progressive exposure o darken their skin and allow
them to minimize the amount of clothing they wear,
since bare skin is far more efficient at radiating hear
than skin covered in cloth. Garou that are severely
sunbumnt can of course simply regenerate the damage.

Protection from heat is penerally easier than pro-
rection from cold. The characters should avoid direct
sunlight, avoid heavy exercise during the hottest hours
of the day (eypically the period from 1 pom. to 4 pomd)
and drink plenty of water, It isonly when they begin o
vialare these rules thar they run a serious risk of injury
from hear — the human body is just thar sood ar
dissiparing heat. Unless the characrers ignore the hasic
rules of hot wearher survival or end up stranded on the
Hloor of Death Valley or scome ather flar, shadeless plain
in high summer, survival is probably assured.
J?q}' .7‘,-5",:9

It is critical that characters in the wild arempr o
avoid petting wet, at least in the sort of cool-toe-celd
terrain that wolves favor. This seems like n relatively
minor matter, but it's actually guite important, A wet
person is effectively covered in a wrrent of wy-cold
sweat, leaching their heat away. Even after the immer-
sion 15 over, wet clothing transmits hear efficiently,
speeding the onserof hyporthermia, A character caughe
in driving cold rain may succumb tw acure hyporher-
mia, of be so weakened by the experience she develops
pricumonia or some other opportunistic ailment. The
abwvious solution is to find shelrer from rain, particu-
larly cold blustery rain. Characters that have been
soaked should attempt to dey off and dey their clothes
as best as possible as soon as possible.

The second reason to stay dry is trench foot.
Human cissue isn't entirely waterproof — when you
expose it to warer long enough, it sofrens, hloars, and
evenrually splits, Obviously, boots are the worse cul-
prits for retaining water (henee the ailment’s name)
bur damp cloth rubbing againsr any rissue can cause
very serious chafing injuries,

In the case of true immersion, however, the foar
turts blue and becomes covered with bload hlisters, all
accompanied by agonizing pain. If rreared promprly, ic
can generally be reduced, though the characrer will
cortai |:’1|.lr' suffer o loss :'I-|-I-i,,‘.(_!|i_1"]j_': ard ]Wrin-.,lic; lmin inthe
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In hot weather, all the phenomenal insularing
properties of the wolf's coat become something of a
liahility. It only swears from its nose, rongue and
toepads, and while the rest of the beast’s body can
radiate heat, it is insulated by fur and doesn't have
sweat elands to raise the efficiency of radiation. This
is not so much a survival hazard asa major limitation
on the animal’s activity. While very hot tempers-
tures are not incredibly healthy for wolves, they are
not directly fatal so long as the wolf has shade and
water. Howewer, if the animal indulges inany sort of
strenuous activity for any period of time, it risks
hyperthermia, as its body will be producing heat as
quickly asormore quickly thananactive T, and
hes o far less efficient system fordumping ir. Sroryte |-
ers may wish to begin imposing penalties on Hispo or
Lupus-fori characters in extremely hot congdirions
after as little as ten wins of activicy.

The Crinosformisslighthy betreradapred, thanks
o its “war form” aspeet. A werewolf fighting in
Crinos can generate a ot of heat, between the
furnace of Rage and the ineredible metabolic furnace
that drives regeneration. The Crinos form is thus
equipped with more swear glands than usual {theugh
not quite as many as the human body), allowing it to
vert off excess heat during or after an intense fight.
An exhausred Crinos might be ina slight lather, like
anoverworked horse — which isgood forshort-term
cooling, but nor so great for fighting dehydrarion,

M\ w—

extremiry. This is not unlike the rissue damage caused
by froschite, and, as with severe frosthite, there is a
strong tendency toward necrosis. The dead flesh often
becomes pangrenous, Necessitating ampuration.

Trench foot is a terrible ailment, and very easy to
catch if youdon't take care of your feet— rrenc h oot was
tesponsible forover 20%-of medical evacuations in World
War 2. The solution is to change your socks several times
aday. Characters unable to do soshould dry the socks and
shoes they have thoroughly after an immersion. Charac-
ters who do not do so will develop tench foor, and
passibly lose their feet. While a Gatou or Fera could heal
the damage after the episode has passed, it is unlikely that
she can prevent the bloating irself.

Dot Plater

Characrers may wish to avoid getting wer, bur they
certatnlydon’t want Loavoid water. A mentioned above,
water is hoth heavy and bulky. Water weighs ahour eight-
and-a-half pounds per gallon, and is incompressible —
youcan't casily make itoccupy less volume by pressurizing
it, Unfortunately, it's also the supply characters cannever

afford to run out of. An excrcising character can use over
a gallon of water o day, and that includes characters
exercising in cold weather, and going without water for
more rhuu w0 Al most three days is Ljeite likely 1o he
faral. People have lived for Tonger, bur there’s usually
n;-nn[ SYRLCITY -.|,;|,1|,1_'.|,,'-_:|,:1 ;11K| 1‘T:\i|1 Llil‘-'ﬂ I ihnd |.11] T OTEAN
damage 15 alse quite possible.

wonmally, warer i= abrained from surtace sources

_ streams, ponds and rivers. Garhermg it s assimple
as making sure there isn’t a dead fish floating nearby
and filling vour container up, Surface water quality is
a critical issue — just hecause it looks clean doesn’t
mean it's safe to drink. Much of the water in the wild
is contaminated with natural parasites or contains
minerals pu't.'-umuulri o humans. Warerbome parasites
are nothing to laugh at — they can cause anything
fram diarrhea {with the consequent dehydration and
waste of calories from food the character is unable to
digest) to serious long-term organ damage. This is
probably nothing that Mother's Touch can't cure, but
it's still a serious inconvenience. In general, running
water is safer to drink than still warer, but you sull
shouldn’t drink it unless you have no choice.

There are excellent filters and purificarion kits
available that make drinking wild warersafe, and they're
quite lisht. Characters should be aware that modern
water filters become ineffective after straiming a certain
amount of water, and bring extra filters with them.
Characters without such advanced kits will have o rely
on more traditional methods. Parasites are susceprible
to builing, bur water must be distilled ro remove s
mineral content. Since st ills o ATy Size A bulley, mist
mineral-contaminated water is effectively undrinkable.
Characters should also be aware that commercial filrers,
like those sold in supermarkets to "purify” residential
water, are typically geared toward removing minerals
that cause warer to taste odd, and not actually purifying
it — thev are not necessarily usctul against parasites,

Characrers incold areas may have ro meltsnow or
ice for water. Snow is not good for you te cat in any
kind of volume — you réally must melt it first. Char-
acters in arid areas maynot he able rofind surface water
of any sort. It may be possible to dig for water in
4 reases” in the terrain (where steep slopes meet a fHar
surface) and, of course, the presence of plant growth
indicates water, Likewise, seasonal streambeds ofren
carry a year-round sliggish current through the sedi-
ment. Characters in arid situations will normally re-
quire a solar still 1o gather enough water to survive
Such a still is little more than a fairly large hole
preferably one dug in damp carth. The hole s filled
with chopped vegetation if any is available (the roots
of desert plants work best), and a bowl, cup or other
wide-mourhed container is ser at the bottom, The
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menith ol the lede is covered with osheet of pelyeth-
yleneesrother migged, Nesable plistie, with aweichr in
the center to tent it dowowand o form a o
ponting cone whese poant s diecetly over the cup
the cenrer o the Bole, The s shines on the sill,
|'..' IRT 4 TN ||"II. T I'I'I"‘I.ll‘ LIAR .'|I'||.] l_.|||.‘1i|1_!_' Teristeale Tor
cvapotate froan the monst carth and chopped rouots

|1!I' WTCT Ok s ol rl'ﬁ' |'.|.I'=rln.' i'll.;.lll'\ t|||||-:||'ni'|-

lets, s domen the sloped polyethylene, and drips off

the poanr ol the cone amd into the cup. Every inorming,
Hrer the desw hos formed for the day, the charcner
sumprly s the edee of the polyerbiylene and gets the
watter ot 1 there's plasnie hose svailable, the char
WELT Gl VRN '~|I-|I' | |||I'.'. ARIMIE I|||_' [T TR T | '\.Lhrll
they' e comstroeninge the soll, and deink from the
wemmilared water whenever he's thivsey. [ hard 1o
cet enoveh warer oo dvink froae just one still, b
severial can sLESEET o -.'|'|.||.|,|_ LT :I.IL-.1 ||,'|.||| |-,]_-, CAnLeCIs
et Thie comrse o several diys,

Eat Liova”

There are to procery stores in the maddle of the
I"'"E-'\-l'- ITiess, s '-HH'I]HH:: th |L.||‘;|-. rers IIl':'-._l Landsat st
wonte alomgwrrh themg o be pocked up o b terriin
they orems, 1 crrsang bog fowod i I_;L'|'.1':.|||1,' slovweer, Faar s
foirly cortatn amd voudono need o VR food el ol
LIGIE || 15 Ykh g ] hx'l'l. A AYBTY ‘II."L'L' ["I:_m (A i1| NLII'”‘I
Sierican, other than above the snowline and ju'l|1.||1:-
[I'I.a' -|I. s Trad Tl .-"'|I|||'|'|| L o ll.ll]'l'\l.'{"\-..[‘ 'I'I-IIL'[L.' ;..;_{._-|,_-|-.
mnnwed indivicdhaal can't fieed enoueh food tocae, Noce
the vse of “derermmed” — chis word o lics a willing-
s foceat mace, boes wd wild pl.|||1 fiod 1]1._-[11._{'11-.;_{
sol U eree ok ame possihly oven mrse. A characror thiar
will by cat lirge, obwicns food items con gquite easily

starve [ LI AT | | 1kl ||,n1\. wils or HA ul L'l;lc :'Lt'ln:_'d_d_:l._' nf.

the arca inwhich the charmetersare trying to subsist is
ast borforgers: Uswally only certain pares of various
ditterent plants ane edible, amld they st ofren e
i||| J' LR | ALUTEOIRT Wily's

Mot foraped fowsd will consise of will |1|.||1|[ fowad
sned sl amimals trapped wirhusnares. Hunting larger
aninals, for people trave limg through the wilid o pet o
a destimation, b oo bic problematic. Firse, it rypically
|I-'l.||IIIl."~'-:III13*~.II!I.| !'II 1S, | i ||,_.I| |:-'|'I.'.' vnloreement i_};;n;_;'l_ﬂLq_'
dert o thissort of thing, not because they worry abour
il <nipers — most rural law enforcement profession-
als aren't from e calrore thar assumes everyone with a
cun mist be a violent lunatic, They're alest because
they're watching for people doine exactly what the
L ||.'I|'.11, Fersare I||'\'||'|
seasom s allegal and every stare has full -time employ-
ces, called game wardens, who patrel for illegal hunt-
g, While characrers i survival situations obwionsly
wim'| e, Lhill':l*.‘li.‘!’.i ITYWITE [0 s l|:'H_' 'l.k'i'l-{][{_k Ty et
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The hixly of this sectiom comtans the primary
L;,l,'\,'\ I .‘-Fll"u'i'\.'.ll. 1":‘;"'\,," I(Flliii"lﬂ.' A =T |'\'E|:H_"'I
Rielpdul tips thar didn’t fie in elsewhere.

® Alwayscarey asturdy knife anda waterproof
lighter — These rwao items ame the key rosurvival, I
Vil I‘li{"lrl.' a HI ||.|..1 I\llll-“]l'l.'_:' Lllil:t' ol l\_I i 'L'I.':lLi_'l['l[l,'ll,'l[
lishirer, survival is about bas to twenty times cisier
than if youdksn', [ vou don't Bave those tools, you'll
need to make rthe AT -T2 AN |_||.H':I|L'“|‘-:.I.‘- VORI VOTY
first taske, and theoriginal stone choppers and firebows
JUSE CATTLOE COTAPATE [0 the 5,000 vearsof retinenient
we've :l|‘l|‘||i1.1[ ruor the o CEPE. I there’s any chance
yo're ot have oo hack i on vour own, have
[li'."\."'.' (RISN] rl“l:_}_';.\. :ulli.l ':f'l"ll M Irllﬁl'l TThE WS |||'«.'l.]_|!-' Lis
survive, ancd survive comfurtably,

» Civilization lies downstream — I v find o
waterconrse amd follow i downhill, and keep fol-
lovweing the higger and bigeer watercourses it jolns,
vou will eventaally find human civilizinon, This is
just as batady for avoiding covilization as finding i

= [Don't truse what animals cat — r-".,numj,l:—'..
especially binds, lizards and amphibians, often have
very different mutabaolic Processes onud L!i}ﬂ.‘ﬁl’i‘h't‘
systems than homans, Just hecanse animals e
plants duesn't mean they're safe for human or
werewolt comsumption; mistletoe s just one ex-
ample of something that bivds find edible bor tha
would poison a Garou.

* Hain and watercourses don't mix — Char
acrers who camp in or near creckbeds, cven “dry”
ones, may find thenselves in for unexpected sur-
prises. Rain rwenty or fitty miles o way can suddenly
swell o placid creck into a tarrent, just i time W
wash away all your irreplaceable gear, Likewisc,
[l"n.l'n. dare l‘:“‘l'!.\”l.‘- 111 :Hll._l ERl A 1.i.|.1|.|:l'I |'I'|‘- waker
acticn. These often have fifween toor dismerer rocks
woedesd Honly berween the walls ar 2 hewhe of
eweney feer or higher. Think for asecond abour the
tact thar this indicates how high and hard the water
flows when the gulley fills. You probably don’t want
tor be in there when thar happens, because it is not
a pracual process. o sencral, if there’s any real risk
of rain, stay away from low-lying arcas,

poaching game. Hunring out of

somewhere probably don't wane t leave an abviously
dressed, ohviously poached carcass laving our in the
woods [or the wardens to find.

Secondly, hunting is time-intensive. The game
miust e stalked and killed. The killing pare s quick and
relatively easy for someone with a rifle or a bow, or
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werewolves using Hispo form; Garou have many hunt-
ing advaneages over their walf and human relatives.
But unless rhe characters are willing to leave the bulk
of akill there roror and rake only a few cuts, the carcass
must be dressed and the meat prepared. Take some
mear out of your refrigeratar and leave it on the table,
It doesn't take wery long until it gets smelly and
generally inedibile, does it? [t doesn't take any longer
just hecause you're out in the woods. Characters have
aday or two to smoke, salt of eat: the mear, with mayhe
another day or two after that if they're willing to go
into Lupus form and exploit the tougher canine dipes-
rive system o stomach the ripening meat.

Soin general, unless the group is traveling very
ligh, it’s probably wise for Garou to bring along some
or all of their food rather than hunting, because hunt-
ing takes time and draws arrention. [n any case, micl.
ern survival foods generally engineered, have a berrer
calorie-ro-weighr ratio than wild food. Meal planning
for characters that don’t intend to hunt must focus on
]lJ_EhE. lllgh*t'llt‘lg}' foods — food |1:-1rx. s, chocolare
atil farty meats. Lightness of food is critical for wilder-
ness sojourns of any real length; two pounds of food a
day doesn't sound like very much, but it sure is a lot
when you have to carry twenty days worth on top of
owenty pounds of water and your camping gear. Food
should be stored in waterproof containers, and hoisted
into a tree away from camp every night. Characters
should nor srore food in their tents, because most of
pod's animals are extremely hungry mosr of the time,
and Mister Bear will nor rake no for an answer when he
tries tostick hisnose in vour hackpack. Sure, werewolves
can bear a Kodiak ina fistfight, bur do vou really ware
to have that tistfight on rop of your campsite?

e Lopine it

Characters in Lupus may “go native™ and
survive as predators. Wolves must ear abour 2.3
pounds of meat a day tosurvive, or about 5 pounds
to stay reproductively fit, which also means they
need thar much to stay in “fighting trim”, This
equals one large groundhog or other similar ani-
mal per wall, per day, or abour one white-tailed,
antelope or other game animal of comparable size
every 4 days for a pack of five wolves. Wolves can
cat ovel LwerLly ;uumlml mear in asitring, allow-
ing them to “fuel up” for a mulci-day dry spell, but
3":" pounds of meat doesn't sit easily in anyone's
stormach — wolves that BOTRe will b-pttld at leasta
day sleeping and lazing it off before they're ready
for action again.

-mm-m_

Fmmarn Coffures and Mot

The world of Werewolf is very much not whar
modern Western civilization reaches its people. [t's a
world of spirits and sacred strugele, in which every-
thing has an aspect of holiness and the world seems
guier only because we lack the knowledge ro hear irs
many voices, I is, therefore, a world in which a ereatr
many tales people have wld each other over the
millennia may be partly or wholly true,

Certainly, Werewolf awus its existence to the
vatiety of myths and stories rold i the real world.
Without the Amernican Indian stories of animals tha
act as messengers from the spirit world, without the
South American stories of jaguar-people or the Afr
can tales of Anansi the spider-rrickster, without the
popular legend of the “mokolé-mbembe” or the Indian
stories of the naea, without the Narse Fenris and the
Amerind l"t?v'lli.'I'I.dig‘{] and the Greek Furies, where would
Werewolf be! Given thar Werewolf is based on the
idea of such myths having a bloody “reality” in the
World of Datkness, it's obvious thar a lictle atrention
to other myths can only benefie the erafty Storreller.
Any myth, legend or story can be inspirational for o
Werewolf chronicle; all it takes is a lirtle forethoughe
Tranginng SForsis

In the real world, of course, there are no Garou,
Th"-’-t’ff{“l{‘, (1Al ri.‘il| -Ya{ "'I'[x] tale i-'ll.(l._l.l[‘.jLi_'I".-' ru:ﬂ:r;f_'[_—. 1|‘|r||'
influence, When you bring in an elemenr of the real
world and explain it in terms of the game's realiries,
youare changing its meaning. It's very important ro be
clear abour this at the outset, so that vou can think
LK E‘ﬂrl‘y' about when and how you want to go abour i

Is it okeay to explain real people'sexperience of the
world and their efforts ro make sense of it in terms of
fantasy creatures! The answer must be a resounding
“sometimes, depending on how vou go about 1"

Mote that the idea of stories that exist in fixed form
and carry afixed meaning is irself by no means universal
ameng the real world's peoples, past and present. The
myths of a living culture, the exemplars and symbals
which CHTESS PEUE*'L“&- |1|_'-p|:1~., tears, values, devotions
and enemies, change over time, just as individual people
grow upy mature and grow old. Few eultures have ever
developed the notion of “canon” in the sense of rexrs
and interpretations that ought not change. (Nor does
the notion of canon actually keep things from changing,
it only chanpes the way changes express themselves )

Asan example, consider Uncle Sam. Uncle Sam's
general figure, the tall and lanky man in red, whire and
blue suit and white hair, first appears in political
carteins in the middle of the |9th century, He's been
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used to recruit soldiers and o represent the spiritof the
nation admonishing warmongers, as a symbol of
America’s benevolent leadership and with evil leer as
the demon of American agoression, as the endorser of
commercial goods and as the noble eriric of commer-
cialism degrading the counrry. His propartions vary,
because whatever real person or peaple inspired the
original illustrations are all long dead and he now
reflects archetypal fearures.

Other cultural heroes serve similarly diverse pur-
poses. Confucius has been invoked, just within the lasre
century, to support imperial government and to artack
it, tovanchor Communism in the Chinese teadition of
philosophical leadership and ro justify the rejection of
tradition in favor of reformulation, to beam down on
the masses as the primal wise scholar and to glare down
at them as the scheming justifier of tyranny. He's heen
saint, hero, villain and demon, and will continue o
play all those parrs and more as long as anyone remem-
bers him. The real struggling scholar of the Sth cenrury
BC who raughe the principles at the heart of the
Analects doesn't matter much to these cultural fune-
rions, either; they deal wirth Confucius the symbal.

Sovouaren'tdoing anything unprecedented when
you offer a new explanation for some aspect of a
sociery, or choose to ascribe adifferent meaning to one
af irs symbaols. 1|n{='mi. since in real life LAy luft_—s are
told for simple enjoyment as well as for didacric pur-
poses, you're just doing what people around the world
and through history are already doing. The particular
mythology vou apply from Werewolf may be naw, bue
the process of a Lipting existing marterial to suit one’s
OW PUFPRISeS 15 a8 old as stories themselves,

Archefype and Sfereofype
Thencrof rernterpretation is itself neither pood nor
bad. What matters is how you go about it. One of the
easiest ways 1o make a travesty of someone’s outlool
(trom your own culture or another) is wo lose track of the

difference between archetype and stereotype,

Archerypes point to what the people in a culture
value, or feel that they ought to value, In his heroic
persona, Uncle Sam representsstraighttorward “square
dealing” and concern with facts and plain speaking
over pretty appearances, while Confucius illustraces
the combination of personal humility with piercing
intellipence and sense of dury. But no individual
American is Unele Sam and no individual Chinese is
Contucius, The statement *Americans tend to praise
forthright honesty as more important than polished
formality of presentation™ talks about am aspect of the
culture, and doesn't state or imply that all Americans
have that feature or even that every single American
wants to. "No American can understand irony™ is a
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bigoted put-down; “few Americans learn how o ap-
preciate irony” is closer to a scatement of fact — irmay
or may 1ot be true, bur ic can be discussed reasonably
objectively and it doesn't try to force every sinple
individual into g particular mold.

Stereotypes strip away individuals' identities in
tavor atacollective identicy. Stercotypestharthe speaker
intends as positivie do this just as much as stereorypes
intended as derogarory: "Gypsies narurally understand
the spirits” and *Celts have a special innare understand-
ing of the Goddess™ are just as confining, inaccurate and
depersonalizing as “all African- Americans are lazy" and
“all Jews are greedy.” The positive sterectypes impose
goals and priorities on the people they're about withour
tegard for what the individuals in question may want or
regard as important.

Positive stereotypes make ir easy ro slide into
paternalistic attitudes. After all, if this girl belongs ro
agroupwirh aspecial affinity with the spirits, wouldn'e
it be a disservice to ler her adopr a religion thar denies
the spirits! And if thar man has the mark of a particular
aptitude for communing with the force of natre,
shouldn't we steer him away fram anvthing so tedious
as business or science!

In American history, the romantic norion of the
Native American as free from the tyrannical shackles
of Western rationalism and possessed of a deep affinity
tor the wonders of nature played a major part in the
development of programs and laws that denied Native
Americans opportunities to join in rhe life of less
romanricized, mainstream sociery. The belief that
Martive Americans were innately superior therefore
helped keep them poor, ignorant and in unnecessary
misery from disease, bad sanitation and other prohlems
that the mainstream had addressed for its own mem-
hers long before

Archetypes speak of hopes and fears within a soci-
ety. Archetypes embody cruths and principles thar can
manifest i many ways, allowing for growth and devel-
apnent [411'!d s and Jﬂ‘.:!\']l, u-'hllq_*:\l,:_'l'l.‘nl Ypes :x["."rl.lc ol
values that can manifest in only one way, allowingforno
movement. Remember that individuals and therefore
societies change, and do not commit yourself to inflex-
ible, constraining visions of whar people in the game
warld must be, even if you mean well by it

Ve Werenolfsn Hie STory

Opportunities and pitkalls travel in pairs through
the landscape of porentially useful real-world stories
and beliets. As usual, this is not oo exduaostive lisg, and
the caregories are necessarily somewhat arbitrary.
They're intended 1o help you achieved a balanced
outlook. There's very seldom one uniquely right an-
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swer to any gquestion about whether a parricular piece
of reality belongs in your chronicle, but there are
concerns you should keep in mind as you see whar feels
right for your specific circumstances.

Lo

® Rich, complex, varied environments are fun to
I"lii‘_\-‘ in. One of the ITIAJOT TEASONS T ¢ A game 1 a
faneasy version of the real world rather than one com
pletely made up is precisely that humanity has done a lot
ot your preparation for you. As a World of Darkness
sroryreller, vou can dreaw on the actions and thoughts of

hillions of peop

e onver thousands of vears, in addicion o
much wider-ranging nanural phenomena.

Chmce vou know where vour chronicle will be taking
place, you can go to the local ibrary or bookstore and
the World Wide Web and look up all kinds of support-
Ing details. The Meaning of colors varies from culiute o
eulture, for instance: white is the color of mourning in
many Asian socicties, while red is a color of pood
fortune, What the chamcrers wear can therefore creare
impressions they don't intend, for good or ill. Every
culture has its own ideas abour whart foods are suitahle
for consumprion by upper classes and lower ones, whar's
healthy and desirable and what's nasty and should he
avoided. The snacks charmcrers bring with them feom a
long-distance flight could fascinate, appall or just con-
fuse the peaple on the far end.

Dietails matter when the characters are at home, oo,
How close is too close to stand when talking ro someone
vou don't know! How much public show of emetion is
appropriace? And why are these things so? This kind of
nuance keeps plavers thinking abour how it feels o be
their characters in the same world, and that's good.

* Roleplaying the encyclopedia is not fun.
Werewoll is ot heart o enme about cournpeons charac-
ters tackling the impending end of the world. It works
'l.l..”]'l |'\."|'l |:H.| IL|:|l.l]'~.l.'h:|'1 'l.'.'r'” :|5--'1|||'|!h'.l:'||..,"'-__{ill'|| M S i“-'l 'II'|\1
ACe interesting or
dorsomerhi 151 isky in the expecal O T |1'<|l I]1|_"!"|| run

keep your players afraid to po somep

into a morass of derails which add up to nevitable
embarrassment and failure, Choose a few illuminatimg
details, bur be prepared not to get to use some of the
nifty stuft you uncover in your research or extrapolate
on your own, The game session shouldn't torn inco an
extended lecrure with brief improv exercises to illus-
trate some points; it's about adventure, with the re-
search there to enrich and support the game's themes.

Lo Sfeas

= Werewolf conceprs provide near ficrional ex-
planations of many real things, Werewolf is a game
shout hidden truths. There are forces ar work that
people (and moest animals and plants) don't know
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about. So you have a sreat deal of freedom tirsay “this
aspect of the pame world really accounts for this
interesting thing | found in history or current affairs.”

One of the l-:l.“,' fearures of an animistic world is
that things exist on several levels. You as an individual
person are yourself, and also a manifestation of the
spirit of your community, and of vour tribe, and of
humanity. You partake of the spirit of your cnviron-
ment, sharing some part of your soul with the life and
land and air and water around vou. Ocher sorts of
identification may also come into play, This means
that an explanation based on something working a
particular way because it's part of one group doesn't
rule out the rruth and relevance of explanations based
on the thing belonging to other groups as well.

The coexistence of multiple meanings allows you
to use real-world myths and legends o speak of
Werewolf martters as well as the real-world concerns
they address, Reducing everything ro a single meaning
of any kind stereotypes it, and you shouldn't rush to do
s, You should go particularly slow when inrerprering
real peaple's beliefs and customs in a fictional light.
When vou approach the real world as fodder for your
game, you should think of it in terms of adding mean-
ing, not taking away the meaning that’s already rhere.

Uncle Sam embodies the national pride in vigor
and ingenuity, These are what they are, reflecting the
real and diverse heritage of pioneers along with a
generous dose of mythologizing and nostalpia in the
face of changing social conditions. All of this (and a
great deal more) is true, and moving it to the Workd of
Darkness doesn't make i false. Rather, the move
makes other aspects also rrue. To a Triatic scholar,
Uncle Sam might show how the Wyld's principle of
boundless creativity continues to operate in industrial
sOCIeties. .[.l._';_'hmi-]ur‘,‘_;' past the Tate lron F‘lgt' doesn't
make the Wyld relevant it opens up channels for
birth and the productive chaos from which all things
come that tribal peoples may not recognize.

Likewise, Confucius is the symbal that those evak-
ing him intend him o be, He embodies the essence of
scholarship in the service of sociery and the protection
of social order through diligent pursuit of virtue. This
15 as true i the World of Darkness as it is in reality.
Confucius also comes to symbolize something more
thanks 1o the Triat: he manifests the “benevolent
tyrant” aspect of the Weaver, This aspect of the
principle of equilibrium and continuiry isn’t mad, but
its morality is open to interpretarion depending on the
priorities of ohservers. Just as in the oeal world,
Confucius becomes the example by which rival visions
of sociery may illustrate themselves, so in the World of
Darkness he can serve as an example for Garou and
others who debare rhe desirability of the Weaver's
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acrions in long-lived societies like China. Nothing
hecomes false here; more things become true.

Diraw on the full range of conceprts Werewolf offers.
Not everything flows directly from the Triat, or from the
tribe found most often in a geopraphical area. What
interesting people and natural phenomena reflect the
influence of a particular Incama or Celestine! What
somewhat mysterious phenomenon can be accounted for
through the temporary manifestation of a connection
with one of the great {orsmall} Umbral realms?! Who are
the unwitting Kinfolk of other Changing Breeds, and
who has a family history that keeps bringing them up
against the edge of the Delirum! H there’sanaspect of the
game that you've beenwanting o bring into play, a bridge
with real folklore often leads players where you want
them to go not just willingly but enthusiastically,

* Werewaolf-specific concepts don't explain ev-
erything, While it’s good for your players ro feel rthar
their characters move through a landscape with unex-
pected dimensions and endless interesting revelarions,
be careful not to trivialize real-world concerns. Not
every story is sectetly about the Werewolf setting, and
o should include artention to stores that L'v'.l.ll\,' are
ahour what they seem to be about.

Indeed, a certain level of apparent contradiction is
themartically sound in Werewolf rerms. The Garou
don’t understand e whole universe. They don't know
much abaut how the magic of the Namebreakers works,
for instance, not do they have a good grasp on the
complexities of the lands of the dead in the Dark Umbra.
They don't know what all lurks in the depths of the
Wyrm's realms — nor those of the Weaveror the Wiyld.
There ate secrets in the natural world not revealed o
them, either, in places where neither the spirits nor
other Changers choose to share with the Garou, These
limitations apply to all the Breeds, no matter howmuch
any of them waould like to think they know it all, too.

Sait's appropriage to introduce a myth from time
to time whose cxplanation seems trrue and yer does nor
fit smoothly with the forces Garou venerare. Many
mythiccreators combine elements of twoar even three
aspects of the Trnat. Some cultures ascribe different
personalities and responsibilities to the spirits of the
planets. Totenuc animals don't have consistent na-
tures, and afterlives vary wildly. The Garou as a race
suffer from arrogance and self-blinding pride, and ir's
no bad thing to show characters thar somerimes there
is, irrefutably, more than they can account for. Don't
do this often enough to make them feel thar their
beliets are rrivial or profoundly broken, because in the
World of Darkness the Garou understand {or can
understand, if t hey pay artention ) much of the cosmic
order. It's just that rhere's always something more.

i




The oriad

® The world is marvelous. Like the real world, the
World of Darkness comtains breathtaking beauty and
wonder, The Garou see more of icthan buman beings can,
10 — there are places no human eye will ever see, far
from civilization, and bevond the Gaunelet there's far
maore. There are the plories char scrike the unaided Garou
eye (and ear, and nose, and skin), and then there's more
o see on other scales, from the evolurion of a healthy
ecosystem over the centuries to the ritual dance of
symbiosis among creatures too small for the eve o see.

When Robert Ballard and his crew discovered the
wreck of rhe Tianic, they found it festooned with
stalacrite-like extrusions that were clearly the remains
of metal fearures atrer iron-merabolizing bacreria bad
done their work. Ballard's science team dubbed the
fearures “rusticles,” involing their narure as a deep-sea
manifestarion of rust and cormrosion. Several years
laver, multi-disciplinary scientist Chatles Pellegring
and his colleagues actually brought rusticles o the
surface to study more thoroughly, and found wonders.
Each rusticle is actually a complex community of up to
two dozen different bacreria species, each with its own
particular feeding requirements, and they form layers
and even crude circulatory systems so that the excre-
tions of one species feed the next ones in line. The
bacteria involved in this muazing synergy come (o,
literally, all aver the world, carried by deep-sea cur-
rents until they find a suitable home,

Most Garow would think of a shipwreck at the
bottom of the sea as not very relevant to them. And
yet, here is a whole thriving network of life, whose
remains strongly resemble long-mysterious fossils of
some of the very first living organisms, The Wyld is at
work in a place where the sun never shines, in and
around the Titanic as in the volcanic venes along mid-
QCEan t i4,|gl:h and orher glﬂ;‘[& havens.

Here is anoceaston for a moment of mystic appre-
ciation thar owes irs existence to madern science. The
theme of unexpected beaury inthe midst of difficuley,
strugele and death isa potent one, Don't overuse it but
reward your P]il‘.'ﬂl'b from tioe o time I‘I'IL].I a4 MoIment
of awe and satisfaction along with the more conven-
tional and accessible forms of beaury,

* The world is terrible. The namral world i not nice,
and a key theme of Werewolf is {or at least can be) that
simple answers do notsuffice. Any species that produces
offspring must include some provision for its members w
die,orit'lloverrun the world, destroy its habitar, and then
become exrince. For char mareer, exrincrion is a facr of
tature: the overwhelming majority of all species that
have ever lived have hecome extinet, and nature does not
hesitare 1o destroy species individually or by the thou-
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sands. Sometimes the survival of any life on earth ac all
hias been a matrer of chance.

Mature makes no provision for rights as people define
lI'H"'ll'l. F'I"'(IHI'I"I'." ]1||r|l ||'||i'i!' Prey "|.'|.'|||"Il.li|. !l'!_[.lrl_l ror ||"||\'
hopes or aspirations or dreams of the creatures they kill.
Seeds and epes and live voung alike are all creared in
much karser numbers than can possibly survive, and most
die youmng, Just as there are dazzling mstances of harmon
ous mintual support in the wild, so there are hormifying
imstances of parasitism, with creatures whose whole exist
ence depends on the ongoing pain of others

Remember that darkness and destruction are part
of nature. While the Wyrm has gone mad, the prin-
ciple of dissolution existed before it dad. Not every-
thing the Wyld ever brought forth was cuddly and
friendly, and the equilibrivm achieved under the
Weaver has ofren heen somerthin I less than kind, One
of the most porent uses of real myths about the ongins
of the dark side of the world is to bring it into compre-
hensible form for vour plavers, o integrate it with the
rest of their characrers’ understanding.

ﬂﬂéﬁéjf;ﬁy/ﬂyw

Anumals are a vital part ol Werewolf, more so than
they are in any other White Wolf game, Whether it's
the wolf Kinfolk that stirs up trouble for the sept, a deer
the pack pursues ora puard dog the group tries to make
friends with, animals are a common sight. Werewolf
has an added dimension in thar, unlike most role-
playing games, it sn't uncommon for characters to be
able o comverse with the rat in the drainpipe or the
hungry tiper. Good Storyrellers should trear animals
with ar least as much respecr as they do the other
characters under their control, Let's face it, there are
times when speaking toan eagle isas prvoral ro the plor
as pumping the local crime boss for informarion; i
should be ar least as dramatic. Bur where ro begin!

ﬁw‘?ﬁi”#

A key point in representing animals s to under-
'\-\.I,:JI-II_[ |-|l.|'|'|. ll'll"'!, l'i‘ll.._{_'l;'l.'l' ||'|{" 'U-'(lrlll: — L0 [T .I['l[\l'l.l;'lli
ately, how we think they perceive the world. Take o
wolf, for example. Her view is [ow to the ground, so the
rop of a table 1s unknown temritory. She can see moder-
ately well, but is beter at noting movement than
identifying stationary fipures. Like some color-hlind
humans, she hasa hard time distinguishing shades of red
and orange; they blend in wirh oreen folinpe. She sees
Farthier into the blue spectrum than we do, and can see
much beteer in dim light, When focused, the woll™s
hearing is quire keen, and she can pick up tones 0
much higher pitch than a human can devect. And of
course, her nose opens an olfacrory world we can only
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imagine, revealing w her who and what is upwind, the
sex and health of the wolf who marked a tree and how
lomg ago he passed by, and any number of other clues
about her environment. Finally, she has whiskers rhar
help her feel around her in the darkness of a den — and
possibly which way the breeze blows.

Many critters discover their world through senses
that are more than a little alien to us. Some barg and
dalphins use focused sound waves o navigace. Many
tish (notably torpedofish and sharks) hunt by sensing
the clecrricity generated by the prey's own muscles.

The compound eyes of bees register far into the ulera-

violet spectrum. Hawks have a narmower range of

i‘|4::'||'111|.! butcan -.':uwll-\.\- F"'"-'li up movement m‘n_[ focus on
a rabbic while soaning high above. Some hirds, sen
rurtles and fish ca 1 travel hundreds O CVEn []ummu]ds
of miles annually to find a specific tree, beach or
streaum, using navigational aides thacare often bevond
our ken. Even dogs have been known o journey
incredible distances ro return home. Sometimes we
just don't know how animals know what they do, a
good example being dogs that sense the change intheir
epileptic swners up to half an hour prior to a seizure.

Bur ir's more than just havine keen senses. Wild
antals are quire simply more adepr ar using what they
have than the average human, who spends his life ina
kirid of h]u.'x_-pl.k:l.l]{ of half-awareness. Survival in the
wilderness depends on well-tuned senses with which
to find food and avoid predators or other hazards, and
those whose nose or car isn’t as cood as the rest will find
themselves eviered from the P b I-‘L‘LJ'..

AT e At

Thought and Instinct

Animal behavior is a mixture of reflexive inscinct
and conscious thought, To say thar animals “think®
like us does o disservice o the critters; millennia of
evolution have endowed creatures with the smarts
they need under normal circumstances. Because we
can only guess what coes on in the mind of o non-
human, how critters think has been a controversial
subject for a very long time.

Amnimals seem to think in rerms of “if, then™ *1f |
choose the lefe path, the focr will hurre my feer.” *1f my
human is in the room, | can't get food out of the can.™
Making the leaps of understanding rhat connect "if" to
“then” is the basis of learning. For example, the alliga-
tor that happens to be in a part of the bayou when the
L]ULL'.'_'iIII'IL;.NHI-.]I||:'|'|F'|I"‘||_'||_I.!L"i..'if'!l makes the connection
between truck and for ni.. will swim towards the sound
ot the engine, expectinga meal. A sea bird that notices
adropped shell eracks against a rock will seek out large
rocks to break open mussel shells in the future, assum-
wig it connects the rock and the fall with an casy meal,
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Ar the lower levels of the animal hierarchy, in-
stinct is the basis for most behavior, bur as one moves
up rthe evolutionary ladder, so o speak, there s more
roomn for individuality. A flacworm is o flacworm is a
Hatworm, but any two bears will reacr differently 1o a
situation based on a combination of instinct, experi-
ence and individual personalivy. Higher-level animals
can more readily adapt to new situations and take
advantage of novelty. Suburban or park deer grow
quite complacent when there's nothing ro fear, until
they can hardly be bothered to move out of the way of
cars; in the countryside they tend to be much more
warchful for slow-moving vehicles or people on foort,
even from hundreds of vards away,

Yer even in “higher mammals" we see “hardwired”
reactions, instinctive bebaviors thar are overcome with
difficulry, if ar all. Some are henien, like the dog that
seratches the floorand ums in circles before Iying down.
Orthers are more daneerous: even a zsoo-horn, well-fad
cougarwill leapupand rush owardsa child ranning along
the other side of the fence. Some animals, particularly
those usually considered prey species, have strong “fight
or flight” reactions; if held restrained and subject m
prolonged handling or even proximity to humans dheir
systems are overcome by rhe stress, resulting in death at
the scene or within a few days alter capture, even if they
weren't physically harmed while caprured.

Now and Then

Most animals live in the "now;” their attenrion is
focused in thas place ar this moment — how different
from the averaze human, whose mind is on vosterday's
argument, tonight’s dinner or any number of enter-
taining or philosophical distractions, That's not tosay
animals have ne past or future, Usually, the past is a
vague place where associations spring up at need. For
instance, a puppy abused by a tall blonde woman may
grow up to be a friendly dog that snarls ar rall blonde
women. A coyote nearly caught by a trap baited with
fish may avoid anvthing with a fishy smell.

The furure is a much more abstrace concepr. [n-
stinet covers a lot of ground, timing wise — readying
a nest when the time for ege-laying approaches, or
3‘ﬁ’i1“]1|llill;l_{ from the sea ro MOUNGT SEream to spawn

but the specifics may allow for some thought on the
[rat of the individual, For '*'-'"'""'51"*"- somme birds |'|l-,1n
nescing sices by scoping oot putential food sources thar
don’r yetexist, Even bees cancompensate tor amoving
food source by heading towands the expected new
locarion rather than the last known location.

And just as they make intuitive connections be-
tween an action and a positive effect, they can also
discern negative repercussions, provided rhe eftecr hap-
pens soon enough after the cause, When a bird becomes

[




ill after cating a had-tasting burterfly, it will avoid all
similar buttertlies in the future, The longer the tme
herween cause and effect, the more tenuous the connec-
tion in the mind, Ifa wolf experiences a painful electric
shock when it bites asheep, it connects sheep with pain
and may avoid them for a while; if the wolf hites a sheep
and three days later a party of bounty hunters appear to
harry ir, the wolf will see no connection between the
cause {stock killing) and effect { men with guns).

Predator and Play

When you look atanimals, you can usually tell che
ptedators from the prey. Prey species such as turkeys,
rabhits and deer tend to have eyes and ears placed for
a wide angle of view — often berter than 270 degrees
around — o warch for danger. Predators (foxes, cats,
hawks and of course wolves) look more forward to
focus on the hunted. Predacor brains tend wo be Larger
(it takes more brainpower to outwit adeer than a patch
of grass ). To human eves, these hunters are often more
*clever,” and more likely to try new approaches to
achieve a goal (said goal usually being a snack).

Though they don't hold a monopoly on extracur-
Ti-l."l |Iz\||' Atk I‘-'!Ir"’,', [lLw :l.-l Fowrs !"l!n"l'l."l:' THhEIre I'li'-ll |'I|'-: 'll"-l_"“'\ll':‘- Ii 118
play. Even as adults they toss bones, sneak up on their
tellows and plav rag. Orrers are among the maost accom-
plished players around, but coyotes and ravens have a
well deserved reputation for fooling arcund with others
without regard ro species. Like humans, these cricters
seem to need to work their minds and badies in “recre-
arional®™ activities, Withour novel stimuli to LICCLPY
them, higler animals kept in captivity grow increas-
ingly neurotic, resorting tostereotypic movements such
as endless pacing or head wssing, biting the bas or even
self-mutilation. This is why many zoos have expanded
and *naturalized " animal hahicats, as well as hiding food
s0 animals may forage rather than simply cating,

From Heath to Hearth

Another distinetion thar should be made is the
difference between wild and domestic animals, When
humans domesticate a species, they selectively breed
them to accenruare the desirmble traits and diminishor
eliminate the undesirable ones. That's why a dairy cow
produces far more milk than necessary to rase a calf
while at the same time being docile enough to handle,
seEing 4 any agoressive or protective tendencies were
bred out. The upshot is that the creatures in Man's
keepingare often quite unlike their wild relations. The
wild turkey is a canny, wary bird, while the white
domestic rurkey is stupid with a capital 5,

The same is true with dops and their wild wolf
cousing; both are mentally very alike, yer with key
dhfferences. For example, as a rule dogs have been bred
wretain certam juvenile traits into adulthood. Friendly

R_‘__‘.
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acceptance of other humans (dogs often seemg hu-
mans as packmates) is a notable one; wolf cubs are
open to others for the first few weeks of life, bur after
this period of socialization they form addivional at-
tachments with difficulty. A related juvenile charac-
teristic is the submissiveness and eaperness w please
thar many dogs express, even to friendly strangers
People that raise wolves find they must remain ever
vigilant lest their charges “challenge” their leadershaip.
AR o

Most unpleasant encounrers between man and
beast are the resule of misundersranding and miscom-
munication on ]"urh .\.ilit'h. T]lrnuf_{h 1_'|1]|11' 1_'!"|.|]'|H¢_"\.
posture and other subtle visual cues, animals commu-
nicate their mood, status and even intentions. Peaple
are notoriously lousy at seeing and interpreting the
body language of other species, and often, said species
are no berter at understanding vs. That"s why injured
[rawles fight those who oy to save them, why other-
wise-friendly dogs snap ar inrtruders and why bison kill
people who wish to treat them like friendly cartle

That's nor w =y thar animals can't rend other
species’ non-verhal languages, only that the meerpreta-
tion isn't a sure thing. A pazelle uses a lion's body cues o
distinguish berween a hungry hunter and a recently-fed
loater, yer assumes a safari hunter is dangerous because it
can't read the human's intent in his movements.

S Lowrr (asme

We aren't suggesting that yvou dive into behavior
rexthooks and scientific journals ro plan our each
animal’s potential teactions {though vou're certamly
welcome to do so). Bur it's helpful o have a general
idea abour bow acreature will interace with the Garou,

Hereare a few (not exhaustive ) points to consider:

General Temperament

Take your cues from the general behavior of an
animal. A highly-socialized black Lab puppy that wags
its tail ar passershy will be more likely to be friendly
than a misrreared, isolated jumkyard more will, De
pending on the species, domesticated animals as s rule
will rend to be alittle more docile and not as mentally
awift as their wilder cousins are (thar doesn't mean you
shauld rey to pet a fighting bull or cutsmart o hordes
collie). Domestic animals raised by humans often
desire ro be near peaple, whereas wild-born horses and
dops can be just as fearful of humans as any wild beast,

Reactions to Garou

Garouare powertul predarors who fairly radiare chei
primal rape. Preyspecies, including rabhbits, deerand even
horses, will likely form a poor first impression of a pack of
werewolves, nomarter how big the larter smile. Prediators
see (raroun as -."cll‘l'||‘u'l|1|: m rather than comrades . and
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sometimes even as creatures thar would kill them for food.
Large, rough beasts such as bull elephants or grizzly bears
might be less inclined to run than a rabbit, may take a
belliperent stance. On the other hand, a blue whale
probably feels no particular threar ar all.

Besides reactions to the Garou-ness of a characrer,
there may be behavioral differences based on the
character's form. The dog that is more inclined w be
friendly to a human will probably bristle ar a wolf: a
young wolf might have the opposite reaction.

What's in 1t for Me?

Animal alrruism (assuming it exists — another
controversial topic among ethologists) doesn’t exrend
ourside aspecies. Aesop's fables aside, you aren’t poing
o find a mouse helping a lion. Even the amazing
."".1.1'||,,.H[t i:lJI1L‘1.-'1[LI.iL|L". '.1']|iL h leads humans rnh-chi‘--‘cs,
expects a share of the spoils; if it doesn'r eet rewarded,
it eventually stops bothering, There needs ro be some
tangible (or at least perceivable) reward for ANy action
taken on a characrer's behalf, Usually rthis involves
food, but depending on the animal and rhe pack’s
ability v communicare with i, more complex or
abstract arrangements may he made.

Me Heap Good Talker

Animal communication has always been tricky in
Werewolf games. Lupus conversation has often been
reduced o *Me fear thunderstick — bad!™ Not thar
those reactions are always inappropriare, but under-
stand that something is lost in the translation. Imagine
trying to be eloquent in a language you speak imper-
fectly at best; you'll sound childish or stupid, if you get
your point across at all, and the listeners would either
patronize or ridicule you regardless.

[nstead of using badly-constructed sentences when
communicating using a Gift, have the animal “speak”
more fluently, but in terms appropriate o its own
natural bias. A hawk would describe everything in its
visual aspects as opposed to sound; it would also be
tntimately aware of local weather conditions. Though
it birs several keen senses, afox s world revolves around
odor, and s narural CUriosity (a common reait in
mammalian predators) makes it more aware of any-
thing out of the ordinary, human-caused or otherwise.
Include concepts within the animal’s experience, but
make sure anyrhing alien the players chrow in confuses
it. For instance, the raven is fmniliar enough wirh
“day”, but *Tuesday” won't ring a hell.

Say aGalliard uses the Gift: Beast Speech o ask the
local fauna whether some tainted hikers came through
the woods recently. If he asks a spider, the response will
be something like Food, Light, Web. The previously-
mentioned hawk may have more details since the hikers
sent a rabbir running righr info the mpror's ralons. The
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fox knows where they went because he followed their
trail a while hoping they would drop some SCHapH,
Training

It's not unusual for Garou or Kinfolk to keep
animals as guardians or companions, and such criccers
are usually trained in some capacity — except for the
deepest of deep wilderness caerns, even lupus Kinfolk
need o be taught where they can'r go and whar they
can’t eat. As mentioned previously, animals think in
terms of “if, then.” If making the leaps of understand-
ing that connect *if" to “then” is the basts of learning,
then facilitating and encouraging the connection is
the key to training, Training a guard cricter is far easier
when you can speak the language (whether by speak-
ing the wolf tongue or using a Gift); if you doubr i,
imagine learning a task by being told versus learning a
task by being told... by a mime. If that sort of direct
communication isn't possible, then rraining rakes some
skill and a lot of patience. Smart animals learn faster,
but may also be prone o ace up. Remember that
animals leamn quickest the tricks thar mimic natural
behaviors. For example, reaching the dog to fetch is
relatively easy since toting things in their mouths
comes naturally ro them. Teaching a rescue dog, drug-
sniffer or shepherd involves normal hunting hehaviors
and narrowing the focus, Teaching a dog o tap dance
would probably just frustrate you and annoy the dog.

To sumup: animals are brighter than we often give
them credic for, but their pereeption, intelligence, and
subsequent behavior is nor like @ human's. Putting
some thought into your animals {and maybe some
hasic research) is recommended to make them really
come alive (so tospeak ) in your game. With the proper
personality and reaction, critters can be an important
and memorable part of any scenario.

ﬁﬁﬁféfy’ S e JW

Travel through the Umbra means entering 4 world
of spirits. The dual nature of the Garou — part human
or wolf and part spirit makes the spirit world a
second home for Gaia's chosen warriors. Depicring
Umbral pathways and landscapes involves derailing
an cnvironment that sometimes differs radically from
the “real world." The creatures that inhahir the Um-
bra, likewise, possess qualities that separate them from
the beings that dwell in the physical world,

AsaStoryteller, youneed wo make yourplayersrealize
that whenever they enter the Umbra, they not anly enrer
adifferent world, theyhave the porential ro inreract with
the spirits that dwell there. Spirits represent a very
important part of Garou life. Garou leam Gifrs from
spirits, gain help from friendly spirits, bartle hostile ones
and bind both kinds into fetishes and ralens.

!




What 1s it like to meet a spirit? To talk to one and
to have ome talk to vou? The following guidelines may

help Storytellers bring the residents of the Umba ro

vivid, sometimes frightening but always interesting, life,

ﬁﬁf}-y i':"' 3’/3”&?’?; i
ngfﬁféy e Ipvritt

Visual descriptions set the stage for the interaction
that malkes up the meat ofany story. AsaStoryeeller, you
are responsib

e for making the world your players' char-
ACTeTS EI:]'lHi"II SEETT1 |'I.._'¢|] il_'llil '|.'||it|. 1I|.I|:||J|'( ;:ll' LE] i'[|||||||. tr
ters must believe that when they stand in che presence
of Onwl or one of his avatars, they are face to face with a
totermespirit of Wisdom, nota dingy barn owl, What the
players (and their characrers) see is in your hands.

When you describe a spirit that has a real world
counterpart, whether animal, plant or mineral, make
certain that the spirit stands out in the minds of your
audience., Find some characteristic that best represents

the essence of the spirit and bring it to the fore in your
description. A few ideas are presented below,
/‘fﬂ,rkwr,rﬁfw}é?

The Usmbral afr arownd the Garow travelers grours
heauy awith forehoding. All around them, the forest through
which they pass ceases o move. No breeze stivs. No sound

Chapter Two:

disturbs the passage of the wneasy pack. Suwildenly, over-
hizad, they hear the almost nodseless vush of wings and a vast
darleness covers the sky, Owl has arrived

Animal spirits have many of the same taits as
their |‘|h'-.-.~:1..ii counterparts, but they are somchow
more than the sum of their parts. An owl spirit does not
merely resemble an owl, It embodies the essence of
“owlhood.™ Ask vourselt whar best describes an owl
Glowing eyes! An expression of innocence and wis-
dom? A predatory nature? Silent wings and the death
cry of a small beast? Use these elements in your
Ll;_'-h_':ﬂ_‘-Liur; to set the tone of the encounrer

In the perpetual twilight of the Umbva, Ouwl perches
_|;;-|||u'r'.~|:_.'|J_\' on a bremch just above the heads of the Garon
seekers. A pair of pale golden eves bimks once and the
massive, ghostly white head wrns to examine each ingds
vichial, as if lookimg into their very souls. An awra of silence
{:"lil'll |'|’{I||:-_':!'| _|,:||I:|I':I.'?.‘- CETEMAT HII rrlll' ETLOTITRCMLS |-|'-,:|I-\.! |I“!||I-'-.IIII "

By focusing on two major elements, the owl's
l.._'}.:l\l;'l_"_-":!'i‘-!'l .|1|.| 1|‘||.' SEnse ol .:l.i.l.'r -\.I. 10T '||'I:|' SUTTL l||.'|-|'-
it, you communicate some facts toyour players. First of
all, you ler them know thae the owl-spiric s
necessarily poing o bend over backwards to assist the
Garow. Second, you intimate that Owl can sense the
Ll'i.iL]ll.ll J.i.llﬁ“.li_'l"-i_"k"l.;'lll-.ln'-, W n.'x]-- 5] sben to it. Lastly y WO

create an :.‘1&'11|.-,_'t1r of .|:-:IL;_1.| that should ;l| WCe YOur
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players on their toes. They can’t afford to say the wrong

thing or offer Owl any disrespect
%JI}IJ;&I;‘?’J?;’

Awall of roses wwers into the Umbal skies, forming am
impermentle borrier thick with dark pointed leaves and spiny
thorns. The .'|1: I'II.{'"".'li!I!ll_'nl."i-_’l:i'i'.";i”l.'.‘luln_'.;'l'r?l ArOMma fl,ll..\-.':llh'[|'-1tl'--
ness and deadimess, the odor of sanctity and of decadence, A
cascade of bvilliane colors, ramging from bloody crimson
pale alabaster, swrvounds a single rose, larger than the vest.
[t vises now from ies place in the center of the rose-harrier and
[T1718 18 II*-.'!:.'.'.~ towared the wisttors to its _g;r.\'.-l';--t_

Plant spiries provide the wmplate tor their earchly
manifestations. The spint of a4 rose represents the
essence of what a rose is — beauty, danger, love and
passion. Though Garou generally do not spend time
with spirits that lack mobiliry, preferring to seck cuid-
ance from and companionship with more volatile
spirits that understand their own anger and impa-
tience, the occasion might arise in which a Garou must
confront the spirit of a plant. Plant-spirits are penerally
berter inclined toward shapeshifrers with low Rage
than they are toward high-Rage werebeasts: bur you
necdn’t let this tinge of perceived “pacifism” drain
color from the encounrer. As a Storyreller, you can
rranstorm whar might otherwise be a lackluster en-
counter with vegetation mto a memorahle meeting.

Books on planes or herbal healing and collecrions
of fairy tales and legends abound in historical and
mythical footnotes on the properties of planes. These
can prove helpful in bringing your plant-spirirs our of
dormancy into activity and imbuing them with unique
and surprising personalities.,

Rose radiates a wave of power and desive as she rises
uprward on her supple stem within the protective threat of
her thorny arms. Thowgh she possesses nothing that Te-
serihles eyes, hit esseTce gaTes o your soul | ju Ve YL
innermuost thoughts and motivations. Her petals wnfold,

ripeal

i searler slash thar opens as she :»J'J-_'._'[l;}',

Roses symbolize romance and passion, bur they
also carry a hine of opulence and danger. Sleeping
Beaury's thomy prison consisted of rose bushes, and
alder versions of the story call the dormant princess
Briar Rose, The spirit of Rose should offer Garou no
only the promise of deep emotions but also o subtle
threat and an obvious ._}1.1[E1_-:|'|L:|:‘. Use words in YO
description of Rose thar evoke power, mystery and
|-|1'|_-|~. 1|Zl§!: "l.--ul {..':I'..S'II u.'||| Never view ||_|-:||LL|[1.;
roses in rthe same fashion again,

& ’ -
W 1 d ﬁﬁwiw ansed Srserpaiape %f‘ff
A st TEEes I ||Ii|_' [ -'-r;-.'.*:;-c_ r‘:-'ll!f'- !.J||.-E"LIL|!-1 L.:r|.'_|! IHJL!:"!'
tightning strike the grotnd around the ymemg Black Figy and
her packmates. The grovund shakes with each impact and the
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very air that surrounds the Garow surges with hostiliey. A
jagoed form solidifies fromea shard of kghtnmg. Anger hangs in
the air, questioning why vou have mitreded mum his terrizory.

Though plant and animal spirits may challenge a
Storyteller's talent at portraying characters, abstract
conceprs and inanimate objects pose a different prob-
lem, How do you describe an emotion or an abstract
idea! How do you bring “life” ta a rock? Spend a few
moments thinking abour whar feelings and attitudes
you associate with certain words. What symbaols or
'.Il:"ljﬂl' I5¢ Il.] WORLL Ass00 Iare WL |-|. l':h'l,i'll O SOTTONY 43T ”]1.:;::_1.'[—?
What feelings arise when you think of roeks orsand or
thunder! Use these words and ideas to construct a
personality for vour abstraction or inanimate Uhjtcr.

The Giaron draw back from one another, as hostiliey
surronenes them, Past slights and present grudges hover om
the edges of consclousness. The spirit of Anger rises to its
full heizht, its voice, hot and searing, scratching its message
i the souls of its peetioners,

ldeas and ohjects do not have the same spectrum
of emotions and responses that humans (or even ani-
ik s afraid to experiment with substitue-
g sounds and colors for G E LTS uru.l wur-;l-j. Create
a picture your players will remember as long as their
characters do.

ATy S vt

LInicenn steps into the glade | his hooves serikimg sparks
as thew touch the ground. Innocence covers the grear beast
likee @ blembker, but theve is nothing gentle about the creature’s
eves. It boaus ity head, acknoaledging ies wisitors, but that
pesture only sevves to emphasize the brutally keen tip of
Unicorn's homn. Raistng its head, Unicom holds couert,
standimg in judgment cver your pack,

Encounters with magical beings or totem spirits
should never be less than epic. When Garou enver the
Umbra to meet with a spirit, whether to perition it for
aidorto learn a Gitr, they leave behind the world of the
every day and enter intoa place of myth and archetype.
Storyrellers need to make it clear to their players (and
their characrers) that they have nor only “stepped
sideways” into the wotld of possibilities and potenrials,
they have also stepped outside the boundaries of realiry
and into a whole other place. Unicoms are not sweet,
gentle creatures of froth and wide-eved innocence.
They do represent the absence of guilt, but they also
symbolize toral amorality and feral freedom. Garou
encountermg Linicorn should wonder if the legendary
custom of using virgins ro lure thent into CHPEIVIEY did
not oripmare in the idea of human sacrifice — and
whether the virgin actually survived her encounter,

Au first plance, Unicorn appears composed of shining
white light. A longer look — and sich a gaze brings paim to

m-ih\&\\.\:—

your eyes — reveals other hues: cerulean Mue, voval
purple, hazy grav and sparkling silver. Unicomn shakes its
head, and from its lmg, flowing mane thousands of tiny
sparks of lipht stream into the atr, crackling with energy and
Ginosts as they swrround the pack, One small bearn towches
the pack leader's cheek and burns — a cleansing fire tha
scours some small pertiness from the Garow's essence

Try torengage all the senses in your descriptivms of
spirits. When dealing with fantastic creatures sucl as
wendigo, dragons or chimerae, emphasize not anly the
sight of the creature but also the aura of power that
surrounds it. Use sound and color and feel to heighren
the at mosphere of wonder, Even before vour spirit has
utrered its first word, the characters should be wonder-
ing if they haven't made some horrible mistake in
coming into the spinit's presence. [Fyou cancreate this
feeling in your players, then you have succeeded in
portraving a legendary spirir.

Bow that Vil have some ideas forset ng the stape
and placing your actor — the spirit— in the spotlight,
you need o put words into your spirit's mouth. Here's
how to dio juse thar,

Tk THhp Py

Spirits have a different way of speaking than
mortals. They do not have the same concerns thar
humans or even Garou have. Gaia made spirits as
einbodiments of cereain ideas, so they have limitarions
that humans and animals do not have, Spirits are both
more and less free than humans or Garow orother free-
willed supernarurals. They do not have the same
political hang-ups or social awareness that mortals
have. Onthe ather hand, they exist for asingle purpose
— and thar creares restrictions on what they may say
or do. Communication implies more than just the
words aspiricuses. [ralso mcludes the contexr (or lack
thereaf) of the spirit’s experiences. A Storyeeller can
demonstrate all chis throush language.

St Langoage

Ol arches its wings and s its eves om the pack's
leader.

“Speak.'

A single wond, both greeting and command, echoes in your
ears. The young Ahron begins speakemg, but his wice falters.
e mroavs awovely . Ol riaffles ivs feathers, “Enovgh. Toomeny
wards. Siant ower.” The pack leader takes a deep breath and
berms again, choosing his words move carefully this ame

Spirits do not speak as humans do. How they use
words and how they pur sentences rogether, whar they
ralk abour, how patient or impatient they are all depend
on their nature. Animal spirits, such as Owl or Lion or
Turtle, speak with the same cadence as their animal
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selves, Owl's language should use short words, possibly
with soft “oo” sounds to mimic the owl's distinctive cry.
Lion, on the other hand, uses harsh guttural words thar
echo the animal’s roar or growl. When speaking as
Turtle, the Storyreller should keep in mind the creature's
reputation for slowness, drawing out words and thoughts
tormatch Turele's ]'Iln;i..]il,lg, methodical pace.

From deep awith her crimson center, Rose's woice
COTCSSCS Ihii rT"."'n:‘l.'?w.’. -.1!1Tr'1’.:f 00 NOHLY 2ars om 'irmmnfwm.'._'_q
drenched in a heady sweetness.

“Tonch not the sharpness,” Rose cautions. “Linger
omly long enotgh to take one perfect petal. Renew your
hody, Leave softly.”

Shaly, the wonded Ragabash reaches out and takes a
petal from Rose's outer laver. A healing softess fills the
Ciarow with the seene of well-being. She hesitates for a
moment, then carches sight of Rose's thorns and thinks
hetter of overstaving her welcome.

Plant spirits have fewer references than humans or
even animals. They possess the ability to communicate
with other creatures, so they presumably have the knowl-
eclge of vocabulary necessary [or commumication, They
do not often use wonds thar speak of human cmotions.
Plants know about growth and dormancy. They feel the
sun, wind and rain and know the words attached ro those
forces of nature. They serve as homes and food for insects
and herbivores and have some knowledge of these as well,
They do not, however, understand words like good and
evil, They know the Wyrm, but perhaps chink of the
Diestrover in their own terms, calling it the Desicearor,
the Grear Dinyness or the Scorching Flame.

Ciaron may have ro puzzle out the meaning behind
the sumetimes cryptic comments of plant spints, bur this
should provide che Staryeeller with the opportunity ro
challenge her players in a way that does not involve
combat or one-upmuanship. Think about the kind of
plant the Garou encounter. An oak tree speaks very
differently from a daisy. The tree's words fall heavily on
the cars of its listeners, while the daisy's voice should
sound as sihiline and mobile as if blowing in a breeze.
Choose your words and vocal tone to match.

"Why stand you here?” Anger lashed out, its voice
clashing like mismarched cymbals in the voaringwind. "Tell
me, or begone!” ts shrick pierced the sensitive ears of the
Uiaron, causing the Galliard o how! a challenge.

"Diome!” evied Anger. “Fight and gain yorr boon or
flee and know shame!”

The spirit ool shape as a fagged wolf made of darkness
and lighming. The challenge for the vight to aid from the
anger-spirit had hegun.

Ahstractions have an even more alien mindser
than plants. Storyrellers should atrempt o convey this
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utcer serangeness to the p|'.1 FErs l'hru-u_ss:h more than just
langnage. Tone of voice plays an important role in
describing spirits thar cnrmﬁp'md to emotions. Anger
should speak with he stility and vitriol. Sorrow should
sob its words, while Desire should attempr verbal
seduction through soft speech and a suggestive vo-
cabulary. Don't be afraid to experiment, though vou
might want to practice your spirit speech before trying
it during a game session, just to be safe.

Inanimate ohjects present a similar challenge to
Storyrellers. How does a rock “talk? Think of words
that are heavy {pun intended) with concussive sounds.
Let your voree boom our, but slow down vour speech so
that it takes on a ;‘ln-l‘u]r,‘l'l |uh-;1|_|;|||[}=, Rockshave NOsense
of eransience. If your players grow impatient, remind
them that their characters are probably just as impatient
with Rock, but that the consequences of anpering that
spirit make showing their frustration unwise.

Linicorn walked forward wneil he stood before the
trembling Child of Gain. “Banish uncertainty from your
heare, young one,” the preat eveature said, its voice bypass-
ing the Garow's ears and settling with warmeh within her
heart. “You have sought wisely end honestly for something
ECY 82U YO d}'iﬂg world. You have not .r:tf-u.tu_‘.'ﬁ made the
hest choices but you have acted in accordance wath your
heart, and so you have done well, Tudll grant vou the favor
yoe seek,”

Mythic creatures should be mythic. The beasts
from legends wsually possess great intellizence and
extraordinary wisdom. They come from a time before
time, an age that did not know the meaning of slang or
contractions or idiomaticspeech. Don'tsell your mythic
spirits short by using popular speech or psychobabble,
Read some of the classic fairy tales from various cul-
tures toget an idea of the words to use and the cadence
of your speech. Your players will appreciate the time
you take to make a meeting between their characters
and Unicom — or Pegasus or Drapon or Griffin —
unforgettable,

T honghf Fiferns

Remember that spirits aren't the same thing as
people o animals. The spiricwarld is full of symbolism,
and things are “rruer” to their nature than rheir physi-
cal counterparts are. In short, a spirit doesn'r think like
a person; not even the spirits of whaolly human con-
cepts like att or romantic love.

One of the maost important aspects of spirit nature
is that spirits don't really have free will, at least not to the
exrent that humans and Garou enjoy. They are bound
by their very nature, in ways that a Western person
might find alarming. A fire -spirit will nevervolunteeroa
go for a swim, no matter how convincingly a Theurge

!




argues that no harm will come o it An ocak-spirit
cannot argue for bending in the wind, just as the spirit
of a blade of grass cannor decide to stand fast and
unbowed. This isavery important aspect of an animistic
world: sometimes things are the way they are not be-
cause science has yer to contradict them, but simply
because that's the way they are. [t may scem like o
5imp|i:—iric wary ot bur if WO allow a S[ATIE 1O o Agaitst
1ts own nature with nothing short of painful, Herculean
strugele, you lose the power of symbolism thar makes the
spirit world so important in the first place.

Ofcourse, there are always exceprions—sortof. For
example, the more powerful the spirit, the more leewsay
it has to interpret its role and duries. A shark Gaffling
canmnot resist an offering of Bloody mear, but the Incama
of Shark himselt might do so long enough to question
the person making the offering, or to strike a comph-
cared deal involving the rrade of meat for favors, This is
partly because Incamae and Celestines represent a
variety of concepts within themselves, Great Fenris is
anger, and battle lust, and s harbingerof Apocalypse, and
anaspectof Wolf,andstrength, and soon, Great Pegasus
stands for a number of important things, of which the
protection of Woman and the defense of the ‘Wﬂd e
but two. With these added aspects comes flexibility, and
with an Incarma'’s wisdom and willpower comes the
power to choose its own path — so long as that path
serves its ultimate nature, that 5. Even the Wymm
cannot choose o build radser than destroy.

Also, it's evident that spirits can change their
Triaric affiliarion; thar's where so many Banes come
from, afrer all. However, this change is usually broughe
on by outside entities; a spirit hecomes a Bane because
it's caught and infused with Wyrnme-energy, or because
its physical counterpare is destroyed or corrupted, and
s0 on. Theoretically, only the greatest spirits can
“choose™ to change their affiliation — and there’s not
really any proof of that.,

When POFTTAYING & SPrit, :|l|.1r:1l|.l.- lu:l:la 1S ot iva-
tion in mind. Thankfully, the seraightforward, sym-
bolic nature of spirit thought makes it fairly easy to
fipure our just where a spirit’s coming from, what i
might want from a pack, and how it might propose to
achieve its goals. Liven up the spirit with a few quirks
as needed, but really, you don’t have to worry about
making it as complicated a persona as an actual person
— in fact, a too-complicated mindset in anything
orher than a spirit of intrigue or deceir might acrually
detract from your portrayal. Players expect Blugjay to
be chacry and Wolverine 1o be crass and vielent —use
this to your advantage. [t's less work and more effective
at the same time; what could be betrer!

—__‘m-h\\\ S
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UI'I]I..‘SB, of Conarse, 1,'u|_l-'rt3 uji:.’[liu:_; with wicestor
gpirits — bur those are something else entirely.

Fipmert P owde

While there are no hardand fast rules for roleplaying
spanit encounters, the following guidelines should help
you bring your Umbral residents to lite and make your
players take them seriously as the wondrous beings
they are.

* Use Slang Wisely — When portraying spirits of
great age and reverence, use speech that is a little more
formal than everyday conversation. Don't use contrac-
tionsor idioms. Spiritsdon’t usually say “Cool! " or*All
good.” Exceptioms doexist, however. City spirits might
very well pad their speech with the latest seylistic tads.
The Spirit of the 1960 would pepper her sentences
with terms like “far out” and “groovy,” Weaver spirirs
might use techno-speak. A Raccoon Gaffling knock-
ing over suburban trasheans mighe sound like a subur-
ban teenager himself. Language is symbolic of the
spirit’s narure, and slang implies modernity — which
MAY Or may not suit your purposes. Just remember that
st gpirits don't say “don’r.”

® Use Visual Language — Words not only com-
municate ideas, they paint pictures. Use language thar
creates imapes in the minds of your players. Plan
spirits use words thar have to do with forces of nature
and with the cycles of dormancy, budding, blossoming
and bearing fruit. Animal spirits speak of hunting or
flecing, of mating and challenge. Abstractions use
words that conjure the emotions or ideas they repre
sent. Rocks use words that fall to the ground or sir
heavily on the tongue.

» Sitinto Your Role — Bring hody language o
play by sitcing intoyour rale, Turn vour head from side
o side and try not to blink when portrayving Owl. Sway
back and forth like a willow tree in the wind when
speaking as a plant spirit. Pace grandly abour the room
when you speak as Unicom. You can even wear a
turtleneck sweater or wrap a scart loosely around your
neck when Yol take on the tole of Turtle so that vou
can imitate the motion of a rurtle withdrawing into its
shell in rimes of stress or berween words. Your extra
effort draws your players into the mood and increases
their suspension of dishelief,

* Don’t Be Afraid to Set the Scene — Take a few
minuces to place your characters in the proper conrexr.
Describe the surroundings in which the encounrer
takes place. Use words that create a landscape appro-
priate to your spirit. Once you've done that, your
plavers should be ready to hsten to what your spirits
have o say.
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“TIf we ever meet again, Horelrah," soid Dandelion,
as he tonl cover m the grass verse, "we ought o have the
makings of the best story ever.”

- Richard George Adams, Watership Down

,-* #
&ﬁ‘ﬂﬂlﬂ_ﬁ’

Werewolf does not have an easy, pre-determined
focus. Chronicles— or even stories within chronicles
— run the gamur from high-drama, world-altering
plotlines o tales about young werewolves coping with
their duties as “Caia’s defenders” interfering wich their
human lives. Tribal politics, the Umbra, che Bed Sear,
the other Changing Breeds — even in the core book
alone, the Storyreller is presented wirth 2 daunting
amount of information. It can be quite a chore to
remember how characters regain Gnosis and what
form they can soak whar kinds of damage in, to say
nothing of how each of the tribes arrange leadership
ard how they all feel abour one another.

All this said, Werewolf's strength Ties in this
diversity. There are so many options available that any
rroupe hould be able to build a chronicle rosuir them.
High-drama or “realism”, hloody combat or spiritual
quese, ie's just a marter of identifying what youand your
plavers will enjoy mosr.

Bur where to begin?

Traractor Creafion

*So, where's this game pomg to be ser?”, asks Brion
The other fower plavers — Halle, Ryvan, Keith, and Julie —
are lowngimg around the basement, picking through books,
getting to know one gnother,

"Naor surve vet, veally,” answers Matt. “Depends on
what yme geys want to do, You want this game o be
madern-day, or Wild West, or anything like thar?™ The
growp comfers for a moment and decides that, since Ryan
and Jelie ave new to role-plaving m peneral and since nomg
of the growp is familiar with Werewolf, a modern-day
chronicle makes the most sense,

S0, like, doyou tum mro a wolf on the full moon and
eat peaple!” Tulie asks,

Mare prins, "Not necessarily, Let's go through the
busics and then you guys can make chavacters. First,
though, " he savs, pulling out an atlas, “where do we want
this game set!”

- " 8

All role-playing pames begin with the characters,

Theretore, character crearion should be the first (or one
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of the tirst) steps along the way. The best way to arrange
characrer generation (often rermed chargen by aficiona-
dos) is o per all of the ["]i'l':.'l."l": |l'l'.-_|:'\!|,]"|.l._"1' Lo Crente
characrers ar the same rime. This is especially rrue for
Werewolf, us the pack as a whole should receive the
same attention as the individual characrers.

Aarfriitions

It sorme {or al

b of the players are unfamiliar with
Werewolf cosmology, this is a pood tme o L‘x|‘l|;1i|'| it.
You'llwantraler the players know where the game isset
(or, as n the example above, ler them help you decide)
and whar, if any, restrictions on characrer creation you

are imposing. For example, if you've decided that your
game s going to center around an urban caern in
Seartle, conrrolled primarily by Glass Walkers, you
might well wish to restrict Red Talon characrers,

Be careful, thoueh, when assigning such restrictions,
Somerimes a player will come up with a concepr thar,
while seemingly disrupting things, acrually opens some
interesting plot possibilities. When vou place restrictions
on chargen, keep in mind why vou're doing it For
instance, in the example above, the Storyreller resericts
Bed Talons because the cacm is urban. Bed Talons feel
decidedly nncomfortable in urhan settings, so the choice
seemns logical. However, there isn't any ploc-driven rea-

Storytelling ool or twink-baie? Useless crurch
or valuable resource ! Both, really.

Merits and Flaws are meant as optional rules
designed ro open up possibilities to characters. They
provide a way ro quantify the little foibles that
characrers tend to have. After all, if your characrer
15 going to be a smoker (for example), which is in
sy wiays debilicm INE, CVEn for a werewalf, what's
wrong with geming an extra freebie point for it

Well, nothing. The problem comes when players
takee Flaws like Phobia(sharks) inalandlocked chronicle,
or take Ohsessions or Compulsions they have nointen-
uon of playing. OF particular worry are Flaws like
Dirvving Goal: it's a potential plor-wrecker if roleplayed
correctly and ivisn't worth the three points you get for
itifir'snot. Also, some extremely melodramatic players
enjoy psyehological tlaws like Deranged or Vengeance
because they wish to eat up time in the spotlight or
overact (these are the same sorts of players whao enjoy
playing Fera because they feel it makes them “special ™),

And on the other side of the coin, some of the
Merirs are hornbly unbalaneing. Immune to Wyrm
Emanations? Silver Tolevance! The Traits allow Garou
to denore Lor at least diminish the horror of ] some of
their grearest weaknesses! Surely any right-thinking
Storyteller, eager to preserve the integrity of the
armne, would disallow these Merits immediately, and
probably just chuck the rest of the Merits and Flaws
SYRTCM r’: WP :a] M asure,

[he catch, though, is thar there really isn’t any
such thing as "the integrity of the game”. There's only
yowr game, and you're pedfectly welcome ro pirch the
systerm if necessary. Merits and Flaws are optional, and
that means if the Storyrellers says *“Na™ then the
players don’t get ro take them. End of story,

With all of thar sald, thoush, there are some
ponnd reasons o allow them. These reasons work

ATerite aend Fieahis

under the assumption that a) they will be played as
intended, not used as point-dodges, and b) the
Storyteller knows whar she's gerting into.

Merits and Flaws can provide concrete remind-
ers amsd consequences of a characrer’s history, The
character’s line was cursed gencrations ago! Mavbe
the Pierced Veil Flaw is the lingering reminder. The
character entered o berserk frenzy during his Firse
Change and only knows that he came to covered in
blood? Perhaps the character is now Huneed... o
Haunted, This works with Merits, too. A character
known to be preternaturally lucky (viathe Charmed
Existence or Luck merits) will very likely acquire a
reputation — and probably has some licde rituals
{rubbing a rabbit's foot or something similar) that
she feels bolster her forrune. A player who comes up
blank on ideas for a character's history might find an
entite back-story waiting in one Merit or Flaw.

[n much the same vein, the Storyeeller can use
such Traits as springboards for entire stones. [f a
character has the Flaw: Enemy, does that enemy
reserve her venom for just that character, or for the
entire pack! What if the enemy is an acquaintance
of one of the other packmates — or one of their
mentors! What if the enemy doesn’t consider the
enmity to be anything more than a long-forgotren
Ciff, and it's the characrer that’s nursing the prudee!

The astute reader might well point our thar any
of these ideas would work just fine withour imposing
point costs or bonuses. This is quire true. But in the
end, what do three or four more freehie points really
amount to, especially if the trade-off is an original
history that the player might not have otherwise
considered? Again, as long as the story and not the
poines (or the “kewl powerz™) are the focus, there's
really no reason not to allow Merits and Flaws.
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son why a player conddn't play a Red Talon, so it a player
comesup with an evocative reason for the character being
at the caern, why not allow it? Mavhe the Red Talon was
born in a zo0 and decided o retum to the city after her
Rite of Passage. Perhaps the Talon is in disgrace from her
tribe and is sent to join an urhan pack as punishment
{what would that do o the pacls dynamics!).

The aim here sl w squelch a pood chavaceer
concept, of course, but simply to keep the pame on the
level that you want it. If a player really had her heart
set on playing a Red Talon, and you decide rhar
T;]ll,m,-;_ fu'r ','5‘11:_1 Lewer reason, !'L.‘H"',.' Em:.'nll u‘U'n.‘HLI‘H.‘ at
thissept, ask if perhaps the same basic concept wouldn't
work for a lupus-breed werewolf of another tribe.

Youmight choose toplace other requirements onthe
eroup. Far example, you might wish to require thar each
of the aepices be represented inthe pack {which reguires
at least five players). This is rarely a problem; maost players
wonld rather play something different than the others
arvyway. I you plan for much of the first story to take place
in a nearby city, find out if dwe characters (homids
especially) are native to the city. If so, you might choose
ogive those characters afew [reedors of Area Kl‘lc'll’-'ll_‘df_.:t.‘
{or require the players to purchase those dots).

Prodilen Flvyers

Character creation is when you ger o know the
players, if you don't already. You'll ger a glimpse ar
what you can expect during the chronicle, for betteror
worse. Pay attention to peaple’s decisions ar this stage
— it will help you decide what kind of game these
playvers will enjoy.

Every group has its problems, and chargen is a good
Cirme o iu.h:ntii"_c and address them. The story hasn't
begun vet, there's no contimuity todisrupt, and you can
idenrify behaviors that may prove damaging later.
Some of these include:

» Better late than never: Puncruality isn'tan issue
if o one has a curfew and everyone is all nght with
paming until the wee hours of the moming, That's
rarely the case, however. Ifvou find thar a plaver is late
for the characrer creation session — especially without
reason — ask if this is going 1w be a tecurring problem.
[t may seern nitpicky, but remember that one chroni-
cally late person can seriously derail things down the
line, forcing the group to cither wait or have the
Storyteller play the errant player's character.

® The man without a face: Some players, be i
because they are new tw gaming or because they just
can't think of a strong concept, let the books think for
them. They read the tribe description and come up with
concepts like “Ahroun warrior” or “Ragabash rrickster,”
This is all right for a base, but if the character is going ro

-mm-m—

he more than acaricature, she needs some life and detail.
The “Preludes” secrion, below, gives some 1deas on how
tivcoax such things our of recalcitrant players, burwarch
For s rhar seem randomly assipned. If a homid-bom
character has 3 Brawl, ask why. Afcer all, thar's enough
ro indicare thar the character could fighr professionally;
very few people are thar skilled. Calling it inro question
shouldn't disallow it, of course, just make the player
think o justify it

¢ The mathematician: It happens sometimes that
players forget that Werewolf is a Storytelling game,
not a video game. You've harely finished saying that
the chronicle will be setar a caern of healing and how
Do is the caern’s totem when you get asheer handed
back toyouwith ratings of 5 in Brawl, Melee, Firearms,
and Kailindo, Some players cquate “success”" with
“kills, and, with that formula in mind, it's perfectly
natural toarrange their characters as combat monsters.
The wick here is to change the player's fecus, not to
denide him for being a “rwink.” Let him know that
success is measured by evervbody having a good time
and by telling a good story. The "good story” part of
that requires three-dimensional characrers. [t's quire
all right to play a warrior — the Garou culture is hrotal
and viedent, after all — bura warrior with some depth
i a must. Plus, if the character starts out already maxed
I 'l_lll.{l.._"l'ib'l'-.'l.' l'.::ll.":'l]"-ll“ 1S, ]:H LI 'ﬂ.'l]l I\I'ﬂ.' l.h."'l L"ll ||:-' !I ':, |.| ||- WL
doesn't prevail here, you might well be dealing with a
true twink, and expulsion viacatapult s recommended )

- Thg_' L]niﬂll'l_l" FTt‘-lI".: Nl.l {.}:-lrl.“l 15 ”[‘-'l"i'_‘:‘ll.n
Twelve tribes {thirteen, counting the Stargazers, should
your Storyrellerallow them ), innumerable camps within
tribes, five auspices, three breeds — the combinations
are endless. But some players feel that the only way to
have a wuly “special” characrer 1s by playing something
truly removed from the group. Other Fera are popular
choices for this, s are Abominations and members of
the Lost Tribes. Playing other Fera in Werewolf pames
is discussed elsewhere (page 187}, and has its possibali-
ties. As for the other foolishness, the best bet is 1w ask
why the player wants to play something like that. [f the
answer is something like "Because it would be coal,”
then remind the player abour the myriad possibilities
afforded by the combinations of charactenistics listed
above. If she's really having trouble finding anything
new there, chaose her hreed, mibe, and auspice ran-
doemly and see whar the combimanon sugrests.,

Vet

Omne of the first decisions the troupe will make as
a group is what totem the pack follows, The Storyreller
can handle this decision in a number of ways, depend
ine on the rype of chironicle she wants w have.
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First, shie can allow the players wo choose the totem
hefore f.|u- CAaITe actu |!|\_\. starts, 1 he E"'l:l'y'l.'l"\ total I,Jh_'u
Fotem ratings and decide what torem best represents
them and their characters, and decide how to spend
any Totem points beyond the totem's base cost. The
advantage to this method is that it gives the players a
good degree of control over their pack’s purpose,
which in turngives vou, as St '\_-.!I.'”l.'l caclue as rowhart
the twoupe wishes to tell. On the

I:'l‘-'t'-'l‘\h:n'.' INEXPETTENC :.'l.l troupes may "-Ill'l_["l.‘.- L]ll-.l'\'lbﬂ.'

kind of stories

whatever torem they feel to be the “best™ i.c., grearest
honuses for casiest Ban, and not worry about what it
Ay IMcdan 1n the |lH!:-_'\ run o serve Covole |:!.I'l'| e
ample]. If you choose this method, make sure the
players understand what they're committing ro
by choosing a particular totem.

Another me ||h'w| 151 '|\.'| l il'..'r'l.“r"..'rf" choose
the rotem, bu during play. This likely involves
aspiritquest of some kind; perhaps an Umbral
jourmiey (likely with amore experienced Garou
as 2 guide; perhaps the mentor of one of the
characters) inwhich the characrers are faced
with several possible tovems, These wrems,
all wyineg for a promising young pack to
represent them, present tasks orchallenpes
and decide based on how the pack meets
r.i'lL'?‘\-L L.-Ililllll'rll'_l.'?‘- II||-||| 3‘1["'”” -:"l."ﬂ CXCTIN
plifies the pack (the rotems in gues-
tion, of course, should be those thar
the pack’s collective Totem rating
make possible). This merhod of
choosing a totem need nor be so
I ||'.'-.'x]. |'|u'-.l. eVEr. E.!u' ]1.1|._'L -,_'~||||L:|
simply ask an elder to perform the
Rite of the
Toem for
them, and
|'|l."|'“.' |.J'I.-'|‘:
their chosen ro-
tem accepts them
Whether or not i
-|l"."-..|l.'Ell. I |'~l m L'u]'ll;]ll.L'I
or the Stocyteller feels the
need T |:'|Zl|'u._' A story our of rhl_'
totem choice. If \llk'i_ll 'l|._'*-_:."|_._'-'-.‘.'l._"~'{_'|_',
the playerswill hold their pack’s totem
in mwch bigher regard, for they worked
to earn it Regardless of how much
elfort the Storyteller requires before
the I ik fin I.”".\. teceives their rorem,
the “in-play” method is advanta-
geous because 1t allows the plavers a

M wl ook i '.l'l\_' '~'|"I]'I|’.I.1|. nsture of
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Garouseciery ina (relativelyhbenign framework. About
the only disadvantage of this method of totem choice is
thar it can be time -consuming. A troupe that meets anly
once o mortth might wish o skip this preliminary step
and get on to the meat of the chronicle.

Finally, the Storyreller can choose the totem for the
pack. Based on how many Torem points the characrers
have among them, the Storyveeller finds whar she feels ro
be the appropriacespirit o act as patron to the pack. The
advantage here is clear it prants the Storyreller the
treedom o determine the role of the pack and establish
plot hooks based on the totem. This method s frankly

more true o the legends and traditions tha
visionguesting is based on; in a visionguest,
.||'Il.' [eiles1m :_!ll'll i ] _".'IJ[J.\, meal ||||' ."'l,I'L_'l WY
;1r-.!|||‘.g]. I |'I-L' L"i-i'rh"l.':-‘]l‘lh‘u_'-;', \a-r.-.:nllr.-'\;_', 15
that it removes an i|s||1n'.l.||:| deci-
sion from the player's hands, which
some players will fin

Trustrating.
Andwhat ifnone of the play-

ers purchased the Totem Back-
provimd ! The Srorvreller should
WL |'|"|’{ ".‘-'i'-]! ‘]ll‘ ['l;..-l'.'-.'r\h:ui-.--. 1 |':'
why the pack is shunned or
ipnared by spirits. Perhaps the
pack has an ignominious des
tiny, one that no lncarna
'|.|.'|"'.|||."‘- s ||H}’.H.:| |-:'||"' I':||| |||I.
Perhaps the packsimply needs

IHEI!-.W:'I[.\il'.||"|1l'!:.{l-r|.‘.l"|'_. spir-

is will grant favor, Whiatever

the explanation, the lack ofa

torem is just as telling abouta

|".|n;.'|1 as the choice of totemn.

Ehefinder

Preludes — the one-on-
one vignetres between player
and Storyteller meant o
cover a character's First
Chanpe — are discussed to
some degree on pages 102-
104 of Werewolt, This
SCCLIOm |“'|"L'3\l.'i'||:\' STIE

iclens on how to run pre-
ludes for maximum ef-
fect, and some alwernate
ways of running them.
Freludes, as the main
tulebook sugpests, should be sola
time with the Storyteller,

|."L3'JHJ|"']‘3. CVICLL L




d SEParate roi. This is the p-lLL'y'tl'a titne to decide and
toleplay the character’s “formative moments” of her
lycanthropic life, and the less distraction involved, the
better. What happens during a werewoll's First Change
should shape that character’s outlook fairly seriously.
Forexample, a character that changes m response to un
attempted mugging or rape is likely to wind up killing
her attackers. This may result in the character feeling
that she ssome sort of avenger, buticjust aseasily Illif__{l'!T
wrack thecharacterwith guilt. However, ifthe character's
First Change is in response to :d_‘amulhing less violent —
simply being out under her auspice's moon and chang-
ing to tun — the characrer is likely much less siressed
ubout it. She may still feel thac ir is something o hide,
bt may learn o control it (since her shapeshifting does
nat seetm, to her, to be attached to uncontrollable rage)
before other Garou find her.

Preludes should also take s character’s Backgrounds
into consideration. The prelude should give the player
a hint as to how difficulr it will be ro maintain Back-
grounds such as Resources and Allies over the course
of the chronicle, Perhaps the Curse results ina charac-
ter losing her job (reflected by thar character no
having any dors in Resources), or a friend of the
characrer sees her change and loses her mind to the
Delivium. Ar the same time, 2 characrer with the
.'I\ll.rlr.il\'ﬁrl.?lfﬁ Rlﬁl.‘]";_f:ﬂ‘“ll‘lﬁ'l .‘\I"Il'llllll.l FoCe v IITI.'H ms .II]IJ
whispers as her spiritual euides cey vo assise her (which
may have the effect of pushing her to the brink of
sanity ), A characrer likely won't have a fetish during
the prelude, unless it is some sort of family heirloom
that she's also owned. If that's the case, what happens
it she sers it off by accident!?

Metis and lupus characters require different ap-
proaches to their preludes. A lupus werewolf's attirude
towarcks humans is a very important consideration, as
the majority of Garoushe will meet will be human-born.
Did she grow up in captiviey, well fed and warm, loved
by human keepers? Or did she skalk around a farming
cammunity, her territory shrinking every year, living in
fear of baing chor! The prelude should also serve as g
chance o practice raleplaying the lupus mindser. Wolves
Jdon't think the same way that humans do, and dhe way
a wolf relates to suddenly being able to think in con:
cepts, rather than images, should be key to roleplaying
the charmeter. As the lupus learns about bumans, she'll
discover that her instincts can be used against her, and
she needs o ignore them sometimes. This revelation
should be as scary as any that a homid werewolf endures.

Metis Garou have been part of werewoll socicty
since birth, and are ampuably better equipped to deal
with the sudden mansition into “active members” of
that sociery than homid and lupos Garon. However,

M\x s

the stigma artached to their birth should color every
aspect of their upbringing. Imagine being a metis
Philodox, and being told that your auspice is respon-
sible for enforcing the Litany — of which vou are a
walking vielation. A mens will likely know the pack's
home sept betrer than any of the other charcrers (as
she very likely grew up there) and should know the
other members, at least by name and repurarion. The
prefude is a pood time for the metis to *meet” these
characters and discover how they feel abour her.

storytelling rhe preludes in “mini-sessions” s one
(and pru!‘u—ﬂ.‘l';r' the best) Option, but what if the ETOL
is pressed for time! The Storyteller may choose o
simply give each plaver a list of questions {email works
quite well for this). The questions should be similar to
the anes found on page 104 of Werewolf, and shauld
.l"l' F:Iill.ll'l.‘-.] (WA ".":ll..l} ‘.h]:ll“i_'l_"T ,%"\1{ .-|I.‘I AL .Fll\ll_L:_:\_'[I, |1]|'|_I,E"-
— names of Allies and Contaces, where the characres
oot the Fetish, any illustrious Ancestors. If the Story-
teller allows Merits and Flaws, thase should receive
attention here, 100 (see the sidebar).

Another possibility for preludes is a game called
“hat seat.” This involves each player raking their tum
sitting in the center of the room and letting the other
players ask questions, which the plaver then answers in
characrer (or at least about the character; it's perfectly
all right to refer to one's character in third person
during thisgame). The advantage to hot seat is that the
plavers will likely think of some good questions that
lhl.‘ E-Lﬂr':.'h‘”t.‘l' does not. Als ¥y if one |:1|'.a'|.-|.‘1' ilhk*- .-Il'\l it
a characrer's favorite ice cream (lavor (for example),
the other players will think about it even if they aren't
asked. There are several caveats to hot seat, however
First of all, some people get uncomfortable being “on
the spor,” and that should be respected. Also, make
sure that the plaver s writing her own answers down,
[t she doesn't, she will likely forget mteresting derails
that you could use as plot devices larer.

Whatevermethod of prelude the Storypteller choases,
she should pay very ¢lose attention to whar cach mdi-
L i'l:l[.'h_ll,,'l"u
inchule the deaths of their farhers in their concepts, bu

vidual player focuses on. If two different

ore [‘]‘ﬂ'ﬁ.'l..'l' writes a detailed -L]{'M npLen i*f. i'u:r || |.|.: with
her father, the circumstances of his dearh, and the day
o t|‘|-‘.‘ Fum-ml. W|:':L'n"r|.~i the n[hc-r p].u,'pr ~;!,1ﬂ1|_!~ more
|..i|'|-|.|.d i ||.l."-“.:||:'1'|| ilin{_ ]1'.'”.'|' |Lﬂ'r '.'l'l.:t'l':lL"I (Rhy I'i;_l.\; :-iLiIL]L[I._"Ij ] ll'!n_'l'
role as a Garou and other post-First Change events, yvou
have some good clues as to what each player finds
important. Perhaps the first plaver could run across an
uncle she barely knew later in the chronicle, a relarive
who can rell her things abour her father thar she never
got todiscover. Mavbe the latter character, by throwing
herself so completely into her life as werewolf, is rrying
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to escape something from her human life, Even if the
playvers can’t tell you strmght out what is important to
them, the things they choose to detail should give you
more than enoueh material.

T Fermatic Exemernts

The plavers have gome home for the evening, and Mart
sits wath a pile of chavacter sheets and a stack of Werewolf
buiks, not quite ready 1o sleep. The plavers decided on
Lindsiona as their home, and Matr decides to create a sept
in the southern reaches of the state, within spitting distance
of the Chulf of Mexico, With thar decision made, however,
he ¢t sure what this chronicle is going 1o be about.

Mart refleces that the characters arve all, in their ways,
mutsiders amd strangers. The pack is amotley cvew, indeed.
Diffevent tribes, two metis, all young, all rather imnovant.

As odd a group as they are, Mau reflects thar they
svmbolize the cirrent Garou Naton perfectly — overshad-
|'u'¢'l.'.| ”"'.' III-J-'JIII"[ anel Jrﬁn. ¢t -:_h;i[{.s 1[,“]11 {'acﬁ r}th"r, and
thrown I'I-'_i[t'hl'lt'T only }"_v CIVCHMLSIRTCe fMal[ riu..‘ELIr:.'. :hul‘.
the five of them ave the omly cliaths at the sept) . If they can
learn toreconcile their differences, they coudd teach the
Ligrow Mation as a whole, but teach them what? Mane
comsiders, and his eves fall on his stack of books again.
Nuwisha, Corax, Mokolé. what f this young pack
could recomeile with some of the ather Breeds!

Ulesigning a chronicle is such a big task that
knowing where 1o start is difficult. Depending on
whether you want the characrers 1o influence the
chronicle or vice versa, you might scart with characeer
creation (the player's characters, of course, should
always take center stage, which is why characrer cre-
ation is presented first in this chaprer).

When building the chronicle, vou'llwant o consider
whether it will be driven primarily by the characrers or by
the plot. Likewise, you'll want to pay attention to themes
ard moods, and employ symbolism and atmospheric
elements to make the chronicle live for the players.

CFronige Foove — haractor t, Tiof

Lo you have a plot already forming in vour head,
only requiring the intrepid pack of Garou to struggle
through it! Or would you rather let the pack form whole
cloth from the player's imaginations, and see what
sugpests (rself! Either method has merit. If you have
strong ideas abour where the game will go, the game will
feel more structured and probably more epic. I you rely
on the players and their characters to build the chronicle
ane story at a time, you will certainly see those charac-
ters develop, and the players will probably care about
the evenrs in the chronicle a areat deal more.

You can combine these methods, of course. You
mighr choose ro start off a chronicle with a story thar
doesn't involve the characrers’ histories dircetly, just
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to ger them working together and establish the serring
of the chronicle, and then larer design stories more
personal to the characrers.

Arn important factor in all of these decisions —
probably the most importanr — is what the plavers
want. Youmight have a great idea for a post-Apocalyp-
tic Werewolf game, bur if the players are more inter-
csted in playing a modern-day game, you'll do betrer ro
listen o them. This doesn'’e mean that the players
should conrrol the chronicle; vou're the Storvteller,
and you're perfectly within your rights to do as much
or as little stage-setting as you feel necessary. Just be
aware of vour players’ thoughts on the matter, and be
ready ro make some concessions 1o them if need he.

7 Fsire

bost Werewolf boolks (indeed, most White SWolf

hooks) talk about a theme and mood important o the
book's subject matrer. The two terms are similar, but
fundamentally distinct. In brief, the theme is whart the
sory 15 ahont,

For example, in the example above, Matt decides
that a major theme of his chronicle is going o be the
voung teaching the old. This is a variation of the
Marked by Destiny theme mentioned in the Werewolf
book; the characters, whether they know it or nor, are
going to show their sept what the Garou should be
ot what theyonce were, To further specify this theme,
Matt decides touse the other Fera and the War of Rage
as focus points —rhe young pack has a chance roatone
far (or exacerbare) the wounds lefr by the Garon's war
on the other Breeds.

But how to make the rheme shine through in the
chronicle? The Storyteller needs to consider cach indi-
vidual story. As the story begins, he should think of ways
to integrate the story’s events into the overall theme of
the chronicle. If the theme of the chronicle is thar the
Garou are alone, withour teachers, and effectively “re-
inventing” Garou tradition as they po, then a new story
should probably include a new facet of the society that
they never leamed, and must now try and cope with, In
the example above, Mate might introduce a member of
adifferent Breed during each story.

The Sroryretlershould notbe heavy-handed when
applying the theme to stories. If the players wish o
take the chronicle in a different direction, trv to apply
the theme ro the stories they wish to tell, not vank the
p]ul line back to where vou feel it should be. The
“Young and Scared” theme mentioned above might
take em a quite different twist if the pack decides to
guest for another sept of Garou to help them, bur that
quest would be a tine story. Don't make the theme feel
forced — doing so throws the plavers out of the story.

Werewolf Storviellers Handboak
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The mood of a chronicle should “set off” the
theme. The mood describes the general feel of the
chronicle, and can be expressed by such things as
weather, amitudes of Storyreller characrers, and the
music the Storyteller plays during rhe game (it any).
The mood should enhance the player’s understanding
and appreciarion of the chronicle, so if the players just
don't seem to be “gerting it,"” the Sroryteller might
need to make the mood a bit less subtle.

The mood canand should playa large part in the way
the Storyreller scructures the game. For example, Mart's
chromicle is themartically abour the young members of o
traditional society schooling the old. This sugpests a
hidehound, rirvalisric backdraop, bur the stated serting for
the game is southern Louisiana. This simply means that
the traditionalist mood needs to come through in other
ways. 7o enforce this mood, Mact mighr decide to have
the sept leader be especially xenophobic— new members
andvisitorsto theseptare rare, and while the moots aren't
as formal as some other septs, the same Garou perform
them in the same manner every month. This stubborm,
“that's-the-way-it's-always-been” ambiance will set the
characrers (who, as mentioned, are not only new w being
Crarow but cutsiders in many other ways) into their roles
as teachers and rebels, whether they mean w be or now
This emphasis on “knowing your place” and “sticking to
tradition” helps to create the mood of orthodexy and
hidebound rituals.

The Storyreller can (and should ) use visual ele-
ments as well; perhaps the sept grounds include the
decaying remains of a once-beautiful plantation house.
While in past years, the house was magnificent and
included slave guarters and several other outbuildings,
all that remains now is the main building, covered in
moss and vines, cellar flooded with swamp warer,
snakes sunning themselves on the porch.

Note, however, that just as not every story needs to
be ried slavishly ro a chronicle's theme, the mood of a
story might well vary gready from the mood of the
chronicle. Suppose the characters po on aspirit guest tar
from their home! The mood will likely be very different,
simply because the surmoundings are so different. How-
ever, the Storyreller may wish to throw lirtle reminders
inco the story just to keep the overarching mood in the
players” minds, While visitinga far-off sepr, the characrers
from Mart’s isolationist Sept of the Bayoumighr run afoul
of a cranky, suspicious Master of the Rite, and one of the
characters might mucrer, "Just like being at home.”

Even more than the game's theme, the mood must
be maintained. If the Storyeller uses a certain fraprance
aof incense ta set the mood, he should use it for each
oame. Thae way, when and if the pack dees po traveling
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C;\ﬁpfﬂf Three: The Chroniele

and he deliberately doesntuse the scent, the players will
notice the change and know that their characters are far
from home, Storyteller characters should be played
consistently that way a sudden (or even subcle)
change in personality will tip the characters off that
something's amiss. The Storyteller might even wish o
choose “theme songs™ for important places or charac-
Ters, :||-I'I:'J A ".'n'l‘ill'.". |:|.:IT."|"|;'|"=.".'[5'\- 1.7|.||| F LR i_:,‘:l_k_' i HIVEen song
with its character. This allows him to give players subrle
hints (if the plavers are wondering which sept elder o
ask for advice, playing a given elder's song might he
helpful without forcing their hands too much).

lftfﬂz}' Z.‘}"J&’}V}

"All vighr, ladies and genes, " save Matt as the plavers tale
their sears. “Go ahead and write "To End All Wars” under
"Choronicle” emyour chavacter sheets, Anvbody need anything
explained before we start?” He panses while the players plance
over thetr sheets. Theyall look farry comfident, so Mart presses
F]J{l:\: on his steveo and the sounds of wolf howls quictly play m
the backyronme. “All eves are on you as you take vour places
arornd the moot fire, This 1s the fvst moot you've attended as
a pack, and the elders of the sepr —"

“Are we gonna order pizza?” pipes Ryam, Matt shooes
him a glare and growls a reminder abowt out-of-charactes
interrafrioms, bue concedes thar the idea has merit.

Theme and mood should contribute heavily to the
events of the chronicle, bur how does the Storyteller
decide what those events will be! How does he popu-
late hersept or create enemies for the pack ! The theme
of the chronicle i a fine concept, and the mood might
provide the Storyeeller wich music ideas, but how do
those things translate into game play?

Jugpuinichion from Hie Elagrs

[t would seem a no-hrainer, but Storytellers often
igniore the characrers in designing the game. This is a
mistake. Ifa player states thar she and another Garou
developed a rivalry that nearly erupred into lethal
combat during a Rite of Passage, why couldin’t thar rival
have taken a minor sept position (such as Wyrm Foe)
and hold ir over the characrer’s head? If a character is
obsessed with learning the Silver Record, perhaps the
sept 15 home to an aloof but widely renowned Galliard
who knows a large chunk of the Record by heart.

Placing such importance on the character's mo-
tivations and goals encourages the players themselves
to emphasize these things, When the Storyreller finds
herself stuck for ideas, glancing over the pack’s charac-
ter sheets may well vield come plor hooks,

ALyt il
A derailed discussion of the different types of folk-
loric partrerns i literature is beyond the scope of thusbook
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(though the Bibliography contains several good sugges-
tions). However, several supgestions on using such pat-
terns in Werewolf chronicles are presented here:

* The Hero's Journey: You don’t need o know
a thing about mythology, sociology, or literature ta use
the Hero's Journey, All yvou need ro do is have a look
at Star Wars, or The Marrix, or any one of hundreds of
other films or books. The Hero's Jourmey acrually has
twelve stages, which typically happen in a pre-deter-
mined order. These steps are:

L} The Ordinary World — The characrers in their
normal routine.

2} The Call ro Adventure — Exactly thac; the
characters are jarred from their everyday lives and
torced inko action Lot reaction).

3) The Refusal of the Call — The characters save
themselves during the Call to Adventure, bur for
whatever reason, do not pursue the matter further.

4] Meeting with the Mentor — This can be a
mentorasdictated by the Backeround of the same name,
or simply an elder interested in the characrers. The
mentor usually explains the Call to Adventure and
impresses on the characters why they should follow iL.

51 Crossing the First Threshald — The characters
enter the story whole-heartedly. This stage marks the
"no turming back” poine; they are enmeshed in the
adventure for the duration.

6] Tests, Allies, Enemies — The characters main infor-
mition about their enemies, make new friends, discover
traitors, and endure hattles and hardships, Regandless of
what happens here, it should relate to the story as a whole.

71 Approach to the Inmest Cave — The charac-
ters discover their goal; what they need to do o defeat
their enemies. In some cases, this means 1'1'E1111’in_ﬂ (L
who their enemies actually are.

81 The Supreme Chdeal — The characters lose.
They lise a batele, lose hope, lose allies — in general,
they are defeated. This is the stage where the characters
hit rock bottom and must confront their own demons.

) The Reward— The characters reap the henefis
of their renacity; although they suffered a defeat, they
come away with information or another edee that will
allow them o best their foes,

10Y The Road Back — The characters haven't
won, [hey must now race to implemenr whatrever they
gained during the Reward phase. This usually involves
being pursued or otherwise dogged by their enemies.

I'1) The Final Threshold — The charactets con-
friont their foes and use what they've learmed o win.
The vicrory may indeed by costly — the characrers
may not all survive it— but in the end, there should
be some monumental change
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12) The Return — Renown is handed our, rank
challenges ensue, the pack’s leadership may chanee.
This is the denouement, where all of the fallour from the
Final Thresholdisrealized. Plotlines lefr danglingshould
be tied up somehow. The end of the story should receive
at least as much consideration as everything before it

The Hero's Journey does nor need to be structured
this way. [t can and should be varied, otherwise i will
feel formulaic. Take into account where the characrers
begin—perhaps there really isn't an "Ordinary World”
for them. Perhaps they don’t refuse the eall and wish o
pursue the adventure from the pet-po. Don't force the
players to follow a pre-ordained schedule of evenes Just
because Hollywood always seems to.

* Urban Lepends: Urban lezends are folkloric
stories presented as real occurrences that usually carry
sorne sort of message. That message can be real and
applicable, or it can betray a society's fears and preju-
dices, but cither way hoth specific urhan legends and
their general tome can make for good Werewaolf stories,

Forexample, stories have cireulared for yearsabour
plant alliparors in New York's sewers and monster
catfish living in reservoirs, Nothing says these crea
tures can't exist and plague — or even aid — the noble
Uarou, (Examples of such beasts can be found in the
Book of the Wyld, in fact.) But other, less fantastical
legends make for good story fodder, tou, How about e
story of the kidney rhieves, where an unforrunate
victim wakes up in a bathoub full of ice after a wild
party, only to discover that one (or both ) of his kidneys
have heen removed to be sold on the black market?
There'’s no truth to this story — but doesn't it sound

like something thar would happen in the World of

Darkness? What if such a victim was Kinfolk to one of
the characters — or waorse, what if the victim was
Garou (this would requite a drug potent enough ro
knock the character out, but that only adds to the
horror)! Who would do such a thing! Pentex? DNA?

Rather than using urban legends as plor hooks dJi-
rectly, the Storyteller may simply rake their style and
implement it for a story. Urhan legends usually have a
poetic or ironie twist, or at the very least, a simple moral
The familiar story abour the habysitter who receives
p|‘mm.' calls from a madman on an ul_‘q.l_;li;rs phnn-::, for
example, has a very clear moral — child care demands a
greeat deal of responsibilicy, and the children do need ro ke
checked often, threatening phone calls or no. The “kid-
ey thieves” story usually invelves a traveler who meets a
stranger at a party o club and wakes up missing organs —
this story caurions us to take care when maveling, The
Storyeeller can work in these simple vet brutal methods of
driving home the truths of living in Garou sociery. Per-
hips a member of the sepr develops a wasting disease tha
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spreads to the others and misses the pacl: by sheer chance. playing zydeco music as the vampires descend from
The pack investigares and eventually discovers that the their ship to find their geasure!). Be
first Csarou o contract the disease killed and ate a human

I . s
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disease iscurable, the pack haswitnessed agruesome,
tirsthand reminder of one of the tenets of the Litany.

* Brainstorming: One of the best methods
for developing ideas abour a chromicle (or simply
one story ] is to clear ome’s mind and then think
about Werewolf, Whar clements of the same
appeal! Why!? Whar associations come o mind!
F'ake a pen and paper and make a list of story elements
and ideas, and then choose the ones thar flow ropether
nicely, and then see if a story sugsests iself.

Example: Macr has ideas for the theme and mood of
his chromicle, bur doesn't quite know what to do for the .
firststory, [ The importance of the first story inachronicle willing to postpone or forget en

is discussed below.Y He takes up his four-color pet and rircly elements that seem gratuitous,

notebook and starts jorting down thoughes. A few silly, or over the top
moments later, he has the following lise: ’I.? ?;g fj;:,?fﬂp{;(
- Corax

Shimy things "I think there's somethimg else om Mearsh Tsland " says
- mhiny things ™ ;

2 Brigm. The forst story 15 over, the vampire pivates van-
quished with the help of the pack's new ally Guards-the-

Hunters, a pleasant {if somewhat pedaniic) Covax. The

- Treasure
- Pirares

; :
- W armriEe i MR L o 3 | - 3 | B |
Vampires plavers are chasting out of character as Matt decides hou

- L_urse miuch downeime there will be hefore the nexe story beeins
- Leech-like Banes "Remember those werrd spints that shawed up?™
- Bane-infested "gators Sound like something your pack will be investga
- Violins 4 :'.h IS WILLLD OOkl :..II H

Violins mp fes Maee casually
- Bayou Dhepends oneif the elders want ws o, " answers Halle ., Her
- Cajun music/zydeco character, the fish-out-of-ater Fiarma, is the pack alpha, and

the other plavers nod. Brian, however, looks thovgheful . Mar

- Lovecrattian horror beneath Marsh lsland : L
. . - 1 &
smivles, Dissention in the tunks, he thinks,

- The Colowr Oha of Space

; ; The first story is a test for everyone involved.
- Saloon near the heach

Small | The characrers are facing their first challenpes
i ._J||.|. O EOW s ILIJ_{L'I:'r‘lt'I' as 2 Pac - e [1lll':.tl'-“ are testing their
Afrer locking over the list, Matt scraps

e “tainted alliparors” wdea for now. He alsa

;
discards the Lovecralt inspiration; he may
comne back to these ideas later, but tor now
he wants to focus on the vampire
pirates and their buried — and
passibly cursed — treasure i 5
A major cavear of this ¢
method is not to oy
everything on the list
in one story. Pick
and choose ¢l-
ementcs
thar work
nicely to-
oether, or create a
nicecontrast (how about




characters to see if the concepts they dreamed up will
stand against the rigors of roleplaying, and ro see if
those concepts are appropriare to the chronicle, The
Storyteller is testing moods, themes, ideas, his own
characrers, and his storyelling and gamemastering
abilitics. The first story needs to have effort poured
inte it — it is, after all, the measuring stick by which
every other story in the chronicle will be judged.

A HJW}; sl Larvadh

The first story probably shouldn't go more than
rhree sessions, There needs to be a distinet end to ir, to
emphasize that this story 13 a lead-in to the chronicle,
but is not the whole chronicle. The story should be fairly
concise — while it can certainly introduce plot hooks
that are left dangling, the main challenge of the story
should be resolved. This gives the characters a minor

vicrory they can claim {or perhaps a defeat to live down)
and gives the plavers a good jumping-off point.

Il the players are not familiar with Werewolf, use the
first story o lighely incorporate as much of the game as
possible. Combat, the Umbra, Gifts, rites, spirits — malce
the story 4 light overview of Werewolf, Don'r focus roo
much on one aspect (especially not combar) — ler the
players sample various elements. They will decide (and
prohably ler you know) which parts they like the hest.,
Vhieaking

Wohen the lirse story isover, VoL may wish o allow
the players to “rweak™ their characters slightly. Per-
haps a player flippantly referred w her days as a high
school athlere, bur has no rarine in Arhletics. You
might consider letting her swap dots from another
Ability to bring her characrer in line with rhis past
experience. Just as a play can't really be appreciated
unless it's seen in production, a character can’t fully be
rested except in game play. The first seory should seill
Pe considered part of the preliminary stapes of a
chronicle, and rhar means minor changes to every-
thing, characters, plot, and so on, are acceprable.

You should also nail down any house rules Vi
decide 1o use by the end of the first story. You might
decide that the borch rules presented in Werewolf are
“too soft” and rule thar a roll is botched it more one's

are rolled than successes. Tell vour plavers about this
change, test it during the first story, anc
it before moving on the next stOTY,

& ;e!w’:dvmr' anid Cbber Fvsare

You are setting a precedent in how much experience
you give out at the end of the firse story. Reward practices
youwish toencourage — a particularly pood scene might
meritan expenence point granted on the spot. Likewise,
itisacceptable todock experienice from players whoshow
up Laate or kli.'L]'Llpt game play consistently, Just malke sure

keep it orscrap
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you have a system [rom doling out experience, so that if
someone asks why they only received two points this
session instead of three, you know how ro answer.

Likewise, pay attention to Renown. Do the char-
acters accrue Renown during game play, or is it all
granted ar a moot when the characters tell the stories
of their exploits (which puts a great deal of responsibil-
ity on the pack’s Galliard}? Chapter One gives more
informarion and advice on Renown and Rank, bu
again, be consistent.

Decide how difficult it is for characters to learn
Grifts and raise ather Traits. Don't allow one player wo
simply spend the experience and leam a new Gitt
while another must go on a prolonged spiric quest
{unless the later character has some stared handicap
when it comes to leaming Gifts, of course)

ﬂmwffm

Adter the first story, the Stoeryeeller must decide
how much time passes hetween stories. This is impor-
tant — if the next story begins only a day later, the
characters have barely had time to breathe, much less
recuperate {which might be exactly the effect vou
wamt}. Ask the p]m,-u'na to consider what their charac-
ters doduring the downtime. Do they attempt to learn
new Gifts or rites? Do they seek training from other
Crarou, ordo they return to their pre-Garou lives given
half a chance! If they wish o follow up on leads and
hints discovered during the first story, listen carefully
They are complimenting you on a well-crafred rale by
paying attention and caring sbout the story. Your
thanks should take the form of letting their characters
follow the paths thar the players find inrriguing, and
using these paths o craft the nexr story.

7

Ungce the chronicle has begun and a story or two
have been rold, Storytellers may be tempted to coast.
After all, the pack has likely made some friends — and
enemies — and the players have discovered whar they
like and do not like about Werewaolf. If the players
seem Lo enjoy a rousing combar, why not throw one
into every session! [f they enjoy questing into the
Umbra, why, there are thirteen Realms mentioned in
the core hook — enough for more than a dozen stories.

The danger here should be obvious. Mo matte
how exeiting a plotline was when the players first
experienced it, it will not have the same effect the
second time. During the bady of the chronicle, the
Storyreller should keep her eyes on progression, not
reperition. That is, where is the chronicle going ! This
section deals with how to make sure the chronicle soes
somewhere, preferably somewhere entertaining.

Werewolf Storyfellers Handbook
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Mazt closes the door behind his plavers and walles hack
intoy the living voom. He puts away the bools and the
chavacter sheets, and flips open a notebook o write down
the avents of the recently concluded story.

The pack is niot the same doeheful | tentative bunch of
CTarne that he began the dhwonacle with. Halle's characesr,
Vewila, is pregnant. This uall entul hey making another
character, probably ar the end of the viext story, as Veuilauill
soon be oo far along to shapeshijt. Brian's Fenriv awarrior has

stopped drimking, and has functionally assumed leadership of

the pack, even thomgh Veviln is sall technically alpha, The
Red Talon — Julie's character — has begun accompeanying
Blood Rain and the other Red Talons of the sepr on thefr
“hunts™ . Like the other Talons, Red Shadow does not know
that Blood Eaim is o Black Spiral spy. Allinall, the characters
are coming alime nicely. But where 1o ga next?

i ff}*wff}ﬂﬁvfﬂf

As the chronicle progresses, the pack must de-
velop as an enrity. Each characrer develops separately,
and tracking character progression is .w'implr. (at lcast in
pame terms) as the plavers spend cxperience points.
The pack's development, however, is a bit subtler.

Pay atrention to what the characters do during

dewnrime. Do they go their separate ways! Do any of

them pay homage to their torem? Do they hang out
together as friends, or do they consider each other co-
workers! A pack has a spiritual bond, and most pack
'I'I'IL"I:Ill'!C'l".\ "P-'UH!LI !1[{}” Lo l.h'i." tlf‘:!rl'i (4] FTI.'ITE?CI l':-'lt'.h
I'ITIZ'IL"T. —l_l:'liﬂ. I.II. AT 'r ll'l:-'lii'.'i.‘ rl']t"l'l'l r'l':il'.‘:l'!l._{.‘i. ]"Il.'l'l.‘t'l;"r"l.." [ ';'Il'ld
that truth can be hard to understand.

If the pack does not spend any rime improving irself

asa pack, perhaps they find pack tactics harder to use as
their mystical connection erodes, Perhaps their torem
srows distant or shows Bavoritism to the pack member(s)
that pay arrention o it. If the pack starts fragmenting,
incroduce a Storyeeller-controlled pack thar makes the
characrers looks parheric. The pack is one of the cenrral
components of 1 Werewolf game, and it needs as much
attention as any of the werewolves that comprise it

{One reason the pack needs so much attention is
that cach pack in the End Times has a quest to
complete. Once that purpose isfilled, the pack need no
longer remain together. Indeed, it is possible for a
Garou to join a pack while scill young, scay with thae
pack until it completes its quest, and then join another
pack lacer (though this 15 by no means common),

As Storyteller, you should be thinking about the
pack’s quest from the very first story. The pack’s totem
should be a guide — a pack that Iullum Fenris, for
example, likely has a different purpose than one that
il.'l”.ll'l'.h- [hﬁ]rllw'l]]‘l. AIH(', l.nllhlLi-:'r “'l:‘i:lll |.'|'i]1L'.‘| |I'IL" I'l:-!t:k

-mm-m\\x_

member belong to — a tnbe composed mostly (or
entirely ) of Uktena and Wendigo might be destined ro
right some great wrong the Wyrmcomers inflicted on
the Pure Lands (on the other hand, a pack composed
of Wyrmeomers might have the same purpose, but the
stories mvolved would be guite different).

Perhaps most importantly, listen ra the players.
They will very likely find cheir own goals for the pack,
and although it might pain the Storyteller to set aside
her carefully planned storylines, hearing the player’s
rovsing cheers as they destroy their arch-enemy or
reopen a lost pathway to a home realm inevirably
makes it worthwhile.

As the pack’s path becomes clearcr, you can start
piving them siens and visions of their desting. Dreams are
one possibality, especially if the pack's Theuree has leamed
the Gifr: Sighr from Beyond. The way that other heings
react to the pack might also foreshadow their fate. If 4
pack’s purpose is to prevent acaemn from defilement by the
Wiyrm's forces, perhaps spirits ]'!E_‘_E]I'l reterring o the pack
members as “honored guardians” or "noble defenders”,
The pack will probably assume that !]‘IE_".-:["'.I'II'.*G are referring
to their duties as Gaia's defenders, at leasr for 2 while.

A pack’s Renown should also help w gauge their
purpose. If the pack hasa reputation for prowess in battle,
Ahrounwill likely acknowledge thar when they meer the
pack. You can pauge a pack’s Renown by averaging the
permanent Renown scores of the individual members, or
vou could keep a loose record of Benown for the pack as
a whole. As Galliards begin singing tales of the pack’s
exploits, the pack might discover thar Thewrses have
seen visions of them performing some grear deed. Thar
deed may well become their purpose.

Asthe pack develops, youmight consider asrory thar
stresses (or puts stress upon) the bonds berween its
members. Play on the differences beoween the characrers”
back-stories and acticudes, Perhaps some of them feel thar
the Wyrm is the greater threat, while others fear the
machinations of the Weaver. Pur them in a position
where they must choose therr foe all things being
equal, how does the pack handle thar kind of decision?
Another way to highlight the importance of the pack is
through its torem. Totems are not omnipotent or neces-
sarily benien forces; many of them have agendas, which

means they somerimes work at cross-purposes with other
pirits. E.ils.v:dutmd look at the pack's torem and see whar
images

SLOFEs — Coine to I'I.'l][‘:lJ.

rarackor Lrve/opmens

Each member of the pack has her own story to
EUIH[‘J]L‘TL‘. A :‘-JTL'I!"!.'I'L"'”L‘I’. YO ITILIS] ]H_‘u*;nj':. h!-l'l.i_']l‘- the
plaversin telling these stories, and there are many ways
you can help players ro develop their characters,
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Une of the simplest is to guide experience point
expenditure. Buying new Traits should always be ajoine
cttort berween player and Storyteller. The Storyreller is
the final judge of whether or not a character is ready to
buy 4 new Trair or increase an old one, and because
increasing an Ability or Actribute is a twenty percen
increase Gas each such Traic has a five dot maximum]), a
substantial amount of study and practice should take
place before rsing the Trait. Be DiHliL'LIIdl’lj‘ caretul
about lerting players raise Abilities to four and five dots.
Having such a score indicates chat the characrer is
among the world’s hest at the Ability! Also, take into
consideration the character’s foibles when allowing (or
restricting) experience purchases. If a character is un-
comfortable in the spirit realms and prefers alking o
material beings to rying to deal with spirits, it doesn’t
make sense for the characrer to buy s new Gift every
session. [ntact, youmay well rule thar the sept’s Theurge
needs proof that the character can handle learning a
Giitt before he summons aspinit to teach ir. Likewise, if
a character wishes o learn a new language, make sure
that she s devoting the necessary time ro it. [f you plan
on tiking a great deal of downtime berween stories, the
player can simply say “My chamacter devores three hours
aday wstudying," bur if the character needs to learn the
language while a story is acrually going on, her player
needs tofind the time for the chamcter to hit the books.

Before experience 1s spent, of course, it has o be
earned. Another way ro puide characrer development is
by the Learning Curve point award (see page 150 of
Werewolf). If the character leamed anyrhing during a
session, the lesson orants an EXperience poine However,
the Storyteller should make sure that what the character
Ik'a'll'l‘lk'd 1"~'1'|~t L’.Hill::_! b l‘ll_‘ II:. WEOLTED ]1.,- 1]1:_' st |_|1',;['|[|.:r.
especially if the characrer puned some interesting insighe
into the pack, the Garou, or herself, If a characrer comes
tiv the conclusion that the elders in the sept are just
posturing and aren't really as prear and wise as they're
made out to be, write thar down so that you can refer to
it in later games. Perhaps the Wyrm's minions might use
the character's rebellious thoughrs against her. And what
il she vonees her artitudes and the elders find our? That
might make for difficult rank challenges laver an.

Each character has (or should have) a history, a story
that I‘LL'-III lomg before ol H:Lh.u':tth.:r_u ined the |“.ﬂ-:1;. The
maore derail the players provide about their characrers’
pasts, the more attention you can give to their futures.
Likewise, if a player leaves large semments of his characrer’s
past empty (which the Storyeeller should discourage dur-
ing the Prelude, but even then, sometimes there are holes
thae don'c get tilled) the Storvreller is within her rghts to
make some history up hersell (within reason and with
player approval, of course — the player should rerain
control of her characrer! ). After a few storics have passed,
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look ar each character’s history and background and see if
there are clements thar are as vet unresolved that could be
worked into upcoming stories, Likewise, look for any new
developments. New enemies, new friends, lovers, major
battles (and possibly bartle scars) — all of these things can
chanpe a character’s sutlook. 3o whar if a character had a
pitliriend before becoming a Garou and hasm't seen ber
since he lefrojoin the pack?Now, after venruring throush
Wirm-infested cesspits and Umbral reaches, she comes o
visit and asks why he hasn't written lately. How does he
view her! Tsshe asafe haven from the horror thar his life has
become! Or is she a stifling reminder of the hanality of
human life? Lupus and metis characters may have similar
experiences. What if a lupus werewolf desires to visit her
old territory and finds much of it paved P\Whar ifa meris has
always wanted to find his real parents! Any of these can
become stores for the entire pack, and because they
tnvolhve the chamcrers {on at least one of them) s lirectly,
the stakes are much higher in such stories. Also, they
encourage pack development, as the entire pack lends ics
efforts to the needs or desires of one of irs members.
Benown and reputation contribute o chiracrer
development in much the same way that they do o pack
development. Perhaps a character enters Garou society
without a deed name, and gains one during a scory, The
story of how the character gained her name will likely be
l'-.'I|L{ A @ oL, |.'N. !lI."-' I_"'Ti“H 1,EII,," (_k].-_lldf:r_ﬂl"b R{_"]_ll,'l'ﬂr'l'l .\,'l_nd
cementing her place in the sepr. As characrers gain
reputations, other Garou — even elders — nught seek
them out for advice and aid in certain endeavors. Such
reputations are usually specific; moa sociery full of
warriors, it is unlikely that a character will ever be
knownsimply as"agood fighter.” Instead, the character’s
penchane for tearing our opponent’s throats might
become a subject of conversation — even among her
enemies. As characters pain Renown, and evenrually
rank, they should find themselves shouldering new
responsibilities. Alroun may be required to train new
Cuardioms. Galliards, Ph||nn:|:'m, aned Theurges are all
eapecred o learn rites of various kinds, OF course, no
one really knows what to expect from the no-moons. . .

Srory Lecesiopmens

As the pack progresses towards whatever poalsit may
have ser, keep in mind the direction of the story, While
the players may take control and develop their own
agendas, and while these agendas may take entire stories
ro realize, the Storyreller must always be ready o throw
the characters headlong into another plor twist, Some
Staryrellers, after a few stories (or even just a few chap-
rers ), run dry and find themselves floundering for ideas.

Inspiration for new stories is all around us, Read
rhe news— there's always some crisis occurring some-
where, and perhaps rhe larest one would make for a

!




poud Werewolf story. Likewise, books, film, televi-
sion, and even music can suggest a story.

However, in the middle of a chronicle, the best
source of inspiration mighe well be what has cone betore.
Are there any dangling plot hooks thar could suddenly
become crucial? Dews the pack have enemies that could
show up o make rouble? Avoid praruitous vse of “had
guys” here; if they're going to show up to challenge the
pack, their plan shouldn't be “throw ourselves at the pack
until they killus." Ask yourself what the antaponists want
that would bring them into conflict with the characters.

It nothing from the chromicle e this poine inspires
vou {or if the chronicle is stll young enough thar the
characters' exploiss haven't had far-reaching conse-
quences), throw the pack a curve ball. Perhaps a vener-
ared elder dies, apparently of natural causes, One such
death can easily fuel o story, Someone, after all, must
perform the Gathering for the Departed. Perhaps the
elder left instructions with another Garou regarding the
rreatment of his body — or his ferishes. And what it the
clder didn't really die of narural causes ar all?

M\: e

Anather possibility is to ask the plavers what they
would like to see (which the Storyteller should do
reriodically anyway ). One method that works well is o
r‘l‘ﬂ'ﬁ.’ l"'/'l"l"l I"lH""i_'l' (4] L'n'l'i]‘.' \.l'\'\.'“-"n"]'l [I'llﬂ.'l" ilIl.,'::l.\ O SUEResCLONS
for the chronicle, and see ifany of the suggestions match
up. The plavers will likely remember events and charac
ters that the Storyteller thought insignificant at the
time. If the players think the blond-haired man they
charred wirh in a diner during the very first session was
important in some way, make him so. Create a persona
and history for him, and bring him into the chronicle
again, this time with motivation and agenda, You can
also let the players subtly shape whio he s — “Remember
how thin the guy 157 And how he picked at his food 7T
|‘.-i}.l |1|..'1h' a Corax!™ When Yo |‘|¢:|1 -!|]||t5_J'-c |ii_-cq_ ||'|['\1 [&IR1H
on your best pukur face and let the ]‘-l:a'_cfr\- CIOY saying
“[ ktew it!” when the blond man grows feathers

, .
SForgpesir  Baraidor Devojopsmens

The elders of the sept, the characrers' lovers and
friends, even rhe pack's worst enemy — these charac-
ters are s deserving of development and groweh as any

Some Srorytellers follow Whive Wolf “canon” reli-
aously, If 2 caemn talls in Rape Across Ohio, then it falls
in the chrontcle. A major villain dies! Too bad thar he's
been rermorizing rthe character's sept and the pack was
looking forwand o meeting bim in baole.

Other storyveellers, of course, conldn’t care less. Afterall,
the Golden Rule —supposed|y the only inviolace rule of the
aamie — says that the pame belongs to the players, right? S0
who cares i Tah-Kealb, the Scion of the Wyrm, dies insome
sourcebooli! Not in o World of Darkress, he didn't!

Frankly, either of these attioudes is fine. The metaplor
isn't there to diceare bow you run vour games, 1605 there to
make the world of Werewolf a bir more dynamic. I sonne-
thing happens in 8 curcebook thar vou feel would never
have happened in your chronicle, iencre it (or better yer,
havve your players’ pack become the stars of the dhow). We
don’t mind. You know the needs of vour chronicle hetrer
than we ever could,

Allwelland pood, but whatabour when aplayer scoops
upa new sourcebook, reads aboot 2 "canonical™ event, and
wants to base a major facet of his character around 07 Di
youvero the idea, simply becavse {ewonld rely too much on
meaploc ! OF course nor, Read the sourcebook in question
and decide, fiest of all, of the iden has good story potencial.
If 50, work with the player, change whatever is necessary,
and go forward wich the idea,

e Lreirden Alefigh/os

"Fuck wou, 1 won't do whar vou eell me!”
Rape Apsainast the Machine, “Killing in the Mame"

U arelated note, ifyou're planning o makmg a magor
change o established canon, or chaneing the bagie rles of
rhe game inany way, el the plavers before play beging. Ir's
perectly all nghe to decide that the Graron have already won
the war in the Amazon, or have made peace with the
Ananasi, o even o ule that the bite of 4 werewoll s
infectious to humans (see Chapter Five for tips on variant
Werewoll games, in fact), Bur the players deserve o kniow
about it, so that they may take such changes into aceount
when creatinge thewr characrers. Plus, vou mighr wanr to mn
your idens by the playens first, You mighrderest the whole idea
that werewolves leam “Gifts” from spirits, but your players
nay feel differently, and might well resent such a fundamen
tal aspect of the same being vanked out from under them.

In general, just rementher thar published sourcebiooks
are resources for Werewolf, not instruction manuals, Thiy
should provide ideas and plot hools, not force you to give s
playing a certain ribe because a book savs they all disap-
peared one fine day, With all thar in mied, don't ler the
metaplotmake yowangry, enber. feveryevent inevery ook
came with o litle disclaimer saying “"Only use this idea in
your games i you really wanr 1o," the books would conrain
abour 10 pages of real content. There's alot of good marerial
n I,|_‘|_1_';\|.: |‘|| (1 rl{\.\u |.L‘I i CILA[RTE WORT SEOres, Nl .'I|I|'T11.'_'||._|_' them
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that the players control. These characters learn from
their mistakes and experiences just as the players’
characters do, and their motivations and goals —
especially with regards to the pack — can and should
evolve, If the Storyreller characrers are not well-
rounded and Imnteresting, T|:1l.'1r'll‘1.' little more than the
healers and vendors of compurer “role-playing games.”
The more detal the ::':TI"I!'?"I eller puts into her charac-
ters, the more the pack will feel thar the story is a
living, ongoing drama.

This doesn't mean, however that the supporting
cast has all the answers, Sometimes they lie. Same-
rimes they don't know what they're talking abour — or
just misunderstand whar they're asked. If you have a
oo BTHsp | f a character’s l.‘:Lchg;rﬁltnd and I:(E']{'!-'Wlti_lL{l'
(sometimes its agood idea ro make a *what she knows”
list o the back of a Storyreller characrer’s sheet or in
a notebook ), you run a much-reduced risk of portray-
ing the character inconsistently — and the more
consistent a character is, the easier it is for the players
to notice when .-'|L1I‘|'I.4,'r|'1'|ng ._].;u_*w .;_'l:‘|;-|1'|,§_!1_"', -

Friends: The pack’s allies and friends can be diffi-
cult wo play well. Ir is tempting, for both the Storyeeller
and the players, to regards characters represented by
Backerounds (Allies, Contacts, Kinfolk and Menror as
resources tor the character to call upon, Consider these
Backeroomds to represent nor the actual people in-
volved, bur the characeer'’s relationship with them, By
taking dots in the Mentor kackground, the player isn’t
creating a higher-ranked Garou, he's creating a rela-
tionship berween that Garou and his characeer. This in
mind, these relationships need o be maintained, and
the cost of that maintenance is largely up to the Story-
teller. Mentors may demand help with complicared
rites, or may send young Garou on missions to ferch
herbs orspirits. One characrer’s Mentor may be the rival
of another character’s Menror, and the two doring
elders may begin a sort of “pissing contest” as each one
encourages his charge to ourdo the other's,

Allies are the characrer's friends, and that means
that the Storyteller needs to know not only what the
Ciarou gets our of the relationship, bur what the Ally
wets ot of it It's grear thar the character bowls with the
county sheriff, and since they're friends, the chatacter
canmlge the sheriff rolook inro environmental crimes,
but what does the Garon dodor the sheriff {other than
increase their bowling ream's average)? The Storyteller
should oceasionally have Allies conace the characrer
and ask tor whatever favors the characrer would seem ro
be able to grant. If o characrer goes for a long pericd of
timnie without contacring his Allies, consider whether or
not the Ally will rake offense. Anoldcollege buddy with
whom the characterexchanges Christmas cards, but has
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little contact with otherwise, will probably nor ke
Hl‘ﬂ‘m‘,.-&:u‘] at ot l‘ll:urinj.: from Th{. character in months,
but the bowling buddy will be justifiably mifted if the
character misses league night three weeks in a row.

Maintaining Contacrs is much simpler. Since a per-
sonal relationship is not assumed, as it i with Allies,
Contacts can usually be called upon wirh impunity, How-
ever, the Storveeller can still use these characters to further
the story. Suppose the character has a Contace wha
happens to be a secretary for an executive at King Brewer-
ies. What happens if she gets promoted ro management!
The L,'I'IHI'&CH'E now has to WOormy wherher or not her new
position will taint her — and what that might mean to the
Garou. Likewise, since Contacts often don't have any
particular loyalty o the characters, the pack’s enemies,
cither to gain information or set up ambushes may lean
themon. Andif che police everhave aresson toinvestigate
a character, they will look up any known associates, A
Contact with a good memory and a reason to talk can ofren
give out damaging information on a characrer.,

Kinfalk, even more than Allies, requite a
characrer'sartention. They are family, and that means
thar they can relare to Garow in ways that no one else
{including other Garou) can. The tempration to use
Kinfolk as bait — having them kidnapped by Black
Spiral Dancers or possessed by Banes — can be grear,
and this s certainly a way to motivate characters.
However, heware of tcurning Kinfolle into weak, help-
less martals who exist only to be rescued. Kfolk are
most Ciarou's greatest link ro the human world. The
Clurse prevents muny werewolves from raking active
roles in society, but they can often work through
Kinfolk. This requires treating them well, of course,
and some Garoudon't. As Storyteller, pay artention to
lowe a character treats his Kinfolk. Does he visir them
often, or does he shy away for fear of leading enemies
to his family? Does he include them in Garou society,
or does he keep them protected as much as possible?
Kinfolk: Unsung Heroes provides an in-depth look at
Garou-Kinfolk relations, and gives some good ideas on
how to best use Kinfolk in a Werewolf chronicle.

Foes: Chaprer Four poes into detail abour various
kinds of antagonists that may show up in a Werewolf
chronicle and how to use them well. However, some-
thing t keep in mind, no macrer what sort of super-
natural powers afoe exhibits, is that antagonists should
develop and grow from their contact wich the pack.

It the pack fights a pack of Black Spiral Dancers
and kills one, the survivors will probably remembet the
“Ciaian scum” thar murdered their packmare and will
return to-even the score eventually, Put those Dancers
don't have to simply show up slavering and foaming,
spoiling for do-or-die combat, Perhaps they warch the
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characters closely for months, learning their strategies
and weaknesses, Perhaps they setup ambushes or learn
Gifts to compensate for their own shortcomings,

P!l ([ ] |"I_""|.:1 :ll'lﬂ:l ll"l'_' ]I;,"I."‘_"l I'I"-.‘\'l'l—ﬂn_":_:!"r',, i+-a"| ri:'...'.'l |T'I.- 0T
enmity is to be kept hot between the pack and their
foes, what's keeping it hot! Is the pack gaining a
reputation as the “Constant Foes of the Screaming
Sludge Macle!™ Iz one side perpetuating rthe feud simply
because it garners them renown o have such powerful
foes? If =0, then what happens when one side wins? Or
11{1tl‘|:1;‘|~1 the fight is more personal — if there is |1l'-|_nr':.=
between the pack and their enemies, deeail it (if it
didn’t happen during the actual chronicle ). How did
the first skirmish end? Has the pack witnessed their
foes” awlul deeds, or only heard about them!?

And enemies need nor be Wyrm (or Weaver)
servitors, anyway. Police, hunters, even acharacter's
vwn family can fall into adversarial roles, and as
they learn more about the pack, their tacrics and
attitudes should change. Perhaps a cop is chasing a
character on suspecting terrorism charges and dis-
covers that the “terrorist™ 1s actually @ werewalf.
That cop isn't necessarily poing to immediately po
home and stare loading shoteun shells with silver.
He mighrt ask around on the force ro see if they've
seen anything simalar, which may attract atrention
from other agencies, which then might investigate
the characrers. Even if the charcters manape to
stave off an assault or shake a shadower, the gues-
tion remains: How did they find out abour us in the
first place? When developing antagonists, keep in
mind how much they know about the pack and who
might be able to ger hold of thar information.

Storyteller characters should never remain staric,
Berween each story, the Storyteller should make a lise
of the major characrers in the chronicle and perhaps
some notes about what they've done during downtime
and whether any major changes have befallen them.
Their lives should not be steady and uneventiul; o
ome's life is. Perhaps a character’s Ally gets divorced
and rakes some rime oft wark, effecrively making rhar
.'j'.”'l,.' |:|.¢t'lr.~H forr e, Pn.-_'rl r.|p.'~ a Kiﬂﬁ :a“n. gt“lh' i Car
accident and is in inrensive care. A characrer could use
Morther's Touch and heal her casily — but not without
breaking the Veil. While rhe pack should retain the
SEATTITIE |'|.1|:'£, other characters should be vital and
dynamic as well, otherwise they become two-dimen-
sional, and ultimately not much more than informa-
tion-dispensers for the players.

Flayer Levres

Matt opens the door and finds Halle standing there
with a guy he hasn'tmet . “Hey, Matt,” she says, “can my
bosfriend play womighe?”
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"Hi, Halle's bosfriend,” says Matt, not a lide an-
nirved . He tuites them in, howwever., It terns ot that Halle's
beaw has a character ready, a Bone Ginawer who s abmaost
completely ignarant about Garou culture and was never
given a proper Rite of Passage. Matr opens his notes and
recrranges some evends, ancldecides that he can work the new
chavacter in. He does warn his new player that he sn't poimg
(#] JI;'J”.:I'." |III|'.> f’ﬂ[\'.l‘: [} M‘(q' |.|Ii'||: mor a9n (H_'I_L'rll lIllri'l'l.

The geme beging, and Matt rans a scene with the pack,
while om praard duty, discovering the new character skulking
avouind the carrn, He introduces himself as Bacon Birs
Matt shakes his head as the othey plavers langh. Lost,
hopeless, and isnorant — Bacon Bits actually fits nighs
in, thinks Mait. OK, he can stay.

Cormbnng anit Loging Elagers

A troupe that stays constant long enough to make
upachronicle is,

wlly, araricy, More often, one member
will drop out for one reason or another, or one of the
plavers wants to bring a new hoyfriend or girlfriend
along to play. How should the Storvteller handle i

Gaining new players in the middle of a chromcle
can be difficult to handle gracetully, particularly i you
have no need of another character. This can be espe-
cially difficult in Werewolf, where the characters are
bonded by a torem and adding new members to the
pack requires ceremony and challenges

The first considerarion should simply be whether or
not there is room in the chronicle for another player. If
thechronicle isdrawing toaclose, the addition of another
character might just bog things down and sidermack the
story. Plus, the new character wouldn'treceive the amount
ol attention and time she deserves. Also, some Storytell-
ers are ot comfortable wicth more than a siven number
of players, and going from five to six people to keep rrack
of s oo much o handle, The Storyteller is perfectly
within her rights to refuse a new player if she feels thar
either the chronicle or the troupe can't support 4 new
[‘-ﬂi_‘i_‘.] IL1“'C\'L'r, h‘l'u.' mij_f]'ﬂ i.'{'lﬂh'il.‘ln..'l' LN & h]gll,' story or
a one-shor game including the new player, 4.'.-'|'-|.:|.'|,|E|".-' it
that player wishes to try role-playing tor the first time.

If the Storveeller decides thar she does wish o
allow a new player, what then? The Storyreller and the
new player should, if ar all possible, mect and play
through a solo game or two, petting a feel for where the
character is coming from and why he'll be in the area
in which rhe chronicle is ser, If the new player doesn't
have acharacterconcept, the Storyteller might well be
able to sugpest one thar would fir into the story well It
the story 15 set in a caern of Visions, perhaps another
sept sencs an emissary to ask permission to use the
caern's oracular powers. It the pack has made 2 name
for itself finding lost cubs, maybe the new player could
play a young werewolfin the throes of his First Change.
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Craining players is normally a bonus to achronicle,
A new character can take the chronicle in new direc-
tions, spice up pack dynamics, and, if necessary, shake
a game out of a rut. Losing a player can do this as well,
but rarely does it go as smoothly.

Players can drop our of games for any number of
reasons. Family or job concerns can force people to
reexamine their priorivies, and hobbies ofren have o
take a back l‘urm‘r o more ll]!|"ﬂll".|uf ﬂ|1i|}_=,:|lit|||..=i.
somerimes a playerwill quir a game she finds horing
this is why it is so important to maintain communica-
tion berween Storyteller and players, A player that
feels she can talk to the Storyteller if she starts losing
interest in the game is much less hkely to simply quit.

It a player must leave a game, ask why. If she reuly
isn't enjoying herself, the troupe is better off withou
her, It however, the problem is something correcrable,
work tofix ic. [ she has a problem with scheduling, see
it the troupe could meet on a different night. If the
problem is something temporary — final exams, per-
haps — offer to tempuorarily sideline her character and
tun a solt game when her schedule calms down. Most
problems can be worked around, if the player really
wants to remain in the group.

It the problem is with the group, however, the
sttuation becomes somewhat less flexible. A troupe dhat
includes o k'-l-"|-||‘|.‘.‘ Ty be in rrouble if the l.;u,_muplq_' breaks
up- Insuchasituation, try nottotakessides, Simply tell the
aftecred parties that if they cannot resolve differences and
play together that one or both of them will need ro stop
playing. If they cannot resulve this themselves, it may fall
to the Storyteller to excuse one of the players from the
group, Thiscanalso happenifaplayer iscausing problems
anil offending other |'Iii'|'fl.‘]'\ (see Mawrivy, below).

A Cavwdf for SForifders:

Ask the new player—nat the player attempting
to bring her m — if she really wants to be a part of the
game. [t happens, sadly frequently, that a player
wishes his significant ather ro be part of the hobby
twhich is only natural) and the sienificant other in
question goes along with it without a clear idea of
how the mame works, Make sure the player has sote
enthusiasm, or ar least curiosivy, about Werewolf, 1f
you are unsure, ask if perhaps the potential player
wionldeare tositinonagame and observe for asession
betore actually playing. Take time to answer any
questions she has about the game and the characters,
and gauge how well vou think she would mke w the
game. You don't want a new player who is only
playing to humor her boyfriend — it's nearly always
detrimental to your games.

Asking someone to leave is never easy, The most
mature way to handle it is to calmly explain ro the
playver what the problem is, and tell him that the other
I_"|:|':|"-."E-‘- u'U‘LIi‘.E i.\".' more Etfl['l.i:UTT.ili'.llL' Pli-l"flll'if'_ '|.".-'|1‘|:‘u.:1|r
]1 11 Ir L].'I'i.‘ [."].LI‘!"L‘T Ui.E-l..‘I.": [E I'I'l'.]l-H: ATy :'Ip"."l(:'f_ﬂ_.' ﬂ.!‘l‘d Ty T
curh whatever the problem behavior is, ler him, bur
don't make any promises. This 15 obviously nor an
enjoyable part of being a Storyreller, but the poine of
the game is to have a good time, and if one plaver
disrupts that good rime for everyone else, the Srory-
reller needs 1o make the proper adjustments.

Frarer Palls

Having a player leave the game is, of course, very
different than losing a character, A characrer mighi
disappear from the action for any number of reasons.
She might die inbartle, or become wounded orsickened
to point thatshe canne longer travel with the pack. She
might even become tainred and wind up in Erebus,

[t acharacter becomes inacrive because the player
wishes to retire her and play a new characeer, all a
Storyteller can do s try to finagle the evens so that
they don’t disrupt the story too much. Try tosetup the
event during the course of astory so that it doesn'r feel
gratuitous, and focus on the character, giving her the
send-off {even temporarily) that she deserves. (Of
course, this may result in the player deciding she really
likes her character after all, but that's just part of the
fun of being a Storyeller.) I possible, try to introduce
the player’s new character during the story as well.

If, however, a characrer dies in bartle, the Sroryreller
has two options. She can let the chips (and dice) fall where
they may. Bartle is, after all, a dangerous pastime, and a
sudden casualty may serve to remind the pack (and the
players) that even the mightry Garou are not indestrucrible,

U the other hand, it is HEEHE TSR Ifike l'l‘“."'"-'r""'l""ll‘-l
obviously feel cheated by losing her characeer to a
random thros of the dice, ler the character off with o
Bartle Scar. It's up to you as Storyteller to judge
whether or not the drama offered by a character’s death
is worth the trouble of introducing a new characrer. [f
oL let the characrer “off the hook ,” atress how close
she came to death. Have one of the elders perform a
Rite of Wounding and have aGalliard sing her praises,
but at rthe same rime, perhaps her Kinfolk lover is
suddenly standoffish and aloof, trying to cope with
almost losing his beloved. Make the thuear of death
realand scary, and even if death doesn't actually rouch
the pack, it can have an impact.

].{- ‘r"‘l] (.‘.If‘l \‘]l"l‘.ii‘ll‘f tn .l‘ FALCT :ll'“' 'I'I‘l'l 'I"-."I..,"'Tl'l'l.i-'li |'II.'II. H,
however, play the moment up for maximum drama. Run
the characrer's Gathering for the Departed, making sure
the rest of the pack pets a moment to say a few words.
Show the reactions of any Storyteller characters clase o
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the deceased, particularly Kinfolk and close friends.
And what if the character has friends who don't know
abour the Garou! Ir falls to her packmates to make up
some kind ofstory totell herfriends. A packmate'sdeath
may very well fuel astory on its own. Never cheapen the
moment by glossing it over, simply bringing in a new
characrer ar the end of the session. That's disrespectful
tar the characrer, the player, and the story.
Adeterrsfy

Talking about maturity when discussing a fantasy
game in which the “mature” people involved pretend to
he werewolves might seem a bit incongruous, However,
maturity really is key to playing Werewolf well, and it
hias little or nothing ro do with the game specifically.
When we speak of marurity within the confines of a
role-playing game, we actually refer o treating other
players with maturity and sensitivity, Certain issues,
while they exist in the real world and certanly exist in
the World of Darkness, elicit bad reactions from players,
These include rape, molestation, sex, drug use, and
tamily member dearh. This doesn't mean that these
l]ﬁrt;'_:.‘- can't be used as game :-Imnrrﬂ.ﬁ, b gih1|
Storyteller will ask before a chwonicle begins il dwere are
any topics best left avoided. If a player feels uncomfort.
ible during @ game, that player isn't having fun, which
is, of course, the point of the whole thing. AsStoryteller,
make sure the players know that they can voice con-
cerns oversuch issues and expect tohave those concems
heard. You can encourage this kind of behavior by
example and by keepimg communication lines between
you and the players open. If one of the players s being
offensive, it falls w0 you to smooth things our (see
Problem Players, on page 113).
End

Stories were not meant to goon forever, Sooner or
later, a chronicle has to end. Hopefully, the ending
comes at the I'lJ:|‘:l: time — the Sworyteller does nor
have to end the game prematurely and has not tried o
drag it out beyond its logical conclusion. This section

offers some advice on how — and when — to end a
Werewolt chronicle

Prparing for fho Epd

When is it appropriate to end a game! When the
characters reach a certain rank, or dispose of their

greatest foe! Or when the players simply ger rired of

playing Werewolf?

K;‘ll“r'-'” ig I|\'|:'|L"'|.|. k15 1 iiill'.' Ty \'i'l_(_t il (_Elr'!)[j“_ll._' 15
difficult. This 15 one reason to stare thinking abour the
pack's quest early on in the chronicle (see Pack Devel-
opment, above), If vou have ideas for whar the pack's
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apiritual quest will be, the chronicle should end wirh
them completing it (or perhaps failing ro do so),

Eremmatirre £ mele

Ending a chronicle before its time is always an
unhappy possibilicy. If plavers — or the Storyreller
suddenly discover thar they must withdraw from the
chromicle, it is often berrer taend ir than to strogele to
keep the story going. Make the last story something
really special. Ask the players if there are any characters

they would like to see again (if only for the purpese of

"-"r'l'E‘ll'Il{H'lf_'.‘ revenge), E'\rr'll'l.;_' the [ mwerful intagonists oat
tor a fight to the death {see Final Bartles, below), B
bevond all of the violence and pytotechrics, try to
weave the threads of the story together, See o ic would
make sense to combine several dangling plot points, il
only to give some closure. If the characters have consis:
tently run afoul of a circle of human mages, and occa-
sionally tound themselves beser by crab-like Banes,
teveal in the final chaprer thar the mages were summaon-
ing the Banes from the darkest reaches of the Unnbra, o
what if that conclusion soes enrirely against what you
were leading up ro? The players won't know it, and as
long as you present it convincingly, the story won't
suffer from a last-minute hehind the scenes change.

If there are pack members that have skelerons in
their closers, try to flush them out during the last story.
such things really should be resolved before the
chronicle’s conclusion, so that the heroes can confront
their nemeses with clear consciences, but if the
chromicle must end suddenly, that isn't always pos-
sible. Have the nemesis in question throw che
character’s darkest deeds in her face. Test pack lovaley
at every turn. In desperate situations, when the stakes
are hig:hu_'.-;t_n will the ]“ﬂl:.'k turn on ieself?

Elmmed € porcibstions

If you have time to build up to a conclusion,
however, rake the rime to wrap up any loose ends that
don'r have any bearing on the final story, i vou've
planted seeds that never came to fruition, however,
sCrap them, Even if Y had a grest idea for a sTOMY 1N
Pangaea, if the characters never picked up the bait and
ventured there, vou shouldn't force them into it now,
Again, keep communication open wirh the players and
find out what's really important tothem in the chronicle,
which characters they'd like to see asam, whar places
they'd like to visit (or revisit) before the end.

Dlecide on what is going to happen during the [as
story. What event is going o mark the climax of the
chromicle! Werewolf is abour savape horror, and rhere-
fore should end with a bang, nora whirnper. Is there poing
tis be s horrible bartle ! Are the charcters going ro lead an
invasion of a Black Spiral Hive! Artempr to hold 2 Grand
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Moot! Upen a new caernd Or perhaps the stakes ane
somewhatsmaller— perhaps the chronicle ends with the
once-inexperienced pack holding sept positions and run-
ning a moot at their home sept for the first time.

The final chapter need not be traumaric, either. A
W l..'l.i'\.l]llﬁ or i‘ll’lli Al |‘|L :|..l :t|| 1|h' L]]‘,_||,|1;_| <1|||j exLiemens
of a hattle to the death (ask any marned person). Perhaps
the final chaprer is a celebmtory moor. Much could go
wrong, true, bur the armosphere will be very different.

Use the final chaprer to play up the theme and mood of

your chromicle, and make it a lovical conclusion.

T Baftiler
Halle throaws her dice again, “Three more successes,"
“This ts gomna be close.” The other plavers ook
tense. [f Vewila — Halle's character — cannot open the
caern before sunrise, hey life may well be forfeir.
Mate tierns to Julie
rolling i off the e

"-II:I. SYS

You smell something stramge,
It doesn't smell like seaside decay,
more like o, ."

Ok, shir," says Julie. "Red Shadow's going @ how!
the Warning of the Wynn's Approach. And 'l add
Thurifuge' w the howl.'

Final battles do not have ro mean battles for the
tate of Gaia, though they certainly can. The last bartle
in a chronicle should be |‘|~nk|\.', brutal, and epic,
whether the characters are fighting a Pentex First

| CEITH O r]u | :!lll'ii,' a.|| }\.FJHL'.M_

E T of #e ok

Dhuring along chronicle, a pack of Garon can make

enernies in high places fairly easily. Powerful Wyrm-

beasts, elder Black Spirals, even other Garou can
regard the pack as mortal foes. And when the chronicle
etids, those enemies should come looking for the
characters {or vice versa).

A final battle with longtime foes may seem Holly-
wockd, bur actually the notion is much older than that.
Consider Ragnarok, tor example. [n the final battle
berween the NMorse pods, many of the combatants
often at the
cost of their own lives. That notion should give the
characters pause — certainly, they may hate their
enemies, but are they willing to die to take those
enemies with them?

.'uﬂl.ll:hl out and slew their greatest foes

.|.|'|ill question .||}E‘l|i:'h (4] !l‘]l‘ CIEINLES 15 1,l.'|_~||I ol
course. If the enemies are indeed willing o sacrifice
themselves to :~'|;1':.' the |‘Z-.II.'I-.. how are lh-:_'w_-,' going to
ensure victory! Silver weapons? Explosives! Bane al-
lics! And if they don'’t wish to die, but wish to win, do
they have an escape roure! [f so, give the characrers
hints abouc it, and perhaps a chance o stop their foes
from fleeing. Thisis the final batele, afrerall, soa clever
escape plan is a bit out of place,

[f ever there was a place fur cmematic combat, this is
it. Diramaric speeches are the order of the day,
Storyteller should net cut off a character during an
accusation ora final curse. However, during a final hattle,
all bets are off, and the Staryeeller should have lirtle
compunetion abour allowing the death of a characrer.

:-I|1L| I]ll.‘
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A #ie Apocafifer

While a final bartle on such a grand scale is hardly
necessary o have an exciting conclusion, it is admit-
tedly hard to imagine the stakes any higher. What do
vou doif the characters decide to invade Malfeas and
cut out the heart of the Wyrm? Or, what if you wish w
bring the Final Bartle raining down on their heads?

Oine important consideration is to give the charac-
ters a clear goal. Werewolf is not a war game, it's a
storveelling game, and that means that large -scale bartles

involving miniatures aren't really this game's style. If

the Apocalypse has begun consider whar the characrers
can do abour it. Is there one target they should arrempe
o destroy? Or perhaps Gaia charges them with surviv-
ing the Apocalypse ro make sure that the Garou don't
die our. Mavbe they can even stop the Wyrm from
cating the world {or the Weaver from calcifying it) it
they can rerrieve 2 mighty fetish from the Umbral
reaches. In that case, the final baude becomes a race
against time, and a battle agamst any Wyrm or Weaver
minions who might want to stop the characrers.

If the Battle actually takes place, read up on “final
battle" mythology and take notes. Ragnarok has already
been mentioned, but what abour the Book of Revelations
(vou might want o consider finding a copy of the Living
Bible, as it's much easier to understand than the flowery
prose of the King James Version)? Most relipions have a
myth about the end of the world, and most of the time the
gonds themselves come down from Asaard (or wherever)
tor settle old scores, crush their enemies, and generally
make trouble. The World of Darkness should be no
different. Perhaps ancient vampires rise from their graves
to consume whole ciries. Maybe the giant statue at the
Sepr of the Awakening in Washington D.C. rips irself
from the ground and goes on a rampage, The Veil should
B the least of the Garou's worries during the Apocalypse;
the humans are abour o find out the truth anyway

Another major issue you must consider before
runming an Apocalyptic story is: Can it be stopped?
Either way, there are advantages and disadvantases.

If the Final Bartle cannot be stopped, the whole
tone of the game changes. Unless yvou have heen
running the entire chronicle up to this point wirh the
Final Bartle in mind, everything that happened here-
rofore is for naughe, and that can be very frustrating for
the players. Do not run the Apocalypse simply because
you think it would be an exciting ending to the
chromicle. If the Bartle is unstoppable, find some way
to give the characters hope. Give them something o
tight for, even if it's only that they might destroy some
powerful Wyrm creatures before dying themselves.,

Ityou give rhe characters away to prevent the Battle
before toral chaos ensues, beware of the “rtwo-seconds-

—mm—m\\n-

(7o /ﬂﬂm a Aachidne

Mo matter whar kind of ending you choose for vour
chronicle, or even for a story, avoid dews ex maching ar all
costs. Dets ex machma occurs when a Storyreller-conmalled
character arrives tosave the characters’ l}-".'l_".\. T| e I >|"J1:|t'|:~'
heere should be obaious: chis [‘|-:1r device robs the |'..|r LTS
oftheirdignity, makes 2 Storyteller-charaeter the starof the
show, and takes contral of the story so far away from the
[‘.l.'r-_;ur.‘- that they don't even have a | wape of indluencing it

The plavers and thewr characrers are the heart,
soul, blood, and guts of the chronicle. Lt does nor marrer
how cool a character the Storyreller hias created or how
well she can describe him. Never use powerful charac-
ters to steal the pack's thunder. They are the stars of the
showe, and they deserve betrer than that,

Note: OF course, if they call up an ally and ask him
o oo save their necks, that's different, Put then tha
ally can lord it over them larer, and they can't complain,

effect, Innumerable action movies end
with a race against the clock, only tosee the herodisarm
the bomb/become the One/blow up the alien mother
ship rwo seconds hefore the "explosion.” It can be done
well, buteven whenitis, it's cliché. Instead, perhaps the
prevenrarive measure simply evens the odds a bit for the

|T|: T |'I 'l]_'l'\ 1L ':-'l‘l L= lhl.'lli d L !{‘ i Way o Wil 1|_!|L

an-the-timer”

Crarou.
battle. For example, maybe the pack stumbles on a way
to free the Wyrm from the Weaver's clutches, The

Wyrm might still wreck the world in the process, b
then there I'.I'II.;-Ell‘iI by = }:11Ll_ln11f_| left owver.

Afermafts

When all is said and done, the last Black Spiral
vanquished, the fallen characters buried, what hap-
pens then? Where does the troupe go from there!

As Storyteller, answerany questions the players have
about the game. Chances are there are plor poines they
didn’t undemstand that r|‘u'; woneld like clarified. Spill the
beans to them. Now thar the story ]H-!'-"-'..!I',l]'lll.‘"-;. snoharm
in letting them “hehind the curtain,” so 1o speak.

Youa should |'l'<l"-'L.“x1"FI.'IL'\.|I.lL"~'liL'l]‘l\ tor the players, as
well, notably, "How did 1 do? Get feedback from
them, find out what they loved about the chronicle
and, more impoctantly, what they think you need to
work on. Don't take offense; il the P 1.-&1..1._]'\ have -r.l',LLl
with you long enough 1o finish a chronicle, they
probably had a great time overall.

Yo may wish to take a break from Sroryrelling for
a while. One of the other players mighe like 2 turm in
the directot’s chair, anyway, perhaps with a different
game. Take the opportunity to participate in
chronicle, ["Il'll'hil"l". with some new appreciation Jr.L||
whar both the players and the Storyteller muse do.
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Though the hero may win the day, it s his ternfying
apponent who pives vitality to these tales. Monsters and
cIIT:t:_{u:i:.ﬂ come i all .\ihftfhﬂi and can, -'r,'. COUTSE ‘-\..I.Illlln'
shapes at will. ., Evil may enter the world m the guise of a
single creatiere, but its family mudtplies quickly, and there

t5 never an end o the trals of a true Tero,

Richard Erdocs and Alfonso Ortiz (editors),
Americen Indian Mxyths and Legends

The Trinf

Al [a}e with “Giaia,” "“the sl world,™ and "'[N.\H[‘-ll.'
who wen inmo wolves,” the Triar is one of the basic
'|"|||‘|| ENTS 1 ||;|'- I |:|a'||'{|..,'h ..!-x'rl\,"l'h"\.\'l'lli. | E'li_" ‘-_::-i'l]IL' | | '|‘| l‘\x-"” ]'l( LIt
the Triat, there'd be no impending Apocalypse, no threat
to Giain — really, there'd be much less for a werewolf pack
to do, and the spirit world would be profoundly less
mnteresting besides. Two curof three of the Triat are forces
that spawn legions of ancagonists for the averape pack of
Garow, and the third isn't even their ally,

For all thar, rhe Triar isn't easy o pigeonhole;
Werewolf sn't o game abour clearly identifiable Gond
and Evil. The Wiyld is no true friend to the Garow Wation;
it's just insuch dire strases that the Garou fined themselves
defending it our of necessity. There are spirits allied to
Wyrm and Weaver both thar are more ally than enemy.
Although rthe Changing Breeds like 1o simplify the
relationship berween the various members of the Triar,

the truth of the marter is that the cosmic dance between
Wyrm, Weaver and Wyld s o complicated one, particu
larly s ie plays our on Earch. The Triar is a source of
countless antagonists and story lines, bat it's a grean
disservice to these three pillars of Crearion itself 1o boil
their influence down to *1t's of the Wyrm; kill in!”

If there's a way to win the Apacalypse arall, it will
b thanks ro a clever understanding of the Triat: whar
they should be doing, where they've pone wrong, and
how o ger them back on track. In chronicles where
there's some hope of winning the Apocalypse, it's key
toshow your players in-game things that promote thar
undestanding. And in chronicles where there is no
1||.1I [ |1:1|§.' the P msibility of 1';&-.'|-\.|I1L= LIp afl Hpressive
resume of deeds hefore VLT 1_'1-.:['..-“‘- end, it's sull
impartant to show your players the real face of their
enemy, so ar least they know why they're fighting
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Cbtaer Rurovraas

If you'll pardon the seemingly shameless mer-
cenary plug, we would like to note that the wopics
covered here are also examined in further detail in
the Book of the Wyrm, Book of the Weaver, Book
of the Wyld and Subsidiaries: A Guide to Pentex.
Although we've made grear effort in this chapterto
avoid redundancy and give Storytellers the most
helpful distillations of the information in question,
a single chapter by nature can't provide as much
derail as three sourcebooks. The three haols of the
Triat (and the Subsidiaries spin-off) are by no
means necessary for a Werewolf chronicle, bur for
those who wanr the most information possible on
the Hlii"it'l.."l lﬂ- ATV EEEmONSES, lllt"g.'1['¢: lmral {E8] I'H::ll'.

We apologize for the self-serving recommen-
dation. Thank you for your patience.

Expuniling FHorizons

Theugly truth is that the Triar lend themselves o
some fairly unimaginarive stories, if not handled care-
fully. It's painfully easy ro let a chronicle devolve intoa
repetition of “Look! That object/person/place smells of
the WeaverWyrm/Wyld! We should destroy/lillfpro-
tect it!" Afrer all, it doesn't take much work, and the
players seem to enjoy it But if you're interested in
presenting the Triat as something more than a duo of
ancagonist-spawningentiticsand agquest object, irdoesn'
take thar much exrea ¢ fort — Ul‘ll‘,' a lictle artention ra
detail. By srressing the Triat's mulipliciey and their less
than all-encompassing earthly influence, you can help
your players see the Triar in the light they deserve,
/ﬂfff,&;lwﬂ{g{;

Une of the most fundamental concepts belind the
Triat 15 that they operate on a cosmic scale; according
to some legends, the three of them essentially ran the
Universe itself. And because of that scale, each of the
three is oo Llr,'_'_l: to he summed ||'ﬁ|ﬂ,' H hir|1[1||_1 wiord like
“Stasis” or "Creation.” Just as Gaia is both deserr and
furest, both glacier and swamp, each member of the
[riat has a multitude of facets that express the whole.

Be very careful of making absolure statements abour
the Triat; those can easily limit your game's spiritual
aspect inunhealthy ways rather than providing helpful
guidelines. A starement like “The Wyld is Creation, so
therefore it canmot destroy” is not only inaccurare (the
Wyld is more than Crearion), it limits your ability to do
interesting things with the Wyld, A spontaneous out-
break of flesh-eating bacteria can be seen as very Wyld
in aspect, as mighe a natural disaster — do vou really
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want to tule out the possibility of either just because of
an off-handed absolute statement of “fact™?

The multiplicity of the Triat is your friend. A spiric
of Balance can derect as just as much “of the Wyrm" as
aspirit spawned by a Maeljin Incaria; a spirit of rechno-
logical innovation might be “of the Weaver,” and it
might be “of the Wyld.” By showing vour players the
different aspects ol each Triatic force, you encourage
them to think more about what it really means to be
aspected to one of the Triat, Andwhenyour plaversstar
to appreciate these different facets, they'll begin using
that kmm-]m];_fu to their LI(J'-."AI‘.IL';I#L‘ = hi:l]'-ing Banes
revert o the Wyrm-spirits they showdd be rather than the
Wyrespirits they are, discerning the mad ¢lements of
the Weaver from those that are necessary and warthy of
preservation, and so on. As nored befare, this is some of
thie most useful work they can be doeing if they actually
want to win the Apocalypse, not just die gloriously.
Earttfly Inffirence

It’s easy to fall into a certain mindser when work-
ing around the struggles of the Triat: namely, the
assumption that everything of any significance is “of”
one of the Triat, bolstering its cosmological patron’s
power to 1o end with every minor goal it achieves on
carth. Now admittedly, assigning a Triatic affinity or
allegiance {whether ar not the person or entity in
guestion is aware of it or not) is kind of fun, bur when
you start taking questions like "So are the lmbued of
the Balance Wyrm, or what! more seriously than idle
chit-chat, you can run into problems,

Remember, in a perfectly functioning universe,
most everything in the physical world would likely be
equal parts Wyrm, Weaver and Wyld. A healthy
person would have aser form (pranted by the Weaver),
the capacity for growth and procreation (granted by
the Wyld), and the ultimarte fate of death so thar the
cycle could continue (granted by the Wyrm), Now,
since the Wyrm lost its ability to properly function as
Balance {or so the story goes), this perfect universe is
noew impossible, but the imbalance that the Garon
fight against isn't as omnipresent as it might seem. An
ordinary person, an animal, aphilosophical ideal —all
of these can be “of" neither Wyrm, Wyld nor Weaver.

This is, by the by, the main reason that werewolves
terud to be so nervous or mpper-happy when they sense
the "raine™ of one of the Triar on a person, supernatural
being or section of the world. Tn a perfect world, one tha
had no need of Garou, such beings ar places would be few
and far berween. The presence of Triatic taint implics a
problem, the sort of problem thar the Changing Breeds
were allepedly creared o resolve. The wise Garou, when
contronted with such a "tainted" entityor locale, first asks
himself why the mint is present, and then asks himself




what he can do to resolve the wouble (if indeed the
spiritual seent indicates a problem). Nar all shapeshifters
are this wise, of course, but it would be doing the Chang-
ingr Breeds o disservice to assume that even the wisest
elders don't act with ar least a litcle forethoughr.

The Wyrm is the leading candidate for “maost
misunderstood member of the Triat,” simply because it
i.b,. a.Lll] h.'rl.‘i htfiil St [Ila'[l-'}’ d.i.rrlfl"_:[!.'. mjligﬁ ELy =00 Ty
different shapeshifters. [t has been the Balance Wyrm,
a personificarion of careful destruction in the interest
of asmoothly running universe: It has become Carrup-
rion, the embodiment of Destruction gone wrong.
Some have called it Encropy or Death; others associate
it with Madness, Harred or even Evil. The Wymm is all
of these things, and not wuly any one of them,

Criginally the Balanee Wynn, the foree keeping
Wld and Weaver alike in check, the Wyrm has now
become the Corrupter Wyrm, a force of spiritual as
well as physical decay. Accarding to Garoucosmelogy,
the Wyrm's consciousness has been lost to madness,
rapped within the web of the Weaver. lts effort to
escape has given its darkest drives and aspects lives of
their cwn, splirting them into new heads of the hydra
— thie Triatic Wyrms, and the Urpe Wyrms.

Asa resnlr, rhe Whyrm iz sreicken wirh something
alzin tomultiple personalicy disorder— bur because ofthe
scale of the entiry, each one of is separare "personal ities”
is able to act on its own, recruiting its own servanis and
further dividing irself inro leser aspecrs. Most scholors of
Wyrm lore use the name *Hydra” to distinguish the
Wyrm-as-ir-is-now, dividedand mad, trom the Wyrm-as-
it-was, the preat serpent of balance. For those Garouwho
know anything about the Wyrm's true narure, the task at
hand is nor “killing the Wyrm" — ir'ssevering the rwisted
hieads that have sprung from its body,

T Hie Heids cf e Hydba

Asnoted inthe Werewolf rulebool, the three Triatic
Werms are the primary "children” afthe Wyrm, the three
preat heads thae grow fromits body, The first, Beast-of-
War, is the "Calamity Wyrm™ of unrestrained wrath,
violenceand destruction. Itisthe leastsubtle of the Triatic
Wyrmns, and it has livtle need far subtlety; every war, every
act of mindless violence, every kill made for reasors ather
than survival feeds Beast-of-War, strengthening ir for the
day it can break free and smash Creation into dust, Many
Black Spiral Dangers revere Beast-of- Warabove all other
aspects of the Wiyrm, hailing it as the Father of the
Apocalypse and the spiritual patron of theie mad erusade.

The second Trlatic Wyrm is Bater-of-Souls, the
"Consuming Wyrm,™ It is the aspect of unwholesome
hunger, of the desire to draw everything into ieself and

-mm-m‘\—

thus malke all the universe into the Wyrm. Greed,
plurtony, lust and desire of all sorts fuel its power.
Unlike its brethren, Earer-of-Souls ance managed o
manifest itself physically on Earth, where it surcly
wiinild have devoured the entire planet if nat banished
b the sacrifice of the entire Croatan tribe. Although
this act weakened Eater-of-Souls severely, the tapa

cious crimes commirred on Earth o the name of grm-d
continue o serengthen it so that 0 may someday
rerurn. The naked greed of Pentex and its corporations
is one of the strongest allies Barer-ob-Souls has.

The tinal Triaric Werm i in many ways the most
dangerous, for it is both the most subtle and the most
selt-aware. The Defiler Wyrm is the expression of
ultimate corruption, of degradation and misery and all
spiritual ills. It is notably active in the schemes of its
followers, who are m many ways the worst of the
Wyrm's servants. The Defiler Wyrm hates innocence
virtue and spiritual strengch, and works to tarmish and
corrupt them into viler emotions that serve its own
purpose. The Defiler Wyrm has its adherents among
all the tollowers of the Wyrm, although various human
culrs, loathsome Black Hp'rr:ﬂ Dapcer factions and
packsof fomori-creating Banes are among jrs favorires,

Below the Triatic Wyrms are the Umge Wyrms,
manifestations of each of the Wyrm's darkesr desires. As
the Wyrm sought to escape the Weaver's web, its base
emotions splintered off into separate “heads” of their own
like dough being forced through a steel mesh. Each Urpe
Woyrm and its servants do indeed strive ro work for the
ultimate freedom of the Wyrm, but their own agendas
come first; after all, how ean a manifestation of cormpt
Diesire itself set pside s own urge to promote cormupt
desires in others!? The Urge Wyrms work to make them-
selves stronger by fostering their own ideals in others.
Some Garou scholars fervently hope that the Wyrm
manifested as yer undiscovered Urees of somewhat more
altruistic nature, potential kevstohealing the Wynm isell,
but the evidence for such benevalent Urpe Wirms is
somely lacking, The recopmized Ulrpe Wrims are as follows:

* Foeboly, the Urge of Fear

* Yorus, the Urge of Greed
Mahsstrac, the Urge of Power
Karnala, the Urge of Desire

Abhorra, the Uree of Hatred

Angu, the Urge of Cruelty

Ba'akshai, the Urge of Violence
Khaaloohh, the Urge of Consumption
o Psculul, the Urge of Lies

¢ Sykora, the Urge of Paranoia

* Gree, the Urge of Despair

* Lethargg, the Urge of Apathy
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I'he final four greater aspects of the Wyrm are those
that were bom when the Wynn's coruptive force
contacred the four elemental forces of air, earch, fire and
water — Hoga, the essence of Smog; H'rupp, the essence
of Sludge; Furmas, the essence of Balefire; and Walkshaa,
the essence of Toxin. These four elemental forces, and
the cormupt elemental sparits that serve them, are the
aspects of the Wyrm that have the most to gaim from
pollution of the natural world, and are therefore most
interested in such activities. Rumaor has ir thar there are
twu more essences relevant ro the Asian spirit world,
corrupted versions of metal and wood, although the
Crarou Nation has yer to Icll']lh!ﬂ}' recopnize these,

“Thie Fyeme Z%g 4"

One of the mest common misconceprions about
the Wyrm is o mareer of taking the Garou too lierally.
Werewolves, and indeed many other Changing Breeds,
tend ro lay the poor state of the warld at the Woyrm's feer,
or blame the Wyrm irself for the actions of irs offspring
and devotees. Although technically true, this can lead
the impression that the Wyrm pays much more atten-
tion to the details of the world than ir actually does.

Consider the plight of the drug-addiered prostiturce
slowly becoming a fomor. Although most werewolves
wonld ensily admit the Wyrm is ro blame, they don't
ustially mean that they think the Whiymm iwself looked
down and commanded a Bane o rempr this miserahle
wenmian into power — and therehy, possession. More
likely, the Bane artempring ro possess her did so of irs
own accond, glven s ingrained need o foster the
sparitual vice or toxin it seands for. 1t's possible that the
Bane may have been direcred to this woman by a higher
power, but said higher power is likely a personal servant
of Karnala ar best; probably not the Defiler Wyrm itself,
and certainly not the Wyrm in all irs might!

Use thishierarchy toyouradvantage. The greater the
head of the Hydra, thee less plavsible it is that ics invelved
NPTy acls of rruption. Convey scale '|'-1.'.~i1:1rtin;; stmall,
then gradually sty PWTTIE YOLIr |‘-l;»1','1'|':- more and more of the
hierarchy of corruprion thar is the Hydra. Save the direct
intervention of an Urge Wyrm, the Maeljin Incarna that
serve 1 or the Defiler Wyrm itself for the climax of a story
or even a chrondcle, Nor only will the effeces be more
powerful, bur rhe players will also gain o greater under-
standing of just how much the Wy is and isn't directly
responsible tor, They can continue o use simple terms
like “The Wyrm's forces” and “This serves the Wyrm" for
ease’ssake, but k\-‘lrll-:rlllal.-.-buminj_:Ilml |i1u;|1hm.~;u.~'h.;-n'l:.m-
micaning beyvond the most liveral.

And when your players realize that so much spiri-
tual corruption occurs aithaut the Wyrm actually think-
ing about it — then, with any luck, you'll be rewarded
with a most satisfying shudder,
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The big advantage of the Wyrm (and all its forces)
is that it's a fine motivator. Not only can it threaten
outright violenge, but it can threaven far worse. Com-
pare the threat of a Black Spiral cacrn raid to thar of a
captured Dancer leering at 2 characrer and
complimenting him on his “pretty sister” — and then
noting that some of the others at the Hive have noticed,
too. A burgeoning Wyrm threar is a great way toget your
players’ attention and launch into an evening of savage
action arwd horror. Fomori and monsters are -;I'l!fill_'l_;l]
“blood and gl.lt&-” OPPOTMIEnts, should you wane a dirt ¥s
bloody, Wyrm-as-Destrover game.

However, vou should also use the Wyrm subtly, nor
only for contrast, but also o reinforce thar the fangs,
balefire and ichor are only a portion of the Wyrm's
arsenal. Banes are particularly effective for stories that
emphasize the quier, seductive aspects of Wyrm as Cor-
rupter, burt clever Black Spiral Dancers and fomori work
well, oo — as do humans or supernatural beings who
havenoidea what the Wyrm is, mueh lessthat their deeds
are directly strengrhening it. And certanly prepare sto-
tics where the Wyrm is best “fought” nor chrough direct
comnbat, but through combating its spimitual influence —
helping our at a clinic for abused women, feeding the
hungry and homeless, even helping clean up a neighbor-
hood, Werewoll is a game about spirituality, and clevar-
ing the human spinit is us worthy a goal as rearing the
throat cut of a corrupt land developer (if not more so).

By all means, avoid the tempration of having the
Wyrm's farces directly at work in every encounter with
the spiritually cormupt. Vampires are an excellent ex-
ample of antagomists that are i many wavs "of the
Wyrm," but who know nothing of the Apocalypse.
Dealing with = vampire slaver who buys and sells adoles-
cents as blood-toys for other Leeches firs wonderfully
with the themes of Wyrmish corruption and defilement,
but if the story is run without even a glimpse of a Bane
ot fomar, all the betrer. Flumans are q_'t_]uuﬂ',.' wonderful
antagonists for stories of this nature, save for the fact
that when the Garou finally track them down, they put
up considerably less of a fighr. Srories such as this help
emphasize that the fight against the Wyrm is fought on
all levels, nor merely on the most lireral — they empha-
size that the Wyrm, like all spirits, is not just its manifes-
tations, bur also whare i stancs for,

Awid tre Butance Wyrm?

Considering the once-noble purpose of the Wyrm,
it may be tempting to brng in some apents rhat srill
serve the Balance Wyrnas it was, to showease thar the
Wyrn's corruption s not inborn, Old Wyrme-spiries
that have resisted corruption are the primary tool of
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choice, but these should be few and far between, [Fsno
easy thing avoiding your now-corrupt brethren for
millennia on end. Such spinits sre best used a5 the
ohjects of great quests, potential sources of informa-
rion and power that might be the Garou’s last hope for
healing the Wyrm. {And, of course, they'd register to
Sense Wyrm, which would be yer another way w
reinforce to your players thae sensing "Wyrm- taint" is
ot the same thing as detecting evil intenr.)

But as far as mortal agents — well, here's a
lietle secret.

In a way, the Garon — mdeed, almost all the
Changing Preeds — arve the closest thing o an active
force uphalding the ideals of the Balance Wyrm voday.
They defend the Wyld — not because they believe it's
their friend, but because it is the weakese of the Triar
They fight the Wynm and the Weaver, trying ro cur
them back to size. Most hope to cure the Wiyrm rather
than destraving it, so that Balance might be restoned

It just goes to show you that being “of the Wyrm”
is sometimes a good thing.

e Weater

Although the Weaver 15 a much less multifacered
entity than the Wyrm, it still sutfers from the same
basic problem — it is not what e should be, The
Weaver's original purpose of giving structure to the
unformed, building the laws and certainties of the
universe, has been perverted. In its purest stare, the
Weaver represents reason, science, kaw and order— all
concepts with the porential for good as well as ill, Bur
with the Weaver's madness comes a perversion of
these ideals. The Weaver is now the force of reason
that strangles out possibilicy, of science that directly
apposes mysticiam, of law and order pursued for their
own sake above all other ideals.

This does not, of course, mean that science and
technology are considerad "evil™ in the World of Diarke-
niess, evenin Werewolf's cosmology. A werewolf can hanl
a cah, fire a pistol or use an ATM without having sinned
against Gain. This is a point of contention among more
exrreme elders, particularly those of the more Wyld-
aspecred rribes, bur it’s penerally held rthar rechnoloey
and science are not innately corrupr or to hlame. It's the
proliferation of these things, and the wav in which they
skeew our of conrral, thar concemns the Garou,

Ag an example, take the pursuic of medicine and
science meant to delay aging and eradicare disease.
Cerrainly healing rhe sick and easing the pain of rhe old
is a worrhy cause. Bur in the World of Darkness, the
Weaver's mad influence encourages humanity to de-
velop such advancements heedless of whether or no
hurmans are morally capable of handling such a respon-

ChA ﬁIP'fEaf Fowr: The Adversaries

vm“_m\

sibility. If the humans preserve their own lives withour
reducing their own birthrares, thus causing more of a
population problem, thar's no concern of the Weaver's,
[f anti-aging science or even “immorraliny treatments”
wind up in the hands of rhe richest and most powerful,
keeping them in power indefinirely while strngling
later penerations” chances of determining their own
destiny, what does che Weaver care ! As o resulr, science
born of the best intentions is misused and abused,
contributing tothe poorstate of the world. The Weaver's
idea of progress throws off all teatural cycles, placing the
power to destroy the warld in the hands of those who
aren’t sufficiently prepared to use it responsibly.

The Garou see this rouble vnfolding, and thar is
why rthey consider the Weaver as she s now an enemy.
Most werewolves suffer Renown |u.'n<|i1 ies for relying
roo much on “Weaverish” sear rather chan their own
abilities; it's considered unwise to place yourself in the
enemy s power, Cities expand but don’t contract; urban
sprawl devours new land all the time, while the arcas ac
the heart of the city corrade and become the Wyrm's
plavaroumd. The Weaver's influence is a very real con-
cern, and not for the stercopypical (and inaccurate)
“seience bad, forest pood” reasons popularly cited.

Hhiers fo Ui #e Peaoor cfm-o" e Nt 7o)

The Weaver and its minions are perhaps the most
versatile group of supporting cast in Werewolf. They
can be the worst Of enemies, or the best of friends
(although admittedly the latter is likely only for Glass
Walkers), Whereas Garou can easily feel a moral
obligation to oppose the Triaric or Urge Wyrms,
apposing the Weaver 15 less a matter of morals and
more amarterof ethicsand practicality. This allows for
some juicy moraldilemmas, if youcare toaddress them.
Does a man of science deserve to die, if his work
threatens the balance berween human and narture
evenfurther! The answer isn't always clear, despite the
werewolves' willingness to make thar judeement call

For most werewolves, the Weaver represents the
alien — human ideals taken to their spinitual extreme,
denying the natural eycle, Weaver-focused stories are
optimal for stressing this sense of alienaton and op-
pression. The Weaver can also be used 1o challenge a
few of your players' perceprions

are all laborsaving
devices necessarily a good thing? Do we really all need
cars and highways? O, if your players are more Luddire
in outlook, you can challenge their assumptions just as
casily; is all progress really bad? Whar if a particularly
perceptive human who could make real progress in the
fight for Gaia was born with an ailmenr thar would e
fatal without Weaver-medicine? Ir seems stranee 1o
classify the Weaver as flexible, bur thie rale she serves
in the average Werewolf chronicle is just thar.
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Hemember that the Weaver can be as subtle or ns
unsubtle as thestory demands, Toset your players onedpe,
vou can eastly describe a very faint bur persistent droning
in their characters' ears while they'te in the Penumbra of
an urhan area. Although certainly no threar, this sound
neatly conveys the unrelenting, pervasive nature of the
Weaver. On the other hand, you can cerrainly get the
players’ attention by setting a massive chrome-and-plass
spider-spirit the size of an eighteen-wheeleron their heels.
But even though such a threat 15 more immediate, don't
forget to make the pursuer just as relentless, in order to
properly convey the Weaversunvielding, mad obsession.

Also, not everything scientific, l-.:'Li|l||1||1w1{ il or
even human should be “of the Weaver,” Although
most man-made scructures appear as webs in the Pen-
umbra, if they appear at all, spiritual *Weaver-taint”™
should be present only when appropriate: A log cabin
in the deep wouods shouldn't evoke the Weaver, even
ifthere's a rifle inside. Howewver, if the cabin contained
acomputer with Internet access, a touch of the Weaver's
wehs would be appropriace.

And finally, remember that the Weaver represents
Progress just as much as she represents Sterility, Scientific
innoviation is the finest proof that the Weaver is more
than just unyielding foarm — it is the Weaver's finest tool
tor Naming, for locking down unlimited potential into
limited form. Each scientific advancement may add more
knowledge to the world, and seemingly more possibilities

although once a rhing is proved ro be true, 2 number
of “untruths” are removed as possibilities forever. In &
way, the Weaver represents evolution and even change

the question is whether or noeher idea of evolution is
truly what's best for the universe,

As always, remember that rhe Weaver is athing of
spirit first and foremost —intentions meanas much as
actual implementation, When asking vourself if some-
thing should be “of the Weaver” or not., think nor in
terms of the letter of the law, but in the spirit.

e Pyl

At tirst glance, the Wyld seems to be the junior
member of the Triat in more ways than one. [t's not a
proper antagonist such as the Wyrm or Weaver; it
doesn’t have nearly as many spirit minions, and those it
does have are nowhere near as organized as the broods
of Banes and Weaver-spirits, The Wyld is still strong in
places, bur across most of the world (ar least, the
particns of the world that Vo chrondcle 1= iilu_'l')' (WR]
explore}, the primeval force of creation and flux is badly
(Al ]! 'l'.';' o I]'II."‘\ ?\1I sl t:.'l“ il Cial I.E'I.L]r.'['ll |.||.l.,"|I ri."cl_lll‘lb]l.‘il“.!ll
to pratect and nurture the Wyld places, in the interests
ot halance it nothing else. Some tribes, such as the Black
Furies, rake this duty even more seriously.
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And in the course of defending the Wyld against
the depredations of its stronger, more rapacious siblings,
some Garou — and some players, of course — get the
wnpression that the Wyld is their ally, After all, it
represents (among other things) fairly benign concepts
such as life, birth and growth. It isn't listed among dhe
antagonists in the rulebook, Some even reason that the
Wyld is more “of Gaia" than ics siblings are, thac it, like
Gaia, is the born ally of werewolves everywhere.

This preconceprian is, like many others, not very
Acfurate,

Like the othermembers of the Triat, the Wyld itself

does not have ghe interests af the Garou — or of any
other sentient race an Oaia’s face — in mind arall. The
Wyld simply 65 — it does its best to fulfill the role
ordained for it at the beginning of creation, and all else
be damned. If a pack of werewolves, or their caem,
would be adversely affecred by a sudden burst of Wyld
cnergy in thearea, the Wylddsa't going to scale back irs
efforts ro grow and thrive there any more than a rormado
would change course toavoid the caem. In fact, petting
the tomado 1o change course would probably be easier
o the Garou; weather-spirits have Gaia's best interests
at heart, but Wyld-spirits do not. The Wyld answers to
{ts owry inner mandare and nothing else

Needless to say, this tendency can make life Very
difficule for werewolves, A werewolf swom to defend the
Wild is hound to protece something that mighs tum on
him at any moment, for no understandable reason whar-
soever. The Wyld itself is just as alien as the other Triat
wietnbers, @ Celesting so0 vast thar irs most powerful
Jagelings are Lictle more than the “thoughts™ racing along
wliat might be described as its nervous system. Wyld-
spirits can benegotiated with, efcourse; they operate more
closely to the Garou’s own level, and “think” in 2 more
understandable fashion. But they are inevitably reflec-
tioms of the Wyld iself, and share in its chaotic natre.

[nall the world, few things are more sobering than
the Garou theory that the world s whar it is today
because two of the fundamental forces of the universe
were driven mad millennia ago — and the third has
been as near to mad as makes no difference all along.

Awfagonief or AGd

Like the other members of the Triar, the Wyld is
amoral. [t acts on what can best be described as
instinct, pursuing its originl PUTOSE — [0 CRedTe Faw
potential and act as an agent of change — o the
exclusion of all other goals. Wharever .;n,'a;;'u]] COn-
sciousness puides the Wvld, ics likely thar it isnomare
aware of the Garou's efforts than an elephant 15 aware
of the antibodies that defend it from disease.

Yes, the Garoudefend the Wyld from the depreda-
tions of its siblings. Yes, some strike pacts with Wyld-




spirits and call these spirits “friend” — after a fashion.
However, the Wyld éiself does not respond with grati-
rude. The difference between a pact with a Wyld-spirit
and an allegiznce with the "l.."}.-",-']-. ] ix rc'||.|j':1'|]";-::{]u;!.i to the
difference berween one's relationship with one’s pet
dog and one's relationship with Narure iself,

As Staryteller, you have the remarkable treedom 1o
paint the Wyldasbene(icial, alliedforce insome chronicles
and a3 an uncaring hostile force in others. The Wyldisin
the mudslide that levels a village of nnocents just as
much as it is in the spark of life that thrives ac the heart

of a wasteland, You can keep your players guessing as
much asvou like. Eventually, they'relikely tocome to the
same conclusion that the majority of the Garou Narion
has made — thar there's litde gratitude to be had in
defending the Wyld, but it must be done anyway. The
altermative — a world without the ereation of new things
ar the force of change — is too horrible.

The Pyl No Gidda

Tt hears repeating. It’s fairly easy to confuse “the
Wiyld" with “the wild” — ro assume thar the Wyld is also
the foree of the wilderness itself, the spiritual retlection of
the portionsof the world as vetunshaped by humans, From
the strictest Werewolf viewpoint, this isn't the case.

Werewalves tend to look at it in these rerms: The
Wyld represents the potential for life, the Weaver
represents the lnes by which such life must abide, the
Wyrm reflects the end of life and the turning of the
cvele — bur Gaiais life, Gaiais the soul of the universe,
the higher portion of the cosmos heing rhat pives birth
ter forces such as love and beauty (although some cite
ler as the original author of cruelty and orher negative
emations as well). Werewolves also more often paint
(ain as capable of emotions herself, particularly the
emotions of a mother devoted to her creation, than
they consider the Triat capable of such higher ideals.

I the default interpretarion of the cosmology, the
Wyld is srrong in untouched natural places not because
it is the soul of those places, but because the Weaver is
correspondingly weak there. Gaia is also strong in these
places, partly for the same reasons, bur also because
these sites are where the nawral world runs ar irs
“purest” — the ecosystems functioning as they have,
more or less, since the world began. The two share a
similar interest — but this doesn't make them the same.

fWbens £o (Ao e f’tj{f):;f {ﬁn’ﬂ’ I ien NoF ﬂ?:)

The Wyld is actually one of the more important
morifs in Werewolf—and vet it isn't always appropriate
to have Wyld energies or spirits making a personal
appearance in your chronicles, One of the fundamental
problems in the state of the world is that the Wyld is
casuered, the weak member of the Triat that uns the
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risk of being annihilated or overrun entirely. [fsdifficulr
toconvey thisdesperate state ofaffairs if you have Wyld-
spirits POPPINE up as supporting cast every session.

For that marter, the Wyld will be a more eftective
tool in vour Storyrelling repertoire if you use it not only
sparingly, but also evocatively. The Wyld should set the
players on edge, ar least a hetle bit — its motivation s
alien, iss methods unpredictable and s power often
startlingly dangerous, Consider the trightening sponta-
neity of a tornada, the rmndom nature of an outbreak of
disease, the uncaring nature of a flash flood. While notall
manifestations of the Wyld are dangerous to those in the
immediare arca, they could be — the chance is always
thete. The players (and their characters) should feel the
risk inherent in any Wyld manifestation: it's the double-
edged nature of the Wyld thar makes it so interesting.

The Wyld is obviously well suited o stories that
invelve stranee parches of kind, sudden nanoral disaseers,
itrational outhreaks of chaos and other such morits. [rs
alien nature complements the unfamiliar sertings where
it's likely to thrive, a trait you can use to your advantage.
The farther the characters get from the civilized arcas
their players are comfortable with, the more the players
will themselves feel slightly out of their element — an
emorional state that, while rarely powerful, will work ro
vour advantage when introducing the Wyld elements of
ORI :-,r-;u?.Th_@ wilder {or "u'ﬂ,-’-g,-l.ler} the land, the less “sate”
the players might feel, which s all for the best

But as noted in Chapter Twao, the Wyld also has is
pl“,;u; inurban chronicles —nocit ¥ S STTONE N the Weld,
and surcly the Weaver und Wyrm threaren to crush their
weaker sibling’s influence there, but the Wyld is part of
urban life nonetheles, [e appears in the random acci-
dens, good and bad, that hefall a city’s inhabitants. It
thrives wherever the Weaver's laws of conformity falter,
aichas the disused and abandoned areas ot an inner caty.
Feel free touse the Wyld inan urban environment just as
vou'd use it elsewhere — to create tension, but also hope

P\ Wich S Bigger, Ciavin on foe ‘T rif

The answer to this question s been lefr deliberaely
vipue. Some 5:11r|,'[4.'|h~r~.]‘-|1']ur to ineeTpret | he cosmmolomy
such that the Trat s universal, whereas Gaia is lirmited o
the immediate viciniry of Earth (borh physical and spin
rual). Others prefer the idea thar Gasa s thie Universe, and
thar the Triar are her wayward children — albet children
with the power wslay their iwher, should it come tothar,

The Changing Breeds chemselves don't knunw the
ANEWeT ol |"|'|:-i I_IUL'{.[i_J_'II]., :;I.l_l_'l:'l.l'll'lu‘i"l rl'll."":.'.l'l'.l vl |'I‘..'|.| (1L 51 II‘I i,
and often blatantly disagree. Theretore, don't worry abou
any “book-legal” night or wrong answer ro the question —
our answer s the one thar matters
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Trust him not wath your secrets, who, when lefr alone
I YOT TOOML, DTS OVET YOur papers,
[i 'll'lill'l,]'l th]‘:lr L:-]".-'i'lT['T

I always starts small.

In the course of their duties of protecting and
cleaning up the lands around their eaern, a pack of
werewolves begins, among other things, to start pick-
ing out the humans whe are doing the most ecological
damage 10 the land. [n some cases, a little Kinfolk
activism or influence is all that's required; in other
cases, stealth and misdirection can turn the offenders
around. In more extreme cases, a little saborage or aco-
terroristn is the order of the day; itmay not be the most
efficient way of doing things, but it appeals to the
Giarou desire to see their encmies founder and fail.

Al as the pack continues these varousactions, they
start to notice a few familiar names. When they ravel
farther from their caem or exchange news with Galliards
of other septs, they start noticing that 2 few corporations
seem to be more reliably callous toward the environment,
more brutally conscious of efficiericy and che bottam line.
A few names start working inro the pack’s vocahulary:
Endron. Magadon. OTalley’s. Rainhow.

Burt o the investigation continues, the pack finds. ..
worse things. They find that these corparationstollow the
ageressive "make people need our products” tacric a it
maore seriously than other companies do. They discover
thatsome of these corporations have fomori puardsartheir
manufacturing plants, fomon that couldn't quite feasibly
pass for human duringa job interview. They discoversigns
that someone in upper management must know a few
things about summoning Banes to ger as sriardd e KIS

And then they start to find hints thar there’s
samething bigrer behind these corporations. Some-
thing larger and more powerful than these hillion-
dollar multimationals; an entity that's able o give
these corporate giants” CEOs orders with impunity,
Theystarr crossing paths with elite hlack-ops teams of
killers, assassins targeting them as “potential prob-
lems™ — and some of these elite teams have more than
one supernaturally pratent member among them.

Anel once the pack s finally aware of the tremen-
dous scale of the threar facing them, of the sheer
tinancial and political power this entity can bring ro
bear against the Garou and their lands, they finally
bave a name for this most insidious of enemies:

Penrex,

L.mrﬂfu}ay Enfer

The above deseription may not be the default way
that Pentex enters the average chronicle, bur for mosr
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werewolves, that's exactly how they found our abour
Werewolfs corporate behemoth of an anragonistic
organization. [t wasn’t because a giant van with the
Pentex lopo rolled up to the caern and starred dispore-
ing wave after wave of heavily armed fomon in SOy
corporate uniforms, that’s for sure.

Pentex is an all-but-invisible megacorparation.
Pentex itsell makes no products that you see on the
shelves; it owns subsidiaries that produce many of rthe
household name produces of the World of Dadkness,
but Pentex itself is a largely administravive body. Most
people go their entire lives without ever seeing rthe
Penrex loge. And that's exactly the point.

Where the Black Spiral Dancers are the dark
counterpeint to the Garou, and the Buanes are the
emhadiment of spiritual Corruprion, Pentex serves the
role of the mostly mundane, horribly subtle threat thar
operates quietly in the human world, Much of Penrex’s
evil is the same sort of devotion o the *hottom line”
that you see in companies in our own world; simple,
casy-to-understand selfishness. Ar the lower levels,
Pentex and irs subsidiaries could be any disreputable
corporation i ourown world — bot the ey difference
15 that the higheryou oo, the more Pentex becomes like
a mwisted conspiracy movie. The managers start be-
coming mote and more intelligent, but no less mali-
cious — rtheir various sins against the environment
and humanity ean no longer he attributed o shore-
sightedness. As the characters uncaver more and more
of the nasty little secrers hidden ar all levels of the
crganization, the players way pine for the pood-na-
tured conspiracy theories like oil companies suppress-
ing cars that run on water. The truth — at least in the
World of Darkness — is considerably nastier.

Betore we et to the nurs smd ol s of whoworlks for
Pentex, whar they do and why, lets consider effective
ways touse this holding company and itssubsidiaries in
0 Werewolf game, This is the big picture; the details
can wait a few minutes,

Cardinal Rules for Using Pentex:

s Peppey, lhi_'m:lrin;:nlh', is the stuff of COnSpitacy
movies and books. Greedy entreprencurs doing every-
thing within their power (o leverage their financial
and polirical power, callous corporate decisions, secret
cabals of People in Power — that's the stuff of the
Penrex stary. Pentex and its people have plots within
["|I11.‘- within (you puessed it) more [‘lutri. Everyone
seems to work together, but there are always secret
dissenters and plans afoot. Player characters may get
drawn mto some of these plots and think they've gota
handle onwhat's readly poing on behind the scenes, but
chances are, they're only going w serarch the surface.

Werewolf Sforviellers Handbansk
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» Seldom, if ever, is this monolithic megacom
going to ler its name be used in the field. Even people
who work directly for Pentex itself, like their Firse
Teams or ather agenrs, don't run around in jackers
sporting the Pentex logo. Any werewolt (or other
being, for that matrer} who finds our that an entity
called Pentex actually owns the chemical company
Magadon is either lucky or nosy. Either option spells a
lot of rrouble for the snoop in question. The powers
that he ar Pentex won't sit still should they learn
someone is dipging around in their parbape,

* There are fares more brural than death. If Penex
CAN COTtUPL, Maim or coerce an opponent, that’s usu-
ally more effective (and enjoyable) than simple mur-
der. Consider the delightful arts of blackmail and
intimidation should a characrer find out 100 much
about Pentex or a subsidiary, Poisoning a valuable
family member, then rationing the antidore, can force
even a rowdy werewalf to be on good hehavior... or
thirst for revenge. IF a player is willing and interested
(because this action will probably meon the death or
retitement of his character), pondet having a “ninger”
within the pack, who will ultimately betray them, for
reasons good or ill.

.w-__-

Cfmp'fer Fowr: The Adversaries

* Deniahility is a key word in Pentex. They'll
always have a rational explanation for any mishap or
mayhem, plusahapless scapesoat o take all the blame.
Be warned, though, that if you overuse Penrex and
alaways deny the players the chance to per some re-
venge, they're going to get bored and fruserared. Con-
sider doling out ridbits on whar the company is doing
as your game progresses, and then one day, if you think
it's appropriate, do let the players hlow the lid off
things. This should probably be 4 major turnimg point
it your chronicle. With Pentex, paranoia s fully
justified; there really is something to worry abour!

* Noteveryone at Pentex or itssubsidiaries isa bad
person. Some are simply hapless workers slaving away
the best they can so they don't per downsized in the
next “corporate restructuring.” Plenty are awful ex-
amples of humaniry, to be sure; the job environment
rewards those callous enough to put their welfare (o
the company's) over any pesky ethical considerations
lile n::1'|.\"i1'n1'|.n'|.r.nr:1] ISSUES OF Proper .|.k.~.i.~_gu,|th-|1 of
credit. There are rhose thar are worse fomon,
ﬂ'i“inf.: servants of the 1'!.1“;"‘,-TI|L ol ]1'U|"|l._' who [ ETH T
o be evil withour any outside influence wharsoever
But the worst thing that can be said about a grear deal
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of Pentex employees is that they've learned too well ro
|<L'L'|‘. their head down and not make trouble. To
paraphrase the old saving, evil prospers when good
people stand by and do nothing.

* Pentex, like any good company, diversifies. Mot
everything they do has the stamp of the Wyrm upon it
Some of the antagonists in a Pentex story might be
pawns of the Weaver (Pentex suppores many advances
in high rechnology and homogeneity}, while others
might be a third party (such as a vampire's catspaws).
Many more might have no supernatural ries ar all —
they're simply doing things that endanger Gaia, or
whatever other werewolf apenda |||1'g1|| b o stake.

® Tension is a good thing! You want the players ro
have butterdlies in rheir stomachs each time they
oppose a Pentex agent or foes from one of the subsid-
taries. They should ke concerned and worried abou
the outcome; it shouldn't be 2 walk in the p‘.ll'k. 1i|:ﬂ.-‘rh',:L
the mortals from Pentex don't have in terms of brute
strength, they do have in the form of information and
certain dangerous pieces of technology on their side.

[hey dosa lot of research and can cook up foul toxins
ar weapons that really can hurt werewolves. Play up
this creepy factor as much as possible.

* Make it personal. A figurehead of one of rhe
Pentex subsidiaries would make an ideal adversary:
|"L1':at rs will always be much more interested in YL
conspiratorial ploes if these alfece the characrers in
some direct way, Maybe this Sroryteller character
screws up a pack's plans to protect a certain wilderness
arca or group of Kinfolk, Whatever the reason, this
character is a thorn in the pack's side. Draw it out and
let their anger reach a nice boiling point before having
a big showdown.

* Throw out plenty of red herrings, but don's
forpet 1o actually ler the chamcrers discover ST
truths about Pentex and its subsidiaries along the way,
It you don'r ler the werewolves feel they occasionally
accomplish something, the players will ger jaded and
discouraged. You should probably have some sort of
resolution in your mind, even if it wen't appear for a
long while. Not much is worse than a conspiracy
["II.'HIHL‘ that doesn'r |‘u't’|(’|&|ll.‘11“‘:f have some closure to
all the |-'u.|.‘~|._‘ cids,

* Believability... or not. Pentex is larpe and di-
verse enouzh for you s the Sroryreller v decide Just
how you want to use them in your game. Do you want
them to be the ultimate in shadowy, gritey realism, or
are their plors going w seem more like the most
heinous tabloid headlioes ! That, of course, is up royou;
consider your mix of players and charaerers when
tailoring Pentex to fit your individual chronicle.
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Movies and television shows focusing on con-
spiracy themes, cover-ups and supernatural mys-
teries have always been popular, Just a few of the
classics and sleepers youshould consider warching
for inspiration on running Penrex:

The Insider (frankly, a must-see, not just for
tactics, but alsa as proof thar people don’t need any
motivarion other than avarice o be “evil™)s A Ciul
Action; Comspiracy Theory (Parrick Stewart as the
villain is an extra bonus), Enemy of the State; La
Femnme Nilita (horh television show and movie, which
are very differenty; The X-Files and The Leme Gunmen;
MEHL'TEFLI:I-!JTI; Muerider et J(‘.liﬂ'i-."; Frrin Brockoch [lu]'lu_'u]
environmental destruction); The Game ; No W
Oue; Ninth Gare; The Manchurian Ceandidare: Three
Dxvs of the Condor; All the President’s Men; Citfzen X
{vosse Poing Blank ard True Lies (campy, but fun ) and
if you still have the stomach for it anything having to
do with that whaole RoswellfArea 51 business,

Efor Corais
So what exactly is it thar Penrex and its subsidiaries
hope roaccomplish? What's their bottom-line agenda?
Well, the first thing ro establish is thar “what
Pentex wants” is kind of a misnomer. Most of its various

arendas can be traced back ro “whar the Board of

Directors wane”, which isa very different thing entirely.
Each person on the Board of Directorshas his or herown
mativations, ambitions and personal image for “chang-
ing the world”, ta say nothing of thase below them.
Generally, though, the two main factors determining
Pentex policy and action are those employees who
know abour and serve the Wyrm, and those whodon'n.

Those “in the know™ are the vast minority at
Pentex. It's entirely possible that there are people even
on the Board who don't know whar the Wyrm is, and
would be terrified at the thought of being played as its
puppets. Further, those Pentex figures who do know of
thee Wirm (and who, in most cases, waorship ir) have
their own variety of motivations, Some are slavishly
lowal o the face of the Wyrm they know best {most
often a Maeljin Incarna or other high-ranking Wyrm-
spirit); others naively think they're the ones playing
the Wyrm's forces for fools. The agendas of these
“enlightened” executives vary grearly, bur generally
fall into a similar pattern — the desire to break the
human spirit, making all of humaniry an ideal marker
of corsumers, When rhe world has nothing to offer
that's more artractive than whar Penrex can provide,
Pentex will own the ultimate monopoly, When the
Yenlighrened” order smother environmentally deseruc-
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tive measure, it's often as much w destroy something
else thar might distract people from their ideal “world
of consumers” — and if those damned pesky Garou
suffer from the measure, too, that's all the beteer,

The second group, and by far the more numerous,
are thise Pentex emplovees who don't know about (or,
with few exceptions, believe in} the supernatural, The
vast majority of Pentex managers worship not the All-
Consuming Wyrm, but the Almighry Dollar, These
people just don't care about anything more than increas-
ing their own profic margin, even if they phrase it in
terms like “now [ can buy thar sports car | always
dreamed of" or "now 1 can send my kids to a really
prestigions collepe.” Such characters should need lirtle
elabararion; there are plenty of colortul models in our
own world o provide inspiration. The most salient
point is, of coutse, that these people help empower and
encourage Pentex’s most avaricious and unethical
projects, simply because it'll help increase their own
share of the pie, {Those managers thar are more inter-
ested in their personal ethics than an increased pay-
check don't last long at any of Penrex's subsidiaries.)

['o accommuodate their poals, Pentex and 1rs sub.
sidiaries do their best to keep comperirive in the
Information Age. Currently, Pentex pursues inrelli-
gence chuelly i communications (relevision, tele-
phone and radio), imagery {(phorographs and surveil.
lance) and elecrranic medivms (computer dara and
the Interner). They use these arenas to determine their
enemies’ capabilities and intentions, analyze the re-
sources of opposing companies, protect their own
secrets and negate counter-espionage. The current
corporare climate frowns on less subtle acts of environ-
mental terrorism or blatant binding-Banes-into-prod-
ucts; incompetent regional managers who blatantly
attract too much werewolf attention without achiev-
ing actual results are casily replaced.

Profits are up, and dowly but surely, the top
managers’ information about werewolves is increas-
ing. Not much could be worse for the player characrers
than to face an enemy with both real-world power and
.~'||I|'n:.‘l'!'|.'I1Ill.I] connecrioms,

P Burvaveracy

Pentex is a warren of divisions and subdivisions; each
pursues its own projects and agendas more or less inde-
pendently, though all are accountable to the subdivision
and division direcrors, and ultimarely to the executive
direcror. The main structure includes the following divi-
sions, with subdivisions noted in parentheses, For tany
more deails, see Book of the Whyrm, Second Edition.

Each head of a division and subdivision sits on the
hoard of directors, actually making Penrex a little
different from s subsidiaries, where the lead investors

dre T]ll:.' f-:}ll-c.n- 1.!.'|‘|i'| E‘nd L a5 l]’]l_" b 1-_|r._1 |1'|4_~1n]1r.1:-, [,md
ILOET are i_um‘-mm of the vari 1S 1|~::1;I11[||1_'5~_'t|‘|11: aims).
Mot unlike real-world companies, virtually no outsid-
Crs CAn L‘]I.il:"l'l'l.'l.'r "|.'|.I'I'II'I sits on t'l[lh'i [Eu' Penmtex or
subsidiary boards. However, for the subsidiaries, the
officers" identities are usually a mat ter of public record,
which of course serves Pentex's needs perfecrly: should
H] ?l]il‘-ij-.ll.:lT‘r' SUTEW Uj.". fl'&L‘ l;"hit‘f L Iﬂil,_'-l.']'ﬂl_:d I wr t-||||;|L; s
are perfect tall guys.

The Executive Office:

The Executive division, comprised of the executive
directorand hispersonal staff, oversees all other branches
of Pentex. The director monitors how well the other
divisions' goals are being mert, holds veto power over all
company policies and oversees board mectings.,

Project Coordination (Public Relations and
Finance):

As the name implies, persomnel in this division
oversee the many ventures of Pentex and its subsidiar-
ies. Projectcoordinators plan endeavors thar will bring
in profit to the companies; they also moniter public
perceprion of subsidiarics and make sure there i1s mini-
mal duplication of efforts among personnel. This is the
largest division of Pentex, and its director and
subdirectors hold considerable pLwer.

Acquisitions (Information Collection Systems )

The Acquisitions division is self-explanatory; here,
the aim 15 to acquire, by wharever means necessary,
companies that will henefit Penrex and its goals. The
division uses cotporate espionage and blackmail on a
mmr]ar basis {like so many other Megacorporations),
and to this end, rthe Acquisitions operatives collect
information and daca on porennial acquisitions (or any-
thing deemed useful) for use as future anmmo. This
division also keeps an eye on the behavior of all Pentex
employees, setting up “disappearances” if necessary, and
ArFAnging contacts among certain other. .. unosual par-
tics (the occasional Black Spiral Dancer or vampire has
found its way into Pentex corporate culrure).,

Operations (Human Resources):

The Operations division oversees the day-to-day
affairs of Pentex, including monitoring subsidiarics on o
regional basis. Management of workers also falls under
thisdivision, although indectrination is probably a berter
word than training o describe treatment of employees,
even those at the higher echelons, Upper-level manage-
ment in Operations also works directly with subsidiary
directors at Pentex's various underling companies,

Special Projects (Project lliad and Project Odyssey):

TheSpecial Projectsdivision is the smallest entity
within Pentex, but also the most potentially danger-
ous. It oversees various experiments and research
projects, including mind contol, venetics and the
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development of hiotech. lliad focuses on creating
tomori while ':-.-}l.|".'h-'-t‘1j' concentrates on the develop-
ment of psychic abiliries.

Cter Ldpity

Pentex also has a number of “floating” projects
that can be most troublesome for the characrers. These
are among the more maverick schemes of Pentex and
its subsidianies, so Storyrellers should feel free to plan
and devels UA these projects (or few I.J]'ll..'ﬁ} as L|‘I1:'5.’ see fit.

Project Aeneid:

Once a hopeful crossover endeavor between Projects
Oldvs=ey and Wiad, the aim of Project Aeneid was to create
areproducible Bane called a Mind Feederand insert ivinto
the brains of psychics, The end result would bea telepathic
fownor, a wseful agent by any standard, althoush test
subjects demonstrated an inconvenient, insatiahle appe-
tite for human bran matter. Recently, though, the project
has been hl_'l'.1|!i'll.1|, alr |'|HIJ;=_‘:'|'| ot Tronm dny ethical nl'-];_':_'a
tions; the head of Special Projects, Harald Zettler, decmed
that the psychics in Project Odyssey were too valuable to
sacrifice. This act received strong agreement from Kiro
Yamazaki, overseer of Odyssey, but extreme dissent from
the head of Hiad, Francesco. Hiad®s top man is exuremely
anexaous to et revenge on both his rival Yamazoki and his
boss, Zettler, for scrapping his pet project. Francesco, a
Black Spiral Dancer Philodox, is a singularly distasteful
creature, but he may be willing to sell out to wreak havoc
on his enemics within Pentex. The enterprising Story-
teller could parlay rthis into a momal quandary for the
werewolf chamcters — cooperating with Francesco long
encugh to get some inside dire on Pentex, or not.

Pentex First Teams:

First Teams are cadres of highly rrained agents whao
usually work insmall units. Their usual objectives range
trom occasional all-our artacks on organized resistance

septs or packs — to the more common tasks of
infiltration and top secret wetwork. They are generally

a last resort, sent in when lesser methods just aren't
perting the job done. Combat-oented First Teams
have hall a dozen agents or more in each cadre; espio-
tage teams typically include only twe or three, In
theory, a director can assemble squads with whatever
specialties are needed for a particular mission, but in
practice, pairs or trios of agents penerally pet used 1o
working with each other and end to suck rogether
wher je wsihle, 5[1'L‘I'r1|i1t'.~ include comgputer huckinu,
organized infiltracion and similar types of skills, If at all
possible, a team will include a psychic from Project
I:'!'I |"!.'\'\l."§ r"-'t‘ L] ) |||:|][i:||'i 55|L'|Elk‘kl s TS d\ji_{ I:‘I_"J","I:L'r"i._ll,
tomori as part of the strike force. One change that
Mollerr has implemented s miving the teams betrer
equipment and training; she has made a good case for
not treating the teams as entirely expendable. Thus, in
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certain circumstances, teams will have access 1o drug
enhancement and the latest high-tech gadgers, inaddi-
tiom ko silver bullets, big puns and heavy transpors.

Team Primes:

This gtoup represents the créeme de la creme of
agents culled from First Teams, Project liad and Project
Odyssey. They report directly tothe Executive Director,
and no one among the other Pentex bigwigs knows of
thetr existence. The Exec uses them forall his mostdivey
work, from assassination and larceny to torture and
blackmail. Recruits have all received cosmetic surgery
and new identities 1o become exeraordinarily average,
so they're virtually anonymous (and certainly unknown
o any former friends in the company),

The Omega Plan:

The Omega Plan is in many ways like that “great
novel” everyone plans to write someday; it sounds precty
goad in theory, butis hard o Ut it practice, Basically,
this is the hig bluepring for taking over the world. Step
one involves deaining the human spirit and the planet’s
resources to the point of near-global annihilation; this
is where the company and its subsidiaries stand cor-
rently. Instep two, Pentex comes inas the planer’s whire
knight, saving humanity from extinetion, Then, by step
three, they'll be totally in charge of everything. Need-
less tosay, this souff isn't writtendown anywhere, bug it's
something that every director and subdirector knows
about — or thinks they do. Some of the older board
members think the plan is perfectly viable; some of the
newer mem hL'!T-"r have [hL‘iT douibes ]"H[ are cauriogs
enctigh nat to quibble over the plan, at least apenly.

Project Lee:

With the collapse of Froject Aeneid, Project [ce is
the new hot item at Pentex. For some time, several of
the directors have pointed out thar Antarctica is
hasically an untapped resource. Weird stories and
legends abound concerning lost civilizarions, prehu-
man creatures and buried treasures on the icy conti-
ncnt, 5o, Pentex has finally sent a specially equipped
First Team to check our some of the rumors. The ream
hias just established a small base and hopes to start their
investigations during the next spring and summer.

Pren Tackia

Fentex, along with its subsidiaries, has some basic,
broad-spectrum strategics o accomplish its goals, The
following are some peneral guidelines for ways o best
use Pentex as an adversary in your chronicle,

Think Globally, Act Locally

Even though Pentex is active worldwide, many of
its plors focus on causing problems at local levels, lrcan't
create an apathetic public without setting out in the
field, afrer all. Whar ir can dovis creare a lor of misery in
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As Pentex has become more and more involved
j'l'! \_'1,?'|.-|"Il.'r'|'|,irl:," L"\.'Fl!('lT'l.i:'I?_\"{' |"1.T|_1'| ||\|L" I":!l.:l:'!'lllt Hnd F]r\l
Team operatives have bepun using certain code-
words of their own for the obstacles and racrics
peculiar to their work — especially of a supernatural
nature, Following are the more comimeon rerms asents
miay toss around; most espionage agents are “in the
lemowe™ ar least as far as werewolves are concerned (and
alten chemically immune to the Delirium ), although
they might not know details about some of the maore
esateric resources at Pentex's disposal, such as Banes

Angel: Unseen backup, such az a Bane.

Asset: An agent.

Community Service: Striking at atarget through
his friends and family,

[0S Dead O Sighe. A rermination order.

Dust and Sweep: One agent smokescreens or
stalls a rarger while another agent searches the
target's home or office.

Evaluator: A psychologist who preps agents for
fieldwork. Kathryn Maollett is one example.

Family Jewels: The companies’ most important
secrets and agents,

Filing: Entering an office to steal something, or
LI:_'}H.'L" e | .I:UHJ (811 f‘:ll.‘-l‘ l‘“\."‘ll.:lt'rll'F'.

Honeytrap: A sexual situation designed to seall
ar CoOmpromise a rarget,

In rthe Cold: Apent operating without supervi-
stom from the comporation; agent operating withouw
Contral,

Spook Speak

In the Pocket:
TS50

"!.'FI. agenr on an III!h]l'I'l'l.l\"l.'I'

K9: Werewolves friendly to Pentex (usually
Black Spiral Dancers).

Litter: A local infestation of werewolves,

INSUs: Fomariagents. From *nutritional supple-
ment users”;y most agents, even the fomori them
selves, believe a fomor agent’s powers and mutations
tarhe chemically induced.

Quarters: Silver ammunition.

RHE ] Il"ﬂE': .':1'\ ?!l.]i'. L'.:ll" i.||."|. ICE SLIL |-| A5 A CVANTN |I.'
teorh. Many agents are given a “ride home™ along
with a briefing that emphasizes they're better off
dead than caught by werewolves,

Roll of Quarters: A clip of silver bullers.

Sloppy Joe: A killing meant to intimidate,
usually through murilating the targer almost wholly
beyond recognition.

Seray: A werewolf, Very rarely used ro idenrify
other shapeshifters (“steay car,” “sreay hird,” ete.),
most enrex apents don't even know other
shapeshifrers exist,

Tells: Specific marks that can aid in identifving
an undercover agent.

TFAA: Trome tiery automobile accident, An
assassinatiom that looks like an accident,

Watering Hole: Salehouse with a substantial
store of weapons.

rypical towns and communities, ina variery of regions
and locales. How does this work? Let's look at one
medium-sized town that just happens to host a subsid-
fary factory. First of all, the employees at the Factory are
probably exposed to faint caines cach and every day they
po to work. These may create health problems over the
lomp haol, so that products or services from Magadon or
Autumn Healeh Care are needed. The taines rm;,rh'r Also
influence the emplovees' personalities to make them
more susceptible o certain types of advertising, which
in turn prods them o use more subsidiary products with
mote unpleasant side effects. The resules for Pentex?
Profit, public apathy and greed. It's a perfect scenario
that could be ongoing in the characters’ own backyards.

Keep Friends Close and Enemies Closer

Penrex doesn't mind cultivating distaseeful allics
among certain other supernatural factions; while cau-
tious, they'd like to kindle more relationships with war-
lc u'Lc.-c, 1':||u|:-in'=- and the like. rrf'Hir‘n_:_', into hed wirh these

r\r'l'll."?\ 15 ||'||.]-||'|'|;I:'ll'”:.| |-"||| 10 Ii||||“.' s "|':|;i1 i U ui'l:lllE B Ih'll.]
dirt on the local shapeshifrers. Penrex is actvely mrying ro
mfiltrate 7 sept, not to destroy the packs (vet) but to find
out just exactly how Garou sociery works. Theres time
encugh fr killing later ong what they want now is
information. To this end, certain First Team operatives
are secking our that vane werewaolf who iy be willing to
sell ont. As horrible as this may seem, Pentey is confident
it will happen; all they need is patience.

Misinformartion is Key

Mot even the members of the Pentex board have
all the pieces to the myriad plots within the company
proper and its subsidiaries. Moreover, ascendancy 1o
leey positions virtually requires the ability to misinfarm
omd mislead boch superiors and cubordinares alike. S0
for oursiders, finding our real dire on Pentex and irs
sybsidiaries should be difficulr. For every three grains
of informarion, two will be shaky ar best: the third may
he correct, bur ir won't e the whole story.
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Use Enemies Against Themselves

Pentex muay not be experts on the werewolves, but
they have discovered that there’s some natural friction
het WeE |L |-'_".|.l”}|l ters,” Thk“",’lii ]l‘-'.'-: o encouraee l|'|-._'_~;~_'
disagreements inro a full-hlown war. Moreover, seeing
that there ave distinet differences between werewolves
of the western world and the Asian shapeshifrers,
I"n.."nh"?{ |].'|ﬁ "H"\-'I.'l':ll :-lj_:l:"l""\ ||1"|.ll_‘|r|::_'\.,||_'|_|_':~|_‘_r'l,||'l'it"'| I}I‘_'I'I,'l! 1l
there's porenrial for a cross-cultural dispute. Anything
tor ger the werewalves to divert their energies away
trom Pentex and towards each other is worth pursuing,
Flntex & omparias

If Pentex is the taceless puppermaster, then its
subsidiariesare the down-in-the-trenches enemies most
werewolves encounter, For more detailed descriptions
of several of these companies, see Subsidiaries: A
Guide o Pentex.

In addition 1o the Lo subsidiaries (see belowh,
there are a number of up-and-coming Pentex-sup-
ported companies tharare doing quire well, despite the
downrurn in the economy. These include:

* Bradford Incorporated: Taking advantage of
the public hue and cry ar rthe sorry state of education,
Bradtord is one of the many corporations stepping in to
run public schools just like small, independent busi-
nesses. The “products” are children who can mind-
lessly show an increase in standardized test scores. The
problem with Bradford is thar they don't allow for
much individuality, much less erearivity. Children ac
these schools make the grades, but ar the price of
turning into redious auromatons.

Sampl Firtf ‘eam Agent

This individual is a typical, well-trained nor-
mal operative for Pentex. Storyrellers might wish
to individualize agents 1o give them particular
specialties, such as demolitions, infiloration or
hand-to-hand combar. Don't forget that many
agents will carry certain drugs thar can tempo-
rarily |I'|1.'I'L'.i'-.t_‘hl.!l'h{;l]ﬂ‘u'-ufah the crash from WEIRRTH)
these drugs is exceptionally unfun).

Attributes: Strength 3, Dexterity 3, Stamina
2, Appearance 2,
Perception 4, Intelligence 2, Wits 4

Abilitiess Alertness 3, Athletics 3, Brawl 3,
Compurer 2, Drive 1, Dodge 3, Firearms 4, Inves-
tigation Melee 3, Medicine 1, Stealcth 2,
Streerwise 1, Subterfuge 2, Survival 2

Willpower: &

4, Charisma 2, Manipulation

Ilbar e in ﬁﬂ)ﬁﬂ‘

Your playets might never meet these people,
but as the Storyteller, you should know just who's
pulling strings behind the curtains, and why.

Peter Culliford, Executive Director: Culliford
is a master of deceit and is hell-bent on creating a
world full of helplessness and despair, .

Benjamin Rushing, Division Director of
Project Coordination: Rushing 1s ambitious and
far-sichred. He is dedicated ro increasing Pentex’s
POwer At any Cost.

Adrian Newherry, Division Director of Op-
erations: Newberry 15 the administrative genius
behind Pentex and its subsidiaries. Nothing hap-
pens without his knowing aboue it.

Harold Zettler, Division Director of Special
Projects: Depraved and volanle, Zettler nonerhe-
less has a lot of vision, particularly when it comes
to his pet projects,

Danforth Stern, Division Director of Ac-
quisitions: Stern isa roral basketcase who believes
aliens are coming o earth any day now. Much of
his power and contral has slipped to Lamont.

James Kiker, Subdivision Director of Public
Relations: A whiz ar advertising, Kiker hasn't
kept up with modern trends and technology as
successtully as he should hasve.

Kiro Yamazaki, Subdivision Director of
Project QOdyssey: Yamazaki is clever and shrewd.
While an underdog in Penrex politics, he's nor
somenne 1o piss off.

Chase Lamont, Subdivision Director of In-
formation Collection Systems: Pentex's newest
fandnastiest) golden boy, Lament is being groome:d
by Rushing for great things in the furure.

Kathryn Maollett, Subdivision Director of
Human Resources: The only female on the Pentex
board, Mollert skillfully manipulates both her
underlings and her peers with shrewd psychology.

Francesco, Subdivision Director of Project
liad: Despite a rise to prominence in Pentex,
Francesco (a Black Spiral Dancer) is not entirely
pleased with the way things have pone. He's keep-
Mg OPEIOnSs apen.

Franklin Rubin, Subdivision Director of
Finance: Rubin is a totl wild card. Despire his
tremendous financial acumen, no one ar Pentex
can fired out anyrhing abour his backeround.
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* Mevers, Feinstein and Hargrett: With multina-
tional interests, Pentex's board of divectors saw the need
o have a subsidiary law firm wich offices around the
world, Mevers, Feinstein and Hargrett have practioes set
up i major LS citiesand international offices in London,
Bangkok and Johannesburg. The firm can have a young,
eager and utterly unscrupulous attomey at the elbow of a
needy subsidiary employee within a matter of hours, no
matter where the crime or problem occurs.

—-—_‘m—m\;\\‘—

ks Pithan oty

In the past couple of years, several of the
Pentex board members have bought and nurtured
their own private companies to reap some solo
profit and pursue their own interests. Chase Lamon
and Benjamin Rushing in particular enjoy the
challenge of rhese secrer pursuirs. Whether
Culliford and ortherswithin Penex know {(or care)
abour these activiries is unclear. Storyrellers mighr
use rhese small connections to Pentex as tools to
ser player characters involved in deeper plots
through the back door, as it were.

Southeastern Tech Management (STM)

Ostensibly a echnical consulimg firm, STM
is the brainchild of Chase Lamont. They sell and
install high-end computer equipment to corpora-
tions all over the southeast; customers include
power companies, local povernments and various
human resource agencies. STM provides firewall
services to their customers; however, whar rhey
don’t explain is that they alane control passwards
and access to the firewalls. In short, anyone at
5TM who wishes to know more about their cus-
tomers or even their customers’ customers (citi-
zens across the southeast) can bypass the security
with ease. Thus, Chase Lamont can gather dataon
millions of people; such information is his bread
and butter for blackmail.

Credicorps

Rushing, raking inspiration from his prorégé,
his purchased his own company through a number
of smokescreens. Uredicorps is a typical credit
management firm; they run checks for various
credit card companies and banks. Rushing uses
this information toget dirt not only on people who
may prove useful to his project endeavors, bur also
on most of the subsidiary employees and their
families. Money ralks, and Rushing knows thar
people will do abour anything o preserve their
financial well being, should such tactics hecome
necessary for him ro get what he wants,

'7{?.& Ernfen S sidhariar

Fentex ranks its top companies on twi concepts,
proficabiliny and usetulness. The following subsidiarics are
gither prime sources of income or so valuable in reaching
Pentex’s goals, they've been pegaed a5 major players,
Storyrellers should note that these are nor the anly Pentex
subsidiaries; if vou have ideas for other companies, by all
means develop rher and sic them on your plavers,

* Ardus Enl’:.‘r].‘lri:-it'ﬁ: Ardus is a waste managee-
ment firm that collecrs (and otten re-uses) all manner
of waste products, from radioactive pollutants o bio-
logical refuse. They aren't too picky over how such
produces are disposed, either,

* Autumn Health Management Systems: This
firm purchases and manages I'I-I.J:\-rIIT.'!lh and nursing
homes, maintaining bare minmum seandards of care
while reaping exorhitant profits.

* Avalon Incorporated: Seemingly an innocent
oy company, Avalon's producrs subtly rum younge-
sters ine preedy, descructive brats. Recently, they've
capitalized on the lucrarive adult roy market as well.

* Black Dog Games: A leader in the roleplaying
inelustry, games from Black Dog encourage players to
indulge in whiny selfishness and tragic hipness by
playing viclent antiherocharacters. Tellus Enterprises,
another subsidiary, produce accompanying software,

» Circinus Brands: Circinus produces and sells
tobacco products, targeting their ads specifically ar
young people. They promore smoking as a must for
being cool, hip and wendy. Also. against FCC repula-
tions, they wuse occasional subliminal advertising o
ATIEACT .l"'ll':f'L'm-

A & Soont o fhe Al

Many products from Pentex subsidiaries con-
tain spiritual contaminants called taints. Taints
are not penerally detectable: however, they tend
ter cause subtle effects in persons that use or con-
sume the products, Such side effects can include
addiction, apathy, illness or even personality dis-
orders. Taines don't llhli:;i“‘;.' F.l-’.ll.' over time, so d
hottle of King Distilleries wine will be dangerous
even for years to come, Many rainted produces
have a time-release effect as well; hence the user
may not connect her extreme fatigue with the
Mapadon cosmetics she used a few weeks aso,

Certain werewolf Gifrs can derecr the pres-
ence of taints. Ocherwise, 10s next w impossible w
discover the corruprion innecently lurkine on the
grocery story shelf,
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* Consolidex Worldwide: Despite low retums,
|.!I|"|||'|| stment fem, w I|:|;_|'| :'\-l_'”,:'-l'll'l' I_:"||-I_:: |'=||_||,1I|t||,||__‘:l\i"'.
Continues to attract young, nalve investors even in the
slowing market. Consolidex in turn reinvests this
money, skims off the top and spreads the funds w other
Pentex subsidiaries,

* Endron International: Endron is the oldest
mder the Penex umbrella and one of the

TILLAT -|l sETUCCIvEe

company
I hey specialize in the production of
petroleum products; if ieweren't for some carelul bribes
unt the part of Pentex's PR, OSHA would have shue
down En |I- 1 |-.'I1g ALk .|diu':l' tactories have no safet W
stanelards, and the products produce dangerous levels
ol emissions, Mavbe Endron s old-fashioned m its
methods, but the company s stilla major bastion in the
Pentex family

* Good House International: With one of the
widest markets, Good House is a leading Pentex sub
sidiary. The company produces a diverse array of paper
produces: ke Endron, they acrively enpage in defores-
racion ard harm o the environment on a regular basis.

* Hallahan |"i-||]|r\]_5 E'urpuruﬁunt Mot only does
Hallahan engage in illegal bishing practices, Lillirg

:El.'Ii'lllll"- In nets .]|'.l.i ‘-i IIE:lIlUIII'I;_' ‘.’.]l II‘.I.‘\1 |]'-i"".' .Ill.‘-.

falsely represent their products, selling fake crab and
other items as the real thing. O'Tolleys also uses
Hallahan's products in their fast food.

* Harold and Harcld Mining, Incorporated:
Recent CHpansions mto south Adrica have not only
assured this subsidiary’s continued existence, they've
,_lj_"'." |'||,I.._|_'k_'.|"'.L'i_| 1"|,|.|!||, IMACELS. [ |.||'|'|J|| :i”.n.l | |.||I| lll\.l |"|".'
fer strip mining to obtain valuable commadities such
as zine, coal and lead.

* Herculean Firearms, Incorporated: Herculean
produces extremely cheap weapons and ammao, turn-
ing a hunk of profits into funding for gun lobbies and
political action committees. Their influence on issues
||| LT Control, 1':|:!1|-|' qli-lil |'1~'-I"-f.|:'*||il W, 1T ILL“\ [|w|:|
worth keeping in the Pentex tamily

* Herrick's: In the era of superstore chains
Herrick's is near the top of the pack. They provide the
pertect means [or selling other subsidiaries’ products,
such: as Cirginus cigarettes, Avalon wys and King
beers. Since there's no “middleman” distribucor, profit
margins ncrease lor everyone,

L] Kin:_: Bﬂ._‘“'t'l‘it'!w and Distilleries: By secr E|'-.
altering alcohol contents and launching an ageressive
and successfiul ad campaign, King snares devored new




customers each successive generation, Even though
the company publicly denounces underage drinking,
most ads don’t feature anyone over 22 years of age.

* Magadon, Incorporated: Afrer acquiring two
ather Pentex subsidiaries, Magadon is second only to
Endron in size and profits. A giant in the pharmaceu-
tical industry, Magadon has also expanded into cos-
metics and medical supplics. Magadon's sales tactics
are aimed ar young women in particular; products
include diet pills, breast implants and so-called “per-
manent makeup” chemicals.

& Nastrum Enterprises: A small but profitable
venture, Nastrum designs and builds weapons of mass
destrucrion as well as delivery systems and aircraft.
Most sales take place illegally to third world counrries
ar o ”‘H.ll."l't'rll.!lk"r'lf LErm F]'i.h| =

* Dmni Television: This production company has
made a real mark in the past few years through capiral-
izing on the enormous reality relevision market. Grow.
ing from now trite real-life cop shows o gruesome
emergency room dramas, they've finally hit the hig
leagues with Tooth and Claw, a show that puts amateurs
an safart in exotic locat 1S ;qu_u_,uul the \l,'n.u'l-;l.

* (P Tolleys: Utilizing many products from other
subsidiaries, O'Tollev's is a world leader in fast foed.
It's greasy, unhealthy and urterly irresistible to most
consumers. Moreover, the foed is cheap. With an
O'Talley's on every corner, families can chow downon
taineed burgers any time they want.

* Rainbow Incorporated: This subsidiary manu-
tactures and markets a variety of plastic and rubber
items, from tires to [V tubing. Rainbow has recently
sunk more funds into big ad campaigns on the feasibil-
ity of using plastic.

* Tellus Enterprises: Tellus has grown from a
small video games company into a world leader in the
software and hardware marker. They still produce lots of
games, which promore mindless violence, and reap a
hupe protirc from their sleel, futuristic CPUs, which are
priced a good deal lower than comperitors’ products.

* Vesuvius Incorporated: Vesuvius conrrals a
wide array of publishing interests, from magazine and
hoaks, to comics and newspapers. This gives them the
perfect opportunity to promote other subsidiaries
through ads, as well influence public opinion for
Penrex's benefit on various pertinent issues, such as
gun control and youth violence.

Young and Smith, Incorporated: The third
largest subsidiary, Young and Smith manufacture o wide
variety of foodstuffs and personal care products, Conve-
nience foods are their biggest moneymaker: all edibles
are {ull of preservatives and incredibly unhealthy.

u@w,ﬁ{g‘ Fookt anig” ‘?Ffﬁmyw

Until now, we've been discussing creating a cer-
tain mindser for Pentex based more or less on an
espivtiage and conspiracy model. Bur the question for
Starytellers is haw to best show players the way Penrex
operates, without giving away all the secrers. Wirh
that in mind, here are some Storytelling tools and tips
you can use to better convey the mood of conspiracy,
with the enemies working from the shadows,

Secret Transcripts and Tapes —

E'.Jl..'!'llll;!“'g.'.. the charcters are UMD Eo fesare our a
way to wirctap or bug one of the subsidiaries (Glass
Walleers could be useful here). Instead of relling the
players whar the characrers find our, ke the dme w
prepare a real transcript, tape of bit of email, These mfo
samples don't have o be long, but they should show a
conversation that will help the plavers cither get some
L wl dirt om their eriemies for future use or discover somie
useful tidbits that will help wich infilerarion. If you're
technologically saviy, vou could use props such as dipi-
tized audiofiles and image clips; perhaps the characters
have successfully bugged some of their enemies’ compur
ers and now have access to even some encrypred files.

Informants —

What espionage story doesn 't have some variation
of Deep Throat? As much as Pentex and its subsidiaries
are loathe to admit it, not everyone is 4 happy camper
in the hig corporate family. And not everyone isstupid
enough w keep his orher feelings privare, either. With
a little luck and shrewd observation, the characrers
can probably discover an insider willing ro wark with
them to inflict serious damage

Details, Details, 1t's All in the Details —

One essential element for conspiracies is the level
of detail. As Storyeeller, you're going to need to have
things a little more fleshed out than you would for a
more physical session; this includes tasks like construcr -
ing interesting personalities for the Storyeeller charac-
ters as well as having it clear in vour own head just whar
everyone's plots and agendas are. Also, make sure the
players keep caretul records of your labyrinthine plors
(the ones they discover, that is). Consider awarding an
EXIIA experience point on occasion to the player thar
makes good nores to share with the group, Likewise, if o
lot of time must lapse between sessions, my to keep
everyone Up to dare and in the loop on whar's going on
Email or charrooms

can be most effective to remind
everyone of what's transpired, who's been involved and
what the pack's next plans are; they also provide a readsy
written record. This isalor more convenient than trving
rorrehash every nitpicky detail ar the beginning of each
MEW PRI session.
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Rumors —
Sometimes, 1t's a lictle more difficulr to get chat-
acters mvolved in the hig corporate plot; afeer all, if it
were all such a bag secrer, why in the world would the
werewolves know abour it! This is where rumaors come
in. Rumores can ger to the characrers in a variery of
ways: asecurity glicch atasubsidiary, an employee thar
talks too much or just plain dumb luck. In any cose, o
rumor should straddle the fence between being specific
enough to carch the werewalves’ artention and vague
enough to leave them wanting to know more.

Get in the Mood and Write it Our —

The tormats not important; vou could use ajourmnal,
vignette or complere short story. The importane ching is
that you, the Storyreller, construct some fiction to get
you (and possibly the players, i it's appropriate o share
the marerial) in the right frame of mind. Perhaps you
want toget into the head of the nebbish corporate peon
wha's going to screw up and fall into some pretry young
werewol's honeytrap. By writing an entry in his diary,
you can ger into his head and thus use this Storyteller
characrer more effectively than if he was nothing more
rl-lH-'l'l | }'-Ill'll.'l ] 'l'I!. sreits on |'5.||."‘II_""|'_

Emfaox r;?-:‘:w

Pentex, its agents and its subsidiaries have a wide
artay of useful devices ar their finsertips. Distribution of
these iIk'HhLiL'i"L'.]‘ldm w owior thimes: the nature of amission
and the value of the agents involved. Grunes on guard
dury won't have access to fancier gearand stimulants! Bur
the well-trained compurer tech infileraror probably will
— enough time and money has gone into his training o
make his preservarion worth the poods (for 2 while).

Drugs

In adkdition to most normal pharmaceuticals, certain

Pentex employees have access to three potent types of

drugs. The first are anti-Delirium drogs; as the name
implics, usage can temporarily negate the effects of De-
linum when the agent confronts a werewalf. The good
news 15 that these are in fase-acting autoinjecror form; the
bad news s that they don't last very long, perhaps 15
minutes orso dependingon individual metabolism. Their
bt use is a5 0 “pet away” tool: the drug allows the avent
to clear her head enough ro escape an angry werewalf (in
theory, anyway ). Magadon is currently working on a
variation that has longer durarion.

The second category of drugs are the anagathics,
or antr-aging drugs. They're difficult to produce and
prabably the most controlled substances in the Pentex

tanuly. For the present, only the Board (and a few of

their selecred flunkies) has access ro these drugs. Side
effects are subtle bur insidious; including addiction,
panic attacks and bouts of extreme paranoia.

14
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Finally, there are the stimulants (colloguially known
as stims or baosters). Taken before combat, they can
temporarily raise Physical stas by a random d10 points,
adjusted as the Storyteller sees fit to embellish Strength,
Dexterity or Stamina. After the drugs were off, in abous
an hour's time, the user becomes useless; he's exhausted
and needs about 24 hours o recover completely.

Devices

Agents taking part in large-scale assaults have
access to an arsenal of weapons that would rival any
nation’s military surplus. One of the larest fads is using
depleted uranium ammo; not only does it blow up
things real pood, 1t leaves behind traces of radiation for
some years to come: Even in these small doses, the
radiation can cause sickness and pusﬂb]'\' CEIEEeT Worse
conditions for the vicrim.

Fentex also uses the latest in compurer espionage
techieloey. Spiders are tiny devices that can suck o
and then recomstruct bies of data when retrieved. Data
shredders, on the other hand, utterly destray target
data; not even first aid programs can reconstruct ma-
terial after the shredder finishes its job.

Finally, for use insome of its more local and low-key
operations, Pentex has had some subsidiaries manufac-
ture seemingly innocent icems that can have long-term
effects on a local targer population. One of their favor-
ites is the Lictle League Plaque. This device looks like a
simple thanle-you plague; ic's given to o local restaurant
or business to show appreciation tor their support of a
lead’s sports team. However, anyone who frequents the
business or restaurant is slowly affected by a given taing
e family would ever conmect its mcreased fatigue and
grouchiness to the local O'Tolley's, would they!
SFory Seedr

To give you some ideas for using Pentex and its
subsidiaties, here are a few examples of the types of
schemes they might cook up. You'll have o wailor fir
these, of course, o suit your chronicle and mix ol
players and characters.

Emplovee of the Week

A Pentex subsidiary hires a Kinfolk or other impor-
tant triend of one of the characters, Things scem to go
L]'Hitl:.‘ WL'” flu' 1hc ew 1."I1l|“.1[u1_r't:l_' ar ﬁl'.\l; |'|t"\. (TNl }lbl.it.'*-.i T
do anything our of the ordinary, and the work is pleasant
enough. However, as time passes, perhaps he has to stand
on shaky ground, ethically speaking. Perhaps, if they are
in the know abour his connections to the werewalves,
upper management begins asking nosy questions. And by
this time, the powers that be have enough clour to coeree
the employee o committing acts or telling secrets he'd
rather keep to himself. He'll go to his friends or relatives
for hielp. How will they respond?

Werewolf Storvtellers Handbook
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After the Fall

Unfortunately for Pencex, an unlucky First Team
miscalculares, On a mission, they make enough mis-
takes to compromise their position and also lirrer the
area with bodies. Perhaps a routine test of a new
subsidiary product backfires, or there is some kind of
information leak that allows media to make an unex-
pected appearance. In any case, the characrens stumble
on the scene of this mess before a cleaner arrives,
They'll have some time to try and work our exactly
what happened, and probably gather some useful infor-
mation and evidence, but eventually a cleanup team
will turn up, ready to stwff out any onlookers. The
werewolves will have tonot only mop up the mess, bu
also potennally deal wich awvo squads of highly -trained
soldiers (and the cleaner crew will definitely be mare
adepr than the previous bacch), to say nothing of
protecting any innocent bystanders.

Piercelings

Mapadon officials, looking to get o solid hold on
the counterculrure as a marker hase, has perfected »
series of special tattoo inks and body piercimg rings
{they com he used in navels, ears or whatever location
the customer chooses), which it releases to a carefully
chosen test market, in a town not teo far from the
werewolves' home base. The inks and metal in the
rings all carty a subiile taint that has a rwofold effecr.
First of all, the recipient wants to gecmore and more of
the hady art, which of course increases the power of the
taint. Second, the taint augments whatever attributes
af apathy, self-centeredness and lethargy already exist
in the victim, Instead of enjoying the tatroos or plercings
as a form of self-expression or art, the customer he-
comes totally obsessed with her own sense of impor-
tance. Characters can get involved in several wavys,
maybe by noticing a jump in the number of indolent
youths hanging around the town, or perhaps by visit-
ingrhe local tattoo and piercing parlor themselvesand
feeling strange afterwards, Howeverthey get involved,
there should be some means of tracing the inks back to
Magadon. This could lead o further investgation and
using the company as a long-term enemy for the pack.

Black Sprad Lapcers

There is no enemy more ferocious or more horrific
than the intimate enemy,

The Black Spiral Dancers are unlike all of the
antagonists that the Garou face because they are so much
like the Garou themaelves. Have no illusions, no matter
how maltormed or how monstrously twisted dhey Ty
appear from time 1o time; the Black Spiral Dancers are
werewolves. Being such makes them quite possibly the
most formidable foe the Garou Nation can possibly face.

C.»!lﬁp'f'er Fouwr: The Adversaries
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Millennia ago, the Whire Howlers battled the
legions of Hadrian in the Scorrish moors of northem
Britanmia along the Caledonian border. The Weld was
strong here in their age, and the savagery of the White
Howlers coupled with their determination o rid rheir

homelands of the minions of the Weaver and Wirmnot
only gave pause to the armies of Rome, but bred an
vbsession within the Pictish tribe that would, eventue
ally, become the key to their demise. The Whire Howl-
ers took their war and their mge to the very doorstep of
the Wyrm, their pride blinding them into delusions of
decisive victory against the arear annihilator, Instead,
the Wyrm swallowed the rribe whole and then vomited
them back onto Gaia's face as the Black S}'-|r;|| Diancers.
The Black Spiral Dancers arc as much a spiritual
and moral foe to the Garow as they are a mortal ane.
Every encounter that o player characrer has with 2
member of the Tribe of the Fallen should leave the
player’s characrer with a distinct sense, not only of
maorrality, but a fairly solid recognition of just how far
a werewolf can fall. The Black Spiral Dancers should
not simply represent a target for the sake of combar,
nor_should they serve as a sumplistic form for the
enemy. [he Black Spiral Dancers represent what the
Garou should consider an omen of death, plain and
simple. Not just death of the body, but the death of the
mind and the soul. They are the death of puricy and of
hape, They are the death of the dreams cherished by
the Garou Nation and the horror and uncertainty of
death staring back from the faces of any of their long
lost brothers or sisters. No Garou should feel comfore-
able staring down a Black Spiral Dancer. To look into
the eyes of one of the Fallen Tribe is to experience
what waits should the war against the coming Apoea-
bypse be lost. In many ways, the Black Spiral Dancers
tepresent everything that the Gaian Garpu fights o
stave off every single day of her life.

Mewron's Law says that for each action that occurs
there isalsoan equal croppesite reaction. This isoneof the
truisms of the |J1ﬂ‘l.n't:I:i|:, to be cerrain. ".,"':,"| e 1|1|_- Craron
fight B0 sive Giaiaand to preserve that which remains and
has notbeen lost already, the converse agenda of the Black
Spiral Dancers 1s both equal and opposice.

Ve Coroal & orragion

It is very easy to write the Black Spiral Dancer rribe
off as a swollen cult of mad trairors, deformed and
degenerate criminals, caters of flesh and gibbering priests
of gods lone dead or damned and nothing more. Many
among the tribes of Gaia have subseribed to this mindset
throughout history, and it can be assumed thar many do
so o this very day. Classifying the enrirery of your
enemy with the stereotypes inherent to the weakes: \\
among your enemy’s number is convenient, Ieisan casy
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thing to do. It is certainly easier to summon courage
agatnst an enemy when the enemy is vastly inferior,

his mindset sa gnievous error in regards tothe fallen
trihe, and it has become a weapon that the Black Spiral
Dancers exploit at every oppormunity available to them.

While the fallen doy indeed count the hopelessly
insane and monsteoosly malformed among their number,
these individuals within the tribe hardly comprise the
majority of the mibe's membership, While somewhere
wotnd hall of the entirety of the Black :“1.\|\||';|] [Dhancer
['ribe are metis, there are a vast number of Dancers who
hive fallen from Gaia's grace and hence, from the rribes
of their births, Many werewolves are inducred inro the
Tribe of the Fallen by experience and enlightenment o
the cruel miracles of the Wyrm rather than through birth,
[he pride of the Ganou is a breeding ground for resent-
e, CONeLonEness, lusr fiou PWET, rank, status and
knowledge. All Garou are proud creatures, but some are
consutnes] by their hubris and, therefore, their desires,
The Wyrm, like a mosquito, sorpes itself from within the
Prisin oif []'Il.' I} ITTETm l'\l":.'ll.'l‘hln ]1l.'i_]'|_l_flk- '||'L'|_'§I,P\i_" .‘-I,I‘l_lh ]].Irl‘u, W
desive and domindon ae their cores. In exchange for wha
it takes, i 1'.‘~'|"-.'i.« rhe excrement of c ITHPRon into the
hearts, minds and souls of thise who let their baser desires
conrrol and direcr them.

Thus the subtlery of the Wyrm is perennial. Gaian
Giarou that fall to the Thrall of [lll.'.l'-x'-'f.-ilI]\_lﬁ_’.‘_«i_i‘llll'll_i_'-i_"lL‘]'l
thin not withour even realizing what has happened. By
thae e r|1|'5' have danced the ‘.'“'v[ul';l] it is far too lare.
Rising from the mire and muck of a Hive's put, the
mishegorten prodigals of Gaia's Fangs embrace the whole
af the Tellurian with new vision and enlightenment
through the cily membrane thar the Wrm has slathered
upon their souls, T some cases, entire packs fall to thei
cwn rageorpride, or insome cases, o combination ol both,
The fare of the White Howlers was o fare forged in
subtlety, manipulation, pride and deceit, Corruption
trom within rather than from withour is a formula tha
works for the Wyrny, and it is a weapon that the Black
Spital Dancers employ at every opportunity

Il i.\‘jl‘lll"ﬂ”ill‘ll Lo Comnsey |l'||" |~!':|||:I.!| il s Il;_'|'|:l1.'|'l\_'.-|lh'||'|
when using the Black Spiral Dancers in a Werewolf
chronicle, Planting the ideain the players’ minds thac any
werewolf, any pack, represents a potential for service tm
the Wyrm is vital to the horror represented by the fallen
tribe. A characrer with the Allies Backpround, for ex-
ainple, might find thar when she calls on a former pack
meate thar they are noe ar all what they onee were and thar
they are, nfact, something much, much moves A charae-

rer with the Mighemares Flaw may have recurrine nivhe-




mares centered on her mvolvement in the complete
massacre of the men of a colonial New England hamlet
and rthe unnarural violation of the girls and women of the
town as she laughs and watches. Tt may be revealed laret
to the character that one of her early American ancestors
fell to the comruption of the Wyrm and betrayed the
Kinfolk he was swom to protect.

Biringing the Black Spival Dancers wo your clirc-
ters and chronicles in a subtle manner helps to avoid
the overwhelming familiarity your players might de-
velop for the Tribe of the Fallen with too much direct,
in-your-face exposure to them. As the White Howlers
tell, through the internal coruption and corrosion of
the Wyrmy, s roo shall fall chese among the Garou
Mation who do not heed the wamning thar the fallen
tribe represenes, Black Spiral Dancers are not always
made from kicking ind sereaming werewaolf captives
thar are hurled into Malfeas to face the Wyrm on their
own. A lor of times, the Wyrin comes walking right in
through the front door as aninvited guest.

onbar of Siiore angd Kusf

It the Black spiral Dancers were not doing some-
thing right, they would have been pulverized by the
combined might of the Western Concordiar centuries
apo. Subtlety, as was stated before, has o lot to do with
the success of the Tribe of the Fallen. Their solidaricy
and organizarion, however, add insule o the injury of
theirexistence, The Black Spiral Dancers maynot agree
with one another and they may not all like each other,
but they all acknowledee ome truth thar unifies them as
a single bady; they all serve the same master, Up uniil
the 20 Century, the Black Spiral Dancers were viewed
by many within the Garou Nation as an embarrassing
collection of trattorous and }m[':_-h:h'.-;l'f CL?IHT,IPTEE] riff-
raff. For every Black Spiral Dancer paclk that struck a
hlow against Gaia, there were half a dozen packs of her
champions to avenge her. This underestimarcion of the
Tribe o the Fallen has cost the Gargu Nation in modem
nights, 25 the Black Spiral Dancers now boast the largest
single organized rribe of werewolves in the world, casily
ane tenth of the entire werewolf population.

Unity has more than a little to do with the recent
success of the Black Spiral Dancers. While the Gaian
Grarou bicker and whine among one another in regards
torank, station, leadership, the erimes of their fathers,
their birthrights, territory and the correct and righ-
teous way ro do bartle againse the Weaver and Wyrm,
the Black Spiral Dancers have only one mission; the
Weaver must be destroyed. The Wyrm must be un-
leashed and nothing else matters. While the ways and
means of accomplishing this mission may differ from
Hive to Hive, the mission itself is one that each and
every Black Spiral Dancer is charged ro champion and,

-__‘M\ o

it necessary, die for. Of course, Black Spiral Dancers
are still individuals, and have individual morivations
that oftenset them ar odds with one anorher. Theurges
within the tribe maydebate their omens while Philodox
argue over materials and resource allotment and allo.
cation; '.~'|_l'l|j_:|_:lt_':: for PowieT and dominance may rurm
excessively bloody. Bur in the end, the Black Spiral
Dancers are all on the same side in their war agains
Ciaia. Even theirdark litany staves thar each and every
member of the Trike of the Fallen is obligared to serve
the Wyrm in all of its forms and o assist the children
of the Wyrm, wherever and whenever encountered, in
achieving victory in their struggle against thar which
the Wrm secks to consume and devour.

"Snifthe Black Spival Dancers aven' tall foaming jaws
matted, rocting jur, putrescence and bad breath, then what
are they!”

The Wyrm's imprisonment within the Pattern
Web of the Weaver has served ro motivate it to
empower and armor its shock-troaps with the camou
flage of that which surrounds them. While there are
most certainly more than a few hideously monstrous
Diancers that resemble anything but o werewalf in
appearance due to the sheer level of their personal
corruption, rthere are also generals in the Wyrm's army
who appear totally and completely nommal in every
possible way. Vanity is a six-shooter on the hip of the
great annihilator, and the Black Spiral Dancers, whar
they fight for and the source of their power can, ar
times, appear as walves in sheep's clorhing.

The Black Spiral Dancers anee hid in the shadows
and the dark, labyrinthine runnels of their Hives from
their Gaian cousing and from the eyes of men. In
maodern nights, the Tribe of the Fallen isquite literally
everywhere. The stain of the Wyrm spreads like erude
on lace across the Pattern Web. There is no city on the
tace of the planet that is without some ttace of the
Wyrm'skiss. Where the Wyrm is present, so oo are the
Black Spiral Dancers to protecr its intereses, The
adaptation of the tribe to the urban spraw! of man and
the price it carries with it rivals that of the Bone
Gnawer and Glass Walker tribes. In fact, no other
arganized tribe of werewolves is betrer suited to thrive
and sustain iself within the filthy pockets of human
ingenuity than the Tribe ofthe Fallen, While they may
not be ohvious and may seck to remain in the shadows
of the skyscrapers and depths of the sewers, the Black
Spiral Dancers crawl through the cities of men like
termites through a rotten log. This being the case, it is
noeasy task tosimply identify a Dancer among a crowd
without the use of Gifts. Permeating every possible
level of sociery as is necessary for their cause, the Black
Spiral Dancers occupy a place i virtually every level
of the pyramid of human society from the most re

Chapter Four: The Adversaries 151

w-_-—..m_-m\

fa




spected CEO to the lowliest welfare case. This sarura-
tion of society assists the Tribe of the Fallen in their
elorts to remain invisible shadow players behind the
vell of human folly. Whale they may nor direcrly ke
part in the affairs and actons of Corpovation X or the
Brotherhood of Z, they will most cerrainly do everything
within their power to make sure that any and all
obstacles that might stand in the way of Corporation X
or the Brotherhood of Z are removed in the event thar
their agendas match those of the Wyrm.

The paranoia of being constantly surrounded by
the enemy on all sides and in all things is vital to the
theme and mood of Werewolf and the coming War of
Apocalypse. The players should feel that every plo
that they encounter, every conflice that comes their
way 15 like an apple. Oncethey take a bite from it, and
only then, they realize the infestation that s cu]'[gﬁling
and devouring it from within, None are closer to the
Wyrm than the Black Spiral Dancers, and therefore
the Tribe of the Fallen should be the treated as theege-
laver of the p'l"ért|-.‘|‘|i:-;' that rots the world from the
inside out. The following are afew examples of how the
maore normal Black Spiral Dancers might appear and
opetate in the World of Darkness:

* Corporate Benefactors — A group of business-
men fund the initial expenses for the creation of a
landfill just sutside the suburbs of acity, Within the
plans for the landfill are schematics for a public park
buile on top of the sodded and landscaped mountain of
waste that will result, Beneath the L'Illdl.:i", however,
the group of businessinen, a Black Spirul Dancer pack,
will dedicate a pit and subsequently, a Hive.

* The Forsaken — A pack of Black Spiral Dancers
nfiltrate the homeless and dispossessed of acity, protect-
ing vaprants, dealers, pimps and whores from the frequent
attacks they suffer ar the hands of those who seek o
oppress them, including the gity’s Bone Gnawers,

* The Shadies — Control of a city’s waste man-
agement unions would not only prove a profitable
endeavor for a Hive, but alse give them enormous
influence and power throughout rhe ciry's infrastruc-
ture aned organized, eriminal hierarchy.

* The Allies — Although it is nor commaon, it is
alzo not unheard of tor Black Spiral Dancers 1o forge
.|I| i.‘l”'."."\ 'L".”: | ]! |:\H" el |1. '|.-||'||l)|'|_'|._'.‘\ L['H T S !1'“_' h"‘l:-'ll.'\l."'”l 5
In Sabbat “contolled” dities throughout North and
South America, Black Spiral Dangers might be afforded
hoth space and leave to serve theirmaster in practically
any way they see fit in exchange for the protection that
they offer the vampires in daylight hours.

However they may appear, in what ever guises
they choose be they subtle and hidden or full Crinos
and in your face, the Black Spiral Dancers are all one
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rhing itnothing else; the persomification of deseruction
and the ulrimare ool of the Wyrm's appetite, Evil isa
rrite term, especially when applied rocreatures like the
Dancers. The Black Spiral Dancers surpass the com-
momn, accepted definition of evil in thar they are
complerely devoid of amy semblance of the concept of
pood. They have no delusions of moralivy of any kind.
Their consciences, if they ever possessed them, van-
ished along their dance of the Black Spiral. Even the
homids among the anks of the Tribe of the Fallen are
somnething far less than human on the inside. The
Black Spiral Dancers cannot be redeemed, and in fact
none of them wish to be, In order to seek redemprion,
one must first accept that they have transgressed the
boundaries of decency. To the Black spiral Dancers,
decency 15 a catch phrase inachildren's book that they
have neither the time nor the ability to employ. As
James Moore onee said when dealing with the Black
Spiral Dancers; “In the end, there is no salvation.
There is enly the illusion of salvation.”

The Black Spiral Dancers do not apolugize for what
they are, nor do they maintain the capacity for angst in
regarcs to what they have, as a tribe, become. The
White Howlets are dead, There are ne more. Only the
Black Spiral Dancers remain to remind the universe
that they ever existed atall. While you mught make the
decision as the storyteller vo downplay the sinister
depravity thar the Black Spiral Dancers represent, it is
vitally important that you never lose sight of the fact
that they are the complere and toral antithesis of every-
thing thar the Garow Mation stards for. The Black
Spiral Dancers serve the Wirm and call the Wyrm
master. Their adorarion for their dark lord is as strong
and as devout as any Garou's love and spiritual devotion
taGaia. The Wyrm represents nothimg but destruetion,
consumption and defilement and the Tribe of the Fallen
are its champions. While this was nat always the casc
where the Wyrm or the Black Spiral Dancers are con-
cerned, it isnow, 1t s important that you convey o your
plavers that should they forger this or disregard the
eravity of what they face where the Black Spiral Dancers
are concerned, it will hascen their undoing,

It isimportant that the Black Spiral Dancers make
scnse. The template of the gibbering, giggling and
droaling Black Spiral Dancer wirh the rentacles where
its cars should be, gazelle horns jutting from its nose,
who pisses nitroglycerine on demand works fine for the
gross-out effect. It may even have its place within
Werewolf {depending on how serious you want to be,
but so too does the “Black Knight" that competently
chinmpions the forces of darkness and despair, Without
foes that test every last bit of the metde of the player
characrers, you lose something that is important o
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Werewolf; heroism. Every preat champion from Beawulf
to Luke Skywalker is a great champion because he
bested asupenior foe through his wits, courage, convie-
tions and ahilities. Make vour players’ characters into
heroes by making their foils worthy and fearsome
adversaries. Bring out their werewolves' rage by con-
fronting them with an enemmy that defies the rules and
uses rhe characters' weaknesses against them. Steer
your players towards overcoming their characrer
tlaws and innare weaknesses through the necessity of
survival and through the courage of doing whar they
know in their hearrs to be the righteous thing ro do,
regardless of their apprehension ot fear and regardless
of the odds against them. No other antagonist in
Werewolf 15 as wseful a vehicle in achieving this i a
chronicle than the Black Spiral Dancers.
Use them wisely.

Wostng #e Leer/

Conflict is unavoidable in Werewolf. Conflict is
inherent to the game and what the Garou are, There
will be combat and there will be comfrontation;, but the
Storvreller shouldhandle confrontation with the Black
Spiral Dancers with special care. No pack should walk
away from combar with the Dancers unscathed.

While the “shoot first, ask questions laver™ attitude of
many players i some cases is effective; where the Black
Spiral Dancers are coneernesd, this should generally be
conveyed as a erievous mistake, While the Black Spiral
Dancers may be nothing more than dark, hollaw reflec-
rions of Garow in the eves of the werewalf player charac-
tets that encounter them, they are most certainly their
brothers’ keepers. Havine the immediare advanrage in
numbersis bad enough, but also having the same strategic
expertise as their Gaian enemies where pack tactics are
comcerned, the Black Spiral Dancers are not a physical
threar to be taken with a grain lightly, Unlike most
varnpires or hunters the Black Spiral Diancers can meet
theGarou on any level they have to, ineluding toe-ro-toe.
The Dancers can (and should) do preery much anything
that the player characters can do. They hawve Gifts, just
like the plavers. They call upon their rotems, just like the
players. They can Reach nto the Umbra, just like the
pl;t':n:n and they are every bit as strong, CYETY bit as
cunning and every bit asferociousas the plaver characters
themselves. One thing that should be kept in mind when
rurming combat between playersand Black Spiral Danc-
ers is the complete and total abandon that the Dancers
can give into regarding their Rage. The Dancers are
children of the Wyrm and their Rage is a gift from the
Beast-of-War. The further they journey towands the
snarling, frenzied beast that Gatan Garou subconsciously
fear and consciously seek to suppress, the more powerful
and formidable they become in a combar scenario.

-’m-h\\\;

Black Spiral Dancers do not hesitate to employ
silver weaponry against their enemics. While it is
always preferable to convert the enemy ro their cause,
the Dancers do not agonize over captives whaose will
and devotion o the "Bitch Mother™ averrides any and
all atrempts at conversion. If the enemy cannot be
converted, then the enemy is destroyed ourtright with
not 20 much as a backwards glance. While the Black
Spiral Dancers docin face take prisoners and are some-
what legendary for their propensity to do so, escape
fron their clurches is victually unheard of. Every bagtle
that a pack of player characters fight against the Black
Spiral Dancers, ir should be emphasized. is ro the
death, There 15 no gray area. The playerss should
understand that it 15 they or the pack of Dancers they
face and that they would all rather be slain in combat
against them than lose and face what comes next.

Dfferent lirf He Samne

Unity does not necessarily mean similariey where the
Black Spiral Dancers are concened. While the over-
whelming agenda of the tribe as a whole is that which
benefits the Wyrm, just like the werewolves of the Ganou
Marion, the Tribe of the Fallen has various and sundry
subdivisions within their mribe to get things done. Differ-
ent prongs on the same pitchfork, i you will. While the
Hive of the First Corrasion may strive to undermine the
Garou Nation itself throwgh open and direct conflicr in
a series of well planned, highly rechnological surgical
strilees from caern rorcaern. The Powder Bum Sept may
seal subaler, less wiolent means of achieving the same
poals as their tribal allies by using the weapon of political
lobbying toweaken legislation reparding pun control and
the availability of fircarms and fircarm safery require-
ments. The Hive of the First Cormosion may score one
victory after another unider the cover of night in their
high-rech hliczkriegs across the sparsely populaced Cana-
dian wilderness. The Powder Burn Sept s content to sit
back and listen to news reportsof yet another high-school
massacre in the Midwest as they stare blisstully across the
Washinpron DC. malland smile. Such diversity not only
makes logical sense, it's good stuffforkeeping vour players
guessing.

Zety) o Aftocato:
Phitercptsar of #ie Fafen

W eonrse, it always hielps to bave some sonmmition
up your sleeves when your players ask questions like
“How can the Black Spiral Duncers want w destroy
Cinia " The following examples of possible Black Spiral
Dancer philosophies are presented from the in-charac-
ter point of view of the Tribe of the Fallen ro better assist
it debates of belief thar might occur between player
characters and Dancer antagonists. Note that they are
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hut atew of the possible approaches toward a philosophy
ub ultimate corruption or destruction; expand upon
them, alter them, or supplant them as you see fir,

Nt

ni-hilsm noun — roral rejection of social mores:
the general rejection of established social conventions
and beliets, especially of morality and religion: belief
thatnothing is worthwhile: a belief that life is pointless
and human values are worthless

The world is dyving avornd vou, and | lnow you can
feel it, 1 do I_f'f cart feel i, and FOU CEIN feel it, then how
could you possibly deny thae this ismot the caser How can
vine see hope in any of this? People have been rallung about
the change n the weather patterns and the frequency of
earthquakes and the hole in the ozone layer for decades
now, but there's nothing that anyone can do about any of
it, Mayhe this planet wants to be dead. Did you ever think
aof thae! Uhed you ever think that the loss of balance, for which
mankingd is move than a linle 1 blame , is somethimg that just
can’t be fixed no matter how havd you try or no mateer how
muech Blood drips from vour claws?

There ts only one way to fixwhat's broken; wear it all
down and vebuald it from the foundadon up, Whee you call
the vape and destruction of Gaia, I call amercy kllingm an
effort 1 recreate that that has heen lost. When a howse is
comdemmed because of its filth and disreparr, it s levelad.
When a racehorse breaks its leg, it is shot tw avoid the
proiomging of the animal's suffering. How is Gaia any
different? How can you call yourself a champion of the
Mother when she's a filthy, unkempt mockery of whar she
was in the days before the Sundermg! You should rejoice in
that which see offer and strive w achieve. You should praise
the passing of sickness ond the renewal of the wniverse
through the purificanom of the cold five of oblivion, Instead,
vou waste your tme fishting against the erminal, cveeping
cancer that has no cure, prolenging the mevitable.

The ".1'|'-J\|J‘rjl 1] |Z|.r.'r.2"l,_[{ tl'hm it Fuu ;1]“4',31_.'_\' .-_frmr?; If 15
attemping o maimtain halance through any means neces-
sary . The trappegs of men and the strength of the Weaver
have hindered it in vegards 1o its function m the universe, bue
they have dome hitle tostop it altogether. The only way tacure
this affliction — the disease of imbalance —is 1o cauterize it
compiletely, All we seek trdo s light the proves thar will prerify
the wniverse mto renewal. How i that wremg? Balance
throwph destruction s still balange . is it noe?

A it e

fratri-cide (plural fratri-cides) nown — killing a
brother: the crime in which somebody kills his or het
own hrother; killer of brother: _-:uu'u.:hm]'-,' who l{|”i |"||.-1
or her own brother

Giata's Fangs are an affront wo creatiom and must be
destromyed, Fov thoasands of vears the Garon hunted and
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mauled all thar they laheled ERETTY with mdiscriminare
ferocity, We are nothing move than the karma that has
returned three-fold 1o punish them for therr centries of
hypocrisy and waste, Humanicy seands as the dommant
master of the savanna of the world; an OTEENEs @ f.'umj:n!.:x
as can be found within the awhole of creation while ar ies core,
as simple as a virus. Manlind is a superior creation and a
triwmph of the potential of balarce between order and chaos.
The Garon, fearing for the liss of their stariom within the food
cham, hunted and herded humans like cartle, eliminanng
thase thar posed a threar w themavhile presevving the sweak as
breedmg stock, When the Impergium finally ended, the
Clavon turned on their cousing, the Fera, for the same, self
sevumg goal of asserting their dominance and protecting ther
position within the worlds of flesh as well as spir

As agents of the Whrm, we are charged with the
mammeenance of iniversal balance. The Wyrm once served as
the poalkeeper between the Wild and Weaver, climinating
the creations or classifications of each which threatened the
balance of creaton. Now, the Wyrm lies rapped within the
Weaver's inmmicately msane Pagemn Web, We serve its
purpose and act as the champions of its will while i i
imprisomed. Rather than serve as the lapdogs of the Bich
Mother's awill, we serve as the heralds of the Devowrer; scioms
of its vage and fury against those who wowld seek to suhdue
it andl, by doing so, destray the fragile halance necessary for
the proliferation of the untverse . The Garow have distierbed,
if not destraved the last semblance of balance that remained
ot earth through thair prejudice and stupidiey. Their pride
and their simplistic naturesmake them incapable of reasom or
compromise, and therefore, we have been created w desomoy
thern. Onty when the last of the Gatans coughs the last of his
tife's blood at v feet swill we have achicved the platean where
balance can orudy be restaved to the whole of creation.
Deswision

dormin-ion (plural dosminsons) nown —1. rulinge
control: ruling power, authoriey, or comtral; sphere of
influence: somebody’s area of influence or control

The Darwinism represented by the Garou Nation is
virtually meancetvable 1o any outside of their ranks, They
clatm to be the Fangs of Gaia and the wltimare predarors
Inreality, we are what the Gatans wish they were, We are
werewolves, i we are werewolves who have been soipped
of oty pettmess and o weakness. We serve none but the
Worm, who demands we dio noching bur fight for domi-
nance above all that are lesser than we . We allow mankind
to potson éeself by tmmersion inits own filth and wasre | and
this makes us inseme? The concepts of sanity and insanity
are legalist terms developed by men for the judication of men
through the vehicle of man's law. We are not men, and
Ihl.‘Tl'_'J;.'Tl.' e are not .ﬂ-l'I'-‘_IIJ.‘LT to thelr lasws, We are not
children of ther gods, and therefore have nothing 1o fear
fromn therr heathen blasphemies. The litters of the Bitch
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mmated truly believe they are doing valuable, il
SAVINE WOTE [ il ---|I".-..||-;. IPPear |':'|||,\_[|'_||'|. Arg lllnl
heroes rescuing humanity from a terrible threar. Deep
the hearts of their laboratories, though, the sutfering
{ werewolves and Kin has been unspeakable, DINAs
ims may have been pure at one tme, bur now rhese
seientists are twisted and blinded o their own hubris
Mo loneer do these men and women follow basic
research ethics and practice humane care with their
patients. All that matters o them at present 1s thieir
| IECTIVE [0 Wi ut th ..I'\\,'\. !.".'|.r--|'-.~ JI---' s 'h it
supposedly threarens humanicy's survival. Ar best, the
SCHNDEsS ViIew !‘i|-. Ir fest 'tJI‘l.';1~.l'- InLeresing anomsd
| study and treatment. At worst, they want
werewolves and any humans or wolves related to them
eliminated, before they contaminate the world's gene
pool. All the scientists at DNA are, of course, totally

‘ the Black Spival [ rs. We have been stripped of all of
urconfusion. We have been bled of all of oser imperfection
The Wyrm has baprized us m its rage and shoun us what
ve trily ave and what muast be achieved : the Wyrm st by
L [ rouEn e mi Il::. f the Iregil l'.". VT W W .... Wingess
both humanity and the Garou bowe douwn before us m the
final nights of Apocalypse. This world is rightfully ouers
X ho are vou to guiestion swhat swe do or do not do with it and
how it is or is not done? Service 1o the Wyrm is reward in
ITh { iself and this world, every bt of i!.:l._n-i -'i.'=|'!'u'..:-
Vo ey bit of air that you breathe , every bit of hathwate
vou throw out of vour window, every drop of grease thae
IFTDE AT WO TGl e 1CE as v Clheu :I-'I'_:I Wi U TETS :
for laughier belomgs o ws. Enjoy it while you ca
2N /f}’l"?/”lﬁfﬂfﬂfﬂ/
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We must never make experiments o confirm own
ideas, bt somsy to comirod them

Claude Bernard

DMA is a dark welt in the Weaver's web. They're
perhaps the worst kind of enemy because the mis
mided scientistsat Developmental Neogenetics Amal

O RO '.-ri_-_ IFOWTY CONCEIT and Narmom 1II.I|I.E-.'-.:H'L"".

{ Lo TINA dor ar £ Foromiide

Why use DINA ar all! There are plenty of reasons
First of all is the moral |I:‘;E".:"i|'.r‘ Most of the scientisrs
bt work for th institute are terribly callous as far as the
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much nobler than the outright profireering of Pentex or
the cruelty of Banes. [f you're interested in promoting a
few moral dilemmas for your players — and whoisn't] —
DNA may prove fertile soil for such story seeds.
Further, DINA is as effecrive a way to create stories
with afeel of conspiracy-related paranoia as Penrex, but
with a much mare impersonal and sterile favor. In
particular, it serves as a model example of just why
werewolves work o preserve the Veil — there's no
berter proof thar humans are dangerous and probably
shouldn’thnow tharwerewolvesexist. DNA canthreaten
Kinfolk in a more subtle, creepy way than marauding
fomort or Black Spiral Dancers; the violations of well-
meaning but merciless scientists are JUSE as Irlghn_-uin_g
in their own way as the ungentle talons of the Wyrm's
forces. And, of course, DNA powerfully stresses the
Weaver as enemy, and makes for a refreshing change of
pace from the constant dier of fighting the Wyrm.
DNA s quite different from Pentex, even though
they shire some of the same methods in their madness.
First of all, DNA doesn’t have any supernatural resources,
No emplowee, even ar the highest echelon, directly “wor-
shipe” or "swears allegiance” to the Weaver. None of the

highest-ranking DNA executives would even believe in
the Weaver if they were told of the concept. Instead,
DNA' ties are more subtle and circumstandal than
deliberare; their philesophies and actions power the
Weaver without the necessity of devotion to the Weaver
as a concept, The company's einployees, while often well
educated, are no more powerful than the neighbors down
the streetare, The danger of DNA comes from the amoune
of accumate information und data they've ohtained on
werewolves over the past decade or so. They still have
much to leam, but what they do know is pretry stageer-
tng. .. and within theirenvironment, knowledge is power,
Moreover, being scientist types, they have plenty of
unpleasant technology to back up their schemes. 16%s true
thatno lab-coated DN A seientist is voing tosurvive aclaw
rosheaker battle with o werewolf, barring some weird twist
of fate, However, even in death, DNA can be deadly,
Consider the effects of the recording devices stationed all
arcund alabyeven it halfrhe staffoets killed, DN A will still
have an exrremely accurare record of what happened.
Any and all kinds of data will be put to good use.

S0 the best use for DNA is behind the scenes.
They're active all around North America, in clinics,
schools and their own privare labs, warching and
listening. Any rumor is well warth checking vurt, so
they're part icularly interested in “wild '-[“";-5 attucks"” or
people who end up with bloody clawed wounds yer
can't remember what happened. When the Delirium
strikes, and mortals are witness, there's a reasonable
chance DNA might also make an appearance. .. all in
the interest of eradicatmg aternble epidemic, of course.
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These are the terms DNA uses when discuss-
ing aspects of the *lycanthropic disease™ they
believe is afflicting humans and waolves alile.

Carrier — The DNA term for Kinfolk,

GLS —Genetic Lycanthropic Syndrome; the
“disease” DNA believes is afflicting certain hu-
mans and wolves.

GLS-1H —DNA term for homid werewolves.

GLS-1L-

GLS-2

IWH ..'.I'n. FCTTIL |-'i i ].l]]"ll-“' Were 'r'.'l."l\"'-..'ﬁ.
-IINA term for metis,

Iy NA Exdnty

DNA represents the madness of the Weaver in s
desire to enforce stagnation, inertia and rigidiy. They
want telimimate deviations from standard patterns in
the gene pool, regardless of the consequences. In the
process, the DNA scientists have developed theirown
view of how biological life should progress, and the
werewolf “disease” is simply not part of that process

They helieve shapechangers are victims of an
unfartunare genetic anomaly, and that by whatever
means necessary, that disease must be cured or eradi-
cared, Even if they were to hear supematural explana-
tioms, DNA scientists would completely dishelieve
them, postulating instead rthar historical cases of
werewolt legends are rather examples of mutant strains
af GLS rimning rampant in small, inbreeding popula-
tioms. In ather words, everything has a rational expla-
nation with a firm grounding in science.

DNA began around 20 years ago as a joint venture
hetween rwo scientists, Dr. Mitchell Howak and Dr
Alan Kenchlow (see Project Twilight). Desperare o
find a cure for Kenchlow's ALS (commonly known as
Lou Gehrig's Disease ), the two parlayed their consider-
able fortunes and expertise into developing a genetic
research institute second to none. Branches opened

ATyt Jee AMegli

The following movies and relevision shows
should provide plenty of inspiration for Storyrell-
ers. Some deal directly with the manipulation of
the gene pool, and the ensuing effects, while
others are just nice examples of science gome awry.

Crattaca; Wild Palmes; The Matriac Coma; Jirassic
Parl: I{Ih:'l'l_' thit I,Ih;' |‘.|UH]§ COMes actoss as less sensa-
tionalist and has more scientific double-talk tor you
o pirate }; Exreme Measures; Fregjack {well, sort of ).
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across the Unired States and Canada, Thoueh Kenchlow
eventually departed, on good rermsar first, the company
continued to thrive and do meritorious work.

Bur in 1992, everything changed. A werewolf broke
into one of the DNA facilities and apainst the odds, was
badly wounded and caprured. Howak became amadman
when he saw the werewolf and bepan studying i, He
rossed aside research ethics, di.hﬁ;;__j_'.irdul the advice of his
horrified ﬁwmcr;‘r.lrl ner Kenchlow and vowed todiscover
a cure for whar ro his eyes was a rerrible new disease.
Howvak and his staff kept the werewolf alive for many
months, performing countless experiments on the speci-

men and gathering data on the Delirium, the effects of

silver and even the wse of mirtors to step sideways. The
original test subject was eventually euthanized, but other
werewolfand Kinfolk captures followed. Mot only genets-
cists, but also psychologists, anthropologists and wildlife
experts joined the staff. DN A gave a name 1o the disease:
genetic lycanthropic syndrome, or GLS, and their vol-
ume of information swelled.

Howak disappeared under strange circumstances
in 1997, but DNA continued their work under the
expert direction of genericist Dr, Ruben Sendlar, He
has moved the company's research agenda along
quickly, making plans o hopelully test curative gene
therapy for GLS as early as 2010,

P2NA o and Elims

First and foremost, DNA staff members are inter-
ested in the genetic heritage of GLS victims, Any con-
cems for ethics come second to this poal because they
believe rhe threat from the disease is too great to wait far
approval from any regulatory agencies. They accomplish
their research aims in two key ways: by direct feld
observation and by exhaustive testing in the lab.

Ficld observarion is a trickier and riskier business
than lab work, as unexpecred encounrers with
werewolves are always possible, bur fieldwork also re-
veals some unigque and valuable information. DNA
starts the process by looking ac stadstically probable
geographic locations for GLS outhreaks. Canada, Ap-
palachia, tribal reservations and certain cultural en-
claves within large cities fit the bill nicely (and strangely
enough, past evidence has indeed tumed up both vic-
tirms and carriers of GLS in these locations ). Mexico and
lndia are other trouble spots waiting w be investigated.
Checasionally, local legends, media and the rumor mill
also lead DNA to locations of GLS outbreaks.

Once a probable areq is targeted, field researchers
head cut. They establish themselves among locals (and
it’s especially helpful when a researcher is from the area
ot has contacts there). Then, the rescarchers patiently
and painstakingly hemn interviews, observations and
l'.']'lH(:lll-l.H ;.11.1;.1"':.'."{.‘;- l!ll. L]H['-I. ” |.|:'I':"_| J.!.l'ld [L".I.‘i(l'l'l:ll'!lt!_" evi-

dence of GLS victims (werewolves, in other wonds),
they may requisition a capture team skilled in working
with dangerous animals. After caprure or complenion of
the observation, the field researchers return w the labs,
compile their findings and share it with others at DNA.

Labwork with caprured subjects of course has its
cown set of risks, Usually, the staff heavily drugs and
restrains o werewolf so char they can collect all types of
specimens. The scientists analyze these samples, com-
paring them to those of previous test subjects and field

samples. Behavioral scientists also studv the effecrs of
P b

prolonged imprisonment on the psyche of the vietim.
Eventually, all captured rest subjects are cuthanized,

Thlln,_ with the dara :|1||,E !;|1-,|l.l.'||._-|_ig|_‘ 5,|'|q_“!, |!a;|1;|_‘
collected, Sendlar and his associates have made the
'tl”.'."‘l".i]-lE hl'l"ri[t'L’_il. l‘li‘l['lh |"|||.I H‘ Hl]"- 1" I ‘lii_' ||||_|.'|I_"

Eliminate GLS

This i= job one at DNA, receiving abour half of all
company funds and resources. Much of the money goes
toward hiring the most qualified staft, purchasing the
best equipment and fimding field and lab work. DNA
buens through quite a kit of money, most of which s
derived trom various research grants expertly obtained
by the directors’ remarkable lobbying skills, bue
portion of which stems from philanthropic backers. Ir's
uncertain where Sendlar found people with so much
woney e spemd onoan obscure project thar isn't easily
explained to the public, and whatever the answer, 1
would likely be bad tews to the werewolf that found our

Complete GLS Genome Mapping Project

About a fifth of DNA resources fund the mapping
of the generic patrerns of GLS victims. This is a long-
term project, but one thar is viral w finding a cure.

Experiment with Curative Gene Therapy

Although juststarting w come of age, gene therapy
liolds great promise. This is how DINA evenrually
hopes to cure GLS: currently, about a tenth of their
funds so towards rhis aim.

Perfect Methyldelerian

The Delirium causes grear difficuley in studying
GLS victims. To forestall chis difficuley, DNA has
developed a synrhetic drug called Methyldelerian. [t's
still risky and unprediceable to use, so DINA devotes o
tenth of its funds to petfecting this substance for use by
lab personnel and field researchers.

Project Reaper

Even though DNA hopes o cure and eliminate
GLS in the near future, they've also pot a contingency
plan called Project Reaper. [f oo many humans and
wolves become infected, the company will release a
carcfully designed virus thar will presumably kill any
being that carries the genetic code for GLS, The effect
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would of course be catastrophic for the Garou natior,
as it would destroy werewolves and Kinfolk alike,
Pt LNA T hsnkir 7 Fey Anon

Despire their fancy equipment and alphabet-soup
degrees, most of the scientists have lost a lot of their
creativiry; they can make ohservations and recond
dara, bur inthe process, they've sacrificed their leaps of
intuitions So, while DNA has uncovered a lot of
information about werewolves, they're also missing
out on some important conclusions, What they have
learned includes the following:

The breeds:

INA has coneluded that, agamst all scientific odis,
GLS atfeers bumans and walves insimilar ways. They've
also pinpoinced that the mose afllicred victims of the
discise, metis, result from “inhbreeding” between GLS
victims [ two humans or two wolves whoare alsosick . 1n's
a puzzle to them why, knowing the resules of such breed-
ing, that infected wolves and humans breed at all.

Werewolt forms:

Afrer seerng GLS victims in the field and the lab,
the scientists have identified five “hody contarrion
patterns,” the five forms of werewolves in other words.
They haven't ver discovered that metis are bormn in
Crinos, though, nor have they postulated an explana-
tion for the variation in mass from form o form.

The tribes:

While they've noted that GLS occurs more promi-
nently among certain cultural and ethnic groups
tnamely Celric, Narive American and Genmanic
peoples), IINA has no clue about the differences
among the tribes, or even thae tribes exist.

Kinfolk:

One enduring puzzle for DNA is why carriers of
GLS seem to consciously clusrer around GLS victims,
even to the point of marriage and breeding, Unfortu-
nately, they have manasged to find a few uninformed
Kinfolk, and these carriers have unwittingly given
[NA A fair bir of information.,

The Delirium:

The Delirium was one of the first secrers DNA
discovered; its effects were pretyy obvious during the
first capture of a werewolf. The scientists have long
sought 9 means to counter the Deliium effects and
came up with Merhyldelerian, a synrhetic drug, thar
can forestall the bystenia for shore periods of rime. [f%s
now standard equipment ar all DNA labs,

Mirrors:

They may notunderstand i, bue DN A knows lecting
captured werewolves near any reflective sudace affords
their victims achance to escape. The scientists have alon
of wild theories abour how this worlss, Admirredhy, rhe
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seientists Jom't kiow that werewolves don’t need reflec-
tive surtaces tooescape, bur the Gauntler around the
average [NA lab is so dangerous that trying 1o step
sideways without one 1s a perilous, pertlous proposition.

Silver:

Using silver was one leap of intition DNA man-
aged ro capiralize on. If, postulared the behavioral
scicntists, the GLS victims think they're werewolves,
then perhaps silver would do them prave injury. lmag-
ine the reaction of the more readirional scientises when
this theory proved true. Silverbullews are now standard
equipment at all labs,

Where DNA Hasn't a Clue:

For nowy, DN A knows nothing about the craditions
and cosmalogy of the Garou, nor would they particu-
larly care. They also have no clue about the existence of
other shapeshifrers or hengevokai. They haven’t made
the connection thar metis are sterile, either.

ﬂ’.‘}aﬁz ani Facar i ZINA

Atpresent, DNA has research facilities in numer-
ous cities in the US and Canada, including Rochester,
Minnesota; the Research Triangle; Toronto; Atlanta;
Baltimore; Vincouver; Boulder; Palo Aleo, California;
Stovingron, Vermont; Miami; Boston; and Dallas.
They're in the linal stages of completing their first Labs
in Grear Britain, in Oxford and Bangor, Wales, Srory-
tellers should of course feel free to put new DINA labs
wherever most benefits their chronicles,

All DNA labs have four key divisions: Manage-
ment and Finance (MF), Research and Development
{RD), Cyberbiotechnology {(CBT) and Security and
Investigation (S1). Anexecutive direcror (EDN oversees
all labs, though each one has its own site-based manage-
ment and mote or less operates independently. The
present EDVis a savvy peneticist named Ruben Sendlar,
who's had asuccessful tenure ac the helm of DNA since
the disappearance of Howak. For more details on the
personne] of DNA, check out Book of the Weaver.

What does a typical DNA Lab look Like? It's actu-
ally poing to seem pretty innocuous, 3 multi-storied
building in some ubiguirous office park. In realicy,
though, it's a different picrure. First of all, securiry will
be top noteh, both inside and out, Invaders will see the
obvious mounted cameras; chances are they'll miss the
ones carefully hidden inside walls and fixrures. Mose
administrative and low-conrmmination labs are above
ground, with the real work taking place in extremely
secure bunkers underrround. Armed security puards
patral the grounds and building at all rimes, and
emergency stashes of silver bullets and Methyldelerian
are behind glass access panels in several locarions on
every loor, Would-he artackers will face a tough bactle
getting into any of these facilitics.




Another characteristic of the lahs is their stare-of-
the-art networked compurers. Scienrists share findings
and also socialize oceasionally with their comrades in
ather labs. Still, encoding is required for everything, and
ignorance isn't rolerated asan excose for asecuricy breach.

SFanard E}Hﬁmﬁaﬂ'

A has a dazzling assorement of mostly legal
drugs, weapons and eleceronic recording equipment
available ro scientists and field agents alike. As long as
the proper personnel make the approvals, these irems
are free for the raking.

Deugs

With the properrequisition orders, DNA field agents
gan obtain several wseful drugs. The fise s, 1'Iull11':l1|1,'T

M
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These are suggested Traits for two types of
field agents, one trained in social science rech-
nigues and one 1‘11‘51".’1!{\{ ta combar and capture
dangerous animals. A remplate fora lab scientise is
also included. Storytellers should feel free o make
changes for more specialized chamcrers.

Social Scientist

Atrrihute-;: Strength 2, Dexterity 2, Stamina 3,
Charisma 2, Manipualation 3, Appearance Z, Per-
ception 4, Intelligence 3, Wirs 2

Abilities: Alertness 1, Animal Ken 1, Com-
puter 2, Drive 1, Empathy 2, Enigmas 1, Eriguerte 1,
Expression 1, Fircarms 1, Investigation 1, Medi-
cine 1, Melee 1, Occulr 1, Science 4 (choose from
Psychology, Sociology or Anthropology),
Srreetwise 2, Subrerfuse 2, Survival 1

Willpower: 3

Combat Agent

Attributus: Serength 3, Dexeeriry 3, Stamina 4,
Charisma 2, M: unpulnrmu 2, Appearance 2, Per
ception 4, Intellivence 2, Wirs 4

Abilities: Alertness 2, Athlerics 2, Braw] 3,
Computer 2, Drive 1, Dadge 2, Firearms 2, [ntimi-
dation 1, Invesripation 1, Melee 2, Medicine 1,
Stealth 2, Streetwise 1, Survival 2

Willpower: 6

Lab Scientist

Attributes: Srrengrh 2, Dexterity 2, Stamma 2,
Charisma 2, Manipulation 2, Appearance 2, Per-
cepticn 3, Intelligence 4, Wits 3

Abilitiess Alertness 1, Animal Ken 2, Com-
puter 2 Drive 1, ln\'u.r.lig:ilinn 1, Medicine l,
Science 4 (Choose from Genetics, Biochemistry,
Biology or Chemistry )

Willpower: 5

Merhyldelerian, which can forestall the effecrs of the
Delirivm if tiken in time; oral and injeceable forms are
availahle. Forcapruring werewolves, apents can use erther
Penacothrane, an odorless, invisible sas thar can easily
affect a large group of people, or Verinal, a liguid mixoore
ideally delivered by a dart. Neither drug completely
knocks out a werewolf, but both make the Garou lose
muscular control and mental awareness. Thevictim takes
acurmulative -1 rodice pools involving Wits and Diexrer
ity for four turms. Willpower
point must be expended each rm. The two drigs are
ntended womake the target so befuddled, he won't know
where to run or even that he needs to per away,
Combat Gear

To fully resist the effects, a

Combat ngents regularly carey field kits thar contam
Methwldelerian, Verinal and Penacothrane. These kits
also contain measuring tape, pens and pencils, dara
sheets, spare doses of dnugs, syringes, tweezers, specimen
bottles, scalpels, lip tattooing punchies and a basic DNA
manuval. Additionally, agents carry l.|||.[| guns and a per-
somal firearm. For all the good they d
available, as are o linited |1un1|‘<.r n:-r CBT suits (see
information following ). Some reams carmy asmall crvo ki
topreserve tissue samplesand subdenmal microtransmicers
for use in tacking victims that escape.

Basic Field Kit

Social sciencists whose tntenttons are ohservation

1, Kevlar vests are

and incerviews rather than caprure carry personal
firearms {though these sometimes get left in
than an
["-'lt'th'g'i'i.ll:'lt.:l'l;Ill, their kits are pretty mundane, Stan-
dard equipment includes audio and visual recorders, a
camera, notepaper, a cell phone, binoculars with night
illumination and computer programs that assist in the

_1__{|n1.-'1*]‘+|1}irh:|-, bt other autoinjecror of

Liuul]l';ttn'l. and quantitative analysis of data.

Frcerf Agenpcas

In recent vears, Sendlar and hisseaff have become
more convinced than ever thar eliminarion of GLS
depends on early detection. Ta this end, they've
preatly increased whar they call "outreach efforts,” ro
pinpoint children and adolescents who show carly
symproms of the disease. DINA has been lucky to find
a handtul of children who have tested positive as
carriers, and just a couple of adolescents whao seem to
e on the verpe of developing GLS — lucky because
for whatever reasons, the werewalves had lost track of
these very few cubs and Kinfoll. DNA was thus able
to bring them in for study without much of a hassle
Seill, if they keep looking, they'll evenrually run inro
more knowledgeable families that won't let cheir kids
become lab racs. And then, the scientists will face a lor
aof pissed-off werewolves out for blood
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Unusual Apritudes
In various roles, such as educational anthropalogists
and school psychologists, DNA has placed skilled social
scientises inschools around the country, They've concen-
trated in particularon areas where GLS seems to be concer-
rrared. The social scientists are on the lookout for classic
mistits — preteens and reens who don't seem o fit in or
exhibit antisocial tendencies. They're also watehing out for
any kidds that seem o have unusial abilities, such as possibly
enhanced levels of strength and dexterity. The scientists will
mitke ohservations and interview the students. [f warranted,
they'll consult with the parents and encourage further west-
ing. By these methods, DINA hopes to bring in more poten-
tial GLS vicrims for study, believing the discase, like cancer,
muy spread more quickly 1n a young persom's body.

Going Native

It afew select communities, DA has planted their
cwn equivalent of deep cover agents. These individuals
are I‘Ilj_fi‘li'_m' trained, usuall ¥ lllqi[]lilr{!nl,ﬂjiﬂoj_:'}' 0T 00 iUlU-L:T.
and with some hypnosis and total immersion in a
particular cultare, blend in almose perfectly, IINA sees
these agents as an exrremely long-term project; they
know it may take years before the small communities
trust and include these individuals, But eventually, they
hope, GLS victims will slip and leave some sort of
evidence of their condition out in the open. At thar
point, the agents can ask for retrieval, plus call in
capture teams or other appropriate personnel. Sendlar
and his colleagues are patient because they know thar
Acquisition of even one victim in the full-blown stapes
of the disease will be well worth the painstaking effors.

They've Got That Glow

Knowing that pregnant women underzo a bevy of
prenatal resting (several blood rests, [requent urine tests and
sonograms, for example), DNA realized they could have a
built-m screening mechamsm for GLS. They've capitalized
on the fact thar a lor of prenatal resting is outsourced from
vartous doctor's offices to privare labs, most of which are
extremely overworked. DNA has quietly stepped in o help
lighten the workload of these labs—and help themselves ra
a plethora of samples. In theory, all such samples are
immediately destroved as bichazards afrer the tests are
complere, DNA, however, has kept many of the samples
alter delivering results back to the physicians that ordered
the reses, Tl'IL"'g.'ITi' cur |"L'llL1'|. :-L:L‘lkillt_,' L0 SETVE 38 AN OISR

lab for amniccentesis and chorionic villi sampling as well,
tests that reveal the genetic makeup of fetuses. Such a move
wonld open up a whole new venue of data for the scienrises.

Cyberelectrochemical Armor (CBT)

CBT armor is highly experimental, bur holds grear
promise- It works by inserting microthin needles into the
wearer's epidermis. The suit can thus send the body electeo-
chemical signals o increase or decrease adrenaline and
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endorphins, suppress seritonin and even cause blood clot-
ting, The suits nonetheless have rwo major drawhacks. Firse
of all, the lighrweighr batteries can only sustain power for
about 30 minutes. Second, the suirs' monitoring devices
sometimes misfeed information 1w the wearer's brain, caus-
ingcomplications such as heart attacks and strokes. Sowhile
it's nice to have enhanced strength and speed, sometimes
wearing the suits has a pricetag oo high for most agents.

SFory Srenls

How to best use DNA in your chronicle is ulti-
mately up to you, the Storyreller. Consider what kind
of players vou have: if they like investigation, con-
fronting the dangers of conspiracy and superscience or
the vecasional lab raid, they'll enjoy facing off against
PINA. Here are a few ideas 1o get you started on
bringing this arganization into your games.

MNew Neighbors

Thisstory will require some patience anda lictle long-
range planning on your part, and irprobably works best for
werewolf packs thar have regular contact with civiliza-
tion. A new couple moves into the neighborhood orsmall
town near where the pack resides, These are nice peaple,
roe. Theyre friendly and helpful, and they work hard to
become sterling members of the community. Over the
course of several games (and don’t msh things), they
befriend a member of the pack. Everything is innocuous
and aboveboard; the newcomers in no way are bsequicus
or oily. Buc of course all is not as it seems. Manchs laver,
they make their move; the couple are agents of DNAL
Perhaps one is an anthropologist, interested in studying
Tl"lﬂ cuilture of GLS victims. The othet |_"-u_1h1[1-l'§,' s e
combat training. In any case, they'd like w caprure a
werewoll or Kinfolk and bring the unfortunare “parient”
in for study. Alrernatively, they may just continue biding
theirrime, slowly but effectively gathering more and more
intormation, all of which is relayed back totheir home lab.

Troubled Teen

The werewolf characrers have kepran eye on a prospec-
tive newrecruit, ateen close toher First Change. In face, they
are getting ready to swoop down and rake the young one off
forrrainingand eventually, o Riteof Passage. Butsome event
— anattack by Black Spirals or an Unbral joumey, ]"'-'rl“{F\S
— delay their acquisition of the teen, By the tme they pet
ready tomake theirmove, a PN A representative has already
stepped in as a supportive school counselor. Heswarned the
woulld-be werewolf abour herpatential illness and also abour
strangers who may want to kidnap her, The reen consents to
et help ara DNA lab, so not only must the pack rescue the
newhic, they've also got rospend some considerable time re-
educating her as to what's really poing on.

Two of a Kind

DINA really hirs the jackpot; they manage to bring in
both a Kinfolk and his Garou sister w0 perform a detailed

|
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comparisot study of their genetic makeup, I the Kinfolk is
unknowing, he may be a willing patient such action would
not stand him in grear favor with any rescuers, of course,
though the Kin is mnocent of any intentional betrayal.
Even if he is in the know, and unwilling to help DNA he's
still going to be a lesser priority to the werewolves than his
sister, a fact he may not be happy about. This seed should
raise a couple of moral dilemmas for the werewolf charac-
ters revolving around the mrearment and value of Kinfolk.

Bait and Catch

Bealizing that GLS victims, for some untathomable
reason, tend ta rravel and work insmall groups, DNA has
made elaborate plans for a large-scale caprure. Past expe-
rience has shown them that the werewolves tend to rake
care of their own. DNA purposely caprures 2 werewolf
anl doesn't make any secrer of the fact. They may even
leak some informarion to insure thar other victims of the
disease know about it The werewolf characters are all ser
tocomme in and rescue the unformunare prisoner, but what
they don't know is that DNA is ready for them. They've
planned o bring down as many of the rescuets as possilile,
alive preferably bur dead if necessary. They're interested
inanalyzing the group’s combar technigues and how they
work together as 2 unir. Any samples and data collected

w—n—-—;

Chapter Four: The Adversaries

will be worth the costand potential faralities of personnel
{abonws is inowder lorany volunteers). [rshould be a rade
surprise for the pack ro find out that they're expecred.

The Traitor

This scenario sort of reverses the “New Neighbors™
ALory seed, Here, the DNA, |.‘|L‘|:|t cowver awent has been in
the lecal area probably longer than the werewolves have,
She's an integral part of the communiry, and she's discov-
ered a lot of truths behind werewolf sociery, The problem

is, this AECNT 15 |:i1‘.-'ill:.: serious second tho |_~_'! s about whar
she's doing. Her reports back to her home lab have slowed;
moreover, she may have falsified some mformarion 1o
protecl thclﬁi.*nhu'ﬁ-u["_u] g o In any case, the agent can't
keep doing this forever. Eventually, DNA is going to oct
suspicious and come to collect her, with or without her
permission; the agent's time is nunning out. She needs help
and rakes a big risk; she approaches one of the werewolves
and confides her predicament. What happens next isup to
the player characters. Do they gur her then and there? Oy
do they oy o help her, either providing a hidesat or
helping her fake out her employers? To complicate things,
make this agent have some use to the werewolves; perhaps
there are worse consequences if they kill her ourrighs
rathet than help her, In any case, this seed should provide
some interesting roleplaying opportunities for your troupe.
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in the middle of the jowmes of owr life [ came to myself
within a dark wood where the seraight way was lost

— Dante Alighieri, The Divine Comedy

Merervottnys /i

FHitforsony Sethmar

When did the first Garcw walk the earth? Was she a
creation of Gaia! Was he part of a ritual uniting wolves
and men? Was the first werewoll a spiric cursed and
trapped in mortal form by cods of men and wolves? The
lepends of the Garouneversay clearly how they came into
being, only that they did. Werewolves have existed for a
lomg time, at least as long as humans and walves, And
wirth thar ancient heritage comes realms of possibilicy.

Werewolf offers great opportunities for rale-play-
ing in historical settings. Garou have been around
forever. In every time, every place where people have
lived, so have werewalves, ﬂlu'!,"".'r suffered l_|:1n.lL|.}_-j]1
all the tragedies and disasters and witnessed all the
triumphs and glories.

Werewalves of most rribes also have the ability to
experience directly the lives of their ancestors, or at

least to call their ancestor-spirits to them o learn of

bygone eras. [fyoudon’t want to run a full chronicle set
in an alternate history, you can have characrers relive
the trials of their ancestors. You could also have them

play different roles in the life of an elder or recreare the
imprisoming of an ancient spirit

Muostwerewolves, if Iliu":.-'ilh'h.l slain in combsr, can
live long lives, retaining their youth for decades. A
chronicle ser inthe 70s and ane set roday could have the
same main characters. Storyrellers could even follow
the experiences of a pack from their early years through
part of the 20" century until they become elders

One of the most important things to remember is
that you should convey ro the ]"]ZI".-'L'I'h Fiows o ineend
to approach the serving. IF you're running o chronicle
set during the Roman Republic, make sure they know
the differences between patricians and plebeians, and
understand just how large the empire is, They don't
need o know everything about the sewting, bur they
should know enough to feel comtortable. The Stony
teller can help by explaining rules of etiquette or
CUrrernl li.'L'l'll'I.l.ll'.-‘L','. s th-:_"-.' Lo up.

[Jt‘rhﬂr‘ﬁ Wi Illi.i.' historical SUTEINES, |'l|| vou don't
feel like doing hours of research in a library, Mayhe YO
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like myths and fiction and youwant to base your version
of the past on a favorite movie. There’s nothing wrong
with that, just make sure thard tl:_'[ﬂ.l.'!.'l.:]'h krow ;,||"|-:;u_| af
time that you're playing more loosely. That way no one
will get disrracted by pointing out that Clecpatracouldn't
have visited the Coliseum since it hadn't been builr.

Using variant histories can be awesome amounts
of fun, Whae if D-Day never wook place or Stalingrad
fell during World War I1? Whar if the Confederacy had
won the Civil War? Or what if the British had won the
American Revolution? Maybe Carthage could build
an empire spanning the known world instead of Rome!
Or perhips Astan powers could have colonized America
before the Europeans?! Maybe the Shadow Laords rook
over leadership of all werewolves?

The mast important thing is that this is your game,
Asa Storyteller, you owe it to your troupe to make sure
thar they have fun, and you owe it to yourself to have
fun, Don't be afraid ro explore the past and even
rework it in your own image. Have fun, explore the
possibilities and enjoy your game.

Finally, the sections rhat follow describe differert
time periods and possible interpretations of them for your
chronicle, These are tar from complere, They are meant
rore 1o inspire than to educate. If you decide to use one
ut these settings, a litele bir of research zoes a long way,
whether it's in Werewolf game books checking on the
Giarow legends or actual history texis detailing events.

Adgitosc '/ ipmer

These are not so much periods of rime as myrhical
ages known towerewolves. Asfaras when they happened
in relation to human history, none can truly say. Human
prehistory is hundreds of times as long as modern history.
Most of the time that our species has existed is lost ro us
in forgotren ages. Perhaps eivilization rose and fell many
times before the hustory thar we know started. However,
the Garow were there. Their lecends live on.

It's the Sroryteller's privilege to place the any of
the mythic time setvings during any historical era that
they tind apprapriate. If ancient Egype holds a strong
ateracpion for you, run the War of Rage with the
pharachs and their monuments as a backdrop. Some
werewolves could have enforced the ]mrH:r_Lr,ium it
Roman times. Use these settings as you will.

e T it T iherr

In the beginning, the Umbra and the earth were as
one. Traveling between worlds was easy; you just set
out i an appropriate direction. There was no Gaunt-
ler; spirits roamed freely over the face of the Earth
Dhifterent rribes didn't exist. Metis were exeremely rare.
The Litany only halt-existed. All werewolves belonped
tor the same tribe. They hived in harmony with nature.

Humans also lived in harmony with narure; it was too
early for the Impergium to be even be necessary,

During this time, werewaolves can live among their
human and wolf Kinfolk, helping them in the strugele
for survival. Grear and rerrible spirits roamed the
world freely, and werewolves foughr against them,
protecting rtheir Kin. A vast untouched wilderness
stretches out inall ditections for Garou to explore.

Ifyou use the current theories abour our prehistory
to base this mythic time, there are many things for
werewolves to contend with, Saber-roothed cats, dire
wolves, giant boars, cave bears, and othier large prehis-
toric mammals filled the world, Monsters did exist and
humans faced them with spears, while wolves had only
their reeth and claws, The weather was much more
volatile. Climaric changes occurred that made the
American “dust how]" look minor. Storms preater than
the strongest hurricanesbarrered the land. Grearsheets
ot ice Hlowed down from the Arcric, Life was harsh

Other species of humans existed, including Nean-
derthals who compered with the modern humans.
They may have had their own shapeshifting protec-
tors. Also, humans that feared the werewolves may
have had access 10 magic or their own allied spiris.

Powerful spirits roamed the carth in the First
Times. Some may have demanded warship as gads.
Orher shapeshifters may have challeneed the Garou as
protecrors of nature, Omens of the sundering of the
Lmbea from the material world haonted werewolves
during rhese days. Characters could even experience
the fracruring of the Garou nation and the forming of
the first tribes. Mavhe they could have helped inad-
vertently start humans on the path to civilization.
e Fmpergiim

The Impergium was a time of strife and conflict for
the Garou. The tribes shatrered aparr. Humans had
FoCken out of control. Ancient cities now BrEW L 1L
river valleys throughout the world. Werewalves stond
divided on enforcing the Impergium. Some followed
the Impergium o the lerrer, culling humans evenly to
protect Gaja, Others went too far, exterminating en
rire culcuees, rEmoving humans from history, A few
tought against the Impergium, refusing to enforee the
rule. Another sclect few carefully used the lmpergium
a% an excuse o erab power for their Kindolk,

In many ways, this is the datkest time in Garou
history. The imprisoned Wyrm begins birthing increas-
ingly deranged offspring. Corruption lurks among the
.h LTINS R: 1 TLITS QJL‘L':E" i'I'I_ \'p’l_'fli_""l.‘f'li'l]':."[""‘. f“"l.i'-l Th-E' Clj“ |ng
continues, humans turm to the powers of dark ness roaid
them against the werewalves. They worship vampires as
pods, Dark Wyrmespirits receive sacrifices. Gaia hersell
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rises up in anger against humanicy, bringing the Grear
Flood, volcanie eruptions, and many other disasters.

Werewolf characters, especially homids, will have
NEAIy 1T H'ill I.|.[|l."r'|'l]||'<ib (4] l.'{1(_.‘.\.l ][]_ Fil A l“'l.l:“._'l'?_[ii_llll
chronicle. How do they deal with packs thar selec-
tively enforce the Impergium? What do they do when
other werewolves wo too far, driving humans to sum-
mon dark powers! Can they bring themselves to slay
their own Kinfolk if necessary? Are the sions of Gaia’s
displeasure evident? For troupes that enjoy moral is-
sues and rroupes thar like continuous conflicr, the
Impergium has plenty to offer.

Ancexact hisrorical date has never been set for the
Impergium, only that it took place before humans began
building cities, In order to add a little more cultural
flavor, you might choose to extend the Impergium's life
even into the birth of civilization — thus you canset an
increasingly ineffective Impergium against a backdrap
of ancient Egypr or Sumeria. Minoan civilization and
the lesends of the Greek hero Theseus can easily be-
come stories of the Tmpergium, as the Minoans serifice
torthe ereature within the labyrineh. Biblical exents and
hisrories can work as well for the serring. YWhar did the
cities of Sodom and Gomormah do to bring about their
destrucrion?! Ambitious Storyrellers could evern pit Garou
apainst the legendary First City of the vampires as a
crassover, [t would be hard beat a time when vamypires
are mighty, but no Leech has lived long énoueh o
become invincible and the Garou are young, but in greéat
numbers, for the conflict to start the ancestral war,
e Py of g

The Garou blamed rhe other Chanping Breeds for
the Wyrm. The Gurahl strayed from Gaia because they
woke the dead. The Baster foreor their roles as protec-
tors and served only their individual whims. The Mokolé
took the very shape of the Wyrm. The alien nature of the
Rokea and rhe Ananasi was easy for any to sense. The
Ratkin skulked in the darkness, spreading filth and
disease. Even the Corax could not be trusted.

Most accounts have it that werewolves started the
War of Rage with little provocation, They artacked
every one of the other Changing Breeds, The others
retaliated in kind. Soon, events were out of control,
reason was lost to all sides, and the War of Rage became
a struggle for survival. Characrers could be werewolves
hunting down the other Changing Breeds during the
Woarof Rage. They could also take the role of defenders,
struggling to survive against an onslaught of artacks by
other shapeshifrers. For troupes thar like sction, this
chronicle has the potential for great fight scenes.

Against the backdrop of the War of Rage, human-
ity gets more out of control. While a pack concerns

irself wirh a Baster, the Wyrm conrinues tocorrupt. As
a Storyrellet; you could set @ chronicle where the
characters are trying ro end the War of Rage and get
back ro fighring the Wyrim. This could give them allies
and enemies on bath sides, Many Garou are hardened
vererans of the Warof Rage; ics all that they've known
in their lifetimes. They won't easily consider backing
down before their enemies. The other shapeshifters
]-l.:'lllu"L‘ LlL'L':IL]':.""\- 1!|:. |‘|:“1.‘| _L[I'It'|. :llll.] |':|!_'\|.' o Yenr o1 [l'::,'
werewolves, They won’t trust their enemies casily,
Meanwhile, Gaia suffers, the Wyrm o serupts, and the
Weaver's webs close more tightly on the world

AsaStoryreller, the War of Rage also gives you an
opportunity to create new Gifes, fetishes, and talens,
specifically creared for the War. Some werewolves
learned Gifts from the spirit allies of their enemies.
Weapons designed o kill members of other Changing
Breeds could exist.

This serting makes 3 good flashback for an existing
chronicle. Modern Garou must seill deal with the guilt
and thie scars left behind from the War of Rase. For
many of the orhers, the War of Rage continues even
today. Spirits allied to the other shapeshifrers have not
{orgotten what the werewolves did, leems and weapons
created by Garou to fight the War of Rage may suill
exist. What if some of these fetishes fell into the hands
ol hunters or Black Spiral Dancers? [t's also an oppor-
tunity to show the war from the perspective of both
sides. The Garou were the worst offenders, to be sure,
but in keeping with the World of Darkness’ shades of
gray, it might be a good idea 1o show your players thar
not all Fera were innocent victims. If your plavers
encounter ather shapeshifrers thar actually were abus-
ing theit powers, then the context of the War of Rage
itself shifts slightly. Inscead of the Garou as mindless
agpressors, their misrake becomes ar least undersmnd-
able, if not forgivable — making the War of Rage 2
more relevant and realistic story.

The War of Rage makes a good backdrop to any
chroniele involving ancient Garou. Like many of the
mythic times of werewolf legend, the exact dares
aren't specified. The war would have started and
ended ar different rimes in different lands. It's hard 1o
deny thar Baster and Mokolé barcling werewolves
across the scaffolding of a pyramid under construction
in Egvpt would be a wondertully cinematic scene. 4
showdown during a druidic ceremony ar Stonehenge
would also be dramatic, Thisconflice should also make
|]1L' |1I.f|1_rlt.ﬁ TIIIIIL :'I|."|!|.H \.’.']ll.._'||“_'l '..\."I_'ri,"ﬂ.'ll!'-.'l_'!\ Are .|i-
ways the good wuys —or, i you have some plavers whao
are convinced that werewolves are always the bad
guys, you can rattle ther perceptions, too,
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Fhittonsioay” T iy

Werewohves have witessed important events
and even had some influence on history, but primarily
they have concerned themselves with events on the
periphery of civilization, i the sha

ows of hustory,
[his means thar almost all major historical events in
the World of Darkness have generally happened, asin
the real workd, without the assistance of Werewolves,

Try o avoid the te nptateon fo make all bistori-
cal figures into werewolves or Kinfolk, While ic may
S |'I|-.1' H A il |l.|k'.l il I|u' | i:iu', a HI’_-\ul'j' ._I|_'1.!-I,|f |'_.nu
historical events indirectly affect the lives of the
Craron muakes for far herrer scories than having a pacl
wsassinate Napoleon ot R"|':ri\'.n|'-hrl' Columbus,
Allowing humans o puide history without too many
supernatural influences makes the world seem more
|'L'-|!. IMare |'l.'|:g"k'.||'|_-.\_',

Having said thar, Srtoryrellers should noe he
iftaid to have historical fisures appear in historical
chronicles. Just be careful. The best way ro handle
hiseorical figures is wo keep them off screen and have
rhem act through non-hiswrical characrers, such as
servants or friends. Remember thar anyrime vou
have a hustorical figure appear om scene, there is a
chance a player may take an action thar would kill
b I that's an unacceprable risk, remember rhar
players have a hard rime killing anvone who does not
actually appear ina scene. For example, the chame
ters could cerrainly be aware of ?“‘;.I|'IL'|L'|II1 ll.lk'LI_il]
proclamations, laws, news events, and trophics
b wight back ro France by his armies, His life could
have amajor impact on a chronicle, yet he never has
rovinteract with the characrers. You could even use a
IMeetinge ora '_,'I.'.I'Il.'l. Al & I'|'_.'i||'-]'|.|.'_|i |Ir:.['.|rk' a5 1t‘1.'|'illl.1
o a pack or a player for a job well done; think of
Hitler's cameo in Indiana Jomes amed the Last Crusade.
e Cored ?—r?{:ﬁfﬁﬁf

Abour 10,000 years ago, the Bering Strait was a
|i|-i|x| :"‘-'I'.|::t CONNEeCTInge Ysia with North ."II".II'H'TI'\'.-I.
As tribes of hunters crossed following came, so did
three mribes of w L-Lc_".x':~|\'x'-.T|'.L "-.'5'.-'1-1‘1~|'.'-:f?-.!|Ll.'l lktena,
The journey was fraught with
dangers and hardships, but when they arrived on the

and the Croatan

new continent, they had the vast unrouched Pure
Lands open bef:
rhem! What conflicrs arose berween the different
tribes? Were the Wendigo, Uktena and Croatan
leeady spliv or Jdid evenes ccour which divided the

¢ them. YWhar spirits came with

tribes after they arrived in the Pure Lunds?

When these people arnived in North America,
they didn't find a land filled with milk and honey,
An untamed wilderness filled with lee Ape mon-
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sters loomed betore them. Tidal waves hir the Pacific
Morthwest, Miles of wee covered much of the Narth.
Dire wolves and saber-toothed rigers hunred Columbian
mammoths and humans, Animal spirits tharhad never
dealt with Garou saw these newcomers as a threar.
Mo one knows what happened to the people during
the centuries that immediarely followed rheir crossing
of the Bering Soraic. They appear tohave been excellens
hunters, as the megafauna, especially the large predators
swiltly disappeared following the arrival of humans. The
Giarou made peace with the spirits of the Pure Lands.

Ower the years, the werewolves opened caemns and like
their Kinfolk, they lived in harmony with nature. They
still faced challenpes. Wartare berween tribes of Kintolk
and werewolves claimed many lives, Dark spirits gaimed
influence oversome of the great civilizations that formed
in South America, forcing packs of werewolves w
journey south o drive out the evil. Deadly Baster
claimed the great southern rainforeses, slaying Garou
that would trespass in their domains.

st Wontd”

The Ancient World spans Phoenicia, Greece,
Mycenae, Persin, and Rome. It was a time of myths,
lepends, and the creation of great civilizations. Ad-
vancemetits in leaming and science occurred along with
the spread of humans and the destrucrion of the wilds.
Both the Weaver and the Wyrm gained power during
this time, as beliefs were resred and challenged and roads
and cities erupted throughout the Meditermnean.

Classical Greece

Athens, Sparta, Thebes and Corninth are just a few
of the Greek city-states. Athenian democracy and cul-
ture blossomed, while the Spartans took the military
state to anew level. Many stories and myths came our of
Classical Greek culture, The Hiad and the Ovdyssey are
probably the most fanows, referring roa time of Mycenaen
culture before the rise of Athens. The Amazon legend
surely arose from the influence of the Black Furies,
Storytellers have a wealth of mythic beasts from which
todraw {or to corrupt; imagine, for instance, the Harpies
asfomort! ), Any good book on Grreek mythology should
provide material to last a full chronicle and then some.
The Persian Wars also provide good backeround, The
Battle of Marathon and the Spartans' holding of the pass
at Thermopylae come quickly to mind.

Classical Greece 15 an area where Storytellers
shouldn't feel compelled to limit themselves. Much of
what we know of the Greek city-states comes from
Herodotus, who wrote abour giant inseces and mychi-
cal beasts in his history. Centuries later, Romans with
political agendas wrote many of the other histones.
[here is far more that we don't know about Classical
Greece than whar we do.

—mrm-h\\..\\—

Alexander the Great

The son of Philip of Macedon, Alexander the
Great, may have been the greatest commander who
ever lived. He forged a powerful army, surrounded
himsclf with excellent generals, and just happened to
conguer the known world. Alexander ruled the Greek
city-states and theircolonies, Egvpt, the entire Persian
Empire and pares of India, Although be was g prear
comqueror, he did not live long enough to enjoy his
tule, dying at the end of his conguests.

Alexander brought many cultures rogether.
Werewolves following Alexander’s armies would {ind
themselves on a whirlwind tour of the ancient world.
They could fight the Wyrm ar every stop, take a day w
appreciate the culture and move on. A pack could
discover lost caerns in India or explore the tombs of lone
dead pharaohsin Egypr. Conversely, the characters mighe
take up the role of locals whose Kin are being adversely
affected by Alexander's conquest — perhaps leading toa
"The real reason Alexander stopped at India” chroniele.

Republican and Imperial Rome

Rome changed the world, uniring cultures around
the Mediterranean. The Rowan Empire at its heighr
reached from the Middle East to the British Isles and
back down into Northern Africa. As the old adage
poes, Rome wasn't built in o day. The Roman world
changed extensively over time.

The early days of Rome are the subject of myth.
These were the times of the Roman kings. According to
legend, Romulus founded Rome in 753 BC along the
Tiber River, after slaying his twin Remus. A walf, the
sacred animal of Mars, had raised the twins. In the World
af Darkness, Romulus is one of the few figures that could
easily figure for at least Kinfolk and possibly a werewolf,
Characters could be some of Romulus and Remus' war.
riors, uniting the Latins into a single people, instead of a
scattering of rribes. During Romulus’ reten, the Romans
parleved with the Sabines and then stole their women
away. The Sabines came after the new Romans witl o
vengeance, butthe women pleaded with their fathers and
brothers to malke peace with their new hushands. This is
one of many legends about the early days of Rome.

After a set of ternible kings, the Romans estab
lished che RL‘i*llhEi{:. T|:‘u; :.':ll'\'[‘qi-lfl.‘ e |n;_:||: up i !|.['|'||_".t|.|‘||;"|'\.
of the noble class, or patricians, passed the laws that
governed the city. Twoelecred officials, consuls, shared
the duties of ruling the city, particularly commanding
the armies. In umes of extreme crisis, the Senare
appointed a dicracor who held absolure power. During
this time, Rome expanded throughour Lraly. They
fought the grear Punic Wars with Carthage, which
ultimarely led to the destruction of that vampire-
controlled civy. Afrer salting the carth where Carthage
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vnce stonnd, Roman legions conquered Greece and
expanded into rhe Easr, Leeches with grear political
skills manipulated their way into positions of power,
bur they never held the influence over the Republic
thar they had in Carthage. Chariot racing and gladi-
atorial games were part of daily life, but not at the level
of extravagance present during the Empire.

The Roman Republic held o number of strong
values, tocused on hard work and the righes of all
citizens. There was, however a distinet difference
hetween the patricians, who were descerudants of the
first families from the time of kings, and the plebeians
who came from families of the conquered. This class
difference was the cause of many conflicts and riots in
rhe city. As Rome expanded, slaves raken from distane
lands entered society. Pec l|‘l|:l..' in the out |‘_,-'i|'l;_; pnl\'i]'lf_'l:ri
were not @iven the nights of citizens of Rome unless
they did something w earn them. Owver time, the
Boman concept of the hard working citizen-states-
man-farmer ceased to exist,

[ring the Bepublic, characrers may strugsle asains
the dark influcnce of the Wyrm as cormuption slowly
builds, Disease followed along the paths of Boman
conguest as well. The advancing Roman armies often
destroved sacred sites belonging o other cultures, or
remiade them inthe wnage of Roman gods, What protec-
tiens might they have destroved? What angry spirits
wanted venpeance for the deaths of their people! How
many caerns did the Romans violate? Did Shadow Lords
enslave Black Fury Kinfolk in their conguests? Were
Bome Gnawers responsible for the plebeian uprisings?

Storytellers could casily run stories based arcund
the Punic War. According ro Vampire: The Mas-
querade, Carthage was a city completely run by vam-
pires. Werewalves sent to wipe this Leech-ridden
blight from the world could hl-'||| fight the war, either
in the Senare, on the bartlefield, or in dozens of secrer
locarions around the Medirerranean.

As armies prew larger and conguests greater, the
fall of the Republic became inevitable, Julius Caesar,
apopularand suceesstul peneral and statesman, formed
a Trivmvirate with Pompey, who was arguably the
prearest of Rome's military leaders and Crassus, a man
whose personal income exceeded the rest of the Re-
public. The trio seized power and then fought each
|.|1;‘.'I|.'T !.l.:lr 'ulh!‘[l'lil'll.,l -L'l'-111r-ir]. ':..\_:.ill_'ﬁ.ir ‘\'l,'lr'l.'l\'l..,\l..,! il]"ll.,i |"|i"'
AL «.lil“;“' i fo |i|L'. .'*Il.lllhl"i.l_u]l il E'"l”l:" I |l. SENATOTS
assassinated Caesar, the stage was set [or his nephew
Augustus o become the first Emperor of Rome.

Emiperars held absolure power in Rome. The Sen-
ate offered opposition, but ultimately, i the Emperor
had the suppore of the military he dictated events. The
Foman Empire was a place ot hedonism, decadence and
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suffering among the citizenry, While the government
buile grand monuments to celebrare military riumphs,
people lived in firctrap high rise wooden apartments
called insulae. The elite pave our food as largess o
hungry masses. Emperors threw greater and more ex-
travagant games in order to keep the people distraced.

Madness and corruption plagued the Roman Em-
pire. Many of the Emperors wenr insane, ordering
atrocities o be pu.tr’r'mmu|. sending armies to gather
seashells, and even believing thar rhey were living
incarnations of Greek mythic heroes, Few Emperors
named heirs, so civil war often broke our after the
Emperor died, as generals across the Empire declared
themselves the new Emperor. While the people living
in Rame were repulsed, they at least had their games,
In the far provinces, rehellions occurred, especially
among the Celts. Fianna, Get of Fenns, and the Whate
Howlers all raised their claws againmst the Romans. [t
was during a fateful batcle near Hadrian's Wall that che
Wiyrm consumed the White Howlers, transforming
them into the Black Spiral Dancers,

Christianity wok root in the Roman Empire and
spread throughout the Western warld, During the
early days of the Empire, the Romans persecuted
Christians, and accused them of baby sacrifice and fish
worship. Finally, during a civil war, the general
(_:L_'Ilh'[iil][lll{: L_'I:_lll\p'{,‘[t\"kl L3 f._:|'||1'i.kll:'ll1il':.-' :llul W l].‘“:'
throne. He made Christianity the state religion. He
also renamed the city of Byzantium and divided the
empire into the Eastern and Western Roman Empires.
Constantinople by MNight, a produce for Vampire:
The Dark Apes, has copious source material that
could be converred for use in 8 Werewolf chromicle.
Later Emperors persecuted non-Christians and de-
stroyed pagan sites. The Olympics in Greece ended
because they honored false zods.

The Roman Empire is fertile ground for Storytell-
ers, It was a city founded by a man raised by a wolf. The
Empire rose to greamess hefore falling to infighting and
cortuption. Just look at bigbudger Hollywood films over
the years. The tragedy of the White Howlers is easily
worthachronicle. The enaption of Mount Vesuviusand
destruction of Pompeii has been the subject of various
books, movies and even mini-series, Ex[‘-1uri1‘||:', the
Christian destruction of pagan sites, many of which
WETE CACTTLS, Wi wild bean excellent @ ||'-j:'c + for s Werewolf
story, The games of Rome, chariot races and gladiacorial
matches, of course, make exciting material for any
chironicle. The barbarian invasions that ultimately de-
stroyed the western Empire in 476 AD surely had
werewolves fighting alongside the invaders. Roman
pelitics fearured assassinations, bribery, arranged mar-
riages, affairs, exiles, and all manner of examples of
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corruption. Although a political chronicle isn't
necessarily adhering to the themes of Werewolf,
Roman politics could drive antagenists to consider
any sort ol |||'.J||||'!. :--!lHll' fin I:"'l'l'l.'-'r.'l'. .[.1|L"\L are lil‘l.l"|I
some of the ideas that come from the Roman
Empire. The fall of Rome became the beginning of
the Dark Ages, but many of the ideas and stories of
the late Empire carricd on in Constantinople
Aotz Foris”

Alter the fall of the Western Roman Fopire,
Europe slid intothe Dark Ages. Although the Roman
Empire fell, the Roman Catholic Church did not.
The Church retgned virtually supreme in the medi-
eval world, [v was the repository of all learning and
]’\-.'l'."'.'l'l.t"q.lf_'k.'.:\\.lll"l'i.hlIl'l"‘.l'.‘l.hI"Il.'|"|L""2‘|IIIl_':'\l.|{|.|ll.";.lillllL|:H
to maintain their authoriry. Rome became a center
for faith and for hunters. Vampire: The Dark Ages
and Werewolf: The Dark Ages both contain far
more informarion on this tome; however, they prima-
tily focus on the end of the 12 century. While those
w'.l'j"i"-:-._'ll':\_'l'r'.h are useful, |]'Il.:"5.-' are not essential to
runninge munes set in chis period.

e Sngsniition

The rise of the Catholic Inguisition heralded
adifficult time for Europe. The Inquisition hunted
down heretics and devil worshippers. Inguisicors
searched long and hard for anything that they
believed was infernal or anti-Christian. The In-
gquisition would interrogate suspects, using all
manner of torture to force the truth from them.
Omne particularly vile form was water toroure, The
subject would swallow a long cloth thar would be
slowly saturated with water, As this happened, the
cloth would swell, Then the rorturer would pull
the ¢loth out of the subject, usually finding it
covered inblood. The Inguisition turned neighbor
ainst neighbor, hushand against wite, and chil-
dren against their parents.

Although the Inquisition's tactics were horri-
fying, they produced resuls. Some of the people
that were caught were actual heretics and
infernalists. Many vampires fled for their lives, as
the Inquisition killed their pawns while seeking
out the Leeches. The werewolves of the time
didn't suffer as badly, of course; there were few
inquisitors whocould survive enraging a werewalf,
much less do anything abour the wrarth of an enrire
pack or caern. But the Garou couldn't be every-
where ar once, and isolared Kinfolk were ar a grear
deal of risk. A st Ty ST Among these evenrs 1'r:|;_1|‘.E
make a good social challenpge rather than a physi-
I_|| RIS "|'|'|:||'! 'I | 1""1'["]]1 \,‘l\lll'-l: ||'|'|-|.-'||'|. IMCLiEs a
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whole village against a Kin tamily? Is the pack willing
to slaughter the town to save their loved ones? And if
they do, what sort of things will come to investigare
such an overt display of supernacural violenee?
e Bk Flagire

Sweeping through Europe with a vengeance, the
horror known as the Black Plague killed a quarter of
Furope’s population. Death filled the streets, People
cowered in fear, hiding in their homes, praying that
they wouldn't be the next victims. Superstition gained
control of the hearts and minds. A homid cub under-
going her First Change during this rime might well
believe that she was dying, These thoughts of doom
and death hrought about a spiritual malaise.

Werewolves may have had enough strength o
resist the plague, bur notall of their Kinfolk did. Many
people looked for a cause, some secret sin that brought
about the horror and death. Every time another victim
fell to the Black Death, a potential hunter was hom,
These misguided people would seek our anvehing thar
they felt could be responsible. As so many died, the
undead feasted and the Wyrm's [rROMTISES of safety in
cxchange for services diew muny followers. Banes
flocked o the suffering, making the urban spiritscape
a very dangerous place for even werewalves.
Armaitsance

The Renaissance saw an ebb in the superstitions of
the medieval world. The Church lost influence as the
Retormation spread across Europe, and England estab-
lished its own Church based on the diviue right of kings.
Learning and inventions spread through the lands, espe-
cially after the crearion of the Gutenberg printing press.
knowledpe was no lonper exclusively in the hands of the
Church. The Glass Walkers (then Warders) had the
largest srake in the advances of human civilization, obwi-
ously; i particular, they were active around their home-
land of Ttaly during the height of the Tralian Rengissance.

For most werewaolves, the most imporrant event of
this period came in 1492, when Christopher Colum-
biis .I-I'I'1'-.'|.'|.| I 1[‘“: Ncw "n:"rf"'n:lrld. .*j'u'.r.uh]n‘qg Lt Scumie
stories, a member of his crew was a Bone Grawer,
?"-1:II‘|‘3. Giarou .I]!'L'Hdl,-' knew about the Pure Lands. The
Liet ot Fenris learned of it from Norse explorers cenru-
ries before Columbus. But, now word spread through
Europe and all of the countries wished to carve empires
out of this unexplored wilderness.

European werewalves flocked to the New World in
the guise of furriers, soldiers, and even missionarics.
They did not realize that tley also broughr agenis of the
Wyrim with them in the form of contagion and plague.
For the Croatan, Uktena and Wendigo tribes, the start
of the European invasion marked their own apocalypse.
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The Age of Expitration

Disease spread into the Pure Lands faster than any
Eurcpean invaders. As when the Black Plague devas-
tated Europe, thousands died. Entire culrures vanished
asdiseases killed and killed again. More Narive Ameri-
cans died from disease than from all the fighting with
Europeans combined.

The Wyrm's onslaught against the Pure Lands was
utterly devastating to the werewalves thar had pro-
tected the lands for millennia. Theurges summoned
spirits to help cure the sick, while conguistadors looted
the Aztec and Incan Empires for their gold. The worst
Was yet to come,

The Eater-of-Souls, avatar of the Wyrm, came to
the Pure Lands. For the werewolves of the Americas,
the end was nigh., Disease had slain cheir kinfolk and
thinned their ranks. They could nor tend their caems
nor mount a defense agamst the coming waves of
mnvaders. They could not stop the Earer-of-Souls, at
least not without a terrible price.

The Croatan rribe paid thar price. In a ritual that
destroyed the Eater-of-Souls, the Croatan sacrificed
their entire tribe. In a moment, an entire tribe of
werewolves died. Spiritual shockwaves rore across the
Umbra. Theurges in Russia clawed their eyes out in
madness. For the Ukrena and the Wendigo, the loss of
their brothers and sisters was like the end of the world.
Many members of the surviving tribes slipped quietly
into mourning, then Harano, and died.

When the werewaolves of Europe arrived along
with human colonisrs, they found the Croatan cacrns
abandaned. The Ger of Fenris zealously scized conrol
of many of these sacred sites in order to protect them,
since the weak Uktena and Wendigo obviously didn't
know who tofight the Wyrm. Other tribes bad similar
feelings about the tribes of the Pure Land. For their
pare, the Wendigo and Uktena found tareets for their
rage in the invading Garow. Intertribal war raged in the
forests of the Americas while colonists foughr first to
survive and then to gain independence from Europe.
(The supplement Croatan Song contains much more
information on pre-Colombian North America.)

While this was going on, werewolves renewed
some acquaintances from the War of Rage around the
world. The European powers wished w claim the
world, and they would spend the next century doing so.
Wherever they wene, the Garou went with them.

e R of Roason

As rime passed, intellectuals began o question
nobility and rthe rights of the individual, The French
Revolutiom was a major tuming pomt in the history of
Europe, as the common people rose up agamst the
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nobilivy. Ultimately, everts led w executions of the
nobilicyand a reipn of terror inthe strects of Paris. While
the triumph of reason had lasting effects in the hearts
and minds of Buropeans, Napoleon would seize the
Teigns af PO and |*-r|n_u order to the chaos for a time

Mapoleon®s conquests transformed Europe, forg-
ing alliances berween old enemies and redrawing po-
litical boundaries. His ultimare defear left Grear Brit-

aint as the most powerful of the European nations, The

etage was setfor the dominance of the British Empire.

Mozt werewalves warched the events unfold in
Europe with  sense of apprehension. The world was
changing quickly. Many of the elders did not know
hiow to adapt. Napoleon raised anarmy of a size that no
werewolf had ever seen. The French rational move-

ments seetned tobe the work of the Weaver, replacing
relivion with reason, ransforming the world intoclock-

work mechanics and fermulae.
i = A
Awervimn Crtsd Pllar
Although historically the Garou were not dramati-
cally affecred by the Civil W ar, serting astory agninsr the
backdrop of the bloodiest contlict in American history is
just too good an opportunity to ignore. Representatives of
all tribes but Srargazers and Bunyip were present in
Arnerica, allowing for a grear diversity of characters, The

-mm—h\;\\.\n ——

st abvious story is a pair of septs thar go to war against
one another for some reason, miroring the framricidal
conflict of the time. As North bartles South, brother
fights brother, ond tribemarte fights ribemare, Orher
plots might entail Garou invelving themselves m the
underpround railroad (Uktena, Children of Gaia and
Black Furics are all good choices for this), the Pure Ones
takimg some measure of revenee under cover of the war,
or Garow of any mribes tryving o prorect their Kin fom
being caughit up in all the bloodshed.
e Mid et

The war between the Ukeena, Wendigo, and rhe
European Garou finally ended with the coming of the
Storm Eater. Long trapped in a spivitual net woven by
the three tribes of the Pure Lands, the deaths of the
Croatan weakened the Storm Eaver's bonds enough for
it to break free. Originally a massive Wyrme-spirir, the
Storm Eater became something more when n de
voured a powerful Weaver-spirit, becoming a blasphe
mous hybrid of both. Wherever it passed, the Umbra
was shredded into new forms, creating Broken Lands
where the Gaunrler was all bur absent, or warping
spirits into parcdies of cheir former natre,

Anmudst this chaos, the Wendigo and the Ukterna
fought to protect their remaining cacrns from the
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encrogchment of European sertlers and other
werewolves. All the while they needed help rostop the
Storm Eater, which was powerful enough o remold
the entire Penumbra of the American West into a
storm of 1ts own creation. The desire to stop the Storm
Earer won out in the end.

The struggle o win the West was one of epic propor-
tions. Mix all the regular rrappings of the Wesr, outlaws,
pamblers, sunfiphrers, and a horde of Storm Umbra
twisted monstrositics and vou've sora lor of marerial for
achronicle, Werewolf: Wild West covers this period in
a detail and provides a good basis for adapting any time
period to Werewolfs The Apocalypse.

Srutiaptrint Zoetrofistion

The Industrial Revolurion promised empowerment
for the people. A common person could become rich,
[ndustry would lead o lives of luxury and plenty for
everyore as production increased, Bor the eopowerment
of the people came at the expense of the rest of the world.

The Industrial Revolution saw the destruction of
torests. [e broupht terrible pollution. Workers became
slaves to their companies, working long hours in dan-
gerous conditions for little pay. Advances in rechnol-
opy came with the Industrial Revolution, but only
ter people paid a high spiritual cost.

Werewolves had never experienced aracks on the
environment. By destroying forests and polluting water
ane air, the Industrial Revolurion was slaying spirits,
Most werewolves did not know what to do, other than
arrack these new facrories in the hopes of shutting chem
down. The spirit essence of the workers was slipping
away. The Wyrm's minions gained power from the
suffering and despair, finding their way into the souls of
humans, creating fomori in numbers never before seen.

I many ways, the Industrial Revolution was the
major turning point in the Garou's strugele. The
Woeaver's prowed sureed o new levels, making raids
inta the cities all the more dangerous. The Wyrm, too,
arew fat and powerdul. A chronicle ser in this rime
period could foeus on how the world changes forever,
the first true sign of the Apocalypse.

The Thenfictts L/E’f,!ﬁjfy

The last century saw a technological boom coupled
with o population explosion across the world. Many
werewolves feel thar the Apocalypse is here and now.
Wildemness is disappearing at an alarming rate. Tech-
nology has brought consumption and waste, destroying
the environment. The Industrial Revolution was just a
portent of things to come. Humans now have weapons
of destruction that put them nearly on par with the
Garou. Modern firearms can bring down any animal.
Muclear war could destroy the world with a rouch of a

button. Turmaoil wracks werewoll society, because obvi-
ously, somewhere, something has gone terribly wrong.

S Plar /

The innovations and inventions of the late [9th
century continued in the early years of the 20th cen-
tury. The world became a smaller place. Colonialism
continued asempires clashed, evidenced by such evenrs
as the Spanish-American War and the Russo-Japanese
Woar. Travel made the world smaller. The relephone,
the automobile, and the airplane all found widespread
usage during these years. [n many ways, it was a rime of
aptimism and nationalism.

No one was truly prepared for what would happen
when a Serbian assassin killed the Archduke of Aus.
tria-Hungary. The First World War changed the world,
Modern technology changed the way nations fought
wars. For the first time, weapons of mass destruction
saw action on the barlefields. Mustard gas and other
roxic poisons killed not only enemy soldiers, but also
everything that lived. Strategists invented trench
warfare creating inhospitahle no man's lands berween
the trenches. Land minessaw their first use, remaining
deadly restimoenials to military innovation long after
the fighting ceased. Mechanized vehacles, the first
tanks, rumbled onto the battlefields. Dieath flew in the
skiesas hiplanes dueled each other lor aenial supremacy
and spied out enemy positions. The Garou saw the
power of the Industrial Revolution in terms of raw
carnage for the first time. The Wyrm grew stronger in
Europe, forcing the Garou to desperate measures,

Werewolves fought on all sides during World War
1. Some fought for their nadon. Others fought w
protect their hames. A few Garou even tried to kill as
many soldiers on both sides as possible in the hopes of
alleviating the suffering. The Communist Revalurion
in Russia tore the attentions of the Silver Fangs away
from the other tribes. As monarchies ended across
Europe, many werewolves found themselves without
the leadership of the Fangs, Most seprs chose to cel-
chrate their independence.

World War [ also brought back the specter of
slobal disease. An epidemic of influenza killed the
voung and healthy in the United States and returned
some of the fears forgotren since rhe time ot the Black
Plague. When American troops reached Europe, they
brought the flu with them. No one, soldier or civilian,
was safe from the plague which continued to kill even
after the warring nations made their peace.
Krarsog Therfir

The end of World War [ brought an economic
boom ta the United States. Women gaimed the right to
vore, a triumph rightly celebrared by the Black Furies,
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for a chronicle set in the war, Hitler isolated England
and rained terror and death down upon s citizens.
Fascist governments ruled Eurape with an iron fist.
Stalin j_':!'i"llllt| the bodies of Russian soldiers under the
wheels of the German blirzkrieg in the hopes of slow-
ing it down. These madmen took mass slaughter and
rinsed it up anotch ro genocide. May no one ever have
tw expenence anyrhing like the concentration camps
again. Africa was in flames as the Axis foughr the
Allies. Japan ran over the rest of Asia. The Unired
srates remained causht up in solationism unril a
lapanese sneak arrack on Pearl Harbor destroyed the
entire Pacific fleet. Mo one knew how the war would
endd, and the Axis could have won.

The Garou fought against both sides early in the
war, but us time went on, most of them realized thar the

Axis powers were Gaia's true enemies. The Ger of

Fenris became instrumental insaboraging the Nazi war
machine. Werewolves were in the Sourh Pacific :|ln|'|l_,:
with the troops, battling spirits of war woken in the
jungles along wirh Japanese shapeshifters, The Wyrm
never stopped fighting its war against Gaia during the
strugele. Just when Allied vicrory seemed inevitable,
the Wyrm achieved its greatest riiumph as well in an
isolated area near Los Alamos, New Mexico.

The atom bomb gave humans urumaginable destruc-
rive power. Hiroshima was the fisst city to suffer a nuclear
arrack, Evenafrerthe United Stares destroved Hiroshima,
the Japanese government had difficulty believing what
had occurred. They thought that wharever had happened
couldn’t possibly happen again. Nagasaki convinced
them that peace was the only option. Although the
lapanese surrender spared thousands of lives from the
horrors that would have followed an invasion of Japan,
Pandara’s hox was open. No one, anywhere in the world,
would ever be complerely safe agaim.

T e &g
After World War 11, old allies quickly became

rivitls. The two superpowers, the Soviet Union and the
Unired Staces, bepan to carve the world up into com-
munist and democratic states, Once both nations had
nuclear weapons, the threar of nuclear war loomed
over every living being. Gaia's defenders were now
absolutely helpless to stop the end of the world if the
leaders of the two superpowers decided ro oo to war.

Lt was a time of distrust and fear, carefully hidden
away behind censors who helieved that they were pra-
recting morality. During dwe hevday of McCarthyism,
neighbor informed on neighbor. For werewolves, unex-
plained disappearances or voicing any anti-government
sentiment meant visits from federal apenes. Garoustarted
te infiltrate some government agencies, bur these ar-
remprs did not always go well.
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The economy boomed, but minorities were left
out of the bounty, Civil rights advances began, but in
many places, especially the South, African Americans
weren't rreared as true citizens. Segregarion, SepaTae
but equal, was the policy. It would take a great deal of
courage, bloodshed, and resolve over the next two
decades o change this.

A large teenage population swelled the schools as
the post-war Baby Boomers grew up, They discovered a
new rype of music, rock and roll, which horrified their
parents with its sugzestive lyrics and hip-swaying musi-
ctans. This rebellious form of music may have helped
prime the Baby Boomersfor the vears of protest tocome.

The Cold War reached a crescendo during the
Cuban Missile Crisis. The United Stares Navy moved
tointercept Soviet transports carrying nuclear missiles
to A base in Cuba. For days, the world teetered on the
brink of nuclear war. Threars flew hetween the two
SUPETPOWET s, Pex 1[*]!.' huddled in bomb shelrers lm.pin;:
toy wair our the atrack. Cartoons [;auj_:hL children to
duck and hide under blankets in case of nuclear artack.
After a numbert of tension-filled days, the Sovier ships
roried around. The crisis ended. However, the fear
penerated by the threat fed more powet ta the ":':-’yrm.
For decades to come, people around the world would
carry the fear of global destruction with them,

The Yiewiam War began as one of America’s at-
rempts to stop the spread of communisim. The longest
and most intense jungle fighting ever known took place
as American soldiers tried to protect South Viemnam
from the North Vietnamese army and the Vier Cong.
From all accounts, veterans of the Viernam War lived
tension filled days and slept with nightmares. They
tought an enemy that would never pive up, dyving to
claim hills our in the middle of 3 trackless jungle. Unlilee
World War 11, many soldiers did net understand this
wat. They did not know why they fought. A few
werewolves found their way to Viemnam. They foughs
against the war-spirits and Banes thar fed on the suffer-
ing, bur they could not find a way to end the war,

Pt Apocay;,
anf Q?Z- %f#

W erewolves are obsessed with the Apocalypse. The
tanatics among them believe that it's coming, and these
are rhe final days. Unless, of course, it has already
happened. What does a past-Apocalypric world loak
like ! Whar do the Garou do once they've failed ? A post-
Apocalypse setring allows you ro explore several themes
with a different perspective than you would in & stan-
dar game of the End Times. Post-Apocalypse adven-
tures can be as simple as ourcasts trying ro survive inoa
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hostile world. Young werewolves could be seeking re-
demption for all of Garou society, consrantly rrying to
make up for their ancestors’ failure to prevent the
Apocalypse. Perhaps the Stargazers are correct, and the
Apocalypse is just another stage in an eternal cycle.

Changing the setting from the standard World of
Darkness presents the Storyteller with hoth apportuni-
tics and challenges. You now have the chance w oruly
personalize your world — it can be whatever you want
it to be. You can change the rules without worrying
abour a plaver complaining “but it says om page 63 that
it will work if | roll 4 successes!™ Changing the setting,
especially if the group s made up of veteran Werewolf
players, can help encourage roleplaying and give a new
perspective on Garou society. [t keeps the plavers on
their toes and gives them new areas to explore. That
does lead, however, to the challenges. Nor all playersare
willingto letyou pry the rulehooks from their protesting
fingers. Some players may feel confused or uncomfort-
ahle. A good idea for any game, but especially one where
you plan to tweak the rules, is towarn your players ahead
of time rthar not all will be as they expect,

The World of Darkness is a comfirtable setting for
many plavers —similar enough 1o the real world for
them ta be able to relate to it without too much rrouble.
That familiacity is part of what lends Werewolf its
horror value. Players suddenly have the themes and
motality of Werewolf confronting their perceprions of
the real world. As a result, changing rhe setting can
cause the plavsibility of your game ro suffer. Most
alternate settings work best when the players can still
relate to something — human emotions, a particular
place, oranything else that lets the players connect with
their characters. Of course, every rule has its exception,
and ir is pertectly possible to creare an alternate setring
that will completely disorient the players. Just make sure
you are prepared to deal with the consequences.

If vou need some inspiration, warch a few of FOLIT
favorite apocalyptic movies, or read a few books, Pay
special attention to the messages — they often center
on survival, redemprion, and rebirch, all of which are
great themes for Werewolf, Below are some ideas for
post-Apocalypse campaigns, and other variant set-
tings. Use them as the beginnings of vour own stories,
or as visions of the future for standard settings.

S e et .3/ e Iors e e Knvore S5

It's the Big One. Someone punched rthe big red
burron, and mushroom clouds sprouted throughour the
known world. The remaining Garou, instead of being
united to save Gala, uJi::.intL‘;miTr: furrher into WAITINZ
facrions. Some blame rhe madness of the Wyrm, athers
the Weaver's out-of-control technology. Skepticshlame
human folly, claiming that humans were toving o il

“.-_-—'.

Chapter Five: Breaking the Mold

humans, and good riddance. A few packs tum on their
fellow werewolves, blaming everyone else for whar has
happened. The typical post-nuclear war setring pro-
vides opportunities for the characters 1o see the effecrs
of war sone mad. A variation of the end-of-the aworld
scenario allows the Wyld to seck its venpeance —
instead of nuclear war, an asterond orother celestial hody
hits Earth (perhaps directed by Rorg, the Planerary
Incarna of the asteroid belr).

A world in which many (if not all) existing cacms
have been dc.‘ilnl-':‘-'l_‘d, and then sept members killed,
provides an excellent opportuniry for the Storyteller
to bring together many diverse Garou. Elders and pups
of all diffarent tribes may gather together and either
wark together, or fight amongst themselves. This is 4
great reason for o multi-tribe puc'k. as whatever voung
are available find themselves thrown topether. The
pack can then roam the world, bartling the forces of
the Wyrm. Eventually, they mav be able to discover
the truth behind how the nuclear Armageddon started.
and learn SOME Ways To rescLe Giana from destrucrion,

You might want to make the setting realistic, or po
with the pulp science fiction “rwisted wasteland.”
Along the way, the pack may find strange mutants
roaming the earth, including rwisted creatures that
were once werewolves. They eould have o deal with
the cffects of nuelear winter and a terrifyine climare
Imagine forests of wilted trees or coastlinesswepr clean
of human struceures by giant tsunamis.

Strange cults of survivors form, banding togerther
tor survival, These survivors will penerally be scaven-
gers and oppartunists. Cannibalism wouldn't be un-
heard of ina woreld with little food. The survivors will
gatherweapons and turn them on anyrhing outside the
group. Insane survivors are easy proy for the Wyrm. Just
think about escapees from a Mad Max movie and give
them some Wyrm raine.

Mot everyone who sutvives is a whacked-out para-
noid psychio. More pacifistic survivors may try o unite
eVEryone in peace. Some may seck out the spint world
Others may welcome the chance to build a new and
hetter societ ':,.T]l-;'g would be derermined not forepeat
the mistakes of the past,

Naturally, in such an environment, the spirit world
will have suffered just as much as the physical world, if
not more so. The background radiation strenothens tie
Gauntler, cutting the Garou off from the Umbra except
at the most powertul caerns. More Blights form in the
Penumbra, making it far casier for Banes to enter the
physical world. Hellholes form on earth where Nexus
Crawlers lure wanderers desperate for any sign of hope.
Damaged spirits of Gaia rampage through the Penurm-
bra seeking self-destrucrion after witmessing the horror
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of nuclear war, Many of them lash out at anything in
their final dying agonies. Tragically, the werewolves
have to fight and slay spirits that were once their allies,
buat now are too far OIS T Save,

The Weaver's web has collapsed. Pattern spaders
work desperately to fix the structure. Many have
become Wyrm-tainted and savagely artack their CTys-
talline counterparts, The Wyrm could even breal fre,
heralding a time of hell on earth.

You could also run a nuclear apocalypse chronicle
as o single serting. Maybe everyone’s safe in a shelter
that no one can leave without fear of exposing the
community to dangerous fallout. A chronicle focusing
on the development of plaver and Storyteller charac-
ters, Garou and human, who have to survive topether
i an isolared space would challenge roleplayers. How
cant a lupus keep herself out of Harano, when she
knows that in all likelihood every wolf on Earth is
dead! A number of isolated shelters could exist wirh a
few cables connecting each other. After a few wf_'m]»{ﬁ_,
A ErOup may wWant to my ro venture out. What happuuh‘
as food supplies run out ! f the werewolves lose cantral,
what will the communiry do about them!

As Storyteller, you may want to maodify the skills
available, depending on how long after the bombs fall
you set your story. In the immediate aftermath of the
Apocalypse, the Garou would obwyio sy hoave all of the
modern skills, and would have to learn whatever new
ones they needed o survive in their new world, A
generarion or two later the characters would have had
the opportunity to learn those new skills from child-
hood. New flora and fauna arise in the aftermath.
Spirits that survived may have new Gifts to reach in

order to help the werewolves survive a hostile planer.
A lost world awaits discovery and rebuilding,
ﬂﬁﬁf{?ﬂvﬁ{f

The world's population has been devastared by an
unknown, fast-mutating disease. Very few humans sur-
vived contact with it, but the Garou and their Kinfolk
sectin remarkably resistant. Werewolves have a nearly
uncontested ability to dominate the planet. They no
longer need o worry abour the Veil, as most of those
remaming are their Kin, The Garou have lose their
natural leaders, as the Silver Fangs alone scemed vulner-
able 1w the disense. Even more tlib[ui‘lﬁlll}{]'ﬁ the Bone
Cinawers and the mens proved to be the most resistant,
suffering very few losses of either Garou or Kinfolk,

While the Garou tight fordominance, the forces of the
Wyrm have grown much sronger. The disease was their
ally {perhaps even theirdoing), and they were prepared for
its effects. The Leeches who once ruled the cities find thar
they now have only one good source of blood — the Garou
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Kin. The Garou must try to defend their Kin from the
J-:prcl.{ul::iuns‘ﬂff]'u'f Leeches, whoare now f‘i_ght:ugu[nun;gﬁr
themselves for the few human “catele” that remain. Many
of them also want to prorect the few humans who remain,
over the prorests of the Red Talons and others thar are
happy o see humanity destroyed.

Such a scenario presents an excellent opportunity
o turn players' views of Garousaciety upside down. The
Bone Grnawers and the metis can take leadership roles
never before available to them. This opportunity would
likely bring about sweeping changes in Garou sociery.
How likely are metis leaders going to be to enforce the
scction of the Litany that prohibies Garou from mating!
The Bone Gnawers could be of split apinions. Some of
them will want to do away with status entirely, while
others want to lord their new status over the rest of the
Garow, as had been done to them for so long.

This is a setring thar has a lat of potennial to upset
players, especially veteran players who think they know
how Garou society is supposed to work. Unless you just
like unhappy players, make sure that they don’t po into
this game with plans to make 2 Silver Fang Ahroun who
will one day rule the world on the strensth of his
hirthright. On the other hand, if they wish ro play the
last of the Silver Fangs, trying 1o retain nobility and
honor, it would provide a great roleplaving challenge.

Another possibility 15 that the discase hasn't fin-
ished its work. Maybe it’s murating and slowly killing off
the Kinfolk and infecting select werewolves. The char-
acters could have to determine the source of the plague
and fitel a cure. Scenes of characrers walking through
quiet cities littered with corpses would be very cerie.

For adifferent vanant, the disease could kill off all
the wolves instead of the humans. Can the characters
finda way to preserve the few remaining wolves P 'What
happens if the Garou lose all of their wolf blaod!
Lt of the St

The Umbra has been fully sundered from the mate-
rial world. People everywhere have lost their spirit and
their passion. Humanity ne longer produces music,
laughrer, or joy, Humans have become capable of lirtle
more than despair and hopelessness. Though more
resilient, the Garou have been affected also, and insome
ways even more greatly, The Garou can no longer
connect wirh the Umbrea, noredo they have contact with
the spirits. The influence of the spirir no longer tempers
the werewolves' Rage, and many have rampaged through
the throngs of human sheep that now occupy the world.
The Theurges and Philodox have suffered prearly, and
many have succumbed to Harane.

It the eves of the Garou, the world has become a
liteless place, Colors have faded ro a dull, dusty pallor,
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The air has become thick and stale, an oppressive
weight in the lungs with every breath. Lakes no
longer sparkle in the sunlight, but instead lie stag-
nant under an overcast sky. The werewolves still
remmember the way the world used o look, and
mourn the loss of the spirit world. Evensome Garou
have begun to forger, Most of the Glass Walkers
have succumbed o this gray deadening.

As long as there are some that remember, Gaia
has not completely lost Her defenders. The charac-
ters should be among those that remember, and are
tryiig Lo pestore the world's connection o the
spirit. A chronicle set in the sparitless post- Apoca-
lypse can become a story of inspiration and rebarth,
_ll"|"'i 'l'.:' L_l'l.l':il. CErs Sl | r..'l[ WAYS T TE 5'_'.|i!] ';. :‘I'.n.:'.\!.\
ind reawaken the spirir, they may inspire othersand
|'x'][' them reconnect as well. .-'I";-|||'|L|IILE-!I rhis is an
extremely dark and depressing setting, a theme of
hope and renewal would help to balance the tone.

Whart happened? Did the werewolves fail?Could
thev be responsible for the sundering? One of the firse
activoms thar packs will want o ealee is ro find our whar
happened and why. Has the Wyrm freed ieself? Is a
powerful spiric back from ancient times! Has the
Umbraseparated from the physical world inthe paste!

|_1L‘;_|';.||'l‘- a lost rirual o ferish could |"ru'x'h\h' the
way to reconnect the Umbra with carth. Maybe the
werewolves must force their way into the spirit world
and undertake adangerous visionguesrt o restore the
connection. Another idea would be o have a few
single caerms remain the only connections o the
Lmbra. Septs that have lost their caerns prepare to
seize the remaining cmes from the defenders.

T e Py Trdompliant

Mhe world's environment was a lot more Hluid in
the past. The Apogalypse may have very litde to do
with the Weaver and rhe Wy ar all. Perhaps the
"'1-'|_~,|_'-,--;_'|: hu*— |'q<;r1 .||\EL- (] 1]_;_3[(! the "'J;'r':,'!'m in L']‘H_'-n_'l( A
and maybe this really 1sn't 8 good thing. The spiraling
influence of the Weaver's mad dance with the Wiyrm
has drastically aleered nature’s courses Perhaps the
Weaver and the Wyrmhave driven the Wyld berserk

A the Wovld unleashes it venpeance, hurricanes
the size of the Arlantic form and lasr far years. The
world experiences ten-vear droughrs, earthguakes,
huee voleanoes, melving olaciers, severe coaseal flood-
ing... any and every natural disaster you can think of.
Whale comtinents may scize up or go down benearh

the waves (wasthar Australiasinking?) Thewerewnlves
may find themselves in the unfamiliar, and uncom-
tortable, position of fighting apinse the Wyld

The Garou may disintegrare into the predicr-

. g 3 i
able rounds of Blame and recriminations. .. or they
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mught be finally forced to recognize that ne one tribe
can bring Gaia back inro balance alone. The Wyld is
an indiscrnminate killer, and shows no mercy to ani-
mals or humans. This gives you a charice ro pur
members of all the wribes together peacefully, united
for a common purpose. A variant of this setting would
allow you ta have your player characters be tribeless,
perhaps Gasa's plan ro recreare the One Tribe.

This type of natural disaster lers the Storyeeller
literally rework ceosraphy. If vou like the idea of the
flame from the Statue of Liberty just breaking the
surface of the Arlantic Ocean, o for it. Wanre o turn all
of Florida into the Everglades? It's your world. Sea lévels
could drop, revealing ancient mins long forgoteen,
possibly releasing imprisoned evils from the distanr pasr.
Mayhe the secret to stabilizing the weather and appeas-
ing the Whld lies hidden somewhere in the world.

[Perhaps nothing can be done to stop the weather.
Werewaolves and humans must leamn to adape. Gaia
may create a sanctuary — a place like Summer Cour-
try on Earth, which the Garou have o find, The
werewolves not only have to pet themselves to this
hidden sancruary bur their Kinfolk as well,

e Wibo T orgef e Fiach..

Werewalves have been born, lived, imd died inthe
post-Apocalypse world for many generations, Only
stories remain of the Time Before, and those few have
taken on the character of myrhs. Surely, a world like
that could never have existed in this bleak, dark,
devastated place. The characters should he well pre-
pared for a harsh life, with suffering in the past and the
prospect of mare suffering for the future. Artacks Ly
Wyrm-creatures, Black Spiral Dancers, and renepade
CGrarou oceur with depressing I]'uquun::‘:,-‘.

Amidse all of this pain, one pack of young Garou
finds a spiric gare thar will let them journey to the past
and passibly stop the Apocalypse. Of the many prob-
lems this raises, one of the first is thar nooe of them
knows what they would have w fix. How did the
Apocalypse start in the first place? While they know
thar the gate will take them 1o the proper time and
place, they do nor know what they need to look for
once they per there. According to the myths, the
werewolves of the time were great heroes who died
trying to defend Gaia. They failed, so how could this
young pack hope to succeed? And yet, it would be
warse for them to have a chance and not even try.

Thisscenario suggests in epic campaign where if the
youngwerewolvessucceed inchanging the past, they may
cease to exist. Heroes of the past could be the ones thar
they have ro stop. Maybe they need to aid the minions of
the W'yrm in their efforts o wreak havog to break a series
of events thar leads to Armapeddon. Other possibilities

include a second pack being sent from rthe furure to stop
them. Does thespirit gate work in reverse " Whar happens
if Black Spirals take over the future? Depending on vour
troupe, a nasty sequel to this type of chronicle might be a
return tripwhen the acrions thar the Garou take only lead
to & less destroyed bue darker future.

As an important note with this type of scenario,
don't get oo wrapped up in causalivy. It vou allow
questions like “well, if we fix ic, we won't exist so we
wouldn't have gone back so we wouldn't have fixed it”
to be commonplace in your chronicle, you'll anly end
up with a bunch of frusrrated plavers. 1t's a time travel
chronicle — it's not meant to be realistic! One option
is to create a spirit guardian of the gate thar explains
thar if the pack changes the past, the changes will be
permanent, even if the umeline 15 changed. End of
discussion and everyone goes back to worrying about
what to do instead of trying towrap their heads around
the Sprace-r e COTT L.
ﬂﬁp‘rvg,;’

The Wyrm has been healed — or even destroyed!
The werewolves have survived the Final Days! Gaia's
defenders did ir. 50, now whar? Whar happens after the
Wy is defeared? Without the constant threat of the
Whvrin, o the tribes turm oneach ather? Does Galaneed
the Garouat all? They always focused their rage against
the Whynm and its minions, Without the destructive
power of the Wyrm, the Garou slowly lose their rage.
Inter-tribal warfare rears its uply head as the ditferenr
tribes try to dominare in this time afrer the Wyrm.

For deep roleplaying, werewolves could slowly lose
their ability to change forms, They have o choose which
form tostay in, because like achild makingsilly faces, they
could freeze that way. The Corruprer Wyrm may be gone,
bue noe all of irs human servants. Evil seill exists in the
world, For example, vampires are not necessarily Wyrm
creatures, Can werewolves sull protect theircaems orlive
therlives if Gaiane lonperneeds them ! Does the Weaver
become the big enemy? Glass Walkers may find them-
selves ina very bad light with the other ribes.

And if the Wyrm was actually destroved — not
healed, but wipud from the universe
Without a force of Balance ar all, the universe might
quickly become unraveled as the Weaver and Wyld
tight for dominance with nothing to keep them in
check, Can something else be restored to the pesition
of Balancer? Could the Garou themselves be the ones
to find a way to replace the Wyrm?

Hieome fo te Apocafipoe

The Eye of the Wyrm is fully open; the time hascome
for the Final Battle. Werewolves must try to summon the
spirits of their ancestors and gird themselves for war.

whar then!
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Mothing must be held bacl, because the Wynm's agents
are coming in foree. This chronicletakes place m the last
of the Final Days. The final signs come to pass on Earth
and in the Umbra signaling the end of the world.

This is an ambitious setting filled with hich deama
and desperation. Werewolf characters in this chronicle
might be far more powerful than a starting chamcter,
generated using the rules presented in Chaprer One, or
they might be foorsoldiers in the Final Bactle. Don't pull
any punches: this is the bigone, theend. A sense of urgency
cshauld surround rhe characters’ every action. The Black
Spiral Dancers, fomori, and the like should have a similar
sense of desperation, or overconfidence if you prefer.

The chronicle should build to o final batle, taking
place in the Umbra and on Earch. Ultimately, ic would
be nice if the Garou won, but not hll';l”'g.-‘ NeECcessary.
Perhaps the end should be like Ragnarck in Nomse
legend, The warriors all die great and noble deaths,
slaying their enemies, leaving behind only a few survi-
vors, the peacemakers, the kinder and gentder sorts who
can build g betrer world for the turre. How successtul
the characterswere in the stories buikling up w the final
battle should help determine the final result. Maybe
they die from wounds suffered in the bactle, but only
after they have a chance tosee vicrory. Mavhe the pood
puys lose, bur they somebow survive to try to rebuild
werewolf sociery and keep fighting until the bitrer end.

Running the Apocalypse allows you to doa tour de
force of all the major heroes and villains from vour
chronicle. Take every character vou've ever liked from
every Werewoll sourcebook and run with them. Ler the
characters journey o the surface of Anthelios, or gather
the oreatest heroes from each of the Near Realms to aid
them. Enjoy yourself and make it an event for your group
to remermber. If you want to go really overboard, get
cheap burtons made saving “l survived the Apocalypse”
or "1 died in the Apocalypse.” Your players will wear
them with pride for years to come.

Sstergpim

The Stargazers were right, The Apocalypse was
anly another stage in an eternal eycle, That eyele has
turned. Humanity sent itself back to the Stone Age
consago. Now, the Garou lind themselves confronting
anexploding human population. .. one that has devel-
oped apriculture, is beginning to form cities, and is
rapidly expanding across the globe, So now whar?

The werewolves remember the stories of the
Impergium, Will they let it happen again? Can they stop
the cyele from repeating iselfeven if they want to! This
15 much like a historical chromicle of the linpergium, but
this rime humans may be a bit more prepared. Spirits
may oppose the wea of a Garou lmpergium, Hard-line
werewolves may see this s a time of necessary action.

“-__—l..
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After all, if the Impergium had remained i effect, the
Apocalypse would never have happened.

Youcan use this variant in conjunction with some
of the other post-A pocalypse settings. Perhaps nuclear
war was the Apocalypse, and human civilization has
finally begun rebuilding a few thousand vears later
The characters may all have memories of the Apoca-
lyp=e from their ancesrors.

Cter Uivsiarsty

Post-Apocalypse settings are not the only variants
to the Werewolfworld. Changing partsof the Werewalf
mythology provides plenty of ways wo change the rone of
your chronicle, while still having it be about werewolves,
Above all, your chromicle is a way for you and your
players to have fun, while telling a story together. Never
lew the rules or the “official” storyline ger in the way,

Werewolf's rules and themes can translate into
alternate settings that may not be recognizable as 2
Werewolf pame to oursiders. This can be o preat way
to wake up plavers and get them o chink, o addicion,
it prowides a special challenge to the Storveller. By
creating your own world as o Storyeeller, vou have
greater control. Also, if you've run a number of
Werewoll chromicles, it gives you a chanee to do
something different, but stll enjoy your favorite (we
do hope it’s your favorite) game svstem.

Look at settings from fiction and find elements yvou
like. Yiou could throw all prerense of a serious same out
the window and sead a pack to the stars to fight giant
bugs in some kind of Starship Troopers with fangs. 1f you
want to do high fantasy or sword and sorcery, having
characters with the ability o wen into wetewolves
should make that horde of ores or barbarians think
twice. They could be the holy warriors of the Great
Wolf. Mavbe being a werewolf is 4 true curse, not a gift,
and the characters are fighting o free themselves.

The selections that follow are n:'.i'_-' a few ideas on
possible variant Werewolf sames, They are more meant
to fire your imaginarion than anything else. It vou like
an idea but don't wanre o anbalanee or radically vns-
form your current chronicle, use the setring as part of a
dream or a realm inthe Umbra, Many of these serrings
have a particular theme or tone and could be used as
analooy or symbols for evenrs in an existing chronicle.

Thebortom ling is this: don't be afraid rodo whatever
vou want with your game, As the Storvteller, it's your
wortld, your ereation, and your plot. Although we've said
it befare, it bears tepeating: the only rule s to have fun.

Tl Lasf Llefenders of Coir

In the distant furure, scientists have created the
perfect soldiers. Mixing unstable DNA from wolves and
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humans, werewolf wartiors now wage war upon their
country’s enemies, Cybernetic implants and combar
drugs help them reach a state where they become nearly
unstoppable killing machines. Science celebrates
werewolves as the ultimare Il|,|.|1|;1pi1 of 1_.,:-;_'1]11;][(1;::11' and
nature, They inspire fear i their enemies, rerenerare
trom nearly any wound, and depend on scientific rreat-
IMCTES [0 2nsu0re |!'||.'|:|' |.|.1|,.'.-|I|,".-' :-,'l]_]l:,l I{ut‘p &lﬂ'm bmﬂllll]1“.

[n a dark eyber future, werewolves serve as a
special police force and elite soldiers. They receive
orders from “The Man" with ruthless efficiency. Their
forms are as much meant to engender fear as o serve
1'I'let.'Li1.'iI1 purpuses. Alrernatives to werewolves exist,
in the forms of slayer androids and other pencrically
enhanced cyborgs, but none of them inspires the
visceral terrar of the werewolf,

[y this variang, the Garou don't exise. These aren't
the spirit-loving naturalistic wolves we know and love.
Mayhe the last Garow died defending the final caern
decades ago. The Vel srill exises, bur ir's much weaker.
People know abour the werewalt projecr. Werewolves
ety scark the bell our of thens, bur no one dentes their
existence. Giftsare special implants or evber dmgs given
to the characters to help them complete their missions.
Werewolves can expeer o be outfitted with a full
compliment of modern weaponry and receive official o
unolficial sanctioning from their creators. Everything's

all ser for a kill-fest of corporare warfare and amoral
carnage. Woe to anyone who gets in the way, Oh,
silver’s norany more of a problem than any orher metal,

Some Gifts aren’t found in this world. Who needs
ro talk ro spirits that don't exist? Gnosis shouldn’s
matter much, The Umbra doesn't exist, so no one
needs to worry about Gaia... or do they?

[Yark furure serrings usually wind up wirh the main
characters finding our some kind of nasty secret that
could hurt “The Man”. Corporations always need a
reason to turn on their greations and vice versa, Why
should we be any different, especially when we've got
a whole ser of books full of them?

The Resurrected

In thisvariantof the Garou-as-engineered-saldiers,
Gaia and the Umbra do exist, Perhaps the Garon are
limg gone, victims of the Apocalypse or simply hunted
into extinction ages past. Gaila has not forgotten her
protectors. Now, modern science has found a way o
bring them back. Gaia's spirits want them back, and
they don't intend tw leave them alone, Whar happens
when the artificial werewalves of the future tap into the
Umbra? Do their erearors decide that the creations are
going insane ! What happens when they realize what the
Weaverand the Wyrm have done to the world? T their
loyalties lie with rhe sovernment and scientists who
creared them or with a spirit world desperate to have




them back? How do their employers deal with spirit
magic and real magical Gifrs? As the werewolves reds-
cover the past, they may gain weaknesses to silver, bur
thev alsorregain Chifts and ferishes, Alsounoone said thiae
the Wyrm and its lovely servanes ever wenr away.
This variant can cover many Jifferent povern-
MCTHE-CONSPITACY Py SeTHings. For L'W.-.'nl‘rlj'l|l:. wierewolves
[ ||'.!Il.|_ |-"i_' |'|~'IIIH_-[" I"I'H"il:i_'l"l T l"ll:lll'lll"r- ll'l'.“ﬂ ETs, LlLl”C'J Tan
vrack down criminals and some people thar just know
ton much, Werewalves could be government entore-
ers, crented with o way for them to instill rerror into
normid people, as if the Veil were pierced. Whatwould

happen it o group of these werew vlves rehelled!
i
F [»ﬂ;}’ﬁffﬁf

Whar if o homids existed? Everyone's a lupus or
metis in this chrenicle The Bomids are sone, shoslh:
rered 1o the last — or perhiaps they never existed, and
werewolves were never et o rrear humans s
relarives. Furthermore, rhe humans know abour
werewalves, Faroer the Veil, humans hove learned
thar werewalves do exist, and they aren’ happy. The
thought of giant werewolves terrorizing the nught s
coough to alarmyany povernrment.

[n thissetring, the Garou desperately ry 1o keepthueir
wilf Kinfolk and themesehves alive against a linman rce
Jetermined to find and exterminate chen. Some
werewol ves infilerate thedr eneries, using oeman ormos e
[ AL their enemics, H|\Lt'1:1| units of werewoll
huntersared with hichfreguency sitens, flanie-throweers,
ardsilver bollets searelvoan thed S The 'y’llil\'l_'E!H'\'l_Tll-
ent stpport, i fudiog beheoprers, radios, and supgeen
Lesirms. Sonne iy even have pevclies in thesr employ

Iev rhis worll, the Baed Taloms are the grearest o
st respected of tribes, Humuns hove proved them vighi,
L -.||1i.| T :I"_'{.I.III. il 1\";'J.I:||;u'l'\ arnd |1I| e Lirawiersy
live o the verse of extinetion, set chey still dare toenrer
e cirtes amad sabotagse their Tunte s T st ol s, o
war thet the Ol sty Hieele chance of sumoene

The Chabdren of €5 realize thar huomsmity is 1o
powerful todetear siaply witloGng aned el Thioy huspue
topenadialocoe and negotite with the buoains. They
Beliowe chiar their enewies will Liseen toreason aod soop
this eemocide. Red Tulon [ diers AL rthe Children
OF Lt ol H”H i for Pernay thoeir society, by oy
care oo che Children's warentiodns may be.

I chat weren't eriweh, the Wy soll seeks o
deserow the Crrronn, Fomor and rhe lumsters i their
weenpes oo Hind aod kil the werewaobves, A& group of
s, the Sibeer Circle, hos discowered the trath
Wit chwe Worm, Thew koo char om 1y e wercw s
[l v ke tostoppings the Wyrm, Hiowveser, theCircle's

|||,'|1-]-'|-\. Fov ok | ||Ll' L 1I.II-.'ill |I.|'I.I. III-I|.'I. |L'I.I |||I.|L'.|.|.|
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members. Furthermore, they can't convinee politicians
and paramilitary hunters not o kill the werewolves

A chromicle buile around this serting focuses on
l]'tl:‘ [|:"'|-|'_"|I|_L"‘-| of overc 1|||-||':QE'||' e | :'IF'I':{ [RILS illl.[ll.'l' A% '|'|.'1'||
as the struggle forsurvival, As wolf packs tee trom the
humans, the werewolves must protect their Kintolk
and Lead them ro salery. A poipmant romance conbld
dalrlse .l'l\_'t"l'l.'l."'(.:'l'l il Ll.'lil.l:l.(. rer :I[‘hi al |-I'.'||~||-\.|f'l I|;'_|‘ir|1|:." rl"\-'
\l:':,"l'k'll'l'l l-ll.,‘l"l'l:-ilh H!'llll.,'{. li;l|:l|| |.'|'|i| (L T E[]l |.'||||:||.|.||"' 1
the hopes of having o homid breed again, The Bed
Taloms would tot take thar wel)

g fom a v

Lycanthropy his nothung to doowarh benrage o
heing a defender of Gina, Woerewolves pass on thus
chiomic disease when they Tive o persen, Trowe o he
werewnolf horror movie penre, pwerewoll condt oo
Bimseld ane ndehies of the Gall oo Drfculeies e
loweer on Bage rolls, makioe i1owome Hkely ol il
werewoll will Lose control.

All o the charicrers shonld stirer s a0 oo,
preterably with established connecrioms rocach arher,
Each o of the chamcrers surcrves am attack fromen
werewoll, They contract che discise, 0 prosresses
~'lv-'-'l.'|1_; ul first, |l.'-|l.|ll-|E o sochdon barsts ol Mo T.
urtwsigl hidr gronethy, sand shorper canmes. Mo lc
viriginal wereaal] w1 il Noeles cnprsicle the e v, nnayls
et Isehere aeure il they Tind aod il dw bease !

Al |||-i
|'-l:|‘.' th: Jrers ] lworror sespects of prinstoriab o b

';..'!"l. vl liilll.'. [llL' !.'Il ?a'll'lll |"i"§. PITIRS AWLIs "| [

dramamic effect. Thochoracters Fove o frnd oway oo
1]1(_'1:5w,'|l.'n:ilhlliu'u Lomalias frona ||l'|.|-.:"||':|'t':1 I |I|-II|
IF they saren't carcbul, they ooy poss on the deease o
cithiers, Olver time, the sall strs cnmonge lresh el
They pose grve dimger o their friends o knedan,
,.-H,xi_1'||:.gn:_~|;'.._n]}~| SRR BRI OV LRI TV E ey ST
askinge gquestions. They want oo hont down 1l
werewshves [or Thoeir onvn purpsses, pessibly phom
o siwisect the bossts, Hothes bl o whi 1
werewolves ares thiey wonld bBe owilline re sy
nnr|'||||_g ro fd a0 way o takee one absee Thed'l
rhrenren e friesds and tamily or dhe charcnors, dll
the while styving strmeely oot ol reasch ol dhe L
E\'L-:lelli'-..1||.| werewslv S ETF LTRSS ST T A

the affensive, They could disconer than tha iy estig
(W) ;'||'l._'|,||_<_':|1|_\_"- '.'lillll. [t :I||.'l.iI||-. YT | !.: L L R R S |
have the cure badden somewbere i ther s 111k
chiarmerers are willime voovernrure nre the s o

F|‘|1,"||' mary ||'|:|\! VA gl -.‘-1.|iIII. [IRE RIS NI RARE N

Tlata meimg es olves sironnd Diosloog o cee Ciids

e tribes dom’ exise o ths workd pevses The mteo sl
werewolves nuy possess cerbain phacsacal Cites it e
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sible, Thel Imbraalsodoesn's exist. Moo 1C PEEs LO step
sideways. The new werewolves will have rostrugele to
Balance using their newfound ahilities with fircling a
way ro cure themselves, Of course, a cure has its price
as well, [twould be tragic if someone found a cure, only
to discover that the bad guys were still out to get him.
A cured character might have o seek our an infecred
friend to re-infect her soshe can protect her loved ones
v put a final end o this plague.

e EFernaf Frk

Some battles neverend. If you asa Storyeeller want
touse ull the hisrorical settings, this m.'l'g.-lx_' the chronicle
idea for you. No matter what happens, the eternal pack
always arrives tofight the darkness, The chronicle could
start with @ pack of werewolves in the distant past
fightingaterrible enemy. The pack fights to the end, but
they can't stop the creature, With their dying breaths,

the _[*HL'LJ members swear an aath ro Ciada v m.'iu!_; that iff

they can have the strength, they will use it to fight
against her enemies throughout all of their lives. Gaia
grants their request, hut now they reincarnate time and
time again o fight her enermies, always appearing in
timnes of grear need. Alrernarively, the pack could have
failed therr sept or tribe, unleashing a terrible avarar of
the Wyrm upon the wotld, perhaps even an Urge-
Wyrm. They may not find true rest as long as the spirit
remains frees [ hough they may imprison ic again, each
time throughour the years thar it pers free, the spirits of
the pack return, taking physical form to return the spirit
to its prison. Only when they ultimately destroy it will
they find peace. Also, like any good ghast story, the
Garoucould be tied to a person, like the true king of the
Silver Fangs, or a place, like the Caern of the Sacred
Spring. Whenever those things are threatened, the
Erernal Pack returns ro defend them.,

Each story in this rype of game could take place in
a separate time period, The chronicle ends whenever
the characters manage to permanently slay their foe or
accamplish their goal. With this type of chronicle, you
don't have ro worry about not killing any of the player
characters. They'll be back next story, although you
may want to throw in a way that the pack can be
permanently destroyed or made tosuffereternally. You
want to avoid plavers growing oo world-weary and
.llL«..'mpI‘i'l‘L:,_' TL:.A:lhu[n_i_{u_- the |'|;1-;;|-._, ;_;][huu}_:h i rr'||{_-;l‘|'[ [
amusing ro watch one individual oy it for a storv or
two. Also, characters thar carelessly throw away their
lives mighr ger old after a while, though a few heroic
sacritices could be lots of fun,

The characters become the stuff of legends among
the Garou. Future generations may even hecome lax,
expecting the Erernal Paclk to arrive and save them.
They may have other problems when they arrive. Skep-
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tics may accuse them of bemnyg imposters artempting to
curry favor by impersonating grear heroes of the past.
They'll have to learn new skills as customs and cultures
change. Imagine the surprise the first time someone
pulls a gun on one of the pack. They will also find
themselves worshipped and holding posirions of honor
amaong the ancestor-spirits, Theorees and Philodox may
grow angry when the pack fails to offer them divine
insight into the workings of the spirit world. The Garou
may cxpect them ro bring back the dead or perform
other miraculous tasks, Some packs may rake offense at

having these saviors come to protect them.

A well-developed recurring villain or group of vil-
lains will strengthen this chronicle, As the pack learns
how theirfoe operates, he will leamn about them as well,
Nothing adds ro a fight scene guite like the good guys
andd bad guys calling each other by name ar pointing out
the mistakes that their opponent made last time, Story-
reller characters can Teappear i differens stories as "-'*'L'".
perhaps being 1 voung cub in ane story and a revered
elder in the next. Some werewolves could remermlber the
cremal pack threngh their Ancestors Background.

For a fun variant on rhis concepr, maybe the
characters switch auspices each time they return or
even switch bodies. Be careful though, this will work
well with some troupes and go over very hadly with
athers. Don't surprise the plavers with more chan they
can handle or vou'll hear things like, “What do you
mean I'm so and so's character? [ hate Bone Gnawers.”
Skt SO Speciaf 7

Everyone is a werewolf. Everyome.

In this type of setring, the characters are part of a
Silver Pack or have some other advanrage over most
people, but everyone is a Garou. People keep their
arguments under tight control, lest the Bage grow oo
great. Doctors give their patients special medications to
help them retain contmol. Sports take place wich the
participants in Crinos form. Fur-coloring shampoos are
all the rage (pun intended). Instead of a space program,
werewolvesare colonizing the Urnbra with special moon-
bridpes. Evervone reveres Gain. Universities teach classes
about conversing with spirits. Instead of cities being
urban sprawls, Garou have built them up arcund caems
and designed them to harmonize with nature. Politicians
settle dispures with klaives, Society may handle divorees
the same way. Possession of silver requires a permit

Metis don’r really exisr. Everyone's technically a
metis, but breeding works fine and there's no rrace of
deformities. Anyone may take Gifts from cither the
homid or lupus list, OF course, children could occa-
sionally be born as metis. People would consider them
handicapped and give them special care and symparhy.
In other words, they'd grow up angry and biter as

Werewalf Storvtellers Handbook
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usual. Asa story idea, maybe true meris start to be born
in greater and greater numbers, Something may be
going wrong in the hospital.

Fomari don't exist, Instead, anyone whao falls to
the Wyrm becomes a Black Spiral Dancer. Under-
world legions of Black Spirals wage a perpetual war
against the rest of the world. Anti-Black Spiral packs
torm specifically to combat the threar.

This setting I"I'LJl.'lilbh' makes for a better short
chronicle than a long one. But again, it should make
players think, especially if they have a tendency o
push normal humans around. Another option, more
suited for a one time adventure than a full chronicle,
would be to make the player characrers into humans or
wolves in this world. For some reason, they are the only
ones who aren’t Garow. This may make them outcasts
or make them more trustworthy, since they don’t
struggle with Rage. They may need to go on a quest 1o
attain their Garou heritage and join sociery.
Sty of e Dipgon

Want toreally turm Werewolf onits head Tey thisone.

The Wyrm, or Dragon, desperately strugeles to save
an insane Giaia from rhe warring powers of the Wyld and
the Weaver. The Dragon’s not imprisoned anywhere or
insane. His agents of halance, the Garou, ey to purify the
corrupt spirits. Failing that, they cull the threats ro Gaia,
All of the tribes pay some reverence to the Dragon.

Fomort are noble humans who've sworn them-
selves to the service of the Drapon. Unfortunarely,
cach one of these individuals knows that the human
hody can't contain the power of the Dragan for long.
Overtime, they slowly suffer physical and even mental
agony, but they're willing to do it w help save Gaia
from Herself, Fomori are the ultimare martyrs, true
heroes, in every sense.

Fhe Wyrm isn't a force of cormuption, more like a
purifying flame. He does his best to try to save Gaia but
such is his power that he could just as well destroy Her,
Therefore, he necds the werewolves to help him try to
heal and save Gaia, The Drugnu'ﬁ POWEDN Can corrupt
the weak-willed, so Garou must gain Renown to prove
that rh::'y' have the strength of will and character to
handle the Dragon’s Gifts. The Spiral Dancers are one
of the greatest tribes of werewolves, while the Silver
Fangs succumbed to the madness of Gaia ages apo,

Alrernatively, just move the Wyrm from its st
tion as the main antagonist in Werewolf, The Weaver
or the Wyld could easily replace it. The Glass Walkers
or Red Talons could assume the role of the fallen tribe.
Cinia Herselfeould Lash out against Her children as She
suffers from environmental and spiritual damage. The
Triat could stand united in theirattemprs o save Gaia,

-MM\ G
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Caern sites are locations where Gaia's spirits pass
between worlds before they rampage on carth, killing
all in their wake, Werewolves must seek out alterna-
tive |'||.'J|L‘l..'.‘§ Lo rain -'\!‘lil'ihlilt energy., ]'qk-i.x'ﬂ‘ll'l,' FETTimge
gnosis from the Weaver's labs in this alternare world.

A Sntwgrion

In the midst of |Ut1i~.'t|1;_l ey miTrors, seeking oot
L'I.II'I'i||'Il'i:HI and the liL‘i.‘.. werewolves s WOELLIes forger
to look up. Well, in this alrernate setting, prepare to
put the Triat on the back bumer. A much more
physical threat has found itz way to earth. The Garou
may be the only chance we have.

Source material for alien invasions s everywhere,
You can find movies like Independence Das, Fvoletion,
and the Alien trilogy ar a nearby video store. Literarure
is everywhere as well, but H.G. Wells' War of the
Worlds was probably the first.

Aliens could be giant insects, spitudly crearures with
great mental powers, artificial lifeforms, or best of all,
shapeshifters. They should have technology beyond thar
of earthlings; afrer all, they did manage o pet here
However, itshouldn’t be so powerful that the human race,
and more importantly the Ciarou, can't put up a fight.

During classic alien invasion tales, the invaders
always have some rype of weakness that the heroes can
exploit. The hard part is usually discovering this weak-
ness. Mayhe their ships are impenetrable by modern
weapons, but they have no wards against atcacks from
the Umbra. Packs of werewalves could slip through the
Umbra and make their way inside the alien vossels
The aliens may have studied humans, bur they don't
even have an inkling of the existence of werewolves,

Alien invasions also have the wonderful effecr of
turmning mortal enemies into best friends. Afer all. f
they destroy our planet, whar are we fighring over!?
Hunters, vampires, and Black Spiral Dancers could all
unite with werewalves to fight off the invasion. Onee
the aliens leave, fh'lﬂﬂ-*‘ may returm to normal, or p-:rh. I
the former enemies will have found a commuon ground.

Of course, the invasion could be a misunderstand-
inge. Alien FT:‘iI'F.l]iph torced o land for FEPaiTs 1Thy
inadvertently release high levels of radiation inro the
atmosphere, which the military may interprer as an
attack. The pack may need w help the aliens get what
they need ro repair the ship and flee the planet.
Perhaps an unconventional way for aliens ro get home
would be to take a long trek through the Deep Umbira,

Invasions can come from any direetion. They don’
have to be from space. Aliens could come from another
dimension, deep with the earth’s core, or from the
future. Invaders could be from an altemare world, like
any one of the other sertings listed here. For real fun, rhe




\

1.\

invaders could be evil counterparts of the Garou, Char
= '.\I'U.Elt.l |'| 1R K -\..ll.'u'll- ||"I|._':|' NNAImes .'|[j|,| st I|- :l'l';'
invasion. Letting a :.“i:l‘\.'\. rin om this sort of thioge and
having her play her villainous councerpart can really
throw a tro ipe's parmoia into overdrive. If vou do this,
EIVE everyonoe a -||::11._-; Ly ]1|.g1,' i "‘.1.3 2Ly il various
points if you cane T har way the troupe doesn't shun one

person out of paranoia, and everyone in the troupe has

- a bit nervous

For another change of pace, aliens could caprure the
pack and take them out intw space. The pack could hreak
free and escape, bur would then have to find their way

| o, Mot the CHsesr of

tasks, |'-|,_!' l'k'l'|15<|I]|". A0 Unex-

pected challengze for s werewolf game
et i ..J"r’b’-{rf{"f
Iri the near future, people live in a rotalirarian
dystopia. The government warches, monitors, and cen-
sors everything. All laws are absolute. It execures
anyone who challenges its authority by word or deed.,
tven the slipheest hint of dissatisfaction resalts in swift
punishment
Werewolves, by their very nature, are subversives,
hiding their true nature from the government. Yer,

even dystopia s not free of the Veil. Garou use thedr
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Crinos forms to evade the authorities. Glass Walkers
Are espec i1y 5:-.|:.-|| at using their Gifes to sab wape the
worrld Bovernment.

Caerns exist outside of the closed cities, but packs
must risk their lives rofree cubs and Kinfolk trapped inthe
living prisons of the world government. Going in to

rescue those who've grown up beainwashed by the stare is
extremely dangerous. The greatest threat is often the
rarget, whom the povemnment bas indoctrinaced o be

lieve everything it rells her. Many times the subject of the
rescue has set off the alarms, attempting to save herself
from kidnappers. A few werewalves have fallen into the
hands of state interrosators. Every In-u-l'r.|1.-|11'E‘|'1‘n.\.||1L-
threar 1o Illl; Temaining Cacrms grons,

The Ger of Fenris want to attack and destrov th
world government. As long as the world sulfers in the
chains of total control, the Weaver's web riphrens. The
Fenrir believe that war is the only option. The Black
Furies, Shadow Lords and Fianna ageee with the Fenrir
I'he Bone Gnawers and the Children of Gaia believe
that working to slowly foster seeds of dissent will ulri-
iately destroy the seare, bue parience is the only answer
Ihe Red Talons just want the humans ro stay locked in
their cities and out of the wilds, [f humans suffer as a
result, so be it




Gieorge Orwell's 1984 and Aldous Huxley's Brawe
New Weorld are required reading for this oype of world.
This setting allows players to explare philosophical
and political questions. Where do the rights of indi-
viduals fall against the needs of the state! 1s a life
without freedoms worth living? If the state has trained
its agents from birth to serve its needs, 18 it right o
blame them for their actions? Of course, some players
won't care, They'll be enjoying themselves too much
trying to tear down the world government.

SFeane Einks

Imagine werewolves doing battle with steame-pow-
ered monstrosities in the Victoran era. Although not
a rrue historical setring, a number of sources exist
about the Steam Age. Basically, they all function
under rthe premise that the steam engine has reached
its ultimate potential, usually coupled with a touch of
magric. The writings of Jules Verne and Edgar Rice
Burroughs provide solid source material for this type of
setting. Sream Punk sertings usually pic the benefics
and danpers of science sgainst ench other. Thisis avery
easy alternative way to play Werewolf: Wild West. Just
add a few Steam Punk conventions to the setting and
you're ready to go.

Crimnal masterminds, dirigibles, lost worlds filled
with dinosaurs, hidden alien races dwelling beneath the
world or the waves are all part and parcel of a Steam
Punk world, Werewolves have o foil the plots of noble-
men intent on taking over the world. Giant steam-
powered robots threaten navional capials. Black Spiral
Dancers attack caerns and make their getaways m steam
driven airships. Oil wells drilled deep into the Earth's
crust reveal 2 lase crvilization and s powertul spiritual
guardians. Just abour any part of the 19" century can be
super-charged with the addition of steam.

Keep in mind thac technology in this erashouldn'c
be reliable, even for the villains, Large clanking metal-
lic devices with lots of steam whistling from gears are
the rule of the day. Science usually creates more
rrouble, not less. Action should ory forun at a Saturday
morning serial Ve prace, with heroes ecaping one
death-defying situation to leap inte another. Give
players a chance 1o carch their breath, then launch
them on the parh o adventure again.

It's aleo a serring for revolurion and new ideas.
Challenge the status quo, but in a manmner thar doesn't
get you completely thrown out of society, Young
members of the Furopean nobility discuss revolution.
!11"-."!'” Fors ['I!'I 'l['ll:'ll‘i("' [} 'l'l'll:'li'['ll 5 F-{ :ra.]r';"r:'l“i 'l"IH! il |Il.] '\.l"l'lrr
the balance of power between nations, With the help
aof technology, the downtrodden can make themselves
downright dangerous,

-nmm-ii\\g\m—

Leaving Ot Pt Vo Dont Lie

Another way that youcan create alternate settings
is just o remove anything thar vou don't like, For
example, perhaps vou hate crossovers with other World
of Darkness games. Remove them. Vampires, mages,
and mummies — none of them ever existed in your
world, They are all just mvths.

You could target a particular tribe. In oy
the Silent Striders could have vanished centuries aso in
Eevpt, Maybe the Bone Gnawers didn't survive the
Black Mearh. The last of the Silver Fangs committed
suicide during the Bussian Bevolution, Think about the
implications of losing any of the tribes 11 the Silen
Striders didn’t exist, who or what opposed the dark
powers in Epypt? Have the Glass Walkers filled the
niche tharche Bone Grawers held, orare the urban poor
and homeless shepherded by wererats instead of Garou?
[id the Shadow Lords take over the tribes immediarely
upon the fall of the Silver Fangs or did they wait a short
while out of respect? More seriously, how would the
other tribes react to the fall of the Silver Fangs!

Storytellers can also change a tribe. The Black
Furies are the waditional leaders of the Garou instead
of the Silver Fangs, and suddenly the Garou Narion
takes a marriarchal rurn. The Fianna join the % hire
Howlers and fall to the Wyrm. The Glass Walkers
have completely fallen ro the Weaver in the same way
that Black Spiral Dancers fell o the Wyem, The Glass
Woalkers have reached their limir on rechnolopical
advances and now work to oy to stop humaniey from
moving any farther forward. The Black Furies allow
male werewolves in their ranks. The Red Talons
decide thar humans are part of nature as well and
welcome homid breeds inro their ranks, The Silver
Fangs prey on other tribes of werewolves, conducting
their own small scale War of Rage.

What if the Veil never existed? Hunrers would
exist in far grearer numbers. Caerns would survive in
far fewer numbers. Werewolves would have o have o
masquerade, much like vampires, it they wanred to
survive for long. Players would have tobe careful about
their characrers’ actions, How would the mribes find a
way ro control their rage!

You can change the breeds. What if the metis
didn't have deformiries! Make the metis stronger than
normal werewolves, Give them a few artribute points
tor tree. These super-werewolves could try to replace
the Kintolk, creating a society of pure Garou. How
would the other werewalves handle this? Withour a
reliance on Kinfolk, what kind of check wounld the
metis have ro prevent the extremists among them from
culling wolves and humans indiscriminarely? “We
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don't need the others” could well be their attitude.
Evernif it's not, would the ather breeds oppress them
out of the fear that they mighe talee over? How would
Ginia’s spirits react to them!

Take abilities away from werewolves. Garou
that regeneraced ar hall the normal rate would Live
in a much deadlier world., Werewalves may have
lost the ability to shaift o Glabro or Hispo inthe

distant past. Werewolves who could only change
unider the light of the moon would have a real
problem during the day. Woltshane could acrually
tepel wolves, and belladonna might prevent a
werewolf from changing forms. Of course, enough
helladonna mighe just kill them.

Remove Gaia and the Triat. Spirits could just
exist without |'!-.'E-.|-I1;_".I|;-_' Toy e |u|wr1|.||| HF1if|I- oLl
in the Umbra. Werewolves might serve their own
individual purposes, maintaming a loose community.
Daily survival would replace ashared purpose. Story-
tellers could also replace Gaia and the Triat with
entities of their own creation. Fenris could rule all
Garou. Maybe the mythic Greek or Norse gods are
|'|.'HI E||‘Il.] |]|L"In' L l."1|||||i':l1'|l.| ||"|:_' “"i_"l'l.._"\'l.'l,"'i'l.'1_"‘"\-. Tl](_'.""l.," AT
just a few ideas that you can develop inro different
worlds for werewolves. Mythology from all over the
world provides mast of the source marterial thar we
use for the World of Darkness. Take whar you find
and make it your own,

Agd It Uowy Do Lier

Conversely, you can always pile more into your
sames, Creare your own rribes, being careful o bal-
ance them with rhe existing ones. A parsiarchal tribe
could exist w counter the Black Furies. A rribe
infecred with chacs dedicared w the Wivld is another
idea. Old tribes thought extinet could sl exist,
Have players make up White Howlers, Croatan or
Bunyip characters. A new auspice could exist, like
the rare children born under a lunar ecclipse. Maybe
they rage more easily than an Ahroun, but have even
less control. Or they could be pariahs, distrusred and
idis

iked by elders who can't easily classify them.
”[.l'l‘.' I"I..II;'I:” lPI ]'\l.. 1L |'|!;.'|'!' newed |'|.:|'l.'|:'.|:||\r'|1 I'-l:ll. ol ."1|||
of the Changing Breeds could be welcome ar caeme,
working in harmony with each other, Maybe the
unitesd shapeshifters Lave Gaia's enemies on the run
and the majority of Garouhave anoptimistic worldview.
Werewolvescould be immaortal, They may never
age once they reach maturity, only findine Jdeath
I||.I'n.lllg:h batrle. Garou could also continue their
I-!:I'I.T as spirirs |I.'|1-Ig after their bodies have fallen.
As Storyteller, vou could increase the power
level of all werewolves. Derect Wyvrm could be a free
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Gifr thar all werewalves possess. Silver may not doany
more damage toa Garou than any other kind of metal,
Werewolves who regenerared ar twice the normal rate
wonilel find the world much less of a threar o therm.

Hirforsiay Larsanty

As mentioned in the section on historical periods,
there’s nothing w stop you from playing in a world
with analternate history, Imagine if the Garou lost the
War of Ruge and werebears were Gaia's primary de-
fenders. Wercwolves fighting as an underground resis-
tance againse the Nazi world government would make
a fun game as well. Even simple changes to history can
have far-reaching effects. What if computers were
never invented ! Ie's a subtle change to the game, but it
makes quite a dilference in the modern world.

Nazr €antté

World War [l is over and the Axis won, Everyone
lives under fascism. Werewolves could be resistance
fighters struggling against the Axis tyranny. They
could also be more concerned abour the Wyrm and the
world government may simply he gerring in their way.
The Nazis could also be servants of the Woynm, The
only opposition to Hitler could come from his former
Axis partner, the Japanese. This serting would work
well with the Hengevokai sourcebook and characters.
e Secomg Awscrican € Tef s

The Confederacy won the Civil War some time
g, Now, the Union has decided chat it can noe longer
tolerare the division, and its factories have produced
enough weapons to have a sccond try. Disputes over
western states have pushed diplomats on both sides roo
tar. It your group likes dealing with a lot of rense moral
issues, the threat of a modern civil war will make even
Tl:“." ITHCRET 150 llili{"‘ll W W |[[ l'|<|'!, ;ll“_"llli{ll]

Hlaieome o Aarr

The United Stares wasn't satisfied wirh being the
tirst country to reach the moon. The space program
remained in high pear undl the establishmenr of the
first Mars colony. Now, young werewolves travel o
Mars in an attempt to open the first caerns and make
contact with strange Martian spirics,

T e ﬁﬁwhﬁm; (;/ ﬁ;f‘(}ﬁ#

W hac il dhe people of Nordh and South America
discovered and colonized Europe instead of the other
way atound! Would we have Incan temples in Spain?
How would the Wendigo and Uktena trear their
oppressed European brethren?

. # F
Loctfrog S Pranger
There is no end to the types of strange reasons
werewolves could be runnine arownd the world, none of
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which necessarily have anything ro do with Gain, Per.
haps werewolves are the resulr of alien genes mixing
with humans, as a precursor to an alien invasion. Mavbe
you have to be asleep in order o be a werewolf, and you
stalk your prey in their dreams. Mavbe wolves evolved
into inrelligent beings and are running the carth, with
humans a subjugated race, In the end, as we've stated
several rimes I"'l.:|.|:'|'|'|;-1 dorwhar you rujl 1. Make sure WLl
and your friends have a grear rime exploring all the
potenrial Werewolf has to offer. [t doesn 't lL'i_I“} matter
if your chironicle conforms to the “official” Werewolf
world, as long as it works for your troupe

Cratrovesr

The options to explore in a Werewolf chronicle
are near endless, Politics on the pack, sepr, rikal and
evenglobal level. Srruggles against the Wyrm, Weaver
or even Wyld. Umbral Realms from the immense to
the pocket-sized. A near-infinite supporting cast of
maortals, Kin, spirits, werewolves, fomon and more,

And yet there's the potenrial for more — the rest
ot the World of Darkness, to be precise. The tempra-
tion to bring in other Changing Breeds is fairly power-
ful; and rhe temptation to loot the other World of
Darkness game lines is sometimes even stronger

The main problem, though, is thar chese alternate
character rypes and socicties don't always blend well
with & Werewolf game. Not all supernatural types are
inrerested in (or would even believe in ) the war against
the Wyrm. [f the players consort with allies incapable
of traveling the Umbra, they might find themselves
harred from SPIFLE (uests in the interests of fairmess,

S0 you have a few challenges ahead. Bur if you're
reading these words, you're interested in trying anyway,
right? More power ro vou. This section is meant o give
you some assistance in wrangling a crossover chronicle
intasomething all vour playerswill enjoy as much as you
do. Use these rules as guidelines, adapt them as inspira-
oy, orignore them Cl‘ll"r'l[‘ilt'it.'l'g.' it youdecide something
clse would worl herter — vou're the baoss.

T e Forv

“Each of the Fera has — or had — a purpose under
Giaia. Seme of them seem redunclant, some mysterious, |
hurve i comfiess that the Garou's purpose seems simple | anid
yet it s the Garow who have Ljr.'L'-:J::-ju';f a complex and
overreachimg culture. Of course, the other Fera's mrowthin
this regard may have been stunted.”

— From the journal of Marrin One-Name, Glass
w‘“lkt‘r I‘r‘lli.lll.lk1l:l}|; {k]&'L‘L'U.bL'I_I_"

As the name of the same supvests, Werewolf s
about werewolves. However. other shapeshifters da
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exist in the World of Darkness, and it would be
somewhat hypocritical to publish books about them
and then not expect people to wanr o play them. This
section is meant to show the Sroryrelless how to
integrate the Changing Breeds mro Werewolf games,
either as |-l|. ot hooks or as p];i‘_-'l:]' characrers.

Fer ar SForgfeler  Garacfers
Feracanwork nicely insupporting roles rothe pack,
either as ren if the pack is unaware
of the true nature of the Fera) or as adversaries, They
may show up as one-time plot devices (especially as
adversaries) or as recurring characters ina chronicle.

%fﬁﬂjﬂffg Hie Forv

Somethingtoconsiderabour using Feraisthar, with
only a few exceptions, the other Breeds distrust the
Garou at best and birterly hate them ar worst, These bad
feelings are usually reciprocated. While the Corax and
the Nuwishia, as the two Breeds that deal wirh the Garou
but were least affected by the War of Rage, [Ty eTjoy
the ability to announce themselves ro the werewolves
and nao EXPECD Ty be mer with fang and claw, this
poodwill is noe ar all universal, Many Garou have heard
stories of the other Breeds, bur those stories are mostly
propaganda (from the maligned Fera’s perspecrive, at
least) and rarely cast the Breed ina positive light.

When i:'ll.t’l.-l.lu'..'ill&.-: the Feratoa r‘-m_‘l; of u-'l.‘:|1.:1.vn;1|_\'c.\',
A Gurahl should nor come
across o pentle *.|.L1L]"I.I.I.LI'I.'I!' the wilderness, She should
= I'|]|"q. uJ\ I |1L ‘\I::I'L r]'u 4r 5 TAC, B ITOHLSETOLS, 51 |r||;|'|_|j |'\{~1-:[
The non-mammalian Fera — especially the hizarre
Ananast — resemble Wyrm-monsters in their middle
torms, and the Storyreller shouldn's draw too much of a
distinetion berween I.'h('.in;' creatures nmi f; i or oher
beases thar the pack may have encountered. If the pack
does novattack right away, but trics to identify the threat
Lespecially by using a Gift such as Scenr of the True

STFERS lE'IL"Jl' st FATIEC TS 55,

Form), then the “monster” might be revealed as one of

the Chimging Breeds. This doesn’t mean thar every-
thing is suddenly smoothed over, however.

A lone Fera should never stand and fight against a
prack of Garows all of them know this to be suicide. This
means that the werespider they surprise during s nightly
teedimgturnsandthen dissolves intoamass of inyspiders,
or the Pumonca they meet by chance on the plains calls
on aGift (one the Garou have never seen) and vanishes,
The first meering wich a Changing Breed shouldn’e
mwvolve the Fera and the werewolves sitting down and
chatting about whar a mistake the War of Rage was. The
first mectingshould be laden with feir— remember, as far
as mast of the other Fera lkenow, the Garow are sell out for

blood (which is not always untnee! ).

Kfrather € oorse
The Feraare introduced in the Werewolf Play-

ers Guide and derailed in their respective breed
books, However, here is a list of the surviving
Changing Breeds and a briet introduction to them:

* Ajaba: The werehyenas, once numerous in
Alfrica, were almostentirely wiped out by the Bastet.
Mow fewer than a score exist worldwide, (Note;
Informarion on the Ajaba can be found in Bastet. )

* Ananasi: The other Fera almost univer-
sally despises the werespiders. Loval in extreme
l-n1I1L|ri}uuu1f"-.n.Lmu-LI. they spin their webs and
di her bidding.

* Bastet: Nine tribes of werecats currently
roam the Earth, from the riddling Qualmi
werelynxes in North America to the mighty Khan
weretigers of Asta. Considering themselves to be
the Eyes of Gaia, the Baster are warriors and
hoarders of secrets.

* Corax: Children of the sun, the wereravens
know the Umbra like no other breed (with one
possible exceprion). Of the surviving Fera, they
enjoy the best relationship with the Garou.

* Gurahl: Healers, nurturers and guardians
bar none, the werchears live quietly, for fear the
War of Rage will begin anew.

* Kitsune: The wercfoxes are rarcly found out-
side of the Middle Kinpdom, except as emissaries for
the Beast Courrs (see Chapter One and Hengeyolai:
Shapeshifters of the East tor more information).

* Mokolé: Taking the forms of alligators,
crocadiles, and other large lizards, the Dragon
Folk refer the Garou as “epg smashers” and distrust
thein ar best,

¢ Magah: Presumed extinet by most Fera, the
wereserpents act as Giaia's judges and execunioners.
Scerecy istheir greatest law, and their grearest sormow,

* Nuwisha: Though the werecoyotes didn’t
suffer too badly during the War of Rape, only 100
live on Earth— the rest rread the Umbra. They are
Giaia's mricksters and her harshest reachers,

* Ratkin: The frenzied wererars were once
charged with keeping human population under
control. Now they concentrate on survival first
and foremost, but look forward to the day when
chaos reigns.

* Rokea: The weresharks do not recognize
the Weaver, the Wyld, and Wyrm, but rather have
their own culture and theit own ideas about the
Triat, They believe that Sea — not Gaia —
created them to survive the Great Unmaking.

Werewalf Storytellers Handbook
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If the pack asks the elders of their sept for advice
abour the Fera, they are likely to hear horror srories, See
this haok's Legends of the Garou for the sort of thing
elder Garou are likely to say about even the gentle
Gurahl, Stories of the Mokolé should focus on huge,
slawvering dragon-like monsters, nor the fact that the
werealligators are not meant to be Gaia®s wariors, but
Her memory. A tale about the Ratkin might feature a
brave Garou who faces the hordes of wererats to save his
Kinfolk from disease. Remernber, too, that many of these
legends are oral history, meaning thar while they've
changed with time, they alkso are not entirely false.
Ferg arAfar

How each of the Fera might fit into 2 Werewolf
game is covered below. Ingeneral, however, if you plan
on letting the pack have an ally of another Changing
Breed, consider what the ally is getting eut of the deal.
Remember: The Garon effectively committed peno-
cidde on the other Fera, and while the younger Fener-
tions of werewolves might be very sorry about the
whole thing, that hardly makes the Fera feel comfort-
able around them. Each of the Breeds, therefore, has
foumd Ways o hide trom the Garou and further their
own ends. [t a Corax is going scouting for a pack, he
might be domg itsimply because it's his job under Gaia
— or he might be planning to lead the Garou into g
conflict with his own enemics, A Mokole mighr con-
sent to use her Mnesis to try and find the answer ta a
problem the Garou seek, but she may well require an
entire quest to prove the pack’s good faith.

In general, the hardest part of getting the helpof one
of the Ferashould be perting them tosit down and ralk (as
discussed above). Even if the Fera trusts the Garou not ro
sucddenly tear her in half, she will never lead the Garou to
her home (especially true in the caseof a Gurahl's Umbral
glade or a Mokolé's clutch). Also, unless a Fera’s home or
Kin are threatened, they will usually not fight alongside
the Garou. There are two good reasons for this, First, the

Never Jay Never

The reader may notice thar reference is made
to things that Fera “always” or “never” do. OF
course there are exceptions. Of course those ex-
ceptions can — and possibly even should — ap-
pear in your chronicles, The idea, afver all, is thar
the characters’ pack is special in some way; that's
why they're the stars of the show. So what if no
pack 1n five centuries has seen — much less
befriended —a Gurahl? The pack invour chronicle
just might be the first,

Just make sure to stress exactly how rare and
special an event that s,

Cﬁ.ﬁpf‘m’ Five: Bfer-ki’ng +he Mo d
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Garou's penchant for bloody Rage is widely known
among the other Breeds, and no one wants to be on the
same battlefield with a frenzied werewolf. Second, Gaia
designed the Garou to be her warriors, not the other
Breeds. Since the Garou went aut of their way to demon-
strate how efficient they were ar their job, the other Fera
have no compulsions to try and outdo them.

Sy r{fﬂﬂaﬁffﬂﬂﬁ?ﬂ'

The monvarions a Fera might have for working
against the Garou are varied. Perhaps the Garou chased
a Black Spiral Dancer right towards the Fera, Perhaps the
Fera holds o grudge for the War of Rage (this erudee will
he ideological for all excepr the Mokalé, some of whom
might acrally remember it). Perhaps the Fera doesn's
hare the Garou in general, but loathes the pack (or one
pack member) for a past slight. On the other hand, the
Fera might simply be a sadistic, Bloodthirsty monster and
want to hurr the pack simply tosee them in pain,

The Storyreller should clearly define the reason
for the Fera's hatred if she plans ro use such a creature
as a pack's enemy. Going looking for trouble with the
werewolves is not a safe proposition for anyone, and
while certain Fera may not care, any action taken
against the Garou by the other Breeds damages their
already shaky relations.

If the Fera has a personal prudge against the Garou
and/or the pack and wishes to see them come to harm,
she can lead all sorts of trouble ro the Garou's door, She
can set up ambushes and lure the werewalves into
dangerous -“llnlmil'-"]'l-‘\-.[""-'llLIL‘k‘:in['I-.‘:II'Ir'lj_gicn[j'ikl_"u.l.'lull;_'
the pack is busy fighting another foes and then vanish-
ing again before they realize her presence. A truly
viciaus adversary may stalk the Garou’s Kinfblk, per-
haps using Animal Attraction to seduce them {imap-
ine the horror of the werewolf who discovers thar his
Kin is carrying the child of a werespider!)

It the Fera's interests merely run counter to the
Grarou, however, he is unlikely to take vialeni action,
direct or atherwise, apainst the pack, The Fera know
how difficult werewolves are ro kill, and doing so isn't
a venture to enter into lightly. If the Garou are simply
disrupring the Fera’s territory or venturing too close 1o
his home, he may stir up rrouble elsewhere, to drag the
werewolves away from his turf, If their bartles are
attracting too much arcention from their enemies, the
Feramay actually help the pack covertly fora rime, bur
arrempt to get the enemies and the Garou to finish
each other off, simply to make the area safe again.
vt

When using the Fera a8 5[1.1r1,'r:=|ic-r ':_'hill':lLIL'rH,
whether friend or foe, some dangers present them-
selves, Beware of:
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s “Monster of the Week™ Syndrome: During the
last story, the characters ran afoul of an angry werchear,
recently awakened from hibernarion. During thisstory,
the pack findsa newly-Changed Bastet, and must decide
what to do with her. Perhaps nexe story, they will all
realize that a raven watches them wherever |'|‘H:':r' g0....

Each of the Fera 1s special and creares its own
unique mood. Using one shapeshifrer after another
cheapens this, and creates the illusion thar the world
is overpopulated with were-creatures. Of course, if the
theme of the chronicle revolves around che vardoos
Fera, asshown inthe examples in Chapter Three, more
frequent meetings with the Fera became part of the
mood. Unless this 1s a major theme of the chronicle,
hiowever, beware of bringing in more than one Fera.

* Familiarity: The Garou do not teach ¢lasses on
the other Fera, and even if a Garou's mentor happens
ter be fairly knowledgeable abour them, she cerrainly
isn't poing o use the Mokolé book as a texr for the
lesson. The Garou do not know crearion legends and
generdl philosophical outlook of each of the Fera, and
frankly, the Breeds aren't going to be oo keen on
erlightening them. Informarion is power, afterall, the
Liarou have enough already.

Even il the pack befriends anorher Fera, that
shapeshifter should be constantly on guard. She might
trust the pack, but not at all erust the other Garouar the
sept. She will not weach them Gifts or rell them of her
society, beyond some fairly useless (if interesting) tid-
bits. This isn't a matrer of stubbornness (usually); the
Fera see i, quite accurarely, asa marrer of life and death.

* Fera ex machina: The Fera have powers and
Giifrs that the Garou do nor, and many of them are
quite impressive {even “cool™). This does not mean
that the Staryvreller is free o le the pack’s buddy, who
just happens to be a Rank Five Bagheera, show up in
Tuddho form and lay waste rothe pack’senemics. A Fera
ally of the pack should he rreated like any other ally
with regards to avoiding dews ex maching, if not even
more carcfully, It pisses players off to have “the
Storyteller’s pet characters™ hog the spotlight, and
since Fera atrract attention by their very nature, they
should be used with caution.

Fera ar CHaractors

It the Storyeeller chooses to allow o player ro have
a non-Garow character in o Werewolf pame, she
should be aware rhat the inclusion of that character is
likely ooing ro be a major theme in the chronicle. A
werewolt pack rhar goes onoa quest with a Corax, of
course, won't draw as much attention as a {non-Bone
Ginawer) pack with a wererat companion. But even in
the case of the more “Garou-friendly” breeds, a lot of
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explanation needs ro go into why the pack has a Fera
buddy and why the Fera wanes to hang our with the
wolves in the first place.

Agemis

Each of the Fera, as noted above, has its own con-
cemnsand asendas. The Gurahl, for example, are chareed
with healing and piving succor. This makes a pack thar
boasts three Ahroun and Griffin as its torem a rather poor
choice far a Gurahl character. If a player wishes toplay a
Fera, the character’s concept must give the Fera some
reason o associare with werewolves. If the charcter isa
typical member of her breed, then the pack’s quest (and
torem) should mesh with the Fera's purpose. If the
character is somme sort of rogue — on the run from herown
people, perhaps, and sceking refuge with the Garou —
then how does she view her Gaia-given task? Does the
Muwishia who has grown disillusioned and travels with
the Garou pack continue e play icks, or doesshe simply
trv to keep the Garou in good spirits?

And then there is the not inconsiderable problem of
how the pack's elders view their odd friend. This will
largely depend on the dominant tribe(s} of the sept, of
coutse; the Get of Fenris would quite likely welcome a
Corax into their midse, but if the kids bring home an
Ananasi, the elders will justifishly be horrified. On the
other band, a sepe of Glass Wallcers might appreciare the
knowledge of Weaver-spirits that a werespider could
bring to the table, but the raw chaos that accompanies the
Ratlin would likely be a cause for much constemation.

Dl\.':-]'\'il'ﬂ' 1\-‘]1:“ SOTTREY {_‘I;l'l'l LI |:'|1'|"|.'1_" I'II_"'I.:"l'l t.'ll,lf:[l\t.\, tl"li:'lt: |\1
nev o el that velates well to any particular breed as a
matter of course. Yes, the Bore Grawers and the Ratlian
share a totem, but if the pack 15 suddenly atacked by o
swarm of rars, simply velling, *1'm a Bone Grawer! " isn't
likely ra ger much of a responise (other than “Really? We
gnaw bones, oo, Watch!"), This i mind, the reason for
includinga Ferain the pack needs to be more than “Well,
my character is a Child of Gaia, and they ger along with
everybady, soowe could have a Mokolé who feels secure
around our pack.” Maybe the Fera’s prelude could coin-
cide with one of the characters’, or perhaps the Fera lends
a hand on a whim during the pack's first mission. What-
ever the reason, the relationship between the chamcrers
needs o be well thousht-our; Garou do not mingle wirh
the other Fera “just because.”

Outoicde #oe Fonkt

Some Fern — Garou, Rokea, amsd Ratkin, for
example — rravel in groups, complete with totems.
The resr are solitary beasts. Besides the obvious diffi-
culty this presents tor the loner Fera who must fight
instince o adventure with a pack of Garou, there are

other issues as well.




One of the main problems rhis causes is that i
tends 1o make pathering Renown difficult. The pack
may praise the Fera ar Garou moors, but REetown
granted by the Garou is recognized minimally or nor at
all by the Fera's own kind. Worse yet, some hreeds may
actually lose Renown hy associating too closely with
the werewolves (norably the Mokaolé and che Basrer).
While Breeds such as Ananasi and Corax can report to
their kind fairly easily and rhus gain Renown, the
often-bloody exploirs of the Garou may not garner
them rhe Renown they need to rise in rank {of course,
it’s all in how one tells the story).

Another problem is that of totem. As mentioned
above, the pack’s tarem muse ar least approve of the
Fera's presence, but unless something truly extraordi-
nary happens, the Fera isn't going to receive the
totetn's benefits (if a Ratkin journeys with a pack that
tollows Rat, or some similar situation, this may change,
of course}. This poses several difficulties for the Fera
not getting the same bonuses that the
werewolves get from the totem. For one thing, the Fera
cannot act in concert with the pack during combar.
The Fera is exempt from pack initiarive and any pack
mancuvers involving her receive a +2 difficuley. How-
ever, this is not the worst of it

Without the hlessing and acceptance of a totem, the
Fera s toreveranousider. The werewalves in the pacle are
bonded mystically, and therefore share a conneetion thae
transcends wonds and feelings. Even if the Garou aren't
exactly best friends, they understand each other and are
ready to leap to cach other’s aid at @ moment’s notice,

I‘L'f"\j '.] (5]

Longtime puckmates may finish each other'ssentences or
mike inside jokes (just like any group of longtime associ-
ates) — but no matter how long the Fera has been
traveling with the pack, be is always the odd man cue, For
the solirary breeds, this may prove little more than an
annowvance, although a buman-bom shapeshifrer might
teel excluded. For the social breeds, however, it can be
torture. A betweener Rokea who befriends a pack of
werewalves may enjoy their company, but he will never
eruly fir in, regardless of how mach he learns of werewolf
culrure. Crwer rime, this can lead the Fera intodepression,
rk“.ir]a:.“-sm&i. and resenoment.

gﬂfﬁgf fhe Fovprirs

IP’spomg to be inevitable. Sooner or later, s plaver
will ask vou if he can play a Garou/Baseet meris hybrid
with the powers and Gifts of both, or another player
may try 1o learn the upper-level powers of the Nagah
to increase his ass-kicking quotient, or some similar
sitwation will arise. The following advice is the official
way thar such rhings are addressed in the World of
Darkness. You may decide differently; that's fine. Just

-mm—mh.\a =

remember that these rules are meant w keep cach
Changing Breed special, rather than letting homog-
cnous blends of all the coolest powers rule the day, If
you don't mind changing that principle,
ahead. Either way, here you go.

The lore of the Changing Breeds is full of rales
about sharing and stealing Gifrs and rites; the Gurahl
claim to have waght the Garou rites of accord, the
Bastetclaim ro have stolen Gifis from nearly everyone,
anel =0 on. Clearly, this kind of “culrural exchange”
seems likely ro have happened before. And it’s still
rossible

po right

with 2 few Teslricimns,

Furst, the Gift orrite inquestion cannot rely on the
unique capabilitics of its parent Changing Breed. A
Garou could no more learn the Ananasi Gift of Spin-
nerets {which requires literal spinnerers) than could
an Ananast learn Song of the Dire (which reguires a
Hispo form capable of howling). Never let pure rules-
lawvyering override common sense,

Second, it the Gift is something that hoth species
{or mribes) can use ar varving ranks, the student can
learn it only ar the level he could normally acquire it.
Avwerewollmust learn Catfeet ar Level Three, whether
he has a Baster reacher or not. The varving levels of
some commonly shared Gifts represent a Changing
Breed's innate knacl for some tricks — and this knack
can't be raught. Nuwisha will always be better than
Bastet or Mokalé at Umbral travel, and thae is that

Tl"l“‘l.‘l.TI‘ll‘(‘;!Fr t|](|l|l'h1 o st I"ll.' I h’.ll"!lL_hl_'Tll'l 1n
Lewel Three. Level Four and Five Gifts are the exclu-
sive praperty of their Changing Breed. (Some Story-
rellers may also choose to extend this rule tof Tearning
Uifts across tribal barriers; it does seem silly for a Get
of Fenris ta be able to learn Call the Cannibal Spirit,
nomatrer the circumstances, ) Simalarly, any rites chat
strike the Storyreller as completely exclusive to one
type of shapeshifter — such as the Rite of the Birthing
Flague — are of-limits.

Finally, vou can torbid pl.
rite outside thewr Changing Breed. Io's up o you o
determine which ericks can be shared and which can’t
— and your word goes. Period

Crese-Breoding

Obviously, each Changing Breed can take human
form, and thus representatives from any two Breeds are
capable of mating. So the question is: Can they pro-
duce shapeshifrer offspring! Specifically, hybrids.

The answer is penerally no — two different
shapeshifters can produce oftspring, bur the chances of
breeding rrue 1o cither Breed are greatly reduced. The
official reasoning runs as follows,
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Shapeshifter starus is not solely generic in nature; in
fact, genenics take a back sear ro the spirit part of the
equation. Each werebeasris halfmortal, halfspiric; whether
the spinit half comes from heritage, a Fetish Egg or the
Birthing Plague is irmelevant. The spitit tature of a
shapeshifter is unquestionable — and not easily diluted.

Generally speaking, if two shapeshifters of differ-
ene H“.'L"Llh CONCeIve a r.‘l"uli-:], the |:|1i|_|_| l'mx' as prercens
chance ta be a shapeshifter of the father’s kind, a §
percent chance 1o be a shapeshifter of the mother's
kind, and an 90 percent chance to be a normal Kin to
cither. If the mother is animal-born (a lupus, feline,
etc.), however, any children will be normal Kin o her
Changing Breed or shapeshifters like herself — a lupus
cannot give birth ro a Khan or to tiger cubs, or even to
wolves that are Khan Kinfolk. She may only give birth
o woll cubs, and there's a 3% chance ar best that one
of them will be Garon, The reduced chance for true-
bred children is one of the reasons that the various
shapeshifter races consider cross-Breed matings dis-
|'|n:11lt'||'i-\|'li-.' at 1'1-'.:.'«I_, IlthlllI[tg ab Wirsk., —ﬂ‘w wu:'m-.—-u“l
whio rakes a Fera for o mare instead of 1 Garou Kin may
not be betraying his race, but he's cerrainly ignoring an
important duty. Blood feuds have broken out over less.

In no case can a shapeshifter be of two separate
Changing Breeds; a Garou with Baster blood is simply
Kin to the Bastet and nothing more. There isn'r room
for two shapeshifter souls in one body. It also follows
that the Ratkin Birthing Plague can't work on other
shapeshifters; nor can the Rite of the Fetish Epp. Gaia
requires only one dury from each of Her children.

And in case it need be said, Pure Breed is utrerly
dilured by such radical crosshreeding, [f a Silver Fang
with Pure Breed 5 takes a Bagheera who also has Pure
Breed 5 for a mare, any children who breed true have
no chance at so much as a dot of Pure Breed whatso-
ever. The purity is lost.

7 hesatio f’f&#fmpﬁé’m

Each of the Changing Breeds — Garou included

have certain thematic elements abour them. To
ignore these elements is to disrespect the breeds.
Therefore, when including a Fera in a Werewolf game,
the Storyteller would benefit by knowing each species’
purpose os granted by Gaia, as well as s basic lavor.
e

The werchyenas served a noble purpose, once.
They made sure that sick and weak animals (and hu-
mans) did not die slow, lingering deaths under the
African sun. Instead, they tore these unfortunates o
shreds, Naturally, humans didn’t often see the sood thar
the Ajaba did. Neither, unfortunately, did the Baster.
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T wanna be just like all the different peaple.”

— King Missile, “It's Sarurday”

As discussed in Chaprer Three, all characrers
are unigque. A player who wants to play one of the
Fera simply so he can stand apart from the rest of
the puck is probably a) rying o sponge extra
attencion from the Storyteller and b) not consid-
ering how difficult doing so will really be.

The Fera are part of the world of Werewalf.
Thart does not mean, however, that the Storyeeller
must allow them as characrers, especially without
a strong concept. Furthermore, the desire o play
a weirdo can be contagious. One player says, “l
want to play a Corax!” And a moment late,
vou've pot five players who want o play various
Fera, bur no one who wanrs [ |_‘l|.'¢u.-' one of the
vame's title characters.

The best thing to do if you don't want 1o hose
such one-upmanship s make ir clear from the
beginning that the pame is Werewolf and the
characters will be a pack of werewolves. Olfer w uid
any player who has trouble thinking «f a unigque
concept. If the player is just looking for a characrer
he feels is unique and special, thar's fine. Offer to
tie his character's back-story into the plot of the
chronicle somehow, so that the player feels that
his character is indispensable o the chronicle (all
of the characrers should be, of course). A player
who justwanrs to be ditberent will usually oo along
with rhar wisdom.

A player who s absolutely in love witha Eiven
Changing Breed, however, will attempt to plead
with the Storyteller. She will arrange her concepr,
probably with the help and suggestions of other
players, so that it makes some sense for her Fera
characrer tobe hanging out with Garou. I you find
such a player — one who understands the ramifi-
cations of playing a Fera and is willing o help you
make the character fir into the chronicle — you
can probably allow her o play her chosen charac-
ter type. If nothing else, it makes for an interesting
challenge for the Storyteller. ...

The werecars {the Simba especially) never got on
well with the Ajaba, and in 1984, the Simbalord Black
Teoth led an assault on the Hyena King's home near
Mount Kilimanjaro and slaughrered all present. Only
a handful of survivors lived to preserve the line. Now,
years later, as Black Tooth's corpse becomes fodder for
worins, the Ajaba feel a sense of hope.

Werewo[f Storvtellers Handbook
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Themes: The werewolves may not have much left,
bur the Ajaba have nothing. They hate the Baster with
a passian that is trly frightening, and their Rage is, for
the most part, righreous. However, since theslaughrerar
the Hvena King's court, some have searched for — and
found — allies in strange places. Some Ajaba packs
include Black Spiral Dancers, and a large number of
werelenas have given themselves over to the Wyrmin
exchange for some protection, Their themes, therefore,
include Rage, revenge, redemprion, and corruption.

T

The Ananasi do not claim Gaia as their mother.
According o the werespiders, Queen Ananasa
herself a creation of the Weaver — pave birth to them
and charged them with their purpose. Their purpose is
simply to love and obey their Queen.

All Ananasi must obey when given orders from
Ananasa, butinlieuof directorders, theydoas they wish.
The werespiders each follow one aspect of the Triat, and
so some Ananasi emulate the Wykd, some the Weaver,
and some the Wyrm (it bears noting, however, that the
spider-4olk my to emulate what each of the Triarshould
ideally be, mther than whar they are ). Most Ananasi are
lomers, watchingand wsing others to their pleasure. Some
are vicious predatars, all are Blood-drinkers. Ananasi are
detached if nor simply cold. Emotion— ncluding loyalty
— is rather foreign ro them.

Themes: The Ananasi were never exactly friends
with the ather Fera and Garou (or “Owid™ as the
werespiders call them), so they were already accus-
romed to hiding when the Garou began killing the
others. As such, they don't rypically strive for revenge
However, the wide variety of philasophies that they
present (each Ananasi falls nor only under one of the
Triat's auspice bur adopts a Faction within that aus-
pice) makes for an equally wide variety of themaric
passibiliries. Some more general Ananasi themes in-
clude manipulation, harsh lessons, and horror (Ananasi
are hard to bear for sheer scariness).

Barfef

The nine tribes of werecars have been the Garou's
rivals for rime immemorial. Meant to be the "Eyes of
Gaia," the Bastet scour the globe ferreting out secrets
of one rype or another. 1t would be hard to find a group
of Fera thar resent the Garou more.

Fach of the nine mibes has had ts own wials and
tribulationsinrecent years, and space precludesdiscussing
all of them here. However, the death of the Simba king
Black Tooth and the peace agreement beoween Africa’s
Fera{called the Ahadi} has made the Bastet inother lands
take notice. While the Garou and the Bastet might never
be friends, perhaps they could agree o disagrec. ..

—m-m\;
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Themes: Any cooperation between werewolf and
werecat is poing to be uneasy, [ sn't just the old "cars
and dogs” joke, either. The two species have never been
comfortable with each orher — each sees the other asa
competing predatar and a threat ro rermtory. Possible
themes using the Basrer include secrers, compromise,
cormnpetition, ancient stores, seduction { possibly seduc-
tion based on power instead of lust), curiosit Wy and war,
L orx

Thewereravens also claim to fact-finders for Gaia,
after a fashion, and they frankly scem to be more
penerous with their secrets than do the Baster. They
share history with several tribes of Garou, and of all the
Changing Breeds, they are one most likely o be
welcome among werewolves.

Cowax are not warriors, however, and don’t pre-
tend to be. A wereraven who travels with a pack of
Garou had best be prepared for danger. While seeinga
hattle firsthand may yield some very intriguing secrets,
they do no pood if the messenger doesn't Live Lo relare
them.

Themes: Stories invelving Corax nuight use themes
of secrets {but of a mere temporal, immediately useful
narure than Bastet secrets), urgency, Pandora’s box, or
hope.

Covrraly”

By most accounts, the War ot Rage began because
the Gurahl would not share their most potent healing
Gifrs with the Garow, They saw the werewolves as
immature and didn't fecl they'd use the Gitts — which
included the ability to taise the dead — in the proper
manner. Repardless of exactly how it started, the
werebears were decimated in the War, and mosr of the
survivors went into hibernation,

Now, many of them are waking up and some new cubs
have begun to emerze, Irissnll a desperate time, but with
(Gaia in such dire straies, even the ann-Gurahl legends of
years past don't always convince young Garou that the
werebears deserved what was indlicted upon them.

Themes: [f any breed is built to forgive, it's the
Gurahl. Themessuch as forgiveness, penance, renewal,
and succor are appropriate tostones mvolving werchears.
Aiteerme

The mysterions werefoxes are rarely encountered
outside of the Far Bast, and when they are, it is ro acr
as emissaries from the Beast Coures, See Chaprer One
for thematic information on the hengeyokat.

Alokok

Desiened ro be Gaia's memory, the Mokolé are the
aldest of the Changing Breeds, Many of them remember
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events from centuties past; some can remember the
time of the great Dinosaur Kings, What all remem
ber vividly, however, are the days when the Garou
winld simiash their eggs and murder their hatchlings.
[he Mokolé do not forget, and rarely forgive.
While relations have improved between the
[agon Folk and the werewolves insome places,

/ maost Malolé still chink of Garou as “eegsmashiers”,
and st Garon <l think of Mokolé as Wyrm-
Cremtures

Themes: Stories involving Mokolé might be
staries of war, remembrance, justice, and truce.
Adggatt

The wereserpents enforce Gaia's laws, and
therefore act as her judges and executioners, Peer-
leess assassins, they judge the otherChanging Breeds
and slay those found wanting. And, they do all of
this in utmest secrecy — even the Corax believe
them to be dead

Themes: Any story involving the Nagah should
imvolve a theme of parancia. The pack should
never know exacrly what they face (if they do find
out, it only gives the Nugah more incentive tohunt

them downb. Ocher themes include judgment {and
punishment ), corruption, and nobility (as the leg-
eruds paint the Nagah as forthright and peaceful.
Norssrtor

The Garou mishr dismiss the werecovotes are
tmmature pranksters, bur the tuth s somewhat
IMATE -.'-‘I'|!||'!'IL-L'.ETL'-L:.. T]'u' '[‘\'llwmh:‘a At mecant G
prank others, yes, but the reason is not simply to
gigele about it later, bur to teach a lesson. [f that
lessom must be apphied in the tarpet’s next life, so be
it. In many Native Amenican legends, Coyote is
not a gentle trickster, and those who cross him
krow his wrath

Like the Corax, the Nuwisha have some hope
for thie Garow, Unlike their winged brethren, how-
cver, they don'r work renaciously at trying v help
rhe werewoalves. Instead, they travel the world,
spreading their own brand of chaos, and eventually
cave the Earth for the Umbra,

Themes: Laughter s a commen MNuwisha
heme, of course, but it 15 a derisive laughrer, aimed
at the weak and foolish, Other themes include
poetic Justice {(see “Urban Legends™ in Chapter
Three), instruction and riddles.

s

The wererars look ahead the Apocalypse and
crave the chus it brines, Many of the rars are mad

\

with Rage, others an .\-||1'.|'|'3. miadd. ]lm_q have no
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lowe and nwo crust for the. Garou — rhe werewnlves
hunted them dewn and slaughrered them for doing
their Gaia-given rask. Mow, rats flourish evervwhere,
while srowing numbers of humans force walves to
extnction. The irony is nor lost on the Ratkin, The
Ratkin are also whaolly devored the Wyld, and while
humans built their cities up o protect them from the
chaos of the world, the raws (and the wererars) are
always there, ready to show the humans thar chiaos
isn'c so tar from home acall.

Themes: Fatkin themes include madness, rerri-
bution, chaos, violence, terrorism, and disease.
A

The Garou are unlikely 1o encounter weresharks,
unless they wavel by sea or frequent the coasts. Even
then, the Rokea keep ro themselves. Theirs isa simple
task — survive — and all they have heard about the
Liarow indicares thar associating with the werewolves
is not conducive to survival,

Even so, the Bokea war on each other. Those thar
choose to live on land are hunted by Lhi:jl‘&ﬂ:lrdk\fﬂlljrlf__"
brothers, and sometimes the Garou find themselves
witness to {or caught in the middle of) such a hunt.
The Kokea are not mindless brutes any more than rhe
Garou, but they can certainly appear so.

Themes: Appropriate themes for stories invalv-
ing the weresharks include fear, culture clash, and
frenzy, A less definable, but very appropriate theme, is
the "other" — Rokea have a mindser completely
different from humans (or indeed any land-dweller).
The alinost alien differences between Rokea and Garou
can make for exciting stories when the two meet.

Tie Mook
Niorti of Lrkncty

Although integrating Fera into g crossover
chronicle can be tricky, blending other game lines into
4 Werewolf gume can be downright headache-induc-
ing. Each of the World of Darkness same lines is
designed, mechanics and all, to encourage and reflect
a ditferent theme, from “personal horror” o "modermn
fantasy” — resulting in mechanics that vary from
system to system. The Humanity so important to
Vampire's theme of psychological degradation is ur-
terly absent in Werewolf, where personal degenera-
tion is the Least of the Garou's worries.

The main trick, I']‘l.nu[’lr 15 Lo dl._‘b]l::l'l. 8 CrossOver
chromicle to your specifications from the very begin-
ning. If you decide that you wanr an electric, balls-ro-
the-wall, dynamic Werewolf/Mage chronicle, you'll

MM\ E o ]

wane to d 11.1.'[1|11‘rl".' rhe more Inrospective elements of
Mage. If vou want a crossover with Changeling 1o be a
light-hearted departure from the usual Werewolf fa-
talism, you may want to reduce the chances of a Garou
frenzying and ripping his friends limb from limb. Ask
yourself what you want 1o accomplish, and then cus-
tomize the chronicle’s focus ro thar end,

e wost important thing is 1o be flexible; some
lrlll‘;r' Insane sieations Ilul':.';lnm_-..'.nﬂ 1}'uulll T want to
be reliant on the rles text when ithey do. In particular,
it's good to be able to make thematic decisions quickly,
when your players inevitably confront vou with stran
conflicts between game line tropes. 1S also importand
to be consistent; once you've chosen the peneral
pattern by which you want things to work, you'll just
confuse and annoy your plavers by making rulings that
depart from rhis partern.

Just remember that crossover chronicles are by
nature scrange beasts, and none of the sames involved
can be expected w work exacely as you'd normally
expect them to. Don’t ler your players browheat you
with eries of “But it doest’t normally work like that!”
— vampires created with Vampire: The Masquerade
rules don't normally slug it our with (or work side by
sicle '-'n-'illl} l.ullrt]cdgleﬂ Ciarou from Werewaolf: The
Apocalypse, either. All bets are off — the chronicle is
in your hands, not the books', As it should be,

Lecreraf Copdesier

The crossover guidelines here are generally meant
to represent werewolves encountering orhes
supernatutals; there simply isn't room to address all the
other Changing Breeds. Use these puidelipes as a
framework [or similar judeements.

Generally speaking, when a power calls for a Rage
or Grosis roll to resist, a targer without Rage or Gnosis
15 out of luck. If the Storvteller deems that a subjec
w'.]'l:"l&l!L' |'|<-|'.'L‘ sOIMe resistance to i [rovw vr ol l|1;|l nature,
he iy callfor arollonan Appropriare Virtue orsimilar
rraet |:‘i'l|l..'|‘| i L hlll‘l.‘-‘-tlllll'il\j;f :U"HI]_'J_‘ f.u i |~1;1|_[1_'}, f_-:i,rh"||:'.:|';
use the target’s Rage or Gnosis as a difficulty should
generally have rhe default difficuley of 6,

Non-shapeshifters cannot activate fetishes, with a
very few exceptions, A klaive in a vampire's hands is
simply an awkwardly laree silver daseer, for imstance:
and a 1-41l‘|!.: ;f;:ggur will do only lethal L|:|.I||'.||_[L' in the
hands of a non-shapeshifrer. Mages may use their
Spirit sphere to activate fetishes, bur generally no
other entity can do so.

Other supernatural creatures are of course im
mune to the Delirium; their narure prevents them
fromfeeling the fear ordinary humans do when looking
ar a Crinos werewolf,
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Sometimes creatures will use powers that contra-
dict each other; o werewolf will use 2 Gifr ro derect his
enemies, while a vampire uses a Discipline ro remain
hidden. Although it may be tempring to compare the
relative power levels of the two powers in question and
rule "higher level wins," this can be often misleading.
Forexample, o thin-blooded young Leech who sank all
his freebie points into gaining five dots ina Discipline
winld therefore be able to overcome the mighty Rank
Four Garou who has been fighring vampires — and
~ for over a decade. Generally it's fairer o
rule thar the higher level pomwer has a chance ar
evercoming the lower-level one, and assign a resisted
roll. Feel free to adjust the difficuley for the two
participants if you feel the power levels of the two
clashing powers don't accurately represent the skills of
the two contestants, 12 your chronicle.

- ;
Limpirer

It's rare that a Vampire/Werewaolf crossover s
anything but violent; borh sides have long memories, and
are weaned on rales of treachery and murder from the

other side, But it's this ancestral war that makes a cross-
over berween the two games so intetesting in the first

winrng

F‘] weey after all, the contlicts and twists create themselves,
Vimpires are considered imnately Wynn-tainued;

the power that animates them isspiritually akin to that of

the Wyrm, I the Leech inquestion has a Humanicy score
at 7 or more, the taint is nor derectable 1o Sense Wyrm;

Ariitite Forer Loveds

Parhs of Enlightenment, however, cannor miask Wyrin-
taint no matter the raring. A Cainite on a Path is
embracing his vampiric nature, not resisting it, This
W}']‘m-talint -:.':mnnr]'nc removes] it the usual r-a.x'lw I, s it
is literally part of the vampireg a Rite of Cleansing or
similar remedy will cause avampire sreat pain, but cannot
remove its taint. Any vampire with detectable Wyrm-
taint is considered a Wyrm crearure for the purposes of
Giifts and other powers thar specifically target such,
Shapeshifrers are not considered mortals for the
purposes of most powers. They may, for instance, rall
\}L'rillpuu-'ur tor resist I‘he Kiss. Most 5[1;1]1_'.~']|iﬂ'1'r:‘ are
considered to have a blood pool of 20 (25 in Crinos or
similarly larger forms); this is thanks to the porency of
their blood, not an excess quantiry. Storviellers may
adjust this figure up or down for larger or smaller forms
of various shapeshifters; a Ratkin in Rodens form should
have a significantly smaller blood pool, for instance




Werewolves are allergic to vampinic vitae, and are
more difficult to ghoul or Blood bond. Only a few can
ingest the stuff withour violently vomiring it back up. If
you Lk, vou may call fora Gnosis roll, difficuley 3, the first
time a werewolf tastes vampire blood. If the roll succeeds,
the Garou in question is among those allensic ro che stuff;
i fails or hotches, the werewolfhas a tolerance for vieae,
Dot andd e

The following are guidelines to resolve the most
common conflices thar might arise; wse these as the
basiz for 1'L~ﬁnl'.;i|'|;__: th‘v['lHTL"h based on more esoteric
powers. Asarule, Disciplines that target an opponent's
Wirtue use the werewolf's Willpower instead.

* Animalism powers treat Garou in Lupus form as
il they were werewolves, not ordinary animals; no
Animalism power that specifically affects only animals
will hawve any effect oma shapeshifrer ofany breed. The
only difference is communicarion; Feral Whispers
would allow 4 vampire to communicate with
werewolves using wolf-speech. Powets thar alfect a
werewolf's Beast function normally,

* Auspex powers can be used o pierce Gifts of
stealth and the like. The Psychic Projection power is
somewhat problematic, as it doesn't presume a multi-
layered Umbra, For convenience's sake, presume that
the "astral plane” the vampire accesses is the
Shadowlands, the “Penumbra” of the Dark Umbra.

* Chimerstry illusions must be caretully crafred to
atfect a Garou's heighrened senses; assume thar the
|."|'L'“."\.‘.-'|.|“. ELLlEs dIl aurormatic '-iHL"lll‘I.“ Edh uF“"l.:lVl'.-‘u K]I'H’.‘
ilusion’s falschood (Vampire, pg. 154) unless the
varmpire possesses Heightened Senses himself, and can
accurately construce the extra lavers of scent and other
careful details.

* The Dominate power of Possession is nor as
effective on werewalves, who are not truly mortal; if a
werewolf target achieves three successes more than the
vampire on the resisted roll, the attempt is broken, If
the werewoll achieves tive successes hefore breaking
the attempt, he becomes immune to Dominate at-
rempts from that vampire as if the vampire had borched.

» Obfuscate does nor reach into the Penumbra; a
werewolf who peeks from the Penumbra will see a
vampire in its true form, not as it wishes to be seen.
(This information is tucked away in this hook for a
reason!l Don't let your plavers abuse this privilee,
snecaky wies thar they are.)

o A Garou is ar -1 difficulty on freney rolls when
Obrenebration powers are active nearby; the Discipline
contacts the souff of the Abwse, which sers Garouonedpe.

* Shapeshifters may souk the damage inflicted
by the Protean power Feral Claws. Their natural

\-—c—-—_‘m&\\;\\ s
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ability to soak aperavared damage is considered “a
power such as Fortitude.”

¢ The Thaumaturgy power Theftof Vitae inflices
one health level of lethal damage on the Garou for
every two blood points stolen. Cauldron of Blod

inflices one level of ageravared damape on a werewolf

tor every two blood poines boiled.

* Ciurou heal Vicissitude alreranions as if they
were aperavated damape.

o NoGift can restore a vampire's lost health levels;
healing Gifes such as Mother's Touch do not work on
the indead, and vampires are not inanimare objecrs
{and hence not subject to Reshape Object or the like).

® Resist Toxincannot prevent ghouling, althoush

it gives a Garou four extra dice to souk the effects of

ni.ﬁh:'tl'llim’:"ﬁ,ﬂl ich s uietus l] 1l ||1|1|i-;_'|f |._5‘:-Ir1'|il:-_:5_' thren |.|_|_[-,
supematurally “poisonous” blood or other substances.
o The Silver Fang Gife: Mindblock worls agains
Presence and Dominate as direct meneal accacks, and
Obfuseate a3 a “more insidious psychic assault "

Albiosmsmations

Ohecasiohally some foolish Leech tries to make a
pet of a Gatou, usually by means of the Embrace.
Because almost all werewalves are violently allergic to
vitae, theyare accordingly hard to ghoul. By the grace
of Gaia, they are just as difficult to Embrace: Most
werewolves die upon the artempt. Sadly, the Embrace
works in afew rare, rare instances — and the miserable
results are the rightly named Abominations

Vampiric werewolves are literally things thar
should not be. Shapeshifters are the purest form of
primal life on the face of the planet — vampirism is
living death. The Embrace disconnects Garou from
the world's soul, their very reason for existing, As a
result, the leading cause of Final Death among the
dozen or so Abominations that exist at any given time
is suicide. An Embraced Garou has lose far, far more
than the average once-mortal childe,

Abominations are creared i mostly the same
manner as all vampires, save thar even the most
depraved Black Spiral Dancer sn't inclined to sacri-
fice willingly his higher spiritual being for the powers
of the grave. Virtually all Abominacions were taken
prisoner as living beings, then Embraced ro enslave
them to their sires.

Giarou receive one final chance to caCupe the
living death; upon the Embrace, the Garou makes a
reflexive (and instinctive ) Gnosis roll, difficulty 6, 1o
die quietly. If the roll succeeds, he dies without pain
and his spirnt travels to s destined place. If the roll
fails, he dies in torturous agony, buc his sparit is free. [f
the roll barches, the Garou becomes an Abominarion
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and cannot hope ever to see his Tribal Homeland. No
Diseipline, Gift, magic or any other sort of power short
of direct intervention by a Celestine can affecr this
roll, save one — the werewolf can spend a Willpower
ant o gain an automatic success as ysual {;md s
almost certain o do so)

A newly Embraced Abomination takes on the
clan of hissire, learns three dots of clan Disciplines and
gains the clan weakness as does any other neonate, He
may spend blowd points o increase his Areributes or
heal himself like any other vampire.

The .h|".':1|‘r|:1,l_:L'.'~ af the 1..'I11|‘|r:n'1; 1.';|‘|,|_| L|:|c_'r¢_~.

Becoming an Abomination resules in the immedi-

te loss of two permanent points of Glory, three
permanent Honor and three permanent Wisdom, The
Embrace usually causes even mighry Garouw elders to
fall at least two places in rank; indeed, a newly-rurned
Abominarion can even fall below Rank One. Unless
the werewolf was previously a Black Spiral Dancer, she
cannor gain Renown or rise in rank again, Only the
depraved Dancers acknowledge their undead rela-
tives, and even then the Dancer pains only one-
quarter of I:1.'!t2 standard Runuwn awards for hEI‘ du L_'dﬁ.
Abominations also cannat spend experience to raise
their Gnosis Trait.

Upon death, the Garow's connecrion with the
spiritual whole of Gaia is irreparahly severed. This loss
means that Ahominations cannot regenerare cheir
wounds as do Garou; Abominations may heal them-
selves only by spending Blood Points.

I'his severing from the wellspring of life also has
severe repercussions on the Ahomination's relationship
with the spirit world. Although Abominations retain
knowledge of the Gifts and rites they possessed before
thetr Embrace, they connot malke any tites other than
Wynnerites works only the most corupt spirits ever
answer a call made by o dead thing, Abominations also
cannot learn new Gifts from any spirits other than
Bancs, and these spirits are spiteful, devious teachers. Ar
the time of the Embrace (or, more precisely, of death),
any dedicated items or artuned fetishes lose their con-
nection to the once-Garou. Gaian spirits, even those
bound in fetishes, chate ar the presence of the undead.
Toartune himsell to a Gaian fetish after the Embrace,
the Abomination may still roll Grosis as usial — bur ar
difficulry 10, and 4 borch resules in the Abomination
losing 4 permanent Gnosis point,

Abominarions may not spend blood poines forany
purpose in the same rurn that they spend Gnosis, make
Urnesis rolls, spend Rage or make Rage rolls. Rage,
Unosis and vitae all interfere with one another’s use,
and an undead Garou can draw on only one of the
three ar any given rime. Ahominations have blood
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ponls according to their Generation, as usual — their
doubly potent Garou blood was drained during the
Embrice, and they must make do with normal virae.

Abominarions exist in astare of perperual Harano;
every scene, an Abomination must spend o Willpower
point to spend the scene wirh his dice pouls ar full. ]f
it will not or cannot doso, its dice r-uul.\. are halved for
the scene, What's more, the spicitless Abomineations
may naor spend Willpower points to gain automatic
suceesses on-any dice rolls.

Having been something other than human,
Abominations don’t use Hum: mm as a system of
marality. They have a far greater stake at risk — their
Grosis. It is the only thing keeping them from acting
o the vile impulses that prow within them inundearh:
not nawral urges, bur seeds planted by the Wyrm
during their Embrace. An Abominarion’s Gnosis Trair
determinies how soundly it sleeps during the day and in
most cases acts-as Humanity would. (Of course, the
Ahominarion still checks for frenzy by rolling Bage.)

Whenever an Abomination transgresses againsi
the ways of the Gaian Garou, whether deliberarely or
uncensciously {such as in u frenzy), it risks Jegenera-
tion. The higher the Abomination’s Gnosis, the more

likely that even a minor transgression can tear more of

his spivit from him. This is true even for Black Spiral
[Yancers — their usual customs and racrics are a sure
road to degeneration. The chart below is a rough guide
to what actions force an Abomination o check for
Gnosis loss. I the vampiric Garou takes an action thar
requires a check, it rolls Gnosis, difficulty 7 (with
modifiers at the Storyteller's discretion — parricularly
callous deeds might make degeneration much easier).
Failure means that it loses a point of Gnosisirresocahly.
A botch grants the hapless creature a Derangement,
When all the Abomination’s Gnosis is gone, it can no
longer step sideways or use any Gifts or fetishes.
There is only one way to prevent this degeneration
— the Abomination can fully offer what's lefr of its soul
tor the Wyrm (more accurately, a powerful intermediary
thereof, such as a Maeljin Incama). After making this
black pact, the Abomination becomes a Storyteller-
controlled character. Its Gnosis is no longer ar risk; the
Wyrm sees to fueling is spiritual energy, However, the
Abomination no longer has any free will wharsoever;
every action it takes is ar the dircction of its patron.
Other Changing Breeds are, if anything, even less
suited to vampiric life. A Bastet, for example, begins
losing permanent Gnosis, one per moon upon the
Embrace and can never recover her loss. Evenrually,
the undead car is cut off from the spirit world entirely,
unable to do so much as activate Gifts. Nuwisha, by
comparison, cannot undergo the Embrace — indi-
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Flusestyy of P Tost
Gnosis Minimum Wrongdoing for Gnosis Check
Lo Accidentally breaking the Litany
9 Purposefully breaking the Litany; refusing
a rightful challenge; cannibalism {drink-
ing the blood of humans or wolves)
8 Refusing roacknowledge Loss of a challenge
(lack of instinct); teaching Gatou lore to
Wy minions (including vampires)

7 Unjustly killinga Garou; usingvampiric mind-
control powers [[ 1'|un'|'ll‘|:-'|h;.‘, 111'l_‘.\ii.'[]l:_'l..‘}'<'lf_;i:1il'l.‘~r
a(Garow; berraying a Garou ro Wymmminions

f Trafficking with or binding spirits ro
evil purposes

5 Destroying a natural place (harming
Gaia); cavsing a Blight to grow or fester

4 Allying with Wyrm minions (including
vampires

3 Cannibalism (drinking Garou blood); sa-
disin and perversion {Black Spiral virtues)

2 Warring againsr any of the tribes

Destroying or helping destray a caemn

viduals who try to force vampitism on the covotes findd
that the Nuwisha die quietly, one and all. Mokolé and
Corax have it even worse, with their ties to the sun —
both die the Final Death within one day of the Em-
brace, their loss of connection with Helios |(”]jﬂf!
them irrevocably by the next sunset. Unfortunately tor
evervone around him (including the vampire parent),
aMokolé Abomination spends the rest ol his existence
in a brural, mindless frenzy, which almose always
results in the would-be sire ending up as so much
reddish goo spread across the ground. Thankfully, all
shapeshifters at least receive the standard Gnosis roll
to avoid the Embrace and die uanet |'5'

Aagar
In strictest Werewolf cosmology, reality s not
consensual; it is animistic. The spirit world reflects the

physical, and can mfluence it as well, but reality itself

is not subject to being molded by a sufficient force ot
belief, In parricular, humanity is not the center of the
universe — they are a very influential species, but not
the reason reality is what it is. Thiscan do some serious
thematic damage ro rhe Mage elements of a crossover,
and is one of the reasons that Mage and Werewolf
don't play rogerher as well as some might assume, Bue
on a technical level, very lirtle is changed. Whether
Faradox is caused by the Weaver's rigid attempts w

L;;_--_-p Ex_‘;-]lil"!,' constant or ]‘}1,' A COSMAC ]l_"'..-'i_'l n'rfdi::i':_‘ln_‘“t‘f
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doesn’t really mateer when ic comes to derermining
whether the dice system worke the same or not.
Although shapeshifrers are nor as hostile wward
mages as they are roward vampires (as a general nule, at
least), there's still millennia of bad blood between the
rwo groups. Allowing a mage, even a Kinfolk mage
who's ane Garow's sister and another’s wife, intoa caern
is a violation of the Lirany, Werewolves are quite aware

thar something reacts poorly to mages using their powers,
and the common interpretation is that a mage isn't
intended to have that power in the first place. This
makes relatiomships difficult — but nor impossible.

Tl Cwerdiry

Werewolves do not takee any norice of the Avatar
Storm; whatever trait mages possess thar puts them ar
risk, the werewolves don't have it. They step sideways
as normal.

Oter space has a physical presence in Werewolf;
the Gauntlet is likely nohigher than L, but outer space
and the Umbea are not one and the same.

The Mage concept of the "Bygone” does nor
apply in Werewoll; the existence of treakizh mon-
sters such as Thunderwyrms and Vhujunka (the mar
bidly curious are Jdirecred to the Book of the Wyrm)
seems to indicare that monsters can exist quite nicely
in the face of human disbelief. Most fantastic “heasts
of legend” translare well into spirits, perhaps with the
Materialize Charm.

Losmage

Mozt of the usual ways of creating aperavared
damage — fire, Prime-fueled etfecrs. and so on — work
just as well against werewolves as they normally would.
Muost effects that would invelve conjuring stlver are
yulgar, and the silver must be genuinely pure to have
any effect on the Garou; alloys and trace amounts are
lictle more than an irritaion.

Werewolves” hall-spirit nature gives them a mea-
sure of protection against some magic; in particular,
Life effects will nor affect a werewoll unless pared with
an equal amounr of Spirit.

For their part, werewolves have little difficulry
causing ageravated Jamage to mages
L OBt PIqhic

Magi may use counrermagic to defend themselves
against Gifrs or fetish powers that are directly rargered
at them. This is usually a matter of Spirit, although you
may choose to allow other Spheres to cancel certain
orher effects, such as using Mind 1o counrer the Gift
Roll Over. The Arete roll uses the opposing Garou's
Rank + 3 as a difficulty number; each success counters
one of the werewolf's successes,
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You may choose to allow a mage to use
counrermagic against Gifts that aren't rargered &i-

rectly at her, so long as she has sufficient knowledge of

Spirit or other Spheres to do so. The difficulty ro use
countermagic against a rite is always 8; the rite is
s weered not by thie ';'.‘cn:u-'ﬂh' 1'1'!{*.1:1:1.~i|crr b |'u,r Ll]:;-
spirits he invokes.

A few Garou Gifts can be used as countermagic
against a mage's effects; for instance, Exorcism may be
used to counter Spint magic. Such efforts are entirely
at the Storyteller’s discretion, and are not as effective
as 4 mage's counrermagic would be; the werewalf
removes one of the mage’s successes for EVETY T
successes he scores on his "countermagic™ roll.

Shgpartiiders avsd Troe Adigpic

The Changing Breeds are, one and all, incapable of

using True Magic asmages know it Sincesh apechansers
are all born warh shapechanger spirits, their half-spirit
nature, even before the First Change, makes them
Awikened beings from birth. They don’r possess indi-
vidual Avatars as mages know them, [nstead, they L
into the wellspring of Gaia's blessings ro work theirown
mitacles — “stavic magic,” as mages define it. Sphere
magic is the province of humans alone; the Changing
Breeds are given gifts of a different narure.

some rare shapeshufters are able to learn certain
paths of hedge magic, Sphere magic's poor cousin.
However, it 1s hardly common pracrice; whenall's said
and done, the shapeshifrers' Gifts and rites are at least
as porent, if not more so, Only the most curious or
completist of the Changing Breeds feel the need to
learn such human wizardry.
Ereating New SHapesjfers

Mages often like to claim that they can do ary-
thing given time, and some players like to try proving
it by “fixing” the Garow's “problem” with breeding
truwe, As the argument runs, one mage could make sure
that the Garou breed true almost all the time.

|r |‘\[‘|I| s sy ds [|'|-|-'|T

The tashion in which shapeshifters propagate their
own kined has nothing o do with senetics LT, APTAT-
ently, evolution. Trying to beat the odds and ensure

that a child is bom Garou is a very dangerous farm of

“playing Gaia." Theorerically (and itwould take same-
thing along the lines of Occulr 6 o piece this to-
gether), ensurmg that a cub s born Garou would
[t'x|l|'irl' the ability o find wherever ir is thar the spirir
halt ot a newborn shapeshifier comes from {and Garou
thearize ir's Gam Herself), slice off an appropriate
amount, and bind it perfectly to the child ar the exact
moment of conception. Even the so-called demigod
status of an Archmage s probably insufficient for such

W
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an exacting operation, and its damn unlikely the
Ciaron would be willing ro let them try.

A more reasonable approach would involve using
Entropy to mess with the “odds” of conceiving a true
Garou rather than Kin. A generous Storyreller might

allow each success on the roll increase rhe odds of /4
breeding true by [%, (an extended roll is not possible).
However, the mage would have o be present [
conception, and most shapeshifrers are sufficiently
protective of their Kin and young to remove o mage's
arm Just for looking funny at the honeymoom suite.
Assisting on the battlefield is one thing — using their
powers ko potentially draw down the Weaver's wrath
on a cub s flatly intolerable.
etz

The werewolves most likely to interact wich wraiths
are the Silent Striders, who have often served as
intermediaries with the human dead. However, the
war for Gaia causes a lot of casualties, and a crossover
Wraith story is an excellenr way to confront trigger-
happy Garou with the consequences of their actions,

Wrairhs do nor rypically derect as Wyrm- tainted

or to showcase the evil of their opponents by empha-
sizing the ghosts their foes leave in their wake.
unless their Shadows are particularly strong; if a wraith's
permanent Angst exceeds her permanent Willpower,
she gives off the "scent” of the Wyrm, Spectres count
as full Wyrm-crearures, each and every one.

Wraiths do not penerally count as spirits for the
purposes of rites or Gifts: they cannot be bound into
fetishes, summoned with the Rite of Summoning,
ordered around by Command Spirir, and so on. You're
welcome to make exceptions if they would fit the story,
however; it might be thematically appropriare for the
Gifr: Exorcism to affect wraiths, or for a setof sanctuary
chimes to prevent wraiths from materializing. Just be
conservative; werewolves have a lor of ways to mess
with spirits, and allowing too many of those measures
toaffect ghosts would be a bitmuoch. Similarly, remem-
ber thar wraiths are not living beings; their Corpus
torms may render certain Gifts such as Bloody Feast or
Hearr of lee useless.

U che flip side, werewolves are not wraiths and
are not treated as such, even when traveling through
the Durle Umbra. Moliate does not work on Garon,
wha are not made of plasm; the power of Cubliette will
not hurl them into the Tempest, and so on.

e d

Some Arcanoi rhar work on mortals have no effect
on ‘-’n‘ul't"w'nh-‘t“\;; others funcrion nunn:l“y. The main
differences are listed below,




o If the Storyeeller is using the optional rule that
werewnlves gain Shadows in the Dark Umbra, Casti-
gate powers may be used on these Shadows, though ar
+1 difficnloy.

» Werewolves doomed w die do not manitest
deathmarks, and Fatalism powers that focus on
deathmarks (Kismet and Fatal Vision) are useless on
werewolves.

& Wraiths may not use Inhabit to possess ferishes.

o Keening is often more effective against
werewolves, passionate beasts that they arc, Five suc-
cesses when using Dirge will drive a werewolf into
Harano for a week, while Crescendo and Requiem
foree Garou listeners to make frenzy checks.

o Pracritioners of Lifeweb cannor estuhlish a Soul
Pact with a werewolf,

# A wraith cannot use Moliate toshape a werewolt's
fi WL, bt the WLEAPONS fﬁ]'l‘ﬂl:l.,l with :'\-'1;]l'l'i'¢1l'rl,.f iI‘LﬂiL‘E
apzravated damage.

® The Qutrage power Sronehand Punch inflicts
lethal damage on werewalves; Obliviare inflicrs agpra-
vated damage.

# The Phantasm powers Elysia and Agon do not
work on werewnlves, who do not possess the same sore
of “soul” chat wraiths are used to.

/{..F; }5"1‘ pﬂ'ﬂé JMM

The Dark Umbra isn't reached by stepping side-
ways in the usual fashion; it rakes aspecial rite o dosa,
or following dark paths from the Middle Umbra can
lend a werewolf there. Bur once there, werewolves
funcrion fairly normally. They regenerace, spend Rage
and =0 on; the main differences lie in the aunosphere.

A werewolf is a creature of vibrant life, and the
energies of the Dark Umbra conflict with his own
being. The difficulty 1o use any Gifr is increased by |
while in the Dark Umbra; Gifts that do not require
rolls function normally. Garou appear as robust, lumi-
nous beings 1o a wraith's Lifesight, which makes trav-
eling incognito rather difficulr. A werewolf may spend
a Gnosis point to “drop out” of the Shadowlands into
the physical world ac any point if farther from the
Shadowlands, the Grosis expenditare only gives the
werewolf asense of the closest route back to the Middle
Umbra proper.

At the Storyeller's discretion, shapeshifters may
acquire temporary Shadows (usually of the Abuser,
Freak or Monster sort) for the duration of theirstay, A
shapechanger's Shadow has Angst equal ro the
shapeshifter's Rage {(minimum of 1), and wharever
Thoms the Storyteller deems appropriate.

m-m\.\—
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Upon death, a shapechanger’s spirit half usually
rravels ro her Umbral homeland, there to become one
with Gaia. Even individuals that returm to aid cheir
friends and descendants (usaally throueh ading some-
ome with Past Life) do so as Ancestor-spirits, not as
wraiths.

However, there are afew exceprions. Rarely, when
a shapeshifter dies with just a touch of Wyrm-taine on
his goul — just enough of a touch o break hnm away
from the natural way of things —and a powerful desire
to complete some business unfinished in life, he awak-
ens in the Shadowlands as a wraith.

The weaith of a former shapechanger sains no
special abilities from her former life. She is considered
H] wn:iﬂ: ]|l«w any ulhm; EVETE S0 ‘-i.E'IIl"iL' H | |I‘III‘.I_1: s
shapeshifting is impossible withour the aid of Moliate.
Her Corpus takes the form of her selt-image, whether
that be humanlike, a wolf, or even Crinos torm, How-
ever, her Artributes are nor altered by whatever shape
she finds herself in — her fonn is a matter of seli-
perception, nothing more. The character becomes a
wraith in all ASPECES, with her base Homid Arcributes,
her usual collecrion of Abilities (alchough 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
abilicy outside the ken of wraiths. In essence, she s
nothing more than a wraith, However, the new possi-
bilitics of wraithly existence allow her ro explore arcas
rarely seen by any other shapeshifter. The fighr against
the Wyrm, as personified by Spectres (ro a wraithly
Garou's perception, anyway), continues even in the
Shadeowlands,

The worst fighr of all, of course, comes from th
tiny seed of Wyrme-taine thar lay within the Garou's
soutl ar the time of her death — from which soon
hlossoms her Shadow. A shapeshifter's darker half is
more hestial by far than that of most humans.

ﬁﬂfyﬁw

The stereorype presumes that the Fianna have the
most truck with changelings, and that other tribes
couldn’t cane less. However, aChanpeling crossover can
easily defy this stereorype. A Silent Srnider could strike
up a friendship with an egually nomadic eshu; a sidhe
delegation might demand o strike bargains with the
Ciarou's own nobiliy, meaning the Silver Fangs; Pone
Gnawers might make the acquaintances of the goblins
of the inner city, and so on. Although Garou have little
interest in the changelings’ conthicts, and che fae would
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likely avoid being drawn into the werewolves' war, this
actually works our for the hest. A crossover chronicle
could be a wonderful dance of diplomacy and truces,
with each side trvinge tor enlist rhe ather's aid without
commttng to too much in return, Adter all, deals wich
the tae are legendary for their risk — and only a fool
approaches negetiation with ravening wereheasts with-
ot being ar least a lirdle nervous.

Aty

Obviously, the Actor Realm is necessary o affect
shapeshifters or spirits {although the Fae Realm may at
the Storyreller'sdiscretion, affect certaim Chimerlings).

® Chicanery powers such as Veiled Eves cannot
reach into the Penumbra, and do nor affecr olservers
there. Certain applications of Haunted Hearr may
Ir"'ll:l'ﬁ |"]"'k' Hi IFI.'I'I"5. L'::'lL'L L Il-h.':-l'll.'“. |.|'\|."I.I Lin 'I'.'L'rﬂ_"l’.'l.li'h'l_"‘!.

* To use Legerdemain o control a fetish, the
changeling must bear the fetish in a resiseed roll — rhe
changeling's Willpower versus the fetish's Gnosis.

® The Primal art of Holly Strike inflicts apera-
vated damage, which can be soaked by shapeshifters.

® Ay changelings within a mile of a Flanna using
rhe Giift: Faerie Kin may make a "i.flll]_um':_'[ roll,
ditticuley 8, to resist the summons, Those who answer

rhe Fianna's call do not have o obey the werewaolf

without question, but disobeying without good reason
may make the changeling some enemies smong other
fae who want to see the ancient pacts upheld.

Eoe or Hoe Ebber

Changelings are fae souls bom into human bodies;
the Changing Breeds are shapechanger souls born into
shapechanger bodies. A newbom is one, the other or
simply human. Although it's pessible to have change-
lings who are technically Kinfoll (though with ne
access to Gifrs or other Gaian powers) or werewolves
with a touch of the fac blood in them, no creature can

be fully both.
HHornrters

Maost crossover storics involving Hunters The
Reckoning are likely to be hostile, although the shore-
lived "team up against a common foe” chestnur is also
popular. Huneers can hardly hope to march a werewolf
in outrighe combar, but theit powers can make them
credible opponents — if they're clever about it

Comwiction will protecr a hunrer againse all man-
niet of illusory or mund-aftecting Gifts, from the humble
Blur of the Milky Eye to the mighty Obedience. Even
shapeshifrers in Homid form can be derected as “mon-
sters.” Physical effects (such as the mist summaoned by
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Curse of Aeolus) can affect a hunter's senses, bu
purely supernatural effects don't work, At your discre-
tion, you might rule that particularly powerful entities
(such as manifested Incarnae or Rank 5 shapeshifeers)
might have a chance of overcoming this inmmunity; in
such a case, you can call for a primary Virtue roll
apainst an appropriate difficalty {6 for a Rank 5
shapeshifrer to 8 for an Incarna)

However, a hunrer's second sighr does nort reach
into the Umbra: a werewolf in the Penumbra is as pood
as invisible. A hunter's Convicriondoes protect against
supernatural attacks targeted from the Umbra, such as
the Possession Charm. The only exception is that
imbued are able to rarger ghosts in the Shadowlands.

Second sighr marks Kinfolk as “off," while Dis-
cern, Wirness and llluminate all reveal Kin as the
blaad relations of shapechangers.

s

Mest Edges are written with the various powers of
superatural beings i mind. Caly a few require clarifica-
tion. Lnless otherwise stated, an Edge cannot cross the
Guuntletand aflecespiritsor werewolves in the Penumbra.
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* Tluminate works even on shapeshifrers who
hive used Gifts such as Thousand Forms to rake wildly
different forms,

o Ward extends into the Penumbra; spirtsand other
Perumbral denizens cannor approach the hunter'’s im
mediate area. The mark left by Brand remaing inall ormes.

¢ A shapeshifter may step sideways to negate the
effects of Burden. Balance can be used o prevenr rhe
use of Rage or Gnosis. Shapeshifters revealed to one
lookers by the use of Expose typically induce Delirium
as if they'd shitted to the appropriate form

& ]'lL‘ij_-’hH.‘IIL‘I-.I -l':'L"IIHk'H i|||| WS 'l".'l-.'l"."l"-'l-I“ |~'-I|I-.'Il..'nl
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For obvious reasons, werewolves cannor be Tm-
bued. Ever: However, newther can Kinfolk, Whatever
torce is empowerning the new breed of hunters with
their strange pifts, it apparently 1s able to recogniz
Kinfolk, and never chooses them for the [mbuine.
Even those Kinfolk ignorant of their nature are never
chosen; they are simply too close to the supernatural,
and rherefore nor sufficient guardians of humanity,
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In the times of Gaia's first stirrings, the Mother looked
upon Her new creation and felt a great longing within Her.
“I wanrt 1o see and hear and rouch and waste and feel
evervihing that [ have made,” She whispered 1o Herself.
And weth this thomehe, Gaia pave birth i Her very first
children, spivits wrapped in the stf of the physical world.
Peares rr,l Herse .|'- came ||-|J||'h Jrom Her womb and took
material forms. Gaia's spivic children ran with the deer and
'||:-.'_' lger, suymm with rfl:_’ _|.E'L||?, H.m- 14.'|;JJ| the i"ll\Erl.'\: .:u!r.r rrLHL'rf
acrogs the land with the hurvicane winds. Every dav, Gaia
found @ new way to give birth 1 Herself and exudted in the
richness of Her creation. The animals and plants, in turn,
accepted their spurit brothers and ststers as natural, for they
knew no diffevence between one world and another,

The Wyrm changed all that. His madness broke the
worlds apart and his corruption taught the creatures of the
phovsical world eo fear the spivits they imee erusted . Gaa's
spirit children orew eroubled and withdrew from the com-
pany of their former comrades. Some of them fled forever
int the U'mbra, verwrning to their spivie forms and reening
their back on the physical world. Others chose to remain in
their manifested forms but hid themselves in the wildest

jillrt-.L\ of the aworld or cloaked themselves i n.lr\Liu'l.._ [ryemng
to pass themselves off as true hwmans or anmals or plants,
The appearance of the Gawnrlet made i difficult for
Ciata to tnfuse Her spirit divectly into the world , vet She sau
an even grecaer need to touch Her creatiom. WNeww that the
Wiyrm and the Weaver threatened
balance of the Trat, Gaia realized that She would have 1o
find a new way to create a link hetween the physical world
and the L'mbra. Thus, outof Her sorrow and Her 1
Herlove, Gala created Her second children
the other Chemping Breeds.
Ariana Maker-of-Srorics, Black Fure Galliand,
*How the Kami Came To Be”
The creatures known as Kami occupy 8 unique
place in the universe, Some Garou Jdescribe them to

L l]ll'l"': e “‘.__;Hiiilﬁ |-i MR I.II

tin whset the delicate

1o and
 Ehe Cacrena and

an impertect way of describing
the unique blend of spiric and marerial existence. Like
fomaort, most Kami exist as spitits embodied in phivsical
hosts, fusing topether the mavenial and immaterial
world. Unlike the fomori, which the
melding of Bane and flesh (or mateer) resules in the
corruption and eventual degenerarion of the physical

however, in
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huost, Kami form a seamless union between t|1u.‘P|1‘g.'.~|l:nl
and the -\L"II"EI.I.I.1|. one that '|.‘|.'I.:l!'|"L:i for the CXPress pur-
pose of manifesting Gaia's love for Her ereation.

Kami are excellent elements to add sparingly ro a
chronicle — they are the rare and wondrous manifes-
tations of Gaian spirits, living reminders that the
Mother and Her children are not defeated ver, The
presence of a Kami indicates that Gaia still wouches
Her crearion, thar the Garou are not wholly without
allies in the physical realm. Alchough an encountes
with a Kami should be appropriately singular (these
entities are not ones to overuse), it is this very rarity
that can leave your plavers with the feeling that
they've just participated in an encounter thae few
people are worthy of experiencing,

Caiar Fitt CTofeiben

Ancient lepends speak of a rime when Gaia filled
the whole world with expressions of Her spirit. Before
the Garou, before the other Changing Breeds, the
Kami walked the earth in their many forms; Because
the Gauntlet had not vet risen, so the stories go, the
barrier berween spirit and flesh did not ver exist, Spirits
could manifest whenever they wanted, and Gaia pave
them permission 1o take on the forms best suired for
them whenever they chose.

Kami delighted in the profusion of forms their
Mather had created, expressing themselves as the
spirits of mountains, rivers, trees, plants, animals and
other growing things, Kami even assumed the shapes
of hunans, enjoying the many forms of communica-
tion and expression available to those crearures.

The insanity of the Wyrm and its growing power
have made the creation of Kami increasingly more
difficult for Gaia. Today, new Kami appear x111|'!,' THre |',,'
When such o momentous event occurs, all the spirits in
the viciniry gather to witness the miraculous birth. Most
kamiare creared when aGaian spirit possesses ahuman,
animal or even plant host in asymbiotic joining such as
that of a fomor, although a few actually come about as
aresult obmore-or-less permanent materializarion, oras
the awakening of a portion of land.

Ty Refafions

In modern times, Kami have Linle cecasion o
interact with the Changing Breeds, Usually solicary
and shy creatures, Kami preserve their secrecy jeal-
ously, tearing the wrath of those that discover their
true identity. Only the wisest Theurges know their
lore, and only the most accomplished Galliards know
the legends thar tell of the Kami. These elders, hailing
from a proud race as they do, seldom tell the stories of
children who predare them in their Mother’s favor.
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The same holds true for the Fera, who frequently share
the Garou's reluctance to acknowledee (or belicve)
that others came before them.

Oecasionally, when the need arises, Kumni interact
with the Garou or with ather Changing Breeds, These
encounters always depend on the individuals mvolved.
Kami can usually sense whenever ome of their distant
cousins will react with favor — or ar least withour
hwstility — to their appearance.

Because of their nature as lesser manifestations of
Uiaia, Kami rarely work directly againse the Garou or
any of the Mathersother childrenunless given adirect
command by Gaia to do so. Qeeasionally, Kami find
themselves in need of assistance from the Garou or
from arther Kami. In these instances, they emerge from
isolation and make their desires known. Because Kami
rend rolive as recluses, however, they seldom know the
ins and oues of Garon culeare or philosophy. They
know nothingof the Litany, of Garou tribes orauspices
anied even less of the internecine squabbles thar make
up much of Garou sociery. The same holds rrue for the
Kami's knowledge of other Fera.

ALanfesations cf Casint Boswmity

All Kami share certain benefits oranted o them by
Gaia. Every Kami possesses an inrelligence that ar least
equals thar of most humans, even though their thoughe
processes may differ considerably from those of human-
kind. The thoughts of a bird-Kami, for example, while
more cohesive and sentient, than those of normal binds,
do nort ar all resemble the thoughes of @ Kami with a
human host. Tnstead, the lhuuuhlh reflect matters of
comeern to birds — wind parterns, the changing of the
seasons, the abundance or lack of food, the presence of
predarors and possible threars ro themselves.

Shapeshifrers, spirits and other supernatural crea-
tures with spiritually aware senses (which mighr in-
clude some mages, but would certainly exclude vam-
pires) can sense an aura of holiness or spiritualicy
emanating from Kami. This radiance has no rangible
effect on other creatures that sense it other than w
announce the presence of one of Gaia's special chil-
dren. Anyone feeling this emanation knows that seme-
thing windrous is nearby.

Most Kami have a vulnerability to some sub-
stance, such as fire, cold iron, glass, plasric, wood or
metal. Any Kami injured by a weapon or object made
from their particular baneful substance takes aggra-
vated, non-soakahle damage.

Like Gaia’s other children, Kami possess Unaosis,
Some, bur not all, Kami possess Rage as well. Borh
Gnosis and Rage replenish themselves at the
Storyreller's diseretion. Kami that possess Rage have




the potenrial for frenzy, just as Garou do, though the
reasans for the frenzy may differ according 1o the
nature of the individual Kami. Health levels depend
on the size of the Kami. Kami with anamal, small [‘l]ﬁr‘ll
or human hosts have as many Health Levels as normal
examples of those types would have. Large Kami, such
as those inhabiting trees, boulders, or oivers have more
hicalth levels and are more difficule o destroy, Ani-
mate Lands may prove almost impossible (o deseroy
except through extraordinary measures such as chemi-
cal exposure, toxic wasee, radiation or wildfires.

Some Kami may also possess a geas in the form of
a prohibirion, such as a ban on speaking above a
'.'.;h'i-c'l:-l_*n w the inabilicy ro wear clothing of a particular
color or material (for Kami with human hosts). Viaola:
li:l.ll'l, I'IE.|.||ih :::L"ivl:‘i "’Iil'lu' |'|.th!|_1 1 t'l.lt'lﬁl."'-'.]lll."ﬂ'il.'.l.’.‘- TI‘IHI rangc
indegree fromserious w fatal, depending on the nature
of the transgression.

Aiwms’ Fowers

The powers listed below provide examples of the
kinds of ahiliries Kami possess. Ench Kami manifests irs
OWN unique powers, appropriate to its hose. Storyrell-
ers may customize the powers enumerated here or may
create their own ta reflect the unigqueness of each Kami
{Gifs |_1|'|,11.-'id-.- more ideas, and are thematical ly sound).
Even two Kami with oak rrees as hosts may differ in
their powers.

Since Kami are intended pri]lmrih’ as Storveeller
characters rather than as plaver characrers, no fixed
|I,|_1I:'H jl,l]' J_'i'l;l[{ll_rl..,“l I.._'FI:_"':”"il WM AT H- H F}[ﬂ?i":ll']]l”'
wishes 1o allow one or more of her players to play a
Kami character, she can adapt the character genera-
tion rules from Werewolf: the Apocalypse or else
come up with her own guidelines. The number and
type of powers available to a Kami should remain
consistent with the Kami's host creature amd should
pertain ro the Kami's purpose in the world.

s Animal Affinity — Kami with this power may
influence animals. The affected animal views the Kami
as & rrusted companion or leader and will aid the Kami
i whatever way possible, acconding w its natural in-
stinets. Mo roll s necessary for normal animals. This
power rescmbles the Philodox Gift: King of the Beasts.

s Animal Communication — The Kami enjovs the
ability to communicate with animals of sy kind, as well as
the “beast tongues” of shapeshifters in their animal forms,
The Kami possesses the knowledge of all forms of animal
speech ancl may “speak” to them through the sounds and
lkhi‘r' H\_'b‘,'.,t[(_b CHOTTNEL | L L':IL'L] | %ATL |L|.||.:l[';|]‘|.||‘|‘|:1|. a'l'.llu I1I'||. ||.|H|:'l
the Kami may make sounds and movemenus, the actual
communication takes place relepathically. This power is
akin ro the Galliard Gift: Beast Speech.

—-—-——m—h\\\\\ T
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¢ Animal Powers — A Kamiwith this power may
change its form ro enable itself ro take on some animal
aspect, or its host form already possesses one or more of
these powers. If a Kami must rranstorm irself, a0 must
spend a point of Gnosis for each rransformarion, re-
pardless of the number of powers such a shift i form
provides. For example, a Kami mav gain a wolf's
heightened senses by changing irs facial fearures o
that of awolf. Even though this change affeces three or
mare senses, the Kami need expend only asingle poins
of Gnosis. If, however, the Kami wishes to achieve the
henefit of claws in addition o heichrened senses, i
st spend two points of Gnosis —one for the heighe -
ened senses and one for the claws. A Kami whose host
farm is that of a wolf, however, gains rhe narural
powers of its animal form without expending Gnosis,
Additional examples of Animal Powers include Fanps,

E'l'l L"]‘H_'rﬁﬁill._" |:||,k"|'_ Warer t"'lL"':ll]lill?_'.\, '|."|'|'|'|:_r" :|.||I.I firs,

* Animal Summons (Cost: 1 Gnosis) — A Kami
uses this power o summon animals o s aid. The
Storyteller determines the number and type of animals
that respond o the Kami's summons, Begardlessof the
number of animals thar answer the call, the Kami's
Gnosts expenditure remains the same. This power
reserithles the Lupus Gife: Beast Life.

s Animate Self (Cost: 1 Willpower)

Ktl[l‘_l,i [ARFER' |'L'lll:_'-vi,‘||il.'l1l.'.‘i{,'|‘-r'i'.‘1 T ack TSN R |.H'l 'lllull 1|!|x' vise ol

Inanimate

this power, Though most inenimate Ko use thas
Pl |_l11,1'|,' for shiort burses of aorivie Ny il bew mantain it
almost continually, allowing themselves the ability 1o
witlk, run or perforin some other form of physical action
at any time they so desire. If movement requires a Kami
todetach itselffrom the carth orsome other object, then
it st spend two points of Willpower, For example, o
Kami tree must uproot itself from the earth in order o
wallk; thuos, using this power costs 2 poinsof Wil lpower,
The effects of this power Last uneil the Kamd rerurms o
its inanimate form or for one scene.

* Aura of Tranquility — Faumn with this power
radiate an avra of peacctulness thar calms everyone
within its area, whether allies or hostile creatures
Shapeshifters may not use Rage, vampires find them-
selves unable to frenzy and any others find 1t almost
impossible ro commir violentactions. Inordertoinvoke
this power, the Kami must roll Chansma + Empathy
{difficuley of the rarget's Willpower). Targets who fal
the roll may not act in a violent fashion. The Kami may
affect more than one arger with this power bt musr
make a separate roll for cach individual tareeted. Most
Fami thar posscss this power project it ar all rimes

* Autumn's Blessings — The Kami can bring
abour the appearance and effeets of autumn toan area,
Leaves chanpe colar, animals prepare for winrer by
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storing up food and the weather takes on the aspects of
autumn. Sudden changes, such as causing the leaves to
fall ar once from all the trees in the designated area,
cost the Kami one Gnosis point to effect, but gradual
chianges carry no cost. Kami with this power become
aware of individuals who have passed the prime of life
and are nearing late maruriry.

* Child of the Elements (Costs 1 Gnosis)
Kami with this power may summon elementals of the
type mostsuited ro them. For example, a Child of Earth
may summon an carth elemental, while 3 Child of Fire
can call a fire elemental to its service. In order to do
this, the Kami must roll Manipulation + Expression
(cdifficuley 7)1, Each success allows the Kami to summon
one ¢lemental, although the Kami may only control as
many elementals as its rating in Wits, Mose Kami
possessing this power can summon only one type of
clemental, bur Kami whose hosts combine elements
miay summon elemental of either sore, Thus, a Child of
Steam may summon either fire or water elementals,
while a Child of Mud may summon elementals of water
or eartheOften, Kami children of the elements possess
ather powers appropriate to their element.

* Command the Earth (Cost: varies) — The Kami
uses this power to subject the earth to its will, Ar the
Kami's command, the earth can form iself into desert o
{ll”.l:. L.\:llll.l':||.:||E1|'|I'|'|!|Hi!'|!k‘{‘.’;ﬂ'ﬂl!. Thu‘Kﬁlll‘lL}lllc;‘lubﬂ'
carthquakes, landshdes, rockfalls or any other narural
phenomena. This power costs one point of Goosis for
minor eftects such as a small patch of desert or a minor
rocktall. Major effects, such as the ransformartion of a
largee area into a quicksand mire or occurrence of an
carthquake, cost two or more points of Gnosis.

* Curse of Gaia (Cost: 3 Gnosis) — Kami may
use this power to place a curse on anyone that disrupts
the will of the Mother or upsets the halance of the
narueal world, The Kami derermines the nacure of the
curse, which may vary from relatively minor — such as
a run of bad luck — o major impediments or fatal
alflictions. The Kami may induce Harano in a Garou,
turn amortal offender tostone, inflict a wasting discase
onan individual or cause the carth to engulf the cursed
victim. The nature of the curse is up o the Kami {or
the Storyteller). Most Kami can inflict only one major
amd one minor rype of curse.

* Enchanting Voice (Cost: 1 Gnosis) — Wich
this power, the Kami can enthrall anyone that hears irs
song. The listener must make a Willpower roll (diffi-
culty of thie Kami's Charisma + Performance) in order
to avedd being drawn to the Kami's voice, This power
does not grant the Kami any additional power aver the
victim, If the Kami wishes to enlist the victim's assis-
tance or punish the targeted individual, it must do sa
through rhe use of other powers or ahilities.
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* Gaia's Summons {Cost: 1 Gnosis, 1| Will-
power} — A Kami with this power may call to itself
one of the Mother's forces or creatures. Kami many
summoen Wyldings, Great Beasts, totem spirits or, in
some instances, a particular group of Garou or Fera
{Le., all Ragabash in an area). Summoned creatures
feel inclined to act in the best interests of the Kami
[}l.'all L'ﬂll.l.‘".l |I1L'1||. I] II:II..,:'{-L" 'Il'l'l_ll:l 'ﬁr'l_..,‘-l:] L resist tl'_I.IC' SUlTh-
mons must make a resisted Willpower rall againse their
SLITIMOTET.

® Great Destiny — The Kami exists for a signifi-
cant purpose and nothing short of the completion of
that goal can stop it. Miracles occur in the vicinity of
the Kami whenever something threatens the success-
tul accomplishment of its purpose. Not even death can
stop ituntil it has fulfilled the destiny chosen for ic by
the Mother, This 1s, for obvious reasoms, one of the
rarest powers, suitable only for Kami thar are destined
o play a significant part in the chronicle.

* Heart Sense (Cost: 1 Gnosis) — A Kamiwith
this power can see into the heart or essence of an
individual and ascertain wherther rhat creature be-
longs primarily to the Wyld, the Wyrm or the Weaver,
Additionally, Kami with Heart Sense can identify an
individual's connecrions o the past (such as thar
granted by the Ancestors Backpround), derermine a
person's innocence or guiln, ferrer out someone's dreams
and desires or discover the true form of someone in
another shape. The Kami mustsucceed ina Perceprion
+ Empathy roll (Difficulty 7). Each success provides
the Kami with additional informarion.

* Invulnerability — This power provides the
Kami with one o five poinrs of Stamina (Storyeeller
discretion) tor use in soaking damage. Kami with this
power renerally manifest it visibly in some way, such
as skin with a fainddy mewllic appearance, a hard
carapace or an exoskeleton. Kami with stone host
bodies frequently possess this power.

* Longevity — Although Kami are not immortal,
many possess this power, which preatly extends their
“normal™ lifespan, slowing down rtheir life processes
and causing them to age very gradually. Kami with
human hosts may live for two or three centuries, while
Kami insects may live for several months {(a phenom-
enally long lifetime!). Mountain Eami or animate
lends with rhis power have a life expectancy that mighr
as well be infinite compared o those of moreal crea-
tures, Without this power, a Kami "lives” only as long
as its host’s normal life span.

* Lord of rhe Land — A Kami wirh rhis power
remains constantly aware of everything that takes
place within its territory, The most common Kami to
possess this power include plant or tree Kami, moun-




tain or river Kami or animare lands. Kami may use this
POWET AL 1h0 COsE.

s Mask Presence (Cost: 1 Gnosis) — For the
durarion of one scene, o Kami with this power can
prevent others from seeing, hearing or otherwise de-
tecting its presence, This power can manifest itself by
making the Kami invisible or by camouflaging or
atherwise diseuising it Occasionally, the power sim-
ply causes those in the vicinity of the Kami ro ignore
it as il it were not there.

* Mega-5trength — The Kami possesses an addi-
tional ane o five points of Strength, Mountain Kami,
shade rree Kami or Kami with large animal hoses ten
to have this power,

* Mother's Healing — This power functions as
rhe Theurse Gift: Mother's Touch.

* Peaceful Fighting — Kami with this power may
defend themselves withour causing lasting physical
damage to their opponent. The Kami fights normally,
but each health level of damage it causes lasts only as
long as the remainder of the scene. The opponent
bweals complerely when the scene is over. If the Kami
deals a number of hiealth levels of damage in one blow
as the opponent has Stamina, the opponent falls
unconscious, awakening at the end of the scenc. In the
meantime, the Kami has the opportunity o leave the
vicinity or otherwise take itself nur of harm's way.

¢ Piercing Gaze (Caost: | Gnosis) — The Kami
can muke whoever it laoks at feel as if her soul has
bared itself to the Kami. Vicrims of this power become
apitated and tense. Occasionally they succumb to
anger or some other injudicious emotion. Even Kami
who do not possess physical eyes (such as plant Kami
ot animate lands ) can use this power ro make individu-
als in their viciniry feel as if someone or something is
watching them. Kami use this power torepel intruders,
drive unwanted creatures from their lands or force an
individual to confess some hidden enime or great
secret.

® Plant Animation (Cost: varies) — This power
enables the Kami ro animate plants, causing flowers,
trees, shrubs or other forms of vegetation to move i ways
not nommally available to them. The St '-r‘_f'tL‘"t'T deter-
mines what each affecred plant cando. Roses may lash out
atanintruder, scratching the individual with theirthoms.
Vines may entangle the Kami's victims, while a tree's
massive limb may reach out and wrap iself around an
enemy, causing severe crushing damage. Plants possess
one to three points of Dexrerity and one o 10 points of
Srrength. A patch of animated grass may have only one
point of strength, while an animated redwood tree would
almost certainly possess maximum Srrength (1O poines ).
Thecost in Cmosis to the Kami using this power vares in
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relation to the number of plantsattec red and the potential
for causing damage. Kami may use this power to affect a
stosll owmber of rrees or a larger number of smaller plants,

* Plant Kinship — Similar to Animal Kinshap, thas
power grants Kami the friendship of all plants. Animared
plants come to the Kami's assistance whenever possible.
This power also grants Kami the ability o speak with
plants. This ability resembles the Galliard Gift: Beast
Speech, except thar it perains to planis rather than
aninals. Eventhough plants do not possess true sentience,
the Kamni canuse this power to leam whar reanspives inang,
oiven area from the plants that grow there,

* Regeneration — Kami with this power have the
ability to regain health levels ar the rate of one per
turte, This only applies to non-aggravared damage.

s Silent Speech — This power gives the Kami the
ahility to communicate without speech. Similar ro
teleparhy in many respects, it bypasses Tangoage alio:
gerher. Thus, a Kami may use this power to speak to
individuals from many different culoures a1 once, re-
gatdless of their narive language. Each person or crea-
rure hears the Kami as if it were speaking the language
most familiar to the recipient.

* Skinchanger Kinship — Kami with this power
enjov the friendship and confidence of one of the
Changing Breeds, to which they are atumed. The most
common version of this power is Garou Kinship (ow-
ing tothe decline of the other Breeds ), bur a Kami may
possess Kinship to any shapechanger race, even the
Rokea or Ratkin. Thispower is the equivalent of a Pure
Breed rating of rhree.

® Spirit Awakening (Cost: [ Gnosis) — Kami
with this power can awaken spirits in a manner stmilar
to the Rive of Sparit Awakening, though the Kamionly
needs ro spend one turn to rouse the targered spine.

* Spirit Charms — Some Kami possess certain
spirit Charms, such as Reform, Break Reality or Ain
Sense. Kami that use these powers may of may not
assume cettain aspects of the spirits that most com
monly passess these Charms, Only those Kami possess-
ing Umbral Passage may have this power, Kami tend to
use Ginnsis to power these Charms, bur occasionally
they may use Rage for appropriare Charms,

e Spirit Sense— The Kami can look inro the spiri
world and speak o any spurits it happens to see even
though the Kami itself remains in the physical world.

* Spring's Blessings — This power functions ina
manmer similar to Autumn’s Blessings, excepr thar ir
enables the Kami to cause an area 1o take on the
aspects of spring. Plants in the tareered area sprout and
bud, animals emerge from hikernation or feel the urge
to mate and the temperature takes on the mildness of
AN, | Jlunj_'; this [OWIERT, Kami may also denrify -
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nant individuals or crearures thar have not ver reached

their true potential.

e s HL"! Thdilts

* Strang Kamiwith this power possess
senses that dety detinition i human terms. These

K T Can

creatures or sense the emotions of others. Other mani-

see sourds, hear colors, derecr invisible

testations of this power are up to the Storyvteller.
* Subtle Presence — Kami wirh this power he-
come ditficulr to keep up with and excremely hard o
find. They leave no physical trail and people have a
lard time keeping the Kami in their memory, foreet
ting they saw the Kami. Anyone who acrively searches
tor the Kami must succeed in a Perceprion + Alerrness

roll (difficulty 9 in order to have any chance of

locating i and even then, the searcher takes lonper
than usual w find her target.

The Kami causcs an
Al L o assume I|'||.' .|.“E\IL"L 5 |'l1 |'|_|i|_ SLLERINLCT, LI;_',t"n.'l._""C
become green, trees bear fruie, animals give birch and

* Summer's Blessings

engage in hunting behavior and the temperature takes
on the warmth of the season. Kami can use this power,
il they sodesire, to cause sunstroke in individuals, This
form of the power costs one point of Gnosis and

regquires the Kami o roll Stamina + Primal Urge

\
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{difficulry 7). The vicrim may make a Stamina roll to
resisr, Success means thar the victim rakes no damape,
Failure means thar the vicrim loses consciousness and
ke one non-soakable health level of avoravared
lL‘II'I‘I:'Ij_T.". K:.”T!I': l|.'I.'||!"‘I tllql": J'H!-'n.’-'\,'l' Can sense the !"l".\_"‘-cl\.,'l':i_l.,"
of erearures that are in the prime of their lives.

* Transformation {Cost: 1 Willpower) — Fami
with this pPower can i'|1;~.|1_5:r themselves into some
other creature. Thus, a Kami may cransform itself into
a patticular type of form {animal, plant, mineral) a
select group {all canines, trees, insectsh ora single form
(Grear Dane, eagle, willow tree). Some Kami may
even choose several unrelared forms {(a birch tree, a
dove, a rock and a butterfly ). This power works in borh
|||.'.' 1 j“‘:l-\'-l'.l :I!I'il 1 1|I|.' rl.illl'hll.'.ll W |||

* Umbral Passage — The Kami rolls Gnosis and
uses this power to cross the Gauntler in a fashion
similar to the Garou ability to step sideways. Plane on
animal hosts leave their physical forms in the magerial
world and assume spirit forms in the Umbra. While
occasionally, plant or animal Kami take spirit forms
that mirrer their earchly hosts, most often they assume
|~I||1':-|i-|r!-|:':lr SO1TIE i'l!l‘ll_'l form '_':l[":-ll"ll_ i I| MW emnernt ".'n';"ll_"l'l
they travel o the Umbra




Kami with this power
can speak the language of and communicate with all
living creatures,

* Universal Tongue

* Winter's Blessings — Kami can cause a desig-
nated area to manitest signs of winter, Plants wither
and become dormant or die, water freezes in ponds and
lakes, animals that hibernate seek places to undergo
their seasonal slumber and the air becomes cold witd
the feel and smell of winter, Kami can create pusts of
freezing air as weapons, similar to the Wendigo Gifrs:
Curting Wind and Chall of the Early Frost, though
they must spend one point of Rage to do so. Kami with
this power can sense individuals whoapproach the end
of thetr lives and some Kami can even use this power
tovsee into the Darke Umbra.

*» Wyldkin — Kami with this power tend 1o
possess powers similar to creatures of the Wyld. These
Kami can create elements and often manifest the
Charms common o Wyldling spirits, Spirits of the
Wyld consider the Kami asone of their own and feel an
inclination to assist the Kami so long as ir does nor
arder them to do something thar goes asainst rheir
instincts. A Kami thae arcempts to foree a Wyld spirir
L0 ACE Counter to s narure must succeed in an opposed
Willpower roll and risks alienaring the Wyldling. The
Kami can also use this power to summaon Wyldling
spirits by rolling Charisma + Expression {tliﬂitlill"r‘ 11
Each success attracts one spirit. The Kami may control
anumber of spirics equal to its Wits rating. It's entirely
;‘hﬁﬁlhlu that a Kami might manifest o similar
"Wyrmkin or " Weaverkin" power, alchough the madd-
ness of Wyrm and Weaver has seriously eroded each
Celestine's relationship with Gaia,

Az Ik ttar

Just as Kami enjoy access to powers granted o
them from Gaia, they also pay a price for these powers
in the form of geasa or prohibitions. These bang or
taboos serve several purposes within the comtexr of the
game. With regard to game mechanics, they provide a
counter to the powers of the Kami, making these spirit
creatures a little more than just a collection of neat
abilities, Storytellers might want to assipn one geas for
every three or four powers or else content themselves
with giving cach Kami a single ban regardless of how
many abilirics it possesses.

Within the scory irself, Kami take on an additional
depth and a hine of tragedy when rhey exhibir certain
weaknesses. Many legends ascribe bans or mboos o
heroes, who often face their undoing throueh a trap
based on these prohibitions.

The following list offers some examples of geasa
appropriate for Kami. Not all of these bans will suir all

Chapter Siv: Odds and Ends

w-‘—_‘

SN S

Kami, Storytellers should pick and choose the most
relevant ones for their Kami characters or else feel free w
make up their own. Srorytellers also have the oprion, of
course, to ipnore the idea of Kami weaknesses em :|r-:|'_.-.

Penalties for vielation of a peas can vary from loss
of some or all of its powers, diminution of Artributes,
loss of Gnosis, Rage or Willpower or utter dissolution,
depending on the severity of the prohibition and the
circumsrances under which it was broken. Gain enacrs
the penalry at the time (and the Storyreller determines
the nature of the punishment).

» Barcfmr = Tl”ﬁ.‘ Kami must never wear shoes on
any sort of foor covering, This geas, needless 1o say, only
applies for Kami with human or clorhes-wearing hosts,

* Color Ban — The Kami may not wear clothing
or ornpmentation. of a particular color, While this
seems initially to apply to Kami humans only, thas han
also includes animal collars, saddle blankets, ribbons
tied around rree limbs and even spray pmnted graffin
om rocks.

* Gender Ban The Kami may not speak
directly toa man (or a woman), Any communication
with the hanned gender must rake place through an
intermediary,

* Indirect Movement — The Kami may not move
in g straieht line, but musr always rake an indirect path
o its poal.

* Question Ban — The Kami may never answor
a dircet question,

* Rover The Kani may not call any single
place home. A Kami with this ban may not sleep in the
same “bed” or spend the might in the exact same spar
two nights in a row. Kami must have the capaciry fon
mability to possess this geas.

* Silence — The Kami may not speak while
performing its appointed rask. Lo must make its wishes
known by other means.

® Substance Ban — The Kami may not come into
comtact wirth a particular substance, such as wood,
silver, gokd, plastic, water, erc.

* Thankless — The Kami may neither give
thanks to anyone who assists it nor accepr thanks for
its assistance. In addition, it may not explain s appar-
ent ungratefulness withour violating the ban.

* Whisper-Bound — The Kami may never raise
its voice above a whisper, even when calling for help

- '3
Kms  Fraractors
Thetollowine sample charac wersprovide Storyrellers
with examples of several different rypes of Kami, accord-
ing to their host forms, Storytellers may wse these charac
ters as presented bere or may alter them o suit their
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chironicles, These L'.‘CJH\P]L}' can also serve as guidtlinw-
for creating Kami characrers in penerml. As a rule of
thumbs, “Wlnr\h“u\ shoule “MJI‘L h'.. dt:-lL,muthl ‘normal”
creature to serve as the Kami's host, then modify that
crearure by customizing Ateributes and Abilities and

adding appropriate powers and one or more geasa,

ﬁ%’ﬁf and Apsina) Horts

Plants and animals infused with Gaia's essence
and her awareness make up the bulk of Kami existing
it the world today. Mast of these Kami possess telepa-
thy and some may even have the ability to communi-
cate in one or more human languages. While many
animal or plant Kami are indistinguishable from their
normal counterparts, a few have some unusual qualicy
about rhem such as odd coloration (a blue squirrel),
enormous size (a Volkswagen size cat) or stranee shape
(a mughroom ning). All plant and animal hosts have
several powers given to them by Gaia and may also
possess at least one prohibition.

Adowrendts e Flimbor

Kami Type: Animal Host (Feral car)

Physical: Strength 1, Dexterity 4, Stamina 4

Social: Charisma 5, Manipulation 3, Appearance 3
Mental: Perception 4, [ntellipence 5, Wirs 5
Talents: Alertness 3, Athletics 3, Brawl 4, Dodee 4,
Empathy 2, Intimidation 2, Primal-Urge 5

Skills: Animal Ken 4, Etiquette

Stealth 5, Survival §

1, Leadership 3,

Knowledges: Enigmas 4, Investigation 3, Linguistics 4
Backgrounds: Allics 4, Ancestors 5 (may contact
prehistoric ears), Conracrs 3

Powers: Animal Kinship, Animal Powers (Carfeer,
Claws, Heightened Senses), Animal Summons (ani-
mals of the forest and field), Heart Sense, Long-Lived,
Mask Presence, Mother's | h“ﬁhr‘:g. |..1i|._-[1_"|ng Claze, Si-
lent Speech, Universal Translaror

Rage: 2; Gnosis: 5; Willpower: 10

Health Levels: OK, -1, -1, -2, -5

Artacks: Bite (Str+ | ageravared damage); Claws (St
+ 2 aperavared damage),

Bans: Rover, Whisper-Bound

Mow'ruth gets twa attacks per turn, one from his hire
ancd one from s claws,

Image: Mow'rurh appears a5 an oversized (25+
pounds] longhaired brown and black tabby tomeat. Many
hurans who see him mistake him for a feral Maine Coon
CAt. EIL' .lfli'll‘- LTI LS l'!'.g'l"-.'l.'\l lil"lt‘l_! LS o | I'I]ji. l'J:Hglt ]_I_E.'b
close around his neck and a full, brush-like tail. His voice
is almost non-existent, resembling a kitten's scrarchy ery
rather thanatull-throated cat's meow, He purrsrarely and
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inaudibly, He undersrands any language snd can rele-
pathically communicare his wants to others.

Roleplaying Hints: Mow'ruth lives in the wild
country of rural New Hampshire, Gaia has charged him
with overseeing the balance of “his" realms and making
certain thar the encroachineg human population does
not extend too far. He accomplishes his task in various
ways — by appearing o lead lost humans o safety, by
acting as a hidden menace and frightening off intruders
and by conducting guerrilla warfare on unwary campers
or hikers. He can and sometimes does befriend humans,
but refuses any attempts at domestication.

History: Mow'ruth remembers the coming of the
Europeans and their Garou kin to North America, He
used ro have contact with the Native Americans, who
acknowledged him as a spirit-creature and gave him
offerings from their hunts, He finds his Rase ar the loss
of the Maother's wild places growing by leaps and bounds
and strugeles to maintain his ELjuanimiry and focus.

A, tho Shhring Aapll

Kami Type: Plant Host (Maple Tree)

Physical: Strength 12, Dexterity Of3 (when animare ),
Stamina 10

Social: Charisma 4, Manipulation 3, Appearance 2
Mental: Perceprion 3, Intellipence 3, Wits 3
Talents: Alermess 2, Brawl 2, Empathy 3, Intimida-
tion 1, Primal-Urge 2

Skills: Animal Ken 3, Survival 3

Knowledges: Area Knowledge (South Carolina Pied-
mont) %, Enigmas 3, Medicine |

Backgrounds: Allies 5, Conraces 2

Powers: Animal Summons (nearby animals), Ani-
mate Self, Lord of the Land, Mother's Healing, Peace-
ful Fighting, Plant Animation, Spirit Charms { Break
Reality, Possession}, Spirit Sense

Rage: 4; Gnosis: 5, Willpower: 10

Health Levels: OK, OF, OK, -1.-
pacitated

Artack: Branch Swat (Srr + 1 hashing damage)
Bans: Substance Ban (plastic), Thankless

Image: Arbina s a large maple rree with broad

limbs and a wide-spreading crown of leaves. She makes
her home in the Piedmont region of South Caroling
where she provides shelrer for small animals and nuo-
mierous species of birds,

1,-2,-2,-5,-5, Inca-

Roleplaying Hints: Arbina warches with growing
alarm as the expanding urban centers encroach on her
home and threaren the small ereatures that depend
more and more on her for their survival, She has
occasionally roused hemself o walk in human form,
exacting vengeance on those who deliberately despoil




the wilderness and she may prove helplul w Garou
who ask her politely for assistance. Her sap possesses
healing properties (Mother's Healing).

Historv: Arbina is more than a century ald and
shows no signs of ot or blight as yet. Though she has
not walked the earth in the last 20 years, she has seen
the growing wrmeil in the Umbra cavsed by the
appearance of Anthelios and is considering taking on
hurman form onee again o do whae she can o respond
o its threac. She believes thar the Garou may hold the
ke tor figghting the red sear, boe she is reluctane vo place
herself in their debr.

Adordaf H ok

Mortals who become hosts to Kami retain their
human souls but acquire an added dimension. Some
humans do not realize precisely what they are bur call

themselves "messengers,” “aliens,” or even "angels.”

Thev blend reasonably well into human sociery, and
¥ } i

sometimes give tise o local lepends or “rall wales”

simnilar to those of Johnny Appleseed and Paul Bunyan.

O Adeqys T fhor

Kami Type: Mortal Host

Age: TO!

Physical: Streneth 2, Dexterity 3, Stamina 3

Social: Charisma 4, Manipulation 3, Appearance 2
Mental: Perceprion 5, Intellipence 3, Wits 5
Talents: Alertness 4, Dodee 1, El‘ﬂ|.":.|th'y 3; 5ler-:1'[“'l.|gt.' 3
Skills: Animal Ken (fish) 5, Craft (fishing) 5, Survival 4
Knowledges: Enipmas 4,
(Marine Biology) 5
Backgrounds: Allies (fisherfalk )4, Resources 1 {odd johs)

Investigation 3, Science

Powers: Animal Kinship (sea creatures), Aura of

Tranguility, Gaia's Curse (causes trouble for those
who over-fish the nearby lake ), Hearr Sense, Fiercing
Graze, Mask Presence, Transtormation (tish)
Rage: 1. Gnosis: 10; Willpower: 9
Health Levels: As a human
Ban: Baretoo
Image: Old Man Fishersroops rather than stands, He
appears in his mid-70%, though hishaild implies a hardier
comstitution than his years might sugEest. He diesses in
worn, patched clothing. His thinning hair is mostly white
and he wears 1e i a stragely ponyeail. He never wears
shoes and his teet are covered with thick calluses.
Roleplaying Hints: Old Man Fisher lives near a
large fishing lake surrounded by a small village and
many vacation homes, He beligves thar aliens ab-
ducred him when he was young and charged him with
protecting agquartic life of all kinds. He instruces local
children in respect for water creatures and makes

M\! E———

certain that no one over-fishes the lake he considers
his territory. He can be a formidable opponent as well
as a staunch ally.,

[.li*t'}r}“ 1'c':'ll|:'“."|-|. |':I'. Wias i [eenager, F[ L= g |:|‘-|H.'r
had his encounter with “aliens.” A near drowning
experience opened his spirit to Gaia's infusion of her
own essence, giving the young man a new lide as one of
ler Kami. Over the vears, Terry has abandoned his first
e s -i|up]v poes by the name “Fisher.”
local “character” in his community and thoueh many
people make fun of him, none can deny his powerful

He is a

aura of peacefulness when they come into his presence.

/ﬁzf?ﬂﬂ?‘:ﬁ” /-'xr/:%""

Gaiaoccasionally infuses an entire regton with her
essence, awakening the very earth to consciousness.
all the
plants and animals that dwell on 1t ace as part of the
land's "body."” Qecasionally, humans may live on and
work the land 50 long as they do nothing disrespectiul
torit. Animate Lands regain Gnosis more guickly than
other Kami, replenishing their supply three or four
times a day if necessary.

Erimeva) K orert

Kami Type: Animate Land {forest)
Physical: Mot applicable

The land becomes one sentient entity and

Social: Charisma 4, Manipularion 2, Appearance 0
Mental: Perceprion 3, Intelligence 4, Wits &
Talents: None

Skills: Animal Ken 8, Plant Lore 8

Knowledges: Avea Lore 10, Enigmas 5, Garou Lore 2
Powers: Animal Speech, Animal Summons, Autumn's
Blessings, Child of the Elemerts (all), Command the
Barth, Curse of Gaia {cause technology to fail in s
vicinity }, Heart Sense, Lord of the Land, Piercing Gaze,
Plant Animation, Plant Kinship, Spiric Sense, Spring's
Blessings, Summer's Blessings, Wincer's
Rage: 5; Gnosis: 10; Willpower: 10
Bans: nene known

Blessings

[}2b

Image: The Primeval Forest appears as a larpe tract of
old-growth forest located in the Appalachian Moun-
tains of West Virginia. [t has the ability ro become
raucously loud or excremely silent and foreboding
Those wha wander in it swear thar the torese has eyes
and, indeed, it does.

Roleplaying Hints: The forest seldom takes action
unless directly threatened by huneers, lopeers, road
builders and other vsurpers. Then it springs inte ac
i and permanent disap-
pearance of those who endanger it
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History:
first logging companies came to despoil the an
cient trees that covered the gently sloping moun-
tains of West Virginia. Though much forestland
has fallen prey to forces of the Wyrm and the
Weaver, the Primeval Forest has remained un-
harmed, due o s many Uifes from Gaia, Some
| ;-”'l LN :”l-"'\-' | LI=I '\.li‘\l.'\-f'- 2l I,'-,], El'li" LITV O |h."'\..j l."'l'l.'.‘il_
andd are trymg to discover what makes 1t so differ-

i 1 1 [ i
ent mom the nearby lands

; ’

/:%pl‘flﬂﬁf?ﬂ

Storytelling can be an arr, a craft, a meticulous
attempt to hlend |!|H=-.||:|I».' themes and morifs inco
acarcful and intoxicating melange that encourages
VOT i'l."-'l. TS Doy TEeXaimlme 'Z|~.|' Wy |||l."| |:'-nf-{ Al I!u'
warld — bur ir's also basically o way to tell stories
Yau thirk ' R nl 'T-||L'|'-."- 1 --l1 e 10 |‘-|1|T-;_'-1=. g
morifs you see elsewhere, as long as they don't
layers. (1 Wi T [l VO .'1|:=|',-v1':~ thit
the gruff Mascer of the Challenge looks like Hugh
ackman in X-Men, that's ane thing, but if he starts

distract your p

quarting the movie or pops adamantium claws, your

plavers may tind thar less than awe-inspiring.)
Maybe you find that it's casier to plan stories if you
have particularly appropriate music playing, or thar
warchine one of vour favorite werewolf movies
always inspires you to cratt a new scenario

[0 rowind ouar the 51‘.L‘-|"|,.'h~.|||.~r.~'. |'|;'t|u||'u':|.1-k. e
tollowing essayvs and recommended sources are pre-

senred ro give your creative juices that last little

nudge. With luck, some g here will strike o
chord with your Storytelling style, or present a few

tdeas vou hadn't previously considered usinge,

Aol i ,-’:-ﬁffyﬁ
Adetiiy

We've said it betore, and ir bears repeating:
[T werewolt movic feEnre sutters from a dearth o
quality offerings. Only a small percentage of
werewnlf movies move past the cheese factor, and
|'...' illl.l.l-'l.:.-l W T || RITRAN [ |.‘-|"';;'l}";1|".|'!, 1 |I| WLt |'|'|:,r
to be made. So rather than list every movie focused
on werewolves (Teen Wolf? Teen Wolf Toa?),

we've gone for the ones most likely o contribure

something, even if small, to vour Werewall same.

The 13th Warrtor — Culrure clashes, cannibal-
istic villains thar lurk in underground labyrinths,
i the themes of living honorahly, dying bravely,
and having your deeds remembered in song. This
rike on the Beowultlegend is rather more Werewolf

. { W T
ChADT YLl II'!!!'.l'ur Nraf exXpec k-




An American Werewolf in London — One of the
:‘LTQII.'I._L{C":iL 1.'1’1|.Ti.l_‘5 LTIELY r.hL' PO (:I'I:I“'L'Tf.f'l.'.'ﬂlf mL"l‘w'iCF-\
this is worch warching for the rransformarion se-
A METICSS ﬂlﬂ['l.l..".

The Blair Witch Project — Forger the hype; this
movie s remarkably uselul as an example of how

ordinary humamns showld fear the woods in the World of

Drarkness. This is what the Impergium was all abour,

Brotherhood of the Wolf (Le Pacee des Lowps) — A
French film retelling one of the pre-eminent real-
world werewolf myths, the Beast of Gevawdan, Practi-
cally surreal in the number of clements ir Blends.
Check it out.

Full Eclipse — Cheesy, but ina good way; " Adam
Giarou" and his lveanthropic task force merit at Least
a rental.

Fimger Snaps — An unconventional werewolf

movie, not unlike Heathers on lyeanthropy. Intelli-
gent, witky and ves, savage horror.

Princess Meomomole — We couldn’t make 1 more
relevant movie if we tried,

The Howling — Perhaps the first “Crinos™ on film,
and certainly the most influential. There are a number
of sequels, bur all are lecendary for theirschlock starus,
B warned.

Walf — Although received with mixed reactions,
this is still one of the bewer werewolf movies out there,
whether you're a die-hard Jack Micholson fan or not,

Walfen — An interesting mood-setter for portray-
ing wolves with human intelligence and how alien
they would appear to humans.

Books

Black Elk Speaks — A must-read for anyone want-
ing to unilerstand the Wendigo, as well as possessing a
wondertul voice for those interested in the Galliand
side of things.

Erdoes, Richard and Alfonse Ortiz, editors —
American Indian Myrhs and Legends. Yes, ics relevant
to mare than just Pure Lands chronicles. This val-
ume showeases much of the animal-people themes
thar run through Werewaolf, as well as providing a
glimpse ar what the world must have been like
before the Sundering.

Holland, David — Murcheston: The Wolf s Tale, A
fun Victorian werewolf story with particularly evoca-
tive descriptions of the sensory experience of becom-
ing a wolf,

Lung, Andrew — The Green Faivy Bool, The Blue
Fairy Book, The Ked Fairy Book, er al. Although
saninized into proper “fairy story” format for children,

-mm-h\\\n —
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these hooks are nonetheless surprising collections of
folklore storics, and can provide great
inspirarion for rales of a pack's ancestors. And ves,
they oo beyond Furope,

Leopold, Aldo — A Sand Counry Almanac. Very
much merits a look for those interested in the environ
mental and conservation aspeces of Werewoll,

dieville, China — King Rat. A modern tahle tha
blends legendary animal-human figures with the fre-
netic energy of urhan culture. Of particular inrerest ro
Storyrellers who enjoy using Rarkin.

Farley — Never Cry Wolf, An excellent
resomrce for understanding and portraving wolf Kin-
folk and lupus alike.

Stieger, Brad — The Werewolf Book: The Ency
clopedia of Shape-shifiing Beings. Although heavily
padded with entries only petipherally related

Muowar,

werewaoll lore {such as serial killers and ahscure
mythical shape-changers), this is still a sound re-
saurce for a Werewolf Storyreller,

AL v

Almast any sort of music can contribure o oa
Werewolf game, if timed properly. Fast-paced dance
music such as the varous offshoors of rechno works
well for urban stories, as does the more hard-edeed
hip-hop and rap; conversely, world bear is grear tor
chronicles where there's a lot of travel. There's
plenty of Celtic music o be tound for the Fianna in
VOUr group, but authentic COUMELrY Music wold work
just as well (for the very same tribe, no less!),
Metallica, Dead Kennedys and Slipknor are just as
valid as Dead can Dance and Afro Celt Sound
System; it's all a marter of how you handle i, OF
COUTEC, YOu Tidy want o avoid nsing albums or s 1S
that your plavers have heard a thousand rimes be-
fore; nothing kills a song like overplay.

The advantage to wordless msic, such as that
from a movie's score, is that players are less prone ro
sing along — a real mood-breaking experience if ever
there was one. Just be careful abour some modem
movie .\ulith]”:n_L.\. tha h;ln: r||.._-n31|'[_1_-_:t.1“;-5- POp songe
at the end. The soundtrack 1o The _:".’1|n:l|:|rr:\ Ketumns,
for instance, can really get your players in the mood
tor a Rage Across Egypt story, only to demolish the
atmosphere as it swings into the poy
enc. This does more damage than good, and 1s ro be
avoided, Some of the better movies and miniseries
soundtracks to be found include 500 Nations, Blade,
Braveheart, Conan the Barbarian, Gladiator, Lase of the
Muohicans, Princess Mononoke, Rapa Nui, Rob Koy and
The [ 3th Werrior.
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Adoraf Zfsmy

By Kylie Greenham

Lhne issue that 5 underplayed in many Werewolf
games is that of moralioy; Black or whice. [s 2 werewaolf a
sociopath by narure? Many players play them as such,
happily plowing through witnesses and peeple who just
lappen 1o be in the wrong place at the wrong time, as if it
doesn't marter and never will. Afterall, chese humens are
lirtle more than obstacles that are here on sufferance ar the
beest of times — and if they need be sacrificed, it's all for the
oreater ool At least, that’s how the werewolves think, and
there's no real need to challenge those assumprions. Right?

Wrong. Particulatly for those who wish 1o ser their
chronicles within a city, human nature — and the
morality of the Garou — is an issue thar cries out to be
examined in depth. The average Garon should not be «
killing machine thar is incapable of feeling anything past
the anticiparion of their next battle. Not anly is a
werewolf capable of feeling any and all emotionsa human
heing would — liwve, sorrow, fear as well as hate — but the
beast within ensures that o werewolf can often feel those
emotions far more keenly than their human counterparts,

You can play on this fact to bring forth some
incredibly intense scenes from your plavers. Take the
following example, by a group of plavers 1 had the
tortune to Storveell for a while ago,

The chronicle was set m a fictional ciny, and the
players took the roles of a pack of Glass Walkers, One of
the fisst stories involved family — a key element in
Werewolf. Michael Lucas — the Ragabach — had the
mustortune to discover his father worked for a Pentex
subsidiary. Naturally, the pack did not rake kindly to this,
Michiel Whitman—rthe Philodox and alpha — took the
ruthless approach. The father was, afrer all, Glass Walker
Kintolk. Such treason was not to be allowed. The pack
staged a kidnapping and inrerrogation.

[he tather wasn't I"Il‘l"{_"‘-rnlld',.-‘ evil: a1 lor of inno-
cent people can be found o work for Pentex. But in
this case, Lucas’ father knew the significance of the
rainted corporation he worked for, Dring the interro-
gation, 1t was found that his largest motivation for
staying wirh the company was fear of his superiors. He
attempted to bargain for his life with the pack, offering
intormarion if they would only allow him to leave the
city. He played on his son's sympathy, claiming the
compuany had threarened rhe rest of bis family. Whitman
T-|-1I]1r' l-:rH ]1im ]'u' Wwas |'r|uu [ d l‘l]ll{ﬂn.\c.

Whirman offered the mana lll!li_l\ and honorable
deach for the information he .\'L_lu:_ﬂu, a 1_1:11}_';;1]1': o
which he finally apreed. Despite Lucas' pleas to the
contrary, Whitman then shot the man through the
head, killing him instantly. Ina knee-jerk reaction of
rict, Lucas immediaely challenged Whitman for the
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alpha position of the pack, claiming Whitman had no
right to act like such an “inhuman baseard”,

Whitman's acceptance was predictable; the chal-
lenge he set was astounding He requested thar the
Sept's Master of the Challenge come up with a set of
questions on Garou morality and ask them of the two
disputants. The Master would then judge for herself
who would make the better alpha of the young pack,
based an the amswers they pave.

I have to admit | was originally floored by this
challenge, Waotking as the Storyteller, I had the Mas-
reraccept this request, informing both parties that the
challenge would take place in the board room, with
witnesses, in two days hence. This gave me time
berween game sessions to work on a set of questions
that | helieved would ner omly force both characrers to
think, but ensure Lucas would be forced ro rethink
exactly why he had challenged. Lalso inviced owo other
people to sic in on the game with previous characters
they had played, as wirnesses 1o the challenge.

The nextsession still stands out in my memory as one
of the most intense roleplaying sessions that | have ever
rurt. Phead silence hung over the pack as questions isued
back and forth berween the Master of the Challenge and
the two disputants. They both stammered through the
first two questions, not really answering them to anyone's
satisfaction, but they serrled down o ic with the third:

MASTER: How many humans is roo many o kil
to protect the Veil?

LUCAS: One.

MASTER: One? Are you saving chat you will
walk away from a Veil breach and leave wimnesses alive
to tell the wle?

LUCAS: No. | would my duty and kill those
witnesses, But one is still too many.

||_lll."fl.§ win rI\-.|| 1'|1t||u|.|

MASTER: Would vou sacrifice yourself to save a
pack of wolves!

LUCAS: Yes.

MASTER: How about a family of humans!

LUCAS: Yes.

MASTER: | turn the question ta Mr Whitman.

WHITMAN: MNo and no.

MASTER: Why not!

WHITMAN: Because | am more useful w the
ﬁf_:hl for Gaia alive. What is a hlﬁll‘}' of humans or a
pack of wolves going to do for Gaia except mate!

[There were nods from around the table, Whitman
won thatr roand

[Finally, it grew very interesting as we settled
down to the questions that made Lucas think abour the
situation with his father. |




MASTER: s the Wyrm evil?
LUCAS: Yes.

MASTER: Then would vou sayall who try tohelp
and support the Wyrm are evil as well!

LLIL:"LS: Ni b

MASTER: So the enemy is merely. .. misguided.

LUCAS: Yes

MASTER: Does that give us the right 1o kil
them! Are you saying the Black Spiral Dancers are just
‘misguided'!

LUCAS: Um. Yes.

[By this poine, | think he was trying to save his
position on his facher.

MASTER: Does killing them make us any better
than they are!

LUCAS: No.

[There was a lot of murtering on that reply.]

MASTER: Your question, Mr Whitman. Is the
Worm evil?

WHITMAN: Yes.

MASTER: Areall who try tohelpand support the
Wyrm evil as well?

WHITMAN: They may not necessarily be “evil”,
but they are ar least pawns of evil, and thus we kill them
because we are at war,

[Round ro Whirman. Lucas wasstarting to get that
doubtful lock on his face, Was he wrong in his chal-
lenge! But he pressed on,)

MASTER: You follow o heavy trace of the
Wyrm's taint, and find it leads ro the cradle of a six-
month-old child, While the child itself seems inno-
cent, all signs point o the infant being Bane-pos-
sessed. What do you da!

LUCAS: L... don't know. I just... don't know.

WHITMAN: | make certain, then kill it.

| A very cold answer from Whitman in his usual flar
tanes, but deemed the correct one. Lucas looked ready
to ery, clearly sickened by the sheer thought of it.]

MASTER: You discover a Black Spiral Dancer,
and pursue it until it eventually seeks refuge in a
heavily crowded nightclub. How do you deal with
this situation?

[This question inspired a lot of debate, Were they
with rheir puck or without? The Master asked them to
give an answer to both situations, Meither of them
came up with a satisfactory answer, although Lucas
came close. He said he would wait our the Dancer.
The Master replied: What if, in the meantime, the
Dancer has called his pack for support? And so he
stumbled there. Both of them replied that if the
Dancer shifred into Crinos first, the Veil was already

w-'-—_.—
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damaged and so they'd plow into combat, and worry
about witnesses afrerward. |

MASTER: So you would kill everyone in the
nightcluh!

WHITMAN: Only those not affecred by the
Delirium.

MASTER: A handy plan. Unfortunately, how
would you tell?

WHITMAN: I'd find out... er, some way.

[Lucas was the same, although he wazmore humble
and he admitted he didn't kaow how he would rell.
Nabody won that round.]

MASTER: Would vou slay one man, mnocent or
no, to save possibly hundreds!

WHITMAN: Yes. | believe in the greater good,

MASTER: Your question, Mr Lucas

[Lucas knew exacrly whar this question was aimed
at. He answered very quietly and near rears |

LUCAS: It would depend on the situation. [t's
hard to know the answer when you're just discuss-
ing theory.

[Boch answers were considered appropriate. |

MASTER: Would you kill someone you love if i
would preserve everything you — and they
and stond for!

WHITMAN: T would kill my own brother of
need be.

lived for

|Anather flat answer. The cold swiftness of this
reply made even the Master of the Challenge blink
Whirrnan was fast cementing a reputation among the
Glass Walkers as a cold and emationless Garou, |

MASTER: Your question, Mr Lucas.

LUCAS: Tobe honest, I'm not sure if lcould. W there
was reason, | would underseand thar dhey had to die, bu
kill themmyself! There's. . . emotional difficuley mvolved.

[Round to both, really. With the favor to Lucas. |

At this point, Lucas knew that he had challenged
for the wrong reasons, vet when both dispurants were
asked it either would like to step down betore the tinal
decision was made, he shook his head quietly. He had
noted the coldness of his alpha's answers, and while
they made him efficient, he did nor helieve such an
apparently cold-hearted person should be alpha.

So who do Yo thinlk won? Well, As the Masrer
annowmced that the floor was open for any final debare
before her choice is made, the two withesses from the
sept to this challenge spoke their piece, listing their own
thoughts on the answers both had given. During thas,
Whirtman, annoyed at having his cold answers analysed
and dug at, made the mistake of retorting that he has no
respect for his pack, as they are "all too human.”

\.ZI? !
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As this sunk in, two angry pack members immedi-
ately stood amd n.l"lilElL":'lh'L'tl him. T|‘|1.":.-' were out of line:
this wis still the middle of the first and official challenge,
The Master bade them sit, snd tumed her eves to Lucas,
whohad just been asked, almost mockinaly, i he was sure
he was Garow. His reply? No. He had no idea whether he
should be here. Not when doing so seemed 1w deny the
II-II!II'.Illil"." I‘H.' I‘l;'xi I"L‘ll.'."'"".".! i up “'l'l_t,l_]_ E]_'H,& P\,'IH'I.[.

The common consensus was thar neither Lucas nor
Whitman was a correct cheice for the alphaship. Cne
hid drive, bur no respect, either for his pack or life
around him. One had respect, but no drive. The Master
of the Challenge looked ar them borh blandly, turned ta
the beta of the pack, and nominated him alpha.

Whitman left the room insilence. Lucas acknowl-
edeed the wisdom of the decision. Neither wor, e
both had been given a lor w think abour. The game
shitted focus quite dramartically at thae point; from
"Rargh! Kill the Wyrm!" to “Are we so certain we're
doing the right thing?

And the raising of that question brought far more
deprh to the players, and the game, than 1 could have
|'I:-|"L'l.| for.

Themoral of this particularstory ! Never forget the
role of humanity in your games. Human morality and
Ciarow mowality are often at war, and the fact thar
neither is clearly right all of the time — perhaps even
most of the time — can inspire some truly wonderful

stories. There are repercussions to sociopathic acts of

violence; whether from the surviving vicrims, law
enforcement agencies or the perpetrator's own con-
science, Don't be hesitant to act on them.

A SForgteing Came
of Satage Horvor

By Ethan Skemp

[t's right there on the splash page of the ruleboal.
We cite it as the thing thar differentiates Werewolf
from the other World of Darkness roleplaying games

- not *Personal Horror,” not “Reality on the Brink,”

not " Passion and Horror,™ not “Modern Fantasy,” not
“Righreous Fury.”

Ultcourse, all those orher themes, distilled down to
their bare-bones mission statements, actually fit very
nicely within Werewolf's confines, Werewolf being
the sprawling, versarile monstrosity of 4 game that it is.
Personal horror? Of course: show me the werewolf that
connes to his senses after soing into the Thrall of the
Woyrm that isn't l.'.Tn.lL‘r;r_\nll‘u‘: |1-vr.'1un:i] horrar, and [
show Yo a pl:n'-:r who's no good at T*5JUi1|:I1r'il1;J LoT 15
choosing o play an utter psychoparh very, very well),
Reality on the Brink! Sure; the cosmic stragele of the
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Triar and the L.}ﬂl'l.'llll'ﬁ war o k(.‘L‘]"I r|-.n;_~ 1I|,'.ﬁ.'?1:;[|'n from
being the one to rewrite the universe's rules would
seem to fit thar bill rather nicely. Passion and Horror?
Narurally; rhe L']nu'ning forces of Rng‘; and Grnosis
within a werewolf tend to imply that he'll fee] passions
on a scale that would frighten us humans. Modern
Fantasy! Yes, if somewhat more obliquely; the techno-
shamans of the Glass Walkers and the spirits of the
urban Umbrascape qualify. And Righreous Fury?Well,
there’s no need for an example, is there!

So yes, Werewolf is versatile, and it can handle a
wide variety of moods and themes. We knew thae. ([
one of the reasons this book is ahardeover; iTWerewoll
were a simplistic hack-and-slasher, you'd be reading
the Werewolf Storytellers Pamphlet.) Bur when try-
ing to distill the essence of Werewoll down inro a
thimbleful of lycanthropic elixir, we come back oA
Staryrelling Game of Savage Horror."

Why is that? The Garou are heroes, right? You get
ta crack jokes if you play a Rapahash or a Corax or 2
MNuwisha, or dress all sexy and provocative if you're 2
Baster, yes! Tribes are driven by ideals like peace be-
Eween E‘Il_‘rbrlll_'.\-. Laonorable |r.".i-.lt*r.-|1||_'.u, 1!.'|.H|m|1 ;uu_l el
lightenment; where does the “savage horror” come in!

It's an easy answer. It comes in as soon as you say
the word “werewol "

The Garou are a fairly unique breed of werewolves,
overall; they aren’t “infected” by werewolf actacks, they
aren't mindless animals when they chanpe, they're not
really at the mercy of the moon, and so on. Netonly can
they assume the werewoll form at will, they cm even
hold a rational dialogue when doing so (although admit-
tedly, it's difficult) — something vou never see in any
werewolf movie except the comedies. In learning their
vocabulary, their customs, their traditions, iUs casy Lo
start thinking of them exclusively as "Garou,” and o
stop using the word “werewolf™ almost entirely.

[f [ may be so bald, this is a horrible mistake.

“Craron" is the werewolves name for themselves, As
your players learn to empathize with them more and
more, they'l become more and more comforrable with
that term— but by forgetting the “werewnalf,” they lose
triack of the fact that they're essentially plaving mon-
sters. Yes, monsters that are generally more humane
and sympathetic than those you find in the average
horror novel, but monsters nonetheless. Bur there i
one person who needs to be willing o inject the
“werewolf” back into the Garou, ro play on the players'

human sensibilities ro show them the horrific side of

the Garou's world. And yes, that person is you.
Step back outside the pame and think back to
before vou ever picked up a White Wolf hook. What

[




did the word *werewoll” conjure up when you were
vounger! Why did you ever get interested in the
concept 10 the first place? Odds are, the images that
struck the deepest chord were of the near-immortal
savage beast, the monster with the intelligence of the
human and the morals of an animal, Yes, the concept
had grown more harmless over the years by things like
F:-]l_'lf_[[ A Al 'Li.,{ LJT( (T !}ﬂl.l. |!\. ;:ll:“.l TL'I'."TI l'r!ﬂl'rl.l[} , BLR sy il h.Ll‘lg
of horrible SFX thar wouldn't scare your cat, but
there was still something deeper under all that, some-
thing frightening. The concept was still strong. You
probably still respond well o it on an instinctive
evel, and so do your players — even if they've all bur
foraotren. But with a pame of Werewolf, you can
remember that visceral thrill Letter, you can
recreate it. And really, why wouldn't vou want to!

And that brings us back around ro"Savage Horror.”
Although this isn’t the only theme that could be used to
describe the Garou accurarely, it is the underlying
theme that, more than any other, describes the myth of
the u'.m:wufj. The werewalf 15 the savage beast that
wears human clothing — rthe unrelenring predaror thac
is immune o pleas for mercy, an animal’s fear of humans
and even ta hullets. It is a parr of the wilderness thar does
not fear us humans, that can casily kill us — and than
hates us. Not only does it knock us from our seat at the
top et the food chain, it tears us into Bloody chunles and
cracks our hones for the marrow, Everything we've bailt,
a werewolf can destroy, and it won'rt even care.

Use that. Use the savagery and horror of the werewolf
myth to your benefit. When a characrer kills a human
(for very good reasons, we're sure), work in a bir of
description that likens the crunch of the victim's spine
toadogsplinteringachicken bone. Play with slaughter-
house imagery — the way that corpses are littered on the
oround like hunks of meat, the warm wash of blood that
sinks inta the earth. Emphasize thar a werewolf's enemy
is no more 1o it than a mouse 1s to @ cat, Ora cow is o a
burcher. When a charcter frerizies, that's ancideal time
tor bring the savagery of the werewalf ro center stage.

And by all means, don't restrict all this carnage to
the player characters’ doing! One of the cardinal rules
of horror 15 that “anyone can die at any time”; the
extrapolation is that in a game of savage horror,
“anyone can die horribly at any time," If you want o
have a respected elder or Kin slain by Black Spiral
Drancers as a plot poing, don't just let the players find
acorpse witha Baneklaive wound inthe back. Strongly
consider having the corpse torn apart and lictering the
area, so blood -soaked and mangled thac the characeers
are forced o carefully gather the remains just so they
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can identify who's dead. Notevervone horribly slain by
a werewolf deserves it that keeps them frightening

[t's rhe same principle in combat, particularly
ny_{;linﬁl‘"-i.;u-':ugr"n-p'|1¢n'n_*nt-hl.rﬂ'.:h many tomor, Banes
and certainly Black Spiral Dancers. Never describe a
wound in rerms of healrh levels alone — that royally
undercuts the mood. Even a claw wound thar does a
mere health level of damage should soal: the recipient's
arm in blaod and throb wich pain. More severe wounds
can bear muscle away from bone, splinter ribs, tear o
fingernail or claw loose rip lowmse a laree R h oof skin
— the possibilities are limited only by your imagina-
tion. Yes, the idea is to make the plavers wince every
now and again. That's what savage horror is all about.

(Although wy to aveid making your descriprions
I.|rI L F]E‘l]'."l" i I]' H i.L]. 1":';"""&'” YOI s1ar Lll.‘hl. [i!"l! 12 hl'{l.l ”
smashing as “like exploding hairy watermelons full of
spongy eray pulp,” your players will indeed wince, But
not ina good way, )

And don't forget to be egalitanian. If some of your
plavers are playing less bloodthirsty Fera of other sors,
such as wisecracking Corax or courtly Kitsune, don't
CASE U On their behall. Even it a Nuwisha doesn't have
Rage, he'sstill a killing machine with the mstincts of an
animal — and coyotes aren't vegetanans. The Fera are
part of the Werewolt world, and although the theme of
an all-Fera game might vary somewhat from a wadi-
tional Garou chronicle, no shapeshifter is outside the
war for Gaia, There are no civilians in the Apocalypse.
This goes double for characters in crossover games such
asmages or vampires— anvone who willingly enters the
werewolyves' world takes their lives inctheir own hands.

Mo, you don't want to ruin vour plavers' enjoyvment of

the game, and you shouldn't baprize every character in
arain of blood. But most people who sign up to play a
15:':.-'11 lrllj |.:l[:.|-_}.|fk1‘.{'5‘-‘-1';\_":"'“{' L".":rll.'( [d |.| It |ﬂ_' | LT, Al | LrCamn
be very satisfying and cachartic for them o per it
Used praperly, the camage and bloodshed of a
werewoll story goes far beyond a violent vigilante
story. The violence becomes not just a way of blowing
off steam, but a way of reaching deep inside and plaving
on your players’ — and your own — deep-seated
emotions, A lirtle horror keeps your players on the
edpes of their sears, and makes the sames all the more
memorable. Ulrimarely, rhe nexr rime ane of your
rll'-'l':l'CTIH R_'li;l'r:lk'l L ] '|'|ii||(|..,'!'\: H | L':rl PLESONNE |'i|1]., T |r|]1g.|p:tﬂ'
a foe with the ferocity of a rabid predator, thae plaver
might pause a hit, thinking “IF | were in the World of
Darkness, ['d bhe no more than mear tooa werewolf.”
And isn't rhar a good rhing!
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From the secrets of the highest-ranking elders to the cryptic lore of the Triat;
from the blasphemous libraries of the Black Spiral Dancers to the hidden wisdom
of animals — the world of Werewolf is full of concealed lore. Now this lore is
about to be revealed — but only to the one person with the responsibility to
use it wisely.

There are a lot of things for a Werewolf Storyteller to keep track of; the
denizens of the material world and the spirit world alike, the politics of the
tribes, the plots of antagonists and much more. The Werewolf Storytellers
Handbook makes the Storyteller’s job that much easier. The information inside
is designed to help the Storyteller create chronicles from the very beginning,
devise new stories that keep the players enterrained and introduce plot twists
and world secrets to keep the players guessing.

Expanded systems for Renown, Rank, rites, senses and other facets of Garou life
Expanded information en Garou society, culture, intrigue, spirit allies,
antagonists, physiology and even an FAQ

Detailed advice on chronicle ereation, alternate history chronicles, crossovers
with other World of Darkness games and more
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