





Easy now. Just keep taking deep breaths. Slow down if you can. That’s it. Try to
relax. Try not to think too hard about the last half hour. Keep calm.

That's right. I'm a friend. I'm a... cousin, really. And I'm here to help you last out
the night. I think we've got a minute before we’re going to have to get away from
here, so just keep breathing slowly and try to calm down.

You might have known this was coming. Was it the dreams? Sometimes it’s the
dreams — dreams of running on all fours, smelling blood from miles away, the moon-
light... Or maybe it was the other kids. Did they treat you differently, like they could
somehow see something dangerous about you? That'll happen, too. And it all got
worse as you got older. Once you started getting into your teenage years, the dreams
got worse, and you started to feel something bottled up inside you. Your classmates
avoided you. Maybe teachers thought you were acting funny, and they started asking
if you were on drugs. And the pressure inside kept building. -

Yeah, | know the story. Particularly the next part. You got pushed too far. Some-
thing inside you snapped. The next thing you knew, you were covered in blood,
standing in a pile of guts and flesh and bone that used to be a person — or people.

It’s okay! It's okay.... This time, it's okay. The people here were trying to kill you.
[t was you or them. You did good. You just need to learn a little more control.
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Yeah, you guessed it. This happened to me once, too. And I was scared just like you.

Come on, it’s time to go. Huh? Oh, yeah, right. Sorry.

My name's Evan. And the spears are for self-defense — for times when the weap-
onry Mother gave me just isn’t enough.

Let’s move.

Wolves in the Fold

[ think we might be safe here for a while. I've got a friend covering our tracks. I've
got to hand it to you — I was afraid I'd have to drag you along with me. You've got
good instincts. Time for you to find out where they come from.

No, we can’t go back. Your old life’s dead — and if they catch us, there’s a fair chance
that your new life won't last much longer. They'll probably have silver this time.

You don't know why shiiddered.when | saids do you? Or maybe you've
guessed by now? e

You’ve just gone throu

You're a werewolf.

You want to deny it I Soudds erazy, [ 't exist — that’s just
common sense, right? : red of the dark?
Why do they still kill _ bir camping gear and
SUVs and bike paths’

Because something inside t here. You knew, too.
Even though all you can t e : spears is completely
fucking nuts,” part of you @

Don’t want to believe me? NG i little long, aren't they!
You're really nervous right now, and it’ 5 howmg own a little — there
you go, back to normal. And ight now, you aren’t
going to have a lot of control. The con

Good. All right, here’s the story.

Whatever you've seen about werewolves on TV or in the movies — most of it’s
pure garbage. People tell these horror stories about people who turn into murdering
animals, but they don’t understand where exactly they came up with the idea. So they
get a lot of it wrong. To them, werewolves are these solitary monsters that act like —
well, they don’t act like wolves, I'll tell you that. But people think a werewolf is some
kind of person that turns into a wolf when the moon is full and goes on a mindless
killing spree. Now, I'd be lying if 1 said that has no basis in fact — yeah, fact — but
humans don’t understand that werewolves aren’t cursed humans. We're not really
human at all, although we're often born from human — or wolf — mothers or fathers.
We're our own people. We're the Garou.

Right. [ can tell your subconscious recognizes the word. You already understand
some of the language we speak when we're wearing wolf skins — it’s an inborn gift from
our Mother. She’s given us a lot of gifts to help us. And the one that kept you alive
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when you were attacked, the one that makes us monsters, the one that makes us war-
riors — that’s the one that’s hardest to deal with. Unless I miss my guess, tonight was
the first time you found out you had that gift — that you were capable of Rage.

Yeah, you can hear the capital letter, can’t you? It’s like the way people stress the differ-
ence between “a god” and “God.” Everyone gets angry. Hell, these days, with people living
so close-packed that they don’t have any personal space to retreat to, anger’s a lot more
common. When the temperature rises in the big concrete cities, they start killing each
other over lost tempers a lot more often. And that’s nothing compared to what's beating
inside your heart. It feels like fire, doesn't it? That's a special gift we have — a gift or a
curse, depending on how you look at it. If there’s one thing the movies get right, it’s that it
doesn’t take much to make a werewolf angry enough to kill you.

Well, the movies also get the silver thing right, but more about that later.

Your First Change was a bloody one — they always are. When I changed for the
first time, | was running for my life, same as you. But when the change came over me,
[ stood and fought. And I killed. That's usg JOW i @Y ou're born with Rage,
although you don’t know it .as you get older,
until something happ
beaten — or wors

first blood

t of the legend comes from. You were lucky — when your First Change |
ly ones around you were enemies.

Yes, we have enemies. [ said we had gifts from our Mother, right? We have supernatural
speed, strength, stamina — we can take a bullet to the heart and keep fighting, tear apart
a car without breaking a sweat, even call on the power of the Earth itself to strike down
our foes. The Mother wouldn't have given us all these things if we didn’t need them.
We’re Her warriors, born and bred. You, me — we were designed to kill. There’s a war
raging, a war that stretches across the whole globe and beyond. And vicious killing ma-
chines like you and me — we’re the good guys. Our enemies are far worse.

Okay, I'm losing you. Let’s see if | can put this a little more clearly.

Borin To Power

I said the word “supernatural” before. It’s an interesting word for what we are. It
means “beyond nature,” right? Well, that's sort of accurate. We aren’t really literally
beyond nature, of course. It’s just that humans have a limited perception of what
nature is. All they see is the physical side of things. Oh, sure, they keep trying to
reach for some greater cosmological truth — just look at those New Age types, all
convinced they're reincarnations of Ramses and Cleopatra. Or look at the churchgo-
ers who are convinced that if they do exactly what the priest says, they’ll go directly
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to Heaven where they can look down on all the people they hate in Hell and laugh.
But they're not looking in the right place. Humanity wants the quick fix. They sus-
pect there’s something bigger than them in the world, but they want to be told ex-
actly the right words to say and the right things to wear so that they can get instant
gratification or enlightenment. And theamese b ey look for the quick and easy way to
something sublime, the farther they,gé _ al

We're a little luckier than theyfare. Welre born with a portion of the world’s soul
in our bodies. Thats where our p ' TOm == we are nature. We're spmts

It's this way
or DNA test' I'h of Xpress what mak
we are. For a yone cot ve' : ildren. Or wolfe s, for that
j i each other — well, we
duce healthy children
i@t and wolves if
nd make them one

nans and wolves to Dz

. ght, sure. But it's not
alwavs who you're born t@: 8o i that makes a difference.
You know the legend§ @b When werewolves Change,
right? Well, there’s a ful lin
feel the same thing, caf®X
waxes and wanes, soio€s _
{ : th. Luna — the spirit of the moon
— kisses each one of us as we're hot i $our anger. The more of her light in
the sky on the night of your birth e you carry within you. Forget astro-
ase of the moon is what marks our
destiny. I was born under a half moon the judg > moon. | was born half in light, half
in shadow, so it's my task to keep the laws, to see both sides of every problem.
They didn’t get a chance to tell me what your moon affinity is before I left. Maybe
you're a Full Moon child. That would be lucky, on a night like tonight.
Who are “they”? “They” are the werewolves who guard this portion of the land.
They're your relatives, your godparents: your tribe.
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The Wolf's Blood

Wolves run in packs — you knew that. They're social creatures, as are we. But
our Rage keeps us from living among humans or wolves as if we belonged there. It
wouldn’t be safe for our husbands and wives, our children or friends even if we
could. Like I said, we're at war.

The only ones we can really rely on are each other. It's been that way since the
First Days. And since the First Days, we've kept the traditions that, some say, were
given to us by the Mother Herself.

That’s right. The Garou have been a society since before Christianity and before
Egypt. We're part of a society that’s kept most of the same laws since before humans
learned to bake mud and straw into bricks.

The war'’s been going on that long.

They weren't always good laws, though. We t each other in civil wars,
slaughtered humans w] ed us, made w4 listant cousins. We've got
rivers of blood on g 3 :

See, there’s a re
these years. There’s 2 |
have nightmares about our fangs and claws. The
Most of them. Bu ill remember, deep d
even before the riculture, wolf-bez
when they grew t
the old alike to kee { ble” numbers They called it
“the Impergium.” : " '

And human t down forests and
kill wolve§whe ; why they have families
that are too large for them tg _ ore than they need to sur-
vive, eat more than they h 5 and ‘throw est, Somewhere in their
subconscious, they're tryi survive as best t nd fight back against
us in the process. Even if they don’t remember that we’re real.

We are real, though. We've been here almost forever. The tribes of the Garou have
managed to hang on until the Final Days.

Well... not all of them. Once there were 16; now only 13 remain. Thirteen tribes
of us — well, 12 that still talk to each other, and a 13th that's decided to strike out on
its own. The 12 that remain are the Garou Nation — your people.

Yes, your people. They couldn't raise you among them — it was too important that
you and all of us human-born Garou grow up in human society, so that we could
understand humans. It’s the same way with the lupus, the wolf-born; they have to
grow up as wolves so they understand just what it is they're fighting for. When you
were born, you were marked by a spirit whose sole job was to watch over you as you
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grew up and then to come and tell your kinsmen when you Changed that it was time.
And it is time.

But your relatives — your tribe — are under attack. The enemy chose to assault
them and you at the same time; | guess they hoped to separate you from your tribe so
they could capture you. They always capture if they have a chance. A young
werewolf’s worth much more to them alive than dead.

No. Don’t ask why. Not yet.

If you think the guys who came to collect you were bad, you should see the people
— the things — that your relatives are fighting right now. They needed their strongest
to help defend their territory, and they couldn’t be sure that a younger one could
reach you in time. So I volunteered.

No, I'm not one of your kin — at least not directly. We might be tribemates, but
that remains to be seen. I was visiting the area on business. You see, I've got a mission

of my own. Everyone has a purpose, and once we get you safely back to your kin, you
can start finding out about yours.




It seems a little fascist, huh? It’s not like anyone ever asked you if you wanted to be
bomn to a people in the middle of the war. But we need you; we need everyone we can get.
The war is the dirtiest war you can imagine — you may even see your packmates slaugh-
tered, tortured or worse. Trust me... it'll happen. But you can't ask for a nobler cause.

1 don’t expect you to believe this, but you may soon find that your pack and your
tribe become better friends, closer relatives, than you've ever had in your life. You'll
never be able to walk among humans as one of them — the Rage inside you prevents
that. You have a place to turn, though: Your pack and tribe are family. For most of us,
our packmates and tribemates are the only ones we can rely on. They're the only ones
who'll help us fight against the Enem

Yeah, | know. I hear you. But li e a couple of things you need to see
firsthand before | can tell you if | tell you who's after you — us —
and why right now, you won’t : e. You need to see fo

Now's as good a time as an |
that wmdow there. Not at the #

: beyond the
background, into the whole g out from that one.
You'll feel something pushmg a
Go beyond the reflection.
That’s it. You're

down the spirit of a giant tree, an ysical body will die. That's why it's so
important that we're the wolves that walk between the worlds, as my great-grandfa-
ther put it. Our war is raging in both the physical world and the Umbra; we have to
be able to fight on both battlefronts.

It kind of makes your skin crawl a little, doesn’t it? Yeah, that’s why most of our
kind don't like to come into the cities unless they have to. The webs coating every-
thing — that’s what the world’s coming to. Those Pattern Spiders — the metallic
spider-spirits all over the place, the ones big as St. Bernards — they're the ones spin-
ning the spirit webs, but they draw all their power from humans.

That webbing is in the heart of every city and every town on the face of the
planet. It’s the mark of the Weaver. The Weaver is — well, she’s one of the most
immense spirits you can imagine. She's conformity, order, progress — she’s repetition
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and organization. She’s reason, science, dogma — she’s the demon at every human
being’s heart that demands that the world be safe, and that it above all make sense.
She’s trying to bind the whole world in her webs, crazy old thing. Everything wild and
primal and disorderly — she wants it locked down, curbed, tamed. But she’s got so
much power that it just might happen.

And down that way — dowh toward that industrial plant. You see those greenish
fires billowing out of those smokestacks? The ones that Iook pracmcally radioactive?
We'll come back to those; that's

This is what we're! i
and the Enemy... wel
ground against these odd
and plants and elements
you can't exactly expeg _ i e your well-being

£ rsi e can call, and if we

Here's the proof You asked before abour these spears, and I'll admit it seems
stupid to bring a spear to a gunfight. Pretty useless in the 21st century, right? If they
were just wood and metal and flint, I'd agree with you — but they’re something
more. Here — take this one.

You can feel it, can’t you? Something... alivelinside the wood, right? That’s
because there is something in there — a spirit. arou warrior made this spear,
crafted it from the finest wood and i om the finest metal. And then
he called on a spirit of the usinganci and soft speech to propitiate it.
He offered it tobacco ai . , it agreed to live inside that
spear, like a genie in aft to him — or to any Garou who
promised to use the spi ' 3

That spear will telly nd words could about the friendship

time to leam ;

Werewolves are mon§t ' _ it. We are. We are also
necessary. As ['velSaidibet : ; se that’s how the
When'1 ' Mother Nature —

r (Gaiaht She's the entire
universe. We'can'’t tell for sUPP Al we know is that She’s huger than we can measure.
And yet, She’s in very real danger. One of the three most powerful forces in... of the
universe is gnawing at Her from the inside.

That force... That’s what I'm talking about when I say the Wyrm.
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between the Weaver’s ord
were in harmony, the univer
Somehow, the Weaver we

But the Weaver is stil
Wyrm became something
became hate itself. It lies
in constant agony. Each hor
maddened desire to kill o
tion and is loosed on the _
the world, and get stronger. Eve
the Wyrm’s children.

So, like any other entity,
humanity — and even us

lance, the dividing line
the Wyld. While all three
e was shifted — corrupted.
e the Wyrm mad as well.
t order. The Wyrm — the
pain and anger, and it
universe, where it thrashes
oe for revenge, each
becomes a spirit of corrup-
ed on the evils they find in
every beating — it all feeds

soutge thrive. They encourage
t strengthens them. It’s hard

for us to resist the urge to kill w1thout a second thought, but we have to — otherwise we
feed those spirits. As they get stronger, so does their father — until it’ll finally be strong

enough to break free and take his i insane

Yes, it’s real. Real as gravi
I've never heard of anyoned¥

The tales say it'll brea
last battle — the final battle
battle is at hand. Look, up there
can see it here. The Red Star —
say it's the Anti-Sun. It appeared
brighter. It's the harbinger of the

If the Wyrm does break free...

race — and yes, our kind — has cer

thing is so vast that—

Sometimes in my dreams, even i
tain, sometimes even a mount
mountain starts to move — i
see the great, dark, wet holl
hollow. I start seeing color, £

I'm not ashamed to say 1
what we're up against. That’
point in trying to kill it. Teet

But we're not trying to kil

on Creation itself.
ve never seen it myself, and

d in physical form in the
ns show that the final
sical world yet, but you
ye of the Wyrm; others
d I think it’s getting
it all.
continent. The human
over the millennia. The

, I'm looking down on a colossal moun-

d as I'm watching, the
y field of vision. I can
starts to reflect on that
spread out wide across the
nter of the color.

i | see that. But that’s
incible that there’s just no
: job done.




Tinfo the End Times

You see now, cousin? We've got an impossible task ahead of us. Somehow we have
to make enough of a difference to cut the Wyrm’s feet out from under it. Somehow we
have to make the world strong enough to survive the Apocalypse. We might all die in
the process — it’s a very real possibility. And it has to be done in our lifetime — no
more waiting for our children to fix the planet.

But there’s the problem. I keep saying “us,” and I know that I can’t in good con-
science order you to follow me. You have to join in the war of your own free will, or
you won't be able to do the world any good. There’s nowhere left that you'll be truly
safe, 'm afraid — but you might escape for a while.

I can’t force you to follow me or to fight with your tribe. It’s up to you.

Well? What'll it be?
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The Prop/\ecy of the Phoenix

Phoenix took me.
Carried me in his claws.
High above the world.
So that I could see beyond tomorrow.
And I looked.
[ beheld the future.
| saw the decimation of our kin. Hunted beyond
hunting, death beyond death, to the last one. There
were no more children, or grandchildren, or fathers, or
mothers. This was the first Sign Pk
that the Children of the We
give to us, the Garou.
I looked.
[ beheld the furuges
I saw the Childr
tide of Humans, risi
groaned at havin
overrunning, their &
the parched earth,
the second Sign of th

me, that the Humans wou dofs 2
[ looked agal : '

measure. And the stra
the great Plume gisi
death whereyeri
And 1 heard'

some drunken fool :

my head away in'dis
ut look again.

[ beheld, then, the fourth Sign.

The Wyrm grew powerful; its wings fanned the
breezes of decay. It spread its diseases and they were
horrible: the Herd became afflicted with diseases of the
head and the blood. Children were born twisted.

Animals fell sick and no one could cure them. In these

" Ones, children of the Wyrm,

final days, even the Warriors of Gaia could not escape
the palsied talons of the sickness-bringing deathbird.
A tear in my eye, | looked again, and the Phoenix

showed me the fifth Sign.
I saw other Plumes rising like death-spears toward
itiful sky, piercing it, letting Father Sun burn

was warm. The plants withered in the sun.
nd disease arose from the dying forests;
tions cried tears of mourning.

hough a veil were torn, the sixth Sign

' last days, Gaia shakes in rage. Fire boils
ths. Ash shrouds the sky. The Wyrm skulks
shadows made by these. ..and rears to strike. The
d'ones are gone; the Guardians of the Pathways and
ossroads are finished. In these final days, the sixth
make itself known in the Packs that form. Each
ave unto itself a Quest, a Sacred Journey it

. Such is the will of Gaia.

aw the sky rurn black, and the moon was

hough I could
ull. Bat its hea '
se. The final da
ed by the Sy
ell ummg us all,
ing nit hlood The Wyrm
e towers and the rivers and
rywhere its children ran
calling down curses of
yfear. And the Dark
vled from their caves
and walked the streets in daylight.

I turned my head from the sight. Phoenix told me:
“This is as it shall be, but not as it should.”

Phoenix left me then.

pant, devouring, de
=very kind. And the Herd

Now, | cannot dream. I can only remember the
Signs, each one in perfect detail. These are the last
days. May Gaia have mercy on us.
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fiction. If there were actual werewolves in the real
world, we're sure everyone would have heard about
them by now.
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Half human. Half beast. Predators that stalk the deepest
woods and the darkest urban alleyways. Monsters that creep up
on their prey like ghosts, then explode into a fury of claws and
fangs. Beasts that how! under the full moon and kill those that
cross the boundaries of their territory,

Werewolves.

In some ways, werewolves embody the oldest human fear
~— the fear of the wolf at the door, the awful thought that forall
our tgols and fire, we are still prey in the eves of Morher Narure.
We struggle ro control every detail of our environment to our
exacting specifications, and that makes us all the more afraid,
deep down, of being stranded in a hostile place under the
control of something larger and stronger than us: something
with fangs and a taste for meat.

But there's more to it than that. Humans have always feared,
even hared wild animals, particularly those that are stronger than
us on some level. But we have always envied their strength ar the
same time. In the earliest times, prehistoric humans wore animal
skins and bones and prayed to somehow become as swift or keen-
eyed or strong as the animals with which they shared the world.
Even today, people wear clothing, jewelry, even tattoos depicting
animals they réspect in a sort of unconscious desire to borrow those
animals' power. And we tell stories of humans who can take animal
form (or vice versa). We always have, from the Americas to Europe
to Africa to Asia. And the king of these stories is the story of the
werewolf. The werewolf represents everything we fear in Nature
— and everything we'd like to be.

Deep down inside, we're afraid of wolves, yet we want
desperately to wear the wolves' skins and to be like them.
This is your chance to do just that,

Tnfroduetion

SForyfelling

Werewolf: The Apocalypse is a storytelling game from
White Wolf Publishing that allows you to step into the shoes
— or pawprints — of a werewolf of legend. The rules in this
book allow you and a group of friends to assume the roles of a
pack of werewolves, hunting and fighting as one. Together,
you tell the story of these werewolves and their struggle,
whether they triumph ar great cost or die in a blaze of glory.

In a storytelling game, the players use the game’s rules to
create characters to serve as alter egos of a sort. They then take
these characters through dramas and adventures called stories
(a game term that meéans precty much the same thing as the
word's common use). Each of the players describes his character's
actions and speaks as the character would speak, thus guiding
the character through the plot established by the group.

To keep track of all this activity, one person acts as the
Storyteller — a role more like that of a movie director than an
author. The Storytellerdescribesthesettingof each scene, roleplays
the actions and speeches of the various people the players' charac-
ters encounter and generally guides the story’s plot. However, the
Storyteller’s control isn't absolute. Since the players control their
characters, each scene in a story is the product of the entire group
cooperating to tell the story ina way they enjoy. What's more, the
rules in this book provide a common ground to gauge the charac-
rers’ chances of success impartially, The players generally try to
help their characters accomplish their goals, while the Storyreller

provides opposition and obstacles (in the form of the possibility of

failure) to add tension.

The ultimate goal, of course; is for everyone to have a good
time. Whether the characters succeed or fail is irrelevant. The
only thing that matters is that everyone is happy to have played




a part when the story ends. For that reason, the rules in this book
are useful only as a means to provide a framework for the story. If
the rules conflict with the story, the story wins every time.

THo Lagord

The werewolves of the World of Darkness aren’t quite
what onc would expect from the movies. Humanity has man-
aged to grasp the concepr of the werewolf only partially. The
European legends of shapeshifting witches and the Native
American tales of animals that take on human form are equally
full of misconceptions. The following are a few of the most
commonly accepted “facts” about werewolves — and just how
true or false they are in the world of Werewaolf.

Werewolves are mindless beasts in wolf form. False.
Werewolves retain their intelligence, which is equal to that of
any human, in any form they take (and werewolves have five
forms from which to choose). Their reputation for savagery
stems from their Rage, whichisasupernatural fury more intense
than any anger a human can feel. Werewalves can channel
their Rage to perform incredible fears of strength and speed.
However, the stronger a werewoll’s Rage is, the more likely he
is to lose control in times of great stress, flying into a berserk fit
of violence called frenzy. Itis virtually impossible to reason with
a werewolf in this state. All he can think of is fight or flight. It
is this savagery that has given rise to the legends of brutal,
uncontrollable man-beasts.

A werewolf changes form when the moon is full. Mosrtly
false. Werewolves can change forms whenever they want, day
or night. However, they have deep spiritual ties to the moon,
and they revere the mighty moon-spirit Luna as one of their
greatest totems. A werewolf’s Rage is tied to the moon's phases,
growing stronger as the moon grows brighter. Therefore, a
werewalf is at her greatest risk of frenzy when the moon is full,
and more werewolf attacks tend to occur under the full moon.

If a werewolf bites a person, that person becomes a
werewolf. False. Werewolves are born, not “infected.” Most
werewolves are born of human or wolf stock, and they don't
know their true heritage until they reach adolescence and
undergo their First Change. Even so, same tribes have been
historically known to keep track of their young cubs from afar,
then staging a mock "wolf attack” just before the children are
due for their First Change. Although this practice has fallen out
of favor in modem times, it was in no small way responsible for
the rumors of the supernatural disease lycanthropy.

Werewolves are witches who take wolf form by dressing
in wolf skins. False. Either you're born a werewolf, or you
aren't. Wizards and witches exist in the World of Darkness, and
same of them can shapeshilt into animal form, but none of
them are true Garou with all the according powers.

Werewolves can be killed only by silver. Partially true.
For all their supernatural power, werewolves aren’t immortal.
They grow old, and they can be killed. However, werewolves
are remarkably resistant to injury and disease, Furthermore,
they heal with incredible speed, even to the point of regener-
ating damaged internal organs. A gunshot wound that would
kill an ordinary human can be nothing more than an inconve-
nience to a werewolf. But werewolves cannot heal all wounds
with equal ease. With its spiritual ties to the moon, silver can
burn werewolves more severely than fire could. A wound from
asilverweapon can be fatal, and although werewolves can heal
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such terrible damage, doing so takes them a long time. There-
fore, a silver bullet might not be the instant kill depicted so
often in the movies, but it's an enemy's best chance at taking
a werewolf down.

Werewolves can be detected by odd features such as
pointed ears or index and middle fingers of the same length.
Almost entirely false. Werewolves are indistinguishable from
humans in their Homid, or human form. However, there are a
few werewolves whaose parents are both werewolves rather than
humans or wolves. These metis are always deformed in some
fashion. Their deformities are usually evident in human form,
although they are much more debilitating than cosmetic oddi-
ties like pointed ears.

Werewolves, unlike wolves, are loners. False. Werewolves
havea powerful pack mentality, and they feel distinctly uncom-
fortable without the presence of packmates or tribemates. To be
cast out of one's pack and sentenced to walk alone is a horrible
punishment for a werewolf,

The Trhts

Inthe World of Darkness, werewolves have walked among
humanity for as long as humans haye existed. They can blend
into human c¢ivilizarion, but rarely for long. They're predators
at heart, and people can sense as much on an instinctive level.
At heart, a werewolf is a creature of both human and wolf
nature, but it is neither fully. They refer to themselves by a
name from their own tongue — the Garon.
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their lineage; their blood is too potent, and the result is too much
like inbreeding. To continue their bloodlines, werewolves must
mate with humans or wolves. However, the chance that any
children or cubs that result from such a pairing will breed true is
small. In most cases, the spirit halfof the werewolfisn't passed on.

Werewolves born to human or wolf families are indistin-
guishable from their mortal siblings. There is no detectable
“Garou gene," and DNA-testing does nor reveal anything
amiss. Newborn werewolves simply appear to be normal hu-
mans or wolves in almast every respect. Only a very few are
even told by their parents that werewolves exist at all. How-
ever, young werewolves are prone to strange dreams and fits of
temper that alienare them from their relatives or friends.
Finally, some time after adolescence, a young werewolf under-
goes his First Change. This event is often brought on by stress or
trauma, leading the confused young werewolf to lash our art
whatever is hurting him. It's then that the werewolf's Garou
relatives arrive to collect him. Once among his own kind, he is
initiated into his Garou tribe and taught the purpose and
traditions of his people: From thar point forward, the young
werewolf lives a life of constant danger. Should he persevere,
though, he can become a legend among his Garon kin,

Garou society is older at its core than any human culrure.
Many of irs tradirions date back to a time before agriculture,
before the first humans settled Australia, and even before
history as we know it. They have managed this amazing
longevity while keeping their true nature a secret from human-
ity by two means: oral tradition and faith.

To the Garou, the past is a living thing. They keep rales of
their ancestors alive, retelling them at gatherings to inspire the
latest generation tostrive forsimilarly heroic deeds. The laws laid
down millennia ago are learned and recounted by each genera-
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tion until every werewolf knows them by heart. By keeping all
their lore alive in an oral tradition, the Garou have retained a
sense of continuity that binds each generation to the next.

Secondly, werewolves believe thar Gaia — the living spirit
of the world irself — created them to defend her and make war
against her enemies. They're aided in this belief by several points
that seem to support their claim: their obviously supemarural
nature, their allies among the spirit world and the fact thar they
are definitely at war with the forces of spiritual corruption. Their
war has been going on for millennia — not even the wisest
Talesinger among the werewolves can recall a story of their race
atpeace. According to their traditions, Gaia brought werewolves
into being as a response to the rise of their enemy — the Wyrm.
The Garou maintain that their true purpose in life is to fight, kill
and die in the service of the Earth Mother.

The Garou's claim to be a race designed for battle is certainly
well founded. Werewolves are deadly creatures, perhaps the most
lothal overall of any living being in the world. They possess great
strength when they shapeshift, allowing them to tear apart metal
and stone with their bare talons, They heal remarkably quickly,
making them nearly impossible to kill with mundane weaponry
such as knives or small firearms. They possess mystical powers that
allow them to rravel the spirit world, strike with stealth or
monstrous force and even call on the forces of the earth itself. They
have all the intelligence and tool-using capahility of any human,
making some werewolves masters of both high technology and
occult power. Most imporeantly, werewolves are pack creatures,
which makes thema hundred times stronger. A pack of werewolves
is worth more than 10 times its weight in enemies.

If they were more numerous, it's possible thar the werewolves
would have already won the war. But they are too few in number;
at the beginning of the Z1st century, they are a dying race. Their
enemies are virtually uncountable, and they range from humans
who fight with raw intelligence, cunning and resources to mon-
stersfromdeep in the earth that can rearapart tanks — toan entire
tribe of werewolves that hassided with the enemy. Worstof all, the
Garou fight amongst themselves. Rivalries that started centuries
ago continue even today as blood feuds that prevent the Garou
from achieving the unity that would make them unstoppable. Just
as their pack mentality brings them together, their Rage drives
them apart. Such is the tragedy of Werewolf.

Asyoucansee, the lotof a werewolf is far from an easy one.
But therein lies the appeal of trying on a wolf’s skin for a while.

Hew fo U THir Book

Each chaprer of this book focuses ona different aspect of the
game, be it a certain aspect of characters, a specific portion of the
rules or a description of the setting. You don’t have to read them
in order; feel free o skip around until you're comfortable with the
book. Narurally, rthe world of Werewolf is far roo large to he
contained between two covers. This rulebook is intended ro serve
only as a foundation on which to build your games. Feel free ro
maxdify, clarity, elaborate upon or disregard anything and every-
thing within that doesn't suit your vision of an exciring game.

Chapter One: A World of Darkness details the setting of

Werewolf: The Apocalypse — both the Garou themselves
and the world they prowl.

Chapter Two: The Garou describes the werewolves of
the World of Darkness in more detail, particularly their breeds,
auspices and tribes — traits of bloodline and society that
influence each werewolf’s role in the greater scheme of things,
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Chapter Three: Character and Traits describes the step-
by-step process of crearing a werewolf characrer and details the
various traits by which a character's strengths and weaknesses
are measured — raw attributes, skills, backgrounds and so on.

Chapter Four: Gifts and Rites defines the supernatural
powers of the Garou, both the rituals that call on their bond
with the spirit world and the mystical “tricks” they learn from
their spirit allies.

Chapter Five: Rules describes the core rules of the Story-
teller system — the foundation for all of Werewolf's rules.

Chapter Six: Systems and Drama goes into more spccii'ic
rules, such as how to stage a combat or chase scene, as well as
the details of character growth and advancement.

Chapter Seven: The Umbra details the spirit world and its
residents, as well as the role they play in the Werewolf setting.

Chapter Eight: Storytelling describes the role of the
Storyteller and offers advice on how to put rogether the best
pame possible.

Chapter Nine: Antagonists details the Garou's rivals,
adversaries and mortal foes.

Finally, the Appendixdetails Werewolf's supporting castand
some of the trinkets thar Garou characters find particularly useful.

Jovrce Mafersia)”

Sad ro say, most movies, books and TV shows thar depict
werewolves aren't very helpful source marerial for a Werewolf
game. The tack most writers take is to approach the werewolf as a
person who hecomes an umcontrollable manster when the full
moon rises. This misconeeption is the one humans of the World of
Darkness have of werewolves (which, of course, they don't believe
in consciously), bur it’s not an accurate picture of the Garou,

The Garou owe some of their traits to classic Western
werewolf literature, but the reading list goes far beyond that.
S.P. Somtow's Moon Dance is probably the best example of
recent werewolf horror fiction, and the most applicable.

However, to get a proper feel for all the aspects of the
Garou experience, we recommend a number of books on
wolves, myths and environmental concerns. Jack London’s
works such as Call of the Wild and White Fang are just as suitable
as Barry Lopez's Of Wolves and Men and Farley Mowat’s Never
Cry Wolf (which is also available as a film). For capturing the
American Indian viewpoint, we recommend American Indian
Myths and Legends (edited by Richard Erdoes and Alfonso
Ortiz) for the legendary side, and just about anything by
Sherman Alexie for the human side.

Sadly, most werewolf movies qualify as “decent™ at best
— it that. Wolfen, The Howling (the first — the sequels are
strictly avoidable) and An American Werewolf in London are
probably the most applicable. Others include the classic The
Wolf Man, Wolf (the recent Jack Nicholson movie) and An
American Werewolf in Paris — most of which are probably
better for illustrating whar humans think they know about
werewolves than for inspiring characters that would work well
ina Werewolf game. Finally. Hayao Miyazaki's animated film
Princess Mononoke, while not strictly about werewolves; is a
masterwork depicting the innare rivaley man has with nature,
and the spiritual aspects of nature at its best and worst. With
a rich cast of humans and nature- ~.pmt-. {and ye~ there are
huge, sentient wolves), it's as ¢close to “must see” viewing for
Werewolf's themes as it gets.

Tnfroduetfion

\




£ % : a___@__m,_,

€ A O T

3 )

W




By the time Mephi Faster-Than-Death came to the caern, it was too late.

The ache was deep in his gut as he drew nearer to the caern’s heart; over and
over, he couldn’t help thinking that he’d made a liar of his deed name this time.
The invaders had given death and much, much worse to the Uktena sept. Most of
the war council had perished in the first wave of the attack. All that remained were
some Kin and a few young ones. From the looks of it, they hadn’t even gone through
their Rite of Passage. Mephi padded gently toward the closest, a girl 15 or 16 at the
most. She looked at him with hollow eyes, her long hair hanging in bloody sweat-
matted tangles.

“We tried to fight,” she muttered, “but it...” The girl gestured helplessly at the
ruin of the bawn. “It was too much. Our Warder finally dragged the last of them
down, and the Tender...”

Mephi nodded. “It was your Bane Tender | came to see. Is she...does she still live?”
The girl didn’t even nod or shake her head — she just slowly stretched out her arm
and peinted over to a low, scrubby tree. Mephi's footfalls were quiet on the torn sod as
he paced over to the tree, and to the large, gray-furred wolf stretched out underneath.
Deep wounds covered the wolf’s aged body, and when she raised her head to her
visitor, Mephi feared she wouldn’t even haye the strength left to talk.

“They came to stop:my message to you,” rasped the wolf. Mephi knelt next to her,
leaning in close.to listen. It seemed incredible that the enemy could have had such
knowledge, but now wasn’t the time to ask too many questions.

“And what message would that be, grandmother?” he asked gently.

“That the rivers of the clouded worlds are running dry. We hear the twisted cries of
Gaia’s warriors, lost before they are renewed in the world. The steady drum of the
Weaver pulls us into a fatal pattern that must be broken. There are many signs and
portents, Silent Strider. Who will take word to the tribes? Something vital is lost that
must be found. Many will scoff at my words. The children will shut their ears with dirt.
The Wyrmcomers will dance and sing into oblivion. The others...I know not. But
carry my words. Someone must hear them.”

The wolf looked to the girl. “My great-grandaughter, Blue Water. She will know
what to do. Of all the new cubs, I leave my hopes with her.” The wolf’s head dropped
then and her chest ceased to rise. Blue Water cried quietly, then began to gather rocks
to cover the wolf’s body.

Mephi didn’t move, lost for a moment in thought. Cryptic to the last — a true
daughter of Uktena. They've had a hard time, and maybe this is just her way of passing into
the next life a little easier. But I'll keep her words safe. Never know when a prophecy might
come in handy, the Galliard thought. And with that, he too gathered stones to cover
the bodies of the dead.
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The world of Werewolf is not our own, although i
resembles our world in many ways. Externally, little differs
berween the two. The established institutions, personalities
and attitudes of our world are still there. Yer, far more sinister

events take place behind the scenes. Shadows are darker,
corruption is more rampant, and despair is commonplace. This
world isone of extremes. Vast expanses of untamed wilderness
punish intruders with feral brutality. Labyrinthine cities are
bleak and gloomy at their core, hiding conspiracies the mun-
dane world does not dare suspect. From the streets of major
metropolises to the secret places of the wild, horrific creatures
stalk unseen; preying on the innocent and the weak. This isa
world where evil breeds: our Waorld of Darkness.

As in any good Gothic horror story; this ominous world
hides terrible secrets. Menace lurks everywhere, and every
agenda hides an ulterior motive. Decaying cities filled with
huge, looming edifices cast shadows on the destitute and the
damned. Srone gargoyles warch from atop the rallest buildings,
bearing mute testimony to crime and suffering in the streets,
Faith isdying here, even while massive churches perform rituals
for the desperate. Even in the suburbs and urban sprawl, fearful
people live behind thin walls, numbing themselves by perpetu-
ating empty lives from day ro day.

A few people have the energy to resist this oppressive
world, and they do so on a grand scale. Wherever the rich
and powerful exploit their influence, rebellion stirs. A
thriving counterculture strikes back ar an uncaring soci-
ety, rebelling with words, music and often violence. Hell
bent for leather, it lashes out with desperate energy. Yer all

too often, these rebels burn out in a blaze of glory. Under-

ground clubs are ready to indulge the most exotic vices of

the desperate. Street gangs, vainglorious bands and savvy
entrepreneurs incite them into a frenzy of aggression... and
they profit from the results. Thus, crime is common, apathy
is de rigueur, and cynicism is rampant.

However, this world is not without hope afrer all,
there is no darkness without light. Modern heroes, fully aware
aof the corruption that surrounds them, are ready to fight for
their beliefs. Their world is dying, yet they are alive, full of fury
and the power of the Earth itself. From the depths of the
wilderness they come, with sharpened claws and vengeful
rage. As the natural world dies, they seek-and destroy the evils
that surround them. As monsters, they stalk the night, ¢rush-
ing bones, savaging victims and staining the streets with
crimson blood. Yert, despite their brutality, they are the only
true guardians of the Earth: mystics in a modern hell, warriors
in an unseen battle. Werewolves prowl the Earth in this
world, as they have since the dawn of human history.

Canptf Betweers Worigl

Werewolves are oursiders, trapped forever berween ex-
tremes. Unlike the monstrous shapechangers of legend, they
can change theirshapes atwill. Assuming the forms of menand
women, they walk the streets of the largest cities to protect —
or punish — the human race. Wearing a lupine skin, they can
runt as wolves, free as moonlight in the night. They may try to
live in both worlds if they prefer, but they will never truly
helong in either,
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Some prefer living as humans do, but such a life is frustrat-
ing, to say the least. Over six billion humans populate the
Earth. Any werewolf can try to live among them, but modern
citiesare cold and alien places, vast and sterile. Werewolves are
aware of sinister things lurking in the shadows, horrible crea-
tures mankind simply does notunderstand. .. oreven récognize.
The presence of the unnatural awakens their most feral in-
srincts. No matter how civilized human cities may seem, foul
things dwell in the darkness.

A werewolf may try to escape into the natural world, but
that realm has also been dying steadily. Thanks to ecological
devastation, the wilderness is shrinking. As the werewolves are
keenly aware, the number of wild wolves on the planet is
decreasing rapidly. Hated and feared by average folk, the wolf is
avillain in children’s stories, a menace to farmers and fair game
for hunters. Only in Alaska, Canada, Scandinavia and Siberia
canwolves be found in theirnatural habitat. Thereisno place left
to hide. Even in the most remote realms, the Earth is bleak:

No matter how or where they live, werewolves struggle to
survive. Caught berween worlds, they must choose between
two extremes: hunting in urban hellholes and exploring the
constantly changing wilderness.

C/Iﬁ?ﬂ /fz’/

For werewolves, the mast dangerous hunting grounds are in
the cities, for nothing in them is what it seems. Most werewolves
openly despise the major metropalises as cancerous tumors on
the flesh of the world. Even the human inhabitants find them
bleak. Smog dims the sunlight, traffic snarls through the strees,
and erime boils under the gity's skin. Werewolves, with their
superhuman senses and oecult ralents; are aware of far deeper
problems than crime and eorruption. Hunting in a city requires
great caution, for the quarry is often devious and deadly,

Two tribes of werewolves— the Bone Gnawers and Glass
Walkers — consider the €ities 1o be their natural rerritory, bur
other werewolves fear such an unnatural world. A wolf is as our
of place in a concrete wasteland as a'citizen of the First World
would be in the depthsofthe Amazon or Sahara. The smellsare
all wrong, the logic of the streets is twisted, and natural laws
warp and mutate. lnthe cities of mankind, werewolves sense
strange activity everywhere. Shapeshifters are cautious when-
ever they leave the relative safety of the wilderness,

i) P ernatr

Behind the veneer of civilization, the primal wild waits to
reclaim its dominance. [f the cities seem bleak, the alternative is
even less comforting. Humans erect cities to shelter themselves
from nature’s capriious ways. The wild & more than just an
expanse of tangled forests, stagnantswamps and winitswept plains.
Humanity's motality does niotalways apply there. The primal wild
isarealmof mysteries, especially to the unprepared. Geeat lumber-
ing beasts stalk the night, as they have forthousands of vesirs; and
anly werewolves have the courage toface them.

Rural rownsexist on the fringe of civilizavion, filled with
sullen; insular and mistvustful citizens. Hunans there are filled
with superstition and fear... and with good reason. Memaries
of a far more primitive world lark deep wirhin the human
subconscious. While these fears can never be dredged up
entirely, wandering into the untamed wilderness stirs up dis-
tant reminders of a lost and terrible age.

\_-mrm-h\\\\—

Even the werewolves do not understanid all the secrets of

the wild. Strange events take place away from watchful eyes,
and nature is often cruel to those who try to steal her secrets.
The Earth is not always loving and gentle. Some places are
taboo, and fools who seek them out.do nor return.

7 loe St Worsyd’

Another reality exisgs beyond what mankind experiences.
Mystics speak of a spirit world 'that.r_lht- vast majority of humans
never encounter. Visionaries and shamans may gain Brief
glimpses, parting the veil that obsoures it from view, but they
can never understand fully what they encounter. Werewolves
have am animistic view of creation, helieving that spirits lurk
behind eéverything around them. Indeed, spirits are cvery-
where... if vou know where to lpok.

Most werewolves believe that everything of consequence
in the physical world has a reflection in thespirit world. It is as
if everything that is truly alive casts a shadow into this separate,
thrivingdimension. For this reason, the realm of spiritis known
as the Unbra, the “shadow” of creation. Werewolves are more
than mere humans; they are creatures of both flesh and'spirit.
Any werewolf can cripss over tg the prher side and enter the
spirit world — whart their kind calls “stepping sideways” — if
she wills it. In a sense, she canvescape to another dimension, if
only for a short time.

..Z):Wa and Coratlr

Twootherextremesare crucial toa werewolf's existence: rage
and reason. Because werewolves are both beasts and men, they
must balance instinet carefully with intellect. Packs can spend a
lifetime hunting rﬁ't}nsrt:l's in the physical world, burt the violence,
confrontation and sufféring of the “real world” fills them with
uncontrollable and bvervhelming anger as theyspend more and
more time away froth the spirit world. If they are not careful, they
eventually become as feral as the werewolves of legend.

By contast, the mystical world encourages contemplation
— itisarealm of enigmas and mystery. Werewolves who explore
the spirit world gaim insights into the physical world. By studying
the realms of the Umbra, they leam o understand great secrets,
increasing their mystical undemstanding or Gnosis. However,
werewolves who spend too much time away from the physical
world lose touch with reality, forgetting responsibilities they
have left behind. No place is safe; the werewolfis an outsider no
matter where he travels.

Nekng Btweer Poridr

The world of the werewaolves is harsh, yet this harshness
provides contrast to great acts of sacrifice and heroism. Quite
simply, werewolves fighrand die for their beliefs. Warriors fight
horrific abominations with rooth and claw, while mystics hunt
evil with supernatural insight. Some wise warriors employ even
stranger methods, like street=savvy trickery, political activism
and cunning intrigue, No matter whart tactics they choose,
werewolves walk between two worlds: the reality of the violent
physical world and the mystery of the enigmatic spirit world.

Wherever they run — in the cities, in the wilderness, or
even in the spiritworld — werewolves face the same overwhelm-
ing fate. Their world is dying, and their destiny is ultimately
tragic. In fact, many of their mystics proclaim that these are the
Final Days. The End Times, when all of creation will finally
unravel, are here. As the light dies, werewolf heroes are willing
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to sacrifice everything to hold back the darkness. We live in the
age of the final, ultimare Apocalypse.

That is how the legend ends. This is how it begins.

The world was not always so bleak. Storyrellers speak of a
gentler time, when the Earth was governed by simpler laws: In
the springtime of the world, the veil that separared the worlds
of flesh and spirit was gossamer-thin. While the sun shone, the
natural world came alive with a brilliance and beauty our
modern world just cannort equal. Quite simply, magic was alive,
and its power was evident everywhere. Once upon a time, long
before the dawn of human history, werewolves were the domi-
nant species on the planet,

According to myth, they first learned the art of shapeshifting
from the Earth Mother. Werewolves still speak with reverence
of their goddess, Gaia, who gave them the power of the
changing ways. Because they showed such great promise for the
mystic arts, they were taught how to walk among the tribes of
men and within the deep wilderness with equal impunity. This
legacy was to be passed from parent to child, inherited with
each passing generation. In return, the werewolves were to
watch over Gaia's creation, protecting both their human and
lupine cousins. To pass on this gift, some werewolves mated
with humans, walking among them to choose the strongest.
Others preferred to run wirh the wolves, raising litters of cubs.

The narural world was beautiful by day, but monsters
prowled the Earth at night. The werewolves claimed rhat they
watched over their human herds to protect them from these
evils, but in truth, they also rreated humans as herds of breeding

stock. Great warriors would often war over the most esteemed
human tribes, leading them on journeys far from their rivals.
The result was the Imperginm, three thousand years of domi-
nance over [l’lt‘ l1l1|111||1 face.

Humans were herded like sheep and gathered into primirive
flocks, afewof which began to develop the agricultural communes
that were the precursors to our modem cities. The separation
between civilization and the wilderness began, and the schism
widened gradually. Every village had stories of what would happen
o the foolish raveler who ventured into the woods alone at night.
The War of Rage

Of the many tribesiof werewolves in the world, each has its
¢wn interpretation of why the mythical age of the Impergium
came to an end. However, theyare not the only shapechangers
in existence. Others are aware of the beailtworld, telling their
own mythsand legends! The werewolves know that Gaia blessed
many other races of :ihﬂmhi'ﬁ'er}'- a5 well, giving each of them a
sacred duty to perform. In the Westem world, these fabulous
creatures were known as the Fera.

In a thousand ditferentforms, the Fera stalked the night.
Wise in the ways of magic, secretive wereehtshoarded mysteries
and mystical knowledge. Strong in the power of healing,
steadfast werebears guarded many of the world's most sacred
places. Relying onveurming and guile, wererats kept down the
population of humans when they became too numerous. The
Fera were cousins to ravens, spiders, lizards, coyores and more.
Among the dozens of species of shapeshifters, each of the Fera
artended to its sacred tasks.

Yer, according to their own legends, the werewolves were
the greatest of these children, and they called themiselves the




Garow. They held their pledge to protect humanity as the most
sacred duty of all. With their power came great pride. First, the
most powerful Garou attempted to dominate all other tribes of
werewolves, insisting on the formation of a great sociery through-
out the world. When this goal mer with even partial success, the
most esteemed werewolves then demanded that they should
rule over all of the other shapechangers as well.

In the legends of most shapechangers, the Fera refused,
and a vicious era of genocidal warfare followed. Since the other
shapechangers would not bow before Gaia's greatest children,
the werewolves began o destroy them. Asserting their domi-
nance, the Garou claimed that the others were a threat to the
safery of humanity, and they set out to eradicate entire species
of shapeshifters. As blood flowed freely, the werewolves dem-
onstrated that they would reign unopposed as Gaia's favored
children and the dominant lifeform on Earth, from then on.

The Concord

Little did the werewolves suspect that they, in turn, would
be challenged for dominance... this time, by the very humans
they claimed to protect. Horrified by the violence that sur-
rounded them, humans no longer trusted their supernatural
guardians. They decided to defend themselves from whatseemed
to be the most dangerous crearures of all: the Garou. The
werewolves were thrown into disarray. Some argued to discipline
rebellious villages, punishing them for their disobedience. Oth-
ers pledged peace, claiming that Gaia had entrusted them with
keeping humans from harm. Some especially feral werewolves—
lupine Garou who preferred the primal wilderness and the wolves
that ran there — argued for the immediate extermination of the
human race, considering their obligarion fulfilled.
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The werewolves argued and fought among themselves until
they reached a compromise known as the Concord. Both wolves
and men would have to live together in the same world, but clearly
humanity no longer wanted to be dominated by the Garou. The
werewolves agreed to maintain theirown society separate from the
world of men. The result was the Western Concordiar, a civiliza-
tion thrivingdeep within the wildemess. Theage of the Impergium
came to an end, and human history began. The werewolves faded
into the shadows, becoming mere legends.

Since the end of the Impergium, werewolves have never
regained theirprimal dominance. They have remained a myth,
areminderof adistant past mankind dares not remember. .. and
with good reason. Under the right circumstances, the verysight
of a Garou is enough to conjure primal memories of fear and
bloodshed. Thus, the werewolves have stayed hidden through-
out human history. The demarcation between the cities and
the wilderness remains, separating two very different worlds.
Because legends of werewolves remain, men see themas through
a glass darkly, never realizing whar they truly are, but instead
fearing what they once were. The Garou still see themselves as
hetoes, but ta the humans, they will always be monsters.
Perhaps the truth lies somewhere between.

Brcoming Ciaroys

Humans have their own society and their own legends.
They also tell stories about the shapechangers of legend,
monsters who prey on the weak. Wolfmen in late-night movies
typically curse their victims with lycanthropy, infecting them
during epic rampages. The werewolves of the modern world
have created a separate set of myths, epics and legends. In each




such legendglyeantheopyis less a curse than a blessing; a legacy
passed from parent ta child.

In modern terms, werewolf bload is inherired. [f one of a
child's parents is a werewolf, a chance exists that he will be one
as well. Sadly, thischance has diminished ste: a&ily aver the last
thousand years, The blood's power is not dominant, and a
Garouls, ¢hild real[y has unly aone-in-10 change of lﬁecmmm,
a “full-blooded” werewolf. Fortunately, the blessing isn't lim-
ited to human children. Many Garou prefer to breed with
wolves, leaving their cubs to be mised by Iupme mates in the
wilderness.

For thousands of years, werewolyes bred with both humans
and wolves in relatively equal propdrtions. Unfortunatelyy as the
number of wolves has decreased drastically in the warld, Garou
blood has become dangerously impure. One in/three werewolves
bred with wolves as recently as.a thusand years age, but now the
ratio is closer to'one-in-15. Legendary ancestors once found it
relatively easy to balance their feral instinets against their human
wisdom, bur no longer,

Lol

Most of a Garou’s cubs and children never become full-
blooded werewolves. Instead, they are “carriers” for the blood
of the Garou, which'can susvive ity thgir families for genera-
tions. Half-Blooded Ci'ﬂldmn are known a8 Kmfafk Although
werewolves don't defend these relations a¢ stapnchly as they
did millenniaago, a wise Garoukeeps an eye on his kin. Some
do sa by commanding spirits, commonly called Kin-Ferches) o
watch bver their ehildren. While the spirits pledge to observie
all of a werewolfs children carefully, many of them lose their

way over the spanof years and abandonitheir charges.

Kinfolk “half-hreeds” are markedly different from the rest of
mankind. They may have strange and terrifying dreams, wander
alone in hopeless reverie for hours at a time or have trouble relating
to people around them. An inexplicable longing consumes them
The lucky oneslearn about theirwerewaolf relations, and even help
them from time to time. Most just remain guietly unaware of the
secret world around them.

ol

A child of awerewolf hasabout a 10-percent chance thar he
himself will be born a "full-blooded” Garou — not good odds.
Some werewolves manage to divine their children's true nature
at birth. These without the proper resources to do so don't
discoverwhich if any of their cubsare Garou until the young ones
reach adolescence. Although the Garoumark their pure-blooded
cubs at birth, werewalves all too commonly leave their offspring
tobe paised by theirmates, sometimes asaneffort todrawenemies
away from their children. A cub’s true nature remains dormant
throughour her: chil Thoods manifesting nly as dreams and
visions. Berween the: lg,tmfl and 16 (ifhumean) or betweenone
and two years (for a wolf), hazy mcrrmtieﬁ and “unnatural” urges
begin to surface. A troubled wolf misy be driven from the pack for
her unpredictable behavior, or anadelescent may be ostracized
or even institutionalized. In some way, others begin to notice
that this lost soul is different.

As life becomes more difficulr, the legacy remains dor-
mant until a great trauma forces the First Change. The First
Change does not wait for a full moon or a curse. When the time
is right, flesh and bone rapidly warp the child into a hulking,
bipedal, nine-foot monster. If the cub is forumate, she is found
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by others of her own kind; if she isn’t, the experience is even
more terrifying. Legends of monsters driven insane by the light
of the full moon have hasis in fact.

Most cubs are rescued — or kidnapped, depending on your
point of view — and educated by other werewolves. By neces-
sity, the first lesson is controlling shapeshifting voluntarily.
Years of teaching follow... or they should, at least. However,
time is a luxury these days. Elders offer various bitsof tribal lore,
although curiously enough, their oral histories differ remark-
ably from tribe to tribe. Regardless of age, the “cuh” is treated
like a child until she decides to accept her destiny and join the
community of the Garou.

Coming of Age

Every tribe has its own rraditions for marking a cub'’s
passage into adulthood. The Garou denote a cub’s coming of
age with a Rite of Passage, a deadly and dangerous quest that
tests a werewolf's strength and wisdom to its very limits. The
rite is more than a mansition into adulthood. It also shows
elders that a cub is worthy of membership in one of the greatest
tribes. Until this quest is complete, she does not belong to any
of them, for she has not proven herself worthy.

Two choices follow. First, a werewolf may approach her
chosen tribe alone. Once she does, the tribal elders may send
her out on a test particularly suited to their kind. Solitary
visionquests are based on ancient tribal traditions. Usually,
however, the elders send the cub to a place where many
werewolves gather, There, the child must wait until several
cubs are ready to embark on a quest together. In this case, the
ritual is also a test of the cubs' ability to work rogether and
resolve theirdifferences. They may later decide to join the same
pack, In all cases, the elders send spirits to watch over the
petitioners, if only to verify the greamess of their deeds. Once
these cubs return, they become cliath, they join their respective
tribes formally, and they learn their first tribal Gifts.

In recent years, the Garou have found an increasing
number of adult humans (or even wolves) who once had the
potential to become werewolves, but never did. They might
have been illegitimate and unrecognized children of Garou
wanderers. The spirits who watched over them mighrt have lost
them. They might have even been born to two Kinfolk parents
far from a sept. Regardless, they never underwent their First
Change and Rite of Passage. Such poor souls are known as lost
cubs. They have repressed their true nature tosuch a degree that
many go insane or die of depression. When one survives long
enough to undergo the Change late in life, it is a cause for great
jov. As the Final Days approach, every werewolf is needed
desperately. The forces of darkness are legion, and they grow
stronger with each passing day.

Broeds

A werewolf's true nature is shaped long before his First
Change. If one of his parents is human, he will grow up in
human society, learning the ways of man, If one of his parents
is a wolf, he will be raised by wolves, and human society will be
a mystery to him. In almost every case, one of the parents is
Garou. Whether the child’s mother’s natural form is that of
human or a wolf derermines what his breed will be. (It's also
possible that a werewolf might be born to two human parents
or to a mated pair of wolves if the werewolf blood is strong
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enough in his family. However, the odds of suich an occurrence
are much steeper.) There are three such breeds in Garou
society: homid, lupus and metis.

Homid

A homid is the child of a werewolf and a human, one who
livesasa human before his First Change. Although homids often
have trouble relating to other children, they understand thor-
oughly how human society works: They are not guite human,
though. The word “homid refers 1o a werewolfl with a human
parent, while the ward “human” refers t6 the race of mankind. By
definition, a homid will never quite fir into human society.
Something about him — his dreéams, his turmoil'or his hidden
rage — marks him as different.

Homids find themselves confronted by a mardl dilemma.
Aftera homid learns about his true nature, human society begins
toseemalien. A true werewolf is drawn o the wild, féeling a deep
need to commune with the primal wilderness. Unfortunately,
that primeval world is gone, having been destroyed by thousands
of years of human civilization. The only place where a werewolf
truly belongs is with his own species. Therefore; Garou aresocial
creatures who gather in packsto run together The cub leaves his
past gradually. to become immemsed in Garou society, where he
will face its difficulties and its destiny. The alternative is the
madness of facing a dying world alone.

Some homids never admit the faults and faflings of human
society fully. They keep going back to their former lives, torturing
themselves by trying to rejoin the human race. While they are
painfully aware of the environmental destruction humans wreak,
most can never fully reconcile the idea of hating humaniry
because of it. As a result, some homids are very defensive about
their human ancestry. A bitter few lash our at those lupus
werewolves who question human ways, and they forever consider
them “lesser” creatures. Homids, after all, are the most populous
of the three breeds, and they're obviously at the top of the
evolurionary ladder. Homids are clearly the most fit to rule.... at
least by their reckoning.

Lopur

A lupus Garow is the child of a werewolf and a wolf (or
more rarely, two Kinfolk wolves). A thousand years ago, about
one-third of the werewolves in the world were lupus. Today, the
ratio is only abour one in eight. Lupus usually spend their
formative years around wolves, raised as creatures of instinet. A
lupus suspeetsshe is different from an early age. For one thing,
she is typically mare intelligent than her wolf packmates.
However, since she does not learn to think “like a human,” she
often agts on intuition and guet reacrions. Even after she leamns
to communicate with other Garou, words are not as important
to her as acions, feelings and sensory inipressions.

Lupus tend to see the world more simply than homids do,
hue they arenorstupid. Lupusare capable of making complex
plans, measuting time, fguring out simple technology and
completing tasks quickly and effectively. They alsoitend o
have remarkable insights homids would nevertevelop. None-
theless, homids sometimes patropize them because the wolf-
born express themselves very directly. Homids love to ralk and
are pften caught up in lang-winded speeches abatit simple
concepts, a practice lupus call “monkey-babble.” Lupus typi-
cally speak with a handful of verbs and nouns. They break down
complex issues into simple black and white, detesting deceit,
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hypocrisy or verbal subterfuge. If a lupus doesn't like you, he'll
tell yvou straight out.

Lupus are also intensely aware that they are a dying breed.
Of course, the humans are largely to blame, and the homids are
accomplices. While a lupus may decide to join a pack with
werewolves of other breeds, a few favor spending time with
their own kind. Many such lupus either belong w the Red
Talon tribe —asociety known for its genocidal policies roward
humans — or they at least agree with its philosophy. Even a
lupus who trusts the homids in Ker pack may be overpowered by
the call of the wild. She may trust her packmares with her very
life but still feel a longing for the company of wolves.

Aefir

Metis werewolves don’t belong in either human or lupine
society; their parents are neither wolves nor humans. A metis
is the child of two werewolves. Garou law forbids werewolves
from breeding with each other, bur such acts of “incest” do
vecur. Garou who commit these acts are usually ostracized, or
sometimes killed outright, but not without reason: Their off-
spring, the victims of inbreeding and recessive genes, are always
sterile and deformed.

Every metis has a deformity of su}rné'ki'n'& Long ago, these
bastard children were cast out urkﬂth Bur nowyas the Garou
race is dying out, metis are an:cepmd reluct.mlly and gmdungly
in Garou society. The patents are’ usually gxiled, since their
shame is toa great for the to maise the bastard cub tbt*mselveu
Instead, other werewolves raise metsciils: A metis cub erows up
ina werewolfcomenunity: caﬂed&sépt. usually arural omefar &nrn
the watchful eyes of innocent humans, |

A metis may undergo his Firse Change carly in life —
around the same time a human child hegins to walk — or he
may stay trapped in his monstrous birth formy until carly
adolescence (usdally at eight to 10 ’}le'ars of ase). There's really
no way'to tell when itswill occur. Far these and other reasons,
metis children are kept hidden fromhuman society. Through-
out childhood, they are treated withiscorn and disdain. Elders
teach them respensibility by giving them tasks to do for the
sept, but these rasks are almest always drudgery. A high-
ranking metis may have the task of warching over a sept’s metis
cubs. If the sept also includestlupus cubs or homid children,
elders usually raise them separarely. Despite this segregation,
metis grow up learning the iftricacies of Garou culture, and
they are intimarely familiar with the workings of their sept.

As they grow older, metis find shapechanging relatively
easy, especially when the threat of danger is nearby. Therefore,
they are rectuited to help defend their sept throughour their
adolescence. Those who survive may undergo their Rite of
Passage, join a pack and be accepted by a tribe. However, they
are still considered second-class citizens, and their deformities
are still obvious. Unril his dying day, each metis must display his
stigma openlyat all rimes within the territory of the sept. A few
metis are able to conceal their genetic flaws at least partially
when among humans, but their relatives hate them all the more
for “cheating nature.” Asa result, the average metisis a hostile,
bitter creature who may never trust others enough to join a
pack. The few thar can overcome this harred are tragic figures.
Even if their packmartes accept them fally, Garou outside the
pack hardly ever return their admiration or affection,
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Formy

A werewolf always feels most comfortable in the form she
grew up in, which is known as her breed form. For instance,
homid werewolves prefer to wear a human skin, largely because
they are the most adept at dealing with mankind. When a
werewolf shapeshifts into a human being, he is said to be in
Homid form (with a capital “H"). By contrast, lupus-breed
werewolves prefer having sharpened reeth and claws, warm fur
and the heightened senses that come from being a wolf. When
a werewolf shapeshifts into a wolf, he has taken Lupus form.
When in this form, he is quite obviously a wolf. A werewolf
trying to pass himself off as a “wild dog” is either demented, a
disgrace or a buffoon.

Muost metis spend their adolescent years defending the sepr
that raised them. When someone sounds the call to battle, they
prefer to take a form halfway between Homid and Lupus. This
shape is their battle form, the infamous Crinos form. A werewolf
in Crinos is a killing machine, a massive, nine-foot tall monster
plodding to battle on twa stocky legs. The very sight of one
conjuresupimagesofanage long gone, when massive shapeshifters
stalked the Earth and herded their flocks of human breeding
stock. Homids and lupus can “shift to Crinos," too; they're just
used to a different way of life.

If you ask a werewalf how he sees himself, he will usually
think of his breed form first. A werewolf is born in his breed
form, and he keeps it until his First Chunge. A metis is born in
his Crines form, in rare cases even kifling the mother who gayve
birth to him. Cynical werewolves insist that such tragedies
further prove that their laws are right: The mother’s act of
incest results in her death.

Homid form and Lupus form are the two extremes of
shapeshifting — shifting completely from a man into a wolf for
the first time is a brucal and painful ordeal. Eventuslly ir
becomes easy, and werewolves learn to make more subtle
changes. For instance, they may take a shipe halfway between
Homid and Crinos, one halfway between Crinos and Lupus, or
even (with grear effort) temporarily shift a small part of the
body. Regardless of breed, any werewolf can shift freely be-
tween these forms, but he will always be most familiar with his
breed form. These three skins — Homid, Lupus and Crinos
form — are the most commonly worn, and they reflect three
very different aspects of Garou society.

Zetssvrm

When a human sees a werewolf in his true Crinos form,
suppressed racial memories of the distant past rise from her
subconscious. Because werewolves culled human “herds” system-
atically for three thousand years, they have scarred the collective
psyche of the human race permanently. Ifa human sees a werewolf
in his true and terrifying majesty, overwhelming fear and madness
results, Garou call this phenomenon the Delirium.

The Delirium may be seen as a sort of supernatural bless-
ing, for it prevents the horror of the primeval world from
returning. Humans never see Crinos Garou as they really are.
Instead, they rationalize such sightings away instinctively,
concocting elaborate and horrific stories about what they
thought they saw. They may not see anything at all; simply
reacting tosomething they will never remember, Because of the
terrorof Delirium, most humans refuse toaccept thar werewolves
are real, even when confronted with very direct evidence. The
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racial memories run so deep thar it's a rare and strong-willed
human who can see so much as a phorograph of a Crinos-form
Garou and not subconsciously dismiss it as “some sort of hoax.”

But despite the protection this fear affords, the Garou
cannot afford to take chances. Werewolves who unleash the
panic of the Delirium without good cause are punished severely
or possibly exiled. Their survival depends on staying hidden
and acting discreecly; indiscretion has its consequences.
Werewolves hunting in human cities are loath to force the
Delirium without a very good reason. Since the Concord, they
have kept their existence secret, maintaining the Veil, the
illusion that the primitive supernatural world no longer exists.
Ifeven the slightest chance exists thatawerewolf'sshapeshifting
was caught on film, for instance, the werewolves and their
human kin will moye heaven and earth to make sure that the
footage isn't brought to daylight. Even if one human in a
thousand believes what he sees, that's far, far too many.

Kinfolk are unaffected by the Delirium. Afterall, they possess
Garou' blood; they see their relations as they really are. Some
werewolves choose to keep in very close contact with their Kin,
and they are very open with them. Therefore, the Veil does not
always apply to Kinfolk. Because they can see the world of the
werewolves forwhat it really is, many are eager ro work with their
relations: Many, however, become resentful and bitter that they
are just poor cousins the werewolves call on whenever they're
needed, rather than “true Garou.”

Auppizes

At the moment a werewolf is born, she inherits an ancient
legacy. Her breed will shape her view of the world, and one day,
her tribe will teach her how to survive. Her fate in life, on the
other hand, is shaped by something far more mystical. The
phase of the moon at the instant of a werewolf's birth deter-
mines her auspice, the role she is destined to play in Garou
sociery. Every werewolf upholds one of these five aspects and
receives mystical gifts to help fulfill it. A shapechanger is
strongest when the moon’s phase corresponds to her auspice;
the first rime each month a werewolf sees her auspice moon, she
is filled with an uncontrollable rush of energy. The Garou's
greatest warriors, for instance, are born during the full moon,
which has led to the most infamous werewolf legends.

New Moon: Children born during the new moon are
destined to become greattricksters, forsly creatures stalk unseen
in the darkness when the light of the meon isabsent. New Moons
are masters of stealth and guile. Their galent for theft is so great
that they often love to mock the orderly ways of Garou society,
a trait their packmates accept grudgingly. With this freedom
comes a carefree disregard for sociery’s laws and a wicked sense of
humor. Such a cub s fared 1o become a Ragabash.

Crescent Moon: The grescent moon curs through dark-
ness like a knife, bringingspectral glory to the landscape below,
Cubs born under thisauspice are of a mystical disposition, often
fascinated by the supematural and the spiritual. Long before a
Crescent’s Rite of Passage, elders teach her myth, lore, the
mysteries of cosmology and the secrets of the occult. By the
time she comes of age, thecub is ready to serve as a Theurge.,

Half Moon: just as the half moon is caught between light
and shadow, so too are cubs born under this auspice. Werewolves
are faced with many conflicts and contradictions — the struggle
berween man and nature, the balance of human thoughts and
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lupine instincts, existenceasacreature of both flesh and spirit or
even the conflict between good and evil. Half Moons can see
both sides of any issue, which makes them expert mediators and
judges. As they are prepared for their Rites of Passage, they are
taught the intricacies of Gatou law. Such a cub is destined to
become a Philodox.

Gibbous Moon: Cubs born under this sign are known as
Moon Dancers, since theylte inspired easily by the radiant
moonlight this auspice moon brings. /A lthough some may see
them as flighty or temperamental, they have terrific bursts of
artistic insight. Whenthe moon is bright, they are often moved
to song or story. Many develop phenomenal memories, espe-
cially for the sagas and histeries of great Garou. Because of their
great passion and sociable bravadao, such cubs become Galliards.

Full Moon: When a cubis born-under the full moon, she
grows up full of rage and ﬁn’y %enhermlsplu, moon hangs in
the heavens, she is eager tounleash heewrath and give in to the
glory of bloodlust. Like the wolfman of legend, she revels in
violence and feral frengies, meting punishment with her cruel
claws. After years of intense physical triining, she will howl at
the moon that she is Ahroun.

The Taetoe Trlar

Once a Garou completes his Rite of l"'at.'\'a;,e he is wel-
comed into one of the Twelve Tribes of the Garou Nation.
Before the completion of this rite, he is a cub, and he is treated
as little more than a child. He may not learn tribal Gifts or
receive the tribe’s deepest secrets. Even metis cubs are shut out
from such sacred knowledge; they're welcomed enough to work
for the sept, but not enough to receive irs privileges. After the
rite, however, the tribe teaches each new cliath the ways of the
world and how to conguer it.

Each of the Twelve Tribes originally came from a different
region of the world. Each has its own tribal homeland, a place
in the world where it has always been strongest. Each tribe's
Kinfolk andsocieties reflect these different cultures. During the
ancientagreement of the Concord, the 16 major tribes setaside
their differences and began the development of a communal
society. Three of them have been destroyed. One has rejected
the Western Concordiat and found other allies. Now only 12
of them remain allied in their defense of the world.

Black Furies: In a tribe composed exclusively of women,
the Furiesadt as defenders of the Goddess and protéctors of her
most sacred places, Originating in Ancient Greece, the tribe
has since inspired great legends of female heroes.

Bone Gnawers: This tithanttibe is tied instinctually ro
life on the street. Long ago, r}xe:; bepan as scavengers in India
and Northern Africai Now rhey stallowherever the homeless
and desperate struggle to survive.

Children of Gaia: As peaceful warriors and gentlemediators,
the Childrenfavor healing andunderstanding over bloodshed. No
othet tribe is as committed to helping humanity.

Fianma: Exclusively of Celtic descent, the Fianna are
known for their wild passions and artistic insight. They are
famous for their skilled bards, great warfiors and mystical ties
to the fae. i

Get of Fenris: Surviving the hassh lands of Northern
Eurape, the Fenrir have develaped a savage, bloodthirsty and
fatalistic view of life. As gne of the most martial tribes of
werewolves, they are also unparalleled at dealing in death.
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Glass Walkers: For thousands of years; the Walkers hid in
human cities, living as wolves among sheep. Other werewolves
typically mistrust them, notonly for their proficiency with high
technology, but also for their love of human cities and culture.

Red Talons: Composed entirely of lupus Garou, this tribe is
wellknown for its fierce hatred of humans. Talons thrive whenever
they cah commune with'the mysteries of the wild.

Shadow Lords: Ruthless, devious and ambitious — the
Lords value political power over all else, and'they are fascinared
by the politics of Garou society. By strugelinig against their rivals
in Eastern Europe for millennia, they have become masters of
diplomacy and Machiavellian intrigue,

Silent Striders: Once they dwelt in the fabled lands of
Khem in Ancient'Egypr, but no longer. Now they roam the
Earth, following an insatiable wanderlust. Striders typically join
packs that love to rravel, often communing with gypsies, wander-
ers and the restless spirits of the dead along the way.

Silver Fangs: Once the unquestioned rulers of Garou
society, the Fangs are/descended from some of the greatest
werewolves in history. Lineage and ancestry is critical to
them. Since their glorious days in their Russian homelands,
they have fallen prey te tragic flaws; often spiraling into
despair and madness.

Uktena: Indigenous peoples from throughout the world
have contributed to this eclectic and mysterious tribe. Ethnically
diverse and intensely curious, they hoard knowledge of magic
from all overthe world... as well as a deep understanding of the
occult that they dare nor share with oursiders.

Wendigo: This tribe is descended from Native American
Garou. Their strongest septs are in the northernmost-portions
of North America, where they endure some of the harshest
conditions on Earth.

Each of the Twelve Tribes reflects the history and culture
from a different part of the world, and with good reason. During
the Impergium, when grear heroes led their flocks of humans
away from their rivals, their Kinfolk eventually formed the
foundations of different human cultures. For example, many
Get of Fenris have Scandinavian or Germanic ancestors, while
Wendigo Kinfolk are distinctly Native American. While Garou
Kinfolk can breed with werewolves of any tribe, most prefer to
remainwithin theirown culture. Most tribes are outraged when
others place designs on their Kin.

A werewolf is nor born into a tribe; he must prove himself
worthy during his Rite of Passage first. A cub usually makes the
same choice as his mother or father when deciding what tribe to
petition, hut he does not have to do so. Every werewolf has a
lineage stretching back for generations. Throughoutr most of
Garou history, the vast majority of cubs have made the same
choices as their ancestors, A cub with a long lineage will be
hounded to “make the right choice.” After all, forsaking your
heritage is a difficult path to follow.

Theoretically, a cub can approach any tribe, bura cub who
is obviously abandoning his ancestors' legacy has to work twice
as hard as an “adopted” cliath. If your father was a Bone
Gnawer, you'll have to wark your ass off to join the Get of
Fenris. Often, a cub receives dreams and visions of his past
during his adolescence, but sorie of the greatest heroes of Garou
legend have defied their destinies.

A few tribes refuse to take anyone who doesn't meet their
standards. The Black Furies accept only women,; if a Black Fury
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gives birth to a non-metis male cub, he must eventually
petition anather tribe to acecept him. Silver Fangs will not
recognize a hero who does not have an extensive lineage of
Fang ancestors. Red Talons accept only lupus Garou. Bone
Gnawers, by contrast, will accept almost anyone, including the
most twisted and deforimed metis. Some tribes have rites for
tracing a werewolf's ancesrry, When performed properly, the
rite may reveal visions of an ancestor’s greatest accomplish-
ments. .. and epic failures.

Many Garou are very particular about their lineage, recit-
ing the names of their greatest ancestors as they introduce
themselves. The noblest are “pure bred,” regarded as obviously
exemplary specimens of their tribal heritage. Pure breeds are
impressive not only because of their superior breeding, but
because dozens of generations of ancestors have chosen to
support the same tribe. In the mystical world of the Garou, it is
even possible for a werewolf to be aware of his ancestor spirits.
A werewolf can reject this idea utterly, but it isalso possible to
summon llp rhl'_‘ﬁL‘ l]'len'l(]l'i(:s, AT EVEDN Chﬂl‘ll'l(‘.‘l anancestor toact
through a young hero.

As the End Times approach, of course, the Twelve Tribes
are increasingly eager to welcome young cubs into the fold,
especially if they have a lineage with their tribe. The stodgiest
elders complain that Rites of Passage are nowhere near as
taxing or rigoraus as they once were. At the end of the rite, the
cliath has her tribe's sigil inscribed mystically on her body or
tattooed there physically. Once thisactiscomplete, the werewolf
may never leave her tribe for another. In short, tribal member-
ship is a choice and an honor, not a birthright.

Coarowy Cosmolbgy

The Twelve Tribes teach their cubs and cliath the ways of
the world, giving them purpose and inspiration. Werewolf cubs
are told a distinctly unique legend of why the Earth is dying, a
mystical and spiritual account. As is the way of the spirit world,
events in the Umbra appear as reflections of the physical world.
According to myth, Gaia created the world and all living things
init. When rime began, she released three primal forcesupon the
Earth: the Weaver, the Wyld and the Wymm. These elements of
creation are known collectively as the Triar. The spirit world is
complex, bur werewolves can reduce all of its workings to these
three primal forces.

The Weaver created all structure in the world, from the
highest mountains to the depths of the oceans. She gave birth
to a host of spirits to preserve order, and Weaver-spirits have
been known for their predictability, ruthlessness and determi-
nation since that primal time. Legions of them weave the fabric
of reality with long legs and spinnerets, reinforcing the tapestry
of creation. In the modern world; wherever law triumphs over
anarchy, whenever technology kicks into overdrive, or when
anyone rebuilds what has been torn down, werewolves claim
that the §pirits of the Weaver aré scurrying nearby.

The Wyld was the breath of life in the world, allowing the
Weaver's creations to thrive. Wherever nature is alive, the
Wyld is there. The spirits that serve it are capricious and
effervescent, unpredictable and indefatigable. Justas the Weaver
brought order, the Wyld brought chaos, surging with energy
wherever it could not be contained. Rebellion, frustration and
raw feral instinct all give it strength. Yet nature can also be
gentle. Behind every serene glen and tranquil brook, the Wyld
retums its energy.




Garou mystics say that Gaia created a third force to main-
tain the balance berween order and chaos, between the Weaver
and the Wyld. Like a great serpent wriggling through all creation,
the primal Wyrm snipped at the threads of creation that could
not otherwise be controlled. Once the Wyrm was the force of
balance in the world (as the Garou say), bur no longer. The mad
Weaver grew too ambitious, trying to tip the balance by trapping
the Wyrm within its lifeless web. Confined and denied, the
Wyrm went slowly insane, and creation listed out of balance.

The Tiunth Reveaferd

For mystics, this story is not mete myth. Each portion of the
Triat has spawned a host of lesser spirits, mystic servitors who are
still at work in the world. In the shadow of creation, in the spirit
world of the Umbra, werewolves can see these forces at work.
Over the last few centuries, the spirits of the Wyrm have become
more powerful than ever before. The most fanatic Garou share a
common belief: If there is corruption and misery spreading
through the world, the Wyrmisat the heart of it. Beyond all orher
ideals, the greatest goal of the werewolves is to protect all of
creation by destroying the servants of the Wyrm,

The Wyrm's servants have become a cancerous corrup-
tion, and its servitors have become the Garou's grearest en-
emies, For millennia, its rage and hatred has grown to the point
of insanity. lts pain ceases only when it can pare back creation,
destroving the Weaver's order and polluting the Wyld's purity.
The Wyrm can suborn even human beings, especially when
they practice sinful and malicious acts. Wherever the Earth is
despoiled and befouled, the Wyrm grows stronger. Wherever
order is perverted and law is denied, the Wyrm shudders in
glory. When humans fall prey to darker emotions, succumbing
to vice and sin, the Wyrm exploits more victims. It is beyond
reason, and its servants are legion.

The Wyrm's strength is such that it now overpowers the
efforts of the werewolves to contain it. In prophecies, in visions
and in the world around them, the Garou see evidence that this
treacherous evil is achieving its goal to desrroy all creation and
free itself forever. Therefore, the world thar remains is cold and
bleak. As prophecy has foretold, the werewolves must fight to
the last o defear the Wyrra. Now is the time of the final
confrontation, the Apocalypse. Confronted by a dying world,
they have contained their rage for far too long. This is the final
battle, and so shapechangers are returning from the shadows,
bringing heroism, valor and horror back into the light of day.

T e Weaverr Pk

Fanatical werewolves believe that their only duty in life is
to defear — or even kill — the Wyrm. It's a very direct
philosophy, but one with which some cubs and cliath just
cannot agree. A heretical idea is spreading throughout the
Western Concordiat: The Garou's real enemy isn't the Wyrm,
but the Weaver. Aften all, it is the Weaver that is responsible
for the largest human cities. She was the primal force thar first
drove the Great Serpent insane, and she brings her own brand
of suffering on' the world as she conrinues her mad designs.

Must elders are horrified by this idea. Some refuse to send
packs to investigate the mad Weaver’s activities, and some
even refuse to award renown for succeeding in such enterprises.
Nonetheless, a new generarion of cubs has dedicared itself to
shredding the Weaver's webs, regardless of what their mangy,
crusty old elders might believe.

Tz Lot and e Ffer

Once there were 16 tribes in the world, butonly 12 remain
in the Western Concordiat. One of the original 16, the Stargaz-
ers, has begun isolating its septs from the rest of the tribes. Three
other tribes have fallen before the talons of the Wyrm. Each of
their stories is a source of despair, grief and shame. Although
many young cubs learn about their ancestor's mistakes, most
elders are loath to speak too openly on these taboa subjects.
After all, the fates of the Fallen reveal some of the deepest and
most tragic flaws of the werewolf race.

The PWite Fonsers

Once they were guardians of the fragen north, heroes whao
sent their cubs into the deepest pits of hellto prove their prowess.
Descended from the ancient Picts, the Howlers not only domi-
nared the harsh wilds of Scotland, but alsoattempted to master the
stygian depths of the Underworld. With each passing generation,
their heroes descended into the Labyrinth of the Black Spiral, a
horrifying Realm of the spirit world.

Yet as they journeyed deeper and deeper into the Abyss,
they were eventually overcome by thewvery evil they raunted.
In retribution, dark forces rose from the earth to devour the
Howlers' caerns and drag their greatest heroes back into hell.
Torture, torment and mystic revelationsshattered their minds.
A few survivors emerged, but they had become twisted, mu-
tated horrors by then. Thus arose thie Wyrm-spawned tribe of
Black Spiral Dancers.

The Spirals are still alive raday. They still caprure their
werewolf rivals, ofteniturning them to the service of the
Wyrm. The White Howlers, on the other hand, are extinct.
Many werewolves prefer ro forget their memory, refusing to
contemplate that any Garou can be corrupted so thoroughly
by the Wyrm.

T e Lok

As one of the tribes of “Pure Ones," this Native American
tribe originally guarded the shores of North America. Once they
believed that they could live side-by-side with the eatly European
settlers, but with these incursions came evils the tribe had never
encountered before. The Eater-of-Souls, one of the three major
aspects of the Wyrm, exploited starvation and despair, paining
enough strengrh to manifest in the physical world. Because of their
ancestors’ pledge to the Goddess, theCroatan decided o fight this
evil to the bitter end.

Ouside the famed Roanoke colony off the Carolina coast,
the Croatan sacrificed themselves ane by one to drive this evil
from the world. Countless heroes faced the Wyrm'stiranic heast,
some braving ultimate évil by rushing straight into jts hideous,
gaping maw,: The legend remains, but both the wibeand the
colonists are gone, memoriatized by o few carvings on gmarled
trees. Many modern heroes still believe that it is worth the
ultimate sacrifice to drive the Wyrm from the world; few of them
dare gainsay the lesson of the Croatan.

T e .gwy,j&

The saga of the Bunyip is not one of glory, but shame. In
many ways, it is the most tragic of the three tales. The tribe was
not slain by the talons of the Wyrm, but by its own brethren.
During the Impergium, the Bunyip tribe was strongest in Austra-
lia. European Garou and their settler Kinfolk, eager for a new
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home far from the Wyrm; itivaded the Bunyip's tribal homelands
and fought with them for dominance. In some caems; Black
Spirals set the Garou against cach other, Overcome with despair
at their brothers” pettiness, Bunyipinothercaemsstalked off into
the spirit world of the Dreaintime, never to return.

Oyer the course of centuries, the Bunyip and their strange
Kinfalk, the Tasmanian wolves, were driven to extinction.
Tribe continues to war with tribe, and since few would dare
admit that they are capable of destroying cach other com-
pletely, storytellers whisper the rale of the Bunyip only when
they dre most ashamed.

T e SFargazers

Although theyaresstill quite active and alive, the Stargazers
have also bégame a source of great sadness for the Garou. The
Stargazers are an Eastern tribe known for their command of
mysticism, their contemplative natures and their enigmaric
philosophies. Their history is decidedly different from that of the
other tribes. In the West, the War of Rage brought about the
deaths of thousands of shapechangers of all species. In the East,
more speciessurvived and continued to hide from the werewolves.
In fact, many Eastern Garou rejected the harsh philosophies of
their Western brethren, remaining estranged from the Western
Concordiat. The Stargazers were once an exception. No more.

The Stargazers have worked with their Western brethren
for centuries, yet it has hardly been an equitable arrangement.
Ower the last 200 years, the tribe’s homelands have fallen to the
Wyrm. While the Stargazers have sided with Western Garou
continually to fight on othercontinents] Asian sacred sites have
repeatedly been captured and corrupted. With each successive
generation, more Stargazers have undertaken journeys to the
East to contemplate their history... oftendying in the process.

Now the Stargazers have abandoned the Concord and
found new allies. Their tribe has always been fascinated by
enigmas, and the other shapechangers of the world are certainly
enigmatic. The Stargazers have found common ground with
the mysteriousthengeyokai, the shapechangers of the East. Part
of the wribe’s compromise involved turning away from the
Western Coneordiatand joiningthe hengeyokai's Beast Courts.
Stargazers have always favored peace and reason. over pointless
warfare, therefore, they have formally abandoned'the ways of
the West, They are teturning to theitold traditions, reclaiming
what's feft of their culture, heritage, sacred sites and Kinfolk.

The decisions made by tribal elders nowweish heavily on the
hearts of younger Stargazers. Many are reluctantto leave packs that
they have rin with for countless years, and some do not want to
abandon sacred places they have pledged to defend. Yet through-
out the tribe, more and more are becoming fascinared with their
past, sometimes receiving visions and dreams in the depths of their
meditations. Two unusual philosophices have seized them. First,
like the hengeyokai, more Stargazers are accepting the idea that
the Apocalypse need not be the end of creation, but is perhaps the
dawn ofanewage. Itisasthough a grear wheel is rurning, and while
the Wyrm may gnaw at its axle, there is a chance that the cycle of
creation and destruction may renew itself.

A few have integrated a far more heretical idea. In the
East, the Wyrm is not regarded with the same revulsion as it is
in the West, since many still see it as a force of balance. Itisa
desperate force spiraling out of control, to be certain, but it is
still one that must ultimately pare back the madness of the
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Weaver and begin the new age. As a result, other Garou have
answered the Stargazers’ decision with resentment and suspi-
cion. The Stargazers who remain in the West are met with

increasing contempt, continually torn berween the decisions of

theirtribal elders and loyalty totheir formerseptsand packmates.

Crerans

From the time when the tribes first warched over their
earliest homelands, they have held a deepunderstanding of the
mystical world. The modern world is a shadow of what the
Earth once was, for mysticism and magic are dying, Only a few
places remain where the spirit of the ancient world lives on.
Near menhirs and burial mounds, along ley lines and “dragon
tracks,” decaying in old “haint” and cemeteries, mystical nodes
of ancient energy remain. Just as the sun has its solar flares,
there are places in the world where this primal power leaks into
the mundane world. Werewolves have claimed some of them as
their own, building temples and shrines to protect their power.
They perform rituals to keep them alive, fight continually for
control of them and meditate on deep and spiritual mysteries
inside them. The Garou call these places caems.

Caerns are critical to Garou culvure. They act asisites, of
worship; meeting places and even burial grounds for fallen Heroes.
By tupping into their powery werewolves becomestronger. Mystics
use them as sacred “lightning rods” to summon ancient spirits Or
awesome mystical energies. Becausé so many W'ereWnl_\?as are
drawn to such places, some settle down and dedicate their lives to
protecting a single caern. Garou society is based around the
formarion of these extended packs, known as septs.

Each tribe dominates a handful of caerns, but most septs
are communal. Tribal caerns often reflect the philosophy or
history of the septs that proteéct them: A sepr led by the
Children of Gaia may meditate in a serene glen, while Shadow
Lords septs look down from cragey, stormy mountaintops. Each
caern is also dedicated o a particular spirit, often one that
serves the dominant tribe. When the proper rites are per-
formed, the spirit blesses the werewolves who serve it.

Of course, other supernatural creatures are drawn to these
sacred sites as well, claiming some of them as their own. Ghosts
haunt the most decayed and dilapidared ones. Sorcerers seek
out caerns and deplete them of their quintessential energies
systematically, Faeries allegedly defend their own sites of power
so that they may remain eternally young. Minions of evil may
occupy and corrupt them as well, turning them to the power of
the Wyrm. Great heroes gain renown by recovering these sites,
but other occult societies reclaim them when these heroes fail.

Ubarr Corerms

Many ancient caetns have been swallowed up by rapidly
growing cities. A few “urban caerns” retain their spiritual prop-
erties as nodes of mystic might in the midst of urban desolation.
As more of the natural world dies, young packs of Garou are
willing to brave the dangers of the cities to reclaim what was ence
theirs, Such quests are not withoutrisk. If humans see werewolves
stalking about in their true forms near an urban caern, particu-
larly in Crinos form, urban legendsand horrorstories result. If, for
instance, werewolves revel through a city park each full moon,
people will avoid that spot instinctively. Seizing and maintain-
ing an urban caern requires a great deal of secrecy, but the effort
is worth it for the power of a sacred sirte.




Caaroy Jockaty

A werewolf’s primal instincrts make him a monster, but the
noble aspirations of his society make him Garou. Shapechangers
live in a vicious, uncaring and broval world, but they survive
because they have leamed to live rogether. Hidden from
human society, they preserve their own laws, their own faiths
and their own politics. Life is harsh — elders must often choose
who among them will live and who will die — but the
intricacies of Garou society place them above the status of mere
animals... or petty humans,

Tlhe Lifany

Werewolves are often depicted as solitary monsters, but by
gathering in septs and protecting caems, the Garou have devel-
oped a communal culture. Across the ages, they have codified a
system of Taw, handing it down from one genetation to the next.
Asone would expect, itis a largely oral tradition that is subjected
to endless interpretation. To preserve the old ways, the Garou
have created the Litany, a great song of ages containing the
traditions, codes and laws of their people. In its full form, it is as
much an epic poem asa legal code. Chanting itin itsentirety can
take hours. One tribe of werewolves, the Fianna, are the ac-
knowledged masters of this epic. Four times avear, they gatherin
their tribal homelands to recite it in its entirety.

Most modern werewolves prefer a straightforward culrure
with little patience for legal subterfuge. To simplify matters, the
Litany can be summarized in 13 basic precepts. If a werewolf
violates one of these laws, he'll usually be aware of his transgres-

sion. Each tribe, of course, has its own views on right and wrong,
In fact, a disparity often exists between what Garou elders preach
and whar werewolves acrually do. Masters of Garou law can cite
dozens of examples of precedent, but as fewer cubs learn to chant
the details, more argue ways to bend the rules in rheir favor.

Cearoy SBaf NoF Mafs YU Cearoy

The Law: Werewolves should mate only with humans or
wolves. Because metis offspring are deformed, rwisted or even
insane, Garou are forbidden ro mate with their own kind. Of
course, this law isenforced largely because of age-old prejudices
against metis, This stricture forms the basis for some of the
greatest rragedies of Garou culture. Galliards have been known
to move listeners to tears by telling ballads of two werewolves
who fall in love and can never express their passion... or who
do so at the cost of their lives.

The Reality: The number of metis in Garou culture is
increasing steadily, showing that this law is not as invielate as
it once was. A handful of tribes claim to acrually be kinder o
their metis than others. Unfortunately, these claims are often
little more than tactics used to recruit and exploit metis for
tasks lupu.s and homids would just as soon avoid.

Combat e Wyrm Pferever I Dol
angd PWfenever J# Broeds

The Law: The Wyrm is a source of evil in the world. Gaia
created the werewolves to protect humanity, and destroying the
Wyrm is the most direct way to do so. The fastest way for a Garou
to become respected is to prove himself in battle against the
servants of the Wyrm. The Apocalypse may be close at hand, but
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thee surest way 1o delay it is to fight without restraint against the
Great Serpent and its minions.

The Reality: Werewolves suspect thart these days are the
Final Days of the world, especially as age-old prophecies have
become reality. Even if it were possible, some whisper softly,
killing the Wyrm would only delay the inevitable. Jaded elders
are distracted by other tasks, such as securing territory, contesting
for political power or crippling their rivals. Accepting that the
Apocalypse has already begun is a bit too much for some Garou,
who would much ratherbuild their own reputations and legacies.

When confronted with this part of the Litany, cubs
typically ask questions their elders are loath to answer, What
happens toa Garou that is possessed, but not fully in the thrall
of the Wyrm! Should he be destroyed? Is a Wyrm-spirit really
destroyed it it is "killed,” or will it just re-form somewhere
else! Can werewolves expect to change the course of history
by destroying all of the Wyrm's servants, or should they

choose their battles more carefully? A growing number of

young wolves demand that the Weaver is just as dangerous as
the Wyrm. Wasn't it the Weaver that forced the Wyrm to
such heights of insanity? Such danperous ideas must be whis-
pered carefully. More zealous werewolves have been known to
challenge and kill Garouwho speak such treasonous thoughrs.

Rugtect e Tarritory of Apcther

The Law: Whenever a Garou approaches another
werewolf’s territory, he must announce himself first and ask
permission to enter. The traditional method involves the Howl
of Introduction, reciting one's name, sept, totem, tribe and
home sept. Many Silver Fangs and Shadow Lords also insist on
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a visitor's lineage, establishing whether he is pure bred. In
addition to these precautions, a werewolf should mark his
territory, whether with scent or clawed sigils, to keep peace
with other Garou.

The Reality: As the population of humans in the world
keeps growing, howling and urinating on trees becomes imprac-
tical. Inurban caerns, some technologically proficient werewolves
(like the Glass Walkers) prefer a telephone call, email or fax.
Many younger werewolves ignore this part of the Litany entirely,
considering it a “fascist” tradition in what should be a communal
culture. Who cares what your ancestors did centuries ago? A
Garou should be judged by what he does today.

4#:?’9‘ an Howorabt Sorrenger

The Law: Duels between werewolves are common. While
many homids prefer to talk their way out of disputes, most tribes
emphasize martial prowess, stressing trial by ordeal and single
combat, As a result, many werewolves die. As the race dies out,
peaceful Gatou have reemphasized this dictum. They can’t stop
their seprmates from killing each other, but because of this
portion of the Litany, a werewolf being amtacked by another
Garou can end a duel peacefully by exposing his throat. The loser
shouldn't suffer a loss of reputation or renown for doing so, but a
victorious Garou should be praised for his mercy. Theoretically,
any dueling Garou is honor-bound to accept a surrender.

The Reality: In pracrice; peaceful werewolves invoke this
law freely, but cunning Garou are {ar more selecrive. Aferall, in
the hear of bartle, anything can happen. Even the most feral and
violent werewolf struggles to obey this law, but when blood
lwgin.‘e to flow, instincts overcome reason. Some warriors are
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infamous for “accidentally” overlooking a surrender and sinking
their teeth into an exposed throat.

Sotipmiesion fo T e of FHigher SFdion

The Law: Like the wolveswith whom they breed, werewolves
maintain a strictly hierarchical society. Someone's always alpha,
and some poor fool always ends up skulking behind the rest of the
pack. Therefore, the concepts of Renown and Rank are integral to
Garou society. A werewolf must always honor reasonable requests
from higher-ranking Garou.

The Reality: Anincreasing number of cubs and cliath have
little respect for their elders. If Garou society has done so little to
heal the world, how exactly are elders worthy of respect? Each
tribe has its own eultuge, and not all of them believe in kowtow-
ing to tyrants or humoring egotistical alphas with long lineages.

A werewolf will honor the elders of his tribe generally, but

opinions vary when it comes to the highly ranked of other tribes.

Bone Gnawers have a habit of disregarding this dictum
entirely, In their eyes, all werewolves aré equal. Otherwise,
they'd find themselves howing and scraping to everyone. Chil-
dren of Gaia and Silent Striders respect persanal choice, and

therefore, they prefer to earn obedience rather than demanding

it. Get of Fenisrespect any elder s aslongassaid elder cankick
their asses. Red Talons prefer not to hear “monkey babble”
about complicated hiergrehies; you should know your place
instinctively. Shadow Lords and Silver Fangs, on the othier
hand, enforce this law with iron fists and sharpened elaws.

T e Fivsf SHare of 1 S
Jor He Coreadatt i JFation

The Law: Elders are well known forinvoking this custom
repeatedly. While this “kill clause” originally applied w hunting,
it has since been expanded to include spoils of war. In theory, the
most renown Garou hasaright tojghe miost powerful fetishes found
by their packmates. Silver Fangs and Shadow Lotds demand what
they see as their due; other tribes accept grudgingly.

The Reality: Pack mentality maybe astrong instirict, but
not everyone thinks the same way. .Mnst individuals wouldn't
abide handing over all the loor they find to onecompanion. A
respected Garou can get away with using this law against her
packmates for a while — and mavhe even get the elders to back
her up — but there are consequences, of course. They begin
with mistrust and end with blows.

Yo SHaf Nof Eaf #e Fierts of Flomans

The Law: This portion of the Livany was first sung shortly
after the Concord. Stargazer mystics noticed that many
werewolves of the Western Concordiat took a bit too much
pleasure in devouring human flesh. Such cannibals found
themselves vulnerable to the corruption of the Wyrm. Elders
grown fat off human stock also became weak at stalking and
killing more challenging prey, like the Wyrm-spirits they should
have been hunting. In the 21st century, this law is more than
a simple spiritual matter. Human beings now consume a fright-
ening amount of preservatives. Their chemical-laden dier
makes their flesh unwholesome,

The Reality: Werewolves are feral creatures, and they lose
control occasionally. Far roo many times, a hero gazing at the full
moon has been overwhelmed by his rage, awakening the next
morning with a strange taste in his mouth. .. and a craving for

more, Red Talons quietly ignore this portion of the Litany; some
hunt and devour humans openly, One atavistic camp of Bone
Gnawers, the Man-Eaters, bases entire rites around cannibalism.
Asfor the Shadow Lord tribe, they consider this law a moot point.
They have more effective ways to dispose of human victims. ...

Ruppect 7 Fose Boreatti Ve — AAre of Caka

The Law: The werewolves of human legend are skulking
solitary monsters, but Garou are communal creatures. Their
legendary ancestors pledged to become the world's protectors,
so they must respect every creature’s place in the natural
world. Every Garou is likewise worthy of respect. Chivalry is
a classic Garou concept, and chivalrous behavior is a respect-
able way 1o gain renown.

The Reality: All septs may cite thisdictum, but not all tribes
regard their cubs, cliath and metis Garou the same way. Shadow
Lords twist this law’s meaning, applying only what they see as the
“proper amount of respect” to lesser creatures. Get of Fenris won't
kill their weaker septmates openly, but they'll put them through
sheer hell, giving them the “honor of earning respect.” Bone

.Gp;iwé‘fs':_jp?_c:l:augh at this precept. They sure as hell don't get

respect, and who coitld be lower in station than them!

Forumnarely, lupineinstinets often keep these practices in
check. Wolves often showrespect for their prey— human Kinfolk
marvel when a wolf looks deeply into the eyes of the animal it is
abour to kill. Noble Garou have even been known to moum the
passing of their foes, earning the respeet of others in the process.
Werewolves kill when it is necessary, but must be careful not to
degenerate into unthinking monsters.

e Vs SVif N Br L ffiod

Here, the lawahd reality are the same, Werewaolves must be
discreet when agting among humans. This pradtice is far more
than simple respect for the Concord, the decisibn to respect
humanity'sright to itséwn civilization. The world is a dangerous
plaee. Human hunters, religious fanaties, ancient vampires and
far more sinister supematural creatures stalk the night. And, of
courst) the servants of the Wymm are lurking everywhere, ex-
ploiting the weak, If werewolves choose to act like monsters,
other creatures will hunt them like the beasts they are.

Garoualso hayedn obligation to protect humanity. When
human see werewolves lumbering about in Crinos form, insan-
ity grips them, and they concoet all sorts of outrageous ration-
ales for what they've seen. Fear mounts, panic results; and the
populace resorts to drastic measures of defense. In short, ram-
paging werewolves can cause almost as much damage as the
Wyrm creatures they hunt.

Lo Nof Sogfer Thy 7

The Law: Sadly, people ar war do nor always have the
resources to care for their infirm. Long dgo, an infirm, aged or
mortallywounded Garotwould be tom to pieces by hisseprmates.
Such a pitiable hero should not suffer further. It the modem
world, it is considered more dignified to ler such an elder choose
how ta end his own life. In Garou legends, many of the grearest
heroes simply set out on one last joumney, never ta return.

The Reality: The Children of Gaia vociferously argue
against thislaw. They believe inanatural death, caring for their
elderly through the most prolonged and horrifying illnesses. A
few older Garou, especially those crippled by depression and
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remorse, simply return to human or lupine society to die,
making peace with the life they left behind.

T le Leader Ma g& f/f’qﬁrygf
A Any Time Pyring Foace

The Law: A werewolf's pack mentality may be strong, but
he should not tolerate a weak alpha. If no immediate threat is
nearby, a Garou of sufficient rank may challenge the pack
leader for his position, A contest results, usually a duel, a test of
wits or asimple, snarling display of intimidation. In a pack, this
contest is resolved quickly and decisively. In a sept, the as-
sembled werewolves enact the contest with grear drama.

The Reality: An extremely powerful alpha may be virtu-
ally immune to challenge. Some packs challenge their leader
one at a time, wearing him down until he must relent. Tyran-
nical Shadow Lords insist continually that greater threats are
lurking nearby, postponing the most dangerous duels. Cunning
werewolves insist on-choosing the rype of duel that should
result, playing off their rivals’ known weaknesses. In short,
alphas who claw their way to the top through treachery and
deceir defend their authority with the same methods.

The Leader /Wm Not Be [Ztﬂ%lyﬁﬂ/
ﬁf/fﬂy /’Lﬂiﬁﬁlz

The Law: The most dangerous spirits are capable of manifest-
ing in the physical world; in their true aspects, they are monstrous
in size and power. For werewolves, pack tactics are the best defense
againstsuch invasions. Therefore, obedience in a pack is essential.
Onee afight begins, the pack alpha’s word is law. A packmate who
disobeys may be punished or assaulted by his companions, or
possibly even by his sept, after the danger has passed.

The Reality: After bloodlust passes, rage gives way to
reason. Half Moons may want to judge why this lapse in
obedience took place. If a werewolf was under magical con-
trol, corrupted or possessed by the Wyrm — or if the alpha was
just startlingly incompetent — such disobedience may be
excused, especially if the dction saved.a pack or the sept.
Unfortunartely, any renown the wolf would have received for
her valor may be canceled out by her insubordination.

” .

Yo SVl Takie NoAetion T Haf Comtes &
Caern fo v Uivfafed

This law is obeyed as strictly as the need to preserve the
Veil. Caerns surge with mystical energy, the lifeblood of the
Earth. If one is destroyed or corrupted, part of the Earth dies,
and so does the power of the Garou. A werewolf who leads a
proven or potential enemy to a hidden caern is punished
severely, even if the act was unintentional,

Futhicw

In Garou society, most simple crimes and mistakes are
easy to redress. If a problem looms, an elder can usually
caution a younger werewolf of a potential error. Garou settle
disputes by a reprimand, a mediator or possibly a duel. If these
measures are not enough, disapproval from a werewolPs pack,
sept or tribe is typically enough to correct mishehavior. Most
ambitious cliath do not want to lose renown. However, a few
crimes are so severe that they must be punished severely.
Simply put, someone must pay when the Litany is violated.

Each sept and tribe has its own methods of conducting trials.
Get of Fenris and Red Talons prefer trial by combat, measuring
awerewolfby hisdeeds, not his words. By contrast, Shadow Lords
petition sept leaders with lengthy and elaborate arguments,
intimidating anyone who refuses their right to speak. Bone
Gnawers have a democratic approach to such affairs, convening
a jury of peers to pass judgment... even if the jurors are easy to
bribe. Uktena summon spirits to discern the truth, while Glass
Walkers employ modern criminology. While one or two tribes
may dominate a sept, many caerns attract a wide array of Garou.
In these cases, the sept leader may choose the methods of her
tribe, the tribe of the highest-ranking Philodox or that of the
offender himself. Political consequences arise for each choice.

Onge sentence has been passed, a sept enacts a formal rite
to punish the offender. Ifa criminal escapes, the Garou may offer
a bounty for his capture. .. or his skin. The worst punishment is
outright ostracism, an offense feared more than death itself. Most
Garou believe thar grear heroes are reborn; some even have
visions of past lives to prove'it. An outcast, declared a "rogue” or
Ronin, is shut out forever from his brothers and sisters. Unless he
cian commit some great deed to prove his valor, he remains
mistrusted and alone. Sadly, fatalistic werewolves convince
themselves that there is no futare for the Garou as the Apoca-
lypse draws closer. Entire packs of Ronin wander the Earth
rejecting the strictures of the Litany completely.

Every gathering of Garou, from the smallest pack to the
largest sept, has a few remarkable similariries. Part of being a
werewolf is knowing the ways of wolves. Instinet playsa big part in
how they relate to each other. Like wolves, Garou establish a
pecking order almost immediately, One among them must be-
come the alpha, and all must obey. In most small gatherings, an
alpha proves his dominance by brute force. In larger gatherings,
however, doing so is impractical. If a ruler has to fight off rivals
constantly, he will soon become too weak to govern properly.

Garou society establishes hierarchy through a system of
renoum, a measure of a hero's deeds and service to her sepr.
Constant infighting wounds and weakens a sept, but this
system channels such energies in a positive direction, ("1f you
want to show your strength, cub, then show us how well you
hunt! 1 know of a spirit that intrigues me....") This “caste
system” may sound disturbing, but a wercwulf‘s instincts and
thousands of years of tribal condirioning reinforce it. Pack
instincts demand hierarchy. Every werewolf has his place.
Elders rarely need to demonstrate power by abusing their
lessors, and their vassals are usually content to serve.

Based on their renown, each werewolf also holds a certain
rank in Garou society, and he is often addressed by his proper
title. For instance:

— Cubs are at the bottom of the pecking order, treated as
little more than children. They're eager to leamn, and they ask
many confusing questions.

— Once a cub completes her Rite of Passage, she be-
comes a cliath, a young Garou enlisted continually to perform
all sorts of tasks for her sept. Because packs of cliath know that
they are in demand, some travel all over the world to leamn
about Garou society.

— As cliath continue o gain renown, they eventually
become fostern. These Garou are educated enough o act as
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esteemed emissaries berween septs. At this stage in life, an
entire pack may undergo a period of fosterage in a distant and
seemingly alien caern.

—- Adren outrank fostern, often taking on some of the
lesser political positions inasept. By thistime, a pack of adren
usually limits its travel to a handful of caerns. Political
rivalries develop over time.

— Athro outrank all these commoners. They are typi-
cally swept up in some of the most perilons and compelling
adventures their tribes can offer. Silent Strider messengers
have been known o travel around the world to summon the
right pack of athro for critical adventures.

—Only the most esteemed and highest-ranking Garou are
addressed as elders. Even if an elder does not currently serve as
a tribal elder, as a sept leader or in some other esteemed
position, a werewolf with enough renown is still treated with
the greatest forms of respect.

When two Garou of vastly different rank interact —asin a
conversation berween young cliath and their elders — their
relative positions are fairly obvious. When two werewolves have
roughly the same rank or renown, social niceties are not so clean-
cut. When heroes of equal status disagree, matters may come to
blows. Fortunately, Garou sociery has developed protocols for
dealing with such conflict. It has developed ways for Garou to
contest for leadership withour killing each other: tests of domi-
nance thatare usually based on the type af prablem facing the sept.

When danger approaches, the power struggle among
werewolves is fluid. When many Garou gather, their alpha may
change from hour to hour. Since werewolves know instinc-
tively that each auspice has its particular strength, they are
usually willing to follow the strongest and most qualified leader
of the proper auspice. For instance, the highest-ranking warrior
will usually lead a tribe or sept in battle. Once the skirmish is
over, if the group is confronted by a devious group of spirirs, the
warrior may then be defeared in a mental challenge by a clever
and cunning mystic. If negoriating skills are needed shortly
thereafter, a Philodox known for his social acumen might then
challenge the alpha to a different type of contest. When a
Garou is especially renowned for his skills, o wise rival steps
down from a challenge once he realizes he's outclassed.

Qutright challenges are rarely necessary in a pack. A pack
of werewolves works together for so long that its members
already know who does what best. When a fight breaks our, it's
often the Ahroun that becomes alpha. The Galliard usually
steps to the fore when someone mustaddress the pack’sseprand
speak eloquently. A Philodox is an excellent choice ar mediat-
ing a dispute or conversing with creatures the pack doesn’t
understand fully, or even resolving disputes within the pack.
The Theurge deals best with spirits and mystical problems,
often acting as alpha in the Umbra. And, of course, when
trickery and guile is needed, the Ragabash leads the pack in
matters of mischief and misdirection.

Lomisnance and Sinbmieion

Even if you think the choice for an alphais obvious, other
werewolves may not agree. As the Litany says, as long as a group
isn't in the middle of immediate danger, its leader may be
challenged at any time. Thousands of years of conflict have
resulted in the three most common methods of resting domi-
nance: the facedoum, gamecraft and duel. If the pack orsept faces
a particular crists, the type of problem influences the wpe of
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challenge, such as a duel fought to see who leads a midnight
raid. Otherwise, the challenged werewolf is allowed to choose.

The facedown is a contest of wills. The challenger initiates
it by growling at his opponent and searing him in the eye with
an unblinking gaze. The first werewolf to back down loses.
While this may seem to be a simple contest, it is not without
risk. Once awerewolf's hackles are up, he may wark himselfinto
a frenzy and attack. Should such happen, the frenzied werewolf
loses not only the confrontarion, but renown as well.

Gamecraft is a test of skill, cunning or wits. It may be a
riddle contest, a game of chess, a competition to name various
hierarchies of spirits or some similar menral exercise. Some-
times Ragabash win these contests with a clever bit of cheating.
The leader must demonstrate his superior intellect if he is to
continue as alpha.

The duel is exactly what onlookers expect: single combat
The challenged Garou may choose the type of weapons used;
such contests are rarely to the death. Unfortunately, as with
tacedowns, duels may lead to frenzies of violence. Some seprs,
such as those dominated by Gert of Fenris, rely on such chal-
lenges almost exclusively.

The loser of a test of dominance must show some sign of
submission immediarely — an “honorable surrender,” as the
Litany puts it. Doing so might involve falling to the ground,
exposing his throat, lowering his head and whimpering or what
have you. Gameceraft has its own signs of submission, from the
chess master who knocks over his own king to the storyteller who
bows with a flourish and buys his rival a drink. In a physical
contest, if the loser does not show some sign of relenting, the
winnet may follow through with a quick attack, cuffing or
clawing his lesser until recognition is given.

The Pk

One of the greatest strengths a wolf has is his pack mentality.
One wolf can be strong, but he can help bring down a creature 10
times his own weight by working with a pack. Werewolves are no
different. Packs make up the foundation of Garou society. Septs
may be conquered and tribes may argue, but a pack works together
despite all adversity. In fagt, much of the mistrust and prejudice
that exists between different rribesis set aside when a pack runs
together long enough,

Packs include from two to 10 werewolyves. Usually, each of
the five auspices is recq senized, but this representarion is not
mandatory. Itis possible, for example, to formaipack of several
Ahroun or have a Ragabash ream up with more than one
Theurge. All of the werewolves may be of the same tribe or
several different tribes. A cub may tag along with cliath, a few
fostern may attend to a pack of elders, orthe entire pack may
decide to go Ranin. It's said that Stargagers even form tempo-
rary packs (called sencai) with the other shapechangers of the
East. Stranger things have happened.

Each pack also shates 0 common purpose. Cubs always
gather together in a pack fora réason, even if it is no more than
asimple declaration. This declaration may begin as something
quite simple (*Aid and defend the sepr thar brought us to-
gether.”), something ambitious and long-lasting (“Seek out the
hreeding places of the Wyrm and destroy them all,” or “Help
our Silver Fang become sept leader.”) or even a mystical or
erypuic agendda (“Trave! 1o the East and share knowledge with
other supernatural creatures.”). The pack may, of course,
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decide to take on many other types of tasks along the way, but
its unity often comes from dedication to one purpose.

Some packs are built around a particular strength, bringing
together werewolves with similar or complementary talents. A
pack can take on a wide range of adventures, but it excels ar its
specialry. One may be dedicated to monkeywrenching, sabotaging
businesses that work with the servants of the Wyrm. Another
may be obsessed with the spirit world, traveling continually
deeper and deeper into mystic realms. A third may be intensely
political, traveling berween a handful of septs and becoming
embroiled in intrigue and espionage. A pack can take on almost
any adversity, bur elders learn quickly what they do hest.

Tofoms

Each pack also dedicares irself to a particular totem when
it is first formed. Many of these totems are great animals spirits,
such as Raven or Bear. Others, such as Grandfather Thunder
are more personified. Lesser known, more esoteric totems, like
Almighty Dolla' and theGreat Trash Heap, are eryptic and
bizarre. These greavspiritseach have their own special strengths,
so the choice of a totem often relates to a pack’s goals or
strengths. The choicg ts made during an intense and mystical
rite. The pack then receives a totem spirit, aspiritual servitor of
the torem that can act 45 their guardian, guide them through
the spirit world and even lend them mystical power.

On some occasions, the pack is gathered expressly to serve
a specific totem, andjall the eliath who serve it are first brought
rogether to form a pack with thisaffinity in'mind, For instance,
if a Wendigosept decides to form a Raven pack, it may gather
together the most infamous mckaters and sagest masters of
knowledge. Onee, it was easy for elder Theurges to simply
summon these guides. Howevet, since magic is dying rapidly in
the world, many packs nowgndertake a grearguest into the spirit
world to find their totem spirit. Unil it does so, the pack travels
withour such guidance.

Of course, the pack does not have ro seay together forever.
Some packs disband after many years of cooperation, especially
if their goals in life change. If the pack makes thisdecision, such
as when their purpose is accomplished, the totem spirit is
released ceremonially.

T e Sipt

Larger groups of werewolves gather around caerns, largely
for the purpose of guarding a sacred site. Septs are the societies
that form around caemns. The oldest ones are dominated by one
ortwo tribes, usually not far from their tribal homelands, but septs
have become increasingly multi-tribal over the last few centu-
ries. Such cooperation may be the last hope of the Garou. If they
cannot set aside their prejudices and stereotypes, their enemies
will divide and conquer them easily.

The primtary task of u sept is guarding its caern. Through
powerful mystic rites, asept can help heroes ravel grear distances
to aid them. Drawing upon Luna's power, mystics form powerful
moon bridges between the largest caems. Because of this ability,
septs are¢ also gathering places for travelers. After a wandering
pack is welcomed, the elders may extend an opportunity for the
pack tostay awhile and rest. This honorusually demands thar the
visitors pay some form of chiminage in return. This payment may
be a simple as reciting a story of their journey, as esoteric as
bringing back something valuable from the nearby spirit world or
as onerous as performing a brief task for the sept’s henefit.




Older Garou sertle down eventually into one sept that
they particularly favor, usually assuming a political position
there. An elder may dedicate many years ro protecting one
caern, and many eventually become loath to leave it... ever.
For this reason, elders commonly offer younger Garou the
chance to perform missions on behalf of their sept as an easy
path to honor and glory.

Young cliath are wise to remember which elders in a sept
are responsible for which tasks. Every sept has a sept leader, the
sagacious ruler who organizes the sept and directs the local
packs. The highest-ranking Theurge becomes the Master of the
Rite, performing many of the day-to-day rituals that maintain
the sepr. She is also responsible for caring for the spiritual
center of the caern, where werewolves meditare. The caem
Warder protects the area surrounding the caern, known as the
bawn, and keeps an eye out for trouble: Many voung metis are.
enlisted to help him in this task. Seprs often have a wealth of
other positions, from the den mother or den father who watches
over cubs to the Talesinger who chronicles its history. Every
werewall has a place in Garou society, and most are eager to
speak to young heroes in need of advice.

The Tdbe

Werewolves speak about their ancestors with grear loyalty:
and pride. Throughout their lives, they help their tribes, and their
tribes help them. Each onelasa very differenthigmrchy, from the
constant conflicts for power among Shadow Lords to the relaxed,
informal democ mcvaf the Bv.mr., unawm Asnﬁwd beﬁare one or
two tribes will dominare most septs, which gives rise 1o tribal
politics. Younggliath serve their pack first and their sept second,
but when a tribe hasa pressing issue that only werewvolyes of that
tribe can truly understand, an eldermay call upon the tribe’s cliath
toaid him, possibly with the help oftheirrespective packs. Insome
tribes, such as the Silver Fangs and Shadow Londs; this imperative
is undeniable. The chance o gain renown for serving one’s tribe
is usually sufficient mortivation, however.

Every tribe also includes smaller societies, groups of
werewolves who share a common purpose bur who don't neces-
sarily belong to the same pack. These groups are known as camps.
For example, 4 Bone Gnawer might belong to the Frankweiler
Camp, tending 1o public parks and museurns during his spare
sime, or hie might decide mstead vo join the Hood, watching over
run-down neighborhoods in the city suburbs, A follower of a
camp may still decide to join in a pack with werewolves from
other tribes, bur occasionally, he'll have to leave to carry out a
personal task on behalf of his camp. He may even recruit his pack
to help him in such a gquest, sometimes in eschange for simitar
favors. For instance, if a Fenrir helps her packmate in the
Frankweiler camp rescue a fetish stolen from a museum, she
might later insist that the Bone Gnawer should help her Valkyria
friends punish some wayward Ahroun.

Adockr

Werewolves gather regularly inmoots, events thatserve a
variety of social, pnln ical and religious functions. These gath-
ering are part of what makes them Garon, communal creatures
dedicated 1o common ¢auses and sacred responsibilities. Usu-
ally, moots are convened every full moon, although a sept may
call smaller gatherings as circumstances warrant. For cliath,
these gatherings are vitali When a pack returns from one of its
adventures, one among them should tell the events that oc-
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curred at the next moor. The various werewolves in the pack
can then earn renown. By contrast, Garou who avoid moots
regularly are viewed with suspicion, ofren because of their
unwillingness to aid their own kind.

Moots are always held at caerns, and powerful spirits are
often summoned as part of the proceedings. Theurges perform
great rites, Philodox attend to protocol and the "business”
aspects of the gathering, Galliards organize the social and
storytelling events, and Ahroun see to the defense of the
assembly. Werewolves debate policies, discuss plans, send he-
roes off 1o perform great tasks, celebrate heroes who have
returned triumphant and revile criminals who violate the
Litany. Matters are handled with decorum and weighed by the
sept as a whole. When matters become too grim, Ragabash

satirize foolish decisions, jape at pretentious elders and taunt

those who take themselves far too seriously. The most powerful
moon bridges are opened during this time. Most importantly,

\ghe spiritual energy expended keeps the caern alive, for as the

Garou prosper, 5o do the sacred sites they attend.

There are many types of moots, varying in size, purpose,
grandeur and attendance.

Hearings may be convened arany time, usually when a pack
retuns from a great adventure. Elders assemble to listen to what
the young heroes have found, pressing plans are discussed imme-
diately, and renown is awarded. The sépt leader decides which
elders are vital tothe dx_ﬁ_cusmm Asapack's Galliord relares what
hasjust occurred, hispackmates should warch the elders’ reacrions
carefully. Those reactions ofren reveal volumes about political
struggles within the sept. Not evéryone in the septis required to
artend a hearing, although many elders hate 1o feceive informa-
tion atter their rvals have,

Sept Moots are the regular monthly meetings of a sept.
Any Garou can attend, although those from outside the sepr are
often regarded with suspicion. This meeting is more than a
simple i‘"hicing of complaints; it often resolves with a raucous
celebration that no cliath would dare miss.

Grand Moots are convened te discuss the weightiest mat-
ters, often those that affect an entire tribe. All werewolves of the
specific tribe within a reasonable distance are required to attend;
others may be invited as well, but only with special permission.

Concolations are the largest moots, and all werewolves
nearby are required to attend, regardless of pack, sept or tribe.
Theyare extremely rare and accordingly critical. The gathering
is announced during a normal moot, and it always requires at
least five elders of five different tribes to support it. Oncé the
decision has heen made, messengers are sent aut from region 1o
region and caern to caern. The event is held exactly three
months later at the exact same site. Legends speak of a few
grand concolations where messengers are dispatched to re-
trieve some of the greatest heroes in the world, but such an
event has nor occurred in decades.

Tisf Mooks

A tribal moot is a less critical version of a Grand Moot: [t
is as much a show of solidarity as anything else. Elders believe
that these gatherings reinforce a tribe’s political power. Once
it was rare for one tribe to scheme directly against another, but
vengeful elders have increased the conflict between tribes as
tensions mount and the End Times approach. Pity the poor
wolf who must choose between the needs of his sept and the
dictates of his tribe.
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Black Furies gather in their most sacred tribal holdings,
isolaged and idyllic spots untouched by encroaching civilization.
Choral chants and sacred hunts are common pursuits, along with
tribal rites na man has ever witnessed. As more of their tribal
lands fall before their enemies, Black Furies have also begun
hosting far less traditional gatherings in the cities, events casually
dismissed as innocuous by the uneducated.

Bone Gnawers rarely hold formal moots. Instead, they find
solidarity by launching into epic binges. They gather up spare
change, stock up on booze, steal some cheap food and then/get
trashed. Occasionally, a drunken mob of Bone Gnawers may
work up their courage to mess with the nastiest urban spirits in
the area. Elders call these gatherings "Orkins.”

Children of Gais hold rribal moots based around the
concept ofeommunityl A few are fairly innocuous affairs where
human Kinfolk (or even highly esteemed humans) gather to
discuss palitical activism and environmental issues. Some
moots are remarkablypeaceful, involving endless meditation,
tranguil singing andquiet contemplation. Of course, even the
Gaians have a raucous, joyous side. Since ancient times, the
tribe has alsorheld a fondness for hallucinogenic reveries and
wild musical revels.

The Fianna are known for two styles of rribal moots.
During the holidays of the Celtic calendar— ser at each solstice
and equinox — they hold solemn affairs where they recite or
sing great epics and preserve theirbardic history. Atather times
of the year, they hold wild parties, occasionally inviting poten-
tially useful allies from other eribes to share in song, danee and

- N

drink. Fianna Galliards spend months rehearsing for perfor-
mances at both types of events.

When the Get of Fenris gather, theresult is an epic contest
of endurance, martial prowess, howling drinking, eating and
even more fighting. The event resembles a:massive brawl, with
gauntlets to be nun, ceremonial byrning or scarification and
inspiring sagas from the skalds. Younger Fenrir usually prefer
drinking insane amounts of algehol, slam-dancing in a mosh pit
and beating the crap out of eachibther.

Glass Walkers hold professional and thoroughly corporate
meetings, Often with an agenda, minutes and proper rules of
order. In abandoned warehouses and corporare offices, they not
only disciiss tribal goals, but also summon urban spirits to trap in
barterievand floppy disks. Younger Walkers are dismissed early,
often so that they can go to their own raves, drink strange
heverages, ingest stranger chemicals and appreciate music far too
cutting edge for the elders to understand.

Red Talons isolate themselves from all other Garou and
completely lose track of what they've learned from humans.
Hunting, howling and running with the nearest walf pack are all
common pursuits. Unknown to Garou of othertribes, the most
extreme Talon moots involve far darker ritey; often enacted s a
mockery of human rituals. Human sacrifice’ is ¢ommon here,
such as when Talons feast onan eviscerated hutnan's entrails and
string the remains around a “Yuletide tree.”

Shadow Lords hold sloomy, brooding, somber affairs high
atop-meuntains beneath stormy skies. Great pomp and circum-
stancegelebrates rank, conspiratorial accomplishments and the
latest intricacies of the tribal hierarchy. Thundering drums and
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majestic Gregorian chants speak of the grandeur of the tribe,
sometimes leading to the sacrifice of a weak, hapless human o
the tribe's dark god, Grandfather Thunder.

Silent Striders rarely congregdte, bug they do often pather
with other travelers to share Stories and songs. Striders invite
their trusted traveling companions. One. festival may be ar-
tended by Gypstes, anather by wandering fae and still another by
the spirits of the dead. Sometimes the moot takes places deep in
the Umbra, but it rarelystays in one place for long. Races, relays
and long hikes ateall typical activities.

Silver Fang moots are all about tradition, involving
ancient, beautiful dances and long recitationsito the spirits.
White-robed nobles lead candle-lit processions to isolated.
idyllic localesiTalesof greavancestorsare spoken with rever-
ence, often ro set an example for the latesr generation of
Silver Fang nobility.

Uktena maintain abselute secrecy, conducting strange
rites, summoning great Spiries -_and performing cryptic incanta-
tions. Mysticism is celebrated, and Galliards recite lengthy
paeans from ancient tomes and oeeult epics.

Wendigo are distinctly Native American, particularly in
the northemn sepes, and their moots preserve a wealth of
tradi r_mns.\Oh_égtﬂwriﬂg msﬁn-yul\-c visionguests and peyore,
while another can depend on sacred robacco, fire dances and
ritual combat. Some moots employ Wmbral travel, such as
when the entire asseniblyplacates a great spiritand hunts it into
the Penumbra:

Reveffy

The greatest moots typically end with a revel, in which
Garou transform into Crinos form and run madly about the area
to clear away anything that may pose a threat. This rampage is
often so strenuous than some elders fall behind the cubs and
cliath; or even die trying to keep up the pace. Packs do not
always run rogether during a revel. Instead, most of the sept
begins the run 4s one, then fragments into smaller groups as the
night proceeds. Individual werewolves may work themselves
into a frenzy, possibly becoming a danger to themselves and
others — the revel is not performed without risk. Most run
themselves to exhaustion. The staunchest and strongest Garou
continue unil dawn, immediately gaining renown for their
great stamina and fervor,

The revel is not performed every time the sept gathers, but
is instead reserved for special occasions. Urban caerns begin it
with greav trepidation, fearing that cliath swept up in the
moment may destroy portions of the caern others have pledged
to protect. An urban sept may find other ways to unleash this
chaos and frenzy at the end of their moors, Martial tribes like
the Ger of Fenris and Red Tualons are shocked to hear about
tribal moots ending in (whar they consider) sad substitutes for
a traditional revel. Examples of modern revels include Fianna
puh-crawls, Bone Gnawer feasts, Glass Walker “fragfests” on
nerworked computers and Uktena drumming circles.

Langyage

Garou who have completed their Rite of Passage can
converse with each other ina variety of ways, Homids, of course,
know at least one of the languages of the human world, if not
more. Lupus can communicate very simply when they are in walf
form, often by usinga great deal of body language. Each breed can

learn the other's language, but conversation can be difficult.
Lupus rarely communicate concepts that use more than a hand-
ful of verbs and nouns, while homids find it frustrating to limit
their speech while in a wolf’s skin, Even homid Garou from
distant lands have difficulty speaking with each other.

Fortunately, the Garou themselves have developed a sepa-
rate language over thousands of years to bridge the gap. Galliards
know this worldwide language as the “High Tongue” or “Garou
Tongue.” Most claim that the Fianna conceived it first. Bone
Gnawer Ragabash, on the other hand, describe its lofty tones as
“High-Falutin'," and unfortunately, this name has stuck as well.
All Garou are taught the High Tongue immediarely following
their Rite of Passage, although differences in regional accent and
dialect do come up, Garou language depends as much on body
language and rone as on actual words. Much of it is instincrive,
accented by pheromones, growls and whines. A few spoken
words cannot be reproduced by a human or wolf throar, as they
require partial transformation to articulate. These words repre-
sent some of the loftiest concepts tied 1o Garon culture.

Of course, some lupus never really master this language. They
prefer to speak as simply and plainly as wolves do. For the record,
Garou in Lupus or Hispo form (halfway between Lupus and
Crinos) may communicate freely with wolves. This same “lupine
language” can be used in other forms, but a greater chance of
misunderstanding arises. While the formal and complex Garou
High Tongue requires training, any werewolf in Lupus form can
speak in “lupine” instinctively. The first time a homid or metis
shapeshifts into a wolf, he can communicate with other wolves.

HHowir

The mast powertul, evocative and effective way to com-
municate with other werewolves is by howling. Enormous
amounts of information can be condensed into a few wailing
sounds. All of them incorporate the Garou language, although
not all of them are as “high-falutin™ as the High Tongue. Just
as every Philodox studies the Litany, any Galliard should be
well versed in all the common howls.

Howls can vary greatly froni one sept to another — enough
so that an atrentive Galliard may even be able to recognize a
performer’s tribe or auspice, or possibly part of his personality.
Optionally, a Storyteller may allowa Galliard skilled in expression
or performance to convey further nformarion. Thirteen af the
most commonly used howls are listed here. Sane Garou use 12 of
them, while one is reserved for a fallen tribe.

Anthem of War — Ahroun muster their septmates towar
with this battle cry. Moon Daneers use it to rally them if their
morale is waning. The howl can convey where the enemy is,
approximately how many are attacking and how soon rein-
forcements are needed.

Call for Succor — One pack member may use this howl
to summon his comrades if he is in grear danger. Some find it
embarrassing, since itsounds like a puppy’s bark for his mother.
An expressive howl may include sensory impressions of what
danger is near.

Call to Hunt — A long, low ululatienimforms the pack of
the position of itsiprey. When done propetly, it may also
identify what the prey is, describe its wounds or even coordi-
nate the tactics of the pack that's hunting it.

Chant of Challenge — This howl begins very much like
the Howl of Introduction, but it 15 quickly contrasted by
horrible mockery of an enemy's deeds, ancestry and odious
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personal habits, The Fianna not only invented this howl as a
method of initiating duels, but also further elevated it to a
satirical art form. Everyone hearing the chant can discern
exactly why the challenge is taking place.

Cry of Elation — In the heat of battle, young heroes may
think themselves almost invincible, and they may attempt
ridiculous fears of courage that no sane werewolf would attempt.
The cry basically means, “Look at me!” or (as some elders put it),
“Watch me do something incredibly stpid!” With enough
expression, it may also convey who should get out of the way,
what four or five objects are going to be used, where they will be
inserted in the victim and why the pack’s healer should ready her
mystic Gifts if the attempt fails.

Curse of Ignominy — This howl is a horrible, discordant
snarling whine used to insult violators of the Litany. As more
werewolves lend their voices to the whine, it becomes increasingly
painful. The strain on a listener does not subside until he joins in the
cry. Garou who have fallen into disfavor are subjected to this
cacophony. The sounds convey a mocking account of a villain's
failures and shortcomings, An entire sept can memorize all of the
excruciating details by sharing in the chant.

Dirge for the Fallen — This dirge isa sember, low-pitched
howlused asa requiem for the honored dea_d..lrs Ie-nglh dept’nd';_i
on the status of the fallen. An attentive _lisl'en_er can leamn
which participants are hurt the most by this tragedy, and he
may even gather brief images of the hero’s deeds, rather like the
memoriés after a great eulogy.

How! of Introduction — The Litany commands
werewolves to respect the rerritory of others; this howl is the
result. It details a Garou's breed, tribe and auspice. Some
werewolves include parts of their lineage. The Howl of Intro-
duction may even include a sensory impression of why a visitor
is worthy of attention.

Snarl of Precedence — This short vielent outburst is
directed against a chosen foe, and it usually means, “You're
mine, punk.” Packs use these snarls to coordinate their tactics,
establishing who is attacking whom. A higher-ranking Garou
does not have to recognize this howl— and he even has the
right to “steal the kill” from a lesser werewolf — but most react
to a well-executed snarl.

Seng of Mockery — A Ragabash can take any other howl
and twist it into something perverted and infuriating. Shadow
Lords :mv! cocky Ahrouniare common victims of well-timed
mockes An undeniably insulting gesture, it's the musical
equivalontof“the finger.” It done properly, the recipient can be
taunted into attacking or just losing his composure altogether.

Symphony of the Abyss— The Garou's greatest enemies,
the Black Spiral Dancers; unleash an insane reverberating
whine as they stalk their prey. Victims who listen too closely
can identify the fare that lies in store for them. Even those who
don't are usually rerrified.

Wail of Foreboding — Whenever danger approaches, this
sound is the general cry of distress. The Anthem of War alerts
werewolves of an attack, but the Wail of Forebading is typically
used for natural disasters, unusual phenomenon in the Umbra or
anything strange that bears further investigation. A practiced
Galliard can give impressions of what the danger may be, but such
sensations are usually eryptic or contradicrory.

Warning of the Wyrm's Approach — A sharp-pitched

howl, followed by a series of brief staccato bursts, announces the

presence of the Wyrm's minions. If a scout can scent the true
form of these creatures, he may be able to describe it. All who
hear the howl can see and feel the foulness that surrounds them.

Rpge Aeveger e Woorsy

Garou society is far older than human civilization. Vast
cities have arisen since the end of the Impergium, but the old
ways and old mysteries remain hidden from the human realm.
As mankind has evolved, the Garou have also continued to
adapt. Some werewolves preserve the past by remaining close
to their ancestral homelands, but the Twelve Tribes have
expanded their territories across the planet. Even lupus, who
vastly prefer running where wolves roam free, know that
defending the wild requires them to travel far from home. The
Garou's sacred duty to the Earth Mother hasset themona series
of epic quests around the globe.

3
Norsth America

The Pire Ones were the first werewolves to arrive in North
America. The Uktena, Croatan and Wendigo originally led
their human flocks across the Bering Strair, then migrated south
gradually. Unlike the brutal European werewolves, the Pure

Ones preferred to exist'harmoniously with their human breth-

iren. Asaresult, Native Americans developedarespect for nature
and theereatures of the Earth. The Impergium on this continent
was morean exercise in co-existence than a matter of dominance
\and submission. The three North American tribes accepted the
‘Concord grudgingly, largely because they favored the idea of
humans evolving enough to survive on their own. For thousands
of years, North America remained a refuge from the Wyrm.
The Pure Ones had no need to maintain moon bridges
with the other tribes, but they didn't foresee the possibility of
human invasion. In the early 16th century, European immi-
grants began to land on North American shores, bringinga very
different ctilture along with them. Starvation and privation

summoned the hungry minions of the Wyrm; the notable

manifestations occurred in a Virginia sertlement called the
Roanoke colony. Croatan Gareu sacrificed their lives to pre-
vent the Great Serpent from spawning its progeny in the
surface world, but to litrle avail. Cenruries of “manifest destiny™
followed as the Europeans — now known to the Uktena and
Wendigo as the Wyrmcomers — devaured the tribal home-
lands of the Pure Ones rapaciously.

Within a few scant centuries, ather tribes offered eagerly
to help the Uktena and Wendigo establish moon bridges so that
they could rush to their aid. Fianna and Get of Fenris watched
over new generations of Kinfolk immigrating to the New
World, and they demanded prompt acceptance in the caerns
they found there. The Glass Walkers (then known as the Iron
Riders) were drawn by their fascination with the Weaver's
minions. With every relegraph wire erected and railroad rrack
laid, their claims to territory grew. The Shadow Lords soon
followed, demanding rhat proper leaders help keep the peace in
rapidly growing multi-tribal septs. Before long, the clamorous
howling of many tribes demanded that the Jast of the Pure Ones
cede control of more caerns so that the Garou could “help
them.” Their lands have long since lost their innocence,

Both Uktena and Wendigo have remained bitter, yet
further threats have forced them to work with werewolves from
other tribes as the End Times approach. Garou of every coat
and claw can be found acrass America. The Bone Gnawers are
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undeniably the most common tribe. The spirit of American
democracy, cheap cable TV and bountiful dumpsters overflow-
ing with loot draws in many of them. The tribes have learned
to tolerate each other, but rensions still flare. The most embit-
rered Wendigo have retreated farther and father into their
tribal lands in Canada, isolating themselves from other seprs.

Despite the proliferation of some of the most banal and
corrupt cities in the world, North America remains one of the
few places in the world where wild wolves can roam freely. Just
as the Wendigo's lupus Kinfolk are prevalent throughout
Canada, the Red Talons are attempting to maintain extensive
breeding grounds in Alaska. Sadly, wolf hunting in both areas
is winnowing their population.

SOt Americr

Few Garou consider this continent theirhome. It has long
been a refuge for the world's other shapechangers, who still

harbor great anger over the War of Rage. Although Spain and

Portugal laid claim to vast tracts of land in the 15th century, i
relatively small population of Kinfolk went with them. Cun-
ning packs of Fera have kept communities of Garou Kinfolk

isolated from their werewolf relations, sometimes even striking,
at them directly to hurt the Garou. The laggest South American)
citiesare marvels of the modern age, burpovertyand despairare |

commonplace in the depths of the Third World,

The Uktena and Bone Gnawers have managed to secure'a
few caemns on this continent, but theit Kin are well acauainted
with appression, éxploitation and abusg, Shadow Lords a-
tempted to organize them centuries 4go by working with the
Spanish conquistadors, but they met with epic failure instead.

South American Fera fought fiercely to defend cheir lands; and!

although many died in the process, they have remained there to
this day. A few have even begun breeding with Garou Kinfolk,
much to the horror of the werewolves who find out. Other tribes
have only just begun to realize how populous their Kigy are on thits
continent. While there are only a handful of moon bridges
leading into South America, there are plenty of solated cacrns
waiting to be reclaimed... or stolen. Lost Kinfolk may help turn
the tide of battle, but only if the Garou can also help them.

One of the most notable logations in supernatural South
America is the Amazon. Qver the last 10 years, it has become
one of the Garou's greatest battlegrounds against the Wyrm.
Minions of the Wyrm have corrupted a few powerful corpora-
tions intent on profiting from the rainforest’s destruction.
Within the shrinking jungles, vicious shapechanging “jaguar
gods” defend their Den Realms savagely, lashing out at
werewolves and corporate raiders with equal ferocity, It’s a
losing battle for all concerned. Even without the influence of
the Grear Serpent, human encroachment is eliminating a
realm that the Earth needs desperately to survive.

Eprope

The Fianna, Black Furies, Get of Fenris and Shadow Lords
all originated in Europe. All four tribes still mainrain caerns in
their tribal homelands. Since the time of the Dark Ages, Europe
has remained a vital part of Garou history, From the craggy peaks
of the Carpathians to the depths of the Black Forest, this realm
has long been one where werewolves reign supreme. A thousand
years ago, lrish farmers, Transylvanian serfs and German sertlers
all whispered legends of werewolves stalking the night, punish-
ing fools who dared investigare their activities.

Chapter One: A World of Darkness
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Unfortunately, the Wyrm has always been strong here as
well. Medieval legends of dragons, manticores and other fan-
tastic creatures can be traced to its foul work. As long as there
have been stories of incubi, succubi and other demons, the
Great Serpent has tempted weak humans and lured them to
corruption. The Fianna recite great epics of warring with
corrupted legions of fomori spawned beneath the sea, while the
Shadow Lords have always been keenly aware of evil in their
midst, from the sinister vampires of Transylvania to the spiri-
tual servitors of forgotten gods.

Evil has grown stronger steadily, and the werewolves’ su-
premacy hascome toan end. Once Eurape was canopied with great
stretches of forest — a pack could run for days and only barely see
sunlight through the trees the whole time. Now human habiration
encroaches on the greatest tribal caems. The Weaver grows
stronger as Europe grows more urbanized,

The Flannastill contral massive caerns in Ireland, England,
Wales and Scotland, but many cliath find political struggles in
the citigs more fascinating than endless pacans to their grand
Celticheritage. The Ger of Fenris dominate powerful caemns in
Northermn Europe, but ancient caems in the Black Forest of
Germany are surrounded by urban development. The Black

Burieshave focused theirattention more on the entire globe and
less on their Greek rerritories; although a few island cacrns still
repain. Near the Shadow Lords' homelands in Eastern Europe,
their vampiric fivals remain as powerful as ever. As the Lords

eentinge iy puriue political intrigues both with vampires and
theitiown kind, thetr tribal lands fall o dissent, warfare and
cthnic hatred. Humanity still has its own civilization, and it's
rearing the societies of the Garou in Europe apart.

By and large, the Garou are nor welcome in Africa: Other

| ‘species of shapeshifters roam the continent freely, and they

hiave n patience for Werewolf incursions, The most dangerous
ufthesespecwsare dragonlike beasts who thunder through the
maost isolated stretches of wildetness. The great cats who roam
the savannas and jungles have werebeasts among their number,
while one species of rat-shifters is said ro thrive on spreading
modern plagues in overcrowded cities, Of course, the Fera here
have their own internal strugglesand even covert wars, hur most
Garou are completely unaware of such complications. [nstead,
they have come to realize that this land is filled with many
spiritual hellholes, neglected lands that demand immediate
action. Werewalf packs planning on exploring the continent
further run the risk of retribution from the African shapeshifters,
a type of “safari” thar is certain to end in bloodshed.

The werewalves are not without influence on this conti-
nent, but packs venture here cautiously. Silent Seriders still
travel ancient Umbral trods across the continent, sometimes
secking visions of Ancient Khem in Egypt’s Penumbra. Re-
cently, they have made alarming discoveries of their tribe's past.
A handbul of Silent Strider cliath have found out thar they've
had past lives in Khem. This miraculous occurrence has no
explanation, and many Theurges wonder whether it was brought
about by some other supernatural society-

Bone Gnawers are predominant throughout Northern
Africa, but they are among the most destiture and poorly
organized in the world. An isolated camp of the tribe srill lives
in South Africa, gathering in moots in Capetown, but iv also
refuses toaccept its relations in other parts of theworld, African
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Red Talons are even more unusual creatures. They are the only
onés of their kind who enjoy their Homid form, bur they use
that form to exploit human suffering wherever starvation and
disease are prevalent.

A

Much of Asia remains an enigma to the Garou. Although
primal tribes once ran with packs of Mongol and Hun Kinfolk,
the Concord never gained support in the East, Asian werewolves
were not as fanatic about developing one culture and destroy-
ing their Ferarivals. Many tribes have developed niche cultures
here, but the werewolves of the East have always been poorly
organized. By contrast, the othershapechangers of the Asia, the
hengeyokai, have learned to set aside their differences and form
packs as need demands. When werewolves are on the prowl in
this territory, the hengeyokai are quick to drive them off and
give them scars they will never forget.

Russia is the last great domain for the Asian Garou. The
Silver Fangs have maintained their supremacy here for thou-
sands of years, but just as inbreeding degenerated the tribe's
elders, the elders have lost their grip on territory they once
commanded. The 20th century has not beenkind to the Fangs'

noble relatives. After the Bolshevik revolution, the power of |

the Russian aristocracy has evaporated. With the rise of the
Communist regime, strange spiritual phenomena eut off many
ancient Silver Fang caerns from the rest of the world. ‘A
spiritual gauntlet known as the Shadow Curtain onée made
travel between the oldest caerns and the outside world almost
impossible. After the break-up of thé old Sovier Union, the
Curtain fell, bur political turmoil has made the Silver Fang's
homelands more dangerous than ever before.

Remaote Siberia remains one of the most valued places to
the Garou. As one of the few places in the world were wild
wolves can roam their natural habitar, it has become home to
both Red Talons and Silver Fangs. One isolated SilverFang
camp, the Siberakh, remains aloof and isolated from the rest of
the Garou. However, over the last 20 years, many of the packs
and caerns of this region have disappeared mysteriously. Al-
though the Shadow Curtain is no mope, entire caerns are still
found drained of their spiritual essence. The mystery remains,
baffling those brave enough to investigate.

For centuries, solitary Stargazers wandered the rural areas
of China, Southeast Asiaand Tibet. In fac, it is rumored that
the sightings of Stargazers in frenzy (an admicredly rare occur-
rence) may be responsible for stories of the legendary yeti. The
Stargazers are returning to their tribal lands in numbers. The
loss of their ancient caerns in Tibet was a terrible blow, but
recent reparations with other Asian shapeshifters have re-
newed their chances of restoring their traditional way of life.

In India, an age-old conflict simmers between the Children
of Gaia and the Red Talons. The Gaians have done their best to
relieve suffering in India; the Talons would just as soon wipe out
humans in one of the most overpopulated places on the planet.
Feral Red Talons appear to have found sinister allies to help turn
the tide of battle, including lost cults of shapechangers and an
insidious breed of wererat.

The Glass Walkers are drawn to more affluent parts of Asia.
They have created their own pocket societies in cities like Hong
Kong, particularly in realms dominated by organized crime. The
"HK Glass Walker” has become something of a stereotype in the
West, glamorized by Asian action films, With the hand-over of
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Hong Kong to China, more Glass Walkers have begun expand-
ing their business interests to Western ciries.

Japan remainsa battleground forseveral ribes of werewolves,
The code of bushido meshes well with ancient variants of the
Litany, forming a Garou culture unlike any other in the world.
Glass Walkers are drawn to the technological aspects of Japanese
culture, while Shadow Lords are fascinated by powerful zaibatsu.
A few scattered Uktena still care for the Ainu, a beleaguered
Japanese minority. A relation of the Shadow Lords, the Halkken
Garou, is far more numerous, preserving a society that is anti-
thetical to thar of their brothers in Eastern Europe.

Indonesia is far less accepting, for it is still one of the
strongest homelands of the hengeyokai. From Thailand to the
Philippines, they are numerous and well organized. Legends
‘speak of horrible creatures that defend their territory fiercely,
from enormous shapeshifting pythons to ingenious sentient
orangutans: Whether these stories are true is another matter
entirely. The only rumors that have been confirmed involve
the Rokedya race of weresharks prowling the warers. So far, no
Western pack has been bold enough to confirm the existence
of any gther atavistic freaks.

Anttria

The barrier between the physical and spiritual world is
tenuously thin in Australia. Aborigines have their own tribal
visions of the Umbra, manifesting in a realm known as the
Dltamum,At the most sacred times, mystical creatures are able
to eross the bbundary berween worlds easily. This land was once
the homaland of|the Bunyip, a bizarre race that used fertility
“powets o change from wolves to marsupial thylacines. Their
tribal totem, the Rainbow Sniake, granted them powers over both
the Dreamtime and physical reality.

The Bunyip were onee celebrated as the wisest and most
powerful Garou, .. until other werewolves demanded o share in
itheir good fortune. Silyer Fangs and Shadow Lords alike exploired
human Coiﬁmlnﬁtm to invade Bunyip lands, insisting that the
Wyrm was powerful there. The Bunyip's enigmatic perception of
the Wyrm only complicated attempts at communication. Twist-
ing such miscommunications to their own benefit, the European
Garou forced the Bunyip further and further into the Qutback
until their indigenous culture Began to perish. At the same time,
environmental devastation beganwipingout the Bunyip's Tasma-
nian Kinfolk. In 1934, the last Tasmanian wolf died in captivity;
the rest of the tribe followed soon thereafter.

Many werewolves who have remained in Australia are
consumed by Harano, a great sadness resulting from their guilt
and grief. Yet the tribe’s mysteries remain, although the Bunyip
themselves are gone. Packs of Garou have been disappearing
here for years. In many of the reclaimed caerns, the tracks of
Tasmanian wolvesare the only evidence remaining. Fear of these
legendary ghosts has been sufficient to keep werewolves far from
the Qutback at night, Packs of idealistic cliath continue to
charge in to investigate, but many are never heard from again.

Awtarchioa

No Gatou septs live in Antarctica. In fact, much about this
land is unknown. Even the Wendigo see it as a barren, icy
wasteland. The Get of Fenris argued once that it may be the
legendary land of Thule, and they even attempted tosettle there.
Allsucheffortsat exploration have failed. ... all except one. Since
the Garou have not been vigilant in defending this land, other




creatures have ¢laimed it as their own. Unknown to the Garou,
one of their fiercest rivals, the Black Spiral tribe, has claimed this
continent as its own. Burrowing deep into the ground, they
have uncovered secrets of a lost world, using them to
develop vast breeding grounds beneath the ice. It is

rumored that the Black Spirals, aided by far more sinister

creatures, have recovered lost cities that defy conven-
tional archacology. Anyone wanting to confirm this
myth is welcome to die trying.

Heroes become great by opposing terrible
villains, Werewolves have an instincsal need
to hunt, one they direcr against their mostinsidi-
ous fies: The evils they face are not abways
supertitural, of Gourse. Manywerewolyesfight
seemingly ordinary battles, from erusading with
political activisin to protectingvictims oferime
and exploitation. Yet wherever the Garou hunt
evil, they often find the same foul stench of eorruption
behind iv. Behind the shadow of reality, weréwolves
see the spirits of the Wyrm reddy to exploit,
corrupt and victimize.

The Fenrit deseribe the Wiyrm as the Great
Serpent of Darkness spawning monsters for them
to kill. Black Furies see it as spiritual despair lurking
riear families devastared by domestic violence and
abuse. The Glass Walkers smell its foul stench in
corporate corruption and ecological exploitation.
The hydra has a thousand heads, vet all of them are
formed from the body of the Wyrm as it slithers and
scurries toward the weak, the helpless and the sinful.

Save perhaps for the mast blasphemous Black Spi-
ral Dancers, no werewolf has ever spoken to or mer with
an actual physical incarnation of “the Wyrm” jtself.
Typically, ir is known only through the deeds of its servants,
an imagined evil lurking behind veryreal acts of perver-
sion, corruption and outright destrugtion. Cerrain pow-
erful Theurges question whether a separate and distant
entity guides all of these minions. A vast and calculat-
ing intelligence does seem to lurk béhind their actions,
but such speculationis difficult 1o proye. Although the
Wyrm remains an abstraction for most Garouw, they, still speak
of it directly, based on the horror and destruction its spiritual
servants unleash.

Occuiltists are aware of three major aspects of the Wyrm,
each with its own legion of servitors, The Beast-of-War gluts
itself on violence and delights av spreading entropy throtighout
the world. The Eater-of-Souls seeks toldevouyr all of ereation,
feasting on matter, energy and spirit with equal propensity.
The Defiler Wyrm is the most insidious aspect, as it concen-
trates on corrupting human sociery.

&IM’J

The Great Serpent often acts through mortal agents, but e IO
it also divects legions ot évil spirits. Werewolves call these foul E ,b"v

s
ephemera Banes. While some mivstics helieve that Banes are <
avatars of various aspects of the Wy, mosr regard them as
separate entities with individual sentience. Some Banes even
speak of the Wyrm with dread, obviously acting in fear of their
UNSCEN master:



Banes are strongest in the spirit world, for it is their natural
element. There, they use spiritual powers called Charms to seduce,
corrupt or assault their enemies. Powerful Banes possess humans or
animals in the physical world, using them as vessels. Typically,
these possessed creatures are “spiritually weak,” already overcome
by sin or dark emotions, such as lust, greed, envy ot wrath. The
Wyrm’s minions do not cause all acts of “evil” in the world. They
seek our ideal victims to possess, perverting and exageerating their
most horrific tendencies. Once a victim has been possessed, the
whisperings of the Wyrm urge him to commit further horrible acts.
Banes can also manifest physically, creating as loathsome a formas
possible to unnerve those who oppose them.

Countless varieties of these wicked spirits exist. Many
students of the occult have attempred vainly to gather the facts
they can confirm into hierarchies and categories, but such
attempts typically drive scholars insane. Some Banes appear as
manifestations of malevolent forces or personifications of weird
phenomena. Others are simply hideous freaks spawned with no
obvious purpose. A current theory holds that Banes serve
masters tied to the great themes of evil: Hatred, Pollution,
Seduction and so forth. Despite all attempts to confine them
with rigid rules, the Wyrm continues to pervert its minions into
grotesque dnd disturbing new permutations.
orm Caerne

Just as werewolves have dedicared sacred sites to the
Goddess, the minions of the Wyrm have desecrared caerns in
its unholy name. Surrounded by the liveliest awfulness, its
cultists perform unspeakable rites and blasphemous magic to
aid the forces of corruption.

Originally, Wyrm caerns remained far underground, eter-
nally basking in the light of chilling, poisonous halefires. Its
hideous minions shuffled, vozed and undulated in subterranean
chambers around the balefires’ sickly gleam. While the bowels of
the Earth churned with such evils, the surface remained rela-
tively unmarred, largely due to werewolves' vigilant patrols. A
shambling horror crept occasionally to the surface on a mission
of desecration or a straightforward killing spree. The Veil has
mercifully obscured these nightmare memories, allowing them
to resurface as human myths, Odysseus and the Cyclops, St.
George and the Dragon, Beowulf and Grendel — the heroes and
villains have been renamed, but the essence remains the same.

Near the end of the 20th century, myth was replaced by
science gone astray. Disastrous mistakes heralded the dawn of the
End Times. Nuclear warfare, biological havoc and ecological
devastation ‘on an unprecedented scale overwhelmed the
werewolves' efforts, summoning the Wyrm into the world in
formsnever witnessed before. Asbelow, so it was above. Through-
out the last century, the Wyrm established and befouled more
caerns on the surface, rejoicing in landfills, toxic waste, ecologi-
cal devastation, atomic tests sites and urban hellholes sur-
rounded by etfime and human suffering.

The armies of the Apocalypse have assembled, and they are
legion. They congregate by unholy sites, preying on the inhocerit
and the damned. People living near Wyrm caems disappear
suddenly, or they grow suspicious, sullen and apathetic. New
gener:;ti()nsuf'_humans are born twisted and deformed, with defects
ranging from the subtle to the grotesque. Humans make easy prey,
and some are hardly challenging ar all.

The Wyrm also hunts the Garou themselves, along with
the caerns they dedicate as sacred. Nothing delights the Wyrm
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it with toxins and balefire, and then channel its potent mystic
energies to its own service. With every victory, the Garou are
weakened further and the end of creation draws nigh.
Wy Corvspfition

The Wyrm'’s minions claim many victims, yet the most
esteemed are the Garou themselves. The Great Serpent lusts at
the thought of luring its ancient foes into its own service. Despite
high ideals and readied claws, countless werewolves have been
seduced into acts of treasonagainst their own kind. Heroes, packs
and even entire tribes — such as the infamous Black Spirals —
have succumbed to its wiles.

A faithful servant of the Great Serpent begins by seeking
a disgraced or disgruntled Garou, one whose moral dilemmas
have become more compelling than any abstract notions of
good or evil. In the guise of a spirit or disguised as creature of
flesh, it whispers temptations, from the material to the per-
verse, to garner the victim's complicity. The bait may be a
fetish, supernatural power, forgotten lore, the chance ar re-
venge or simple acceptance and understanding if the victim is
rruly alone and abandoned. In return, the corruprer asks a little
favor: information, an act of violence or perhaps an item that
“no one will miss.” If the victim is almost discovered, the
servitor whispers promises of further aid to delay discovery. As
the dark dealings continue, spiritual decay is inevitable.

Traitors are the werewolves' greatest foes, for they can
wreak havocas no obvious evil can. They know the locations of
secretcaerns, the weaknesses of their elders, plans made at moots
and even the needs of their former packmates. As the Wyrm
gainsits hideous strength at the end of time, treason is becoming
more commonplace. Septs respond with paranoia and xenopho-
bia, aiding the Wyrm unwittingly in the process. Shadows
lengthen, and great heroes plunge into the depths of despair. The
Great Serpent hisses its pleasure.

Bk uﬁ//m’ Dincers

Garou who turn to the Wyrm are destined to join the ranks
of the Black Spiral Dancers, Originally, the founders of this tribe
were known as the White Howlers. Subtle corruption suborned
them over generations, until the minions of the Wyrm con-
quered the last White Howler caern and captured irs greatest
heroes, dragging them into the depths of the underworld. When
the Grear Serpent had fipally seduced its prey, the survivors
emerged once again, this time as the Black Spiral tribe.

For thousand§of yeass, the Black Spiralsspawned in runnels
heneath the earth, waiting for the time when théy would be
numerous enough tédecimate their Garou rivals, That time has
arrived.. The Spirals no longer-spend generations lurking in
subterraneancaverns, only emergingin the surface world to rend
and slay. They are a vast army, easily oumumbering the com-
bined strength of the twa largest tribes of Garou. While they
favor committing wanton acts of hldodshed and devouring the
flesh of othernwerewolves, their greatest joy comes from captur-
ing Garou and corrupting'them to the ways of the Wyrm,
recreating them in their own shatrered image.

Onee the Garou believed that all Black Spirals were
utterly and completely insane, but they have since uncovered
a far more sinister truth. Only the weakest minds are shattered
during the tribe's rites of passage. Black Spiral cubs and Garou
initiates are dragged to a realm of the Underworld known as




Malfeas, where they are forced ro walk a spiral labyrinth
containing unimaginable horrors, Those that survive and re-
turn to the surface world are forever changed. Even for those
whose sanity is shattered, there is a method to their madness.
Black Spiral werewolves are capable of serving the Wyrm of

Maost Garou Theurges associate the Black Spirals with the

their own free will. Once their perspective on creation is
Whippoorwill totem. A pack on the hunt will mimic its
haunting ery, calling out their desire for the souls of their

‘ torever altered, they pledge themselves ta Wyrm rotems will-
l ingly, receiving insights from their amoral gods.

Madness and insight breed great power. Centuries of
exposure to balefire and radiation have twisted their genetic
strands, Many display bizarre deformities, especially in their
Crinosform. Sharklike teeth, leonine orbatlike ears, sickly gray
green fur and wrinkled scabrous hides are typical genetic
enhancements. While the Garou shun the deformities brought
by inbreeding, the Black Spirals hold no qualm against spawn-
ing legions of metis shock troops. Their genes have been
polluted; their minds are already twisted and disturbed.

Spirals breed in vast underground lairs known as Hives,
sinister counterparts to Garou caerns. It is said that vast nerworks
of underground tunnels, or at least labyrinths that extend into
the spirit world, connect many hives. By the sluggish light of
halefires, they conduct blasphemous rites and demented moots,
often inviting weird and forgotten creatures from the bowels of
the Earth to join them. Some even drag humans from the surface
victims. It has since been revealed that the Spirals serve many

to sate their appetites.

totems and are keenly aware of the hierarchies of Wyrm spirits,
Nodoubt by theirreckoning, the most devolved creature in this
spiritual genealogy would be the Black Spirals themselves.

Zontex and H Sirbridiariar

Pentex is a very different adversary: It’s one of the largest
corporations in thie worlds Asowith many institutions in the
werewolves world, it hides vast conspiracies behind lavers and
layers of corporate security. Originally investing in oil and
mining, Pentex has sinee become a holding company, divessi-
fying its resourees into hundreds of subsidiaries. A GlassWalker
could spend years tracking all the financial dealings of compa-
nies it allegedly controls, organizations like Magadon Pharma-
ceuticals, Endron Oil; Sunburst Technologies and even the
Black Dog Game Factory! Unfortupately for the GarouNation,
Pentex issubtle, and only a few septsare aware of the truenature
of the megacorporation behind much of die world’s alls. Wiork-
ing withits corporate allies; Pentexholdsmonopolies in many
areas of the world, acts as a leader in the global economy,
provides jobs for countless employees and spawns corruption
and despair continuously throughout the world.

Pentex's prime agenda is planetary corruption in the name
of the Wyrm. Oddly enough, this goal makes a handsome profit
in the process. Ecological devastation is one of its greatest
tactics. Pentex companies produce toxins, mutagens and car-
cinogens routinely, then they dump them wherever they can —
preferably in areas sacred to the Garou. After buying our vast
tracts of land surrounding werewolf caerns, they then begin
transforming that land into a lifeless waste. The result is often
the acquisition of more Wyrm caerns, along with blights
spawning Banes and other Wyrm-spirits.

w-—_




Like many real-warld corporations, Pentex incorporates
numerous strategies and tactics to coverup its violations. Savvy
lawyers, underworld contacts and government shills are ready
tosell ourto anyone tomake a profit, and Pentex payswell. The
megacorporation’sstandard tactics pale next to itssupernatural
tesources. Entire packs of Black Spiral werewolves act with
Pentex's sponsorship. Banes breed extensively around many

company holdings. Werewolves encountering such plants can
/ sometimes literally smell the taint of the Wyrm in the air.

Hunting corruption within the megacorp is not as easy as
it first appears. Not all of Pentex’s actions are evil, and many of
its employees are completely free of Wyrm taint. In fact, many
of its managers are ordinary people performing ordinary jobs:
Corporate horror is often hidden behind seemingly innocuous
or altruistic activities. Many employees simply do nor realize
the ulterior purposes behind their projects. For some, working
for a subsidiary of Pentex is simply a way to get a paycheck —
an apathetic belief that suits the Wyrm's plans perfectly.

Garou investigating Pentex are often baffled by the con-
trast between the innocence of many of its employees and the
vileness of its master plans. Monkeywrenching its activities
takes patience, resourcefulness and dedication, but once a
weakness has been found, it also tequires heroes ready to destroy
the monsters hiding behind a vastand powerful corporate titan:

™~ ’

Fomeors
Every army needs foot soldiers. The Wyrm can creare
monstrous creatures and spawn toul Banes, but it finds seducing

one of Gaia's creatures and warping it into a monster far more
satisfving. It employs countless tactics, which include exposing
avictim to mutagens or balefire, tricking it into ingesting toxins
or Wyrm-tainted chemicals or simply seducing it with promises
of power. When the Wyrm corrupts a human or animal, that
victim can be forced through.a menstrous transformation. The
victim becomes a fomon,

The Fianna believe that fomorifirst spawned off the shores
of Eire, breeding in vast undersea kingdoms. In those early days,
the Great Serpent chose its servantsindiscriminately, crearing
a vast array of dragons, chimerae, undersea monsters and
rerrible ogres. These creatures became mythical, representing
evil not only in Celtic legends; but also throughout the world.
In the modern age, the Wyrm prefers to exploit a far more
resourceful creature: human beings.Not surprisingly, they are
capable of subtler evils than the titanic beasts of legend.

A fomor is ultimately suited to engage in combat, and most
are bred or mutated specifically to kill werewolves. A single
fomor is an easy kill, but packs of them&an be deadly. The Wyrm
bestows them with an arsenal of unholy powers, from supermatu-
ral strength and chitinous carapaces to psychic and mental
disciplines, The Wyrm does indeed grant power to all who serve
it, and the price is erernal damnation. Just as a victim's body is
deformed, his very soul is twisted. The weakest/fomori become
stalking horrors drawn to toxic waste dumps, urban landfills or
backwoods refuges. The strongest retain a spark of sentience and
develop human camouflage. They infiltrate human society and
enact grand schemes on behalf of the Great Serpent.




Pentex and its subsidiaries have also made the creation of
fomori one of their agendas. Some Wyrm-tainted corporations
hefoul and poison the lands around their work sites and offices
deliberately, luring employees into "lifetime employment.” Oth-
ersmaintain laboratoriesspecifically for the development of such
creatures. The most unspeakable ones use more insidious meth-
ods of recruitment, ranging from vielenr video games to tainted
fast foods. Foulness takes many forms, and only the Garoupossess
the instincts, knowledge and training to hunt them.

Thie Peaver

Rebellious cliath insist that the Wyrm i8inot the only
spiritual threat o creation. After all, it was the Weaver who
first drove the Wyrm insane. Wherever her servitors thrive,
human civilization forces the naturalworld into submission.
Snapping the threads of the Weaver's schemes is i very differ-
ent sort of campaign from a war against ghe Wyrm, one thar
reqtites subtlety and restraint,

Crude racties donot work. Outright anarchy and whole-
sale destruetion harms human society as muchias it heals'iy, in
addition to'rending the Vil and inviting retribution. A more
common tactic involves attacking Weaver-spawh directly in
the Umbra, then shutting down her favored weapons in the
physical world: Of course, the Weaver's minions typically have
a strong affinity for technology; devious intellects and ruthless
natures, making them difficule prey for primitive or brural
Garou

While many septs don't support this type of Umbral
espionage, vatious sedret societies and camps are willing ro
recognize the repown of packs who practice “spiritual
monkeywrenching.” Semetimes the Weaver’s minions“elabo-
rate schemes pose an overwhelming danger to a sept, forcing a
sept’s elders to recruit, supportand praise packs who specialize
in shredding the Weaver's webs.

Lecesopmenta) Neogenetiar Amafgamated

Many septs are s fanatic about killing the Wyrm that they
overlook other dangers threatening their existence. Develop-
mental Neogenerics, a biorech firm on the cutting edge of
genetic research, is a perfect example. DNA has no reputation of
environmental devastation, and it steers clear of researching
chemical warfare, defoliants and other biogenetic hazards. Yet
behind its respectable and profitable facade, it has employed
scientists and researchers routinely who are ruthless in the
extreme, DNA employees managed to caprure their firstwerewolf
in 1993, and the company has never been the same since.

After months of tests, studies, experiments and vivisee-
tion, DNA agents began to realize the value of the scientific
anomaly they had captured. The crearure had amazing regen-
erative properties, genetic mutations thar seemed to defy cur-
rent scientific thought and an admirable combination of hu-
man intelligence and animal instinict. The heads of the DNA
corporation scoffed at the superstitious notion that their cap-
tive was a “werewolf,” but they began to speculate that genetic
mutation was responsible for evolving such a remarkable or-
ganism. By the end of the decade, they had caprured another
*lupine mutant” and fought two more.

The Weaver has a habit of repressing and entrapping
things she does not understand or cannot accommodate. The
Gatrou have only just begun to realize the danger that DNA

poses to their kind. Their secrecy has clearly been compro-
mised, but how to respond remains a subject of debate. Just as
the corporation does notunderstand the Garou, the werewolves
believe that the spiritsof the Weaverare lurking behind DNA's
activities. Some Theurges insist that the Weaver has already
enlisted the corporation as a way to suppress the Garou. The
rruth remains ro be seen, bur the threar is undeniable,

DNA agents are formidable foes. They have access to
advanced weaponry, they can formulate chemical compounds
capable of inflicting aggravated damage, and they are well
aware of the “mutants* allergies 1o silver.” However, they have
na interest in killing Garou — they prefer to take their quarry
alive, Tear gas and knockout as are common weapons that are
currently in mass production. The corporation heads have
decided to invest heavily in further acquisition and research.

The Garou are still uncertain how to stop DNA. While they
could theoretically charge into the nearest corporate research
center and kill everyone inside, the agents and scientists involved
are not "of the Wyrm."” Some werewolves insist that killing these
humans would confirm that they are the monsters DNA imagines
them to be. The IINA corporation and the Weaver-spirits who
lurk behind its activities continue their insidious acrivities un-
abated. As the world continues to evolve, the supermatural world
does so as well, spawning new and terrible foes for Gain's greatest
heroes to hunt and destroy.

Commion Farlance

These words are in common use among the Garou.

Anchorhead: A spirit gate between the Near and Deep
Umbra. (See Membrane. )

Anthelios: The portentous Red Star that has recently
appeared in the Umbral heavens; largely seen as an omen of
doom. Also called “the Eye of the Wyrm.”

Apocalypse: The age of destruction, the final cycle, the
birth of death, the everlasting corruption, the end of Gaia, A
word used in Garou mythology to describe the time of the final
battle with the Wyrm. Many consider this time to be the present.

Auspice: The phase of the moon under which a particular
Garou was born, which is thought commonly to determine
personality and tendencies. The auspices include: Ragabash
(New Moon; Trickster), Theurge (Crescent Moon; Seer),
Philodox (Half Moon; Judge), Galliard (Gibbous Moon; Moon
Dancer), Ahroun (Full Moon; Warrior).

Bane: Evil spirits that follow the Wyrm. Many different
kinds of Banes exist, including Scrags, Kali, Psychomachiae
and more.

Bawn: A boundary area around a caern, patrolled and
monitored carefully.

Blight: Any corrupted area in either the spirit world or
physical reality.

Breed: The ancestry of a Garou, he it wolf, human or other
Garou.

Caern: A sacred place; a meeting spor where the Garou
can contact the spirit world.

Celestine: The greatest spirits; the closest things the
Garou have to gods. Examples are Luna (the Moon) and Helios
(the Sun).

Concolation: A great moot, wherein many tribes gatherto
discuss matters that concern the Nation of Garou.
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Concord, The: The agreement all the tribes reached
nearly 9,000 years ago, after which the Impergium ended. The
traditions thereof are still obeyed today.

Corruption: The act of destroying, devolving or debasing
life: also, the often overwhelming effects of the Wyrm's actions.
In the present age, it often refers specifically to the ecological
fuin humans wreak upon the environment.

Crinos: The half-wolf, half-human warformof the Garou.

Deep Umbra: The aspects of the Umbra that lie outside
the Membrane. Reality becomes more and more fragmentary
the farther one wavels from the Reala,

Delirium: The madness and memory-loss suffered by
humans who look upon a Garou in Crinos form.

Domain: A mini-Realm in the Umbra, usually connected
to a larger Realm in the Deep Umbra.

Fera: Garou term for shapeshifters other than werewolves;
most are presumed extinct.

Feral: Slang rerm for lupus.

Fomori (singular “fomor”): Humans who have turned to
the Wyrm and who draw their power from it. Common enemies
of the Garou.

Gaffling: A stmple spirit servant of a Jagghng, Incarna or
Celestine. Gafflings are rarely sentient.

Gaia: The Earth and related Realms, in both a physical
and a spiritual sense; the Mother Goddess.

Garou: The term werewolves use for themselves.

Gauntlet: The barrierberween the physical world of Earth
and the spirit world of the Umbra. It is strongest around
technological (Weaver) places and weakest around caerns,

Glabro: The near-man form of the Garou.

Harano: Inexplicable gloom, inexpressible longing for
unnamable things, weeping for that which is not yet lost. Some
say it is depression caused by contemplation of Gaia's suffering.

Hispo: The near-wolf form of the Garou.

Homid: A Garou of human ancestry, Oceasionally used
disdainfully by ferals (e.g., “That boy fights like a homid.”).
Also the human form of the Garoun.

Impergium: The 3,000 years immediately following the
birth of agriculture, during which strict population quotas were
maintained on all human villages.

Incarna: A class of spirits; weaker than the Celestines, but
still greater spirits by any measure,

Jaggling: A spirit servant of an Incara or Celestine.

Kenning: The empathic calling some Garou perform
when howling.

Kinfolk: Those humans and wolves who are related to the
Gurou and are not prone to the Delitium, but who are notactual
werewolves,

Klaive: A fetish dageer or sword, usually of great spiritual
potency and nearly al ways made of silver.

Litany: The code of laws kept by the Garou.

Luna: The Incarna of the moon; powerful spirit patron to
all shapechangers.

Lupus: A Garou of wolf origin. Also the wolf form of the
Garou.

Membrane, The: The barrier between the Nearand Deep
Umbta. To breach it, an Anchorhead must be found. Alterna-
tively, the Garou can travel through the Dream Zone.




Metis: The sterile and often deformed offspring of two
Garou. Generally reviled by Garou society.

Moon Bridge: A gate between two caerns; it most often
appears during moots,

Moot: A sepr or tribal conclave that takes place ara caern.

Mule: Slang for metis.

Near Umbra: The spirit world surrounding the Gaia
Realm.

Pack: A small group of Garou bound to each other by ries
of friendship and mission as opposed to culture.

Penumbra: “Earth’s Shadow”; the spirit world directly
surrounding the physical world. Many, but not all, terrain
teatures have reflections there.

Protectorate: The territory claimed and patrolled by a
pack or sept.

Reaching: Traveling into the spirit world.

Realms: The worldsof “solid” reality within the Tellurian.
Earth is referred to as the Realm.

Ronin: A Garou who has chosen or been forced to leave
Garou society. It is a harsh fare to become a “lone wolf.”

Sept: The group of Garou who live near and tend an
individual caern.

Stepping Sideways: Entering the spirit world. Many el-
ders consider this term flippant and disrespectful.

Tellurian: The whole of reality,

Totem: A spirit joined to a pack or tribe and representa-
tive of its inner nature. A tribal totem is an Incarna, while a
pack torem is an Incarna avarar (a Jaggling equivalent).

Triat, The: The Weaver, the Wyld and the Wyrm. The
trinity of primal cosmic forces:

Tribe: The larger community of Garou. Tribe members
are often bound by similar rorems and lifestyles.

Umbra: The spirit world.

Veil, The: A poetic rerm for the false assumprion thar the
supernatural does not exist, which the Delirium reinforces.

Ways, The: The traditions of the Garou.

Weaver, The: Manifestation and symbol of order and
pattern. Computers, science, logic and mathematics are ex-
amples of the Weaver's influence on the material plane.

Wyld, The: Manifestation and symbol of pure change.
The chaos of transmutation and elemental force.

Wyrm, The: Manifestarion and symbol of evil, entropy
and decay in Garou belief. Vampires are often manifestations
of the Wyrm, as are toxic waste and pollution.

Wyrmbhole: A place that has been spiritually defiled by
the Wyrm; invariably a location of grear corruption.
Vigar Apgof

The younger Garou use these words to help distinguish
themselves from their elders.

Cadaver: A derogarory rerm for a vampire.

Flock, The: All of humanity, particularly those humans
from whom the Garou recruit their members.

Gremlin: A malevolent spirit.

Leech: See Cadaver.

Run: A ritual hunt or revel that takes place av the
conclusion of a moot.

Sheep: Humans.

Threat: To best another in ritual combat. Used as a verb
(e.g., "1 throated his sorry butr!™).

O oy

These words hail from the distant past of the Garou and
display their Fianna origins. They are no longer used fre-
quently. However, all Garou know these terms.

Adren: A pupil or a student who learns from a Mentor.

Airts: The magical paths within the spirit world (e.g.,
Spirit Tracks, Moon Paths, erc.).

Aisling: A journey into the spirit world.

Anamae: “Soul-friend”; most often a bond with a pack
totem.

Anruth: A Garou who travels from caetn to caemn but is
bound to none of them.

Athro: Teacher, Mentor.

Awen: The sacred Muse, the creative impulse. Some say
she is a spirit, but she has never been found. Moon Dancers go
on guests for her periodically,

Brugh: Any sort of mystic place, whether a Garou caern
ora Wyrmhole. Often a glade or cave located somewhere in the
wilderness.

Charach: A Garou who sleeps with another Garou or has
done so in the past. Often used as a word of anger.

Chiminage: A form of *favorsdone for services rendered.”
A werewolf may perform a rask as chiminage in order to repay a
spiritfor teaching him a Gift, or to repay a sept for allowing him
o use its caern.

Cliath: A young Garou, not yet of any significant rank.

Fostern: Your pack brothers and sisters; those who are
your family by choice.

Gallain: The Kinfolk of the Garou.

ckthya: "Of the Wyrm”; a suffix appended to a name.

Inceptor: A Garou who guides another through a tite. An
inceptor is also called a ritemaster.

Kinain: The relationship among Garou whoare related by
blood through an ancestor. This term of endearment and pride
is never used when referring to metis.

Moon-Calf: Idior, simpleton.

Pericarp: The Near Umbra around each Realm.

Phoebe: An Incama of Luna, representing the Moon.

Praenomen: The guardian spirit of a pack.

-rhya: “Greater in station”; a suffix appended to a name.

Urrah: Garou who live in the city; also, the tainted ones.

-yuf: “Honored equal®; a suffix appended to a name.
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When people lie, they either purposely stare you in the eye, or make certain their
gaze falls anywhere except on your face. There is no middle ground.

There have been many, these long years. Warriors and songkeepers. Mystics and
questioners. And worst of all, the so-called peacemakers — those that should lend
their words to my own. And what do they have for me? The piercing stare or the
wandering eye. Lies.

Once every now and again, I reach someone. A shadowed glance, a studious blink —
then perhaps a brief pause as he retreats into thought. Every now and again, they listen.
But all oo often, those who wnll hear my voice = the voice of a mule — are those of my

strength of my words, but for the sake of
' 'j'___ Ine, but Wh’lt good can we do

[ know the truth, that m.-the past one man or woman'’s voice has turned the tide
and changed the course of history, even for those outside the halls of power. It has
been so among humans for centuries. So why is it so hard for the Garou to listen to a
voice in the wilderness? All they can see is a flaw of form; they are deafened in their
prejudice, pity and disgust, and of these, [ don’t know which is the worst.

Sometimes my other brethren call me aside. Not my tribemates — my fellow metis.
They talk of anger and humiliatiofi. They want to know if within my heart burns a
desire to smash the skullsof my enemies, to feel the hot blood run down my horns and
face, to convince those who hate me that [ am as powerful as they. An argument not
of words, but of brutality. Then I am the liar, for I tell them with my honeyed tongue
how we mustn’t strike back at our brothers and sisters, that we are all werewolves and
servantsof Gaia, despite the differences in our breeds and tribes. I cite the Litany, and
tell how showing one’s throat in an honorable surrender is no shame. And I am the
one staring hard into/the eyes of a young hotblood,; one who wants nothing more than
to be accepted as an equal in the sight of her pack and sept. She’s too young, too naive
and too inexperienced to know I'm telling a lie. .

I can no longer assuage my own fury, much less that of other metis who look to me
for wisdom. My feet are sore, my tongue is thick and swollen, and my heart doesn't lift
with the full moon’s rise. For more than a dozen years, [ have told the young and the
old alike that fewer werewolves are born each year. Our Kinfolk, wolf and human,
dwindle in numbers despite the swell of the human population and the return of the
gray wolf. We are a dying people unless we can unite and put aside our differences.
When there are no packs left standing, when only one lone werewolf remains, it will
be too late. What can I do to convince others that even a mere metis can be right
about this one thing?

The answer still eludes me.




Three important characteristics shape the werewolf
character: breed, the birth race of the werewolf; auspice, the
moon under which she was born and that determines her
path in life; and tribe, the specific Garou family to which she
belongs. These facets provide the framework on which to
build the character's history, personality and story.

Breed, auspice and tribe should inspire you, the player,
to design a creative character, and each of these

characteristics abounds with certain stereotypes that may
provide an interesting starting point. But keep in mind thar
these characteristics are just guidelines. Individual quirks
and paths for the characters come from playing, not from a
piece of paper. Often, the exceptions to the stereotypes, the
characters who forge their own way, make the most interest-
ing personas of a chronicle.
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Werewolves are both wolf and human; these halves
of their souls cannot be pried apart or even divided down
a sharp line. Having said that, though, each werewolf is
born to a particular breed and raised in a certain manner
depending on that breed. What determines breed? Sim-
plyenough, it's the natural form of the werewolf’s mother,
whether she's Kinfolk, Garou, ordinary human or wolf. If
she's a wolf, then the offspring is lupus. If she’s human,
the child is homid. And if the mother and father are both
werewolves, their progeny is metis. Forexample, Fireheart
is a4 lupus Red Talon female. If she mates with a packmate
who is Kinfolk, any Garou she bears would be considered
lupus. And even if Fireheart mates with human Kin while
in her two-legged form, any werewolf children from that
union are still lupus. Female werewolves who bear off-
spring always wear their breed form when giving birth.
The only exceptions to this rule are the unlucky females
who bear metis. If they didn’t assume their Crinos forms,
they'd assuredly die from the experience. Note too thar
every so often, a werewolf child is born to an ordinary
human or wolf mother who may be many generations
removed from werewolfand Kin. Gaia alone knows whom
to choose as her warriors.

Each breed has its own strengths and weaknesses, and
each group has a slightly different connection to Gaia. For
example, many lupus believe that their link to the Wyld is
stronger than that of homids. Then again, some homids
become more wolfish than human, while a few of their lupus
brethren discover that they like living in their two-legged
forms. Homid and lupus alike generally scomn the deformed
metis as sick reflections of Gaia's own malaise. Whatever
the case, all three breeds provide interesting hooks for
developing unique and flavorful characters.

Homisd

Youwere born to a two-legged mother, wha may or may
not have been awerewolf or Kinfolk. You grew up among
humans and leamed how to live in their society. Yet some-
thing always set you apart. Other kids found you weird, and
your feisty temper brought on heaps of trouble miore than
once. As you inched toward puberty, hauniting dreams
pestered your nights. Maybe you'd wake up craving raw meat
or drowning in a cold sweat. Chances are, soméene, perhaps
adistant relative, watched you from afar and took you away
before your Change, which ended whatever life you may
have led. Now you know the realities about yourself and
your true people. Even if you really winted to go back, it
would be too bard. You couldn't possibly explain o your
human family what really happened.

Homid characters have no limits on whav Abiliries they
may have. They're skilled with all kinds of modern machin-
ery, like cars and computers, and they often have a knack for
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understanding both abstractions and concrere reasoning in
subjects such as economies or algebra. In their breed form,
homids can also handle silver with no Gnosis penalty.

But being born human has some downsides, though.
Homid characters are generally less intuitive and percep-
tive than lupus or metis. They're likely to rely on what they
see and hear, rather than what they feel. Moreover, their
innateé connections to Gaia are weaker, as represented by
their low starting Gnosis. Humanity has simply grown
apart from the spirit world. Finally, the other breeds have
some understandable concern that homids outnumber all
other werewolves. The lupus fear especially that homids
will prove dominant and desert their wolf cousins, This
concern makes for some definite tension when the two
groups tangle unexpecredly.

Nicknames: Apes, Two-Legs, Monkeys

Initial Gnosis: |

Beginning Gifts: Master of Fire, Persuasion, Smell of Man

et

Metis rank in the lowest e¢helons of Garousociety, for
they are the offspring of lawhreakers who-disobeyed the
Litany and mared. It's a hard; thankless life that's made no
better by the fact that all metis bear some kind of obvious
deformity. Most werewolves point to this setback asa mark
of Gaia’s displeasure;others call it evidence of corruption; A
fewargue that roo much werewolf blood is a bad thing — no
flesh can contain such pure blood wi_i;h_c_lr[ developing a
flaw. Whatever theiase, you'vesurvived from a hard birth,
through years of living only inyour Crinos body (the natural
form of a metis), to finally undergo your First Change.
Whether your parentsraised you =—asan outcastamong the
sept — or long-suffering but deveted Kinfolk did, you're
now ready to take your place in thesept. Unlike homids, you
have a lot of knowledge about werewolf sociery already —
the good, the bad and the very,wery ugly. Your birthright has
toughened your body, your heart and your spirit. Only time
will rell if you maintain yourdignity and honor or let your
dire Rage consume you utterly.

Metis characters haveno restrictions on Abilities. Like
homids, they can understand various theoretical concepts
that puzzle the lupus, But like their wolf relatives, the metis
also have cunning instincts. While most lupus and homid
werewolves would never admit it, the metis have many of the
best parts of being wolf and human.

The downside, though, is the mark of deformity that
all metis bear. While a few who can do so may try to hide
their defect, others reject the sham as dishonorable. They
have to bear it, and so should everyone who sees them,
Another flaw of this breed is that all metis are sterile; none
can sire or bear children. In a race of beings that is
dwindling, this flaw is ironic, especially since the number
of metis has grown in recent years.
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Nicknames: Mules, Bastards, Obscenities

Initial Gnosis: 3

Beginning Gifts: Create Element, Primal Anger,
Sense Wyrm

Deformities: Every metis character must have one
deformity, chosen during character creation. And while
some deformities may have minor benefits, the bad should
always ourweigh the good. Storytellers should encourage
players to choose defects that complement their character
concept. Some possibilities for metis deformities include:

¢ Albino

You have no melanin in your body, no matter what form
you take. As a result, your skin is faintly pink, and it bums
easily, sostay out of the sun if possible. Your hair is stark white
(not silver) and your eyes are blood red, which makes you a
real anomaly among the werewolves. Take a +2 difficulty
penalty on all FPerception rolls if you're trying to operate in
bright light without your protective clothing or sunglasses.

» Blind

Whether you have two eyes in the right place that
don't work, or no eyes at all, you are rotally blind. You fail
any rolls involving vision automarically. At the Storyteller’s
discretion, though, you may take occasional bonuses with
other sense groups.

* Fits of Madness

Mental iliness plagues you on a periodic basis. What-
ever your malaise, you rend to fall to pieces when you get
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stressed. Make a Willpower roll (difficulty 8) whenever
situations get tough. Scoring any less than three successes
makes you go quietly nuts for a while.

® Hairless

You have ne hairor fur in any of youe forms, making you
a weird sight indeed. Take a +1 difficulty penalty to all
Soeial rolls. You might be able to avoid this penalty among
humans when you're in Homid form, although some people
will be put off by your complete lack of hair even then
(particularly if they note your lack of eyebrows).

¢ Horns

A pair of horns sprouts from your brow. They may be
like those of a ram or goat, or perhaps you have a small pair
of antelope-like antlers. You might even have a single short
horn like a unicorn’s. Whatever the shape this disfigure-
ment takes, you suffer a +1 difficulty penalty to all Social
rolls, and you are likely to be even more heavily scormed by
your fellow Garou. (Horns are a mark of prey, not of a
predator, after all.) If you actually try to attack with your
horns (which may do Strength + | bashing damage at best),
you will likely lose some amount of Glory Renown for
fighting like a prey animal instead of 2 Garou.

® Hunchback

You were bomn with a front-to-back or side-to-side
curve of your spine that's worsened as you've aged. Not only
does it give you a negative social stipma (+1 difficulry

!




penalty to Social rolls), it also impedes your movement,
adding a +1 difficulty penalty to all Dexterity-based rolls.

* No Sense of Smell

You have no olfactory nerves, so your sense of smell is
nonexistent. This is an unfortunate thing fora creature who
relies so much on her nose. You fail all Perception rolls
involving smell auromatically, and you suffer a +2 difficulty
penalty to track prey using your Primal-Urge.

* No Tail

Nort having a tail creates serious communication prob-
lems with others of your kind. You take a +1 difficulty
penalty in all social situations while in Lupus, Hispo or
Crinos forms. Likewise, your sense of balance suffers. You
take a +1 difficulty penalty to Dexterity rolls as well while
wearing those forms.

» Seizures

When you're under the gun, you lose control of your
bady. When you botch an important roll, make a Willpower
check (difficulty 8). Scoring less than three successes makes
you writhe uncontrollably until the Sraryteller tells you to
make another roll. You can take no actions while experienc-
ing a seizure.

® Tough Hide

Your hide'sas tough asold leather, and it’s wrinkled and
dry with spotty patches of hair. Your Appearance can never
be greater than 1, plus unbearable itching and hot spots are
constant aggravations. On the positive side, you get an extra
die on soak rolls, but it's only a small advantage to weigh
against your smelly, scratchy hide.

* Wasting Disease

Your constitution is notably weak. You cough and
wheeze, and you can't keep up when your pack trots along for
hours on end. Take a +2 difficulty penalty on all Stamina
rolls, including soak rolls.

* Weak Immune System

Unlike other Garou, you carch almost every germ thar
comes along. Sniffling constantly and often suffering from
flu-like symptoms, you don't have the same ability ro resist
damage that others have. Because of your condition, you
have no Bruised health level. When marking damage, begin
at the Hurt level.

e Withered Limb

You have four limbs, but the muscles of one are atro-
phied, leaving it withered or paralyzed. Depending on your
form, you can't walk well, and vou run more slowly than
other werewolves. You incur a +2 difficulty penalty on all
Dexterity rolls when trying to use this limb.

Loy
(Gaia's passion runs deep within your soul, for you were
horn in the wild as a wolf. You rose through the natural

hierarchy of the pack instinctively, perhaps becoming the
alpha, even though you sensed that you were somehow
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different from the others. Then you learned the truth: You
weren'tanordinary wolf. You were ashapechanger; awerewolf.

Now you rin with a werewolf pack, and you try to see
the wotld thraugh new eyes. The human part of you is often
difficule to understand; speech, for example, is layered with
more NONSEnse -than is fiecessary. And those strange man-
ners! Toyou, everycreature hasa rank and place, and sociery
is no more complicated than thar. Those who rank highest
cat firstand expect greeting and respectfrom those whorank
lower. Yer the homids haye complex rituals for everything,
from greetings to meals, and they speak of strange concepts
like equality. To youytheyiseem to ignore the wolf in them
overmuch. That's sad, because one thing you do undérstand
is that the number of lupus werewolves lessens with each
passing year. And every pup is precious.

While you have a number of advantages, including a
strong body and keen senses, you also have some limitations
in that you know little abour technology. Likewise, you
don’tfollow human logic and reasoning. Yourely instead on
the powerful instincts Gaia has given you, which is reflected
in your high Gnosis. However, beginning lupus characters
have restrictions on purchasing certain Abilities, since they
lack knowledge about human ways of life.

Nicknames: Feral Ones, Four-Legs, Fleabirers

Initial Gnosis: 5

Beginning Gifts: Hare's Leap, Heightened Senses,
Sense Prey

Restricted Abilities: Beginning lupus characters cannot
take the following Skills and Knowledges. Youmay, however,
use freebie points to purchase them, perhaps as a resultof your
character’s prelude. Similarly, you can use experience points
to add these Abilities as a result of “rraining” in the course of
the chronicle (which is a chance for Storytellers with a sharp
sense of humor to have some devilish fun).

Skills: Crafts,; Drive, Etiquette, Firearms

Knowledges: Computer, Law, Linpuistics, Polinies, Science

egff Yoars

Lupus and metis reach maturity more quickly than
homids. A metis hits adolescence between eighr and
10, and a lupus is usually full-grown after just a year or
two. However, all breeds age at the same rate once they
underzo their FirstChange. A lupus can outlive genera-
tions of wolves, although rumors circulate of unlucky
souls somehow cursed to age as wolves do, dying before
their second decade. Even so, most werewolves are
theoretically capable of reaching the hundred-year
mark or even beyond. It is the rare, rare werewolf,
however, who has the luxury of dying from old age.
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Auypvices

Regardless of their breed, all werewolves feel an inexo-
rable pull toward Luna, sister of Gaia. Whether she shines
on them with her full face or hides from view, they take
comfort from her company and guidance. Luna is the one
who shows a werewolf whar his path and role will be in
Garou society, and this path is called an auspice.

An auspice is many things: It reflects the werewolf's
general personality traits, atritudes and interests, as well as
his duties in the pack. All auspices are important, for no
werewolf can be all things to his people. As many different
auspices are included in a pack, the unit grows stronger asa
whole from the diversity of its individual members. Auspice
alsodetermines the inner Rage of the werewolf. Some Garou
mothers try to use herbs or other methods to induce labor
under a specific moon, which is one of the reasons that
Ragabash and Ahroun are roughly as common as the other
three auspices, even though the full moon and new moon
appear only half as ofren as any other phase,

Each young werewolf studies with an elder of the same
auspice, learning particular Gifts and the role Luna has
decreed for him in werewolf society, Werewolves often
introduce themselves by auspice when meeting others.
Whether the werewolf was born under a waxing or waning
moon also has some bearing on his auspice and tempera-
ment. The waxing moon is asignof rising Rage, while the
waning moon hints at a t_:-_:)_cik:r, more somber pcrsnualit_&'.
Players might rake this aspect of a character’s auspice into,
account when considering somé of the character’s minor
personality quirks,

Tryas they might, some werewolvesfind thar they are not
suited to their auspice roles, Even thongh doing so is a direct
insult to Luna, they may change auspices by renouncing their
former auspice and identity through a Rite of Renunciation.
This rite is a grave:thing for any werewolf to consider. In
addirion to losing any formérrank and Gifts o begin in his new

auspice at Rank 1, he will face the deep mistrust of others until
he has proven his decision more than justified, if not for the rest
of his life. It is no small thing to spum Luna’s wishes, but
sometimes a Garou must follow his heart.

Trber

If breed determines a werewolf’s blood and auspice
determines his destined role, then tribe can be said to
determine his family. A tribe is more than a simple ethnic or
idealistic classification — it is a social unit of werewolves
bound together by blood, ideals and spirit. Tribal affiliation
brings with it many responsibilities and even unasked-for
rivalries — bur it also offers a kinship of purpose.

A werewolf’s tribe is not a matter of genetics — itisa
societal bond made stronger by the parronage of a powerful
totem and often by blood ties. A werewolf usually joins the
tribe of his ancestors, alitbough sometimes that fsn't an
option — a Silver Fang born to a less than purebred
bloodline may have to seek acceptance among the Glass
Walkers, or a bitter lupus can reject his Children of Gaia
ancestors to join the Red Talons. When a cubundergoes the
Rite of Passage, the totem of the tribe initiating him chooses

whether toaccept him or not— if the tribal totem approves,

then the cub is part of the tribe, finally a full-fledged Garou.

. 1t's said that the Garou Nation wasn't always divided
intotribes — that the contzoversy of the Impergium split the
One Tribe into sixteen Over the millennia, the tribes have
dwindled; one has fallen to the Wyrm, two are dead and the
fourch has left the Nation. Still, the twelve tribes that
temain are tigh y knit groups, dedicared ro waging the war
of Apocalypse until their last breath, for the sake of genera-
tions yet to come. The tribes do their best to maintain their
tribal heritage, but theyare forced to cooperate even more
closely with one another in these trying times — or else
there will be no heritage and no generations ro give it to,
only desolation and exrinction.
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Raﬁabas/\: The Neww Moon, The Trickstfer

Only a real fool ignores the wisdom hiding in the
guise of the trickster. She brings mirth to still the
anger between two hearts and humility to those who
need a dose in full. Moreover, the New Moon often
has clever insights that make her a worthy advisor (or
conniver). The Ragabash occupies an odd place in
werewolf society. Many distrust her unpredictable
mannerisms and peculiar sense of humor, but she’s
usually welcomed and given afree hand in the day-to-
day life of the sept. The New Moon enjoys a rare
flexibility within the normally rigid strictures of
werewolf society. When there’s tension in the air, the
Ragabash is usually the one to lift it, even at the risk
of a claw raking across her exposed, laughing throat.
She shows a different kind of courage than th:e war-
rior, but one that clever elders dot i

As the “questioner of the ways, i
has an obligation to play devil® ate.
New Moon is more than being givena mense o pldy
pranks or undercut authority— it is a real responsi-
bility. The Ragabash must question traditions and
decrees not rcﬂemve'{y. bur rather from an informed
point of view. It isn't enough tolcast doubt on an
elder’s proclamation; the Ragabash must have a solid
argument supporting her contrary views. It's her task
to make certain that her packmates see both sides to
every issue, to be sure that they're taking the right

option, not just the most obvious one. Of course, the
Ragabash’s penchant for cunning, sly tactics and
subtle Gifts also tends to bestow a certain amount of
responsibility as a scout, saboteur or even assassin.
The new moon is the moon of stealth, and its chil-
dren are the ones charged with using that stealth for
the Garou's benefit.

Initial Rage: 1

Beginning Gifts: Blur of the Milky Eye, Open
Seal, Scent of Running Water

Stereotype: The Ragabash born as the new moon
waxes is usually light-hearted and capricious while one
birthed under the waning new moon has a slightly
more.wicked and ruthless streak. All werewolves of
this auspice have keen senses of humor, and they try to
find some wit in everything. If they have a flaw, it lies
in not knowing how to show their sincerity. It’s not
that the Ragabashican’t be earnest, quite the contrary.
It's just that she may have trouble convincing her
packmates when she means business. For this reason,
as well as their ingessant tricks, many werewolves

unfortunately give little respect to the Ragabash.
Quote: Scorn noe my counsel, warrior. I am born
under no light of the moon, and I am used to a view from
the shadows. The werds of your lips don’t necessarily
reflect the inclinations of your heart. Leave subtlety to
those who can use it better than one such as yourself.




T/\evm)r e: The Crescent Moon, The Seer

As Luna's most slender light shines on her sister Gaia, she reveals secrets of the spirits !

and their vast realms. The Theurge is the child of the crescent moon, and he is wisest in
the ways of the Umbra and its inhabitants. Some call these seers the daydreamers of the
werewolves, and many do seem to be a bit detached from their brethren. They can see and
hear things that others cannot, as if they live half in the world of the physical and half
in the world of the spirit. For all his alien solitude, though, the Theurge holds an
important place in any pack. Without him, the werewolves would forget the spiritual side
of their nature, They might wander lost and blind if they did not have his visions
and dreams to guide them.

|

The Theurge is usually his pack's ritemaster, the one who knows the
most rites and rakes the responsibility of performing them for the pack’s
benefit. He is also the one who typically negotiates with encountered spirits,
as the one most likely to speak their language and understand their
unusual modes of thought. The Gifts of the crescent moon assist the
Theurge in these endeavors, although it also takes a certain kind of
mentality to learn to “think” as spirits do. The closer a Theurge
grows to his spirit allies, the less familiar he becomes to people used
to thinking in more physical rerms.

5

Initial Rage: 2
Beginning Gifts:

Mother's Touch, /—ﬁ}' -
Serise Wyrm, Spirit "i '\L./,_ ._‘\\*

Speech )\_,-"_,
Stereotype: f\{k\w
(LN R

|
Only an idior would )

call a Theurge cryptic or ./
equivocal to his face, but

many of the Crescent Moons live up to
the stereotype. They have a
penchant for speaking in %
riddles and spouting off enig- \ )
matic sayings, simply because iﬁ =
trafficking with spirits has /

made such ralk second na- /
ture to them. Those { | i
Theurges born under the | | ( /
waning moon are appar- z//
ently more adept at binding
and foreing spirits to their will
(and battling evil spirits to boot), while a Theurge brought
forth under the waxing moon has a more charming, cajoling
manner with denizens of the Umbra.

Quote: Look, my child, notwith your exes, but with your heare. s
Listen to the whispers on the wind. The sounds you hear arenotmerely leaves brushing
on grass, No, those are the very spirits we have called to ws this night. Honor them as
they hate blessed our caern with their presence.
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Phifodox: The Half Moon, The Mediator

The half moon reflects the dualities of Garou natures: wolf and human, flesh and spirit, fury and wisdom, darkness and
light. The Philodox is counselor, mediator and lawkeeper of the pack. Just as the Ragabash lives for laughter, the Philodox
is born with the wisdom and desire to judge fairly the actions of her people, be those
actions bright or ugly. She can't help bur try to solve every dispute that falls in her path;
such is the tole Luna has destined for her. In times of peace, the ranking Philodox is
often the leader of the pack. In times of war, she may well give over this mantle to the
ranking Galliard or Ahroun. A wise Half Moon bears no grudge and understands that
stepping down in such situations is likely for the best. Among the ultra-
competitive werewolves, this behavior exemplifies her natural desire for
balance and order more than any other.

The Philodox often takes the role of alpha in her pack, although it’s
more common for Ahroun to lead in times of war. Whether she gains a
leadership position or not, she's expecred to remain impartial where
her packmates are concerned; it's a poor Half Moon who favors one
packmate over another. The Philodox also has the responsibility
to keep the laws of the Garou in mind — if a packmate is
straying dangerously close to violating the Litany, the
Phllodo\ bhOUld bL the 'l‘s‘te e to notice and warn

This responsibilry
; '_-gue)d Philo&ox is

'horn under Lunz\‘s waxing gaze.
1ay instead be edgy and perperu-

1 ,hlltadﬁx. far guldmce
g 'ﬁgbr’ 1 wuuid have Ehuught

squabblmghkc pupst" I,,gwame ﬂmw""'lesmy And
no silver-tongued words from either of yow. Just the facts,
you hear me?

i




Galliavd: The Gibbos Moo, The Moon Dancer

TheGalliard, beloved of the nigh-full moon, is joy incarnate in hissongs, stories and poetry. The beauty of Luna’s gibbous
face inspires him to great deeds on the battlefield as well as around the moot fires. He keeps the traditions of the werewolves
perpetually alive through lore carried from generation to generation. A Galliard can rouse the pack
from self-pity and suffering when their claws are needed for battle; he can cause even the stodgiest

Philodox to weep her heart’s last tears just as easily, should the occasion call for it. The
B entertainment of the Galliard takes many forms. He might be a dancer, a storyteller,a musician
or a bit of everything rolled into one. When peace turns to war, the Moon Dancer may well
lead the pack. And when tranquility comes again, he'll sing laments for the fallen and epic
sagas for the brave survivors who still walk Gaia's sacred places.

A Galliard's role is a tricky one. He must be the lorekeeper of his pack, well-versed in
Garou history and able to reach others to learn from past mistakes. He is also the one who
4 recounts his packmates’ deeds of bravery, wisdom and honor at moots, ensuring that they

o are properly hon-
Pored for their ef-
forts. In many cases,
the Galliard is also
the one who negoti-
ates with mortals and
others, just as the Theurge
bargains with spirits and the
Philodox reasons with other
Garou. The talented Galliard
has a fine memory, a glib tongue
and a brave spirit; his job isn't easy
by any measure, and he needs all the
talent he can muster.
Initial Rage: 4
Beginning Gifts: Beast Speech, Call of the
Wyld, Mindspeak
Stereotype: Galliards are all the passion of the
werewolves rolled up into one feistyand creative package.
They're completely unréstrained in their variousmoods, and
they're damn hot-tempered to boot. Moon Dancers born
under Luna's waning face have dark, consuming passions;
they refate rales of doom, war and sacrifice. The waxing-
moon Galliards, by contrast, are almost giddy in their
revels, full of songs of wonder, conquest anid joy. In the
pack, the Moon Dancer keeps everyone’s spirits up, even
in times of terrible hardship. Without the Galliard's
song, many are the werewolves who'd have given up,
4-5'%]. even in sight of victory.
\ Quote: Surely I've tegaled yow with the story of
\ Gunnar Draugrbane, the fiercest warrior ever to sail the
i Y sea. N2 Then share mymead and stoke the five! Thenight
is young, and I feel a great inspiration coming to me from
Fenris himself.
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Ahroun: The Fll Moon, The Warvior

The Warrior basks in the full glow of Luna, the
silver light illuminating his all-consuming Rage. He
doesn't hesitate to strike fatal blows; rather, he often
doesn't know when to stop his killing. All werewolves
are fighters, but the Ahroun is the most destructive and
vicious of all Gaia's children. Even the young among
this auspice are fearsome to see. The old ones are few,
perhaps because the Ahroun don's fear death in service
to Gaia, and those elders who do live are likely among
the greatest werewolves of legend. The Full Moon knows
no cowardice, only histhirstfor batele. Like the Galliard,
the Ahroun is an inspiration to his people, but for
tactical acumen, physical prowess and might rather
than prerty words. When
peace falters, he rakes
the reins of command

asis his due, being the
first to lead his pack
into the fray and the \
last to fall should they
meet defeat.

The Ahroun's role in the pack is simple — he must be
the consummate warrior, able to physically defend his
weaker packmates as well as provide the right tactic for any
circumstance. As much general as berserker, the Ahroun is
the very definition of Gaia’s champion.

Initial Rage: 5

Beginning Gifts: Falling Touch, Inspiration, Razor
Claws

Stereotypes The term “hell on wheels” doesn't begin to
describe the raw strength and courage of the Warrior. A Full
Moon werewolf is on the edge constantly, seething with
Rage, spoiling for a fight ar every turn. The waxing-moon
Ahroun is almost a fanatic about proving himself, while the
Wairio;_'ofighe waning maon seeks to assert hi':s deminance

over others. They're all damn omery and hard to get
along with, but any werewolf is glad to have
one around in the thick of a fight... assum-
ing they're on the same side.

Quote: Out of my way, peacemuaker!
The only thing these honorless sewm will un-
derstand is my claws sinking into their throats and
the warmth of their blood washing us both in itg heat
as I send them back to the hells they came
from! Move aside, or'yom too
may feel my weeth chewing
up your heart!
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ﬁmc furiés

The Black Furies practice feminism with s vengeance.
According to legend, Luna first gathered thisicult of warrior
women in Ancient Oreece. Incarnate as Artemisthe Huntress,
the goddess appointed she-wolves as the defenders ofthe Wyld.
Since then, the tribe's followers have inspirdd legends of female
heroes. Elders claim that the tribe has been respansible for

warrior Amazons, vengeful Maenads, Lysistrata's political re-

volt, Queen Bodacea’s military prowess and even the Norse
Valkyries. The tribe accepts only women into its ranks, often
recruiting werewalf cubs infuriared by the chauvinism or séx=
ism of other tribes. Their version of gender bias is often called
hypocritical, but it is based on a culture thar has developed for
thousands of years. For most Furies, their driving belief is simply
that women are worthy of respect and reverence.

Throughout history, rumor had it that Black Furies gave
hirth exclusively to female offspring. In tuth, some Firies
ceremoniously killed their male children; the rest gave theireubs
away. The only exceptions were the metis; for reasons unknown,
the Furies have several metis among their ranks. These days,
though, the Furies give away male cubs to be raised by other
werewolves, but in return, they demand the right to recruit cubs
raised by other tribes. The Furies have forced their rivals to treat
female cubs with respect, nor by intimidation or insults, but by
offering an altemarive. Contrary to stereotype, they do not
demand that their cubs *hate all men.” Instead, they give women
a chance to voice their beliefs openly. .. and act on them,

No two Furies interprer the tribe’s philosophies in quite
the same way, bur a few cultural standards are constant. The
Furies are known for their mystical wisdom, fierce pride and
political fervor. Honor is theirmost prized virtue; if a Black Fury
givesherword, she'll go through hell to keep it, The tribe’s Gifts
and spirit allies demonstrate a primal connection to the Wyld,
and they are often summoned up to defend the natural places
of the world. Fury protectorates are among the most beautiful
and sacred places in creation. In fact, many Furies see them-
selves as aspects of the Goddess herself, since they share a
deeper bond with Gaia than any ordinary man.

Inreturn for these gifts from the Gaian Goddess, each Fury
also has obligations to the tribe as a whole. First and foremost,
they must attended private tribal moots regularly, at which wise
women lead complex and beautiful rites. Kuklochoros are infor-
mal moots where human women are invited to attend, often to
learn the ways of the Goddess. During the Burning Times of the
Renaissance, many such gatherings were mistaken for witches’
sabbats, Ulaka magelis are for Black Furies alone, for only they
have the strength and stamina to endure the lengthy and deeply
emotional rituals involved. The tribe undeniably has its own
version of discrimination, but this practice is often necessary to
explore their deepest tribal mysteries and keeping them secret
from the patriarchal societies surrounding them.

In Greek myth; Belleraphon, a heto whose mastery of
animals allowed him to conquer a mythical beast and travel
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throughout the world, tamed Pegasus, In the Gaian version of

this myth, Pegasus — the Furies' totem — gained a great hatred
for'the man who had mastered her. Furies retell this legend in
their own image, using it as an example of man's need to rein
i mature and explolt mystical power. Of course, the tribe
reveres other torems as well, from Owl and Panther to the
Muses and Medusae,

Tribalists who share similar beliefs gather in camps called
lulelos or*circles.” Black Furies who have allied themselves with
werewolves from other tribes may still act on behalf of 4 kuklos
periodically, often recruiting other members of their pack to help
them out. Each circle acts with a high degree of autonomy,
although all must eventually report 1o the Inner and Outer
Calyxes, the high councils of the tribe, The elders of the Quter
Calyx are well known, as they are chosen with a great deal of pomp
and ceremony. The [nner Calyx keeps its leaders and activities
secret, much to the annoyance of the tribe'’s cubs and cliath.

The Furies also possess treasures and fetishes, which they
see as only fit for members of their tribe. When these posses-
sions fall into the wrong hands, women warriors rush out to
retrieve them. Such extreme activities account for many stories
of vengetul and misanthropic Furies. However, despite the
preconceived notions of other werewolves, nor all Furies are
radical in their beliefs. A few camps are particularly harsh in
their attitudes toward men, but these camps often form their
own packs composed entirely of their own followers. Many
Furies run with packs that accept other tribes; unfortunarely,
they sometimes find themselves at odds with the most extreme
and intolerant elders of their own culture.

The battle lines between cliath and elders are clear. While
many of the oldest Furies are quire set in their heliefs, young
cubs entertain very revolutionary cancepts of gender, warfare
angd Garou society. Not every Black Fury believes in “stomping
man’s face firmly into the mud,” but all members of the tribe are
known for their tendency to speak their minds, directly and
forcefully, no marter how unpopular or dangerous their ideas
may be. In doingso, they risk alienating others within theirown
tribe and invoking the wrath of the tribal elders. While a
“woman who runs with the wolves” may choose to ally herself
with anyone she pleases, the elders of her tribe still encourage
her to take up Gaian causes shared by her sisters. Thus, the
struggle between the old and young continues. In her name, the
Furies will avenge any crime against women, insult toward the
Guoddess or defilement of her creation.

Appearance: Although the tribe eriginated in Ancient
Greece, the Furies have since spread throughout the world,
adapting to (and changing) a wide array of cultures. In Crinos,
Hispo and Lupus forms, their fur is unusually dark, often with
white, gray or silver highlights. By ancient law, the only males
among the tribe are the metissonsof other Furies. Ancient Greek
ars depicts homid Faries as graceful, lithe warriors, bur 21st
century Furies resent being portrayed under any one stereotype.




There is no universal standard of beauty or grace within the tribe,

just as there is no one approach to feminism. Despite endless

debates over politics and practice, no other group of werewolves

can gather together urban punks, modern Amazons, feminist
inrellecruals and aging grande dames so effectively.

‘ Kinfolk: Most Furies appoint themselves as the protectors

of women, taking crimes against their gender wirth deadly graviry.

Female Kinfolk often find themselves in hostile or dangerous

lives before they're discovered (and sometimes rescued) by

. their Garou relations. Male Kinfolk are numerous, as they

are essential ro the tribe’s survival. Their contact with

the tribe is vsually mundane, and relations are usually

held ourside sept grounds. Male Fury Kin are most

often set 1o work cultivating influence in the hu-

man world, and

some are
rreatedaslittle
more than breed-
ing stock. Nonethe-
less; while many Furies dem-
onstrate open impatience with
men in general, this impatience
does not preclude them from de-
veloping deep and soulful des
with individual males, some of
which last throughout their en-
tire lives,

Territory: Throughout
most of the tribe's history, the Fu-
ries have heen exceedingly reclusive.
They consider it their religious duty to
protect the last places sacred to the Wyld.
As the Final Days approach, however, they
have fewer places left to hide. Mystical

wards once protected tribal lands from

intrusion, but such barriers have been fading steadily. Warrior
women still defend sacred groves and islands staunchly, but an
increasing number of Futies are migrating to human cities,
drawn to political action, protest and resisvance. I their hidden
glens and groves have been seized, then perhaps it's time to take
the battle to the front lines. The time for hiding is over.

Tribal Totem: Pegasus

Initial Willpower: 3

Background Restrictions: None. You got a problem
with that?

Beginning Gifts: Breath of the Wyld, Heightened Senses,
Sense Wyrm
Quote: The testosterime’s getting a little thick around here. |
say we let the men keep arguing for a few more hours and set
e off onourown. Lecthem keep posturing at themoot, We've

e

e N gotwoman's work to do....

Sereofypar

Flight-of-Eagles, a Black Fury Ahroun, sizes up her
rivals:
Bone Gnawers: They're pitiable creatures, bur they're
also useful to anyone who offers them sympathy... or free food.
Just remember to stand upwind from them.

Children of Gaia: I admire anyone who speaks so boldly for
what she believes in, especially a cause as admirable as peace.

Fianna: Passionate, artistic and positively pagan in their

, celebrarions — what's not o like! Then again,
¢ gerting hit on ar their parties does ger old.....
Get of Penris: Their egos are as bloated as
their muscles. If a Get ralks too much, the only way to
shut him up is to kick his ass.

Glass Walkers: It's good to have contacts in the big city,
so most of them are worth knowing: The cities are bad enough
without their help.

Red Talons: Best leave them to the wilderness. Their
hatred of the human race is offensive, to say the least. Ler’s just
say | don't have much patience for race-hatred, okay!

Shadow Lords: Devious, treacherous, manipulative
you've heard all this before, haven't you? Despite all that, a Lord
can give you great insights into your enemies’ schemes. .. and
maybe betray what you're thinking to them, if you're norcareful.

Silent Striders: Good traveling companions. Of all the
other tribes, they're the best allies to have when you're on the
move, whether that's in the depths of the Umbra or the heart
of the wilderness.

Silver Fangs: Perhaps they're a bit vain about their past,
but every so often, one rises to the occasion and proves he's a
hero. Don't count them out just yet.

Uktena: Don't ger me wrong. | don't mind having an
Uktena tell me whar to expect from the Wyrm's minions. I'd
just feel safer if I knew how he found out.....

Wendigo: They deserve a danm sight hetter than what
they've got. | feel great sorrow for all the bigotry they've faced.
If only they regarded us with the same esteem...

Stargazers: [ rrusted the Stargazers to watch/my back.
They don't think we're worthy of the same? Their loss.
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Bone Gnawers make

Narion, Most other
tribes regard thetmn as
lirtle more than pa-
therie scavengers hiding

insist that they're dog-paddling
in the shallow end of the gene
pool; after all, if their cubs were
capable of joining other tribes,
they would have done so by now.
Many werewolves treat the tribe
with contempt — or at least
regard the Gnawers as a pack
of comic fools — yet the tribe
is also the populous one in
the world. In a realm where
other rtribes
have failed

— hidden within the heart of
humanity — the Bone Gnawers
have prospered.

Their patchwork pedigrees
can he traced back to India and
Northern Africa, but the tribe’s
pups can be found anywhere pov-
erty is present. Throughout hu-
man history, they've lived on the
fringes of human society,
whether as peasants, serfs or
commoners. Always the under-
dogs, their history is filled with

up the dregs of the Garou

in the cities of men. Rivals

stortes of helping the “common man" triumph despite impos-

sible odds. Bone Gnawers tell tales of their ancestors aiding

‘Robin Hood, fighting in the American Revolution, rounding

up aristos during the French Revolution and even supporting
the proletariat in the Communist Revolution. Other tribes
laugh these stortes off, elaiming that the tribe drinks too much
had hooch, but cubs and cliath listen attentively, finding the
inspiration to keep fighting.

While other tribes may threaten and intimidate to gain
power among their own kind, seprs dominated by Bone Gnaw-
ers are usually strongly communal or staunchly democratic.
Afteryou fall through the cracks of human society, they reason,
everyone you find at the bottom should be considered equal.
Despite this welcoming attitude, the tribe still maintains a few
secrets and traditions away from outsiders. Others consider
their rotems and rituals bizarre, to say the least. Whether
they're sacrificing cheap wine to the Great Trash Heap, singing
Frank Sinatra songs to summon the New York City Father or
leaving peanut butter for Elvisand the American Dream, Bone
Gnawers revel in behavior that outsiders would consider just
plain nuts. Yet, they insist that what they're doing is sacred.
Everyone has a say in a Bone Gnawer sept, but some of their
opinions are straight out of the ozone.

Dirty and mangy, ill fed on a diet of leftovers and scav-
enged food, Gnawers are generally cynical and world-weary,
but they also cultivate street smarts and a wicked wit. Just as
cannily as they scavenge food and tools from dumpsters and
refuse, they unearth secrets on the streer. Although their
appearance may be pitiful, they are as well suited to guerrilla
ractics and urban warfare. Like rats, they gather in unexpected
and hidden places, atrack in numbers, and scurry back ro safery.
[f others consider them madmen and fools, so much the berter
— surprise attacks are far more effective, anyway.

Lofty Garou ideals have no place wirhin the tribe, for
practicality is paramount. They value freedom and hard-core
survival above all else. Most have great sympathy for folks on
the skids, and they often recruit down-and-out humans (and
other desperate supernatural creatures) as allies. Tribal elders,
addressed respectfully as “mothers” and “fathers,” watch care-
fully over the extended families that result. Along the way, they
developafierce hatred for humans who exploit others, whether
through greed or callous apathy, Therefors, generosity is an
important measure of status within the tribe,

While most werewolves tend ro think reflexively of the
Gnawers as an urban tribe, some of their camps and Kin
prefer rural septs. The Hillfolk live very simply in the
Appalachians and throughourt the rural Seuth, following an
old-fashioned way of life as “sons of the soil” (what others
would call “hillbillies"). A more infamous camp, the Man-
Eaters, keep theiraffiliations well-hidden, for cannibalism is
forbidden by both the Litany and human law. Some hunt in

!




the most decadent and decayed realms of major cities, bur
most prefer to retreat to the wild, emerging to hunt only
when absolutely necessary.

The tribe has a reputation for being very... cosmopoli-
tan... because of its talent for urban survival. Only the Glass
Walkers feel as comforrable in cities, and then only because
they are able to afford the very best human luxuries. Gnawers
are masters of scrounging Sruff, Loot, Junk and many other
varieties of trash that others would consider worthless. Many of
their rites and Gifts allow them to survive in urban hellholes,
even if it's on a diet of cardboard and dry macaroni. They are
masters of begging and groveling, both in human and Garou
society. Spare change can fund a Bone Gnawer feast, and every
dumpster overflows with bounty... as long as you know how to
use the trash festering inside it. Long after the other werewolves
have been destroyed by the Apocalypse, the Bone Gnawers
intend to be the last ones standing.

Appearance: Bone Gnawers wander the streets of
mankind's major cities passing themselves off as drifters, blue-
collar types and homeless drop-outs. Even in Homid form, they
often appear mangy, scrawny, starving and feral, Using this
subterfuge, they patrol the streets. In Lupus form, their coats are
a mishmash of clashing colors, stains and smells. Some try to
pass themselves off as stray dogs or lost mutts, but any human
can sense a Bone Gnawer's muted rage and pain instinctively.
Although some have bred with stray dogs to create strange
hybrids, a desperate Gnawer can't pass himself off as anything
other than a feral and dangerous animal that's more wolf than
dog. Betrer call Animal Control, just to be sure.

Kinfolk: Gnawers often congregate in urban packs for
their own protection, adopting runaways, street kids, drifters
and the homeless into their streetwise gangs. Some of these
allies and contacts are Kinfolk; others are jusy victims in
desperate need of protection. Kin can be found among any race
or nationality in the world, bur mest such lost souls come from
squalid, or at least struggling, backgrounds.

Territory: Noother tribe knows about life on the street as
well as these mutts do. While Glass Walkers lay claim to some
of the most valuable real estate in the city, the Bone Gnawers
stalk through some of the worst. Condemned or abandoned
buildings, junkyards and landfills, dark alleyways and decaying
slums are all common hunting grounds. Not all of their haunts
are hellish, however. As the most democratic and egalitarian of
the tribes, Bone Gnawers also protect the parts of a city
established for the benefit of the average citizen. Honorable
Garou defend public libraries, museums, playgrounds, city
parks, homeless shelrers and other places that welcome the
(usually unwashed) masses.

Tribal Totem: Rat

Initial Willpower: 4

Background Restrictions: Bone Gnawers may not buy
Ancestors, Pure Breed or Resources. Such goad fartune typi-
cally falls to wolves from other tribes.

Beginning Gifts: Cooking, Resist Toxin, Tagalong

Quote: Hey, you! Stop pissin' on my damn box! What do you
think this is, a men's room? This here’s my home, and 'f you don't
zip inand run vight now, I'm gonna have to bite that thing off. You

hear me? I BITE!
Spereofyper

Piss-in-the-Wind, a Bone Gnawer Ragabash, trades what he
knows for a warm meal:

Black Furies: What cool chicks! They prove what ['ve
known all along: Girls kick ass! Tell 'em how cool they are.
That way, they'll stand in front of you when a fight’s about
to start.

Children of Gaia: Um, yeah, I'm all for peace. Especially
if it means that a sept’s going to prosper. After all, that means
more foad for everyone. Then again, the Bone Gnawers are still
the last line of defense, so there’s no way we could ever become
complete pacifists.

Fianna: Hey! I'll trade you what's in my bottle for what's
in yours!

Get of Fenris: See that Getr? Man, the guy who stuck the
stick so far up his ass must have been some warrior. They're so
full of themselves that ['m glad they'll die to protect us. [ know
that's harsh, but I'm sick of "em kicking us around.

Glass Walkers: You gotta get one of these guys in your
pack- They've got enough cash to pay for everything you need.
Ask 'em to pick up the check in restaurants. They love that.

Red Talons: | don't know how much I trust them. [ mean,
withour all the people in the world, what would happen to all
the cities?

Shadow Lords: Ugh. Creep, creep, snoop, snopp. And
they still don’t pick up the word on the street as well as we do.
They'll try to use you for whatever they can get, so make sure
you don't sell yourself short.

Silent Striders: Striders sometimes help me scrounge up
stuff when I'm traveling. Unfortunately, some of them like to
“sacrifice” little critters to Qwl. If one of them touches my rat
friends, I'm gonna hafta kick his ass.

Silver Fangs: Oh, yes, sir, Mr. Silver Fang, sir. You go
ahead and stand up in front of the whole pack where everyone
can see you. You want me to help paint that target on your
forehead?

Uktena: [t's a pity what happened to their kin. It's almost
as bad as what happened to ours.

Wendigo: Hey! Who mirmed down the hear again? It's
freezing in here!

Stargazers: Yeah, yeah. Doaor, ass, way out; all chat.
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[n ancient times, when the werewolvesgulled humansand
warred against each other, disaffected membets of the tribes
rose together as one, and called themselves the Children of
Gaia. They pled for peace and an end to the Impergium. With
amartyr's will they pled it, and enough heardtheir messigethar
the tribes were joined... joined enough to end the killing, at
any rate. Thus the Children were born-and forged, the only
tribe bom in a cry for peace. '

Today, the Children trayel from sept to sépr, pack to

pack, mediating disputes and tryingto show the Garou that
thmr common purpose<—defending Gaia — is far too impor-
tant to lose sight ofin constant skirmishes over differences.
Accord, the Children claim, is one of the best weapons they
have for fighting their irue enemies. Tathe Children, Gaia is
a loving Mother, and the Wyrm's poisonisimply stems from an
absence of her love. When boiled down to those basic terms,
they insist, the "complexities” of the tribes’ disagreements
sort out pretty quickly.

While their reputation as peacemakers does eamn some
(grudging) respect, the Children also endure a fair bit of
derision over their methods. Some call them softin the head for
wasting their time; others scoff ar the notion of pacifists ina
warrior society. But the Children of Gaia are hardly
nonconfrontational. When roused, a Child’s Rage can be
terrible, sometimes more so hecause it’s been pent up for a long
time. And the tribe understands that werewolves will often feel
the need to “pop claws and go to town.” Unfortunately,
hawever, vialence is a means that too easily becomes an end {as
the Children often say with a glance toward the Ger of Fenris).
When two Garou fight, one may likely die, and the survivor will
certainly be weaker for the struggle. The only winner is the
Wyrm. When a werewolf slays a normal, untainted human for
being in the wrong place, the human'’s loved ones suffer. And
suffering is a state that benefits only the Wyrm.

While other tribes are shrinking steadily, the Children of

Gaia are holding on surprisingly tenaciously. If they're not
growing, they are at least shrinking at a shorter rate. The main
reason is that the tribe takes in any Garou who asks. They are
rare among tribes in that they are more than tolerant or even
kind to metis — they actually trear them as equals. Therefore,
many metis seek them outto find acceptance: Also, many male
Garou born to the Black Furies find homes among Gaia's
Children. Furthermore, tribe members are always on the look-
ourt for lost cubs, and if a cub doesn’t obviously belong to a
particular tribe, the Children will make a home for it gladly.
Children of Gaia form loose packs and even looser septs.
They do not observe rank and hierarchy as strictly as do other
tribes, and while they are by no means purely democratic,
leaders try to reach a consensus among involved sepr members,
Each sept has two elders who take the lead in mediating
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disputes. They are known as the Voice of the Goddess (always
female) and the Arm of the Goddess (always male).

Asatribe, they are the most active in human environmen-
tal organizations by far. Through a vast network of srudents,
teachiers; lobbyists and'0ther Kinfolk activists, they have made
strides tn changing attitudes and pushing eco-friendly legisla-
tion that otherwise would neéver see beyond a congressman's

“thank you for your interest” form letter. Their efforts to
fmprove the situation of Native Americins has helped raise
their status n the ey€s of the Ukeena and Wendigo, although
many still grumble, “Too little, too e

Although few autside the tribe knowit, the Children are
divided @8 to how much education is necessary or even
allowable. One faction believes that certain non-Kinfolk
humans wouldnot only be ready to know the truth about Gaia
and the werewolves, hut — galvanized by the knowledge —
they would also be indispensable allies. This faction has
already recruired a few select individuals, but they would see
it become a more widespread practice: The others are wary,
realizing the price of letting the information fall into the
wrong hands. They further realize that the rest of the Garou
Nation would likely pessecute them for parting the Veil {and
thus breaching the Litany). A small but increasing minority
feels that it’s too lare for such measures anyway. The Apoca-
lypse is upon them, they reason, and there is no time for
anything except a final gathering of forces. These hard-line
Children feel that the other tribes should “put up or shut up.”
They should close ranks beside them or be cut loose to fare as
best they may. A final faction holds that, while ending the
Impergium was the right thing to do, the Garou should have
found another way ro hinder the Weaver's expansion. Choos-
ing the lesser of two evils, they say, is still choosing an evil.

Sadly, these divisions demonstrate that the Children are
having a harder rime than ever turning the other cheek.
They've been striving to promote peace for millennia, only to
find that humans and werewolves alike seem to have an
inborn need for war. For all the progress that the tribe has
made, there's still so much to be done and so little time to do
it. It's a small wonder that a rone of bitterness has crept into
the Children's howls for accord.

Appearance: Homid Children of Gaia come from all races
and cultures: Lupus Children are strong and clean of limb, with
a dappling of whire on their gray and brown coats. While Lupus
forms of other tribes radiate danger or feral coldness, Children
give off an aura of calm, quier grace that can sometimes dispel
fear as well as instill it.

Kinfolk: The Children of Gaia's Kinfolk come from any
nationality. They tend to be unusually aware of and active in
environmental and social issues, which creares a network of
contacts for their Garou relatives.




Territory: The Children of Gaia hailed from the cultures
of the Fertile Crescent and Phoenicia originally, but the tribe
has traveled for millennia to where it is needed most. These
days, most Childrensee North Americaasa fine home base, but
they are scattered across the world as needs be.

Tribal Totem: Unicorn

initial Willpower: 4

Background Restrictions: No restrictions

Beginning Gifts: Mercy, Mother's Touch, Re-
sist Pain

Quote: Of course I'm reaching hu-
mans to yespect nature instead of fear ic. We
destroy what we fear. That's why you kill
humans, isn't it?

SHereofypes

Peter Falling-Light, Child of
Gaia Theurge, voices his con-
CETIS:

Black Furies: Like us, the
Furies see the need for healing
in this world. The difference is,
they would deny that mercy to
a great many who need it.

Bone Gnawers: They are of
our blood; we can't afford 1o make
outcasts of our family.

7 4

Fianna: The biggest heans still
can't contain the mixture of joy and sor-
row they feel. | call many of them friend.

Get of Fenris: It is good to take pride in
doingsomething you love and doingirwell. ..
unless that something is mindlessly rending
anyrhing that wanders within arm’s
length.

Glass Walkers: They have adapted to

\ life in the Weaver’s domain, but can they

survive outside their fish ranks now?

Red Talons: | like theirhonesty. Don't
care too much for their bitterness, though.
Shadow Lords: The Garou
e o are here to help others, except for
the Shadow Lords, who are most
motivated to help themselves.

Silent Striders: [ envy their

freedom sometimes, but

“oandbye” is 2 word too famil-
iar to their lips.

Silver Fangs: A strong
and noble leader would surely
bind the tribes together. Is

that so blasted much to ask!?
Uktena: There isnothing we can
do o rake hack what the invading tribes did to
them, but it's up to us to heal the scars,

R\

Wendigo: We try 1o help them, but their

pride gers in the way. Their hearts burn with rage, but
their souls are bitrer cold.

Stargazers: A deep loss. They helped us end the

Impergium; we need their wisdom now more than ever.

|
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JANNA

It's said that the first Galliard was a Fianna. The more humble of this tribe shake their heads and
say, “No, not the first one, just the best one.” Hailitig from Western Europeand the British Isles in
particular, the Fianna are a tribe that indulges infits passions for music, drink, love and
fighting (not necessarily in that order). The tribe also includes the finest lorekeepers
and bards of the Garou, for they learn the rales of other tribes as well as their own.
None can match the memory of a Fianna master bard, who can recite a clan
generation by generation easily back thousands of'years. Garou from other
tribes come to the Fianna to learn the old stories of heroes and battles, lists

of lineages and tales of rragedy. Members of Stag’s tribe are often called { ’
to be judges, for their memories are long and they are familiar with 3 N \

Litany precedent as few others are. &,

Fianna have quite a reputation for enjoying themselves to '
excess. Music, dancing, drinking, love and general merriment are
more than simple pastimes. Stag’s tribe is very serious about the
fine art of the good time. For this reason more than any other, the
Fianna are taken less than seriously by other (Garou.

Fianna tend to be extroverts who enjoy partiesand gatherings
of all kinds. They can alse be deeply moody; Harano strikes the
Fianna more often than any other tribe save the Silver Fangs.
No, the Fianna never do anything by halves! Their mercurial
personalities, coupled with their creativity, are often linkedto . g4
their ancestral ties with the fae folk. In' fact, many Garow M
(including the Fianna themselves) suspect that a touch of
faerie blood runs through Fianna veins. While not every tribe
member can carry a tune, most members of Srags tribe are
encouraged to be creative. It's the rare Theurge that doesn't
embellish a ferish with curling designs representing the spirit housed
within, and many Ahroun can forge weapons that are works of art as
well as death-dealers. Other tribes have painters, dancers, writers and
musicians, but the Fianna have them in spades.

I addition to being sociable, the Fianna are the most likely of all
werewolves to fall in love, either with humans or (all too frequently) other
Garou. Such romances end in tragedy far more often thannot, supplying grist
for ballads and stories to fill a thousand heart-breaking nights: Should an
illicitunion bear tainted fruit, have nothing but pity for the offspring. Fianna
are hard on their metis, for it's traditional wisdom that a twisted body
mirrors a twisted soul. Metis never hold positions of power within the
tribe custom forbids it. It's a sad irony that abusive treatrment
sometimes drives the metis to the Wyrm, which only proves the metis'
taint in the eyes of the more hard-line elders.

Despite their rowdy reputation, it would be a bad idea to think of the
Fianna as merely drunken sots who can spout stories. Those who have
thought so have learned their lesson quickly. The joy of battle is nor the
least of their joys! Time and again their ferocity has surprised the Get of
Fenris or other interlopers who expected that lovers couldn’t be fighters.
Some say that the world is better for the drinking and dancing; without an outler for that
passionare energy, the Fianna would probably be more battle-mad than the Get!

Now, a rribal divide is opening — the age-old schism between old and new. Many
Fianna and their activist Kinfolk are using the influx of European Union capital and
environmentally friendly parties to repair some of the damage done by chemical dumps
and general land wasting across the British Isles as well as the rest of Europe. The other
facrion sees that the so-called Celtic Tiget economic boom hascreated a flurry of untestricred
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growth and development. “What's the use of cleaning the
Wyrm-raint from a forest if the trees are leveled and an
apartment complex covers the land?” they ask. This quandary
is being noticed among the other tribes these days, but it is
especially painful for the traditionalists of the Fianna. If one
uses the tools of the Weaver to fight the Wyrm, what can he use
to fight the Weaver!

Appearance: In wolf form, the Fianna are quite striking.
They are huge like dire wolves (with the occasional resem-
blance to wolfhounds), with shining red or black fur. They
often use Gifts to make their eyes glow green. Their howls are
hearthreakingly beautiful, with an ethereal quality no ather
tribe can match.

Their appearance in Homid form often reflects their
Celtic heritage. Most are descended from the people of the
British Isles or Western Europe, and Fianna can be found
almost anywhere English is spoken. Fianna can be fair-skinned
or swarthy; they ¢an be blond, dark-haired or redheads.

Kinfolk: Their Kinfolk descend from the finest Celtic
stock, many of whom immigrated throughout the world. Fianna
are close to their Kinfolk and fiercely protective, a fact that has
led 1o no few skirmishes. Most of their wolf Kinfolk live in
North America, but a few treasured members roam hidden on
protected European estates and parks.

Territory: In the old times, Fianna took wide moors,
forests and peat bogs as their homes. As they spread across the
world, the found much different locales to setile. Although
they always prefer places that remind them of “the old country,”
they can be found nearly anywhere their Kinfolk have settled.
Outside the British Isles, they are most common in Australia
and New Zealand, Canada and of course the United Srates
(particularly Appalachia).

Tribal Totem: Stag

Initial Willpower: 3

Background Restrictions: No restrictions.

Beginning Gifts: Faerie Light, Persuasion, Resist Toxin

Quote: There's three things that'll bying you praise at the moot,
lad: a well-spun tale, aready wit and a clegr voice. <sighs> f you'll
justwork on the first two, you might not make a fool of yourself, lad.

Sareotypur

Morgan the Uniruly, Fianna Ragabash, shaves the gossip:

Black Furies: Be careful around these ladies; they can't
take a joke.

Bone Gnawers: They're looked down on, but show 'em a
little kindness and they'll be your friend for life. Can’t ever have
oo many friends.

Children of Gaia: A smile will go a long way, and these
folks always have one for you. They'll fight with the best of
them; it just takes longer ro piss them off.

Get of Fenris: They're battle-mad. They'd attack a teee if
you wrote “Wyrm” on the side. .. assuming they can read.

Glass Walkers: If you need 1o find your way around a eity,
a Glass Walker will give you a hand. But don't expect a free
lunch.

Red Talons: Berter than the Get, because they're pickier.
They're discriminating psychopaths.

Shadow Lords: Arrogant bastards. Don't shake one's
hand, there's likely poison in his ring.

Silent Striders: Strange lot, and a lirtle spooky. But invite
one to your fire and you're in for a night of many rales,

Silver Fangs: Respectable, rradirionalists to a fauly, bura
bit stiff and overbearing sometimes. Still, one's king is one’s
king.

Uktena: Prerry unfriendly, unless they think you know
something they don’t. Then they're only slightly unfriendly.

Wendigo: We've got some history. We don't get on oo
well.

Stargazers: Too wise for us mere mortals. They're prob-
ably happier hanging out on their mountaintops.
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Any Get worth his scars.carries himself with pride, for he
is the result of cenvuries of warrior heritage. The Getof Fentis,
or Fenrir, are heroes in the truest sense of theword. They seek
their fortune alonga path beset by battles and awash in blood.
Most commonly of Nordic, Teutonic or Saxon descent, they
reflect the harsh atticudes of a brueal history. The sagas, eddas
and prose poems of a thousand years ago inspire them to great
acts of valor, Admitredly, werewolves from other tribes are
often shocked by their violent and remorseless behavior, even
toward other Garou. Few will back down fromafight, and fewer
still show merey; vet all of them are eager to demonstrate their

prowess in battle. Strength is the greatest virtue among the Ger.

Through constant conflict, they force themselves to become
stronger. .. or destroy themselves in the process.

The Fenrir seem ferocious and belligerent to other tribes;
Even their cubs will sacrifice their livesigladly in the never-
ending campaign against the GrearSerpent of Darkness. While
cubs with proper lineage are hounded to join the rtribe,
werewolves are not just born into the Ger of Fenris; they nusst
prove themselves worthy first. Most are of European stock, horn
of Fenrir Kinfolk, but Get septs have been known to accept
heroes from other ethnic groups. The path to glory is not easy,
though. The tribe’s Rites of Passage are inevitably bloody and
often deadly. Cubs who seek acceprance are challenged and
tested continually. Even werewolves who aren’t born under the
full moon must prove themselves as capable warriors. Weak
Get die; the strongest survive,

To spur them on to greater glory, Fenrir Galliards called
skalds recite vast epics of werewolf heroes who have fought
against impossible odds. Yetin their lust for blood and glory, the
Ger have become blind to the darkness within themselves.
Fatalism is common among their kind. A true hero does not
care whether he lives or dies, as long as he destroys his foes and
inspires a great epic for the Galliards to recite. As vone would
expect, casualties among the Fenrir are high. Even if winning
a battle seems impossible, a Get of Fenris would rather die a
hero than run away with his tail berween hislegs. Callinga Get
a coward is tantamount to suicide.

The tribe sees itself as the vanguard in the endless fight
against the Wyrm. Their elitism is painfully evident. A rare few
have even embraced Aryan ideals of racial supremacy, staining
the honor of the tribe in the process. The rest consider them-
selvessuperior to other Garou, but largely because they have led
a harsh life with high ideals. They are also undeniably chauvin-
ist, sneering at “civil rights” and “empowerment.” The strong
command the weak who must take their place among cowards
and failed heroes.

Ower the last century, the rribe has been forced to modify
its chauvinistic attitudes. Other tribes consider them sexist and
crude, but women have always had a place in Get culture.
Throughout the 20th century, female Fenrir have redefined
many of the traditional roles for women in the tribe. As part of
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their culture, they have fought to prove that they aré as heroic
as their male rivals, and despite having to work several times as
hard, they have proven themselves worthy. Sometimes an elder
looks askance at a woran who insists on being treated as an
equal, but he usually changeshis mind oncehe's has had his ears
pinned back. Female Get are strongewilled enough to hold their
own against the average Black Fury. Unfostunately, they are
also stubborn enough to insist on proving their superiority. Epic
duels result.

When the Ger decide to gather in numbers, bone-
cracking tourneys and epic tests of prowess are certain
to fullow. Tribal moots are always held beneath the full
moon, and they are always militaristic. Ahroun domi-
nate these gatherings, since leaders must always fight for
their positions of authority. All who attend must run a
deadly gauntlet to participate in the tribe’s sacred rites.
The gauntlet is soon followed by ritual bloodletting,
live rune carving and torture of captured enemies. Mys-
tical rites involve lengthy combat, sometimes with spirits
who must be forced into submission by powerful Theurges.

The Fenrirsee life asa long, hard struggle; for them, peace
is an impossible dream. Through this philosophy, they gain a
deep understanding of their inner Beasts, feral instincts and
boundless rage. As the Final Days approach, true heroes have
a chance to wield these weapons and earn a place in Valhalla.
They believe that a great battlefield has already been readied
for them in the Umbra: Vigrithr, the realm where the final
battle of the Apocalypse will be fought. Fimbulwinter, the
“final winter” that will end the age of man, is here. The armies
of evil are amassing to destroy the Garou in numbers heretofore
unseen. The Get of Fenris have been readying themselves for
generations. If Ragnarok is at hand, they will greet it with
sharpened claws and readied blades.

Appearance: The Ger are a very martial tribe. Most are
intensely muscular, and they bear their scars with pride. Their
lupine forms resemble the huge gray wolves of the North,
belligerent beasts with broad shoulders and huge, savage jaws.
Many have dark patches in their fur, although some suprema-
cists mock any Get who does not have a pure coat. Many look
Scandinavian, Germanic or Anglo-Saxon in Homid forms, but
modern Fenrircome from any culture thar produces sufficiently
strong warriors. Nearly all Get cultivare impressive scars and
tattoos. Some even brand their fur or carve runes ceremoni-
ously into their flesh.

Kinfolk: The Get of Fenris first stalked their tribal home-
lands in Northern Europe, but they have traveled freely through-
out many lands like their Viking ancestors, Most favor rural
areas near their Kinfolk, often under conditions adverse enough
to “cull the weak” from their human herds.

Territory: Any sacred site that isn't defended adequartely
may find itself under attack from Fenrir “protectors.” They are
infamous for assaulting other tribal caemns to allegedly secure




them. Like the Wendigo, they seem to thrive under adverse  friends a Fenrir wants. They may purchase Mentor, but a Get's
conditions, guarding caerns known for fierce storms and harsh patron will only advise, never protect. Those who cannot
= winters. The largest protectorates are survive on their own deserve to die.

, F“m:__; _in the Black Forest of Germany Beginning Gifts: Razor Claws, Resist Pain, Visage of

’ 4 (B ‘i and the wilderness of  Fenris
i ‘ AN & Scandinavia. Quote: The stench of evil is strong here. | think we're
t - T Tribal Totem: Fenris oumumbered at least four 1 one. A pity they will be at such a
. . Initial Willpower: 3 disadvantage. Whar? Do you think we should reereat? Never! This

Background Restrictions: is a time for grear glory!

Ger cannot purchase the Contacts J}"&'M{@'ﬁd;’

Background. True friends are the only , >, )] )
Fists-of-Wotan, a Get of Fenris

Ahvoun, reviles his rivals:

Black Furies: Their watriors
arefierce, but they should have more
respect for great heroes. Perhaps we

shall have to teach them a lesson
again.

Bone Gnawers: Crawling curs. | suppose every sept
needs commoners. A pack should only call on them when all
other options fail. Even then, their methods can bring a great
S  hero even greater shame.

s Children of Gaia: How 1 tire of their insufferable
g% pratiling! Perhaps they should hide back at the sept with the
\ & Bone Gnawers. I've seen a few of their Ahroun hold their

own in a fight, but I'd prefer that they acrually kill more of
their foes....

Fianna: Ah! Their lust for battle! Their spirited drinking
contests! Such fine epics! We find them amusing, yet they still
hold a grudge against us. | imagine it's because our ancestors
beat the crap out of theirs.

Glass Walkers: I still don't understand them. They are
more men than wolves. Beware their strange ways.

Red Talons: We would do well to ally with the Talons.
Their instincts are strong, and they are fierce as Fenris himself
in battle. Yert they do not see who the real enemies are. It is far
too late to cull the herds of humans.

Shadow Lords: Dealing with them isalwaysa gamble. You
may get an advantage you did not see before, or lose everything
to their trickery. Trust your gut instinets when talking to them.
Their seemingly honeyed words are poisoned with lies,

Silent Striders: Run up ahead, Strider! Come back when
vou find something... so we can kill it for you!

Silver Fangs: If they live up to their heritage, they are pood
rulers. The rest — they look handsome at our moots, but 1'd
rather have strong warriors standing beside me. Don't be
surprised if you find you must seize power from a weak Fang for
the good of the sept.

Uktena: Their ancestors were weak enough to lose their
lands, so they make dark deals and questionable pacts. Remem-
ber to watch them carefully for signs of Wyrm-taint.

Wendigo: The Wendigo’s ability to survive the harsh
lands of the North proves their indomitable spirit. We shall
stand at the vanguard, but they are worthy enough 1o come
running close behind us.

Stargazers: To leave the Narion in these times is as good
as suicide. Even the strongest tribe cannot survive the Apoca-
lypse on its own, much less the Stargazers.
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Glass Wa]kerk defy many of the Basic concepts of the Western Concordiat.
Most other werew lyes see human cities as cancers on the skin of Gaia, cesspools
of corruption 1 and pollution, but the Walkers are drawn to them. Most wolves
prefer tocommune with the Wyld in the depths of the wilderess, but the Glass
Walker tribe is primarily urban. These werewolves have a deep connecrion o
B\ the Weaver, a cosmic force others blame for the insane excesses of human
\_ civilization. They are masters of men's rools, technophiles of the first
\ order -ﬁnﬂ__in_t-imaﬁé];y familiar with human society. For these reasons,

 ‘other Garou describe the Walkers as wrrah, “tainted ones” who have
compromised with human society and human values. Despite this
reputation; the Glass Walkers understand the world of men far better
than their rural brethren do.

Like any eultyrally adept traveler, the tribe has changed its appear-
ance throughout its history. Gﬂgu&dnng1 in Mesopotamia, the first Glass
Walkers called themselves *Wardersof Men.” Cut off from the rural septs of the
Garoy, they fived i in aseparate world, understanding humans by living among them.
Lnng hefore the Bone Gnawers took to the streets, they entrenched themselves
lin the wealthiest and largest cities, living as wolves in sheep’s clothing.
Throughput the medieval millennium, “City Warders” encouraged
trade and the spread of knowledge. By the dawn of the Victorian
era, they traveled along the railroads as “Iron Riders.” With

4 cach telegraph wire erected and stretch of rail laid, they aided
7 the Weaver in strecching its webs around the world. The tribe
reinventsitseulture repeatedly, adapting continually to the changing
world around it

In the modern era, they've used their wealth to make homes in the
tallest skyscrapers, surtounding themselves with creature comforts and
assimilating modetn technology thoroughly. Glass Walkers have climbed
thecities’ glass and steel towers to watch over mankind. Only in the last few
centurics have they b&gxm to integrate their tribe fully with the Garou
Naﬂ{m again, much 1o the chaprin of werewolves who follow vastly
different traditions. Their Yrules of order” are all too human, often
dominated by professional work ethics, eorporate philosophies and a
driving reverence for the all-mighty dollar.

Among the first todwell in human sertlements, the Walkers have long
admired human adaptability and ingenuity. Theirart, fashion and society all
reflect the latest trends, a proclivity that raises the suspicions of their
packmates and septmates. Yert they also insist that this admiration gives them
a dcu‘pcr communion with the Earth Mother. Evolution is a natural process,
after all, and humans are definitely ahead of the curve. If the wildérness is
dying, more werewolves should move to the cities. Skyscrapers are merely the
f‘ trees of a more efficient forest, surrounded by concrete and asphale that will last

for generations to come, Others can rry to preserve a dying past, but the Walkers
}' exist in the here and now. Some claim that a Glass Walker's strength lies in his
wealth, but the tribe considers cultural adapeability its greatest advantage.

1

No matter what paths they follow in life, Walkers focus their resources on
building the wealthiest and best-connected urban caerns. They often reclaim urban
areas “for Gaia.” even those that have fallen prey to urban development and
modernization. Afterall, doing so places them in an excellent position tostalk and slay




“monkeywrenchers," saboreurs who cripple corrupt compa-
nies, especially those that fall under the sway of the Wyrm. The
subsidiaries of Pentex are among the tribe's greatest enemies,
closely followed by a much younger corporate rival: Develop-
mental Neogenerics Amalgamated.

The tribe is equally famouis for its urban shamans, Glass
Walker Theurges who develop extensive pacts with urban
spirits and bind them into deadly rechnological fetishes. A
seemingly innocuous tloppy disk or battery can contain vast
cosmic power. Unfortunately, the tribe also competes directly
with other supernatural denizens of the cities, Werewolves are
well aware that vampires exist, and the Glass Walkers often vie
for their real estate and influence. Although not as influential
as their vampiric rivals, Glass Walkers are wealthier than most
ather werewolves, and far more rechnically proficient. Having
infiltrated “the system,” they use the wethods of the madern
age to fight beside the rest of the Garou Nation.

Appearance: Glass Walkers are known for their devotion
to human fashion, even while representing a vast array of
subcultures. In this tribe, wealthy street punks and corporate
powerbrokers work side by side. In Lupus form (when that
option is absolutely necessary), their fur is often mottled and
multicolored, usually erimmed and sometimes dyed. Cubs and
cliath sometimes style their hair in Crinos form, sporting a
strange variety of modern coiffures. Lupus Glass Walkers are
rare, so their blood is dangerously thin. Many exhibit an
unusually high intelligence, or they at least conceal their rapid
learning curve carcfully.

Kinfolk: The thought of a Glass Walker without easy
access to email, a pager, a cell phone and other personal
technology is unthinkahle, or ar least considered strange.
Many Glass Walkers have Kinfolk they neveractually see face
to face, keeping their contact virtual. Others trear their
relations as employees and contractors of the Garou Nation,
managing them in the field directly for a wide variery of tasks.
Mast Kin are technophiles, or ac least they seem to thrive in
the industrialized world, so the other tribes seem strange and
primitive to them.

Territory: The Glass Walker tribe secures prime real
estate in urban realms, places far more comfortable than the
ratrier places the Bone Gnawers prefer. Walkers stay close to
their human contacts, whether they're in corporations, scien-
tific institutions, underworld society or urban gangs. Then
again, as one would expect, most Glass Walker resources are
usually just a phone call away. Elders have a fine taste for the
ritziest places in the city, although some cubs and cliath have
been known to favor seedy clubs and decadent sereer life.

Tribal Totem: Cockroach is an alien totem ro most other
Garou, but it's a perfect choice for Glass Walkers. Iis childsen
have survived for 325 million years, they can adapt 1o almost
any environment, they are virtually impossible to exterminate
fully, and they are often plentiful in urhan caerns.

Initial Willpower: 3

Background Restrictions: Glass Walkers stopped culti-
vating the Pure Breed Background ages ago, and they have lost
touch with their anachronistic ancestors. They also learn
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without the benefit of mentors. Anything an elder can teach a
cubis probably obsolete, and it must be reinvented or upgraded.

Beginning Gitts: Conrrol Simple Machine, Diagnostics,
Trick Shor

Quote: That littde magnetic keypad should be no problem. I'm
more worried about the creatures they've been breeding in thety
computer system. I 'say we shift to Crinos and run owr own litcle
“anti-virus” program.

SFereofypar

“Casual" Friday, Glass Walker Galliard, gives his associates
a performance review:

Black Furies: What's the big deal! Why are the other
tribes so reluctant 1o respect these women! They may be
tiresome to argue with, but their prowess is even grearer than
their pride.

Bone Gnawers: Yes, | value the contributions they
bring to our urban caerns. No, [ don't intend to ever rake
them for granted. And yes, I'm really tired of them asking me
for money....

Children of Gaia: The Children’s close ties with their
Kinfolk are immensely useful. When the world has given youa
few scrapes too many, you can count on them to heal your
wounds and nourish your soul.

Fianna: The best Galliards in the whole damn Concordiar.
They fight like madmen and revel like gads. Just handle them
with care. One wrong word can set them off....

Get of Fenris: Why, certainly, you have the honor of
striking the first blow! Just stop tatking about how you're going
todo it.

Red Talons: I'm sorry, bur they can't stand me and I'm
tired of their snarling. If you don't like the big city, go hide in
the woods.

Shadow Lords: [t always helps to have informants. Just
don't depend on them too much. They rarely help out without
demanding something in rerurn... or taking it outright.

Silent Striders: Depending on the Striders is a bit old-
fashioned for my tastes. Why send a messenger when I've still
gota full charge on my cell phone?Still, the farther you get from
the city, the more useful they are.

Silver Fangs: I'm sorry, did I say something about being
old-fashioned? The Striders are nothing compared to these
guys. Someone needs to upgrade to the 21st century. Still, I'll
respect them if they respect me. Oh, wait! They don't!

Uktena: If you need a cunning scout, someone to hold
mystic rites of a fellow traveler in the spirit world, you can
depend on an Uktena. I'm much more comforrable dealing
with the real world, myself.

Wendigo: Okay, let's face it. Your people were on the
losingside. Your reservations are dying. Accept itand move on.
By the way, I've got a friend in the casino business who can
help... OKAY! OKAY! Forget | said anything! Jeez, relax!

Stargazers: | used to be convinced they had a lot to offer,
but now I'm wondering if they're suffering from planned
obsolescence:
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The G
recognized the dangerous tendency of humans to spread
across wide rerritories if not checked. The tribes eventually
knew pity and ended the Impergium; now the cancer-like
spread of humanity is beyond anything ﬂ'\x%iﬁt‘;&é‘rﬁ-'éﬁu}d
have possibly imagined. Yer ane tribe still advocatesa rerurn
to the old ways — the tribe called the Red Talons. Lupus to
the last member, they claim proudly that no human hias ever
tainted their tribe. Other tribes point to the Tilons as 2
warning of what happens when Gareuforsake one side of their

being, for without humans in their blogdline they have
become more bestial than the wolves themselves. Thenr-

savage howls make even homid Garod unieasy.

The Talons follow tradition clagely — nor the Ltadiridh-of
Silver Fangs, bur that of their wolf brethren. Mdre than any
other tribe, the Red Talons du:;dc their hierarchy by strength,
cunning and endurance. Pack members testeach other at asign
of weakness, and the onemost fit for leadetshipassumes the role
of alpha. The alpha demands unquestioned loyalty from the
pack, and he gets it. He eats first of the best portions of the kill,
followed by the rest of the pack inidescending order of status,
yet no member of the pack poeshungry. Tribal law is clear-cut.
If a crime has been committed against the Garou, the pack
doesn’t indulge in haggling or soul-searching — it delivers
justice swiftly and moves on.

Red Talons dwell in wilderness, away from the noise and
stench of human settlements. Their territory is often “posted”
with the skulls of trespassers. More than any other werewaolves,
Talons are at home in the wilderness, following paths others
fear to tread. Even their derractors among the other tribes must
adondt that the Red Talons have long memories, and that they
probably pracrice rites and keep secrets long forgotten by the
rest of the Garon.

Naw; as forests are logped and caemns bulldozed, as their
hunting grounds are subdivided and their Kin ate poisoned and
shot, the outrage of Griffin’s tribe is beyond measure. The
Talons' hatred of humanity is legendary; to the Garou Nation,
they are living reminders of the Impergium and a constant ro
the species’ existence. But not all Talons espouse the humans'
extermination. Most believe that returning to a policy of
culling would be sufficient. In fact, some humans actually live
peacefully near Talon territories, if those humans are few and
show the land proper respect. It is more common for a pack to
make examples of any who wander 100 near, mmisting that fear
will keep the apes in the safety of their scablike cities.

Many wonder if the Talons have been corrupted by the
Wyrm, for rumors of their cruelty ro humans rival tales of the
evil rites of the Black Spiral Dancers. For the most part, Talons
slay man, woman and child wholeheartedly, but they do so
quickly. Some enjoy it, others take to the task as a duty, bur
wounding so the prev will suffer for hours or days isn't natural
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jarou culled humanity long ago, because they

(Rl!hﬂugh it E‘l.‘a?‘ bﬂ:;ust) HUW&W::!', the younger Talons have

I begun mﬁkmgg elaborate rituals of their mini-Impergium in

recent years, and it worries the elders. To savor the fear of the
prey isone thing, buttadraw the agony out over days. .. that is
something the apes do. A dark secrer of the Talons is that more
than a few catisume the flesh of their vicrims regularly, disre-
gardmg one of the » Litany's tenets. These rogues insist that the
Stargazers in uded that provision in the Litany, and since
they'ze sone. it doesny't matter anymove.
_ Appeammc' In wolf form, Talons are generally large-
framed, with noticeably oversized jaws and paws. Even in

Lupus, their claws are almost catlike in sharpness. Their fur

tends toward ruddy brown. Perhaps the most unusual feature of
the tribe is the shock of bload- or flame-red fur always present
somewhere on their bodies. Talons boast that it is a badge of
honor from Gaia, showing her approval for the only tribe
willing to advocate putting humans back in their place. Less
extreme tribes contend (guietly) that it is Gaia'’s mark of shame
to the last adherents of the Impergium.

In Homid form (which they rarely ever assume), Talons
are crude, hairy, slouchingand unkempt; they never look when
they can glare. They shamble, unused to walking on two leps,
and find the human’s mild sensory depravation unnerving.

Kinfolk: Red Talons guard the dwindling wolf packs
across the world. Many won't even acknowledge human
Kinfolk, sparking many bloody conflicts with other tribes.
All wolves, Kinfolk or not, are precious ro the tribe, and
even a pup is worth a few human lives. To lose a wolf 1o
starvation or disease is a reason to mourn; to lose one to
hunters is an excuse for revenge.

Territory: Red Talons dwell in the deepest wilderness,
away from the taint that humans bring. QOccasionally, a pack
will set up its territory near civilization, but only to conduct
raids against their enemies.

Tribal Totem: Griffin

Initial Willpower: 3

Background Restrictions: Red Talons may not buy Al-
lies, Contacts or Resources. Their only Kinfolk are wolves.

Beginning Gifts: Beast Speech, Scent of Running Water,
Waolf at the Door

Quote: Why showld we submit to the new Impergium where
humans cull wolves?

SHereofypar

Lynx-Killer, Red Talon Galliard, howls softly:

Black Furies: It is not right to deny your father and love
only your mother. Both are needed.

Bone Gnawers: There will always be a lowest-ranked wolf
in every pack. In the Garou Nation, it is the Bone Gnawers.




Children of Gaia: Harmony is good. Harmony with your Get of Fenris: They fight like the wolverine, and they eat
enemies is not. Humans are our enemies. like wolverines toa.
Fianna: When howling, their voices are beautiful; other- Glass Walkers: They are abominations. In fighting the

wise, they babble and brawl. Wyrm, they have allowed the Weaver to take their souls!

Shadow Lords: It is right they test the Silver Fangs,
[ 4 ‘ ¥ & < but the Shadow Lords are not fit to lead. They must
& L @ use deception to cover their weakness.
v o 3 : i .
’ Silent Striders: There is something wrong

with them. Wolves are never lone by choice.
Silver Fangs: A pack leader must lead. They have grown
<@ fat and sluggish and mad.

' ' Uktena: They keep many secrers, which is
not that different from lying. They dabble
: with the Wyrm too much.

8 Wendigo: A proud trike, more hon-
m est than most.

s ; Stargazers: It is well that they

A}h leave. There is nothing left of in-

_ /,:w By  stinctin them, only thinking, think-

¢ ¥ ing, thinking!




N

ShaDoWw Lﬁ’/D

Dominance and submission, mastery and servirude — such
coneepts form the basis of Shadow Lord society. To the Lords,
hierarchy is everything. No other tribe is organized sorigidly; yet
because their elders are masters of politics; they also have a
reputation for treachery. As the rest of theworld plunges into
darkness, they argue, political power is the only strength holding
the Garou Nation together. Leadership is the only measure of
worth, so it must be actained by any means necessary. Machiavel-
lian and manipulative, the Lords are often maligned. Bearing
others' disdain and mistrust with stmmering rage, theyskulk back
to theirshadowy schemes and furtive activities. It's best to exact
revenge when your rivals least expect itil..

Shadow Lord cubs regale theirtribal leaders apenly as proud,
dignified, cunning and aloct. .. nodoubt because they fear them so
much. The tribe's elders are renowned as cunning and merciless,
but they are known forarrogance and ambition just as well. Devour
tribal unity, elaborate conspiracies, talented spics and leaders
forged in the heat of unceasing competition have made their order
anunstoppable political machine. Yer this same lust for ryrannical
conquest is alsa their greatest weakness. If the tribe ever stops
gaining power, it is often because of a struggle for dominance
within its own ranks, Therefore, when an ambirious Shadow Lord
seizes power, he doesso quickly and decisively, destroying hisrivals
completely, To do any less weakens the tribe as a whole,

The Shadow Lords first tormed in what is now Eastern
Europe. During the Impergium, many were tyrants of the first
order; some modern Lordsstill long for the purity of that age. Just
as many had a reputation as loyal advisars, acting as the vigilant
"betas” supporting and protecting many a great alpha. Nonethe-
less, the Shadow Lords decided to act independently of the rest
al thie Garou Nation when the Impergium came toan end. While
others pledee peace, the Lords waged war against rebellious
human villages. They've had a reputation for deceit ever since.

During thousands of years of subterfupe in the Balkans, the
Lords have warched human tribes and nations berray and
conspire against each other. .. and they've learned from others’
mistakes. Near their most powerful caerns, the Lords found
themselves continually at odds with far more sinister creatures,
including conspiracies of ancient vampires. Survival depended
on making and hreaking alliances with various shifting fac-
tions. To this day, the Shadow Lords are the most adept at
exploiting dark deals with sinister forces, including a vast array
of blood-sucking freaks. Few others would dare try to under-
stand the motivations of such insidious monsters.

The traditions of their society are confusing to other
werewolves, many of whom prefer to stay far away from Garou
politics. For instance, a Shadow Lord will scheme against a
weak leader but still respect a strong one. Sept leaders know
that a Shadow Lord advisor can do a masterful job of uncover-
ing conspiracy and dissent among theit followers, but only as
lony as the advisor approves of the sept leader's policies. Many
alphas prefer to keep the Lords where they can see them, and
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some root out insurrection merely by noticing which “allies” a
Shadow Lord speaks to the most.

Among the Shadow Lords, ryrannical alphas hold on to
powerand privilege through tenacity, deceptionand continual
subterfuge. Because they are so enthralled by the politics of the
Garou Nation, they r'nnstder themselves guardians of the
Lirany, or at least the “correct” interpretation of it. Ragabash
claim that arguing with a Shadow Lord Philodox is as futile as
trying to freeze a Wendigo, as reckless as.calling a Fenrir a

coward and as pointless as trying to rob a Bone Grawer.

Any Shadow Lord respects power and condemns weakness,
so nearly all of them despise the Silver Fangs, whom they consider
weak and decrepit relics of the past. Their greatest goal is to usurp
power from the Fangs, After doing so, dominating the Garou
Mation and eventually the human race cannor be far behind.
Because they rule through fear and intimidation, no rrue Shadow
Lordwouldshowsympathyortolerance for the weak. Assuch, they
are commonly sought by agents of the Wyrm. A Shadow Lord can
make an amazing ascent to power, but he is also capable of a
maddening fall from grace soon thereafter if he is not careful.

Appearance: Shadow Lords cultivate an intimidating ap-
pearance, justas they develop a respect for fear. The archerypal
Lord is dark and brooding, with a commanding bearing. Some are
genial and openly charismatic, even empathetic, while others
cringe and skulk as only a consummate caern advisor can. In
Lupus form, Lords are large and stocky, often resembling the
lupine version of massive pit bulls; they usually have coats as dark
as their name would imply. Many homids are gager to shift to
Lupus on the bleakest and rainiest days of the year.

Kinfolk: The oldest Kinfolk families are of Eastern Euro-
pean stock, but the tribe has built up “flocks” of breeding stock
in other parts of the world, Intelligence is a highly prized trait.
Kinfolk who breed with Shadow Lords usually do so-after long
years of rempestuous and dysfunctional romance, Female
Shadow Lords are sometimes drawn away from the flock toward
men with power. A ruthless businessman, a brilliant erime lord
or even a military dictator may find himself overpowered by a
stalking suttor. Kinfolk don't receive much coddling, however.
Weaklings and victims don't deserve 1o breed.

Territory: Bleak landscapes with dark, gloomy beautyappeal
to the tribe. The lands surrounding their caems would make for
tine scenery in classic horror films. Craggy mountains, dark forests
and roiling mists are perfect for a Shadow Lord’s rituals and
meditations. Because of regular worship ro Grandfather Thunder,
storms are common atound caerns dominated by Shadow Lords

Tribal Totem: Grandfather Thunder is worshipped by
cults of reverent Shadow Lords, some of whom see him as quite
temoved from Mother Gaia.

Initial Willpower: 3

Background Restrictions: Shadow Lords cannor atrain
the Allies or Mentor Background. Any such alliance is tempo-
tary ar best; anything less is-an invitation to berrayal.
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Beginning Gifts: Aura of Confidence, Fatal Flaw, Seiz-  nerable to blackmail. Watch and learn. Their reputation
ing the Edge

hardly precludes them from acting in our conspiracies.

Quote: You fool! Owr enemy is a madman, a ryrant who will
not give up so easily. Like many ambitiows men, he is weak to his oun
flaws. Perhaps you should let me lead the raid against him. [ know
how he thinks. ...

J%’-f‘.\f@%{

Janos Raven-Claw, Shadow Lord Philodox, confides
what his spies have confirmed:

Wendigo: Within their cold hearts, they can bear
grudges for a long, long rime.

Stargazers: Do you need any more reason than the

Srargazers’ desertion

not to trust those of

other tribes too \

closely!?

Black Furies: Their pride is their undoing, and they
definitely feel the need to prove themselves. Aslongas one’s
got a chip on her shoulder, you'll know exactly how to
exploi... er, speak to her.

Bone Gnawers: Desperate for help. If you patronize
their company, they’ll reveal all sorts of interesting secrets.
The Bone Gnawers' mastery of stealth and hidden talents in
war are vastly underrated.

Children of Gaia: Peace has its place. It gives us the
opportunity to further prepare for war,

Fianna: Don’t forget that they know the Litany almost
as well as we do. Almost.

Get of Fenris: Asthesaying goes, 'Speak of warand they'll
scream formore,” A few well-chosen words, and they'll fight —
and usually kill — anything that gets in your way.

Glass Walkers: The more others treat them with fear and
disdain, the more they need toally with us. Fine by me. Aslong
as they're considered wrah, they can’t really refuse our aid.

Red Talons: Make yourarguments with them quick
and dirty. Theyaren'texactly masters of logic, are they!?

Silent Striders: Be wary. They have some
most unusual allies, some of which are hard to
identify. If they can't scout our the truth
themselves, they know others who can.

Silver Fangs: Their time haspassed, but
don't underestimare them. They're al-
mostas full of surprises as we are, In the
end, don't be surprised when we
enduppissingon theirgraves. . -.

Uktena: They've got
alotofskelerons in their
closet, so the darkest
of them are vul-



Mysterious wandeters, titeléss scouts, heralds — these are the Silent
Striders. Theirraots lie in Afvicaand the Middle East, but
they can be found nearly anywhere, traveling and listen-
ing. For these wayfarers, home is the open road, and a
caern or Kinfolk's house is a mere rest stop. Their feet are
lightest when on a path, whether of blown sand, concrete
orspirit-stuff. They explore where no werewolf —or no ane
— has been before. They poke their snouts in where they
don't belong, and they move on if they don't find a Wyrm
pit or something equally interesting. They visit caerns of
many different crihes, and they have been known to consort
with mages, spirits and the fae as well. Others have seen the
Wyrm on the move in one aspect or another, even if they call it
by a different name. Striders have even trod the paths of the dead in
search of hidden knowledge from the restless spirits of those who have
gone before. The scent of the Dark Umbra clings to them, adding tw the
eerie mystery that shrouds them.

Although no real rivalries exist between the Striders and
other tribes, many werewolves don't trust Owl's followers.
Perhaps it's because Striders typically travel alone or in
pairs. A lone wolf is always cause for suspicion, especially
one that chooses that path. Perhaps it's because they
show up unheralded, with grim news on their [ips and
dark omens in their eyes. Or perhaps it's the way one
walks away from a conversation with a Strider with the fegling of having
revealed much more than one gleaned from the enigmatic watcher.
Certainly, all these reasons are valid.

x

The Striders are a tribe of many contradictions. They crave the comforts of a
home or territory, but they cannor bring themselves to claim any as rightfully their own. Like other Garou,
they long for the companionship of packs, but they often find themselves driven to keep to
themselves — and on the road. A sept may have no notion that a Strider is in the vicinity
unless she has something ro tell them, and usually that takes the form of an urgent

warning; the Striders have a deserved reputation as harbingers of ill omen. But it's _a= . WESEY PRP
quite true that Striders are experts ar gathering information from casual = g ;
conversation. Although most are quite skillful storytellers, they much i ey

prefer to listen than talk. They have a variety of ways to manipulate a : 3

speaker into going on at length until the Strider has milked him for all he knows.
Apart from Banes and Black Spivals, they reserve their sharpest hate for
vampires. No Garou trucks with the undead if he's wise, but the Striders are the
Lecches' bitter foes, although few outside the tribe know why. Tribal legend
holds that long ago, the tribe fought against an army of vampires led
by the dark god-monster known as Sutekh, At the final battle, J.r‘
Sutekh wove a mighty curse thar drove them from their homeland
of Egyptand scartered them to the four winds. To this day, the land
of the Nile is the one land where they can find nio rest. But worse
still, the curse severed all contact with the ancestor-spirits of
the tribe. No Seriders have been able to find their forbears,
even though many have searched both spirit world and *  »
Underworld for some sign. Many Striders take an Egyprian
name in honor of their lost heritage.
As might be expecred from nomads, Striders hold
fewer caerns than any other tribe, and those they
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claim generally have a high turnover in membership. Sept
members that sray for more than a season or two are usually
old enough for the call of duty to drown out the call of the
road. Still, as with rthe Wheel of Prah sept in Casablanca,
they are often located at crossroads, so tales of the road can
soften loss of the road itself.

Striders form many friendships, but fortunate is the
friend who meets the Strider more than twice, When they do
join packs of mixed tribes, they show their packmates loyalry
unto death — the Seriders are so few that they greatly value
those truly close to them. They are likewise known for briet
but intense relationships with their Kin, for you don't have
time for protracted preliminaries when tomotrow will see
you far away. One of the worst things anyone, Garou or Kin,
can do to a Strider is bind him ro a place against his will
through duty or force. Sooner than later, their hearts pine
for the open road once more, as many lovers have learned.
A Strider whose wings have been clipped is nirerly miser-
able, and campfire tales say that a few actually wasted away
and died from being denied their freedom.

It's a lonely life, and it brings a lonely death all oo often.
Striders rarely fall amid friends; they are simply never seen
again. It is the custom that aged or infirm Striders make a final
journey into the Umbra, never to return. Some hope that they
will find their loved ones there at last.

Appearance: The first Silent Striders hailed from North
Africa and the Middle East, and much of the tribe wears that
cast upon their faces, However, they have bred with humans of
every stock. Whatever their ethnic background, they are al-
most universally lean and fit from constant travel. In wolf form,
they are long and lean like the jackal-dogs of Egyptian art, often
with sleek black coats and yellow eyes,

Kinfolk: Scattered across the world, Strider Kinfolk are
typically travelers themselves — Bedouin nomads, circus
troupes, Gypsies, truckers or just plain drifters.

Territory: Everywhere. Nowhere. As perperual wander-
ers, it is the rare Strider who sees two moons from the same
patch of ground.

Tribal Totem: Owl

Initial Willpower: 3
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Background Restrictions: Silent Striders may not have
the Ancestors or Resources Backgrounds.

Beginning Gifts: Sense Wyrm, Silence, Speed of Thought

Quote: Awake! On yoer feet! The Wyrm's Breath follows
hard at my heels.

SFereofyper

Lerli Moonless-Sky, Silent Swrider Galliard, shares some tales:

Black Furies: Worthy of respect, but let them open their
own doors,

Bone Gnawers: Homebodies, but they're alright. Espe-
cially when you have a head cold — don’t smell as much.

Children of Gaia: A Child of Gain caern isa fine place wo
fill your belly and wash the dust off. The exhortations to join
their personal cause get to you after a couple of days, though.

Fianna: Only they have an appreciation of tales to march
ours. Better still, they'd rather talk than listen. To my mind,
there’s no finer caern to pass a night.

Get of Fenris: They'd be easy to dismiss if we didn’t know
that when they say they're ready to die to the last to save Gaia,
they mean it. There's more to the Get than meets the eye.

Glass Walkers: Garou are creatures of balance; the Walk-
ers have strayed roo close to the human side. They have adapred
to the world, but have lost parr of themselves. ..

Red Talons: ...as have the Talons. To embrace the wolf
at the expense of the human only makes them more bestial than
our wolf Kin.

Shadow Lords: If they took the energy spent trying to
dethrane the Silver Fangs and used it to bring down the Wyrm,
[ think we'd be a lot better off.

Silver Fangs: They need to leave their throne rooms and
take a lap or two. The fresh air will clean out those cobwebs in
their heads.

Uktena: They are living proof that there really is such a
thing as knowing too much.

Wendigo: Proud and noble in a way no other tribe can
understand. I respect them, but [ only hope they'll deign to join
in when the time comes.

Stargazers: With such a wide world, why look inward all
the time? Ah, well, they follow their path, and I follow mine.
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The Silver Fangsare the proudest, mostnoble of the tribes.
Tracing their lineage back to the Progenitor Wolf, they repre-
sent the best of the breed, embodying everything itmeans to be
Garows strength, nobility, perseverance, layalty and magnifi-
cence. Through their heroic examples and awe-ingpiring lead-
ership, they unire the tribes against their enemies.

That's one side of the story. A less flartering view is of the
inbred rulers whose chief right of rulership is the memory of
their great grandfathers’ deedsas king. Theyatemired in strict
adherence to traditions only they temember, whose original
purpose may be lost 'to time. In the Fang's court, action has
given way to procedural points. They are doddering, even
senile kings whose authority among the tribes extends only as
far as the doors of the royal court.

Which view is true! Perhaps some of both. To be sure, the
Silver Fangs lived up to their legends in the old days. In battle
the Fangs were matchless, inspiring their followers by leading
charges; in peace, they were just and fair, mediating disputes to
keep the tribes from warring against each other... too fre-
quently. They took as their own the best Kinfolk from nobility
of many countries throughout Europe and Asia.

Things changed as cerituries passed. Their power waned,
in the human realm as well as the Garou. Inrecent years many
Garou have noticed the Fangs becoming increasingly neu-
rotic, manifesting minor quirks such as absentmindedness or
an overdeveloped sense of vengeance. Their trendency to fall
into Harano is explained readily as the price of the heavy
burden of leadership in these trying times. As to the rest, well,
the rich and powerful have always been eccentric, have they
not! Some whisper, however, that centuries of breeding with
exclusive bloodlines is beginning to take its roll. But Falcon's
tribe insists thar that exclusivity makes their blood run so pure
in their veins.

The Silver Fangs borrowed many traditions from their
noble Kinfolk. Territory is divided up into “protectorates”
ruled by a king (by rradition, always Ahroun) who presides
aver a court. The court is divided into the Lodge of the Sun
and the Lodge of the Moon. The former deals with temporal
matters such as business and commerce, while the latrer
presides over spiritual affairs as well as concerns of the lupus
population. Courts and lesser moots are lengthy affairs, at
which all interested parties haggle over points of contention.
Formal moots take all night (reciting the King's introduction
alone may take half an hour). If there is important business,
the debates can last for days.

Many Garou still look to the Fangs for leadership, show-
ing the respect due by right of millennia of rule. Others see
them as figureheads, little more than mascots. Not a few
consider them worse than useless, for a bad decision costs
precious lives in the Garou's most desperate hour. Lately, the
murmurs of discontent have grown louder as voices are added.

8

//-u-l-.-.

—
I Qyjﬁvfﬂ’ ANGS

The Shadow Lords have wasted no time in fanning the unrest,
but there has been no open rebellion thus far. There is still
loyalty enough to keep the Fangs in power, but Faleon’s tribe
had better show initiative soon, One movement within the
tribe, the Renewalist faction, has been partieularly aggressive
in itslealls to rebuild before the tribe collapses.

One of the Fangs' greatest strengths is personal charisma.
A leader who meets often withiother Gargw ean bind disparate
factions together through 'sheer force of personality. Unfortu-
nately, many choose to sit in their gourts and make everyone
come to them. Thus isolated, their effecriveness wanes.

In these dark days, many Garou look to their own tribes
for strength rather than shackling themselves to the mad ones
who would drag them down into the Abyss. As Gaia's warriors
are on the verge of being overwhelmed by the onslaught of
Wyrm and Weaver, those who still believe in the divine right
of the Silver Fangs see this time as their last chance to reward
that trust.

Appearance: Silver Fangs come primarily from aristocrats
of European and Middle Eastern descent, although one noble
house has established itself neatly in Asia and India. In human
form, they have refined features, often with familial peculiari-
ties such as a distinctive nose or ears. Their wolf forms are
always graceful, with fur of silver or white, long jaws and full ail
brushes. In any form, they usually wear seame form of jewelry.

Kinfolk: The Fangs keep very detailed track of their Kin,
with “pedigrees” that fill whole libraries. Their human Kin are
of impeccable breeding from the nobility of the countries of
Europe; Russia in particular used to be the Fangs' homeland.
Money is not a prime consideration. A penniless branch of the
Romanovs would be more valuable than a newly rich industri-
alist family descended from chicken thieves. Likewise, the tribe
keeps close contact with their rare lupine Kin living on great
estates, primarily in Russia and western Canada.

Territory: Silver Fang seprs are scattered across the Garou
Nation. They typically hold some of the choicest lands, to the
displeasure of the tribes from which they commandeered those
lands. They live in lands with splendid vistas — great mountain
chains, seaside cliffs or forested valleys — places as majestic as
the Silver Fangs are (to) themselves.

Tribal Totem: Falcon

Initial Willpower: 3

Background Restrictions: Silver Fang characters must
spend at least three Background points on Pure Breed.

Beginning Gifts: Falcon's Grasp, Lambent Flame,
Sense Wyrm

Quote: Under Falcon's banner I stand before you. Join
your banner to mine, and all the Spivals in the world can't stop
us from reclaiming the lost caern! Are yow with me? Then follow
me, for Gaia!

Werewolf: The Apocalypse
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Malcolm Summersbright, Silver Fang Philodox, speaks with all due candor:
Black Furies: How can so honorable and trustworthy a tribe be
so confused!
Bone Gnawers: Pathetic creatures, they squabble in the street and
i) then expect to be welcomed into our mansions! They are
4 Garou... rechnically, but they are like a branch ¢f the
family that one would just as soon forget about.

— XY

Children of Gaia: Joyous lovers of peace, they lend
! us a sympathetic ear. Would that they were as quick to
i take our burdens from us as they are to heap more on.
Still, they help keep the others in our cause.

Fianna: For their songs that soothe and
hearten and remind us of old times, we are
grateful. For their satires of our leadership, we
are wary. For their drinking and shouting, we
are long-suffering.

Get of Fenris: Complain all you wish
about the Get's hunger for war, but you
cannot call them honorless without prov-
ing yourself a liar.

Glass Walkers: Cities have made
themsoft. Urban life has made them strange.

Red Talons: They have embraced the
Beast too closely, and they suffer for it. They
never come to court and seldom do as we ask,
but where I would see insubordination in other
tribes | merely assume the Talons forgot what day
the meeting was.

Shadow Lords: They have “that lean and hungry
look." We will put them in their place as needed, in March
or any other month.

Y.

Silent Striders: Mysterious travelers whom I prefer to see
going rather than coming, for they seldom bring good news,

Uktena: Seerer-keepers of the first rank, who list their true
feelings for us among their secrets.

Wendigo: Wise and powerful, aloof and disdainful. 'm not sure
if they are truly allies, but we both profit should they add their
strength to our own.

Stargazers: They were wise councilors, if a bit too ethereal. A
pity that they chose such an insubordinare path for themselves.
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The Uktena tribe is composed of animistic (some would
say primitive) peoples from throughout the world! They are the
“world beat" of the Garou Nation, yet as the most multi-
cultural tribe, they've also inherited many of the legacies of the
dispossessed. Throughout their history, other cultures haye
slowly encroached on and devoured their tribal lands. Their
Kinfolk have been forced out of their homelands repeatedly,
sometimes dragged away in chains. Generations of suffering
have nurtured hatred and a thirst for vengeance in their dark
hearts. Therefore, it is often rumored that many of them are
driven to the Wyrm as a result. While they have accumulated
mysticism and magic from throughout the world, many, are
drawn to dark arts, occulr studies and forbidden love.

At one time, however, the tribe was one of the three
largest in the world; roaming across vast stretches of primal
wilderness, Long before theirdescent into darkness, the Ukrena,
Wendigo and Croatan tribes made up one people. Modern
Galliards refer to these ancestors as the “Pure Ones." When
early Garou first led migrations of primitive humans across the
Bering Strait, the Uktena settled in the south, wandering
through what it isniow the Southern United States and Central
America. Among the Pure Ones, Wendigo is still known as
“Younger Brother” and Uktena as “Older Brorher.”

In their travels, packs of Uktena communed with crea-
tures and spirits unknown te other werewolves, trading mysti-
cal knowledge and stories. Wereravens watched over them;
Coyore's children led them on, mocking and laughing; Pumonca
and Qualmi werecats taught them secret wonders. It is regret-
table that the War of Rage cut them off from these former allies,
yet the knowledge they learned still survives, if only in a
bastardized and diminished form. The tribe has handed down
its mystical secrets carefully for generations. The Uktena have
become wise in ways that other werewolves can never under-
stand... and perhaps never should.

Natural wonders have since been conquered by unnatu-
ral horrors. Across the centuries, the Uktena have found
powerful Banes sleeping in the Earth, and they have con-
ducted epic rites to bind them. For generations, tribal “Bane
Tenders” watched over unholy grounds, often gaining a
thorough understanding of evil as a result. The tribe became
unusually knowledgeable abour the Wyrm — suspiciously so,
some say. They have also been renowned for their ralent at
scouting out Wyrm taint where no one else could find it.
Many of the greatest Uktena heroes gained honorand glory by
finding blights and horrors in the spirit world, usually by using
ancient knowledge hoarded by the tribe.

Despite their wisdom and vigilance, the Uktena couldn’t
predict that Europeans would settle in the New World. Birter
tribal storyrellers still describe the arrivals as *Wyrmcomers,”
for disease and suffering followed in their wake. When white
settlers also brought African and Asian slaves with them,
merciful werewolves took pity on these slaves and treared them

88 Werewolf: The Apocalypse

/fI_-—“‘-——.-y

as brothers, As(the tribe's Kinfolk were enslaved, punished or

wiped out, many Garou found selace in the spirit world, seeking

answers beyond the veil of reality. Some turned to visionaries

and prophets for aid, incorporating their dreams and night-

mares into Uktena lore. As their power in the physical world
raned; their mastery of the spirit world increased.

After centuries of supernatural exploration, the tribe's
mystics have gained a legendary knowledge of spirits and a
staunch respect for prophecy. Uktena cliath are encouraged to
share in some of these teachings, more so than in most other
tribes, From the moment a cub completes her Rite of Passage,
elders praise her driving need to understand spiritual mysteries
and encourage her boundless curiosity, While Uktena Theurges
are often the most adept at investigating the occult and
resolving enigmas, such talents are common within the tribe.

But the tribe’s pursuits can be risky. Uktena are often
tempted by forbidden knowledge during the course of their
travels. Since their ancestors have lived among primitive
peoples from all over the world, they have also gathered occult
secrets from every place their forebears have lived. The modern
world has forgotren the secrets of the ancient world, burt lost
magical arts are still passed from generation to generation. The
Uktena's mysticsand occultists are athong the most powerful in
the Garou Nation. Many claim rightful ownership of powerful
fetishes, insisting that no other tribe could guard them prop-
erly. As a result; even their Wendigo brothers fear them... or
at least demand to know what they are hiding. As long as the
secrets of the past are kepr alive; the Uktena will continue to
confront the Wyrm as they have for thousands of years.

Appearance: In Lupus form, most Ukrena have reddish-
black fur; many skulk as though they are stalking unseen spirits.
In Homid form, they project an aura of mystery and meénace,
with a disconcerring habit of staring intently at everything
around them. Many adapt the clothing and appearance of their
ancestors, Some "adopred” tribalists are very eclectie, gather-
ing fragments of the cultures that interest them most. While
many pure-bred Uktena are Native American, the tribe in-
cludes indigenous peoples from throughout the world. Maori
warriors and Cherokee mystics work side-hy-side with African
shamans. When in meditation, an Uktena acts as cryprically as
any Umbral spirit, but when angered, she radiates a cold
ferocity as fiercely as the balefires of Hell.

Kinfolk: The Uktena are guardians of the dispossessed, of
tribes and peoples who have lost their lands to foreign con-
quest. Uktena Kinfolk belong to a wide spectrum of oppressed
ethnic groups. From Native American reservations to urban
'hoods, from the depths of the Amazon to the islands of the
South Pacific, Ukrena Kinfolk build strong communities that
preserve their heritage. Adversity forces strength. Even lupus
Kinfolk gather in tightly knit packs.

Territory: In the depths of the wilderness, beneath the
opensky, the Uktena practice ancient crafts. Only a few secret




places have withstood Wyrmeconer assaults, Uktena will do
nearly anything to punish intruders who find them, Many of
the tribe's most sacred lands have been seized by other super-
natural societies. As the End Times approach, the tribe’s elders
are increasingly willing to summon up mighty magic and retake
those sites by force.

Tribal Totem: The Uktena take their name from their
tribal totem, a Native American water spirit with the features
of aserpent, deer and cougar. The Uktena totem is famous for
disguising its appearance, and it grants this ralent to packs
who follow him.

Initial Willpower: 3

Background Restrictions: None. Some things cannot be
stolen, even by Wyrmcomers.

Beginning Gifts: Sense Magic, Shroud, Spirit Speech

Quote: You worry about fighting what you can see. I sense
something very powerful here that yow cannor. It is an ancient evil
lurking in the shadows, a spivit my people have encountered before.
Listen very carefidly to what I am chanting. If I fall, I expect you to
continue where I left off....

Sees-in-Darkness, an Uktena Theurpe, offers his insight:

Black Furies: As divisive as they are, they work to-
gether in their tribal rituals. If only | knew what they were
doing there...

Bone Gnawers: They have a talent for walking unnoticed
in the midst of mankind. While they may not seem sane, they
see things even we do not notice. Their understanding of the
cities' spiriv worlds is impressive.

Children of Gaia: The Children’s skill as healers and
nurturers is unsurpassed. A pity that their approach to the
sacred arts is so limited.

Fianna: They should take life a bit more seriously. Such
reckless behavior will destroy them.

Get of Fenris: They are so proud of their strengths that
they do not see their weaknesses.

Glass Walkers: This tribe's urban magic is most curious.
When they are in their element, they are truly formidable.

Red Talons: A Talon's keen senses and sharper instincts
are amazing. No one knows the natural world as well as they
do... especially its mysteries.

Shadow Lords: Listen very carefully towhat they say. Half
of it will be useful, and half of it will deceive you. If you're wise,
you'll pick the right half.

Silent Striders: Whar a marvelous job they do of explor-
ing the spirit world. They get into all sorts of places I've only
dreamt of seeing.

Silver Fangs: Play up to their need for respect. We need
all the allies we can ger.

Wendigo: Younger Brother, you and |
= are the only two [ really rrust. We walk
= ) different paths, yet we still follow the
; same sacred ways.

Stargazers: We could easily
have been as the Stargazers— but
we have a brother to stand be-

side. The Stargazers had family
here, too, but I do not think
they knew that.




|

As proud as any Silver Fang and almost as bitter as the Red Talons, the VY e
Wendigo consider themselves the purest of the Pure Ones, and the Garou . 2% [ ] y
least tainted by the Wyrm. According to their philosophyy the European’ [
werewolves have been touched by the Wyrm; the Croatan sacrificed N3
themselyes, and the Uktena have degraded themselves with
the blood of the Wyrmbringers — the European invaders.

The tribe takes its name from its totem, the great
cannibal spirit of winter. Wendigo has taught his
tribe the power that liesin harnessing the ice storm,
its strength and implacability. As quiet as falling
snow, fast as the winter wind, the Wendigo are
masters of their woodland domain. No prey can
elude them — on two legs or four. They engage in
a covert war against the Wyrmbringer, focusing on :
thase who seek actively to defile their lands and =
Kinfolk and steal away their culture. But don’t all 558
Garou of European stock bear some share of the 7
blame ultimately? Doesn't their mere presence invite
the Wyrm! Wendigo war parties can be found far from
their lands, even into the heart of ¢ities — wherever corrup-
tion can be traced.

The tribe'srelations with other Garou are tenuous. While they are on
good terms with the Silent Striders and Red Talons, and they respect the Black
Furies, they have little but suspicion for the other tribes. After centuries of bitter
struggle, they have come to loathe the Get of Fenris, Fianna and Shadaw Lords.
Wendigo may ally with the Europeans to accomplish short-term goals, but they remain aloof
on the whole. Trust isa difficult thing for the tribes to earn. The Wendigo been given too many
empty promises.

LSRR T N

The Wendigo are a deeply traditional, deeply spiritual tribe
that takes great pains to make sure that no hint of corruption
taints its rituals, Wendigo hold their rites at sites too sacred
for spectators, and any European Garou who tried to spy
on their moots would never be seen again. Tribe mem-
bers purity themselves ritually before hunts or battle;
Wendigo seek spiritual aid to solve all manner of prob-
lems. Many packs quest through the spirit world looking
for some sign of their brother tribe, the Croatan,

The goal of the Wendigo is to secure the lands that they now
hold. Whar happens beyond thar is a question that occupies many councils.
Some elders, particularly the Half Moons, wish to open the Wyrmbringer's -
eyes to the old traditions so that they may leave the cities, return to nature .
and live in harmony with the spirits and the earth. Others, including many
Ahroun, have set for themselves the equally impossible task of driving the t
invaders from the Pure Lands or to wash the Wyrm taint from the earth with
the Wyrmbringer's blood. Although most Wendigo consider this last view a pipe
dream, frustration has brought more and more to this way of thinking. An alliance with like-
minded Red Talons may not be long in coming.

S

Although they are not the bookkeepers the Silver Fangs are, Wendigoare very picky about
with whom they breed. They maintain exclusively Native American bloodlines, preferably
from those who hold the old beliefs, and they breed only with wolves who live free and haven’t forgotten the ways of the wild trapped
in azo0. They reach their Kin the old ways, although such teachings are easily drowned out in these days by the seductive promises
of modern commercial society.
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Now, crowded cities look toward the North with its open
spaces and raw materials. Forces of the Wyrm and the Weaver
are gathering for the next assault to extinguish the dwindling
tribe and defile the last of the Pure Lands. But for the Wendigo
in their wilderness homes, the line has been drawn. No more
NEEOtAtoNs, NoO MoTe treaties, no more retreats. Should the
skidders and bulldozers come to lay the forest bare, they must
first drive over the bodies of the fallen Wendigo.

Appearance: Virtually all Wendigo are born from the
native peoples of northern North America (although a ru-
mored few hail from Siberia). On four legs, they resemble the
great rimber wolves that make the tundra their home. Their
coats are varying shades of gray so that they fade like ghosts
into the forest.

Kinfolk: All Wendigo Kin are native peaples, whether
huddled on reservations or living in the wilds as theit ancestors

did. The tribe is lucky to have a relarively high propertion of

woll Kin wandering free in the northern lands.

Territory: The stronghold of the tribe is in Canada,
Alaska and the plains states of the US, but they may also be
found on reservations giving strength to their people or in the
Wyrmbringer cities fighting evil where it lives,

Tribal Totem: Wendigo

Initial Willpower: 4

Background Restrictions: Wendigo may not buy Con-
racts or Resources.

Beginning Gifts: Call the Breeze, Camouflage, Resist Pain

Quote: Youare looking for your friends? See, their blood is still
wet onmy claws. Now, [ will send you to them!

Nawautin, Wendigo Galliard, growls his misgivings:

Black Furies: These women are brave, but they have lost
the true path.

Bone Gnawers: A Garou that gladly lives in filth is no
Garou. Still, they are better than others.

Children of Gaia: Their promises were sweet, but they did
not stop their cousins from drawing our blood. The Children
know how to lave, but they have not yet learned when to hate.

Fianna: Sweet-voiced Wyrmcomers that remember their
own glory but forget the death they brought to our people. Now
they wonder at our anger,

Get of Fenris: They respect no agreement, no ferritory,
nothing except strength in bartle. There is no honor in them.
The only thing they may be trusted to do is to draw their silver
blades at a moment's notice.

Glass Walkers: They have forgotten the land, and it is
dead beneath their feet. They are like spiders spinning their
webs inside a skull.

Red Talons: We know their outrage, but to forsake a part
of themselves lessens them.

Shadow Lords: The Stormerows embrace the worst at-
tribures of the Wyrmbringers: greed, treachery, casual cruelty
and selfishness. They rake everything and deserve nothing.

Silent Striders: They have notdone uswrong. We respect
them, but we pity them too. None should live without their
people close ar hand.

Silver Fangs: These “kines” were bom across the sea, yet
they claim to know what is right for all wolf-changers. But their
spirits are sick — if they can not help themselves, how can they
know our path!?

Uktena: Older Brother no longer walks a good path. The
Uktena mate with mongrels and search the dark places for
secrets that will bring them no peace, We must bring them back
before they step into the Hormed Serpent's maw.

Stargazers: There is much wisdom in the Stargazers. We
could trust them, even though we could not always understand
them. 1 hope their decision is a good one,
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Sooner or later, the rug always gets yanked out from under you. I don’t care who
you are — sometime on down the road, somebody dies. Something collapses. And
nothing makes sense from then on out. Maybe you learn to cope with your new life.
Maybe you even figure you like it. Maybe you crack. But it always happens. And that’s
nothing next to what we get.

You wanna know somethin’ funny? We call ourselves the chosen few; we say we're
lucky to get all the strength and speed and spirit allies and stuff that'we get. We even
say being born into thts damn war is: 50, then how come there ain’t a
i Il'y il sh 7 How come there’s

Goddammit, of all the memcm”" [ get to h ld on to, thats the one that keeps
waking me up at night. Puking my guts ot the morning, making my mom wender
if I'd gotten pregnant or somethmg Gemng fev rish and sweating like a pig.

And yesh, round about sumdc} VR, ju g i 1 husted out of the buﬂding like I
had the Gaspar Street Nifios on mv ass. No l:ellmg why, at least at the time — I didn’t
even know where [ was going. I just had 1 to get out under the sky, just had to get off
somewhere to myself. il

You know, I almost made it. I almost made it somewhere out of the way. I almost
got to my old hiding spot, where nobody woulda gotten hurt.

But like I said, that never happens. Someone always bleeds.

And then you wind up spending the rest of your life killing the right sort of people
just so you can make it up to the wrong sort of people, the people who just happened
to be in the wrong place.

Yeah, we're the lucky ones.

oy o g T
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To play Werewolf, you create a character — one of Gaia's
chosen — who will be your alter ego when you interace with the
world and participate in the story. Your character is like one of
the protagonists in a novel or movie, except that when the story
is over, you ¢an move on to the next — and the next. Your
characrer will grow as you play her, possibly developing into
something you never expected.

You will discover in this chapter how to create a unique
werewolf character whom you will hopefully play for a long time,
detailing her history and enjoying her exploits. Before you can do
$0, you must start with your general concept and translate ir into
numbers that you can use in the game. These numbers are not
particularly inspiring or thought-provoking — it'shard toevoke a
compelling image when you say “my character has four dots in
Eriquette” — but theyserve asastarting point that helps youdefine
your character's strengths and weaknesses in objective terms.
These numbers also serve when vou need to derermine if your
character's actions are successful or not. A manipulative characrer
is better able to convince the security guard to let him inside the
offices after hours than a character who is blunt or reticent.

It's best to create a character with assistance and supervi-
sion from the Storyteller. When you know what the game you'll
participate in is like, you can more easily designa characrer who
fits in. In fact, it's best to discuss with the other players and
Storyteller what's expected in the game so that every character
can fit rogether without too much fuss. Werewaolves gather in
packs, so players should keep this tendency in mind as well
when designing a character.

Traty

When you set out to create your character, you should
have a general concept in mind that includes where he lives,

how he grew up and what he loves or hates. These factors make
each character truly alive and unique: But in order to play the
character, you must first assign his Traits. You can’t decide that
vour character is intelligent and a fast thinker without assign-
ing dots to Intelligence and Wits, He can't be devastatingly
handsome if you don't pur any dots inte Appearance. You
should assign Traits in a mannet that supports the character’s
concept and intended role. A smooth ralker should have
Charisma or Manipulation along with Subterfuge, to make him
useful when the group needs someone to fast-talk their way out
of a situation. On the other hand, he may need to rely on a
companion for heavy-duty physical work such as combat.

Traits are described in numerical terms, with ratings from
one to five dots. (Rage, Gnosis, Renown and Willpower are
exceptions, running up to 10 dots.) Each raring represents the
characrer’s capability in that particular Trait. Trait ratings are
similar to the scores thar critics might give a movie or resrau-
rant. Having no dots at all is abysmal (or in some Traits, even
subhuman), while five is superh (probably the best in the
world), with one to four dots ranging between. These ratings
are very important when it comes time to roll dice. (See
Chapter Five: Rules for specifics.)

Cietng SFarfed

Werewolf: The Apocalypse character creation is based
around five basic concepts that you must keep in mind when
creating the character you want to play.

* You can create a character from any nation, of any age,
from any culrural background, but your character has under-
gone the First Change only recently. He probably knows very
little ‘about werewolf society, unless he received instruction
from a mentor or Kinfolk, or he is metis.
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Common Traits and Jerms:

Werewolf characters tend to be defined by the following Traits:

Breed: This represents your parentage — whether you were
born to humans, wolves or two werewolf parents.

; : Auspice: This is the moon phase your character was born
Name: The character’s name, which may be a human name or

nickname ora “deed name” given to him by his tribe. Some characrers
use both their birth name and their “Garou nanie” as appropriate.

under, like an astrological sign (only much more potent). Auspice

determines a character's general role in werewolf society.
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or give in.
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e The character creation process is designed to help you
define your character and provide you with the means for that
character to work within the rules. The numbers are not more
important than the concept, but your character’s Traits should
support and strengthen your concept. The only way your
character can truly come to life for you, the other players and
the Storyteller is through roleplaying. Keep that in mind as you
design your character.

® The Werewolf character creation system is point-based
— you receive points to apply to each part of the characrer
(Attribures, Abilities, Advantages). After youassign these poinits,
you receive a pool of freebie points to personalize and round out
your character further. Note that even with freebies, you prob-
ably won't have enough points to purchase everything you want.
Thisisfine! Yourcharacterisstill competentat the starting level,
and he'll grow into his full potential as you play him over time.

® A Trait of one is poor, while a Trait of five makes your
character one of the most accomplished in her field. If you have
one dot in an Ability, your character is inexperienced, or simply
not very good at it. Your character is not necessarily useless just
because she has one dot in Strength. Instead, consider it an
opportunity to flesh out your character further. A one-dot Trait
can be as defining as any five dot Trait. Remember that Garou
Attributes change when they shapeshift. A Garou in Crinos form
is a lot stronger than she is in Homid.

® [t is very important to create a character that fits into the
group. You can't expect the other players to tolerate a character
thar just won't fit in or work with the pack. If your character’s
behavior disrupts a story, the Storyteller or other players may
ask you to modify how you play or créate a new character who
will fit in better. Garou are pack creatures, and life is far too
difficult for werewolves if they cannot cooperate with theirown
packmates. Often, survival depends on a pack’s ability to coop-
erate and work cohesively.

7 lie SForyfellers Kok
1 Chariacter Crection

As the Storyteller, you should guide your players through
character creation, When your players arrive for the first session,
discuss the game’s basic premise and themes (specifically those
youwish toexplore). It'shelpful to write astyle sheet, adocument
that describes where you'd like to start and where you'd like the
chronicle to go over time. You don't have to reveal your actual
plans for stories, simply give guidance on the kind of stories you
want to run. If any players are unfamiliar with Werewolf, spend
time filling them in on the setting and rules basics. You don't
need to bring them up to speed on everything, though, since a
new character won’t know much more than the new player does.
Try tokeep things assimple as possible and give the players room
to discover the system's intricacies on their own.

First, give the players each a character sheet and give thema
minute to look it over and ask questions about them. Then, explain
the character creation process step by step. Give the players time to
ask questions, and answer them as clearly as possible. A little
patience in the beginning will save a lot of frustration and misun-
derstanding later on. Be sure to explain what the Traits méan and
how they define a character’s abilities.

Before players create their characters, discuss what kind of

pack they'd like to play and which role each character might

fulfill. Don't think about it necessarily in terms of “one Garou
of each auspice” or "no more than one member of any tribe.”
Consider what the characters will do in the pack and why they
formed the pack. Encourage the players to give their characters
hooks to hold them together.

Spend the entire session creating characters, and don't rush
the players. Give them time to make complete, flesh-and-bload
characters with personalities, goals, hopes and dreams. You don't
want undeveloped caricattres. Once players have finished creat-
ing their characters, spend the remainder of the session running
preludes forthem. A prelude isashort session with the player to tell
the story of her character’s life up through the present, including
family life, importanteventsand the First Change. Preludes will be
your players’ first exposure to your chronicle, so make them
memorable and interesting. Once you've run all the preludes, run
aprelude for the pack asa whole. Describe an occasion, suchas the
Rite of Passage, that brings all of the characters together for a
reason strong enough for them to forge a more lasting bond. You
can find more informarion on preludes later in this chaprer.

St Ope: CHharacter Concepf

Before you write down a single word or darken a single dot,
you need to develop a character concept. The concept needs be
only a general idea of whar your character is like. Make it
something unique and interesting that you will enjoy playing for
the long haul. As you progress through the character-creation
process, you may change or adjust this concept to suit your needs
or wants, bur i gives you a starting point. The character concept
is something like a thesis sentence for your character. An example
might be, “My character ran away from home in her early teens to
escape an abusive parent, and she had her First Change ina youth
shelter. Now she spends her time looking out for the other
runaways, since no one else will.” The concept should be unique
and interesting enough to satisfy you and the Storyreller.

Once you've decided on a concept, you must make three
choices to support that concept. You must choose your
characrer’s breed (species), her auspice (role in Garou society)
and her tribe (the group that ¢laims her as a member). The
better you understund these aspects and can interrelate them
with each other and your core concept, the more complete and
interesting your characrer will be.

e Breed: The Garou are creatures of two worlds who truly
belong to neither. Werewolves are outsiders in a way that few
humans have ever experienced directly. They cannort even breed
among theirown kind. Garou must breed with humans and wolves
to perpetuate their kind and breed healthy (and fertile) offspring.

For two werewolves to mate is to violate one of the oldest
taboos among the Garou. The product of such a union isalways
sterile and either deformed or insane (sometimes both). Worse,
the offspring is born in Crinos form, and it cannot shapeshift
until eight years of age, requiring the parents to raise it away
from human society. Even when werewolves do breed with
humans or wolves, the tllfspring tarely breeds true. Nine out of
10 births are normal Kinfolk wolf cubs or human infants,
marked only by their blood relation to the Garou. In some
families, the strain might vanish for generations, only toappear
long after the Kinfolk have drifted apart from their Garou
relatives. In others, several children in a single generation
might experience the First Change. The Garou try to track all
descendants and relatives (wolf and human) to locate potential
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werewolves. When Garou find any who are about to enter the
First Change (either from observation or happenstance), they
bring that one into their tribe to teach them about who and
what they are, and about the war that they were bomn to fight.

The Garou's current generation is believed to be the last, as
mare signs of the Apocalypse come to pass. Garou are under less
pressure to breed in the end times, since nobody truly believes
that a child born now will be mature in time for the final battle.

The three breeds are homid (born to humans), lupus (born
to wolves) and metis (born from the union of two Garou). All
metis characters have deformities (see pp. 60-61).

® Auspice: Your character's auspice is the moon-phase
under which she was born. It's similar to an astrological birth
sign, but it plays a much more significant role in a werewolf’s
life. To the Garou, Luna is a central figure in their lives, and
they draw their Rage from her. Your character’s auspice indi-
cates het profession in Garou society, some of her strengths and
some of her weaknesses.

Youmay choose from five different auspices: Ragabash (trick-
ster, scout or spy), Theurge (shaman, seer or mystic), Philodox
(judge, lawgiver or mediator), Galliard (historian, bard or story-
teller) and Ahroun (warrior or guardian). Yourcharacter's auspice
may have a strong effect on her personality. Ahroun tend to be
violent while Ragabash are often clever.

Complete information on each auspice can be found on
pp- 63-67.

® Tribe: In the shadow of the coming Apocalypse, packsare
usually composed of many tribes, since Garou are too few in
number to follow the older practice of creating a pack composed
entirely of one tribe’s members. Even so, 2 Garou’s tribe provides
context for who and what he is. Each tribe has a spirit totem that
influences much of the rwibe's characteristics. Choose your
character’s tribe carefully. Your choice will impact her back-
ground (and available Backgrounds).

Players may select any of the 12 rribes described in
Werewolf. See pp. 68-91 for further information on each tribe
and its unique characteristics.

SFop Taoo: Choctsng Affriinar

Onceyou'vedefined yourconceprandselected yourcharacter’s
breed, auspice and tribe, it's time to begin assigning numbers. The
first step is to assign scores to each of your character’s Attributes.
The Attributes defines your character’s innate capabilities and
aptitudes. How fast can your character move! Is she attractive or
even beautiful? How sharp are her senses? The Artributes answer
each of these questions objectively.

First, prioritize your three Attribute categories — Physi-
cal, Social and Mental. Decide which category your character
is best at (primary), which category is above average (second-
ary) and which catepory is merely average (tertiary). Is she more
mental than physical — more perceptive and intelligent than
strong and tough?

* Physical Attributes define your character's physical
limits; such as how fast he can run, how much he can lift and
how healthy he is. If your character is primarily action-ori-
ented, then you'd be well advised te make Physical your
primary category.

¢ Social Attributes define your character’s ability to
interact with, relate to and sometimes use others. Social

\a—n—.—_m-k\\\n—-

Attributes affect first impressions, your character’s ability to
inspire or lead people and how attractive he is. If your character
isacharmer oradeceiver, Social Attribures make a good choice
for your primary category.

¢ Mental Attributes define your character’s mental capac-
ity. How quickly can she think? How sharp is her eyesight? How
smart is she? If your character likes puzzles or is an investigator,
then Mental Attributes should be primary.

Your character concept should give you direction on how to
prioritize your Attributes; but don’t feel straightjacketed into
suchchoices. Yes, it'sperfectly viable to play aformer soldier with
Mental Attributesas primary (a genius tactician) oran artist with
Physical in the primary slot (a dancer, perhaps). As noted
previously, you canstill modify your basic concept, and Attribute
priorities might prompt you to alter your focus or intent.

Your character begins with each Attribute at one dot.
Priority selection determines how many additional dots you
may place in each category: Divide seven dots among your
character's primary Attributes, five dots among her secondary
Attributes and three dots among her tertiary Attributes. You
may choose to apply seven dots to your character's Mental
Attributes, five to his Social Attributes and three to his
Physical Attributes, for example. You are also not limited in
how many dots you may assign to any one Attribute (in the
preceding case, you could apply all three dots in your Physical
category to Dexterity, leaving you with Strength and Stamina
at one dot and Dexterity at four). You may not raise an
Attribute above five dots.

Freebie points allow you to increase an Attribute or two
later on if you feel it necessary.

SFgp THree: Choaing Aiar

Abilities describe what your character knows and can do.
They represent what he's learned as opposed to what comes
from natural potential.

Like Attributes, Abilities are rated from one to five dots.
This rating represents your character’s competence in that area.
You use this number (usually added to an Attribute) to deter-
mine how many dice you roll when your character uses an
Ability. Abilities are also prieritized into primary, secondary and
tertiary categories, just as Artributes are.

Abilities are divided into Talents, Skills and Knowledges.
Each category has distinct characteristics.

e Talents are Abilities your character can work out on her
own or develop intuitively. It's sometimes necessary to practice
Talents in order to purchase or increase them, but they aren’t
learned from a teacher or a book. They can be gained through
direct experience. If your character lives on the streets, for ex-
ample, it's easier to pick up Streetwise. Some Talents (such as
Athletics, Brawl or Expression) can be trained, but it's not re-
quired. If your character tends to survive through her own wits or
common sense, Talents are apprapriate as the primary category.

o Skills are Abilities learned through training. This category
includes those Abilities one learns step-by-step through practice as
well as those learned from a teacher. If your character is good at
learning through practice, Skills make a good primary choice.

® Knowledgesare Abilities that one can learn only through
rigorous study and application. Many are learned in school or
from books, but they can be acquired through experience. If
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yout character is educated, hasa good memory orspends a great
deal of time in study, Knowledges are appropriate for the
primary Ability category.

Assign each Ability category a priority (primary, secondary or
tettiary). Aswith Attributes, let your concept guide your decision.
Unlike Atrributes, all Abilities start at zero dots.

Assign 13 dors to your primary category, nine dots to your
secondary category and five dots to your tertiary category. You
may not assign more than three dots to any Ability, but you can
increase Abilities to four or five dots with freebie points later.

J}'ﬁ;ﬁ fc‘?f/ﬁ:/z/f/dﬂ;éryzzf

Advantages are neither prioritized nor ranked. Instead,
each Advantage has a specific number of dots allotred. It is
possible to increase them with freebie points later.

Backgromndt

Your character receives five dots to assign among the 10
Buckground Traits. Read your choice of tribe carefully before
assigning any dots, because some tribes restrict Background
choices during character creation. Backgrounds chosen should
tie into your character concept as defined in Step One.
V74

Your character receives three Level One Gifts (powers the
spirits grant to the Garou). Choose one Gift from each of the
appropriate breed, auspice and tribe lists (see the Tribe listings
in the Character Creation Summary pp. 100-101). You may
spend freebie points to choose more Gifrs, bur they must also be
Level One.

A Lps 088

Renown is vital for your character, since it defines how
famous she is among the Garou. Your character’s auspice
determines her starting permanent Renown. Characters do not
begin with remporary Renown (with the exception of packs
with certain pack torems, as listed in the Appendix).

-.z)ﬂ'mé"l

Rank is a Garou's station and trustworthiness in werewolf
society, und it is determined by Renown torals (these require-
ments are different for each auspice). All characters begin at

Rank 1 (cliath).

JFep Five: Fipitbisnng Toncber

Now it's time to round out your character and customize
him with freebie points. At this stage, you also derermine your
character's base Rage, Gnosis and Willpower.

Ruge

Rage quantifies your character's inner anger and turmoil.
High Rage makes it more difficult for werewolves to deal with
normal humans and wolves. Your characrer’s auspice deter-
mines his starting score.

7 ’
Conatiy

Gnosisdetermines how spiritual your character isand how
in tune she is with the natural world. A werewolf with no
Gnosis has no connéction to the spiric world and cannot step
sidewaysunder herown power. Breed determines your character’s
initial rating.

Pifoser

Willpower describes how much self-control your charac-
ter has and how determined he is in adverse circumstances.
Players may use Willpower to control character actions when
events conspire to force an instinctive tesponse (frenzy and
such). Your character's tribe determines his initial Willpower.
Frvefie Foints

The final step. You now have 15 freebie points with which
ro round out your character and select Traits you couldn't afford
previously, Each Trair has its own price (see the table in the
Character Creation Summary on p. 102).

Jpark of L4

Now it’s time to work out some of those character qualities
that have nothing to do with game mechanics. It’s not absolutely
necessary to write these qualities down, but doing so is highly
recommended. At the very least, think abour each of them after
character creation and during games thereafter. Some will change
over time while others may be reinforced.

Appearance

What does your character look like? How do her Traits affect
herappearance!? If she has four dots in Strength, those muscles will
show. Ifshe hashigh Charisma, that rating will translate tohow she
moves and ralks. Go over her concept and Traits to see how you
can use them as descriptive hooks. Your choices will reflect not
onlyyour character’sappearance, butalso how she dresses, howshe
acts and how she speals. Does she move with confidence and have
asteady gaze, orisshe hunched over, refusing tolook anyonein the
eve? Does she prefer casual, rugged clathing, or does she have more
expensive and refined tastes? Itismuch more evocative tosay, “My
character walks with a pronounced limp, possibly from an old
injury,” than to say, “My character has one dot of Dexterity.”

SpactinBes

Characters with high Traits may be very good ar some tasks
even more than the number of dors would imply. If your
character has any Attribute or Ahility at four or five dots, you
may choose a specialty that applies to that Trait (appropriate
specialties are listed with Traits, in Chapter Four). Keep your
concept in mind when choosing specialties. (An ex-marine
might choose “assault rifles” as a Firearms specialty, where a
gangsta might choose “pistols.”) You can leave specialties blank
and choose them during play, but it’s just as appropriate toselect
them right away, Specialties serve as a roleplaying tool, and they
provide a bonus to dice rolls that apply to them (see p. 108).

Youcan also assipn specialties to Traits rated ar three or fewer
dors. You won't get a bonus in this case, but you can use it as a
roleplaying tool or guide. The specialty would indicate character
preference rather than any objective improvement. In no case can
you take a specialty that the Storyteller deems too broad (such as
"small arms” for Firearms or "keen senses” for Alertness).

Quirker

Everyone has unique habits, anecdotes, interests and
hobbies. These quitks do not define the character centrally,
but they do give that character more color or depth, as well as
amore realistic feel. Wrire a few sentences on the back of your
character sheer describing some of these quirks. They could
range from a wickedly brutal sense of humor to a hatred for
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poodles to a penchant for quoting faverite action movies. You
can always add more quirks after play begins if new possibili-
f1es Occur to vou.

Aofsvafions

What drives your character! Why does she go out and
battle the Wyrm!? Why does she risk her life for her packmates
and Gaia on aregular basis? While it may seem thar fighting
the Wyrm is worthy for its own sake, surely most Garou have
other reasons for continuing a millennia-long war. What in
your character’s history or concept pushes her to destroy the
Wyrm's corrupting influence? A -.'umpe]ling, dramatic rea-
son can give you a lot of mileage for roleplay in any chronicle.
Perhaps a gang of fomori killed your character’s family when
she had her First Change, and every blow she strikes against
the Wyrm's minions is a blow struck for her family. This
motivation needs not lead her only to battle, though. She
might alse want to find her family's spirits and lay them to
rest with the knowledge that their deaths have been avenged.
Yourcharacter's motivation must answer the question, “Why
does she fight this war?”

Normwaf /l)ef'f;ﬁ?:f/

Many homids choose to maintain a “normal” life in
human society. Afterall, notall Garou decide to leave theirold
lives behind entirely. Some tribes, like the Bone Gnawers,
Children of Gaia and the Glass Walkers, spend a great deal of
time among mundane humanity, Even some members of other
tribes, like the Get of Fenris and the Black Furies could have

C!mp‘f’er Three: Chavracter and Traits
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mundane identities. How does your character maintain such an
existence! How does she deal with the risks Rage can present,
such as frenzy ar endangering innocents?

Lupus Garou somerimes choose to spend time among
mundane wolves as well. Such a Garou (even the smallest
Ragabash) will usually assume the alpha position of any wolf
pack he joins. How does he interact with other wolyes! How
does he interact with humans who come hunting?

These possibilities aren’t exclusive, A homid might choose
to live as a wolf for a time, and a lupus might experiment with
living in human society (although such an experiment is
unlikely for a Red Talon).

T e Pk

More important to the Werewolf chronicle than any of
the individual characrers is the pack they form. Among Garou,
the pack is the basic social unit; Garou who are nat part of a
pack are practically social ourcasts. For a pack to work, the
characters must cooperate with each other. Pack uniry is
imp(u’mn[ IO success among \.\-’l.‘frt‘.‘\\'ﬂl\'\'i‘i,

[t may be difficult to conceive of playing a group as closely
knit as a pack, but consider that the Garou who make it up have
been through hell (also called the Rite of Passage) together.
They've lived with each other, breathed the same air, eaten the
same food and lived with the same decisions. They came together
after their respective First Changes, and they have spent nearly
all of their rime since working (or playing) together.

N
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CHharactor Creation Froceer

® Step One: Character Concept

Choose concept, breed, auspice and tribe
» Step Two: Select Attributes

Note that all Attributes start with one dot before you
.'-ldl.i any.

Prioritize the three categories: Physical, Social, Mental (7/5/3)

Choose Physical Traits: Strength, Dexterity, Stamina

Choose Social Traits: Charisma, Manipulation, Appearance

Choose Mental Traits: Perception, Intelligence, Wits
* Step Three: Select Abilities

Priaritize the three categories: Talents, Skills, Knowledges
(13/9/5)

Choose Talents, Skills, Knowledges
® Step Four: Select Advantages

Choose Backgrounds (5 — restricted by tribe), Gifts
(three — one each from breed, auspice and tribe), Renown
(by auspice)
 Step Five: Finishing Touches

Record Rage (by auspice), Gnosis (by breed), Willpower
(by tribe) and Rank | (cliath)

Spend freebie points (15)

Breed

See also Breeds, pp. 59-61

® Homid: You were born human and raised by human
parents. You were not aware of your heritage until you
experienced the First Charige with the onset of adulthood
(or shortly before). It's very likely thar you were completely
unaware of your family's nature as Kinfolk (or of your Garou
parent's nature).

Initial Gnosis: |

Beginning Gifts: Master of Fire, Persuasion, Smell of Man

Initial Gnosis: 5

Beginning Gifts: Hare's Leap, Heightened Senses,
Sense Prey

® Metis: Both of your parents are Garou, and they broke
the Litany when they conceived you. You were raised within
a sept among werewolves, and you understand Garou culture
more deeply than either homids or lupus. As a sign of your
parents’ sin, you are malformed and sterile.

Initial Gnosis: 3

Beginning Gifts: Create Element, Primal Anger,
Sense Wyrm

® Lupus: You were born a wolf and raised in the wilds
among wolves. Until you were almost full-grown (two years
or s0), you were unaware of your true nature as a werewolf.
You aren't as sophisticated as a homid, but you have stronger
faith in your instincts.

Awppsoe
See also Auspices, pp: 62-67

* Ragabash: New Moon — Tricksters and questioners,
they fight the Wyrm with guile and cleverness.

Character Creation Sommary

Initial Rage: 1

Bepinning Gifts: Blur of the Milky Eye, Open Seal,
Scent of Running Water

Beginning Renown: Three in any combination.

® Theurge: Crescent Moon — Seérs and shamans,
they speak to spirits and understand their ways.

Initial Rage: 2

Beginning Gifts: Mother's Touch, Sense Wyrm,
Spirit Speech

Beginning Renown: 3 Wisdom

® Philodox: Half Moon — Judges and lawkeepers,
they adjudicate challenges berween Garou and often serve
as final arbiters.

Initial Rage: 3

Beginning Gifts: Resist Pain, Scent of the True Form,
Truth of Gaia

Beginning Renown: 3 Honor

¢ Galliard: Gibbous Moon — Lorekeepers and
Talesingers, they remember Garou history and teach it
through their impassioned tales.

Initial Rage: 4

Beginning Gifts: Beast Speech, Call of the Wyld,
Mindspeak

Beginning Renown: 2 Glory, | Wisdom

* Ahroun: Full Moon — Warriors and protectors, they
fight like no other auspices and bring destruction to the
Wyrm wherever it dwells and breeds.

Initial Rage: 5
Beginning Gifts: Falling Touch, Inspirarion, Razor Claws
Beginning Renown: 2 Glory, 1 Honor

e

See also Tribes, pp. 62, 68-91

* Black Furies: The Furies defend the wildest places
and fight viciously to defend women. Most Black Furies are
female, and the only males in the tribe are metis.

Initial Willpower: 3

Backgrounds: No Restrictions

Beginning Gifts: Breath of the Wyld; Heightened
Senses, Sense Wyrm

® Bone Gnawers: Possibly the best-informed tribe and the
most competent at spying. The Bone Gnawers live in poverty,
and the other tribes despise then for their casual ways.

Initial Willpower: 4

Backgrounds: Ancestors, Pure Breed and Resources are
not available to Bone Gnawers.

Beginning Gifts: Cooking, Resist Toxin, Tagalong

® Children of Gaia: The most moderate of the tribes,
the Children of Gaia consider themselves mediators and
humanity's champions.

Initial Willpower: 4

Backgrounds: No restrictions.

Beginning Gifts: Mercy, Mother’s Touch, Resist Pain
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* Fianna: This tribe is of Celtic descent. Their ancestry
ranges from Ireland, Scotland, Wales and England, bur in
modern times, they can be found anywhere their relatives
have migrated. They are renowned as lusty for both bartle
and celebration.

Initial Willpower: 3

Backgrounds: No restrictions, but Kinfolk is recom-
mended.

Beginning Gifts: Faerie Light, Persuasion, Resist Toxin

® Get of Fenris: Dedicated to the Wyrm's utter destruc-
tion, the Get are considered savage and bloadthirsty. This
tribe is primarily of Germanic and Scandinavian descent,
and Fenrir take grear pride in their heritage.

Initial Willpower: 3

Backgrounds: Get of Feniris may not purchase Contacts.

Beginning Gifts: Razor Claws, Resist Pain, Visage of

Fenris

o Glass Walkers: The Glass Walkers have adapred
more closely to city life than every other tribe (except the
Bone Gnawers), and they are not considered trustworthy.
Glass Walkers tend to gravitate toward high technology,
high finance and the criminal underworld.

Initial Willpower: 3

Backgrounds: Glass Walkers may not purchase Ances-
tors, Mentor or Pure Breed.

Beginning Gifts: Control Simple Machine, Diagnos-
tics, Trick Shot

® Red Talons: A tribe unique in that it is composed
almost entirely of lupus members (with a very small bu
growing number of metis). Red Talons live in the wilderness
among their lupine Kinfolk, and they believe that Gaia's
only hope is the extermination of all humans,

Initial Willpower: 3

Backgrounds: Red Talons may not purchase human Al-
lies, Contacts or Resources, and their only Kinfolk are wolves.

Beginning Gifts: Beast Speech, Scent of Running Water,
Wolf at the Door

¢ Shadow Lords: The Silver Fangs’ primary rival for
leadership of all Garou. Shadow Lords are seen as cunning,
deceptive and domineering — judgments that are not far
off the mark.

Initial Willpower: 3

Backgrounds: Shadow Lords may not purchase Allies
or Mentor.

Beginning Gifts: Aura of Confidence, Faral Flaw, Seiz-
ing the Edge

e Silent Striders: Exiled from their original homeland,
the Silent Striders choose to live solitary lives on the road,
traveling constantly. Some work as couriers between septs.
Silent Striders have learned many secrets of bath the physi-
cal and spiritual worlds in their ravels..

Initial Willpower: 3

Backgrounds: Silent Striders may not purchase Ances-
tors or Resources.

Beginning Gifts: Sense Wyrm, Silence, Speed of
Thought

e Silver Fangs: The rightful rulers of the Garou Nation,
the preserve impeccable breeding through both their lupine
and human lineages: Most can claim descent through various
European noble and royal families. This exclusionary behav-
ior has led ro inbreeding, and the Silver Fangs are tainted
with madness because of it.

Initial Willpower: 3

Backgrounds: All Silver Fangs must purchase at least
three dots of Pure Breed.

Beginning Gifts: Falcon's Grasp, Lambent Flame,
Sense Wyrm

o Uktena: The Uktena are the most mysterious and
mystical of the tribes. They have charged themselves to guard
the resting places of many powerful Banes, and some fear that
thisassociation taints the tribe. Once, the tribe’s human blood
was entirely Native American. In recent decades, the Uktena
have begun to breed with other races.

Initial Willpower: 3

Backgrounds: No restrictions.

Beginning Gifts: Sense Magic, Shroud, Spirit Speech

* Wendigo: The Wendigo are the only Garou tribe
composed primarily of Native American members, but a few
have bred outside their traditional lineages. The Wendigo
resent the other tribes’ presence in North America, and they
guard their caerns from all others.

Initial Willpower: 4

Backgrounds: Wendigo may not purchase Contacts or
Resources.

Beginning Gifts: Call the Breeze, Camouflage, Re-
sist Pain

Backgronms

See also Backgrounds, pp. 120-123

o Allies: Your friends, whether they're human or wolf.

® Ancestors: This Background describes your
character's ability to speak with and channel the knowl-
edge of his ancestors.

» Contacts: Who you know, primarily in human society.

e Fetish: You own an item of some sort with a spirit
bound within it. See pp. 301-303 for more information.

* Kinfolk: The number ofrelatives you're in regular conract
with — human or wolf, and all are immune to the Delirium.

® Mentor: A Garou elder who's taken an interest in vou
and advises you.

® Pure Breed: Your lineage and pedigree among Garou.

® Resources: Your personal wealth and possessions, as
well as your regular income.

® Rites: Describes the number and/or level of rites you
have learned. See Rites, pp. 154-167.

e Totem: A pack’s torem is a unigue spirit. Each pack
member may contribute to this Background to create it. See
pp. 293-294 for more information on building totems.

Breed, auspice and tribe above denore what Gifts you
may choose to assign to your character.
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Keposn
See the auspice descriptions for beginning Renown. Also refer
to Renown (pp. 123-124) and Advancing in Rank (pp. 184-186).

Tank

Allecharacters begin playar Rank 1. (See Rank pp. 124-125.)

g, Cinenls, Wifpower

Sce as follows: auspice for Rage, breed for Gnosis and
tribe for Willpower. See also Rage pp. 125-126, Gnosis pp.
126-127 and Willpower pp. 127-128.

Frvolre Poivkr

Trait Cost

Attributes 5 per dot

Abiliries 2 per dot

Backgrounds 1 per dot

Gifts 7 per Gift (Level One only)
Rage I per dot

Gnosis 2 per dot

Willpower 1 per dot

By stressing the importance of the pack members’ relation-
ships, we do not say that all the characters must like each other
unreservedly and get along in all things — this is impossible. In
fact, it's more interesting if the characrersdo disagree oversome
things and experience conflict. After all, every family has its
problems. The fact is, though, that a pack is more than the sum
of its members. It describes those Garou as a group with
common goals, morivations, enemies and background.

[t may help playefs to visualize the pack asa characterunto
itself and work out its nature before they even begin to create
their characters. The Storyteller and players should discuss the
pack’s purpose for existence (all packs have one) and how it was
formed. What must it accomplish? How does it interact with
other packs? With the sept? Once the players decide upon a
pack concept, they can decide who will fill which roles within
the pack and whar kind of characters they want to bring into it.

Creatfing #oe Dok

The pack serves as the chronicle’s center, the axis around
which everything else revolves. Characterts can join or dig, but
the pack remains. Because of its nature, it's extremely impor-
tant that the players agree on the sort of pack they want ro play,
as that will impact directly the kind of stories they will play. If
a player decides thar she doesn’t like her character two stories
into a chronicle, it’s easy enough to let her switch in a new one.
If the players decide they don't like the pack’s nature, though,
it may be necessary to overhaul the chrenicle completely.

Most packs in the Final Days are formed during a Rite of
Passage as the characters band together in the interests of
survival. In past times, such packs were formed from members
of a single tribe. Now, however, the Garou are too few, and the
End Times too near, for elders to continue this practice.
Madern packs are usually formed from members of several
tribes, in the hope that they may support each other's strengths
and cover each other’s weaknesses.

When they create the pack, players should answer several
questions. Players should answer these questions before they
create their characters or play our their preludes, but they may
change the specifics afterward. The important goal is to establish
a firm pack concept to give each character context.

» Where is the pack based? — What territory does the pack
claim? Where does it range! Does it even claim territory? Do the
pack members patrol their territory, or do they even acknowledge
such responsibilities? Do the members have theirown homesordo
they live together? Is the pack urban, rural or wilderness-based?

* What is the pack’s mission? — What goals and moti-
vations unite the pack? Do the packniates seek o destroy a
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particularly powerful Bane? Do they exist simply ro protect
their territory? Do they seek vengeance on someone in particu-
lar or upon anyone who defiles Gaia?

* Who, if anyone, is the pack alphal — Who makes
decisions? Who leads the pack? How does the pack decide?
Some packs choose the alpha through violent challenges,
allowing the victor to lead. Others designate different members
to lead during different missions. The Ragabash may lead
scouting missions while the Ahroun leads in battle.

® What is the pack’s totem? — Does the pack have a
totem ! 1f so, what is it 7 Why do the characters follow this totem!?
Did it choose them, or did they choose it?

® What is their sept like? — What kind of sept does the
pack belong tol Does ir give the characters additional responsi-
bilities! What is its name! Who are the leaders! The elders! Does
the sept have a totem? Do sept members have certain duties that
they must fulfill to appease certain spirits? Why?

® Does the pack have friends and allies? — Does the pack

have any friends beyond its individual members’ contacts and
allies? Who are they! Does the pack protect them!?

® What about enemies?! — Does the pack have any
enemies! Who are they, and why do they hate the pack? What
are their motivations? Are they Garou! If not, what are they!?

Fuck Pyrpore

The pack concept is lodged deeply in the Garou psyche —
everyone isviewed inthat context. Garou viewsolitary werewolves
ascreatures to be pitied or cursed; they're certainly not whole. Of
all Garou, only the elders live without packs, and they do so
(hopefully) because they've fulfilled their sacred mission. In all
too many cases, though, such is not the case. Few Garou survive
to become elders, and few elders have surviving packmates.

According to Garou tradition, Gaia charges cach and every
pack with a purpose that draws its members rogether; a purpose
they-are meant o serve and fulfill. In fact, potential packmates
often experience visions or dreams guiding them together and
revealing their purpose, before the pack is even formed:

In the End Times, many Garou are drawn together with
visions of their own violentdeaths— bur those deaths always serve
some greater purpose. Many younger werewolves are uncomfort-
able with these visions, but they support each other within the
packs and help those who lose conviction in their cause.

T Prehire

One moment in every Garou's life changes everything. At
that point, there isno tuming back; she's transformed, and she now
lives in a larger world. When a werewolf experiences her First
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Change, she steps into her heritage, probably very traumatically.
But what's the point of defining that First Change ifyoudon’t have
a sense of what her life was like before? Most werewolves grow 1o
adulthood without knowing what awaits them.

The prelude, then, provides context for the character's
‘ past, her experience upon the First Change, her reaction to it
and what she does afterward. It's a one-on-one storytelling
session during which the player and Storyteller establish the
important moments of the character’s history. Since it’s neces-
sary to compress many years of life into a series of rapid-fire
vignettes, each highlighting a pivotal event in the character's
life, rather than a fully developed life story.

SForyfeing fhe Frofirde
The Storyteller should take the time to run a one-on-one
prelude for each player, unless two characters were close friends
who grewup together before they became Garou. [t's important to
keep the player focused during the prelude, since it is a very a
personal experience thar gives each character a sense of history.
Some players may want to share a prelude — for example, if their
characters were lonetime childhood friends — but it’s best to n
preludes one person ata time. Don’t worry about the other players;
they can spend the time to socialize, refine their characters, discuss
their plans for the chronicle or call for pizza. The prelude is too

important to neglect

When running the prelude,
don’t take roo much
time with each vi-
gnette. Lay out the
scene, give the player
a CI"IHHCC ({8 i“ﬂ;((‘ d

tew decisions, then move
on to the next.
You
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can use this opportunity to foreshadow some of the events in
the chronicle (perhaps a recurring enemy appears in each
prelude?), bur don’t dwell on any one thing for too long. Your
goal is to make the player respond instinctively to each situa-
tion, rather than with deliberation. Doing so gives a very
concentrated sense of what the character's life was like.

The prelude serves as an opportunity for the player to
explore the rules and setting. Give her room to do so, but try to
avoid combat. If combar does occur, simply describe the outcome
soas not to kill the characrer aceidentally béfore the game starts.

The player may change her mind about some of her
character’s Traits as a result of decisions and actions during the
prelude, and it's fine to let her change things around a bit to fir
her concept better. Don't allow players to simply shift Traits
around to make invincible characters. The idea is to highlight
the character’s nuances, not engage in a number-crunching
exercise. Use the prelude to explore the character’s Traits. Does
he have high Resources? Cover how he came into that money,
Allies? Run a few vignettes showing how she met her friends.

It's important, when running preludes, to establisha sense of
normalcy and of the routine (unless the character is a metis, then
play up his isolation from humans and wolves). The prelude gives
youasense of the mundane that you can shatter gleefully when the
First Change occurs. It's a great way to build dramaric tension both
before and during the acrual change.

The prelude is presented as a storytelling session, but it's
important to allow the player to interrupt and offer input. Afrer
all, this is her character, and she should not have ro deal with
elements she finds intolerable. It's also important that she's a
part of the process.

Finally, take the time to give the First Change all the detail
it needs. Play it up as much as you can, focus on the intensity
of the moment as the character’s newfound Rage wells up
within him and he lashes out with it for the first time. Use

sensory cues — especially sound and smell. Garou are very
sensual creatures, and they use far more of their

senses than we humans use ours, so focus

on that sensory input. Use it to
give the change
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and weight. Make it clear that the characrer has crossed a line
irrevocably and that her life will never be the same.

Cuarfions and Ansmers

When you play through your prelude, you should keep the
following questions in mind. All of them should be answered ta
some extent by the time you're done, and you should have an
iclea as to how some of them will be answered before you begin.
It often helps to write out the answers whether or not you've
played through the prelude. Doing so can help guide the
Storyteller or provide an invaluable means of solidifying con-
cepts in your mind.

Each guestion lists some things you should ask yourself as
you flesh out your character. The questions also include some
advice on how to use these elements in the prelude.

o How aold are youl — How lone has it been since you
had the First Change? Most werewolves go through the First
Change at some point after they hit puberty, but an increasing
number don’t change until after they reach adulthood. Most
homids experience the First Change between the ages of 14
and 18, but some experience it as late as 21. Lupus change
berween two and three years (and age like a human thereaf-
ter). Metis usually undergo the First Change somewhere
between eight and 10 years of age.

* What was your family life like? — Did your parents
misunderstand vou? Did other wolves shun you? Mast Gavow have
astrong sense of “not belonging” before the First Change, although
lupus don't grasp this isolation fully until afterward.

Did you grow up with your real parents? Was one parent
Garou, and therefore not present while you grew up until you
underwent your First Change! Did you end up in foster care,
moving from family to family? Was your birth pack hunted and
killed? Captured by researchers? Or did you have a peaceful
childhoad, with few disruptions?

® When did you have your First Change? — Where did
it happen? Did others se¢ it (and suffer from the Delirium)? Did
you injure — or kill —anyone! Friend or foe? Did you find the
experience terrifying? Exhilarating? Both!

The First Change is probably the single most important event
in your character's life, since it's the first time he changes form
(usually 1o Crinos). From that point on, he can never go back to
what he was. The first Change is especially traumatic if he killed
a close friend or family member inadvertently.

Fortumately for them, most young Garou are watched from
afar with the aid of a Kin-Ferch spirit (see p. 160), Once they
undergo the Change, members of their tribe seek them out and
bring them to a sept where they can be trained in Garou ways.

If your character was metis, how was she treated as she
matured? Was she a continual scapegoar who was ignored ar hest,
or did the sept treat her with love and respect (as practically never
happens)? How does her upbringing affect her!

* When did you meet your packmates! — Do you get
along with your packmaces? How long have you known them?
Did you meet them at a caern, or did you know any of them
before the First Change? Do you share the same goals? Do you
have a rivalry with any of them?

It's important that packmares be compatible on some
level. Too much interpersonal contlict can tear a pack apart (or
atthe very least ger the troublesome member expelled to live a
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solitary life, which is a terrible fate for a Garou). See The Pack
earlier in this chaprer.

* Where do you live now? — Do you live at the caern? In
an apartment in the city! In a country cabin? In the woods!?
Daoesanyone know how tofind you? It you live ata caern, where
is it located? Do you have neighbors? What are they like? Have
you made their acquainrance?

The Storyteller can use your home as a story hook (especially
if you're not careful about who learns where you live).

* Do you continue to live a normal life? — Do you
continue to interact with the humdns or wolves you knew
before the First Change? Do any normal people (not Kinfolk)
know what you are? Do other Garou know that you try to
maintain a normal life? If you keep it secrer, why! How!? How
will your packmates react if (or when) they find out?

Provide your Storyteller with as many details about your
character's mundane life as you can, since she can use these
hooks to start a story (or even build an entire story around
them). Some problems come directly from trying o juggle
responsibilities between your regular job (if you have one) and
your duties to Gaia.

® What motivates youl — Whar guides your life as a
werewolf? What drives you to fight alongside your packmates
(beyond the pack’s shared purpose)! Do you seek vengeance
upon someone! Renown! Adventure and excitement? Accep-
rance! Do you wish you'd never become a werewolfand long for
a mundane life?

Yourcharacter's prioritiesand desires are a central part of his
personality, it's vitally important that vou keep them in mind as
you flesh out your character. Once he's undergone the First
Change, how dohis priorities shift? One day, he's worrying about
whether he'll pass his final exams — the next, he learns he's a
chosen warrior of Gaia in whart looks like a losing war. How does
he avoid depression and hopelessness?

CHaracter Creation Example

Bryan decides to make his first Werewolf characrer for
Geoff's chronicle. Geoff told the group that he wanted to run
a game that explores human corruption in the heart of a gritty,
industrial city. The plavers decided they wanted 1o play a pack
whose specialty was digging up and using information against
the unscrupulous industrialists, crime bosses and politicians
who populate Geolf's city.

SFep Ope: Concepf

Before Bryan acrually dives into the mechanical part of

character creation, he must develop a character concepr. He
decides he wants to play a journalist who always goes that exera
inch to find the truth and expose it for all to see. Bryan decides that
he wansstostep away from standard journalism, so decides thar the
character allows the outrage he sees to fill his work.

Bryan decides immediately that homid s the best choice
for breed, since the character maingains amundane occupation
and a “real life.” For auspice, Bryan considers Galliard to be the
ohvious choice, but his journalist has 1o be cunning and sty 1o
find his stories. He settles on Ragabash, for its focus on trickery
and stealth. Bryan passes the Bone Gnawers over and settles on
Fianna. He wants his character to contrast against the city

Werewolf: The Apoc.afypse
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rather than blend in, and decides thar the character was born
in the Appalachians, to descendents of Scottish immigrants.

Bryan decides to give his character two names — one for
his human life and occupation, and one for use among the
Garou. For his human name, he chooses Stuart Brown (reflect-
inga common Southern practice of naming children after Civil
War heroes). His Garou name is Stalks-the-Truth, represent-
ing his preferred tactics — Stuart will stop at nothing to expose
the Wyrm's activities to attack.

St Thoo: Aurfer

Now that Bryan's chosen his character concept, he needs
to put numbers on paper to describe what Stalks-the-Truth can
do. Because Stuart is a journalist who makes a living (and often
suryives!) through his fast thinking and his ability o pay
attention, Bryan prioritizes Mental Attributes as his primary
category. Bryan doesn't see Stuart asexceptionally likeable, but
he is very slick when he needs to be, so Social Ateributes
become the character’s secondary priority. These choices leave
Physical Attributes as tertiary, but since Stuart considers the
mind a more dangerous weapon than the body, Bryan's not too
concerned about this weakness.

First, Bryan distributes seven dots among his Mental At-
tributes. Since Stalks-the-Truth needs to be perceptive enough
to get into trouble, Bryan assigns two dots to Perceprion. Stuart’s
alsp fairly inrelligent, so Bryan also assigns two dots to Intelli-
gence, Stalks:-the-Truth needs to think fast on hisfeet to get back
out of trouble, so Bryan assigns the remaining three dots ro Wits.
Sralks-the-Truth's Mental Attributes are Perception 3, Intelli-
gence 3 and Wits 4.

Now Bryan considers Stalks-the-Truth's Social Artributes.
He doesn't see this character as being particularly charming, so he
puts one dot in Charisma. On the other hand, the character can
talk his way into or out of just about anything, so Bryan puts three
dots into Manipulation. This choice leaves one dor for Appear-
ance. Stalks-the-Truth's Social Arsibutes are Charisma 2, Ma-
nipulation 4 and Appearance 2.

Finally, Bryan assigns Physical Actributes. He decides that
Stuart doesn't really stand out physically, so he assigns ane dot
to cach Attribute. Stalks-the-Truth's Physical Atrributes are
Strength 2, Dexterity 2 and Stamina 2.

4 ’
SFep T lree: Abifbiar

With Attributes finished, Bryan turns his attention to Abili-
ties. Stuart grew up in the Appalachians and learned a greay deal
about living in the ourdoors and experiencing the wonders of
nature. (He couldn't get to the city fast enough.) Bryan also thinks
that Stuart needs at least some ability to survive in the city, since
Stuast’s been there for at least a few years now. {Long enough 1o
attend journalism courses at a community college.)

Bryan assigns the primary slor to Talents, reasoning that
Stalks-the-Truth relies more upon his natural abilities than
learned skills. Stuart is able to notice things other people miss,
s6 Bryan puts two dots into Alertness. Stuart’s not very good at
fighting, bur Bryan figures that he's better at avoiding danger
than facing it straight on, He assigns one dot to Dodge. Stuart
needs to be able to “read” people when he interviews them, so
that he can tell if they're lying or hiding something, and Bryan
assigns two dots to Empathy. Bryan also sees Stuart’s writing
style as biting and incisive as well as entertaining, and he

Cf\ap’f'ef Three: Character and Traifs
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assigns three dots to Expression: Bryan gives Stuart one dot in
Intimidation 1o reflect his blunt style. The remaining four
points are divided between Streetwise and Subterfuge, to
reflect his experiences in the city's seamy underbelly, as well as
his ability 1o use subtler means to get his way.

Since Stalks-the-Truth has sought a semi-formal education
(through community college), Bryan decides to assign his sec-
ondary priority to Knowledges. The firstdot goes into Computer,
to reflect Stuart’s ability to use a word processor. Bryan assigns
three dots to Investigation, to reflect Stuart's gift for digging up
obscure information to wield against the corrupt and power-mad.
Stuart speaks Spanish (since Geoff indicared that the city hasa
large Hispanic population), and he gets one dot in Linguistics.
Bryan assigns two dots to Politics to reflect Stuart’s understand-
ing of the city's power structure. Finally, Bryan decides that
Stuart spent some time after his Rite of Passage learning about
Garou culture and rites, and he assigns rwo dots to Rituals.

Finally, Bryan tumns to the tertiary assignment — Skills. He
decides that Stuart really likes fast cars, so he assigns a dot to Drive
(figuring that he can spend freebie points to boost this score later).
He also figures that Stuart learned how to handle guns at an early
age, and he puts a dot into Firearms. As part of his upbringing,
Stuart also leamed how to track, hunt and sneak up on wildlife,
which giveshim twodots in Stealth and one dot in Survival. Stuart
has more Stealrh because he's had more reason to use it since
moving to the city.

Sop Foyr: Adeantager

Now Bryan needs to assign Backgrounds, Gifts and Re-
nown to Stalks-the-Truth. In some ways, these Traits define
him as a werewolf rather than just another paranoid, ranting
journalist. Bryan starts with Backgrounds, Stalks-the-Truth
spends a great deal of time meeting people and getting to know
them, but his rather abrasive personality makes it difficult for
him to establish regular friendships. Bryan passes over Allies
and assigns three dots ro Contacts. Bryan also figures that
Stalks-the-Truth keeps in touch with his parents, but he
doesn’t go beyond thar. Bryan assigns one dor to Kinfolk.
Finally, Bryan reasons thar Stalks-the-Truth actually sells a
weekly column to the city's major newspaper, so he puts one dot
in Resources to reflect that income.

Now it's time for Bryan ro decide which Gifes Stalks-the-
Truth has learned since his Rite of Passage. First going over the
Level One Gilts available to homid breed, he decides that
Persuasion is the best choice, giving Stalks-the-Truth that
extra lirtle edge when doing his work. Moving on to auspice
Gifts, Bryan doesn't even hesitate before selecting Open Seal
from the Ragabash list. Stalks-the-Truth often needsto get into
places he shouldn’t go, so this Gift will be an immense help.
Finally, Bryan chooses Resist Toxin from the Gifts available to
Fianna. Despite his elders’ warnings, Stalks-the-Truth ofren
samples mind-altering substances, and Resist Toxin makes it
possible for him to survive far more experimentation than
would otherwise be possible.

Since Stalks-the-Truth is Ragabash, he gets to assign three
points of permanent Renown in any order. Bryan decides that
Stalks-the-Truth'sdedication to the truth hasearned one perma-
nent Honor, and that his abiliey to dig up and expose the Wyrm's
activities haye earmed two permanent Wisdom, Because he
prefers to avoid direct combat, he has not ver earned any Glory.
As with all new characters, Stalks-the-Truth is Rank 1.
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Sgp Tive: Finithing Tovcbar

Bryan puts the last rouches on Stalks-the-Truth's character
sheet. Ragabash receive one dot of Rage, hamid Garou receive
one dot of Gnosis, and Fianna receive three dots of Willpower,

At this point, Bryan can customize his character further
with freebie points, He's satisfied with Attributes, but a couple
of Abilities seem too low. He purchases four additional Abiliry
dots (costing eight freebies), and he applies one to Streetwise
(raising it to three), one to Subterfuge (also ro three) and two
to Drive (raising it to three dots). Bryan would also like Sealks
to be paid what he's worth, so he spends two freebies to raise his
Resources score to three dots. Bryan decides tw spend one
freebie to purchase the Rites Background at one dor (selecting
the Rite of Talisman Dedication so he won't lose his clothes
every time he shifts), Since the players want a totem for their
pack, Bryan puts two freebies into Totem, giving him two dots
in the Background. Bryan spends his last two freebies to raise
Stalks-the-Truth's Gnosis to two dots, to further reflect the
time that Stalks-the-Truth spent learning Garou ways.

All that remains is Stalks-the-Truth’s specialties, descrip-
tion, history and quirks. Bryan decides to select his specialties
right away. For Manipulation, he chooses *witty.” Stuart has a
way with words that can flay his chosen target and still amuse
hisaudience. For Wits, he selects “clever," since Stuart isalways
coming up with novel ways to approach new and old problems.

Bryan determines that Stalks-the-Truth lived most of his
life (through his late teens) with his family in the Appala-
chians. When he was old enough to leave for college, he'd been
champing at the bit for a few years to get out of the country. In
college, he passed only a few of his courses, since he managed
to antagonize several of his instructors with his very opinion-
ated ranis. This bent was most apparent in his journalism
classes, in which he rejecred the idea that journalism must be
“objective.” Bryan had read abournew journalism a few months
before and found the concept of opinionated and subjective
reporting to be fascinating, so Stuart follows a similar philoso-
phy. Once out of college, it took aver a year for the newspaper
o aceept his column. (He wrote for smaller papers until the
major newspaper’s editat noted his popularity and brought him
over). After a year of hurling outrage after outrage into the
public eye (and getting every third story spiked), Stuart expe-
rienced the First Change. Just as the subject of his scathing
editorials (acity commissionerrevealed to have accepted Mafia
bribes) caught up with him. The ensuing attempt on Stuart's
life triggered the Rage boiling within. Other Garou found him
standing in Crinos amidst the bodies of his attackers. From
there, he spent several months leamning about his new life and
going through his Rite of Passage.

Since Stalks-the-Truth spends more time chasingstory leads,
investigating corruption and partying than he probably should, he
devortes little time to anything more than basic hygiene. He's of
about average heighr and rail-thin. He ties his shoulder-length
brown hair into a ponytail to keep it out of his eyes. His gaze is just
intent enough to make those he aims it at feel a little uncomfort-
able. He likes nice clothes, but he doesn't care for them properly
— putting dry clean only clothes in washing machinesand such —
so most of his attire s somewhat wrinkled. He carries a 357
magnum pistol at all times in ¢ase he needs to defend himself. Yes,
he's a Garouw, but he'd rather not turn into a nine-foot monster
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every time a mugger juraps him. Stuart owns (but is still paying off)
a Pontiac Grand Am that he uses primarily to collect traffic rickets.

Stalks-the-Truth developed the habit of watching enter-
tainment sports on a regular basis, and he still makes time for
Extreme Wrestling Warfare Beardown every Thursday night, and
he tries to keep up with NASCAR racing since his love of fast
cars extends to watching them in action, His packmates toler-
ate his rastes to an extent, but they've had to drag him away
from the television on a few occasions.

Attributes define how much potential a character has in
three domains of Traits: Physical, Social and Mental. If a
character has only one dot in a Trait, the default score, he's
pretty piss-poor. Having five dots, however, represents the best
human level of achievement possible. Some Traits change as
the werkwolf shifts forms, even above the human maximum; all
of these Artributes can be developed through time, training
and experience.

Phyticc

Physical Traits measure just how hearty a character is,
These characteristics cover not only brute force, but also the
werewalfs general constitution and nimbleness. Many Alroun
and lupus have particularly high marks in these Traits. As
werewolves shift forms, their Physical Traits change as well,
and space is provided on your character sheet to note these
differences.

f#ﬁ'y}g

“Hurry up!” Ingrid hissed, her face tighe with worry. “If the
pack gets here before you're finished, .."

“They won't,” Kurt snarled. “Quit talking and let me finish,
Moon Danger. Unless your puny shoulders can bear the load, that
is."” The huge monster wwered over her, golden brown fur covering
a Crinos body thick with scarred muscles. He gritted his teeth,
leaning hard into the enormous rock, and finally it budged, sliding
into the crevice he'd dug earlier.

“Now," he said, "no one needs know of Hilda's shame.”

“On that of the paor thing she almost birthed,” Ingrid sighed.

The Strength Traitindicares how much weight the charac-
ter can carry, shove or lift. Strength figures into jumping and
leaping, and it also measures the raw damage you can deliver in
a fight, The higher your Strength is, the more punishing your
blows are. Generally, characters with high Strength are big and
brawny, although such is not always the case; the short and wiry
types can also pack quite a punch.

o Poor; You can carry or lift 40 pounds.
(L] Average: You can carry or lift 100 pounds.
LN ]

Good: You can carry or lift 250 pounds.
Exceprivnal: You can earry or lift 400 pounds.
Ourstanding: You can carry or [t 650 pounds and
turn wild beasts into hamburger.

Specialties: Steely Grip, Lower Body, Strength Reserves

Lextersty

Chinook found the trek across the ice harder on two legs. And
vet, his sept leader had given the order. The young lupus knew that
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this was his challenge , to learm about life as the monkeys lived it He'd
do what he must if... Suddenly, the ice floe he'd been crossing
cracked. Freezing water splashed him, soaking his crude leather
trews as he fought to vegain balance. Chinook reacted without
thought; crouching low in the unfamiliar body, he darted quick and
light across the cracking ice. Within seconds, he'd bounded onto the
thicker floes to his left. Astonished at whar even two legs cowdd do,
he listened 1o the earsplitting snaps of breaking ice where he'd been
standing only moments before.

Dexterity represents a number of physical aptitudes, in-
cluding agility, speed and manual defmess. Characters with a
high Dexterity have good hand-eye coordination, Generally,
they're graceful and light on their feet to boor. Dexterity
influences accuracy in combat, as well as the ability to do
precision work with one's hands.

" Poor: You trip and stumble just walking across carper.
°e Average: A gymnast you're not, but you don't embar-
rass yourself, either.

ese Good: There’s some grace in your movements and
lightness to your step.

seee  Exceprional: You've got the potential to be a world-
class acrobat, dancer or thief,

assew

Quistanding: Youragilityand control over your move-
ments is possibly the stuff of legends. Every step vou
take is fluid, graceful and lithe.

Specialties: Lightning Reflexes, Preternatural Grace,
Nimble Fingers

S

She’ll never keep up, Graymantde thought, luoking at his
companion. Already the young homid lagged behind, even though she
ran on four legs. The old Strider bupnis hardly even felt short of breath,
so dire was their mission. Unless they warmned the sept; the whole mad
pack of Spivals on thetr tail would devastate the caem. Dropping back
a few steps, he nipped the youngster's heels, She yelped, but ran even
faster. Satisfied, Graymantle took the lead again, taking a deep breath
of air before quickening his pace.

Stamina is a state of both mind and body. It indicates the
physical ability 10 withstand grean strain over a long period of
time (such as running for hours on end or going without food
for days), but it's also a matter of inner resistance (such as
holding up in the face of torture or shrugging off dire wounds to
finish a mission). High Stamina allows you ro endure an
opponent’s blows, so it's the Trait of choice for representing
tough-as-nails werewolves.

e Poor: Your body vires easily, and you prefer sleep toa
good jog through the meadow.

se Average: You can take a punch.

soe Good: A day's hike without food or water isn't too

much for you to bear.

seee  Exceptional: Whether it's a two-day forced march or
sneeringat the faces of your torturess, you're up to the task.
LE X R B J

Qutstanding: There's little that can tire you or force
vou to give upsecrers, [Pl take a lot more than torture
or threars to weaken your resolve.

Specialties: Unbreakable, Tireless, Resilient
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Are you a natural leader? Do you find it easy to make others
do your bidding? Does the opposite sex find you irresistible? The
Social Traits rank your aptitude indealing with athers, both your
good looks and your general personality. Naturally, some penal-
ties apply to these Attributes as the werewolf shifts forms, Many
Galliards and Philodox find high Social Traits extremely useful.
Charktma

Robiard de Chazelle looked down the hill. The Silver Fang
Galliard himself wore a swath of bandages over what remaied of his
left arm. But duty dulled the pain.

“My friends,” he called in a strong voice, “the hour is nigh.
Even as we assemble, our enemies arenever distant. You have swormn
apledge to soak your claws with the death's blood of the Dark Hollow
Spirals. Their Hive must be destroyed. Will you follow me, and by
daum, keep your oath?”

As one, the cries of the werewolves rose in assent, promising death
to thew enemies and vows 1o follow their leader even through darkness.

Charisma isn't really about good looks; rather, it's innate
charm, personality and power of influence. Even ugly peaple can
have high Charisma, and many great leaders possessa command-
ing presence withour being beautiful or handsome. Characters
with a high Charisma Trait generally serve as inspiration for their
fellows, exuding an air of trust and likability. Others depend on
them regularly to provide motivation and encouragement, a
grear expecrarion indeed. In contrast, characrers with low Cha-
risma have poor social skills, no matter what form rhey wear.
They do and say the wrong things, and they generally end up
pissing off people who might otherwise be friends.

. Poor: Making friends is harder for you than most.

e Average: People think you're kind of friendly and
fairly easy to get along with.

see Good: You generally inspire others to trust you, even
in rough circumstances.

esee  [Exceprional: Youdraw inadmirers like bees to honey.
No one's ever a stranger for long,
[E RN N ]

Quistanding: You've got remendous leadership po-
tential, and your mere presence stirs entire septs to
extreme acts of reverence and duty,

Specialties: Air of Confidence, Captivating, Command-
ing Voice, Infecrious Humor
/ﬁ’/ﬂﬂ{&ﬂ%}

Tuyen gave his best smile ta the coltish caern Warder. “Hi
there. Giuess nobody told you I was comin’.”

The givl stared at him, tense and ready to spring. "Who're you,
and what do you want?”

“I'm Treads Near Spivits of the Uktena, but most peaple call
me Tuyen.” He looked around. “This bawn is immacudate. Your
doing, no doubr. It's a great responsibility for one so voung, but
you've séen to the task well." The pirl shrugged, but a'smile of pride
creptonto her lips. Ah, Tuyen thought, a crack in the ice. Getting
her to take me to the ritemaster will be a snap.

Manipulation is the art of getting others to do what you
want, preferably without them realizing how they're being used.
It differs from Charisma in that the person being persuaded
doesti't have to be a friend; a character with a high score in
Manipulation can even exploit het enemies. This Trait is usually
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When a character has at least four dots in an At-
tribure or Ability, she's eligible to choose a specialyy in the
given Trait. Specialties represent a particular focus and
proficiency. For example, a specialty under Dexterity
might be “swift-footed,” while a Medicine specialty could
be “combar medic.” Several specialty suggestionsare given
with each Trait. Why are specialties so important? Well,
whenever you roll for an action thar falls under your
character’s specialty, be sure ro count how many 10s you
rolled, in addition 1w wallying up the toral successes. For
each and every 10, you get to roll another die and keep a
running total of successes. Note that any ones rolled on
bonus dice granted by a specialty do not subtract successes
from the final toral.

Let's look at an example. Dr. Karel Weilbacher, Get
of Fenris Theurge, has the Knowledge Medicine at four
dots; his specialty is "emergency medicine.” In the tale,
one of the young Ahroun of his sept is wounded badly by
a Black Spiral’s tainted klaive. At the Storyteller's instruc-
tion, Karel's player Monica rolls Intelligence (three dots)
+ Medicine (four dots), making her dice pool seven.
Monica rolls three 105, one 6 and three 2s. So Karel has
four successes. Now, Monica rolls three more dice, one for
each 10, since this activity is Karel's specialty. She gets
three successes! That roll yields a roral of seven successes
for Karel, who heals the kid quickly enough for him to get
back into the fray.

Note again thar you have no innate right to seléct
specialties that are too broad (such as “small arms"” for
Firearms or “healing” for Medicine) or just plain unbal-
ancing (such as “doing damage” for Strength or “soak
rolls” for Stamina). The Storyteller always has veto power
over ridiculous specialty requests.

subtle, and it involves some variety of quick ralking, bluffing or
understated threat, unless an overt action fits the story. Botching
a Manipulation roll can bring down the wrath of the intended
rarget. Nobody likes to be manipulated. This Attribute is gener-
ally easier for homids to master than itis for lupus, alchough many
betas and omegas are no stranger to the idea.

. Paor: You'd have trouble gecting a starving wolf to eat
freshly killed rabbir.

oo Average: You're as sly as the next person; sometimes
you got it, sometimes you don’t.

soe Good: Haggling and strikinga good deal isasnap for you.

eees  Exceptional: Folks generally agree with whatever you

say, despite their berrer judgment.

Outstanding: You could convinece the most devoted

pup to turn against his mother, if you wished.
Specialties: Forked Tongue, Unswerving Logic,

Doubletalk, Seduction

Appearance
“[ hear theve's a party tonight,” Thea grinned, “Sounds like a
goad time will be had by all.”

“Uh huh. And you're not coming,” her brother veplied, think-
ing of all the rowdy young Kinfoll who'd heen calling lazely.

Werewolf: The Apoealypse
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"Naot coming! You can't keep me from attending the May Day
rites! All the other Kin get to come, so I'll be there too.” Thea looked
Just smug enough to slap.

lan's seven-foot body towered over his sister, and with a glave at her
good looks, he reminded hex just who was head of the family. “You're my
sister, and you're not going!™ he growled. “Cave to araue about it?”

Appearance describes your physical features and related
qualities, such as voice and bone structure. A high score in this
Attribure denotes a character who is physically attractive or who
has some mysterious allure that others find enticing. A low score
means that he'sunattractive or lacking physical features thar most
folks find pleasing. Appearance is important for first encounters
and impressions. Charisma can go a long way after acquaintances
are made, but Appearance certainly influences initial gut instincts.
. Poor: Not pretty. Young ones howl when you come

too close.
oe Average: Your looks and features don't set you apart,
which can be an asser.
e Good: You've heard all the pickup lines at the local
pub, good and bad.
Exceptional: You could make a living as a model, and
photographers are always bugging you to pose for them,
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ssees (utstanding: It's a bit of everything: your body, hair,
face and voice make you exquisite to behold.
Specialties: Genial, Exotic, Alluring, Noble Bearing

Merta)

Thinking, reasoning and sharp observation are all in the
real