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. CHANGING Breeps:3

Won't Yo Come Into My Parfor?

The vermin are always swept aside — few consider what they see. What
does the rat see from his hiding-spot under the wharfs? What does the humble
spider, spinning in the corner, overhear! No one asks and no one knows. The
Ratkin continue their earth-wars from the shadows, and the Ananasi prepare
for a time when balance will rerurn. One day, these not-so-meek will inherit

the earth....
The Rats in the Walls

Changing Breeds Book Three comprises the worlds of the Ananasi and
the Ratkin. Here the Ananasi build their webs and plots in deference to their
hostage queen, serving the primal forces of the universe. Here the Ratkin nurse
bitter grudges against the Garou and humanity who hunt them, and fight the
Weaver's strangling webs with their own brand of eco-terrorism. Parrerned
after the first two Changing Breeds books, here is everything a player could
want to create and play one of these strange shapeshifters.
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By Way of Introduction

If you've already seen this because you own Changing Breeds Book 1 or
2, you can head on over to what you're looking for. If this is your first outing
with the Changing Breeds, you'll want to pause and lock ar this.

Welcome to the Changing Breeds Book 3, the second supplemental
book covering the other shapeshifters. Here are the icy, predatory Ananasi,
whose devotion to their imprisoned queen has earned them few friends. Here
are the cunning Ratkin, who fight a dirty war to take back what was stolen
from them. Here you'll also find notes that refer you to Laws of the Wild.

It’s inevitable when putting together a supplemental book that some-
thing gets dropped on the way due to space and other considerations. In this
case, there's a number of effects that are identical to Garou Gifts or systems,
and we figured it would be a bigger bang for the buck to have new marerial here
rather than yet another rehash of a Gift or Trait from a book you already have.

So, if you want to get the most out of this, you'll need Laws of the Wild
to assist with basic character creation, definitions of some Gifts and a
framework for the cosmology. Chalk it up to these sneaky critters who decided
the best way to hide secrets was to make others go looking for them.

%

This is also a good place to note that these critters often espouse views
that are, well... extreme. We at White Wolf do not advocate such extreme
viewsas the Twitchers espouse, and certainly we do not condone terrorism on
any level. Please don't go out and take the Twitcher philosophy to heart. Most
of you already know this; some need areminder. Thank you. Now go have fun.

[
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Introductions

In the sacred caves, the Ananasi gathered. The chosen had guided the newly
changed ones to the caves so they could learn and understand. More importantly,
they had to listen and, because of the lessons, to obey. The first teacher, a girl barely
out of her teens, stepped forward to address the youngsters. ...

Welcome to Ananasi 101. This is a short course and there are no repeats.
We only offer this lecture series just once. Feel free to ask questions — we'll
answer the best we can, but we don't know it all. Only one of us knows it all
— and | do mean all — but she'll be by later.

When did you first feel the changes happening? Was it when you cut
yourself and licked the cut and the blood tasted different, or was it when life
seemed to lose its color and excitement for you! Did you give your family cause
for concern? Fora good half of you, I suspect you became aware of your changes
when you suddenly fell out of your web and realized with great wonder, you
suddenly had legs and logic. I'm sorry if you crushed your garden when you
became human — the Metamorphosis is sometimes shocking. For some of
you, | know the change was traumatic, but there is a reason for it. There is a
reason for nearly everything. 1 will start by telling you about my own
Metamorphosis, to explain what occurred to you and what you've become. If
you don’t understand this, you're a danger to yourself and others.

My name’s Monica Austin. | was a typical teenager — I liked going out
on Friday nights to football games, [ went to school dances. My parents loved
me, | had many friends, even had a boyfriend who was good-looking and
smart. But [ stopped caring. I know some would think I had the perfect life,
but it left me dissatisfied. | knew there had to be more than trig class and
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" making out behind the bleachers. | became what some would call clinically

depressed. My boyfriend dumped me. I lost weight and | wasn't even dieting.
| spent all my time listening to the radio and lurking in my room. Even my
mom, whom I loved, couldn't persuade me to get help. I wasn't really unhappy,
though. [ was just apatheric. This isone of the blessings of our kind, or at least,
during my adolescence it was a blessing. Who wouldn't want to not give arat's
rear end if they had a pimple the day of the prom?

Well, while | was having a lovely wallow in my teen angst, | started
noticing some things. I call it “feeling the spider under the skin.” I'd get these
tickly, strange sensations as if something moving around under my skin. Kind
of horror movie-ish. It didn’t freak me out. I found it to be quite cool. If |
looked carefully, I could literally see the skin moving in waves and the muscles
contracting underneath. I didn't rell anyone, though, didn’t want to be sent
to a shrink when [ was just fine. I felt sick, but didn't want to go to the doctor,
and boy, am I glad [ didn't! By this point, I was already part spider, like all of
you who were human born. The doctor would have had some unpleasant
surprises examining me.

The weird skin sensations went on for another week before the change
began in earnest. | had one of my spider eyes pop out of my forehead. I felt it
emerge — it didn't hurt, just felt funny, and I looked in the mirror. There was
a perfectly round black eye over my human one. It was so interesting, but |
knew it'd make school difficult, not to mention the panic my parents would
have when they saw [ was more of a freak than they thought | was. With
concentration, I was able to will the eye to go away and had the impression
I had dreamed the eye up when the Hunger hit me. It hit hard. 1 went down
to the grocery and bought myself a few steaks, then I ran them through the
juicer while my mom was working and my dad was away for a long weekend
on business. Juicers work surprisingly well on meat, they even remove the
gristle. Just gives you the stuff you crave. Don't wrinkle your nose at me; you
likely did something worse to end your Hunger! How many of you fed from
your folks or friends the first time? Thought so. Look, there's no shame in that,
as long as you didn't kill them. Okay, back to the story...

1 had undergone my Metamorphosis and was as clueless as you are now.
I spent a week trying to live a normal life, [ felt a lot better now and had even
found out I could become a very large, very ugly spider during that time. Lots
of fun, thar trick. Not long after that, the teachers came for me as they did for
you, and I sat where you're sitting. Since then, I've worked hard to achieve our
goals, and when I'm not doing that — and occasionally when I am — [ work
as a chef at a five-star hotel. Yes, even cooking can work to serve Ananasa.
The way to anyone's heart is through their stomach, and great skill with
kitchen knives and cleavers as sharp as wit come in handy.

Okay, storytime’s over. This is the important stuff. What is our business?
Restoring the Symmetry is our business, and business is booming. Ananasa
gave us the order and we have carried it out for ages, even since the era of
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Neanderthal man. What is this Symmetry and why does it need restoring!
Because it was lost.

The Genesis

[ A
Before | tell you how it got lost, you need to know how it was founded.
Once upon a time, there was nothing but the Wyrm. There was nothing, a
void without light or darkness or sound. That nothing was the Uncreator. We
call him the Wyrm. He was sleeping and sated, his belly full from having eaten
all that had come before. He was little more than a fat, bloated rick in this

state. While the Wyrm slept off his appetite, the Wyld came into existence.
The Wyld was all that the Wyrm was not. She was the Creator, full of vibrance
and chaos and slightly crazy. Wyrm hated Wyld from the beginning, Wyrm
was unable to tolerate the changes and variables the Wyld created from the
stuff she made, like noise and light. Wyld created and the Wyrm destroyed,
and they'd have fought forever, undoing each other's works if it hadn't been
for the Weaver.

Wyld claims she gave birth to the Weaver to curb the constant feeding
frenzy of the Wyrm. The Wyrm likewise claims responsibility for the existence
of the Weaver, saying the Weaver was created to set off the constant changes
of the Wyld and add stability. Weaver claims she was created to strike a
balance between the two forces. From the chaos and entropy of the Wyld and
Wyrm, order was created and order was the Weaver. There was finally
symmetry in the Universe, a delicate balance between existence and oblivion.
It was in this state that the world as we know it was created.

Wyld and Wyrm continued on with their chores, but Weaver created
balance between their duties. What Wyld created, Weaver prevented Wyrm
from eating immediately. Wyrm saw how futile his constant wars with Wyld
were and allowed the changes to occur. Wyrm was still as voracious as ever,
but agreed to wait longer between meals. To reward Wyrm, Weaver shaped
the things in the Universe and gave each a different shape and texture. He
would rather wait to eat the best cookies than eat them hot out of Wyld's oven
and scorch his tongue. Wyrm ate some things more quickly than others
because they were delicious and he could not hold himself back. Wyrm's
gluttony was not cured, but the agreement was an appetite suppressant. Wyld
liked this deal of Weaver's because it allowed her creationsto live longer, even
if Weaver restricted them to certain shapes, times and places.

Eventually, the cycle of the universe became boring. Wyrm munched
away, Weaver shaped and made her skillful placements on the plates, and
Wyld created on and on. The same-old-same-old routine bored Wyld to rears
and she wanted something more. So Wyld creared life. She gave minds to life.
Life were minute creatures, simply plopped into existence, so far removed
from the Triat (that's Wyrm, Wyld and Weaver) the things were barely
noticeable, but they were tasty. Wyrm ate the life when its allotted rime
ended. This bothered Weaver, who nearly always had a bee in her bonner and
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needed something to do, so she started shaping life. Weaver saw life’s situation
as a challenge and began to give form to life. The Wyrm never agreed to these
changes to creation, however. Weaver had changed the flavors and the
seasonings just weren't to his taste. Weaver touched life and made it into
singular entities, each one special and not like any other, that would live, die
and be forgotten. Wyld did not approve of Weaver adding to herstew without
consulting the master chef, and seasoned the Life again, allowing life the
ability to change the forms the Weaver had begun for them. This is where the
troubles we Ananasi work to correct truly began.

W eaver was hurt that Wyld had changed what she had already finished.
Weaver's work would never be done at this point, and Weaver wanted time
for a slice of Linzer torte with whipped cream and a nice mocha latté. Wyld
declared she did not like the forms that Weaver had given the life creations,
and therefore she gave them the ability to change. Wyrm was very upset
because the alterations changed his diet, and Wyld had given herself the
ability to make changes to life without his stamp of approval after it was
completed. He demanded the right to taste-test the things before they were
sent out of the cosmic kitchen. Since Wyld had done that, Wyrm saw their
agreement as having been broken. If Wyld could create without permission,
then the Wyrm could destroy things without permission and he did. Wyld and
Wyrm's arguing destroyed many of the forms Wyld created. Many other
things survived, and while her siblings were caught up in their arguing,
Weaver touched these things and rewove their patterns, altering them as she
saw fit. When Weaver was done, she asked her siblings to look at her
handiwork. She believed she had perfected things while they were wrestling.
They would age and die eventually, but before they did, they would have an
opportunity to create more of their own and so, life would continue in a
different form. Weaver believed her changes made foran excellent compromise.
The menu would change but still be edible and could be presented artistically.

This brought a halt to the fighting, and the Triat considered these things
and watched as life grew on Gaia's back. Gaia was Wyld's first creation and
we live on Gaia's back. Evolution began, and the amphibians and reptiles
crawled from the primordial ooze. It was at this time that the insects came into
existence. The life cycle was as it should be. There was balance. For each life-
form that died and satisfied the Wyrm’s hunger, new ones were born and
nothing was wasted. Things grew and prospered at this time, but Wyld was not
satisfied — it was all too clean and neat. Wyld didn’t mind car hair on the
countertops. She was willing to upset the delicate balance yet again and
turned to crearing something completely new. She created spirits and gave a
spirit to each thing that lived, even the worlds she had created, but only Gaia,
where we live, is significant to our tale.

Gaia was bright, beautiful, and like her creator, she wanted constant
change. However, Gaia saw the merit in following the directions exactly, and
permitred the Weaver to shape Her and give Her purpose, and allowed the
Wyrm to uncreate. All things on Gaia would die, even Gaia Herself, burt it
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would rake a very long time before Gaia would die and be eaten by the Wyrm
since Gaia was so powerful. She had to simmer a long time before she was
tender enough.

Cosmic Sibling Rivalry

Weaver grew jealous of the Wyld's ability to create. Weaver was sad and
resentful because she could only shape and improve upon Wyld's original
creations. Wyld was reckless in her creating, and Weaver went about
tweaking them and redefining their shapes. Wyld would come and radically
change the things after Weaver was done, and Weaver grew more and more
frustrated that her work was never done, that Wyld kept changing what she
had perfected. She'd never get her coffee break at this point, and it started to
make her go as nutty as a cashew. Wyrm stayed out of this quarrel and simply
killed things, but that was his job. After a long time of seething and
brandishing her bread knife, Weaver decided there was no symmetry in the
Universe. Wyld was complete in herself as part of the Triat, but she was alone
and empty as she could neither create nor destroy. Weaver decided to create
acompanion to keep her company. This was how Ananasa was born into the
Universe.

Ananasa was created from the Weavet's own energy and was kneaded
and shaped until Weaver was pleased with the results. Weaver was happy with
her and named her creation Ananasa. She said to Ananasa “You will be
second only to me, and you will help me in my duties.” In the beginning,
Ananasa did what she was designed to do, but the tasks given to her were too
simple. She was far better suited to greater things than being amere prep cook.
She began to make changes of her own, making the insects less like their
brethren, giving the world more than it had to thrive, breaking the pattern of
the hive and creating non-flying insects. Soon there were many types of
insects. Variety is the spice of life, and it provided the Wyrm with new
morsels. The Wyld liked Ananasa's work and gave spirits to what she
recreated. They became friends and worked together to create the diversity of
life we see today.

Weaver was not pleased, however, and did not understand that Gaia was
living, and therefore not static. Weaver only wanted perfection, order and
perpetual continuity without change. She is very dour and humorless. While
many say we get many of our characteristics from Weaver, | beg to differ, of
course. Well, Weaver wished for her creations to live forever and never die.
Food has to be eaten or it goes bad. No one wants the leftovers from the back
of the fridge. The wish to have leftovers that never go bad or are eaten while
fresh broke the balance. Ananasa told Weaver that Wyld was necessary to the
Universe. Weaver disagreed and left. Weaver set out to capture Wyld
believing that she could not alter Weaver's perfection if she was captive.
Weaver could not capture Wyld as she was pure chaos and without form, but
Weaver tried, and the struggle between the two siblings created harmful
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' energies that Ananasa caught and used to created new things. While they

struggled, Wyrm came to watch the work of Ananasa and asked her what she
was doing. She told Wyrm she was creating a new life, one thar was both
Weaver and Wyld. Wyrm was depressed as he could not cook, only eat, and
soshe asked his help in her original dish. If a creature were made of equal parts
Wyld, Wyrm and Weaver, it would be the perfect creature. Like vinaigrette,
it had ro be blended. The result was Spider. Ananasa plated her creation and
sent it out.

The Triat looked upon the platter and smiled at Ananasa’s work. Then
Spider did the unthinkable and created its own spirit. The Triat was shocked
and had not expected this, but they were proud of it. Spider could hunt and
kill on its own, it could create things of great beauty and perfection and it
could adapt to thrive anywhere on Gaia's back. It was the forces of the Triat
in balance. It was independent, strong, creative, industrious, patient and an
efficientkiller. [t wasalso delicious and nutritious, asyou're quickly discovering.
The Triat debated what to do about Spider — it was almost too perfect and
would unbalance Gaia if left on its own. So Weaver reshaped Spider and made
it small to control the insects if they got too hungry and greedy. The Triat
agreed to this proposal and Spider was set on Gaia's back and spread quickly,
devouring the insects — I'll get to them in a second — that overpopulated
Gaia and harried her. There was finally peace, and the other animals came
into being. Weaver began to complain again about the constant changes of
evolution. Ananasa began to fear the balance would be lost so she sought to
understand the Triat better.

Wyld spoke with Gaia, and they decided to give the animals spirits so
they could protect the Wyld's creations. Wyld placed the spirit of Lizard in the
bodies of the lizards on Gaia and made them Gaia's memory. They agreed and
were named Mokolé. The Wyld gave the spirit of Shark to the sharks in the
waters and said they would survive any sort of atrocity. They agreed and were
called Rokea. Weaver was envious of Wyld's giving the animals a dury to
protect and serve (she'd missed the interviews and they were the new waiters
on the staff), and Weaver asked her companion for advice. Ananasa told
Weaver she also could give her creations spirits and a job to serve. But Weaver
would not be outdone by Wyld and made many protectors for Gaia. She
created the insect races and charged them with creating order from chaos and
told them they would thrive in multitudes. The staff was too large for such a
small café. The moths would not agree to this,and Weaverdid the unthinkable:
she destroyed their spirits. She utterly smashed them out of existence,
spiritually. Wyrm was thrilled — someone else finally understood his
motivations! Wyld was furious and believed the Weaver had gone mad, and
struck out against her. They began a catfight of epic proportions. Humankind
came of this battle. The Wyld and Weaver battled, and in process of the
battle, the Weaver calcified Luna. All life on the moon was lost — it remains
now devoid of life and change, but its spirit still lives on. The loss of Luna
caused the Triat to stop bickering and see the damage they had done.
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made children. She placed the little spirits she bore into the bodies of spiders
on Gaia's back. Then she told the little ones that she was their mother and
loved them so they would do as she said. The Ananasi agreed. And this is how
the Ananasi were brought into the world. Ananasa is not Weaver; she is more
than her sister and mother. She has a different view of the Universe, and that
was apparent when Weaver did the unthinkable a second time. Weaver just
will never leave good enough alone.

The Wyrm now wanted Weaver, who was incredibly beautiful to him
since she had destroyed. Weaver did not want to share Wyrm's tastes, but did
want the sweet taste of revenge. The Wyld’s strike against her had set the
wheels in motion. Weaver was sick of Wyld changing all she had done and
came up with a plan. The Weaver invited the Wyrm to arendezvous, claiming
she wished to learn from him and be more like him, but when the Wyrm
reached out to embrace his sister, he became trapped in her webs, and could
not escape. Wyld could not help Wyrm escape, and the Wyrm was dragged off
to Weaver's home. Ananasa asked the Wyld to protect her creations on Gaia
because the Weaver would create a world without change and that was not
right. But the statement came too late — the insects were too numerous and
destroying everything. Ananasa turned to her children and asked that they
stop the insects for the good of all. We obeyed, because we knew she would
neverbetray us and loved us. The war raged on for ages— there were no others
to aid our kind, and we knew the insect races could not be trusted. We
destroyed themall and feasted on them, taking their spirits and memories into
us 50 they could do no more harm. Only the empty shells of insects remained,
mindless creatures. The other Changing Breeds were created during the War
in the Heavens and left alone; they were young and harmless then. It was not
known how Wyld would change them. Finally, Weaver stopped binding
Wyrm in her webs. She looked to Gaiaand saw her beloved insects were gone,
replaced by mammals. Though she was angry with Ananasa for ordering the
Ananasi to fight this battle on Gaia, she was too fearful of Wyld to ever violate
the rules again and ser to work immediately, creating the Great Web.

Gaia was complete at this time — She even had been sprinkled with
parsley. Her land mass was solid and called Pangaea, and She was about to
head into the dining room. As Wyld built the Grear Web to separate the world
of spirits from Gaia's life forms, terrible things occurred. The land on Gaia's
back tore apart and became the continents. Gaia became as She is now,
injured and in pain but healing slowly from the damages that occurred as the
Great Web ripped Her apart. The plate was dropped and shattered. Fortunately,
the Ananasi were spread throughout the land and when the fracture came, our
kind existed on all the continents but one. After the Great Web divided the
single colony, we set out to find new lands and left the green lush paradise of
Africa. The first Ananasi who went south found the land to be barren and the
native creatures died out in the frigid cold, as did the spiders. Ananasa had
made us to live in warm climates. To this day, no Ananasi live in Antarctica
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to honor the spirits of the first ones and to remind you always that she made
us with a purpose and we must accept it and our frailties. We are not
indestructible. Ananasa would not cheat the Wyrm and break the agreement.
At this time, humans came into being, and they showed Ananasa more that
she would need to do for her little treats. It was the second lesson on how to
make her children stronger.

Ananasa saw worth in humans — they were adaptable and had wisdom,
so we brought the two forms of life together. We relished our new forms and
enjoyed the sensations and experiences of our human bodies. Humans were
our companions, and some worshipped us as gods for our power. We used them
for blood and their forms to breed with. But gods change, and they went from
respecting us to hating us. We went from being revered to being hunted, and
it was the result of our own pride. The humans created legends about us, and
we became the stuff of their nightmares in our natural form. Use this to your
advantage, but hide it for your safety.

Humans were interesting and delightful creations. Each was unique, and
all had the ability to change the world around them. This they did with great
zeal; they formed communities that grew into villages and then into cities. As
humans settled into communities, we joined them. Humans were necessary
to us. Before we were able to become human, we only needed the blood of
animals to feed ourselves, but in order to remain human in appearance, we
needed the blood of humans to breed and survive. The delicate form of a
human is not easy for us, so we must have the essence of humans within us.
Their blood is their power, although they do not comprehend it, and to drink
toodeeply of it is to kill them. The strength of their souls lives in their blood.

Humans became the dominant species on Gaia, and the first Ananasi
born of a human mother was born 100,000 years ago in the Simvan Mountains
of Africa. There were Neanderthal Ananasi, yes. They were destroyed 30,000
years ago so the others Ananasa bred would survive after the atrocity of
Krapina in Yugoslavia. They killed all the humans of the city in frenzy, and
after all the humans were gone, they turned upon themselves. All died. It was
the greatest tragedy our kind has ever experienced and it was so painful for us
to recall that Ananasi took the precious human frailty of pain from us. It was
to show us the wishes of the Mother were greater than the weakness of her
children.

After this, only the modern Ananasisurvived — we are theirdescendants.
We spread ourselves across the globe and were soon everywhere, all connected
through Ananasa's Web. By keeping in connection with the Ananasi closest
to you, all are connected and all serve the will of Ananasa. Her will keeps us
alive and keeps us linked. Through this link from our Sylies, we are of one
purpose and that is to serve the purpose of the Mother-Queen. The Web that
connects us is the expression of Ananasa’s immense wisdom and keeps her
children organized, despite the distances and differences. We do fight, even




amongst ourselves, but even in our internal struggles, we do so under the
leadership of Ananasa.

The colony in the East took a different path than we did and call
themselves Kumo. They serve only the Wyrm, and human shape is only a
guideline to them. Ananasa has permitted this, however, and we are not to
question her reasons. We are to obey and be good boys and girls, and for this,
we will be rewarded by our Mother. I will get to that in time.

Change and Chaos

While we adapted to our new forms and were still able to mourn the loss
of the earliest Ananasi, the Weaver grew ever stronger, pulling Gaia apart and
rending the spirit from the flesh trying to prevent Wyld from creating more
Changing Breeds. She made a complete mess of the kitchen, forgetting to
wash the dirty dishes and leaving them all over the countertops. Weaver was
bound to the imprisoned Wyrm because she called on his powers, and this
created imbalance. The Symmetry was broken because Wyld was weaker
without the other two helping. Weaver toiled on, creating order, but the
Wyrm struggled and thrashed about so much that he was unable to do his
work. The Wyrm was hurting and went mad from the pain. His balance was
destroyed while he writhed about in Weaver's web. After millennia of
struggle, he had forgotten his job was toeatand destroy. Instead of maintaining
balance on the Wyld's constant creations, he set out to recreate the world
according hisown warped perceptions. The Great Web continuestostrengthen,
dividing the Umbra from the Gaia Realm and making it harder for the
creations of Gaia and Wyld to do their duties. The Great Web is a mess,
tangled and flawed, and no spider can tolerate such disorder!

Ananasa tried to prevent Weaver from rending the spirit and flesh, but
for her indiscretion, she was punished most harshly and sent away without
dinner. Weaver imprisoned Ananasa in a perfect opal of stasis, a flawless cell,
and threw her to the Wyrm, believing that Wyrm would devour her. Wyrm
disappointed Weaver; if he could not have Weaver, he could have Ananasa.
Ananasa became his treasure, a helpless love-slave tied to the opal. Bur worse,
she became a ploy and a tool with which he could control the Ananasi.

The Wyrm kept Ananasa silent for a long time, and we felt abandoned
— our Mother and constant advisor had turned her back on us. We call this
the Great Silence. Humans had become the dominant species by this time,
seasoned by the Weaver. The Weaver hated us for killing her insects and
ignored us. In pity, the Wyld blended us with the humans and we became what
we are now, part-spider, part-spirit and part-human. As with the other
changing creatures, we had a symmetry not found in the other creatures on
Gaia's back. During the silence of the Mother-Queen, we did as we had always
done, making sure the insects never returned to hurt Gaia again and we
snacked on those we found. The Weaver's silence was seen as a bad omen, but
the Wyld still cared for us, helped us when she could, and tried to guide us as
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Ananasa did. Many of our kind began to look to the Wyld as a surrogarte
parent, and started living by her tenets, seeking protection from mad
Grandmorher Spider. Most, however, simply followed our first purpose and
killed the insects. Not all of us forgot the purpose the Mother-Queen had
given us, although we were grateful to the Wyld for watching over us as we did
our chores and remembering that we were created partly from her essence.

The Hope of Anansi and Opinion Turns
Against Us

In time, the Wyrm came to us, and tried to play “Let's Make a Deal.” He
explained, through his minions, that Ananasa was alive but was his captive.
He brought this bargaining chip to our leaders. He offered to spare Ananasa
if we, herchildren, would serve him. We had no choice; we agreed. The Wyrm
did not force us to follow any path. Instead, his twisted minions broughr us his
orders, and to keep our Mother-Queen safe, we carried them out. We were
ordered to kill entire villages of people, and for Ananasa's sake, we did so. We
lied to those whom we had wished to aid, but for Ananasa’s life, we did so. The
Wyrm worked not only against humans but also against the Ananasi's will.
Qver the course of some 200 years, the Wyrm's insanity twisted many of our
ancestors from the inside. His philosophy made many Ananasi insane and
unbalanced. To him, those were more savory. To us, they were neglectful of
their heritage. We were never prepared for such a situation, and so we did not
stop him. The emptiness that was previously filled by the Mother-Queen was
now filled with the Wyrm's poisons for some of the Ananasi. The diet of
insanity and poison was damaging to us. Yer, even at its very worst, there were
some who had hope, who believed Ananasi was still alive and needed her
children.

One of our great leaders at this time had neither lost hope, nor gone over
to the Wyrm. His name was Anansi. Anansi was unique; the Blessing of
Ananasa that made the hearts of Ananasi grow cold never affected him. He
was one who loved emotion and was prone to strong passions. What he lacked
in strength from the Blessing, he made up for in wit and perseverance. When
he heard of his Queen’s capture, he left Gaia behind to find her. His quest took
a very long time and was very painful. Anansi ordered his followers to not
follow the Wyrm or his minions, and they obeyed him while he was gone in
the Great Web. While he was gone, though, the Ovid discovered some of
whar had occurred and jumped to conclusions. They saw us as having been
weak, having become servants of the Corruptor and they lashed our at us.
They believed we’d all been twisted by the Wyrm's meddling.

The War Begins and the Ravens Help

The Garou were the most arrogant of all the Ovid and had long bickered
with us. We disapproved of their Impergium, and often it was our Kinfolk that
were chosen to die at their claws. But they did not understand the ways we
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used our Kinfolk to reproduce and they used this claim of theirs, this
Impergium, to start the War of Rage. Actually, we are to blame for it. The
Wyrm saw what the Garou did to us and fuelled our pride, creating fury within
us, and he then demanded we retaliate. By telling many Ovid they were next,

we fanned the flames and soon there was an inferno on Gaia's back. All the 7
Ovid warred against the prideful Garou, fighting to make the “Warriors of
Gaia” pay for their hubris. We are prideful, but we change, whereas the Garou
do not.
Meanwhile, Anansi continued on to Wyrm's lair, called Malfeas. He
found the Mother-Queen there, imprisoned and unable to communicate, but

she smiled when she saw Anansi, for he was her chosen one. He tried to free
her from the Opal but could not. She did not want to be freed, for then the
Wyrm would have her as a lover; the Opal protected her as much as it help
her captive. Ananasa did desire one thing: to speak with her children again
and nothing more. Anansi returned to the Gaia realm and came back to a
much different place.

When Anansi returned, entire races of Changing Breeds had literally
been decimated; some were nowhere to be found. The Garou did not play
favorites in their massslaughter of the Wyld and Gaia’s creations, and all races
suffered great casualties. After he had learned what had occurred in his
absence, Anansi began to plan, methodically spinning a strategy that would
stop the slaughters and aid his Queen simultaneously.

Anansi was clever and, like many of us, knew exactly the right buttons
to push to achieve his goals. He knew the Corax were incapable of keeping
a secret, and could not resist squawking about anything pretty and powerful.
To protect themselves, the Corax had remained neutral in the War of Rage,
and that made them even better pawns for Anansi. He went to the Corax and
told them of a great treasure he had seen in Malfeas. The Corax took the bait
he dangled before them and decided they would have this treasure at any cost.
But they were aware of their limitations and knew they were too small and
weak to raid Malfeas for this wonderful prize. They needed an army and knew
the Garou were always itching to fight. The Corax greatly embellished the
tale told to them by Anansi when they brought it to the Garou. The Garou
believed the treasure in Malfeas to be the very Heart of the Wyrm, and if the
Corax could get it, they could destroy the Wyrm's stranglehold and corruption
on Gaia. This gave the Garou a purpose other than killing off the Ovid. They
decided — and this is amusing — to raid the Wyrm's lair and rake the Heart.
Hence they'dsave the world. They frequently have this delusion that they and
they alone can save the world. It is a useful thing for us, as we can use it to our
own advantage.

The Garou warriors went off to Malfeas in great numbers to rip out the
Heart of the Wyrm. Many died, but they were more fortunate than the ones
who did not. Some who survived were eaten alive by the Wyrm and then spat
back out. The results were truly disgusting! Their visages and minds were now
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as twisted as the Wyrm's. They became corruptors and still exist, taking our
places in the Corruptor’s war on the Universe. The Garou who were not eaten
orkilled found the Opal and set about trying to break it open, to destroy what
they though was the Heart of the Wyrm. It was impossible; the Wyrm is not
so easily beaten, and they did little else but waste vital energy trying to break
itapart. For all their effort, they did manage to make a flaw in the Opal, small
enough to not endanger Ananasa but large enough to suit her need to speak
with us. They planned to move the now blackened, sooty Opal to a safer place
where they could continue to chip away at it. Just as the Garou were abour to
take the stone from Malfeas, Ananasa made her presence known and she
thanked them for helping her.

Naturally, the Garou were peeved; really, they were outright pissed off.
Theyhad been tricked and immediately blamed the Corax, who they believed
had played a cruel prank on them like the Nuwisha did. They would have
waged war and destroyed the Corax if Anansi had not come forth and spoken
the truth. Anansi did not want the Corax to suffer for being pawns. By taking
responsibility for the plan, he did more than spare the Corax, he made the
Garou lose face; they had been used. This made the Garou hate Anansi more
than the others, and they soon forgot all abour the War of Rage and hunted
only Ananasi. They had a challenge ahead of them, for we are little and many
when it is best for us, and we are everywhere. Often they hunted us
successfully. Sacrifices were made so the rest of us would live. Those who died
so we may live are remembered. We are tolerant of our sufferings and never
forget.

The War of Rage burned itself out, and around this time, the Impergium
ended. The Garou stopped culling the humans and allowed them to breed
freely. Some werewolves regret this change; others believe it was a boon to
them. They disagree among themselves and suffer the flaw of infighting
among their kin groupings, We Ananasi are better than that as we have no
races or tribes to separate us. We are all Ananasi, regardless of what we believe
or what different components compose us. Yet the Garou still argue over the
end of the Impergium. No matter what, it is too late to return to culling the
humans. They are too many and too powerful. Can you imagine werewolves
raiding the suburbs to kill humans while they sleep? Yes, it is quite silly! Best
of all, most Garou know it!

Weaver was happy now, she could hire a new assistant — humans — to
replace Ananasa’s chiding and scolding, and humans were eager to assist her
in the name of progress. The Garou acted macho and turned on themselves.
We watched and learned from them over time, as Ananasa ordered, She also
taught us something after the First War of Rage that we do not understand,
but perhaps we are not meant to: the structure of the Ananasi.

%
17/”- 18‘-—_.-7

v-‘-_——-—\w——___n_“



Organization of the Ananasi

Momica stepped back, and a middle-aged man in a three-piece suit came
forward. He began with: “I'm a lawyer by trade, so it was decided | was the best one
to discuss the organization of things. Things are easily broken down among our
people...."

Ananasa gave us the structure we have now. She gave separate orders to
the strongest and wisest of her children. She created the Triumvirate of
Aspects and the factions inside them. The Queen has given us the holy dury
to take on the roles of the Primal Triat until balance can be restored to the
universe, This duty is unquestioned as each of us assumes our role within this
proxy Triat. We know that the vertebrate Changing Breeds can never
understand our task, and will not end their own bickering and anger to do
what must be done. We assume their required roles and work in near silence
to heal a universe gone mad. Some of the Changing Breeds do not even wish
to heal the Triat and would rather see parts of it destroyed. It cannot be
destroyed, and they are foolishly ignorant of what could happen. They only
see the wilderness dying as Weaver expands her hold. They do not understand
that progress is something to also be embraced and welcomed. It is a double-
edged sword they are not fit to wield. We, however, are fit to wield i.

We Ananasi know that the universe is a contradiction, and we treat this
knowledge, as with all things, with a cold understanding of our place in the
truth. Because the Web is built by manipulating the strands out and then back
upon themselves to strengthen the structure, we must be able to break down
the delicate architecture to understand the Web. The Great Web truly is the
sum of its parts, and we are a part of it as much as any other species. We have
advantages over others as we have the wisdom and blessing of Ananasa upon
us. [t takes great study and concentration to understand the place and purpose
of all things, but it is what we were made to do. Woe to the one who is
reluctant!

The Mother-Queen told Anansi and his followers to follow the laws of
the Wyld, to find beauty in chaos and change, to live as the Wyld willed. She
also reminded them that they are, first and foremost, Ananasi, woven of equal
parts of the Triat. Ananasi and his followers obeyed her orders and turned to
the path of Kumoti. Those serving the chaos of creation are the Kumoti, who
try to achieve the goals of the Wyld, which is beaten and weakened by the
stasis of the Weaver. The Kumoti have been described as chaos incarnate, but
as with other labels of the Ananasi, they do not fit others’ perceptions. These
children of Ananasi are the ones who strive to create, and recreate — not in
an attempt to find the perfect creation but just to create. They will make a
hundred variations on the same theme, just so that the hundred variations
exist. Think of the Impressionist artist Monet, who painted the same church
over a hundred rimes, with the only differences being subtle variations of light
and color. Minor differences? Perhaps to some, but to a Kumoti Ananasi,
those minure differences are everything. They are less chaos than the creation
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of variations, and are unpredictable for this reason. A Kumoti would craft a
wonderful statue, only to destroy it and use the pieces in another creation.
They enjoy the act of crafting more than the completed work. To predict a
Kumoti is not impossible, only futile and frustrating.

Ananasa spoke to Arachne and her followers, and told them thar the
Weaver’s way was best suited to the Ananasi. She took pains to emphasize
their birthright as the first spirits created by Weaver, Wyld and Wyrm, and
told them they must respect the sources of their spirits equally. They should
not forget that the Weaver is insane and cruel and the Wyrm is warped from
his entrapment. The Ananasi who set upon this path created by Ananasa are
called the Tenere. The Tenere have been given the task of Primal Weaver,
before the Great Mistress went mad attempting to achieve a perfection that
cannot exist within itself. They strive for order and precision, but do not try
to attack the chaos that could disturb their order. Instead, a Tenere whose
ordered world is disrupted simply rebuilds the ordered structure in a new way,
stronger and less susceptible to the disturbance. Think of an architect who
builds a wonderful building only to see it destroyed in an earthquake. The
architect would then go back to the drawing board and design the building
with further safeguards and support. These are the shapers and innovators of
the Damhan. They break things down into their components and build on
them to improve upon the works of the Weaver.

Last, but not least, Ananasa went to Hatar and gave him her instructions
for her remaining children to follow the Wyrm, not as he is now, but as he was.
They were todestroy and uncreate, but only when a thing had lived its rightful
time and served its purpose as shaped by the Wyld and Weaver. The other
Ovid see those who have been given the task of the Primal Wyrm as
collaborators and servants of the Corrupted Wyrm. However, that is not the
truth. In following the Primal Wyrm, they are the surgeon’s scalpels, bringing
death to forms that have reached their appointed end. They are the balance
between the Weaver and the Wyld, making way for more creation and
removing that which has been surpassed. They have no remorse for their
tasks, as they do what must be done. As a gardener has no remorse for killing
a weed, the Hatar have no remorse when they must be the bringers of death.
It is a duty that someone must do and that cannot be neglected. They will kill
a sorcerer who seeks immortality with the same cold precision with which
they kill a baby who would burden its community. Emotions are great
hindrance to the duty of a Hatar. Taking the place of the destructive force in
the Universe allows no room for mercy or compassion. They know that from
the remains of what they send into the earth, something new and beautiful
will rise from the soil, so they do not bother with tears or grieving.

All the Ananasi followed the paths Ananasa set out before them. They
were to never forget they were part of the Triat, shaped from all three, and
symmetrical in structure as well as in form and spirit. She urged us to carry on,
even if we had betrayed the trust of the other Changing Breeds, and warned
us to defend each other even though we would walk different paths. Though
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we walk three different paths, Ananasa views us all as being the same. The
lowliest first rank Kumoti is the peer of a fifth rank Tenere in the eyes of
Ananasa. No Ananasi's calling is more important than that of another
Ananasi, and we respect the callings of those who are different from ourselves,
provided they are Ananasi, of course. Even if we do nor like each other and ¥
have fought each other, we are family and that must always come first. [t was
at this rime that Ananasa gave us the Laws we follow. Commit these o
memory. Yes, | suggest you rake notes.

The Laws of Ananasa

Each of the Ovid has rules they must follow. The Garou have laws they
callthe Litany. The Ananasi follow a far older set of rules set down by Ananasa
herself. Ananasa did not leave room in her Laws for interpretation. They are
to be obeyed implicitly. Like good soldiers, we must follow orders or risk a
court martial that is at best horrible, at worst unimaginable. If the Law says to
do something, that is exactly how it must be done. A good Ananasi can use
the excuse “I was only following orders” and be rewarded by his Queen. This
attention to detail and the prevention of interpretation are part of Ananasa’s
Weaver heritage. Ananasi allows no room for error. Ananasa treats those who
break her orders harshly, despite her unusual kindness to her kin. To those
who break the Laws, a fate worse than death is meted upon the unfortunate
spider. It is said the screams can last for months and nothing remains after the
screams stop. This is only justice. The most important thing for an Ananasi
to learn is to obey the Laws of Ananasa and not question them. The Laws are
what Ananasa wants for her children and are necessary to help restore
balance.

Obey the Mother-Queen in all things.

Do not bend the sacred laws created by Ananasa. Do not question them
or her. Her wisdom is our guide in our mission to restore the Symmetry of the
Great Web. If she says to do something, do it.

Defend your Brethren from all that would do them harm.

Even if we hate each other, we are a family and must stick together.
Someday we may have to meet on the battlefield and kill each other, but we
will not allow an outsider to kill us without doing whatever it takes to prevent
this. We must show no mercy toward those who would harm a member of the
Damhan. It does not matter if the attacker is your child, your mother, your
father, your husband or your wife — you must obey and defend your Ananasi
brethren. This law helps assure our protection in this world. It was wise of
Ananasa to teach us to work together and to put aside our human ties for our
mutual defense, Those fools who have neglected this law have suffered a fate
far worse than death.

Ananasi are also extremely terrirorial, and fighting between Ananasi is

more common than people realize. Spiders are not communal creatures, and
tend to be extreme and violent loners. To invade the home of an Ananasi is




to gain a merciless foe. We are mostly likely to work together to fight a
common foe or problem, or to achieve some task set forth by Queen Ananasa.
While we have no problems killing each other, we take great offense when a
non-Ananasi tries to kill or harm one of our own. To threaten one Ananasi
means retaliation from all.

Follow the Aspect and Faction Ananasa chooses for you.

If Ananasa says you are an Amari Aliquid, you are. You cannot change
what she has chosen for you and must trust her judgement. Even if you are a
bumbling idiot of the Agere, you are serving that faction and aspect for a
reason. Even if you do not like the aspect and faction Ananasa has given you,
youwould do best tokeep that opinion to yourself. No Ananasi are better than
other Ananasi, period. What we want as individuals and what all others in the
world want are secondary. What matters most is what role Ananasa has given
to you in the plan to free her and restore the natural order of things.

Understand the ways of the Triat, both as they were and as they are.
Know the difference.

We have aduty tofix the failures of the Triat since it became unbalanced.
That is what Ananasa wants and that's what we do. If you are a Hatar and
follow the ways of the Wyrm, you will not corrupt the world or create a hell
on Earth. You will do what the Wyrm has forgotten and neglected to do: you
will destroy and sow seeds of entropy. You will not make the world a better
place for the Wyrm to take hold and twist into a reflection of himself.
Remember, he holds our mother captive. If you are Tenere, you will remember
that Grandmother Spider is as mad as a milliner and hell-bent on creating a
static world. You cannot allow her to do so, even if you like her. She is wrong,
and we must help Ananasa heal her of the insanity. If you are Kumoti, you are
to protect and revel in the chaos of the Wyld. You will not associate with the
Garou unless Ananasa requires it for the benefit of the Wyld. You are to be
a force of change. You are not serving the Triat; you are assuming their
responsibilities and accomplishing the purpose they are neglecting. Know
what they were, what they have become and, with the Mother-Queen’s
guidance, what they will return to.

Know your enemies.

Trust noone who is not Ananasi. Everyone is your enemy. They may play
nice and try to win your trust, but they do not serve the same goals as we do
and therefore, they are enemies. Do not try to convert them. They cannot
comprehend our ways. Do not tell them your secrets because they will use
them against you. Do not let them influence you with their religions and
cosmologies. They are wrong. Seduce them and use them instead, but
remember they are not family, nor are they followers of Ananasa who
understand her desires, so they are foes. This is the will of the Mother-Queen.

Know the Great Web for what it is.

The Great Web is the universe as a holistic creation. All things have their
place and purpose in it. We were not gifted with infallible wisdom. Whatever
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you encounter was meant to exist. Do not destroy it without attempting to | -
fathom its purpose in the Great Web first. We must first understand thar
thread in the Web and its purpose before we decide toalter or cut that strand.
Ananasa guides us in our decisions. Emotional and impulsive actions have no
place in the Great Web. That is why we are the "Patient Ones" and must ”
exercise caution in our activities. We are small beings compared to the Triat,
and even they have made errors in the past. We have no room for “bad calls”
in our work, for removing the wrong strand or changing anything that should
not be altered can have disastrous results.

Know your place.

We know our purpose and must follow it. We know our creator and must
meet the demands she places upon us. There are also other creatures who do
the same, who serve their places and purposes. We respect the Mokolé
because they have never given up their purpose and are steadfast. We admire
the Rokea for their tenacity and holy duty to survive despite the odds they face
understand thissacred task. They believe we are at waramongst ourselves, and
we allow them to believe that we hate each other. They need not know our

fights help achieve our task and are our way of making checks and balances

Our task is to fix the Great Web by serving Ananasa. No one else will

off against.

Keep your mouth shut.
between the natural forces of chaos, entropy and order. By sharing our duty
with those who are not Ananasa's children, our enemies will eagerly take the
place of our system of checks and balances with violence, and this will only
put things more askew. Loose lips unweave all our works. Ananasi who
interact with the Garou are there primarily to learn about them. While with
them, we may help out, but ultimately we are there to gather knowledge. No
Ananasi wouldsit down and give a lecture on our culture or history. We would
never describe the War with Weaver's insect changers, their part in starting
the War of Rage, or the importance of a Sylie. We would never try to explain
the aspectsand callings. If they learn by your actions, then maybe there is hope
for them, but an Ananasi would never tell the secrets of the Mother-Queen.

Worship none but Ananasa.

We do the work the Triat has neglected since the War in the Heavens.
We act on the orders of the Mother-Queen only, not the word of the Triat's
minions. Trust her alone. Do not follow the “torems” of the other Ovid as they
are twisted and serve the Triat as it is now and do not serve it as it was, as we
do. They will mislead you. You have Ananasa and she is your god. Follow her,
obey her, and never allow the false gods of the other Ovid to influence and
sway you. Punishment for breaking this law is very harsh.

The speaker stepped back, and another of the teachers came forward. He

appeared to be nondescript, but his voice carried a ring of authority in the echoing
caves. He paused to polish his wire-framed glasses as he began to speak.
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Ananasi Biology

Weaver rewarded us with a few weaknesses. Cold kills us, and slowly
shivering to death in a deep freezer is not the way | want to go down for the
count. | aspire to dying old, happy and successful while dozing off in my Sylie
if and when Ananasa wills it. Humans in numbers can cause some serious
damage. Gunshot wounds we can cope with, unless a SWAT team is firing on
us. Just one with a flamethrower can equal several humans with firearms. We
just can't heal like the other Ovid. It takes blood, time and effort for us to heal.

For all the blessings Ananasa has given us, there are also drawbacks. The
Universe placed limitations upon us. While our kind is balanced, we cannot
be perfect. For feeding, it must be mammal blood. Now, I don't care if that
means cats, rats and dogs to you — all are comestible — but it can’t be from
a cold-blooded creature. We must have warm blood. I've heard of those who
find clotted blood palatable, but for me, it is like drinking Concord Grape
Ripple when Dom Perignon is available. Why deprive yourself of the best? We
don't need the blood to live, but it sure as hell helps a great deal. I didn't go
through eight years of medical school not to live well. To spin a web, you need
blood, and a lot of it.

We're not the only bloodsuckers out there, and no, | do not mean
mosquitoes. No matter what, do not drink from vampires; they are horrible
and vile-rasting, not to mention disease-carriers. Even their little ghouls taste
like rancid cheese and vinegar. Worse, the stuff is addictive, and Ananasa
does not desire that for us. Maostly they're competition for resources.

We're also not immune to disease. Blood is dangerous; it's a bodily fluid,
and as such, it carries diseases. Our blood isn't fully human — I'll explain in
a minute — so we can heal ourselves and purge the virulent stuff out of it, but
we can still contract illnesses, ranging from AIDS and even STDs. If it's viral
or bacterial, we are susceptible. Just be careful; if we get sick, we pass it on.
Frequently, we're carriers of the diseases we have come into contacr with
through feeding. Pay attention to your body and what it rells you. Avoid those
on drugs, and [ don't just mean street drugs. Prescription medications also
have an effect on us. Blood thinners make us weak — it ruins the hydraulic
abilities of our muscles. The elderly are pharmaceutical cocktails that can
cause great havoc in our unique systems. Diabetics are a gamble — they're
either sickeningly sweet, or they are on so much insulin that if we drink from
them, our blood sugars plummert and we go “splat” right into hypoglycemia as
our brains short-circuit because they're not getring any food. Makes for messy
webs too. Those lucky diabetics who wear the insulin pumps are safe; they
control it with the help of the Weaver. Weaver may be an unstable lady, but
she helps the humans, and that, in turn, generally helps us.

How exactly are our systems unique! The Metamorphosis causes great
biological change in our bodies, and these changes are detectable by medical
examination. Our blood is no longer normal by human standards, and
contains the copper molecules of a spider's blood as well as the oxygen-
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carrying molecules of iron-based hemoglobin. Sometimes our blood is not
evenred. | do notsuggestspilling it to find out. Our enemies do that frequently
enough, and you will see your own blood one of these days from your dealings
with them. The lungs of our kind are a unique hybrid of spider and human

"l
lungs. Spider lungs are called book lungs, and in many forms, our lungs 4
function more closely like those of our arachnid roots. Because of our changed
structure in human forms, we are biologically unique among all the Ovid. All
of the other Changing Breeds can pass muster as the form they assume. Only
we have this disadvantage. The best reason to avoid doctors, unless they are

also Ananasi, is this: the vestigial fangs and pedipalps behind the teeth of the
Damhan. It makes dental care very dangerous. These cannot be explained
away, even to afirst-year dental student. They simply are not found in humans
at all.

Because of the right hormones and genetic material, we can and often do
mate with humans and many still find pleasure in it. Psychologically,
however, we are very different than humans. Ananasa’s blessing of apathy
makes us seem like sociopaths or even more terrifying, psychopaths, so
psychiatric evaluations are always a big mistake for the spider who has to have
one. Compassion is a luxury we cannot afford in executing our duties, so
Ananasa has removed it along with our other human weaknesses. Our lack of
remorse has made us stronger. We are not cold-hearted monsters — far from
it! We simply care about things that are beyond human comprehension. She
has given us patience and removed the pains of humanity from us in return.

We have four forms — Lilian, Pithus, Human and Crawlerling. Lilian
forms are as individual as we are. For example, I'm from Indiana originally, so
[ look like a common garden spider, but | walk on two legs and still wear my
glasses out of habit. We will ourselves to change faster by using our blood. I'll
demonstrate.... Yes, goahead, and giggle. I admit I'm a fine sight — this form
is used for serious combat and intimidation and appears to be shaped by what
we feed on and where they came from. We create our own forms based on
genetics and diet. We also develop a hard shell of exoskeletal chitin that
makes us considerably tougher. Qur kind becomes stronger and faster in this
form. We also gain a hundred or more pounds when in Lilian but we can more
easily use the spider’s abilities to lift and jump. The weight is all muscle. I'm
a little spider — yes, this is little. You should see some species!

Some breeds of spiders have size differences according to gender. Other
species of spider have equality between the genders, but in many spider breeds,
the males are smaller and have quicker reflexes to avoid the hungry females.
Hey now, | have a deep respect for women and I'm not being a sexist pig! [ am
a physician and a gentleman! The mating and killing habits of the black
widow are proof of this.... Ah, you're black widow. It's a pleasure to meet you,
Delia. Remind me not to ask you out once you've been properly educated.
Now back to the lesson. The females of these species are stronger and bigger,
so there's a trade-off. Males have the speed while females have the brawn. It
all depends on the species, and each of us is different, but the gender-specific
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characteristics of our spider breed carry over. Some even have barbs and spikes
on our exoskeletons, which is very useful for self-defense.

Then we have the Pithus, or Pit Spider form, a spider as big asa VW Bug.
The body has hydraulic strength in this form, as well as being completely
horrifying. The fear factor of our Pithus form makes it very useful. Our
spiderlike blood can be willed to move and increase strength wherever the
blood is sent. If it is done too often, one has to replenish his or her blood more
frequently through feeding. In this form, the other advantages are the ability
to use the hybrid lungs most effectively and longer endurance, not to mention
our wonderful exoskeleton again. You also put on half the weight you have in
human form but distributed evenly.

We have a human form and that's self-explanatory. We are a bit hardier
than humans, even when we assume their form, and their form does take effort
for those of arachnid birth to master.

Okay, time to go human again. .. and now for the speech about the form
you all seem to enjoy experimenting with, our Crawlerling form. Before | turn
over the floor to Staff Sergeant Reynolds, if you ever need a physician, or a
friend, even, I'm Dr. Clarke Mason, and [ can be found at the University
Hospital in Philadelphia. Okay, Sarge, you're up!

As the doctor returned to his human form, another man stepped forward. His
cropped hair and the muscles rippling beneath his olive-drab T-shirt betrayed his
chosen occupation. He barked his lesson like a drill sergeant standing before eager
TeCTUIts.

While 1 am sure that some of you have already happened upon your
Crawlerling form, for those of you who haven't, I believe a brief lesson is in
order. You are a single person. I don’t refer to your marital status, but you are
one person, with asingle sentient mind and consciousness. Imagine becoming
several hundred or thousand people and your consciousness being distributed
among all of your bodies. We Ananasi can do this. We can literally break
down into many little spiders. This is most useful to escape from undesirable
situations. It grants us a form of limited immortality if we are fortunate and
avoid fire, although we do grow old and die as the Triat agreed upon.

If we're in Crawlerling, it’s a lot harder to kill us. It's more challenging to
stomp on a thousand spiders than a single one. A single spider has a good
change of getting flattened with a book or shoe and turned into an ichorous
smudge on the wall. Many will escape, sometimes most if they're fast enough.
However, these multiple bodies are a lot smaller, frailer and can only contain
one part of your memory. One will house the memory of your favorite food,
another will house the memory of your education, another will house the
recollections of your Metamorphosis when you became aware of what you are,
and so on. Okay, now imagine the spider thar housed the memory of your
Metamorphosis was accidentally stepped on by someone passing by. It is dead,
smashed into oblivion, and those memories are lost along with it. When you
reform, you'd have amnesia regarding it. Those memories can never be
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recovered, I'm sorry tosay. The altered state of mind we have in thisform gives
us protection and puts us at our absolutely most vulnerable state.

There is a way todeal with the alrered consciousness and confusion of this
form, and that is to select several leaders. Leaders act like military officers and
order the rank and file of the other spiders. The leaders are the only ones that
contain your memories and mind. The others follow their orders. That way
one doesn't get caught up in the disorientation of being so many places at
once. Try it, it’s not good. All of us have two or eight eyes. Say you turn into
1600 brown recluse spiders. Suddenly, you're seeing through 12,800 eyes. See!?
It’s simply too much for us. The brain implodes when it's expanded thatmuch,
and you can easily get lost in the whole awe-factor of it. How do we prevent
that? Again, select leaders. They make sure you don't get too spread out and
that all your individual spiders do what they need to do. | recommend
designating 10 leaders. Any less, and if anything happens to one, you would
lose too much of yourself. On the flip side, if you have more Leaders, it can be
disorienting. Therefore, 10is an ideal number to putyour mind into, but you'll
find out what works best for you on your own. If too many of your individual
spiders get killed though, you're toast. It takes a 90% loss to kill one of us. It's
rare that one of us dies in Crawlerling form, but it can happen. Best bet is to
go into Crawlerling and scurry away as fast as your 12,800 legs can carry you.

The Crawlerling form also has an advantage that is not defensive. [t isa
gift from Ananasa. [t goes by many names — much like we do if we are smart
— but I call this gift the Downtime. Most, if not all of you, will learn the
necessary Rite to do this before we scatter to the four winds. It’s like you've
gotten your triplicate forms filled in and signed and you're free to go on leave.
Ananasa knows how hard we work and all that we do to serve her, so she gave
us the ability to take vacations. Yes, literal vacations from being what we are.
Only we can do this. The other Ovid are always Ovid, but not us. We can
revert to our breed form and spend time just living a normal life and getting
back to basics. Spider-born can get back to nature and do mundane spider
things. Human-born Ananasi, like myself, either go hunt down some sun or
find a nice place to live a “normal” life. Me, I spent my last Downtime on the
shores of Jamaica, drinking from coconuts and scaring the pretty women
trying to get some shade under the palms. [ pity the poor soul who bothers me
when I'm on my break. During these breaks, we regroup and it serves a great
therapeutic purpose. After all, if we are unwell and burned-out, we cannot
perform to the best of our capabilities and Ananasa wants us to be the best that
we can be.

Half of all the Ananasi are on Downtime right now, and the other half
is on active duty. While in Downtime, you can think of it like being in the
reserves. Some us have taken breaks that lasted decades and even had
children. But when the time comes that either you set or you're needed by the
Mother-Queen, that alarm clock goes off and you snap out of it. The break
comes to a crashing halt, and on goes the uniform of a werespider again.
Willingly or not, it happens. You will respond if she summons you to reform.
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J Rank, Gatherings, Colonic® and Sylies

Often we have to work in groups, and sometimes we choose to. Occasion-
ally Ananasa makes us work as a colony. Who's in charge of the colony?
Whoever Ananasa has chosen and has been rewarded with the highest rank.
What do [ mean?

The other Ovid place a lot more importance on rank than we do but since
we occasionally deal with them, it is best to use their system. Unlike us, they
have to petition the spirits they follow for recognition for their deeds. This is
called Renown. We don't have to jump through burning hoops or save baby
Ananasi from burning buildings to be recognized. We need only prove
ourselves to Ananasa and petition her through a Rite. If she is pleased with
us and believes we have served her well and according to our aspect and
faction, she rewards us and we learn greater Gifts from her. All our Gifts come
from her. Sometimes she blesses us with Gifts we do not desire, but she does
so for a purpose.

Those few others whoare loyal to Ananasa who are not Ananasiserve her
in the guise of Ti Malice. Rarely will she have one of her non-Ananasi
servants share Gifts and wisdom with us. The Garou, the most common
Changing Breed, call their Renown Wisdom, Glory and Honor, but as we
serve Ananasi and seek a different goal, we classify our Renown as Cunning,
Obedience and Wisdom. Cunning reflects our knowledge of the Primal
Wyrm. QObedience is a reflection of the Weaver's ways and Wisdom is the
knowledge of the chaos and change brought forth by the Wyld. We do not let
the Garou know this, naturally. It is highly lethal to give away secrets to the
enemy.

We are judged on our understanding of the Triat and what we have
learned. When the time is right, Ananasa promotes us. She is a faircommanding
officer in that sense. We communicate with the Mother-Queen in our Sylies
—I'll get to Sylies in a second — and if she is pleased with our growth and we
are worthy, she changes us. If she is not pleased or we have not changed, it is
best to first consider what we have done wrong. If we have done nothing
wrong, it is advisable to petition for promotion.

As you can clearly see, | have a web pattern in my facial pores. It is far
more obvious when | am not in human form, as these markings become part
of my carapace. | am a Rank Four Plicare. With each rank I attain, Ananasa
changes these markings on my body. They are noticeable only to us. The
teacher who spoke first was an Amari Aliquid, so she bore the marks of her
rank in a lightning bolt shape. That is universal to all who follow the Wyld
and respect chaos. The Malum who will speak to you next bears his rank in
the sign of the snakes as he serves Ananasa by questioning the Wyrm and
taking up the slack he left in the weave.

Now as for Sylies, this is your special place, your home and domain, be it
in the city or in the middle of East Jippip, Nowheresville. Ourkind knows how
to build their Sylie by instinct. The Sylie is where we rest in whatever form
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we desire, and where we commune with Ananasa, or rather, where we listen
to her speak to us from her Opal. We draw our prey into our Sylie and must
protect our special places at all costs. As Ananasa orders, we obey. (It's
horrible to see what she does to those who do not obey. I've seen it. She’s
harsh, and it's best to love and fear her, and for good reason. Trust me on this
one, folks.) Once you've settled in and built your Sylie, you must reweave it
into the Tapestry of the Great Web through the Rite of Building to set up the
link between yourself, Ananasa and those of our kin that are closest. Just as
frequently, we'll call each other up and make dinner plans among the colony.
Those in the wilderness have more security, but less opportunity to feed on
human blood. Sylies can be built in a basement or a closet, or in the treetops.
Sylies are a matter of personal choice, but urban dwellers must have smaller
Sylies.

This here is as formal of a gathering as we have. We don't have meetings
and dance and howl at the moon like others do. Weaver likes names too much,
so we don't even have a real name for these educational gatherings when we
meet the new faces. We have social gatherings, not organized events. When
we gather, we set aside our differences. We can always return to killing each
other and plotting and manipulating each other when the mission’s done.

Arachnid Life

Sarge returned to where the teachers sat, nodding at a lean young man whose
clothes hung from his lean frame like a scarecrow’s rags. The young Malum moved
to the front of the students, but stood strangely still as he lectured.

Life is different for the half of us who are spider-born. We start our lives
aggressively; it is natural and instinct is everything. While the first
Metamorphosis is difficult for us, we understand more than the human-born,
at first. We know nature intimately, we are more closely tied to it, and we
know how to weave and to hunt with great skill. We are more like those whom
Ananasa first set upon Gaia’s back, but we are not better. The Metamorphosis
may allow us to see things in proper scale and show us the world beyond
instinct and survival, but even in Human form, we are still the hunters or the
hunted. We Ananasi are both at all times. Arachnids understand this view.
It is what we were born into. Our enemies hunt us as we hunt our enemies.
There is fairness in this.

Thespider-born of us prefer the wilderness, where the webs can be greater
and we are left alone to our Sylies. Others of us prefer the cities, where we wear
human shapes and weave and unweave the patterns of the urban sprawl. Half
of the Damhan are arachnid and have a different way of viewing the Tapestry.
We see it plainly — we think with our guts and are more tied to the spider part
of our triple nature than those who have never hatched from an egg sac and
eaten their siblings to survive and grow stronger. We are driven by Ananasa,
but simply act in ways that all do not comprehend while young. After a
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Downtime, even the human-born understand. Our roots are important and
cannot be forgotten.

There are many of us in South America. We are strong there. On the
Nazca Plains, we live in isolation from the Corax, the ravens — bad birds, do
not pluck us up from the ground and devour us! They eat spiders, and in the
wars of Rage, it is said they ate many of our Crawlerlings. There are plain signs
to warn them that the Andes are for our kind only. The Corax obey. They fear
us, as they should. In the rainforests, we watch over the Mokolé and respect
them from afar. There is an agreement; they are safe from us and will have
their lands. They are also few. We are many. In Africa and South America,
the grear cats dwell. All that we share with them is mistrust and the common
foe of the monkeys, or Man. Man fears us more than he fears cats. More cats
are forced into servitude than spiders. “When spiders unite, they can tie down
alion" is a saying in the homeland [ have seen proven true several times, The
lion was displeased. We feasted.

The Garou are most common in Europe and North America, so those
who dwell there will have to be more careful and secretive. We have natural
advantages. Even the human-born would do well to learn to respect and
employ their spider form. It is best to be at home in all of ones’ bodies. 1 do not
find Homid foreign any longer. It is necessary to wear it when | work for
Ananasa. A spider cannot make phone calls to the right people at the right
time. The things | have learned as a human are beneficial. | have had to learn
balance. Even if | wear two legs and two eyes, | amstill aspider. | am a predator,
I am quick, and [ am merciless. | do not have, nor will | ever have human
weakness or understanding of their fragile mental states. | see the merit in all
my other forms.

I have noticed we've neglected something. We have neglected food. [ am
arachnid. | have also been human. Our sacred duties bring us into contact
with many types of food. Sometimes the prey is not easy to hunt. Sometimes
the prey is weak.  have lived for over 80 years, but l am still young in the flesh.
Ananasa has blessed me. | am not immortal, but [ have been fortunate to be
favored by the Queen. | have learned to infest and devour food to become my
food. I am most truly what I eat. | was not born a man. I was born a female.
[ am now a man. Only in times of great need, when survival is at stake may
we doso and only if it pleases Ananasa. We must start with the brain and make
it soft enough to eat. We then spread throughout and inhabit the body. The
first hour, we are human. We have lost our heritage and must be simple
humans; we become the food we eat.

If we eat a Garou, we do not become Garou; the spirit within that makes
a Garou has been eaten, and it is dead. The spirit, or soul, is what makes a
Garou unique. We destroy that when we eat them. The blood of their kind is
richer than our regular diet. We remain human however, not Garou.

If we eat the Undead, we eat ashes and rotted flesh. There is no gain as
Ananasa does not sanction this. It is a waste of time. If we eat their assistants,

30

_—7

g pmrmanm




the Renfields they make, we kill the unnatural part of them that was vampiric,

that blood is not eaten and we are human. The same goes for those who feed
on those who shape reality, the magicians. If one eats one of these, they do not
become Viskyr humans. Eating them kills the powers they hold. This is the
Ananasi, and why would you want to? If you would want to, you must be
destroyed. | will only be too eager to arrange for it at the hands of an angry
mob. We are better than humans and mammals and would do well to
remember this always and let it guide our thoughts and actions when dealing
with these simple animals. There is a movie where the monster is chased and
kill what they do not comprehend. Their tools are no longer torches and they
have made progress, but they still cannot and do not understand things that
are not like them. They are the greatest tools we have, however, and must be
respected for their sheer potential. It falls upon us as Ananasi to exploit their
potential and make them reach it. Once the Triat is restored, the humans will

will of Ananasa. Once we have eaten the food, we become the form of the food ¥
until the food becomes part of us. All living things with warm blood are food,
but the undead and the shadowy dead souls cannot provide food.
We are not mammals. We are Ananasi. You can never be more than
burned to death by the human peasants. Humans are still peasants and would
still have their place among us.

The Secret Things

The Malum retreated back into the shadows of the caves and a middle-aged
woman came forward to stand before the spiderlings. She conducted herself in the
manner of a Sunday school teacher dealing with children who'd rather be sleeping or
watching cartoons.

1 am called Agnes DeVry and am a bookworm of sorts. You have already
heard how Ananasa gave us structure to repair the Triat, but to make her
children’s web tidier, she created aspects under these factions that we must
follow as well. It isa convenient and pleasing way of doing things. [ frequently
have sought to use the principles of our kind in the library. The children of
Ananasa are not held to these forms, for within each faction there are the
callings of Myrmidon, Viskyr and Wyrsta. The Garou call these auspices.
Each Ananasi, besides serving as a proxy for a Primal member of the Triat, also
must find their calling. The Myrmidons are the Warriors of our aspects, the
ones who seek to bring back the balance of the Triat by trying to bring their
truth to the world. The Viskr are the healers, taking on the role to heal the
damage to the Universe. The Wyrsta are the questioners of the unbalanced
Triat who seek to understand the goals of the Corrupred Triat. We cannot L
fight what we do not know.

By instinet, we young Ananasi find our callings assigned by Ananasa. We
are not the children of the cosmic Triat; we are the children of Ananasa, the
child of Weaver. To her alone do we Ananasi owe our loyalty and obedience,
and we serve her vision of a universe freed from the grip of the Weaver's
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jealous insanity. Of all the Ovid, we alone know that it is not the Wyrm that
must be fought, bur ultimately the Weaver, who broke the balance of the
Triat. How will we accomplish this? Just wait and I'll tell you before we wrap
up class. We are saving the best for last. Be patient — it truly is not hard to
dowhen you realize we have existed since before humankind and have always
worked to bring about the restoration of equalicy amongst the changes in the
world.

Now, notall Ananasi obey and are obedient — the Kumo were mentioned
before, and we have other enemies amongst our own who ignore the Queen
or serve her in ways we cannot imagine. They are anomalies we cannot
explain or understand. In time, we will understand: the Padrone and the
Kumoti. The Padrone are the vilest things on Earth, even more so than the
Kumo. I've heard stories about them, but if I ever saw one, it would likely be
too late to save myself. Allegedly, they have a fifth form they can assume, 10-
legged, | hear, and they hunt and destroy us in our Sylies. This is not a story
meant to scare you before bed! The Padrone are real bogeymen. They are the
ultimate silent predator. I don’t know how they do it but we must be careful,
as they donot recognize Ananasaand go about killing her children in our most
sacred places. They live to hunt us, so we are wary of any newcomers in our
homes. Ananasa permits them to exist and is silent on the subject of the
Padrone. They are Ananasi turned on themselves. They are monsters that
stalk us.

Another oddity amongst us is the growing trend of Kumatai, or Holy
Spiders. They claim they are something all together different than us, an
utterly new breed. Long ago, we lived as gods ruling over humans. The
legendary city of Jericho was the first time we used our power to rule over lesser
life-forms. Jericho was Ananasi, but he grew too powerful and the love of his
people turned to resentment. The walls came tumbling down. He was a leader
who ruled with divine right over his community. Some Ananasi are doing this
now and are addicted to the power they have over their worshippers. The
power shuts off contact with Ananasi and they have become delusional. This
is most common in less developed parts of the world and the Near East, where
Weaver's hold is growing stronger, but this phenomenon has occurred in
Americarecently. They claim they are not even Ananasi when we investigate
them. The Kumatai frequently recruit and corrupt the field agents we've sent
to check them out. They are adanger. We are a proud people. They suffer from
hubris.

There is also the thing called the Yahwie that has been decimating our
kind in Australia. What it is and what it wants, other than slaughter, still
remain to be seen. The Yahwie emerged only in the last 100 years, and it has
killed hundreds of Ananasi and Kin. It has been seen in several forms, so I can
give no concrete description. What | do know is that each time it has
appeared, we have sent hunters after it, who insist they saw their prey dead.
Within days, it is back at work, usually starting by killing its hunters. The
Aborginal people have legends of the Yahwie, claiming thar it is a death-
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spirit, one of the first creatures on the planet and responsible for the first
killings. Whatever it is, do exercise extra caution in Australia or do not go at
all.

Umbra spiders usually ignore us since we are kin, but there are great
dangers and drawbacks to not living where Ananasa intended us to live and
it takes a very antisocial spider to make the jump to living in the Umbra full-
time. If nothing else, there is little blood. Even our homelands are on this
world. They are in Africa, in the Simyan Mountains and are called Estorilandia.
True enough, they are not on any map, and you will have to find them for
yourselves. Qur paradise is surrounded by the grear cats, so exercise caution
when you go looking for the sacred caves we were first born in. It is a place
where we may relax and there is peace. | have only been there once, but plan
to return someday, though. It’s the loveliest spot on Gaia to an Ananasi. You
will all be urged by instinct to make the pilgrimage to our birthplace. 1t is
something all of us undertake at least once. It is the ultimate homecoming and
journey. There are some Ananasi who never leave the sacred caves of
Estotilandia and share a special relationship with Ananasa. Only Ananasi
may go there and be welcomed. Even the few humans that may be found there
are Kin. That is on the order of the Mother-Queen. Any others that happen
upon Estotilandia are trespassers and are considered prey. If they are lucky, it
is quick and merciful. Beware of the great cats — many live in the area and
they dislike us. There are always skirmishes with the cats that demand more
breeding ground or hold us responsible for things in the past. It is not our fault
that we are more clever than they are, now is it! However, if a Swara, one of
the cheetah-folk, comes to you, pay attention, for they are messengers and
always are worth heeding.

Now let us take a short break. Our most honored guest speaker will be
arriving soon. Observe this rite; someday one of you may be favored enough
to dance it with us.

The Word of the Queen

1 am Ananasa, your queen and creator. You must know [ am real and will
be active in your lives. | love you, for you are my children. I cannot hold my
place here for long as it takes much from me, but [ could not allow you to go
into the world without having met each of you first. You will soon have your
teachers back, and you must listen carefully to them before they send you
home, for they speak with my tongue while they are here. They have done a
fine job. | have faith that you will do well in the world to return things to the
way there were. | must speak with you as well, and you always have your Sylies.
I will come to you there and offer my guidance. | hope the teachers have made
you understand where you come from and what you are and what your calling
is. | have given you your callings; you cannot change what is now your nature
any more than | could change my current state of existence. Listen carefully
to my words also, for after today we may never meet face-to-face again.
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[ have made you with a purpose, and you must accept it and your frailties.
You are not indestructible. 1 would not cheat the Wyrm and break the
agreement. Such agreements are so fragile and it is broken daily by the askew
Triat. We must keep true and stay the course. | am much more than the
Weaver's firstborn. But now [ must return; [ have already stayed too long. Obey
me always and follow the Laws [ have given unto you. | love you, my little ones.

After the rite, the exhausted teachers reformed, then retreated, save for a bright-
eved woman wearing a Chanel-style dress. There was stunned silence in the cave for
several minutes. Then, a girl down in the front row raised her hand hesitantly, The
teacher nodded to her, and she spoke, unable to quite drive the nervous quaver from
her voice. “Thank you for everything you have taught us, teachers, and I'm sorry for
the question, but what exactly do we do and how do we do it?” The woman smiled and
nodded, as if she had heard exactly what she wanted to hear.

SOME pPomt during their inirial education, all s SPI lerlings come

into contact with and meet the Mother-Queen wh gns them
their ISpects and factions, Three Ananasi representing the three
different asy - wen by Ananasa to perform the Rite of One.
Ananasi rites are slow .||'|-.I MeTI l.|l|.l||\. .u)\i llll- riee "\|‘n_'|_l.i“'-. ll.r[l?_:
and intricare, a combination of quick sharp movements and slow
sweeping gestures. The Rite of One is only done ar the Gathermes and
allows Ananasa to be freed from her Opal and e manifest in the form
of an Avatar. [eis also the only time most Ananasi meer their creator.
The Avatarof Ananasaisathing of terrible beaury. Ivisa Pithus-form
‘-|‘l\ll"| ol !!II'_,'{' size with a I_'||t1:.'i'| gcarapace |l1-.| i s!_'lﬁ cold eyes that
show a truly alien intelligence behind them. She has the form of a
perfect monster. The voice of Ananasa is at once sensual and
threatening. The presence of the Avatar imstincrively affecrs the
Gathered children. Those who are not Ananasi may go insane. She
strikes respect and terror into the hearrs and minds of her children
when she appears. Ananasa wants them to know she is real and active
in their lives. She wants to inspire them and perhap 'n threaten
them a little by showing her power. The result is thar the spiderlings
have nodoubt thar their Creator is powerful and wise. They only want
to obey after seeing her. This rite iswilled ]», Ananasa and ends when
\Ilt'l INNOL remain any |un:rl.

The Ultimate Purpose

Now that’s the all-important question, isn't it? Brush your hair out of your
eyes and look up at me, | want to see your face. Ah.., Tenere. | am not
surprised a bit, you're always perfectionists. | knew you'd smile sooner or later.
You've listened well to your teachers and since you've been so patient, I'll tell
you the secret now.
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Asyouknow, the world is imperfect and disorderly. Each day, the Weaver
grows stronger, binding the chaos of life. She works to create a world where
order has encased all else and there is a stagnant perfection. We were not
meant to prosper in such a world, and we work against her. We work to put
her back in her rightful place, since in her madness she cannot stop spinning
and naming, creating order where the Wyld needs change. The Wyrm is still
struggling and growing more insane in the Weaver's tangled prison. When the
time is right, we will cure his madness, once we discern its pattern, We cannot
set things right if we do not know their pattern. He is still too strong and
unpredictable to confront right now. The Wyld is weak and trapped by the
Wyrm's corruption and the weight of the Great Web. The weight prevents
creation in its purest form. Things cannot evolve as they should while the
Wyld is in such poor condition. The world cannot continue to exist if Weaver
continues her plans; she dehumanizes and limits the creatures of the world
with her technology. We work to prevent that.

The Great Web contains all things and the problem is that some
creatures do not have a grasp of their place in the web. Therefore, we
straighten up and fix the Great Web. We have come forth to fill in for the
Triat and replace them until we can heal them. It's a hard goal to achieve but
it's what we were designed to do. The Garou do not even realize they are
unbalanced and have forgotten the importance of death so that new life can
be born of its remains. The chaos of the Wyld unchecked is dangerous; things
cannot survive in a state of constant flux. But they do not see this.

Each of us has our aspect and our faction, and by carrying out our proper
roles, we achieve our goal of fixing what has been broken and bringing back
the lost Symmetry. We re-weave the Great Web. How do we doit? Recall the
Laws given to us by Ananasa. We do so quietly and from the shadows. We do
notdraw atrention to ourselves. We do not reveal our secrets, letalone tell the
ignorant of our purpose, for they’d destroy or laugh at us. They could not
understand.

We are spider people. We hunt when we need to, and manipulate the
webs around us. We are the spiders who wait in the web for the prey to come
to us. Weare the spiders who jump down and snare the target. We use politics,
our friends, our allies and our contacts to accomplish our goals. We use the
tools that already are in our toolbox — humans. Weaver does not understand
them; their emotions make them useful tools. We steer, moving the strands
of others to get the desired effect.

Through subtle manipulations rather than grand-scale actions, we donot
draw attention to ourselves. We need not brag or fight for dominance. We
keep our vast numbers hidden. Only the Garou have numbers close to us and
we are still more numerous — not that they will ever know how vast our
network is. We are everywhere; look at the havoc we caused when a colony
was found under Windsor Castle in June of 2001. That colony has existed
there since the castle was built and had been one of the most effective ones
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in the United Kingdom. The Garou cannot make such claims. The Garou
have a penchant for heroism. Heroism is a form of suicide.

We take our time to do the job right, often working on the same goal for
decades before the task is complete. We have all the time we need. We can
see the Pattern of the Web like no others and need not be boastful. We are
like the Fates of Greece — Clothos, the spinner who manipulates the wool
into thread; Atropos, the weaver who works the loom and ensures the weft
and weave of the fabric are strong; Lachesis, and the cutter who cuts the
strands when they are loose or finished. We shape the events of the world!

The Ovid

We are not alone in the world, as you have already heard. There are
others, descended from the other creatures set on Gaia's back. As solitary as
we prefer to be, we sometimes cannot help encountering them. Ananasa’s
Laws are clear regarding our dealings with the Ovid, but it would help you to
know something of their behavior.

HBastet

The cats are too emotional and lack the self-discipline to make good
allies. In the deep wild, their desire for solitude make them agreeable to work
with us at times. In the past, the eight tribes of Bastet have suffered as much
aswe have, but it has not raught them anything; instead they remain irrational
and prone to whimsy. They are overgrown kittens with very sharp claws. Like
the Garou, they claim to serve the Wyld, but too many walk the path of the
corrupted Wyrm.

Corax

The very nature of these creatures makes us old enemies. Racial hatred
dies slowly, and we are the Patient Ones. They are the truest enemy we have
amongst the Ovid because they have eaten so many of our kin who were in
Crawlerling. They hold no respect for secrets and run off at the mouth too
often and too easily. They also have an annoying insatiable curiosity. We
have no tolerance for any creature that seeks to discover our secrets and spy
on us. Just remember this: they are easily distracted by anything sparkly or
shiny. Throw them something glittery and leave when they get too close to
your secrets. Or rell even juicier lies ro their allies and watch the Corax fly off
to chase the lead.

Garou

They are the worst of all the Ovid, the most misled and barbarous. They
are too numerous to avoid and too violent to deal with on aregular basis. Only
a few have just now begun ro understand what it means to be civilized, and
some merely play at being civil. We do not forgive the Garou for their kind's
past crimes against us, but we have moved beyond holding a grudge. Some of
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them even show progress toward maturing and moving past the violence of
the Great Wars when they sought to exterminate the other Changing Breeds,
but even the peaceful Children of Gaia tribe are still Garou at heart. The
Garouare tribal in structure and politically complex (but not near as complex

‘l

and intricate as our kind!). Here is an overview of the tribes to help you: ¥
Black Furies: The Black Furies are matriarchal in structure and believe
we do the same in our social structure, as more frequently, the female Ananasi
lead when we gather. Of course, there is no sexism among us, as is rampant
among the Black Furies. We see no reason to set them straight on this, of
course, because only one female is truly powerful amongst us. Let them believe

what they will about us.

Black Spiral Dancers: If you need to see why the Triat as perceived by
the Garou is flawed and twisted, look at the Black Spiral dancers. These Garou
worship and serve the Wyrm as Corruptor, not as Destructor. They are
mentally deranged and physically defective. The madness of the Wyrm has
corrupted their bodies and souls, making them mirrors of thar grear power
gone insane. If you can use them, do so carefully. Otherwise, it is best to keep
a safe distance from them or avoid them altogether.

Bone Gnawers: Bone Gnawer werewolves are kin to domestic dogs and
are seen as just dogs or half-breeds by the wolves. They are the lowliest of the
Garou tribes. They are also easy-going, generous and kind to the humans they
watch over. Use their poor self-esteem to your advantage. You can easily win
a pawn by simply throwing them a bone of information that wins them favor
in the other Garou's eyes. Even if incredibly useful to us, they are still Garou
and will betray you without thinking rwice.

Children of Gaia: What an interesting anomaly — a tribe of kinder,
gentler werewolves. Maybe it is because they have survivors’ guilt, or perhaps
they want to save their own butts the next time they encounter another
Changing Breed that isn't a wolf after they have killed off the majority of the
other Ovid. They cannot be trusted, even if they are hospitable. Treat them
nicely, play fair and perhaps some good public relations can be gained.

Fianna: When sober, these Garou are fine warriors and are usually
honorable. They also like sharing a story or two. Leave these alone and allow
them to live, for they'll never forget it. However, when drunk — and from
what I know, it's more common to find them drunk than sober —avoid them.
A drunk Fianna is a dangerous Garou.

Get of Fenris: Take an immense ego, add homicidal tendencies and
claws and you get a Get. The Ger of Fenris believe they have a sacred duty to
serve Gaia by ridding the world of the weak. If it's not a Gert of Fenris, they
consider it weak. If they consider you weak, they will challenge you to combat
and either try ro kill you slowly and carefully or quickly and without finesse.
Eventually, they will consider you weak and try to kill you, no matter how you
try to present yourself to them.
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Glass Walkers: They have left the Wyld to enter a different spider web,
that of the Weaver's. By controlling where the cities are built, these urban
Garou seek to preserve the wild spaces on Gaia's back. However, the city is
a confusing place for even the smartest Garou. They turn to the Weaver for
help and become caught up in Grandmother Spider's incessant weaving
without even knowing it. There are also several indications that they have
already fallen to the Weaver and can never extricate themselves from her
insane spinnings. They make good pawns but are dumb as planks. Anything
that stupid means they are a real danger, to both themselves and us.

Red Talons: Avoid these near-rabid wolves. They will lash out at
anything. They are obsessed, losing their numbers rapidly, and in pain from
that loss. They are the polar oppasite of the Glass Walkers, preserving the
Wyld by any means necessary and are utterly uncivilized.

Shadow Lords: These are the most clever of all the Garou tribes and have
finally learned what we have known for ages: subtlety and patience works
better than charging in without looking. They have learned that being
straightforward is foolish and lackluster. They make fine pupils, and diligent
learners, bur are too good at subterfuge to be trustworthy. They are almost as
good as we are and that gives us cause for discomfort. Never turn your back on
awily Shadow Lord, or you may find he has imbedded his dagger in your lungs.

Silent Striders: These Garou are different than the rest of their species,
as they prefer to be alone. Despite their wisdom and contemplative ways, they
are still Garou and therefore, cannot be trusted. It is quite regretful, actually.

Silver Fangs: The laughable Garou called Silver Fangs are the self-
proclaimed leaders of the werewolves. They are the ones responsible for the
time that the Garou waged war upon the other Ovid, claiming that the other
Ovid had the wrong idea. That was throwing the baby out with the bath water
and they still haven’t noticed that the baby’s missing! They are inbred and
mentally ill and cannot even trust themselves. Avoid them.

Stargazers: These navel-contemplating Garou seek the answers to the
Universe's riddles. The few times their belly-button lint has answered them,
they realized they had asked the wrong question and had only found anew tofu
recipe. Now they've joined the Beast Courts of the East and have left the
Western Garou behind. This brings them into contact with the Kumo, so use
them and distract them with riddles while you beat a hasty retreat from them.

Uktena: The Uktena are closer than the others in getting on the right
path, but they still want to see the Wyrm captured and bound rather than
freed and healed. While their hearts are in the right place, they still haven't
figured out the right path after millennia of trying. We can't show them the
right way, but we can hope they figure it out in time.

Wendigo: The Wendigo have suffered the loss of their homelands and a
full tribe of their closer kin at the hands of their fellow werewolves. This
opened their eyes and has changed them greatly. They know as well as we do
that werewolves can be treacherous, vengeful, hot-headed tyrants and are still
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rather irritated about experiencing their own personal War of Rage on their
tribe. Asaresultof their suffering, they've grown militant and bitter. Luckily,
the Gurhal and Bastet learned from their sufferings at Garou claws and teeth,
and do not wear their resentment and anger as openly as the Wendigo do.

Gurahl

The Gurahl have earned our respect, for the most part. They have
patience and understanding that we Ananasi can relate to, so we can
appreciate their companionship, Treasure any time you spend with these
gentle giants in the wilderness. Learn from their lessons, enjoy their hospitality,
but whatever you do, do not anger them: An angry Gurahl is a sight you will
not soon forget, if you survive the experience. Of the Ovid, these bears are the
most peaceful and do not feel the need to kill first and ask questions later. They
understand the concept of valor and perseverance, but it is a waste that they
are not motivated any longer or seen as a threat.

Wokolé

They were the first of all the Changers, Their raw primal power is a
beautiful thing. We share their time on this world but do not associate with
them commonly. We quietly respect them and fear for their continued
existence as their lands are being consumed too quickly for them to survive.
The Mokolé are the possessors of the Universe's memory and when they are
gone, all will suffer from their loss unless Ananasa's plans come to fruition
before they are extinct. Without their awesome and extensive memories, the
world will be a much more ignorant place

Huwisha

These are strange creatures, full of laughter. They are like the Garou, but
without the violent rage that drives the wolves. They are clever and wise, but
we know this and they are hard pressed to deceive us, although many have
tried. We do not trust them; we will avoid them if we canand will destroy them
if the Great Mother ordersit. They seek toknow all of the secrets we may hold,
but unlike the Corax, they do know how to keep a secret. Never offer them
one! Should you happen upon a Nuwisha, be helpful and polite, but do not
offer them any information you consider to be important. Knowledge is
power, and with true power, the Nuwisha could be a real problem.

Ratkin

These lowly creatures seek to ferret out the secrets of others and are
beneath the notice of their targets. They are pathetic scavengers and live off
the waste of others. It is unimaginable to us to live such a life. They are
disgusting and not to be trusted. But there have the power of numbers and are
as omnipresent as spiders. Rats are a dime a dozen and many may be Rarkin.
Like us, they are survivors and prefer the urban areas, but the similarities end
there. Ratkin live and breed in the darkness of the sewers and dumpsters of the
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urban landscape. It is just possible that they also understand Grandmother
Spider is insane and fight against her insane methods.

Rokea

You need not fear or avoid the Rokea as you will never see them. We
understand mammals, but not cold fish. They are older than we Ananasi and
understand things we cannot, but they live in a different environment and

have far different needs than we.

@The Others in the Great Web

Aside from the Ovid, there are other creatures in the Universe. It is best
to be aware of what is out there so when you cross their path, you will be
prepared for it.

Humans: These are the greatest creatures, as both an ally and the enemy.
No other creature in this world has such possibility or range of emotion.
Humans are necessary and will always be, even after the Great Mothers plan
is complete. We need them. They will provide us with what we need to carry
out the plan while we carry on our work.

Mages: They weave and reweave the web as if they were Viskr. They are
horrible and beautiful creatures. If you are daring enough to keep associarion
with them, they are immensely powerful and can change the Great Web in
dangerous and drastic ways. Of course, the Weaver reacts violently when her
works are tampered with, and it is best to not be so close when they start
working the web. We were designed to do this. They were not. They are
unwilling servants of the Weaver, and when the time and need comes, we will
have to destroy them since they are only human.

Vampires: We understand these predators better than they may even
understand themselves. They know the virtue of patience and the excitement
of blood. They are useful tools and a perfect disguise. Do not trust these
creatures any more than you would trust a Garou, though, for you might
become caught up in their games. They are rational creatures and often
passionlessand emotionally aloof, which we can respect. They understand the
fine art of manipulation, but are best manipulated by us. They are disloyal and
treacherous at best and will eventually turn on their allies, so exercise all due
caution. They will bite the hand that feeds them, so show them to the buffet
and let them hunt for themselves, They are cannibals and feed on their own
kind as well. We cannot offer the vampires our blood, asitistoo alien to ingest.
We must be grateful for this, otherwise they'd consider us food as well and be
no less vile than the Padrone.

The Restless Dead: The Dead are interesting. They cansee and do things
we cannot and make fine informants. But all too often, they are resentful and
vengeful beings who have issues when they cannot find rest after their demise.
They fail to find peace because of the actions of some Ovid and can come back
to haunt. Kill only when you must to avoid making yourself a target for the
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ghosts. They may have beenrelatively easy to kill the first time, but the second
time is much more of achallenge. It is hard to destroy what you cannot see and
feel.

Lexicon 7
Agere: Myrmidon faction of the Hatar aspect.
Amari Aliquid: Viskr faction of the Kumoti aspect.
Anansi: The first, and wisest, of the Ananasi. He is reportedly still alive and
active,
Anomia: Viskr faction of the Hatar aspect.
Aspect: The member of the Triat whom the Ananasi emulates — Weaver
(Tenere), Wyrm (Hatar) or Wyld (Kumoti).
Chymos: Wyrsta faction of the Kumoti aspect.

Atahsaia (Aht-tah-SEl-ah): The Hidden. The secret weapon of Queen
Ananasa, metis monstrosities encapsulated in amber until she needs them.
Cabal: The proper title for each faction of the Ananasi. There are nine toral
cabals, three under each aspect.

Damhan (DOM-hahn): The proper name for the Ananasi.

Downtime: A period when the Ananasi takes a break from being Ananasi. It
is also called the “waking sleep” or “recess.” The Ananasi occasionally goes
into downtime to relieve stress and avoids the responsibilities of being
Ananasi. They may spend their time being a landscaper, a housewife in
suburbia or a mass of little spiders happily living in the woods, for example.
Before entering a downtime, the Rite of Reassumption is performed so the
Ananasi may resume Ananasi duties when needed by Ananasa. It'sa vacation
from being Ananasi and can last as long as Ananasa or the Ananasi deems fit.
Estotilandia: A secluded territory in Africa, the mythical homeland of the
werespiders.

Faction: The given role that each Ananasi follows (like a dharma), which
when placed in conjunction with the aspect reveals their place in the
Triumvirate. The factions are Myrmidon (Warrior), Viskyr (Wizard) and
Wyrsta (Questioners of the Way).

First War, the: The great battles between the Ananasi and the other insect
races that led to the destruction of the Insect races.

Gaderin (Gad-ER-in): Wyrsta faction of the Tenere aspect.

Grandmother Spider: The Weaver, one part of the Triat and one-time ruler
over the Ananasi.

Great Mother, the: Queen Ananasa.

Great Web, the: The universe as a holistic body. It is no longer perfect and
symmetrical and that it what the Ananasi seeks to repair.

Hatar: Wyrm aspect of the Ananasi.
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| Insect Races: The races of “shapechangers” created by the Weaver that
originally threatened the Symmetry and were destroyed by the Ananasi long
before most of the Changing Breeds known to exist today came into being.

Kar: The Myrmidon faction of the Kumoti aspect. Y
Kumo: The Wyrm-corrupted werespiders of Asia.

Kumoti: The Wyld aspect of the Ananasi.

Malum (MAL-um): Wyrsta faction of the Hatar aspect.

Mother-Queen: Ananasa.

Myrmidon (MEER-mi-don): The Warrior faction of each aspect of the
Triumvirate.

Ovid (OH-vid): The other Changing Breeds, most of whom are really not
considered significant in the grander scheme of things by the Ananasi.
Plicare (PLI-car): Viskr faction of the Tenere aspect.

Padrone: Cannibalistic hunters, once part of the Ananasi, who feed on other
Ananasi.

Queen Ananasa: The crearor of the Ananasi and the guiding force behind
everything they do. Spirit parent and totem of all Ananasi.

Secean (Ses-IAN): The Myrmidon faction of the Tenere aspect.

Sylie (SI-lee): The web-haven and connection to the Umbra and the Great
Mother that each Ananasi creates, something like a Bastet's den-realm.
Symmetry: The ultimate goal of the Ananasi and their Queen: The restora-
tion of the Triat to their proper places and roles and, ultimately, eventual
restoration of universal balance.

Tapestry, the: Proper perspective on the Universe. According to the Ananasi,
the universe is made of endless strands; only by observing the whole of this
grand Tapestry can any creature understand its rightful place in the universe.
Tenere (TEN-eer): The Weaver aspect of the Ananasi.

Triumvirate: The political body and duties followed by the Ananasi, as
dictated to them by Queen Ananasa.

Unweaving: Deliberate alteration or destruction of a part of the Tapestry/
Web in order to restore Symmerry.

Viskr (VIS-kr): The “wizard” aspect of each faction of the Triumvirare.
Their duty is to repair the damage done to the Great Web

War in the Heavens: The great battles that led to the fall of the Triat and the
building of the Webs. A nice way to describe cosmic sibling rivalry.
Weaving: Deliberate creation of reweaving of a part of the tapestry or Great
web to restore Symmetry.

|

Web, the: The Gauntlet, the barrier placed between the physical and spiritual
worlds by the Weaver. While this is a hindrance to most of the Ovid, the
Ananasi use it to their advantage and use it to serve their own purposes.
Web of Ananasa: The connection and political body of the Ananasiasa race.
The whole of Ananasi as it relates to the great scheme of the Mother-Queen.,
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Wyrsta (WEER-stah): The “questioner” faction of the Ananasi. Their duty \'l

-

is to follow the aspect of the Triat chosen for them by Ananasa, but to do so
while trying to understand (and hence, question) the exact goal of that
member of the Triat, and what the Weaver, Wyld or Wyrm truly was. Wyrsta
seek to return the Great Web to the aspect that follows original goals. 4

1
Ananasi Character Creation

Step One: Character Concept —Who and what are you!

Choose concept

Choose a Nature and Demeanor

Choose your breed

Choose your Trait affiliacion and aspect (Myrmidon, Viskyr or
Wyrsta)
Step Two: Select Attributes — What are your basic capabilities?

Prioritize Attributes (seven primary. tive secondary and three
tertiary )

Choose Traits
Step Three: Select Advantages — What do you know and what
can you do!

Choose Five Abilities

Choose five Backgrounds. Ananasi may choose from Fetish,

K Ingi ik, Mentor, Rescurces and Rites, All Ananasi have leu'rls

A nanasa as their torem for free. Arachnid breed we "-]"hfn.'-l'-~ Nt
purchase Res for free ar the beginnin

Choose three Basic Giifts (one Basic general Ananasi Gift, one
Basic faction Gifr and one Basic Aspect Gift)

Assign Renown based on Renown Charrs below
Step Four: Finishing Touches — Fill in the details

Record Willpower and blood pool

Record Gnosis (determined by breed)

Choose Negative Trairs (if any)

clect Merits and/or Flaws, if desired
Step Five: Spark of Life — Narrative descriptions and other
details
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Archetypes

For complete descriprions, see Laws of the Wild Revised
Alpha, Bravo, Builder, Burcaucrar, Caregiver, Competitor,
Confidant, Conformist, Conniver, Perperual Spuderling,
Curmudgeon, Deviant, Director, Explorer, Fanatic, Follower,
Ciallant, Hedonist, Jester, i Loner, Martyr, Monster,
Predator. Rebel, Reluctant Ananasic Show-Off, Survivor,

Traditionalist, Visionary

ABreeds

The Ananasi are alien, even among the Changing Breeds. After their
first transformation, homid Ananasi lose all contact with human, or even
mammalian, emotions and sentiment. Arachnid Ananasi never had these to
begin with. The children of Ananasi are not just lacking emotions, for any
psychopath could be seen to lack emotions; the Ananasi instead are apart
from emotions, and because of this, others seem them as cold, uncaring and
unfathomable. To this, the Ananasi give no response, for any response would
indicate emotion. The only thing that could be described in terms of emotion
among the Ananasi is the Ananasi's sense of duty and loyalty to their mother
Queen Ananasa.

If there are metis Ananasi, no one ever speaks of them during the initial
education of a spiderling. Those few who have ever mentioned them speak of
them as complete monstrosities. Perhaps the Padrone are the metis Ananasi,
but no one seems to know. Metis Ananasi are called Atahsaia, but very, very
few know this, and her children know better than to ask her about the
possibility of metis breed werespiders. The monsters that two Ananasi create
when they mate are taken away into the Umbra at birth by elder Ananasi and
never seen again.

Homid: You grew up as a human and lived in human society, but as your
Metamorphosis occurred, you realized you were different and had a greater
purpose.

Starting Willpower: 3

Starting Gnosis: 1

Arachnid: You were hatched from an egg sac and compelled to devour
your siblings simply to survive and reach adolescence. Since the
Metamorphosis, you discovered reason and logic and appreciate the abilities
of those things.

Starting Willpower: 3

Starting Gnosis: 3

A
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The Forms

Ananasi have four forms. The Padrone, while also Ananasi, have a
different form. The forms are Homid, Lilian, Pithus and Crawlerling. Each

form has a specific purpose. /
Homid: Ananasi homids generally are thin and graceful, and often have

tattoos and other body art. Many have human forms that reveal their African

heritage, but can come from any ethnic background. All have pore variations

on their skin that can only be seen by the other Damhan that reflect Rank in

other spider forms. Trait-wise, human-born Ananasi are the same as Garou for

stats. See Laws of the Wild Revised for Garou Traits in Homid.

Lilian: The Lilian form stands seven feet rall, thin with six arms and two
legs. They are jet black with thin velvety hair covering their body. Their
hands are long with sharp claws. However, the Lilian form varies largely based
on the spider genetics of the Ananasi. Some are more arachnid, others are
more human (relatively speaking) in appearance. This form causes Delirium
in humans, and is not like Glabro. They are more like spiders than human in
this form. Their bodies are subtly patterned with symbols of their aspect and
Rank. Their faces are oval, and while their features are long, they are not at
all angular or pointed. They can use human speech in this form, but the result
is a hissing mockery of human speech.

Bonus Traits: Lithe, Quick x 2, Tough x 2, Wiry x 3

Negative Traits: Bestial x 2, Repugnant

Other: Clawed hands inflict aggravated damage, but extra hands do not
translate into extra actions in any way. If they attempt to use multiple
weapons, they suffer the same penalties and advantages as any other creature.
They cannot initiate Social Challenges (except for those involving
intimidation).

Pithus: A bigpitspider the size of a Volkswagen Bug. They have eight legs
and huge jaws. This is the proverbial “ohmygawdit'sagiantspider!!!" form. Their
legs end in large claws. Human speech is impossible in this form.
Communication is through hissing and gestures. Other Ananasi instinctively
understand this mother tongue. Obviously, this form causes the Delirium.

Bonus Traits: Brawny x 2, Ferocious x 2, Quick x 2, Tireless, Tough x 2

Negative Traits: Bestial x 2, Repugnant, Tactless

Other: Clawed hands inflict aggravated damage. They cannot initiate
Social Challenges (except for those involving intimidation).

Crawlerling: A swarm of thousands of spiders. Taking this form allows
Fair Escape from almost any situation. If only one spider survives, the Ananasi
still survives, but it may take a long time to replenish her flesh. However, if
a majority of the spiders die, the player must alter the character's appearance
— Nature, Demeanor, personality and even gender can change. But as long
as up to one-third of the crawlerlings survive, the Ananasi does. [t is incredibly
difficult to kill a swarm of a thousand spiders.
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Bonus Traits: Achletic, Dexterous, Energetic, Lithe, Nimble x 2

Negative Traits: Delicate x 3, Puny x 2

[ A
. Optional Rules .
mentioned in the story, there are physical differences

between male and female spiders. The Traits above are listed for
theaverage spider. Optionally, the Traits above can be considered
as being those of a female spider. Female spiders are bigger and
stronger, but have a slower reaction time. To reflect these
biological differences in game, one canuse the following optional
TI'-HI‘- fora |'1'|.||I.' ‘["1-|l."|'. 1L1‘-T I't_'llll.'ll'li"l'l. for Ananast, size nli s
matter. It how you use what vou have that really marters

Lilian Males:

Bonus Traits: Lithe, Nimble, OQuick x 2, Tough x

Negative Traits: Bestial x 2, Repugnar

Pithus Males:

Bonus Traits: Athletic, Ferocious x 2, it x 2, Resihent,
Tough x 2

Negative Traits: Bestial x 2, Repugnant, Tactless

[here is ,.1-.“ an absence of se T Aamong the Ananasi.
Unlike Garow, there s none of the tension between Ananasi
males and females as there is wath the Ger of Fenris and Black
Furies. As long as one is capiable, loyal to Ananasa and the Rank [

reflects ir, they are respected no marter what they look like.

Factions and Aspects

Ananasi have no tribes or auspices. Instead they have factions, denoting
their Triat affiliation, and aspects, denoting their role in their respective
faction.

Factions are Tenere (Weaver), Hatar (Wyrm) and Kumorti (Wyld).

Aspects are Myrmidon (warrior), Viskr (wizard) and Wyrsta (questioner).

Each combination of faction and aspect has a unique name.

Secean Ananasi look to the Weaver’s work prior to her madness as a
guide and seek to understand the universe. They are curious to a fault and will
go to any length to get the answers they seek. To Secean, the devil really is
in the details. They have a natural insight into true nature of things. Sadly,
they are opinionated and often brutally honest (which, coupled with Ananasi
nature, can make them tactless). Burt as harsh as the Warrior Weaver spiders
are with others, they are equally demanding and harsh on themselves. If there

/ is any question, the Secean issearching for an answer. Artists and statisticians,
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as well as slightly mad scientists are common professions of the Secean.
Secean are Tenere (faction) and Myrmydion (aspect).

Plicare are those who are the perfectionists among the Ananasi. They
create their environments for perfect order and are anal-retentive behavior
personified. They know how many candies are in the jar because they've
counted them several times over. They tolerate change and evolution as long
as they can understand the cause of it and analyze it. The drive for order and
perfection is not a weak spot to a Plicare. If something's disturbed, they will
punish the one who caused the chaos, tidy the mess up and then set things
back as they were before the disturbance occurred. These are the accountants,
librarians and organizers of the mortal society. Plicare are Tenere (faction)
and Viskr (aspect).

Gaderin are collectors. They not only collect things, they sometimes
collect people. They collect specimens of whatever they have chosen to
collect, and they have a compulsion to have the best, most complete
collection of their subject. The desire to finish their collection and rake up a
new life hobby does not make them reckless. No Gaderin collects the same
thing as another. One may collect coins, another may collect Roman coins,
and another may collect metal bus tokens. The Gaderin never duplicate
collections. The collections are always meticulously catalogued and organized,
as Weaver would have done with them. A Gaderin may be found among
collectible dealers, antiquarians and obsessive museum curators, though most
Gaderin are inclined to collect treasures of a much darker nature. Gaderin are
Tenere (faction) and Wrysta (aspect).

Agere Ananasi are nomadic, staying only long enough to have an impact
and possibly ruin a life and then moving onto Ananasa’s next order, leaving
others to repair the damage and take the blame. Their creed is “better to
provoke a conflict than get caught in one.” They prefer short, direct actions,
but enjoy the conflict and the taste of fresh blood so often they do not follow
their creed. They have allies only because they can be used and are cold and
apathetic to the needs of others. They serve Ananasa and do the Wyrm's
original task and that is all that matters, even if they have been chosen to do
the dirty work. They all are confident they will succeed in weakening the
Weaver's mad stranglehold on the Wyld so it may be freed and healed. Agere
are Hatar (faction) and Myrmydion (aspect).

Anomia are the best and most generous patrons of the arts of death and
carnage. While the Agere are direct in their means of creating mass violence
and unrest, the strife caused by the Anomia is subtle and more dangerous.
They are the manipulators of the strands and pluck them to see the effects
their actions have. The Weaver is also an influence on these werespiders.
They are the financial officers that launder money for arms deals and back
terrorists. They are the ones who create disasters. Humans are too fearful and
greedy, so they are easily used to increase the workload for the morgue (or food
for the Hatar) with their pettiness and prejudices. The master manipulators

41

.-———-—7

v

..///A-«--——.—-—-—ﬂ-ﬁ -




r =

of the Ananasi are often twisted by their aspect, and so usually stay hidden.
They are at high risk for being corrupted by the Wyrm and forgetting that
Ananasa must also be their master. They take great pleasure in watching the
anger, hatred, paranoia and damage they are the caralysts for. Agere are Hatar
(faction) and Viskr (aspect).

Malum are a force of entropy in its purest form. Unlike the Anomia, they
avoid methods that require long-term planning and the gradual erosion of
pawns' morals. They prefer direct conflict by causing riots, terrorist attacks,
civil unrest and wreaking havoc on all sides of a conflict. The minions of the
Wyrm are as frequently the targets of a Malum's actions as the Garou are. They
work toward a primary goal, other than serving their Queen, and that is to
break the bonds that imprisoned and maddened the Wyrm so he can be
restored to his original duty. Many times they pit themselves directly against
the Corruptor’s minions. They rake up the slack left when the Wyrm forgot
he was the Destroyer and became the Corruptor. Of all the Hatar, the Malum
are least in danger from corruprion because they are true to the ideals of the
Wyrm as it was. Malum are Hatar (faction) and Wrysta (aspect).

Kar are the subtlest defenders of Gaia and protectors of the Wyld. By
most often using the native spider populations of a natural area, the Kar
defend the remaining wide-open spaces left on Gaia. If there was no Gaia,
there would be no place for the Ananasi and so they must protect it. They
control the pests and predators through a selection process. They are
evolutionists and have made greatstrides in their breeding programs to create
more dangerous spiders. They are not arachnid Dr. Mengeles, choosing who
shall live and who shall die, but are sculptors of untouched nature. They allow
nature to grow and change without the stagnating touch of the Weaver or the
corrupting taint of the Wyrm. Of all the aspects, the Kar are least likely to
interact with humans. They enjoy the woods and wilds, and appreciate that
humans already change themselves constantly. They affect the Wyld in
minor ways that have far-reaching consequences. Kar are Kumoti (faction)
and Myrmydion (aspect).

Amari Aliquid enjoy change for change's sake. “Gaia provides, and
Ananasa commands” is the maxim of this aspect. They enjoy change in its
purest form and like the process of change in and of itself. They are whaolly
unpredictable, driven wholly by instinct and not emotion. They lack human
emotion, although they will seem content for days to rearrange furniture or
sketch variations on an architectural plan. They only seem sad when achange
has occurred without them. Natural disasters that they haven't caused are
seen as a failure. If Ananasa orders a change, the Amari Aliquid carry out the
orders and make the change. They are the least violent of all Ananasi and
most welcome by other factions as they are entertaining. Others usually see
the constant acrivity of an Amari Aliquid as hyperactivity and impatience.
They are the most active in human society and are drawn to humans. For
better or for worse, the Amari Aliquid is compelled to change things. Amari
Aliquid are Kumoti (faction) and Viskr (aspect).
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Chymos Ananasi are the watchers of the Wyld, and like the Wyrsta of
the other aspects, their work appears opposite the goal the part of the Triat
they follow. Chymos stop the Wyld from going too far and growing too
powerful. They believe the Garou are not respecting the Triat and that by

bl
acting so radically in service to the Wyld, they neglect the Weaver and y
Wyrm's place in the Universe, and are unaware of how closely they teeter
toward becoming Weaveror Wyrm’s servants. The Chymos fight against such
extremism to bring abour Ananasi’s goal of Balance. The Weaver's threat to
the Garou is great, and the Chymos use technology to warn the Glass Walkers
that Grandmother Spider is insane. However, the Glass Walkers blame
Pentex for the actions of the Chymos and do not see the danger of becoming
dependent on the cold, merallic milk of Weaver. Chymos are Kumoti
(faction) and Wrysta (aspect).
Attributes .

For complere descriprions, sce Laws of the Wild Revised.
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ﬁackgrourras

Allies — Human or spider friends and aides
Contacts — Sources of reliable information
Fylfor (Fetish) A magical irem of variable power, with
Story teller PpPros al
Influence Sway over the institutions of human society in
mny number of areas: Bureaucracy, Church, Finance, Health, High
Indusery, Legal, Media, Occule, Police, Political, Street,
I, University
Kinfolk — Non=shitting human or spider relatives whao do not
sufter the Delirium.
entir— An older ormore experienced Ananasi instructor or
Mentin \nold 1 I truct

patron
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Rites — The number andfor level of rites one has leamed.

Ananasi cannot have the Backgrounds of Pure Breed or
\ncestors. Ananasadoes not want her children to dwell on the past,
nor Jdo rhey have ancestral memories. They rake what they need
from humans and spiders alike so they have no Pure Breed. No
rachnid Ananasi can start with Contacts or Resowrces unless

purchased with freebie points such those gained by taking Negative

Trairts. Ananasi is a rotem for all Ananast and is free

Totem: Queen Ananasa (Spider)

Totem of Wisdom

Cost: Free for Ananasi, otherwise 5

Though trapped in Malfeas, Ananasa takes an active role guiding and
teaching her children. On very rare occasions she will accept non-Ananasi
Imnro l'li'_'l' Tﬂnks (bu: never tilt_' Cor;ix).

Boon: Ananasagrants her children one level each of Occult and Enigmas.
However, to access the gifts, the user must meditare in Sylie form or, in the
case of non-Ananasi, meditate alone. Ananasa is more likely then most other
totems to directly advise the elders among her chosen.

Ban: Ananasi must obey the rules of their litany. Non-Ananasi must
cooperate with Ananasi when asked and enter nosituation without a fallback
plan.
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Hegative Traits

For complete descriptions of these Traits, see Laws of the

Wild.
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wive Social Traits: Besual, Callows, Condes:
Obhnoxtous, Rey ant, Shv, Tactles nriestueorthy
gative Menral Trairs tful, Giuallible, Limovane, Impatient,

|}

Obliviows, Predictable, Submussive, Violent, Witless

Ananasi ®enown and Rank

Ananasi have Renown and Rank similar to the Garou, but only other
Ananasi will recognize it. Ananasa grants Renown and Ranks personally, and
alters her children’s skin to display their Rank. In homid form, this shows in
a subtle pattern of the facial pores, while in Lilian, Pithus and Crawlerling
forms, the marks are more visible on the carapace and around the eyes. The
more complex the pattern, the higher the Rank. Further, the patterning
announces the Ananasi’s aspect — a slithering snake for the Hatar, a
lightning bolt for the Kumoti, and an increasingly complex web for the
Tenere.

Ananasi Renown consists of Cunning, Obedience and Wisdom, which
make up the understandings of the ways of the Wyrm, Weaver and Wyld.
Ananasi do not have adjectives that describe their Renown, as only Ananasa
knows the Renown and Rank of her children. Ananasi also do not bother with
titles for each Rank. They prefer to use a simple mathematic way of denoting
experience and favor among the Damhé4n — the more markings one has, the
greater the Rank. What else is necessary? They have no problems regarding
their loose hierarchy. The markings on their skin are enough to settle all
power struggles when the Ananasi must work together.

Ananasi of no rank have no Rite of Passage to face. They simply return to
their normal lives (relatively speaking, of course) after the Metamorphosis
and their Ananasi education and follow their calling. Ananasi attain Rank
One rather quickly as it becomes instinctual to follow the aspect and faction
assigned to them by the Mother-Queen. By simply understanding their
purpose and place in the Universe and following their aspect (three Renown
in that category), they are rewarded with Rank One. Progress up the Ranks
slows after that, as Ananasa expects more of those who have learned what
they are and understand their place.
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Tenere
Rank  Renown Requirement
Zero? None
One 3 Obedience
Two I Cunning, 5 Obedience, | Wisdom
Thret V Cunning, 7 Obedience, 4 Wisdom
Foun 4 Cunning, 9 Obedience, 6 Wisdom
Five 6 Cunning, 10 Obedience, 7 Wisdom
Sk

Hatar
Rank  Renown Requirement
Zero® None®
(e ) Cunning
Two 5 Cunning, 1 Obedience, 1| Wisdom
Three 7 Cunning, 4 Ohedience, 3 Wisdom
Four U Cunning, 6 Obedience, 4 Wisdom
Five 10 Cunning, 7 Obedience, 6 Wisdom
iy

Kumoti

Renown Requirement
None™

One 3 Wisdom
Two I Cunning, 1 Obedience, 5 Wisdom
Three 4 Cunning, 3 Obedience, 7 Wisdom
Four 6 Cunning, 4 Obedience, 9 Wisdom
Five 7 Cunning, 6 Obedience, 10 Wisdom
STy Joa

“This only applies to Ananasi whose education has not
beoun
‘Only one out of every 10 million Ananasi can reach this
Rank, and even fewer can aspire to such heights. Those who
have been chosen for this honor not only enjoy a worldwide
reputation among their kind, bur more importantly, these
legendary spiderfolk are treated as avatars of Ananasa if they are
ever met. 1t is allesed thar Anamnsi is this Rank




Ananasi and the Wyrm

Contrary to what Garou think, Ananasi are not Wyrm-creatures.
Ananasi who follow the Hatar Aspect are not Wyrm-tainted. Cunning

‘l
Renown does not make an Ananasi a servant of the Wyrm. When Gifts such A
as Scent of True Form are used on them, they do not stink of the Wyrm whose
responsibilities they have taken up.
Theyare, however, just as vulnerable as the other Changing Breeds to the
Wyrm's influence and corruption. It is not a question of if a Hatar will serve
the Wyrm; itis a question of when. Hatar frequently do fall victim to the Wyrm

and neglect their role to do his job until he can be healed and restored to his
proper place in the Great Tapestry. Few Hatar can resist the seduction of his
promises. Most last quite a while before succumbing, some never succumb to
the Wyrm's allure, and some barely reach Rank Three before they go insane.

The insanity of a corrupted Ananasi is a cold, calcularing madness, no
different in appearance than their normal demeanors. The lack of emotions
often makes the corruption much harder to detect. Ananasi who become his
servants work to prevent the Symmetry from being restored. The human
populace is the target of a corrupted Ananasi. They do not change forms as
fomori or Black Spiral Dancers do, as they are already monstrous in body.
They simply forget the Primal Wyrm's task of destroyer and begin to work
toward the goals of the perverse Wyrm incamation. Certain Gifts and Rites
can slow or ward off the corruption, but few Hatar even realize they are
becoming corrupted.

Obviously the Ananasi have underestimated the current condition of
the Wyrm. Ananasa does not even warn those who are in danger of denying
their place in the Great Web. A werespider who serves the Wyrm is a terrible
thing, and Ananasi pride does not allow them to admit they are also victims.

Queen Ananasa’s Blessings

All Ananasi start with Ananasa as their Totem for free. Soon after their
First Change, all Ananasi are taught the Rite of Weaving for free, which allows
them to make their own Sylies. All Ananasi characters start off with this rite
unless the Metamorphosis is to be part of the game.

Stepping Sideways
Ananasi do not focus on their reflections to step into the Umbra; instead
they assume their Crawlerling form and crawl between the strands of the
Great Web. Once all of her Crawlerlings have passed through the Web, the
Ananasi can assume any form she wishes.

Because of the way they enter the Umbra, the Ananasi find it easier to
enter the Umbra in areas where the Gauntlet rating is high rather than low.
In areas where the Weaver has not woven heavy webbing between Gaia and
the Umbra, it is harder for them to cross over. Thankfully for the werespiders,
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urban sprawl has many strands. The Static Gnosis Challenge is against 7
minus half the local Gauntlet rating (rounding up). Use the Laws of the Wild
Gauntlet rating chart and reverse the difficulties for Ananasi.

Blood Pool and Usage

Like all spiders, Ananasi must feed on blood (or bodily fluids) to survive.
In Crawlerling form, all food is liquefied before eating. There is no remorse,
just as there is noremorse when someone eats a hot dog. Unlike vampires who
often wrestle with their lingering Humanity, the Ananasi just feed —
vampires either relish or despise the act of feeding; to the Ananasi, it is simply
eating. All Ananasi have maximum Blood Traits based on their Rank. The
Blood Traits can be enhanced with the use of Gifts such as Tick Body. Ananasa
strengthens their Blood Traits with attainment of greater Rank, but does not
exceed the natural maximum, although she does teach Gifts to some Ananasi
to have greater use of their blood. Only one Blood Trait may be spent per
round unless a Gift allows otherwise. Blood Traits and Gnosis cannot be spent
in the same turn, unless required by a Gift that specifically uses both.

. Ananasi Rank and Blood Pool .

Five Blood Traits (You do nor fully

:II:..L'I.—I.\H..] |'|u.l\\' fo Use vour il.u '--| P [

during the brief period before your Ananasi

L".llll., AL1OT SO VOU cannot access 1f
effectively)

Rank One en Blood Traits

Rank Twao 10 Blood Traits

Rank Three 15 Blood Trairs

Rank Four 20 Blood Traits

Rank Five 25 Blood Trairs

Rank Six 30 Blood Trairs

Ananasi blood may be used for:

Changing Forms: It is used as a Garou uses Rage. By spending a Blood
Trairt, the Ananasi may automatically shift to his choice of form.

Extra Attacks: As Garou would use Rage. One Blood Trait grants one
extra action.

Healing Damage: Ananasi must regenerate and heal by using their blood
as vampires do. For example, an Ananasi loses a limb in battle. She must
“spend” blood to heal the wound or to regenerate. For each lost limbm it will
take one week for the body to regenerate. It is not an overnight thing and often
the replacement limb is atrophied or scarred. Regeneration is also painful.
Without the expenditure of blood, Ananasi heal ashumans do. They may also
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of nonaggravated damage (no other action may be taken during healing). Five
Blood Traits must be spent all at once to heal a level of aggravated damage;
this rakes an entire scene.

Creating Webs: In Pithus form only, the Ananasi can spend a Blood
Trait to create either 10 meters of a single web strand, or enough sheet
webbing to cocoon a Crinos-sized target or seal a doorway or corridor.

The blood of other Changing Breeds, while it tastes particularly sweet,
does not invoke any special benefits for the Ananasi, nor is it addictive as
Changing Breed blood is to vampires. Ananasi suffer no penalties for feeding
from other Ovid, nor do they get bonuses for feeding from such a source.
Vampire blood provides no nourishment. It is immediately vomited up as it
goes against Ananasa's wishes for her children to become addicted to any
substance. Ghoul blood is so vile it smells bad from a distance and is also
avoided. Only human and mammal blood can be ingested. Vampires also get
nonourishment from Ananasi blood. It tastes so inhuman that it is instinctively
spit out upon the first taste and provides no nourishment if kept down.

Pedipalps do not heal any wounds inflicted during feeding, so Ananasi
have to be very careful when feeding. Sometimes fylfots are created to cover
up bite marks. Some Ananasi are clever and have set it up so that it looks like
their victims suffered an injury from a puncture weapon. A ice pick placed
near the unconscious victim of a Pithus bite is a good trick, as long as the
Ananasi was careful enough to place the victim’s blood on the pick blade.

[t is easiest to feed in Crawlerling (although time-consuming) or have a
willing (meaning, possibly deranged) victim who really wants to be bitten by
a giant spider. Spider-bite marks from a VW-sized spider are pretty obvious.
There is also no ecstasy or emotional side-effect of an Ananasi’s bite. Life
would be easier on Ananasi if they caused pleasure when they fed; instead they
cause pain, especially in Pithus or Lilian. Some Crawlerling bites are virtually
painless due to toxins injected and the miniscule size of the fangs. Other
Crawlerling form bites are dangerous and cause illness and excruciating pain.

On Webs and Creating Webs

Spiders (and Ananasi) can create three main types of webs: cobwebs,
sheet webs and orb webs. Cobwebs are made of random webbing and are used
to catch prey. These are most commonly found in cubbyholes and corners.
Sheet webs are webs that originate in a funnel or cobweb and are flat webs that
will trap anything that lands on its surface. Orb webs are the stereotypical
spider webs. These delicate and beautiful structures are made of concentric
circles on support strands and can cover large areas (some as large as 18 feet!).
The immense orb webs of the nephilia spider of South America are used by
natives as fishing nets. Some spiders have evolved unique ways to build and
use their webbing. The net spider (not to be confused with the Umbral ones)
actually throws a web out to catch its dinner.
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The webbing that creares the Sylie is always made in Pithus form. Forany
permanent or semi-permanent web, the Ananasi use their Pithus form. Pithus
webs are built to last, and those who ruin a spider’s web or force them to
abandon it will spend the rest of their lives regretting it. The webbing of a
Pithus Ananasi is incredibly durable and strong. The webs are made of natural
polymers and protein. They start as liquid and turn into silk due to chemical
changes and manipulation from the claws on a spider’s back legs. Real spiders
can also recycle webs by eating them. The tensile strength of a Pithus spider
web is the same as that of steel cables but far more flexible. It has the same
physical propertiesas Kevlar. Certain Gifts can alter the properties of Ananasi
webs.

Spider webs can be also used in folk medicine as wound covers. Ananasi
web has no healing properties, however. If snaring an opponent, the Pithus
Ananasi webs can take four levels of damage before they will give way.
Crawlerling Ananasi can also weave webs, but the webs of the Crawlerling are
as fragile as a normal spider’s web.

Denom and Bites

In Lilian and Pithus forms, Ananasi can produce venom that makes the
damage from their bitesaggravated. Using venom isa voluntary thing, and the
Ananasi may choose not to use it, such as when they are feeding. The injected
venom in Lilian form is diluted from the full-strength of the Pithus form.

Withour the use of Gifts, the Ananasi can only produce enough venom
for two or three solid injections. They cannot make more venom without
Gifts. Certain Gifts can alter the properties of an Ananasi’s venom, in which
case aggravated damage is not caused in addition to the special effects of the
Gift: Venom. While Ananasi venom can hurt a human, and a Pithus bite will
certainly kill or, at the very least, paralyze a human for hours, the use of Gifts
is required to make the venom strong enough to affect shapeshifters or other
supernatural beings. Mages are not considered supernatural against venom;
they have human bodies, so venom affects them as it does mundane humans.
This same mechanic applies to changelings in their seeming. At Storyteller
discretion, physical factors of the rarget (such as age, body weight and
condition) may determine how poorly the target reacts to Crawlerling form
venom; after all, a slender six-year-old girl is more likely to die from a single
bite as opposed to a large, physically fit 30-year-old man.

Venom is most often produced and used by the Hatar who use it to aid in
their goals. The venom is frequently replenished in Crawlerling form by

eating little poisonous spiders, because after all, you are what you eat, even if

a spider. There are 35,000 choices of spider species on Earth so the world is
a grand smorgasbord to an Ananasi eating spiders. Ananasi do not even
hesitate to eat their arachnid Kinfolk.

Tarantulas produce paralyzing venom that is rarely lethal but is severely
debilitating. They also can eject spines from their legs when threatened,
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which cause a painful allergic skin reaction. Gold and yellow sacs produce the
same symptoms of the brown recluse spider, but milder. Hobo spider bites
produce swelling, malaise, nausea and pain, plus ulceration of the bite and a
livid scar. The brown recluse produces a necrotizing bulls-eye bite and causes
skin infection, tissue death, joint pain, nausea, fever and illness. Kidney
failure is possible if untreated. Black house spiders cause giddiness, nausea and
pain (imagine being excited to be so ill!).

Black widows inject a neurotoxin 14 times stronger than a rattlesnake's
venom. The venom produces muscle cramps, grimacing, rashes, headaches,
pain and difficulty breathing. While not lethal, they are a serious threat. The
Sydney funnel web spider, on the other hand, is the most poisonous biting
spideron Earth. The primary toxins are a neurotoxin and aanother toxin that
dramatically increases blood pressure and heart rate and can lead to cardiac
arrest. Therearealsoalot of muscle spasms, including those of the involuntary
muscle system. The red back spider’s venom causes sweating and excruciating
pain. Several doses of antivenom must be used to save the victim from the
agony of their bite. Deaths are rare since antivenom is available. Either the
few red back Ananasi aren't leaving victims alive to report the bites and seek
treatment or Pentex is to blame.

[ronically, the cellar spider (the daddy longlegs) produces the most toxic
of all venoms known in arachnids but their mouths are too small to bite
through skin.

TChe Triat's Curses

Unlike the Garou, after their First Change the internal organs of the
Ananasi never return to a truly human form. They have fangs, called
pedipalps, hidden in their gums, a blood chemistry employing copper instead
of iron and lungs which are acombination of human and a spider’s book lungs.
Their alien physiology can be revealed by close medical examination.
Additionally the protectors of the Wyld, especially Garou, instinctively hate
them with a passion.

(Damage

Ananasi take aggravated damage from fire but not from silver. Kumo, the
Eastern cousins of the Ananasi, suffer aggravated damage if they are struck
with rosewood, but this does not cross over to Western Ananasi. Conrrary to
popular myth, they are not dangerously allergic to pesticides, and spraying an
Ananasi with a can of Raid is more likely to annoy her than accomplish
anything. A klaive will inflict aggravated damage, but the damage due to the
spiritual enhancement to the weapon and not the metal it is forged from.
Magical weapons of any kind cause Ananasi aggravated damage.
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Werits and Flaws

Organized (1-Trait Aptitude Merit)

You take the order and structure of the Ananasi to a new level.
Organizational tasks such as data-entry and bean-counting are second nature
toyou, and youcan achieve them in half the time it would take another person
to accomplish the task and you would not even get bored.

Daddy Long-Legs (2-Trait Aptitude Merit)

While not true spiders, daddy long-legs are some of the most graceful
creatures on eight legs. By having the natural grace of a daddy long-legs spider,
your Physical Traits are up two on any challenges involving jumping, leaping,
dodging and dancing.

Human Form (3 Trait Supernatural Merit)

You appear completely human, unlike most of your spider kin. There are
no telltale signs that you have arachnid blood and genetic material. Your
pedipalps hide away completely, not even showing up on dental X-rays. Your
blood appears human as well, without any foreign antigens or hemocyanin.
With this Merit, you still prove to be human, no matter how much medical
testing is done.

Venomous (3-Trait Supernatural Merit)

Unlike most of your brethren, you retain your venom sacs even in the
Homid form. In this form, you can still use any Gifts that would normally only
be available in Lillian and Pithus form. This Merit cannot be raken with the
Human Form Merit.

Sex Appeal (4-Trait Social Merit)

You may not be the most attractive creature around, but you have that
elusive quality that makes you irresistible toothers. You may noteven be their
“type,” but your grace, charm or pheromones make the opposite sex turn to
putty in your hands. Because of this, you are up two Traits in a Social
Challenge even if this will bring you above your maximum Traits. The Traits
are only usable on those who are normally attracted to your gender.

Crawlerling Alteration (4-Trait Supernatural Merit)

You can choose the sizes and types of spiders you break into when you take
Crawlerling form. You must have consumed art least a few of the spiders you
take the forms of and can become any breed you have ever eaten. You cannot
adopt the form of a spider species you have never consumed. If you have never
eaten a trapdoor spider, you cannot have trapdoor spiders in your Crawlerling
form.

Pithus Alteration (4 Trait Supernatural Merit)

You have conscious control over the appearance of your Pithus form, a
rare trait amongst the children of Ananasa. The changes are minimal
(cosmetic only) but there are advantages to picking your own spider-form.
Most Ananasi are recognizable by their appearance, but with this Merit, it is
easier to go somewhere where you are not known and blend in. Mostly, the
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advantage is psychological. Some people are more afraid of giant rarantulas
than of black widows and you can use that fear to your advantage by raking
that species appearance in your Pithus form.

Good Reputation (5-Trait Social Merit)

o y : 4
The other Ovid in your area accept you; perhaps the spirits speak highly
of you. They may dislike Ananasi, as most do, but they like you and accept you
asan equal. Your Rank among the Ananasi carries over to all other Ovid who
follow the same aspect of the Triat as you do. This Merit is very beneficial for
scouts and those who will interact with the other Ovid. Amongst the Harar,

this applies to Wyrm minions as well, especially if using the Gift Wyrmling
Kinship.

Lilian Alteration (6-Trait Physical Merit)

An Ananasi's Lilian form rarely changes after the Metamorphosis,
however, you have the special ability of changing your Lilian appearance. You
are much better suited to face new rerrain by using camouflage to hide and by
altering your body to move better over the land. You can also alter yourself to
appear more or less threatening (useful for Social Challenges). You can even
assume human form from the waist up, tricking others into believing you are
defenseless as you draw them into your web,

Gender-Morph (6-Trait Supernatural Merit)

By going into Crawlerling and then reforming into human form, you can
change your human form’s gender at will. Any Ovid pursuing you will be
thrown off the trail by assuming you are merely a relative of the Ananasi they
were chasing because your scent changes as well. The change in appearance
is not radical, as you will look like your “sibling” of the opposite sex and have
similar features to your natural gender.

Hive Mind (7-Trait Supernatural Merit)

You have a greatadvantage over others of your kind. You need not choose
leaders and drones in Crawlerling form to avoid the drawbacks and
disorientation of that form. You retain full consciousness in all of your
individual spider bodies. Killing every single spider that is part of your form
is the only way to actually destroy you. However, there’s a catch: if any of your
Crawlerlings leave your immediate area (a 100-foot radius), they forget they
are part of you and revert back into common spiders, losing your memories.

Obsessive-Compulsive (1 to 3-Trait Mental Flaw)

The world sees you as bit of an idiot savant. You take organizational skills
far and beyond the point of no return. You are obsessed with the trivial details
of your tasks. When doing mathematics, you will add the columns up, down
and sideways and repeat the number crunching 10 different ways ro make sure
the sum is always the same. When doing anything that requires detail work
or organization you gain the Negative Mental Traits Distracted and Oblivious.
For the 3-point Flaw, the Ananasi is always distracted and oblivious due ta the
minutiae of the world around them no matter what she is doing. She must

/ spend Willpower to focus on her immediate goal and can overcome her
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obsessive-compulsive behavior for 10 minutes. This Flaw is more common in
the Tenere. An Ananasi watchmaker with this Flaw may never get a simple
watch repair done on time.

Unkempt (1-Trait Social Flaw)

You are a slob. Both your appearance and your home are a mess. It is
annoying to most humans, but to other Ananasi, it is downright revolring.
They look down upon you as a lesser, regardless of your rank and will always
be reluctant to come to you for help or information. You are a social outcast
even amongst the Damhin because you have neglected order and symmetry
in your personal effects. You are down two Social Traits in persuading,
convincing, and in respect-related challenges. For example, you will be one
Trait down whenever trying to convince the Board of Health inspectors to
not condemn your house for being a health hazard or when trying to convince
Ananasi to work with you to find your lost Fylfor.

Vampire-phile (1-Trait Psychological Flaw)

You are an embarrassment to the Ananasi; you are obsessed with
vampires and their society, to the point you've forgotten what it means to be
Ananasi and serve the Great Mother. You've begun dressing like a vampire
and have become nocturnal to avoid the dreaded sunlight. While vampires
you may cross paths with might tolerate this to a degree, the Ananasi do not
and are worried about your strange behavior. Whenever you must act like an
Ananasi among your own people and serve the Great Mother, you must spend
a Willpower Trait to “break out of character” and drop your vampiric
personality quirks.

Impatient (2-Trait Mental Flaw)

The Ananasi are known as the Patient Ones. But you are not patient at
all. You want what you want and want it now. You cannot plan long-term
plans and live only in the here and now, demanding immediate gratification
like an impetuous child. When you do not get what you want soon enough,
you become irritable and possibly even angry at the delay. If there is ever a
time when patience is required or something is taking too long, you must
spend a Willpower to avoid taking control of the situation and forcing it to
go your way quickly.

Vestigial Limbs (2 to 6-Trait Supernatural Flaw)

After your Metamorphosis, you literally were never quite the same. Upon
your first shifting into Lilian or Pithus and back to human, you discovered two
more limbs were attached to your flanks. Amputation only causes the limbs
to regenerate (automatically costing one Blood Trait per limb removed) and
the new limbs have the added Negative Trait Lame. This is Ananasa's way of
discouraging those who'd dare deny their perfection by removing a limb.
Others see it as a sure sign she has gone mad as a milliner in Malfeas.

The spider limbs are vestigial (less than eight inches long) and shift to
human arms in Homid, giving you the Negative Trait Repulsive. (2-Trait
Flaw)
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as your human arms) and must be hidden. This gives you the Negative Traits
Repulsive and Bestial. (4-Trait Flaw)

One set of your Pithus arms remain human hands and arms ar all times
and remain Pithus-sized even in human making human interaction nearly
impossible and giving you the Negative Traits Lame, Bestial and Repulsive. (6-
Trait Flaw)

Emotional Attachment (3-Trait Psychological Flaw)

Your traumatic Metamorphosis somehow failed to detach you from
human emotions and attachments. You suffer for this among the Ananasi
because you have more of your human emotions intact. You cannot see friends
and family as mere tools and use them easily. Instead, you long for a “normal”
life and human companionship. To resist the emotional pulls of those closest
to you, you must spend Willpower to resist your emotions and do your tasks.
For example, your grandmother is sick and needs you to stay with her. While
sitting with Granny, another Ananasi calls you, needing help, you must spend
Willpower to go to the Ananasi in need rather than stay with your granny.
Other Ananasi (and Ananasa herself) look on this as a weakness, and you are
two Traits down on all Social Challenges with those who know your
weakness.

Empathy (3-Trait Mental Flaw)

Like the Garou Flaw Soft-hearted, but with the following changes: to
avoid the guilt you feel caused by another’s suffering and your need to abate
it, you may spend a Willpower to avoid acting on your guilt. Your deep-seated
need to help others can be as simple as a small donation to a shelter or
something that will attract attention and a lot of trouble. You have to worry
about spreading yourself, your time and your energy too thin. You even care
what happens to your prey, unlike your peers. This only affects you when a
situation arises that places you in a position to be the hero or heroine and in
which youmight be able to assist someone in need. You just want to be helpful,
but sometimes good Samaritans aren’t wanred.

No Fangs (3-Trait Physical Flaw)

You are at a distinct disadvantage when feeding. You do not grow fangs
in any form. In human for, you cannot simply bite someone to drain blood and
must create an open wound to ingest blood from. You may still use venom
Gifts but you must bite down on the target to break the skin and hold the
victim in your teeth until your saliva can transmit the venom and have it take
effect. You can ingest only liquid food through normal eating and drinking.

Limited Diet (4-Trait Physical Flaw)

Even in Homid form, you cannot deny your spider heritage. You are
limited to the softest foods only, otherwise you suffer from horrible stomach
cramps and solid food could even do some serious injury to your fragile
gastrointestinal tract. You can vomit out digestive fluids ro liquefy your meals,
but that’s not exactly acceptable at the local diner. Asking for your food to be
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y/ liquefied in the food processor will likewise raise a few eyebrows and cause

snickers and you can’t carry a Cuisinart into the woods. You are stuck with
eating mush, pudding and gelatin or have learned to use a blender to make a
nice raw meat gelato and a cherry pie “squishy.”

Unstable Features (4-Trait Supernatural Flaw)

This Flaw is a major social liability and annoyance. Imagine going to
sleep and waking up a different person. For Ananasi with rthis Flaw, this is a
fact of life. While some Ananasi can create a perfect human form, you can't.
Your body mass and weight shift constantly. While this is not noticed
constantly, over the course of the day you look like a different person. You are
visually unrecognizable to the same person you met 12 hours earlier. Your
scent stays the same, but your face, body and shape will alter enough to cause
discomfort for others. The only relief from the constant changes is to change
forms and then shift back into your human form. You will always go back into
your original human form (pre-Metamorphosis) after this process, but the
physical instability starts again without fail. The result is that it leaves those
around you uncomfortable and anxious for reasons they cannot understand.
You are two Traits down on all Social Challenges after first meeting a person.
After the first impression, it’s all downhill from there.

Can’t Eat Solid Foods (5-Trait Supernatural Flaw)

All of your nourishment must come from blood or liquefied flesh. Your
human digestive system just doesn’t work any longer and you must live on a
liquid diet. No matter how light and soft the food, whatever you ear will cause
you intense pain (down one trait on all Mental Challenges) until you
regurgitate it. You need to feed the appetite for flesh and blood far more
frequently than other Ananasi, as this is your lone source of nutrition. You
automatically lose one Blood Trait per day even if you have not used any to
activate Gifts or Rites. If your blood pool goes lower than 3, you run a risk of
entering a hunger frenzy similar to that of vampires. The sight or smell of
blood in this condition requires you todo a Willpower challenge or immediately
feed off the source of blood. Even if the blood belongs to your friends or allies,
you will attack them and drain as much as you need. For every Blood Trait
drained from your victim, you must do another challenge to come out of your
frenzy.

Gifts

All Ananasi start with one General Ananasi Gift, one Aspect Gift and
one Faction Gift.

Homid Ananasi do not learn Homid Gifts.
Arachnid Ananasi do not learn Lupus Gifts.
Out of Faction Gifts are learned only if Ananasa herself teaches them.
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General Ananasi Gifts

-
Basic L
¢ Balance: With this Gift, the
Ananasi can walk on any ledge, rope or
the like, no marter how thin or slippery.
This Gift requires no special measures to
invoke, and the werespider gains three
bonus Traits to use in Physical Chal-
lenges.
¢ Bind: The werespider ma