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Combat Summary Chart

Stage One: Initiative

® Roll Wits + Initiative (difficulty 4). The winner de-
clares her action last (after she has heard everyone else’s
actions) and performs it first.

® Declare Dice Pool division if performing multiple ’
sessee Syperb actions.
® Declare any Rage point expenditures (maximum of
m[ff[mlﬂes character’s Dexterity rating).
Difficulties Stage Two: Attack
e For firearms combat, roll Dexterity + Firearms.
® For melee (with weapons) combat, roll Dexterity +
s
e For hand-to-hand (without weapons) combat, roll
Dexterity + Brawl.
e Dodge: roll Dexterity + Dodge. A character can forfeit
some orall of his Dice Pool to dodge atany time; each success
subtracts one from the opponent's successes.
Stage Three: Resolution
* Roll damage, determined by weapon or maneuver
(difficulty 6).
Four Successes Exceptional * Soak damage: roll Stamina (difficulty 6).
General Complications
. ® Changing Actions: The difficulty increases by one.
£xpfrf€nce Chart e Immobilization: The difficulty to hit an immobilized
* Stunning: When Health Level damage exceeds Stamina

point will counter the effect).
i 1 o
Gift Level of Gift x 3 Spirit Combat Table

Stage One: Initiative
® As above. Spirits roll Willpower for initiative.

Stage Two: Attack

* Roll Willpower (difficulty 6) unless a Charm is being
used (refer to the Charm description)

® Dodge: Willpower (difficulty 6), or split Willpower
Dice Pool between attack and dodge.

Stage Three: Resolution

* Roll Rage (difficulty 6); one Health Level of aggravated

Trait Cost target is decreased by two.
Ability current rating x 2 rating, the target is stunned and cannot act next turn (a Rage

Willpower current rating

Gauntlet

Area Typical Gauntlet

damage is inflicted per success (Garou can soak this with a

Gnosis roll, difﬁcuh;y 6); one Power poINt per success is lost
if the target is a spirit.

8
Rural countrysice 6 e Soak damage: spirits cannot soak damage.
4
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Difficult Moon Phase

Stepping Sideways

Crescent

7
-

Sucesses Shift Tie

If the Garou is in Crinos form, the difficulry is decreased by
one.

0 Failure; may not try again for another hour
: Two 30 seconds :- {




Brawling Chart
aneuer oll Difficulty Damage Actions N
Bodylm | e+Bral _ o : pecia | s ‘ -1

Grapple Dex+ Brawl 6 . Strength T |

Punch Dex + Brawl 6 Srenth
Special Maneuvers*

Fur Gnarl " Dex + Brawl ol Str +1 SpecialT 2

Jaw Lock Dex + Brawl Special 1

Taunt Man. + Exp.  Opp. Wits +4  none 1
1 These maneuvers do aggravated damage.
* These maneuvers cannot be used by a character in frenzy.
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elee Weapons Table - "
i P Firefight Complications
Weapon Difficulty Damage Conceal
; : - s TR Complication Difficulty Dice
Club 4 Strength+1 T ‘Changing ace -

- _ IV S (s Immobilization -
Foil 5 Strength +3 i) 0! : : .

- ' ] Point-blank

Axe 7 Strength +5 N ¥ '

Behind pole +2
Grand Klaive 7 Strength +4* T :
* This is a silver weapon; Garou cannot soak this damage Only head exposed +4

A W Aiming + Perception (1/rurn)
rmor

Class Armor Rating  Penalty Specific area of target +2

Class Two (armor T-shirt) 2 0
Class Four (flak jacker) _ 4 1

Full-auto +3

5+lfyard +10

Wovement Rates Chart

Movement Distance (yards per turn)
Homid Glabro Crinos* Hispo Lupus

12+Dex 12 (14) + Dex

* Number in parenheses applies when quadupedal
x = Multipliers are applied to Homid movement rates
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Firearms Chart

Type Difficulty Damage Range  Rate Clip Concealment
Example

Clip: The number of bullets that can be held in one clip or in the barrel. The +1 indicates a bullet can be held in the chamber,
making the gun ready to fire.

Concealment: P = can be hidden in a pocket; ] = can be hidden inside a jacket; T = can be hidden inside a trenchcoat; N =
cannot be hidden on one’s person at all.

* indicates the gun is capable of three-round bursts, full-auro fire and sprays.

** The crossbow is listed to accommodate those characters who wish to use one to stake vampires. However, unlike a firearm,
it does not add attack successes to the damage Dice Pool. Additionally, a crossbow takes five turns to reload.

(Dodging Cover (Difficulties

Difficulty Terrain Cover

= Full coverwithindiving distance (one
yard) Only head exposed +4

Difficulty

Revolver, Hvy. 7 6 35 2 6 ]
Colt Anaconda (.44 magnum)
Pistol, Hvy. 8 5 30 3 7+1 ]
Sig P220 (.45 ACP)
SMG, Small* 7 4 25 3 30+1 ]
Ingram Mac-10 (9mm)
Assault Rifle* 7 7 150 3 42+1 N
Steyr-Aug (5.56mm)
Shotgun, Semi-auto 20 8+1
Fianchi Law-12 (12 gauge)
Range: This is the practical range of the gun in yards. A character may fire on a target at up to double the listed range; however,
this is considered a long-range shot.
Rate: The maximum number of bullets or three-round bursts the gun can fire in a single rurn. The rare does not apply to full-
auto or spray fire.

4598 STONEGATE IND. BLyD.
1 ﬁlgNA[ MTN., GA 30083

7 Partial cover within running dis-
tance (three yards)
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(Delirium Chart

Willpower % of Population Reaction

Panic: Just get away! The person moves as far away from the Garou as his feet can carry him —
gibbering, screaming, and ignoring obstacles such as plate-glass windows and 30-story drops.

2 20%

0
4 15% Berserk: In blind, frenzied fear, the human takes some sort of action — any sort of action. She
might run down the street breaking windows, or mighrt actually leap upon the Garou, tearing
with her fingernails at “the monster.”

6 10% Conciliatory: The person, though doing her best to remain calm and placate the beast, is on
the verge of collapse: “Okay, okay, | — I'll do whatever you say, just don't hurt me, please!” She
will try to do anything she possibly can to avoid getting hurt.

8 5% Curiosity: This individual might be the stereotypical absent-minded researcher, or just a loon
who thinks the Garou is Bigfoot's love child via Elvis’s clone, but in any event he will be
fascinated rather than frightened, even going so far as to study the Garou (at a safe distance).
This sort is often the most likely to rationalize things later on.

10 0.5% No Reaction/Blasé: This person either has nerves of steel or a brain of Jell-O. For whatever
bizarre reason, this individual displays no reaction to the Garou’s appearance whatsoever. If

spoken to, she responds, politely and casually. Why!?

Falling (Damage

Distance (in feet) Injury

10 Two Health Levels
30 Four Health Levels
50 Six Health Levels

...and so on, to a maximum of 10 Health Levels.

Feats of Strength

Dice Pool Feats Lift

Break a chair 100 Ibs.
Break a 2" x 4" 400 lbs.

Throw a motorcycle 800 lbs.

Break a three-inch lead pipe 1000 1bs.

Rip open a steel drum 1500 lbs.

Fire (Damage

Difficul Heat of Fire

5 Heat of a torch (second-degree burns)

Break a metal lamp post 3000 Ibs.

Throw a van 5000 Ibs.

Jumping

Roll: Strength + Athlerics Woun d ' Size of Fire o
Difficulty: 3 (varies) = = = .

Homid Glabro Crinos Hispo Two Bonfire; half of body burned

Horizontal (across) 4 4 5 6 7
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