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Shatns-Facerd Apology

Ohe deapassr mpologies v Ches Howard, whi was mis-
takenly excluded from the credits of A World of Rage, due
ro ot ownstupid bones headedness. Theslighe wasn't ineer
tional, Chris. We'd be happy to erawl ot from under oul

desles and npolegize in persan if vou could see it 1o eall off

vontt ex-KIGH pals mow
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Tl Tribas

A already stated, the Thirteenth Tribe has with-
drawn trom the Garow Natton for personal reasons
This nct of separatism has created a great ritt between
them and the other rribes, Even the Stargazers who
remain with their old allies fall under a cloud of
suspicion. They ure still Garou —but to mest eyes, no
longer fighting quite the same war a5 thetr coustns

You may allow plavers to generate Stargazer char-
acters i you sa choose: However, be warned: Soime

different,” In
hopes of drawing more attention 1o themselves. || you
allow non-standard characters of this sort, you have an
|‘r|‘l|i-HJ1I toky b ke certann thae these iod ividuals o

celve no more than thelr (i share of your uttention
Werewolf 15 ar heart wemme uhour the Crarog Marion,
dnd it's a bad 1dea to penalize ri.u,u-- who wane taplay
full-fledged members of the Nation by tavaring players

whio would ruther do something else:

|.'t'.:|'lp'L'l:- Wl“ «.]l.l SULETE AR APLerpe |n- 1
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The Stargazers have always been outsiders to the
rest of the Garou Nution. Unlike other werewolvesg
they seemis] content to remain aloof and sollmry,
1CETVINLE P L"' |'||[ neyer SCCTIMENN CTAEVE Lfl"lri'l['l'.'r'l"liﬂrl-'
."|".I|.‘.- They e wsessed oo londs ol their own, @ luﬂ.&f
within the Garou Nation's typical Berders. They werds
able 1o wield serenity as 0 weapom, und were mate
sticeesshul b mastering thelr Rage thamtany other o e
h||1. CvCT |"'|.'1.'II -”'lL‘ﬂ TWIHCTICSS |'|I hl:!,:l‘lf, ILIII.'I.L|: :IIH.I
spieit gave them a gracetul woity, one thor they ex
pressed both throogh theie mastery of addles and
thirbugh their specinlized murrialge I_~C,-..Hihdl|:,1_._ _i'h«ef
were few n number, strange loncei wWio 'Il:l\'t_‘d s

reong wllies, I rarely ns bosom friends.

Dlespite ull this, it came as a grear shock o ghe

athet tribies when the Stargisers snoeemeed them )

intention o withdow from che Garo Nigibn, for an
unspecifled perivd of time, il u few smsach s move
coniing — o vie few that had carefully waiched the
Stargazers slowly wither from bnek ef fous.

[t woiuld seem that the Stargazers' roublessremmnied
n oo small pare from their philfsophy Lsferder to
throw off the Weaver's str ks, 'Stllr.l{;.L:EIE travned
themselves 1w forgo atrnchments w0 matertal things,
resources, even other peaple The peibe’s numbses
shrank as their enlightenment grows breeding was
wmething of nrneafterthought 1o the Stirsazers, and
holding rerritory seeted 1o be gmuch u buriden o
anything else. Unfortunately, thils made the aibe all
the more vuloemble when diesmall terrirory they did
passess come ynder atrack.

Iri the lacter part of the 207 century, the foroes of
the Wyrm caprured multiple Stargazer caerns in thely
meestral home 0 the Himalayas and Indie. The
sturgazeri were appalled by chis, but found themselves
tacking the numbers to properly retaliate. When the
tribl eldirs requested help from theie fellow eribes, the
answer they teceived was hearthreaking. The Garou
Nation's lanids simply didn’t extend into Asta; the
Stargmeers’ Lands were just on the frnge of what the
Nation called isown: Worse, the Garou no longer had
the numbens tospore for such s effort— tosend cheir
o warmiors deep into hostile rerntory would leave
rows ity codims understatfed ind vulnerable to amack,

T

RS

With the Black Spifal Dancers known to be strong
throughour the L.l'ﬁfﬂu Mation's territory, it was just
too much of a righy Though it pained many elders of all
tribes ro admdtdt, they were tn ne posirion wm help. If
the Stargnremwere wo rembe cheipancestral lands, they
would need Bssistance from gabther source

Surprtsingly, in eagh 2000, the Stargazers re-
celved i |

Several of ghe mribe's elders had long been i
contaet with !&.ihapnshiﬁers of ‘Asin, who ware
pru'.mi.zqée_;ign}'n‘mwluw not unlike the Ganou Mation
This coalition of Eastenishapeshifvers, the Beast Courts
of the Emerald Mother, had long been pursuing an
extenided alliance with the Smrgazers. Finally, in lae
1999, theldourts sent emissaries to the Srargasers most
sention eldess, beating o siifple tessage:

"I grieves s deepty o hear of the loss of Shigaly

-Hrjlwm,.kﬁg!!tﬂfﬂﬁ e el -:l_lr-LL'r'ﬁr.thr setin the roi
W the Himalayas, We offer aur condolences to the estéemed
fibe knewm asthe Stavgazers, and propose this. 1f the
Stirzazers d&-%-m_gmer mto alliance with owr oun
poor eonres, we wordd be hanored 10 provide our cousing
nwith wan partics and intoiligende. o ussist them i their
strugle fo Terake their lands.”
- Aftdg long debate, the Stargazers reached a
decision; M-:EEE'LL 1 message of H“Il}]lt‘ JCcEprance
und rhanks @ the Beast Coures — and then they
Bepan o explitinheir decision ro the rest of the
Eiarnu Mation. Although the news wasn't raken
very well, the Natonagreed thar it was berrer to ler
the Srargazers withdrdw peacefully than to ignie
?m.'dh:l ]"Iti.ﬂ'llj"r' L'i'l.':l| Wi..IT (4] llqt: reaitie of "1||'||r1l,.'.“
And so the Stargazers began to leave.

Of course, not all Starguzers agree with this
philosophy. Many, particularly the younger ones,
thunk of themselves as Westerners first and foremost,
and proud members of the Garou Nation o boor.
These dissidents wound up seriking a compromise
with their eldem. As ."-l-f_!l'l'#"._l._ |'|'|.i.:l,' will remain where
thiey like for a time, und assist their allies omong the
other tribes. In retumn, they will send any new-
l:"l'L.mgm] Stargazer cubs 1o their elders tio be trained
with the bulk of the tribe, and they will respond o the
call of their elders if the need 1s there.

6 Werewnf Storvfellers Companion
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Life t=n't ensy for the Stargazers who reman with  influentiusl, bur they usually have 2 variery of skills thut
wfoot tn each world. Most of their tribe sently disap-  their relatives may call upon.
proves of their independence, whereas the rest of the Tervitory: The Starpazers Bove precious liele
Ginrou Notion tends to look ot them suspiciously, as it tegritory lefr 1o call their own Many of their anciens
theymight desertafighr at anymement torejain theit coermns inthe Himulayas have fallen to Wyrmish forces
relatives. But nobody ever said that being Garou was thar have used China's military maneuvers ms cover
casy, and these Stargazers have decided that honer  What's mare, the tribe was unwilling to forcibly take
requires them tw follow cheir consciences, no mitter  caerns from the other triles; and as a result s very fow
the obstacles, cagrme vl thelr own in the Americas or Eu-
ropes Thislack of definitive "Stanniser tern
byl made the Jecison o withdmw
easter for the rribal elders, whio are curmently
secking the means to retake some of the

Appearance: The Staneasers et a truly multie thnde
tribe: they have adopred the children of many blood-
lines into their awn. Many are Furopean, African or
Widdle ro Mear Esstern in IMGestry; howevet, most
Pure Bred Stargozers reflect the rribe’s
original rerricory 1 the

/ tribe's ancestral lunds from the Wyrm
' & F Tribal Totem: Chimer

Himalayas, India and . e Lmatinl Willpower: 4

the Far East. Then = W : :

coats mun the -
gamut from pale
gray o desp
Black, arnd o
light striped
pattern isn't

Backeround Restrictions: When o
cub s adopred oo the Stargezers, the
first thing his reachers instruce him to
ooy 15 oo rely om himself firse and tore
migst: Fart of this learning process
invelves severing onesalf from mas
eerinl things that one might rely
vy Stargarer charotem may
not begin play with Re
sources of Fecish. Whiat's

Uncominon
-ﬂh:\..f el towind
lean and achletic buald
rather than rhick musculas
vure, ard most carey themselves
with a quler calm.

Kinfolk: The Starpazer tribe is
sadly lacking in strong Kin support;
thair tendency ta preach self-discipline
;md Hm:rr.rf .'iT.I'Afl".Im:h.r-u (5] ]1||:|'|.+ns atr

% B more, the Starmazens have,
for the most gart, burned
their bridpes with the
Garem Martion: ‘a Star-
FEIET 1y 1kl fake any
- Allies among  the

. Chro Matlon or their
“-"l||'l"-'u"'!' CLHES d‘.‘“-rl LT ||.'|-LT nu.lr.l.b'.'r it

casual conceptions. The tobe odginally
1-'rt.'d 'l'“[i: ':ll: |:"'|:'|.J_|-'|l'_' t:-Fr |IHJI|| ii'll.l\! [ll'l..‘
Himalayas; bur as the Stargazers spread neross
the globe, they adopicd many ethnicities as
Kin, The tribe is parricularly inrerestedl
in keeping therr walfhlood and
INALIICLS ALOOTHE, AT ul L] the

friendewithoutexplici
Storyteller permission.
Beginning Gifts: Bl
nnce; Falling Touch;
Senvie Wyrm
(Quote: In the
et B l.]rru‘.':.iuur
= % e ' hranches, we

“ have [osp our

:"#n." | & ;. 2 - 7 roots. Forgve

seek out wolf mates 22 :%
TS, COLETE .||uf

Stargazersare inclinedto %o
maore frequently than

one might expect,
Their human Kin
tend o be intellecns- =
als, and are often

AL TTLLLRE SETE (AT
sefaer ripht before
L Pl e g -I"u of 4TS

: e to-athers,
people of sorong con . -

victions besides, Mose
aren't particularly dch or

=3
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Solemn Vaice, a Stargaver Philodox, remembers
|I.‘l.'l I.I‘Jl'.] i leI.-lTH

Black Furies: We nre all desrined o be incar-
nared us male and female alike in turm; how much
can the Furies know if they refuse to learn from
half their lifetimes!

Bone Gnawers: They are braver than
anyone thinks Tht",' }_[I.I:_![J the dises that
nobady else will puard

Childeen of Gula: We nre much alike. |f

they chose to pursue ther goals apart from the
Garon Narion as we did, we would welcome
their company.

Flanna: They are very much in live with
their own bodies and the joy of being alive.
They were always stranger in numbers, i(fweaker
in discipline.

Get of Fenris: Strong of body, strong of spitit,
weak e compassion. If only they realized they
wiere one-third fawed,

Gilass Walkers: The very fact that the Glass
Walkers hold so much influence in the Garou
Narion 15 a sign thar we were right ro leavie. We
cannot elfecrively sever the strands of the
Weaver in a place where werewalves gladly
anchor hier fhes,

Red Talons: 1 respect the purity of their
instince, from which wisdom flows, and movrm
their attachmeént o therr harred — and 1 desper-
ately hope that the one Is not equal o the other,

Shadow Loerds: They value cunning and
call i wisdom. They are one of the strongest
reusins why we cinnot rely on athers 1o undet-
stund our needs any longer,

Silent Seriders: Ti'ul_",’ will .;'II'-\.':_I'!;'.\ b welcome
inour lands, If nnyone understands 1.7.'|'n,- W [rpse
tobloow our own path, they do:

Silver Fangs: Even if there fs reason for such
pride, it s sl 4 Fault to ler it consume Yo

Uktena: They are a cautionary parable. In
cantemplating the nature of your enemy, there (s
always the danger of opening doors in your heart
through which it may eater.

Wendigo: We parted wirhour ever really be-
coming friends. It sa humbling loss,

Werewonlf Starytellers Companian
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Tty Poeakmetsr (Cttonat?)

Storyrellers looking ro throw an additional bir of
splee into their players” livea muy be interested in the
idea of mibnl wenknesses. These are inbarn flaws of
character thar each member of a tnbe possesses — if
you, choose o use this mle, of course. The main
advantage vo this rule is that it moakes membership in
a tribe mure of a double-edged sword, emphasizing
that as far as family s concerned, you mke the bid
with the gowd, However, you should be fair about
usiny these wenknesses) (F vou decide o use these
rules, be sare to ler the players know, so they don'tfeel
that you're pesecuring theni.

Same tribal weaknesses o social n pature; othery
may be generic, or even imposed by the tribe's spirit
matureorcormection o then totem. [Us the Storveeller's
responsibility to enforce cach weakness; the ployess
might conveniently “forger” now and again to play up
thelr handicaps when the relevant sitnation arises,

O course, you don't always have to enforee o
tribal weakness, even if you've chosen o use these
aptional riles. Many weaknesses can be overcome, of
might not npply in given situations. OF course, these
exemprions should be relanively mare (or atherwise o
tribal wenkness isr't really o weakness urall), bur rhey
help make o weakness seem more like the aws of
characrer that they are and less like lows of norire.
Wﬁfﬂw

Anger: =1 difficulty to enter frenzy when provoked
l‘?’ LTRETY

The Black Furies lhave no rolerance for abusive
men; they have seen first-hand rhe sort of violence o
mun is capable of visiting on a woman or clild, and
they bear those memories within then. Pegasus her-
self reinforces the Furies refusal to sccept domineer-
ing malesas “partof the nanisal order.” Whenever a
Fury must make @ frenzy check brought an by 0 male
human (or werecrearure, or vilrpre, of similar sen-
tent humanlike being), ler difficulty s reduced by 1,
toa minimnm at 2, This weakness mighr be overcome
in cases where the Fary (s dealing with o tan she las
otherwise learned to trust implicitly, or s moan she
cares for deeply,

Zorane Commthrs

Social Outcasts: +1 difficulty on all Social rolls
invilving other tribes

The rest of the Garou Narion just doesn'’t have
much respect for the Bone Gnowers. Even when a




\

LIINIVWET Gk |Ill,'"l.'l.‘.‘\ il "T'I1i|.IILGII|‘|I' ':r:H, r|||.' il li'li!‘"l}

bears the unplensant tone of "He did very well
indeed. . _particularly for one of has mibe” As g result,
Biore Gnawers gericrally sutfee & +1 ditficulty modddier
to any Socinl olls made o mmpress, indmidae or
|rr||1'| Wlsg -Eu'.s| xl.||1| .>'1||-| Ili! L ae] r| 1t l..n':r|-.||.|.---. i -
I'T.l”'r' CIVDOTOOIME O8N 31 2nse 'F‘-'l b M b'.l"!'\.l L] -”'l'll'r
wierewolves [eam ro respect and even admire the Bone

Crawer i question

T of Covlr

Weak Veil: Witnesses at 44 om Déliriam Chart

Beconse "h;"- :i"l:lL!Il-i'l of Cinla ii|| NOT Parti i[":lfl.-
I:'rru'mh tn the |'F'|1'|K'r;-_:i:iil=|| their tribal totem has
I'l':'l-1'lll':"| '||L‘|'.'I AR CXTIA M sure l"ll RETETECV. E1||TI1:15'&H
who see o Child of Ciein m Crinos form do ner sulfer
fromm the Delictom ax srrongly, and ther eactign on
the D lirium chart is shifted wp fourplaces (0" Terma"”
at theworst b Some Children ol Gata do sot see this as
aoweshness, bor che readioy is thae wirhour ghe added
protection of the Vell, the Children are in dariger of
violating one of the Litany's mosesacred laws There s
no reliable way o undo this Haws in facr, if the Child
of Gt beyins causing strong Delirtium reactionsagain,

I'I.\ |Il.lT|"|' (4% |"l.' b T IIilll"1I| lill'lll I|I1"||_‘||"|I1E:| |I||{'|".'i||-.

TR
Low Self-Coptral: All Willpower rolls are at +1
difficuley
Ihe Finnna area he -,;H.'; emarionnl reihe gEnen
ro burses.of manic joy. lashes of murderous anger
nnd bours of severe melancholin, Their philosophy
15 o Live Lide o ies fuldlest

-!ll-L“'- | 43¢

;_|.P|.-,;|uhn',11|l.'!':|,|| -.||||','I
{provnote quite as much discrpline as wouldd

af5 t-fk-lr:.l.?"'l-"'-
Loet of Temre?

Intolerance

Mo el of Fenns is ever encoursged to compros
ITHE S i‘li'l ||i¢":||-\.. Tllll' r”l'l'-.'\. wcillrsrane |-rr'||*l|.|--|- on
fighting a neverseoding battle and showlng no weal
ness tentds to breed a rather intolerant pont of view.
Every Get has o particular object of contempr,
somethingshe cannotabide. When confronted with
rhis wimiulug, she will be unable to endure its prey
ence and will do evervthing m her power toorid
berself of the annoyanes

The player may either define a specific lnmlernce
for huer chrrocter (with the Storyteller's approval) o

l!:l.'l HE I.h|1|.| 1|'||' ]I--I ]-1'|.l."'.-"- "-:{"".'rln CTentames Wy mar I
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chosen—all Garow, particularly Fenrir, are expected ta
be inrobizrne of the Wi

* Cowardice — You hate cowirdice in ull its forms,
whetherfearof blosdshed srlenrofimlimg Lt’:'.ll‘ge inoc il
situntions. Anyone i your pack who demonstrates cow-
arclice must answer to you Hithe mblesane umed, ind v
go i w fox frenzy, you sne so consumaed with zelf
leanhiirig thear you wake unnecessary risks rving to atone
Ferr varir momient of weakness,

* Compromise — Yon sce compromise as no
better than ourrighe eapialation. To compramise 1s
to sirender, ard you scom those who advodane
such tactics. You refuse 1o compromise amy of your
beliefs of your own accord; if @ leader forces you to
devso, thin i fadr, but it does not speak well for che
leader's judoement

* Lower Animals — Respect Those Beneath Ye?
Hardly! As fur ns you are concemned, that's a poar
Litany rule. You deternd creatures lower than you-as is
gour duty, but such wrerches — imeluding humans and
witlves — dieserve not o whit of respect. A grave insult
from a human w encugh to drive vou toward frenzy,

* Weakness — You hate physical or moml weak-
ness i others, scoming thise you deem weak and
refusing to tolerte such qualities i yourself, This leads
you o be quite unmerciful — those who need sparing,
in vl enind, don't deserve it

* Weaver Stuff — You're convinced that the
Weaveris the grand enemy, and refuse to let too much
of her stuff near you — especially rechnology. You
especially despise the Glass Walkers and all urrah.
Weapians more complicated than bows or swords are of
nointerest to you; the same goes for ather teehnolog-

st ttems, particulary lusury, items.

Colarr Waloerr

Wenver Affinity: Cannid regain Gnosis in wilderness

The Gluss Walkers' unique affinity to the spirinuyal
patterns of the eities limits them when they are away
from their chosen environment, They have difficulry
drawing on cthe Wyld's eneteles nway from urban
regions, und connet regam Grvosis in the 'wilds (save

when ur o catm|)

Rl Tiforer
Wld Affinicy: Cannot regain Gnosis, in clties
Conversely, the Red Tolons" close ties to dhe
spiritual texrure of the wilderness impatr them when
they leave its embrace. Talons may not regain Griosis
within a city, save when withun an acrual coem,

Werewalf Storytellers Companian
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SHirone Lol

Failure's Dageer: -1 Renown tor failure

Shadow Lords do nat telerate failure. Whenever s
Shadew Lord fails to carry our a rask cthar would
normally gain hun Glory, Honor or Wisdom, he in-
stead loses one point of temporary Renown in that
category. {f he would have gained Renown in mare
thanone category. subtract only from the catepory that
would have been awarded the mose.) This is in addi-
tlon to any Renown normally lost for his actions, This
does not affect the normnl Renown process. ioany
ather wiy; if the Shadow Lord succeeds in the action,
then he gains the normal amount of Renown.

SHent SPrridens

Haunted

The Silent Striders bear o rwofold curse: they can
tio larger rest within the boundaries of their ancestral
hemeland, and thiey are haunted by the spinits of the
dead. Whena Stider botches the mll mstep sideways,
she sends ripples through the Dark Umben, alerting
any nerhy wraitheorwalking dead toher presence. [t's
almost cerrain thar something will show up o either
demand the Strider's aid or try ro destroy her; inareas
like old bartlegrounds, cemetenes or simular places of
the disad, the Sreider mav atrrmce far too muoch atten-
tion for ber own good.

Note: The Silent Strider fifth level Gift: Reach
the Umbea will allow o Strider to enter and exit the
Limbra without fear of this curse,

Siwr Figngr

Dieranpement

Years of inbreeding with limited flocks of Kinfolk
have taken their toll on the Silver Fangs, Each Silver
Fang begins play with a Derangement that can be
vvercome only remporatily, The character’s mudniss
may he chosen hy the player (with the Srorpreller's
approval ) or taken from the list below,

* Ampesia— [noa haghly steessful and rraumatic
situation, you forpet who you re,

* Manic-Depression — You suffer from wild mood
swings ranging from wild bliss to urrer despair, You
begin each stary in one phase or the other and can
switch hack and forth for any number of reasans,

* Multiple Personalities — There are anumberof
different personalities housed withim your head, You
may swirch your name, Nature and Demeanor during
flmes of grear stress.




» Ohsession — You rend o larch on to someone
orsomething and make him or it the tocal point of your
life.

* Paranoia — You see the Wyrm's influence in
everything. Don'r the others see itton! Perhaps they've
been corrupted ns well.

» Pertection— Youwork hard ro keep everything
in your life going perfectly at all times. You use all of
your energy to prevent things from going wrang and
have been known to frenzy when things don't go in
Vor favor.

* Power Madness — You are obsessed with con-
rro] andd dominunce over others,

* Regression— Youtend torevert tochildlike (or
cublike) behavior during times of extremie stress

SHrrpazers

Obsessive Mind Games

The Stargazer who fails an Enigmas roll bécomes
chaessed with the riddle, unable to concentmate 5o
snything else until he finds the solution. During this
time, the Starvteller may choase from a number of
minor effects to represent this inward ohsession (only
one at utime, though). Examples include shutting the
wotld out (=1 difficulty o all Perception rolls) ara
show teacton to outside stimuli (+1 diffsculty o all
Initiarive rolls).

{HAoant

Lotense Curiosity

The Uktena are Wlmost pathologically compelled
v unravel any mysteries presented o them; their
Litern isa spirit of secrets and hidden lore, and thiey feel
1 very strong compulsion to bring more knowledge o
Uletena's side. When an Uktena lesms that samebody
lnows something he doesn't, he becomes distracted
until he's able to wrest the secret free. The Storyteller
may impose vanous penalties on the character until he
cam learn the seciet. Examples include having moulle
concentrating (+1 difficulvy forall Willpower ralls), a
short temper (-1 difficulty to feney) ar a surly dispasi-
non (+1 difficulry for Social rolls).

However, when an Ukrena has guined the outh
beehimd a secret in a particulatly ingenious or clever
fashion, he may gain a remporary point of Wisdom
Henown or regain a polnt of spent Willpower
(Storyreller's oprion).

Mlenstipe

Wheel of the Seasons

The Wendigo have long lived in a very close
relationship with the Earth and in ever-changing

NN e

seasons. 1 hey have adifferent wenkness durme differ
ent rimes of the year, but they pam poawerin winter, the
season of thewr woren

Speing: +1 difficulty to Willpower
beancy of new life distraces the Wendig:

rotlls; tl

Summer: - 1 difficolty o frioney volle somemer 19 the
traditional seasan of war.

Fall: + | ditticulry to change forms; the world slows
down in autumn, and fewer tew things are borm

Winter: -1 difficuloy oncsoak colls: winoer 6 the
Woendign's sensety, nnd thiey use thelehinte and anpes
fortify themselves during this time.

T e Ferv

I thee Wor of Rame, the Garog decimoged the cieher
breeds of shapeshifters that populated the wedld, Many
mces were driven o éxeinctlon, Others were whittled
down o a fraction of their numbers, md doven ing
hiding. The werewalves have heard lirtle or podhing of
them ever since
shapeshufters

ot ".|t|_-.-|,_- |1i|1|_‘[
ithe Fere —anll sumvave

However, o few

Needless to say, few af the Fern count the Gpou as
allies. Mot are raised on tales of the werewolves muriles
i ther ancestors, and are aught never to somuch as
show themselvesta a Carou, However, sometimies cur
oeity gersthe berrer of 3 young shapeshifter. Sometioes
a Fera who etill feels loyaley o Gala cresses paths with
nwerewolf pack when chasing the same Wyrmish prey.
Al sermetinmes o Fera deliberntely seeks ot o wernewall
in the name of revenge, Such encounrers aren't com-
mion — bur they do happen.

There have never been sny shapeshiftors bom of
domestic animals; the spark of Gnosts is npparenthy top
ihien it domestteated breeds to birth wereoreatures. For
example. legend halds thar there wis onee o roce of
“bull-shitters.” shapeshifrers who bred with the mighey
aurochs, o powerful breed of wild cantle — but these
Fern were unable o carry on their line witl dormes i
cattle {and ~|I'||g. l.]L'.hFL'l.I!’l.l.lll wenilil Biave forced thiem
O EVEn Ii}'j When the s lLl}_".-u:llL'LEl LILIR, .l." |||'-lu_' {.I.;l,
reborn race of bull-shifrers died with them

There sn't room in this book w detail the Fera,
Treaits and all, as thoroughly as we might like. Each
L‘hﬂnm‘“ﬂ H!.'i.".:l_! L! d';:T.i.I:ll:Ll "'L'-["'Hlul[l‘.'lﬁ' i ']ll."lr LWIE
Changing Breed book, from Baster and Nuwisha ro
Rokea nnd Nagah (the lutter cwo availuble in 20015,
The following summaries. however, should offer begin-
ning Storytellers u beief overview in the sors of oo
tures: sharing Gain's blessing, and even experenced
Starytellers may find the sample shapeshifter statistics
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helpful m o pinch. Bach entry comes with an overview
of “Sugestedd Trmirs" tharche Storyteller may tind useful
i building Fern antagonists or rivals, and a sample
membier of the Breed in question (with Artribures in
parentheses representing the Crinos form, or st Lir war
form if o Crines exises). Giift lists given are also very
viguie; Storyeellers should Feel free woadd exten Gifrs m
Fera {f they seem particularly appropriate (such as a
werernyen possessing o Chft thar 1 taughe by o ravien-
spinit), even at lower levels thin the Garou might leatn
them. (Conversely, Gifes tught by wolf-spirits should
b ol i higher level for Fera than they e for Ganon., )

Avanat/

Perhaps the most alien and disturhing of
shapeshifrers are the: Ananasi, the werespiders. Even
the Rokea, cald-blooded though rhey iy be, don't
breed with invertebrates: The Ananash are a mysoeri
ousand ruthless roci, driven by inteiente lnws ro puesue

thete own ends. They remain lamgely aloot from thie
bartle fir Gata, instead wordng for the direet benefit

of their tice — and possibly, toward some other, more

ambitious goeal,
Thewere n|1n!-. e rarglyerin 1.1mmmhm ke mast

Fera, they aren't really pack creatures, These might be
thieeor four werespldéminany ciopof sighificant sceand

importance (about thissize of RalcighorCanmns) — more
in arper cimies, wherghiey have wiote roomitahide: The
Armirns ol uy AUAR e |.c._ep 1nlu¢_a:: c.un;;u.ct-wirh are
anwthier, coopemting when the needus thete i agting
dlese the rest of the Hme.

Ir's very rare for a werewol o e rosspachs with an
Ananasiand actoally know it thewerespiders prefer vo
kisep our ol sight tor reasons of survivil, and their
mrcably unemotional nuture dossa't detve them o
wirk revenge for age-old venderas, Even so, a Gatou
pack — particularly one than travels in Glass Walker
crrelps—mightaccrdentally somble inre s werespider's
weh of immgue. What happens next isentirely up to
the pack and the werespider in question....

Suggested Traits: The Ananusst do not possess
Rage; instead, they must deink fresh mummation blood
tofuel their powers. An Ananasi has a blaod piool of up
rerven " blocd peines” (although higher-rmnk wersspiders
vy pussess more ). The werespider may spend a blood
pointro heal o health level of non-aggmyated damage,
fogainan extraaction ina tum, ot to generate webhing
(which is as strong ds ome mighe expect). When she
runs out of blood points, she's very hungty, but suffers
o other i1l effects. Ananasi can gain aurrition from
the bluod of other shapeshifrers —and some enjoy the

but cannor drink the blood of

aste of such o “rear”
the undead

Witheur Rage, the werespiders are not especially
vilnerable to silver. They tan enter the Penumbra
without rites or Gifis, bur find it caster wo do where the
Crauntlet 15 lugh and much more difficult in oress
without many strands of the Weaver's webs, They
have multiple limbs insome forms, but do nor gain any
exrru nctions from this benefit any more than a person
with two hands can perfarm s separate complicited
MLTRM WJIJ'L;lHLh hand. (They deo find Er-.u'p]m-:. CASICT
with mulriple limhs, however.)

Cenerally speaking, ench Ananasi tends to fol low
une of the Triae rather than Goin This chotee affects
their supernsturs] abilities. The Weaver's followers
(the most numerous } tend o have Gifts and rives ke
those of the, Glass Walkers, the Wyld-aspecred
werespidess have Black Fury and Ukrena-like traits,
and the Wyrmish Ananasi use tricks like those of the
Black Spial Dancers,

Ti:n; Ananasiean fake four forms — o human form,
w twisted hurnm}@idm bybrid (which varies from
werespider 1o were ), a spidder the size of u
Unﬂmmgmmhmwm of normal-sized sprders.
Whet! 1 the s form, hielA nanasi car be hurtand
eveny killed, bt emly by Jt‘.&‘mwum every lust spider
(who can wllﬂmntm.pummdtremnnq}l An Ananasi
wh.la loses most of her spidesin this form, or whoss
cumpinent spides searter tobfar from ane another,

can stllireform ing fall health over rime, although she's
||Js::!1,* to Jose any Iﬂﬂﬂ'ﬂ: from ".--.--E"D"‘ln of her memories.
I elsls way, the Anonas: can survive mony perils — hos
ilwiys at o cast,

Etpparafe Fighefeer
Attributes; Strength 2 (6), Dexreriry 3 (5),
Stnnina 2 (3}, Charisma 2, Manipulation 4 (L), Ap-
pearance 4 (01, [ntelligence 3, Perception 3, Wits 2
[Note: The Awributes in parentheses don't repre-
sent o Crinos form, but rather the Ananosi's *Tithos”
form

i hideais spider the size of & compuact ca,
YPir Spider™) form weighs
only 1 pounds or so, 1t's strang and durable well
heyond its bulk. |

Abilities: Alertness 2, Dodge 1, Empathy 1, [n-
tmiddarion 2, Primal-Urge |, Subterfuge (caspal cone
versation) 4, Drive 2, Enguette 3, Firearms 2, Perfor-
mince 4, Stealch 3, Computer 3, Enigmas 1, Invesriga-
tion 4 (hlackmail), Law 2, Linguistics 2, Politics 3,
Riruals 3, Science 1
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Gitts: (1) Conmol Suaple Machive, Open Seal,
Persunsion, Resist Toxing (2) Jam Teclinology, Power
Surge, Sense of the Prey, Taking the Forsotten [can
apply to blood draned from o viedm]y (3) Reshape
Ohbject, Venom Blaod, Viscernl Agony; (4) Covoon

Blood pool: 12, Gnosis: 4; Willpower:

Autacks: Bire {Tdice), claw (7 dice). The Anaresi’s
venonm automatically pnd instincly paclyzes morals,
By spending a Gnosis point, she can paralyze super
rstueal creatures sucl s werewolves ;m-.l EVEN Vi
[rires; e divsi, shie must ol Griosis apmost a difficul oy
af the victim's Stamina + 4 {maximum 9). To recover
frovm this parslysis, the victim must do the equivalent
ol hesling four levels of lethal damage; for eximple, o
paralyzed Garow would have o repenerate for four
rurne (without actundly healing any wounds he might
havve ) until the potson | neatralized.

Roleplaying Hints: Asa crenture of the Wesgy,
the Corporate Puppereer (s equally ar home in boards
rciomnd or sewer munnels. Without the dheert of Bops
drivine her to frenzy, shee 15 able o laea dbable Life;
laer d.l'!,' job s the PETSIn al assiatant tomeofele micst
prominernt comorate figures m the th? With giccess
to his contact st and seceers alike, she mdﬂi.-, Tpush
forward her own agendas with n_m.lri-.:lhll: _mhtlew.
Armughr, she frequents the most exe lusive, trendiest
nightelubs — where she finds her proy. S'rhf, is Tu-
mored to have o few connectliops—grevenl pawns—
among the vampire o -mu'.un.iql. although this may
simply be paranois. She udn -,,-:amhm i pr-:fﬂrﬂn“ttl
attack enemies throwgh chard passies aithy sreabeh bur
if pressed reverts to the form of @ monstroos bluck
widow and seeikes o kill.

Batfef

The Faster are soime of the Garou's Dinterest rivals,
anid in mamy ways the polar opposites of the werewaolves,
The Bastet ure werecuts—rnot shopeshifters who take the
form of domestic cats, bur racher werehenstswhose snimal
frms ure thiose of the grear cats of die world. Whene
werewolves are pack snimals, wereeats are loners. The
Coron are social ond feel Hl-gecase working without
others of thelr kind; the Bastet hoard their secret, relue -
tnt 1o trust prhers. The bad blood between Bastet and
Ciaron is legendary; even |ife-nnd-dearh siruntionsure no
sure wiy o convinee the twio moes T coopeate.

Alrhough very few Gurou coukd nanme them all,
there are nine rrihes of Baster in existence

* The Bagheera are the wercleopords of Africa
and Asia, and serve as lorekeepers to their kind. They

-_mm-m\

are the tribe most hikely to deal with other Pestet
tribes, although they are still loners s heart.

* The Balam are the wercjupuan of Clentral und
Sonth America; an embirrered and decimated tribe of

WaTtiom 1.|t'.1~|_n-.r.|tl:]'lr' v o hold on to what's lelt of

their territory.

* The Bubasti, sorcervus werscats with ties 1o
ancient Egype; are on the brink of extinetion. Their
Kyphur car Kin are apparently exrinct, and other
Baster tribes whisper that the Bubast have made some
sortof “deal with the devil” w survive as long as they
have withour feline breeding steck.

s Only a very few Ceilican, the fev and witehe
rouched European wildeat-shifrers, survive in the 21
century. The tribe underwent three great purges— the

first beng the War of Ruge, the second a feud with the

lae during the Middle Ages, and the most recen) un
attack by the Black Spiral Dancers on their greatest
conekove: Those that gurvive have pone back into
hiding, perhaps never o reemerge

 The Khatnwerctipers are the wamornobilioy of the
B, nmratfuﬂﬁ;du with s srrong asense of homor ns i
to b Il.;u:l& wmant the cat-shifters Regreteably; the
waning formmesof the dper species have put the Khanoin
sl seraitay ke the Ceilican and Bubast, they may
ECir d.ie‘l:l-!.!l:'ﬁ:lﬂw‘f

¢ The werccouwar Pumonca are survivors (i,
|u:'mr55£_:f.m11_43, and servants of Guia third. After suffer
Mg h'éﬂ'ﬁ! ]uﬂ'i-t"ﬁ (L8] TE_H' Second War of H.,lg!.' r|||."|,-
retreatid o the mistmtaing, where they jealoisly guard
i |r5e£:lw]m| rm:dmrlm.t'wn today,
rw-:hu:,;:n.:nu-ﬁu'hnmnIhcr.uﬂln,urnnr'll-pw-nn anch
spanking solely in riddles. These crenres have much in
common with the Uktena; o lew very seceet allinnces
between' the two are guire possible

® Thee Simbia are the werelions; and they areeven,
inch s proud and belligerent as one might expect
They are one of onby two Baster tribes o actoively
cooperate in prides, and a Simba pride < every inch as
dangerous as a Garou pack

* The other cooperntive tribe, the Swara
werecheerahs are o particularly reclusive hreed, very
much cencerned with the pressrvation of thetr fami.
lies and cheetalt Kin. They are swift as the wind,
pussihly with che potentil to be even greater messen:
pers than the Silent Semders.

Suggested Traits: Bastet are not as strong as
Ciarow, aldhough they are quicker and more desterous,

They are equally likely to specialize in Physicnl, Socinl
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ar Mental Artributes; the werecars enjoy physical
prowess, seduction and menml challenges in equal
porrticines, Canfrs |-I';'-'.‘rn-]"rlun. stenlth and sheer dexrer-
ity summarize the Pastet focus besr, although indi-
vidual Bastet are fond of mystical ericks, and might
pussess a “surprising” Gifr or two. The werecats! great-
est wienkness 15 that they cunmot =step sideways as eastly
as st Giarou dug this requires the use of o Level Four
Ghitr, although some werecats nre ahle to circumvent
the Gauntler wirhin an area they've ricually marked as
their own

P@ﬁ.«m;fﬁj

Attributes: Srrength 2 (5), Dexterity 4 (6),
stamina 3 (5); Charisma 3, Minipulacien 3 (0), Ap-
penrnnce 3 (0), Ineelligence 3, Perception 3, Wi 3

Abilicies: Alerrness 4, Athletics 2, Brawl 2, ||ij__:jq:
Y Ineimbdation |, Primal-Urge 2, Strectwise 2, Subter
tuge 3, Dirive |, Etiguette 2, Melee |, Performance 2,
Stealth 4, Survival 2, Enigmas 2, Investigation 3, Linguis
us 1, Oecule 1, Polities [, Rituals 2

Gifrs: (1) Catfeet [us the Level Thiee lupus Gift],
Heightened Senses, Hare's Leap, Persunsion, Silence:
(2} Blisstul lgnorance; Bves of the Car [as the Level
Three meris Gift], Spune of the Fray; (3) Grear Leap,
Pulse of the Invisthle

Rage: 3 Gnosis: 5; Willpower: 6

Artacks: Bite (6 dice), claw (6 dice)

Roleplaving Hints: The Bagheera Spy 15 a living
piece of the night born into black leopard form. He
prowlsthie urban junele and the local wildermess with
equal ease, although he longs for a rerritory he can truly
call his own. He's well aware that a local sept of
werewolves (s in the area, and tries to avoid the “dogs"
as much s possible —however, his curigsity often leads
Bl to investigate problems that the local Garou are
checking out as well. He isn't a crearure of high-tech
equipment of survelllance devices — he prefers 1
observe firsthand, concealed in the shadows He does
nor hate werewalves asfervently as his late mentor did,
bt hie still resents them and has no desire to see them
o well for themselves.

Corax

If the Garou have anything close to acual friends
remaining among the Fem, those friends would be the
Corax. The wereravens never approved of the War af
Rage, but were largely spared during the war. Many
tribes, including the Get of Fenris and Fianna looked
the other way while the Corax escaped. In rerarm, the
wereravenshave been a little more forpiving than most
Fera with regards ro the War o Rage, They kaow that

A




the current generatiom 4t responsible for their an-
cestors” deeds — but they also know that werewolves
are creatures with very short tempers, and so they keop
their distance.

The Cornx’s origingl task wis o carry news of the
Wyrm from one sept to the next, from Garou to Pera
and back They haven't abandoned thar duty, but
these days they prefer to bée much more discreer. They
send their warmings covertly, via anenymous email or
by spreading rumors. When the werewalves descend
ont the threat theyveanenymously pointed out, the
Coras sit high ahove chiebs ':ln ravien form, making
sure thar the Garou do o chore

themselves to some of the Ie
werewaolves leave.

Sugpgested Trairs: Corax are by t'H'.l ot
michines. They have only three forms: Thmid,
(the raven-orm), and an ungainly C rinos r
vutfight o human but litele else. Most Corax |_'|tLTEI' rnﬂl
to even consider the idea of petring myvolved @i
bloady brawl; whit pood would thar dof

Muny Corux are-able 1w harden their Funther-_-.
then hurl them hke darts while in C r-nmﬁm f*rr-.
as hurled knives with greater el'fmtwcwj, Their
(Gifrs come inca wide variety, bur anlem'nr the
weteravens ability ro garher |nh1rmﬁ.r .;;al:hur rhiarn
theitcombat abality, Ragalbash u{ L:ni Cinfts
are particularly appropriate. Corxan tires of the
sun, not the moon; they do nen “‘”.- 1'& vitlnerible
e silver, and they do not possessauspices. They tend
roward high Gnosis, very low Rage antl avernge Will
power; they can frenzy, bur their Rage i usually so low
that this is 'z very mare occurrence. The wereraven's
Crines form invokes the Delirlom in human winesses,
although ton lesser extent than usual.

Wereravens, of course, fly toger around: in Clrinos
form, they fy roughly as quickly as s Hispo Garou runs,
and are even Taster in Corvid. They can step sidewnys
as easily as any werewalf, and are adepr st maneyvering
throweh the Umibeg, Finally, Corax possess the unusual
talent of divining information from corpses. Bssen-
tially, s Corax that devours the evebnll af n corpse 1
able rosee the last few minutes of the deceased's life
friom the deceased's point of view — seeing the unfor
tunate pursun's last algllt just as they saw it

Frvuiance € rinrier

Artributes: Strength 2 (3), Dexvericy 4 (63,
Stamiria 3 {5), Charisnin 3, Manipulaoon 3 (1), Ajp
pearince 2 (1), Intelligence 3, Perception 4, Wits 4

'.b._l!f_: meoninct pmong thﬂ' Ll I'.'].'liH.' |>«'.['Il.!'|.'.-'liL his true
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Abilities: Alertress 3 Athlienics || Doaloe 4, B
thy 3, l_H]1n'“‘ﬁi!:'I-FLi Primmal-Urge |, Stréerwlsed, Subrer
fuee 2, Etigueree |, Firearms 2, Srealth 4, Clomputer 4,
Imvestigation 4, Law 1, Linguistics £, Medicine 1,0
eule 3, Poalivies 1, Rimuals 1, Science 2

‘.}iﬁﬂl “1‘ {-)T"l'll. HL‘:;!L I"'-L‘r'-.l:ml:il i, Scent of the
True Form, Trith of Gala; (2) Sense the Unnhasurml,
Sight from Beyond, Taking the Borgorien

Rage: |; Goosis: 4; Willpawer: 6

Attacks: Claw (6 dicg)”

Roleplaving Hingss The Freelance Courer his
comtpcts among the looal s of Giaeoni. but they
don'e know that Be's snything ather thun o simple
weell-intencidned Kinfolk o a non-local wribe. He
cultivatesaskigtish demeancr, threatening that if the
mrewﬂl\rﬂm T Press=gang himinto :|r1'|'t||i11g-.-|1.11.'|:'
thammessenzer duty, he'll be gone inon Aash, He may

jebare, bt Having hieard plenty of tales about what
Fﬂﬂmuu] Clurou do o ather shapechinpers, thit
d.mmH is sworn 1o ultimite secrecy. The Freelince
{h‘ﬂm'ltr is as susay as his voven relarives, although he
knaws hecoer than (o tease werewalves tog much
that’®'s job best tefr for sameone berrer sured o
supviving an angry werewolf's clowe

cormihl

Many lumin mythologles paint the bear as both
savage and pentle, o ferocious warrior ind o wise healeot
at the same time. Such stories have thetr root in the
Ciurahl, the werebenrs, Although the Curahl possess
their share of Rage, they alsovalue wisdom and com
possion more than do other shapechmneng rmces
Some sav thar the werehisars were ance the Garou's
toventors and instrugtons, teaching the werewalvies how
ik |'II,.'|’||. as we H L% l|'||.'i|'|'|'| :..nql'll—rl“'.lllti.'l"r'. \"i'f.l.'t'l il'h' ."};"I.'”
of Rage beprn, the werebenrs were tocscattered o denl
with entire packs of werewalves, and very nearly
vanished into extinerion.

Chaly & handful of werehears survive today, amil
mexst of those hove been o supernoius] bemation
for years — somotimes even centories. Ay the
Apocalypse’s final bactles draw nesrer, more and mone
of the werebenrs ure awakening. Although the entire
race s no larger than asingle Garoo tribe, they sire snill
hemor-bound 1w iy il save Ginin s best they com,
fulfilling their ancient duty as healers. Unfortunately,
spme young Ciurahl, upon leaming of their mee’s hon
li,l“ L SWoar mew t‘!‘ll,:l:

r'.-lrl"lL'l' Ill.'ll'l |.|ru|'-'L'J"II."'|.'-.
The Gurahl almost never appear to the Garon
they remmembier ton many Bles of slaugher, Nonetheless,
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abew sepis have deputized packs tp seek out lepends of the
alid werchears, trying desperately to findd and enlise the
sant healers that wemain Bgcating, prorecting and en-
fisting the aid of anacmek werehear would be o source of
grear honae g the sopts thae hive given up on old
prejucices — bit reprorrably, % few Giirshil survive that
thie task yeistris o sear mpoasibilivy

Suggested Traits: Gurahl Buve the full range of
tive forms; and nmmﬂ? werystrong ond tough —
if slowe—1n most af thietay, An angry wercbeor isstrong
encugh 1o u1|r|.~-lt't"meu,"num' Hhe doesn't move VLY
quickly, Uurahl dé mot spead Rage 10 gain extr
sctions — each Rage peint they spend adds an extm
doot to thel Strengtly for s . The werebenrs' Gifrs
fus gn hﬁ-.l[ngum. I'II.LIH'I Immuﬂ‘l.lil: AMEEET Ve lifee
ot makeone sirongerarc zood choices, Werebears niy
b i I,l‘I:!,!T HWI:E, Illl.‘h-.‘l.l.l b the I'I‘Iﬂﬂ.‘ "hﬂf‘hﬁﬂiﬁﬂ
moon Siens tend o b Yl ek .und l;l'u: mnm @rene
Mspices .1|'t H-Hflﬂ-lfﬂ]dﬂf

Ciurnhl hpve !tl!ﬂﬂﬂk!gt ﬁnﬂ-ﬂumla, and nortg-
bly high Willposwer, They are not particularly
Umbrully adepe. rtqulﬂngn&puc.hﬂrhutuuup side-
ways. Their Giles repd ’truu.urrfh:ahng mnd support;
Theurge Gifes are particularly appropriste, although
a Lurahl will have Gifts af her auspice list, The race
I highly ritualistic,
i few rites; many devote significant ]y more artention
t rites than to (ifes.

and st werehears koo ar least

Churahil breed with theee majot types of bear: hlack
|!.‘l-"-1|'-‘.~. brown bears and j"l.'i|:l! Presaps. gTh:_ rater breeids
such as spectacled bears seem to have ao Gurahl Kin
amutiy them, ind pandas sren’t compatible with the
Caurnhl ar all.)

Fomf s

Attributes: Strength 4 (9), Dexrericy 2 (1),
Stamna 4 (Y1, Chirisma 4, Manipulation 1 (0), Ap-
pearanice 2 (0), Inrelligence 4. Percepticn 3, Wies 2

Abilities: Alertness |, Brawl 4, Dodge 1, Empa-
thy 4, Expression 3, Intimidation 3, Primal-Ume 4,
Antmal Ken 4. Crafrs V. Lendership !, Melee |, Perfor.
mance 1, Survival 5, Endgmos 4, lovestigatgn 1, Lin-
puistics |, Medicine 4, Oveult 3, Rlouals 50

Gifes: (1) Mother's Touch, Razar Claws, Resise
Pain, Spirit Speech, Truth of Gaw; (2) Commuail
spirir, King of the Beusts, Luna’s AfingtSnal af the
Predatar; (3) Exorcism, Name the Spivit, F.ﬁl:!.lspu
Obiject; (4) Beast Life, Call Blemenn ll,hqmiﬂ, 5)
Song of the Grear Benst, Wall of Granize

Rage: 7, Goosis: & Willpower: 9

Antuckst Bire (10 dice), claw (10 dice?
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Roleplaying Hints: The Forest Guardinn fell inmo
a mystical hibernation two hundred years-ago, and his
recently awoken vo fmd his forest overrun with woarist,
ourdoorenthusiastsand surveyore, He'suwalkinganach-
tomism, ane more siited to dealing with the early 18th
century than the 21st. He strugples to understand the
hurmins thitr e now so numensus in hissacred land, bur
thiey are slowly making his Rage grow. This mighty elder
doesn't mrust Garou, and it will take 2 major effore o
ke hitn reveul his presence to anyone he sugpects of
b s muoch i werewolf Kin,

Adokoii

The Makalé are also called "the Dragon Preed,”
anid for pood reason. Although these shapeshifrers
breed with crocodilians and monitor lzords, their war
fiormes ore colossal monsters as much dinesaur or dragon
asanything else. Such is the birthright of the Memoery
of Giadn; the Mokolé have no fixed Crinos form, but
each one instead rakes a form that they “remember”
from long, long ago.

The Mokolé were especially hard-hit during
the War of Rage — many Garou saw the reptilian
shapechangers as roo close to the Wyrm's image to
be catncidental, As a result, the Dragon Breed has
o deep grudee against the werewolves. and manv
react with violence if they find werewolves tres-
passing in their tervitory. They aren't urban crea-
tures, and most gather in areas where their reptile
Kin flourishes; mast American Mokolé live in the
soachern sw.‘nmp!a_nd:- where the i.l”il.:i]“.“'r.‘l are.,
They're sociul creatures, and although they don't
torm packs. chey do pather in small groups ro
defend whiit few caerns are left o them,

Most werewdlves o their whale lives without
even hearing of a living Mokolé. For their part, the
crocodile-shifters are well aware of the Garou's con-
tinued existence, and they are happy to stay well cleir
af any territory thar might boasr werewolves, A
Liarou puck Is lkely to cross a Mgkolé's path only in

BBIOF OF Crog eountry; its lmﬁll e that & groug of

eliders might send a pack gia peacemaking mission,

bt ondy dichevwouldn tmind never seeng thar pack

again: Ir's alsa puﬂﬂik- that wmn:.Wulmrﬁi working o
‘Emnl. g drained mighr
findan unexpecred ally l;mdu formh of 4 Mokolé, but
the sitwation would have o Beruly dire for the
dragon-shilter to revel m-e_-‘h"m its ancestrad enemy

Sugpested Teaits: Mokolé aren't generally fast,
but they make up for it in size and srrength. They have
only three forms — human, reptile (usually alligator
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or cractdile, but monitor lizards and even Gila mon
sters are possible) and Crinos: A Mokolé’s Crinos
form i highly variable; no two are alike. Each
werecrocodile's form is a powertul amalgam of various
dinosaur rraits, usually wowering up to 12 feer long o
even larger. They may possess homs, cliws, armor,
long Tyrannosaur teerh — roughly one unusunl mwai
per Gnosis point.

Mokolé have auspices that are based on the sun's
position at the time of their birth {or hatchung), but
that are otherwise similar to Garou's auspices. Their
Gifts are quite varied; a selection of Ahroun, Philodox
arwd Children of Gaia Gifts might represent u Mokolé
warrior. They don't possess many Gifrs, however; they
ite hiesttant to rely too much on magic. Theirability to
rerember things thar their ancestors saw is quite
rerarkable; each Mokaolé has rhe equivalent of the
Philodox Gite: 'Wisdom of the Ancienr Wavs, They
have difficulty stepping sideways, and requare a special
Level Three Gift to do so.

Hiefawaly Blloiostlef

Aurributes: Strength 3 (7)) Dexterity 3 (2)
Stamina 4 (8), Charisma 3, Manipulation 2 (0), Ap-
pearance 3 (0), Intellipence 1, Perception 3, Wits 3

Abilities: Alertness 1, Athletics 4 (swimming),
Browl 2; Empathy I, Primal-Urge 2, Steenwise L Subrer
fuge 1, Animal Ken 3, Crafts |, Drve 2, Stealth 2,
Survival 2, Computer 1, Investigation 1, Law 2, Liviguis-
tics 2, Medicine 3, Politics 2, Rinuals 2, Science 4

Gifes: (1) Beasr Speech; Faral Flaw, Razor Claws
{used on her homn), Resist Pan; (1) Awe, Clap ot
Thunder, Luna’s Armor

Rage: 6; Gnosis: 5; Willpower: 7

Artacks: Bice (B dice); horo (8 dice), oml lash
(8 dice bashing)

Roleplaying Hints: The Wetlands Biologist = a
steange mix of past and present; although o child of
the modern world with a good scientific educntion,
she can see thousands of years into the past thanks to
her imherired memories. She spends much af her time
doing research in the field, where she also keeps up
with her alligaror Kin and the oceasional fellow
Mokaolé. She is idealistic and proud, and has sabo-
taged more than one team of humans trying to drain
her swamps or dump roxic waste there, She has never
mer i werewolf, and although she'd like 1o be open
minded about the Garou, she has vivid memories of
dying at a werewolf’s claws. She is gentle and friendly
to those she considers on her side, bur bitrer and
vicious to those she considers enemies. In her Crines
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form, she resembles @ streamlined reprile shaped like
a seal, with long Triceratops-like horns nnd clawed
[lippers. Her back is heavily plared, and her tail is
thick and flexible like an alligator's. In this form, she
isclumsy on land bur remarkably swift and dangerous
when swimming
Nagidh

To the Garou—in facr, o virtually every lnst one
of the Fera — thie Nagah are s myth, As firas everyone
clse is cotcerned, the wereserpents survive only in
Indian lepends of the Mapa, shapeshifring warer ser
pents thir guard treasures at the battoms of niverbeds
However, the Nageh managed to murvive the War of
Rage, and these pospdius creatures have carchully
preserved the :-e;.ttl;bf their gontinued survival for
penerations. It s umdwiﬂﬁmthw Fagh for 2
WrEsE el gl rnﬂl‘u fﬁl Jl!l'ﬂﬁq* o atothes
nhﬁpﬂhith?{ﬂﬂ'«ﬂpg.ﬂ'l“lthl‘"ﬂ etn ofm kind). Thow
who violatgthigrule are harshly f — and any
witnessesdre gither eliminated or mageally compelled
to forget they ever saw the Nagali inithe first place.
Even the ghiric world cannot weseal the existence of
the weresepents, for thase sﬁﬁuﬁhﬂdn know of the

.1g.511 are Ln..‘IlT.I[J'I.'lithj Lo rodmaln li”:nl: on the matter,

lo thiw war forms; .M.mu mhble minne cabros
with burrel chests :@i&-'im'ﬁerfu] ilowieid arrie; theds
hogds are often deared i ritunlistic pattoms, They
breed with Tuumuﬂ*m: 5 nul‘, 1-nh rahly ..-.-"\1.1

TheNags
police force .mu:n:ﬂﬂmmdulw '*l.-_l_lmhlu., r |.|lL1l
legends, it is thelf Gaia-appointed role to punish the
worst criminalg dm-,. Changing Breed — ot lenst,
those that are ot punia]n.l] by their own kind A
Gurahl who torments sacher than heals, Garopwhe
make war on the innocent) i e of the eneongl Baster
wha use therr smmed oo e benedie e Wyrm
ar Weaver — these are the Nagali's targers, They
always operate in twos ar threes; the wersserpents ane
apparently too paranoid to work alone.

Suggested Traits: Nagah are swift and serong
almost amatch for Garow. Their poison is exception-
ally deadly — although there’s only enough for abour
three injectioms or so, a gond dose from a Crinos-fom
Magah does seven health levels of aggravived dumage
fwhich werecnentures consonk ). They con shaft i
five forms, but only use Homid, Crinos sid thei
cobta form regularly.

Like most other shapeshifters, they huve Roge
and use it in the usual fashion. Their Gifts rend o
toens on stealth ond detection, although they alsy

C ﬁﬁ'tr'."‘erohs: The Beast-Blooded
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have plenty of Gifts thar sharpen their killing gow-
ers. Ukrena Giftsare particularly appropriate, as are
any Ciifts taughe by snake-spirits. Nagah are able to
breathe underwater when in their Crines or Hispo-
like firrms.

Ve o L astihy

Attributes: Strength 2 (3), Dextericy 4 (69,
Stamina 3 (5), Chardsma 3, Manipulation 3 (0), Ap-
pearance 3 (0), Intelligence 3, Perception 3, Wi 3

Abilities: Alerness |, Arhletics 1, Brawl 3,
Dodge 30 Empurhy 15 Primal-Urige 2, Subterfuge 4,
Etiquerte 3, Fircarms 2, Melee 3, Pedormance 3,
Stealth 4, Enigmas 2, Investieation 3, Law 3, Linguis-
rics 2, Palitles 3, Rituals |

Giitrs: (1) Heightened Senses, Fatal Flaw, Mother's
Touch, Scent of Running Water, Sénse Wyrm, Shroud;
(20 Blisstul lpnoranwee; Luna’s Armord, Sense af che
Prey, Sparit of the Fish, Veil ofthe Warn [which allows
Migalt 1 wipe vut an opponent’s memory of an en
counter with the Nogah as if they suffered from the
Dlelirium; it eosts two Grosis); (3) Coup de Grace; Eyve
of the Cabra; Lnvisibiliey, Paralyzing Srare; (4) Open
Wehands, Whislp Bely

Rage: 3; Gnosis: 5, Willpower: 6

Attacks: Bite (6 dice), claw (6 dice)

Roleplaying Hints: The Trio of Assassing
shouldn't even enter a chronicle unless o particular
shapechanger 15 horribly betrayimg his duty and no
othery of his kind are able to =stop him (or even leam
of his treason). When the trio artives, they do their
best to kill the turget an quletly as possible, withour
leaving any trace of their presence (but revenling
evidence of their twget's wrongdome), They are
trained ro strike withour hesisation, bur they do not
erjoy killing — only by egrerring this hecessity of
each death they deliver can they keep themselves
from becoming prideful and comupt. However, the
sialitucle of their task mukes them f,(’_"l:TiH}' lomely, and
they might be tempred o breal their cotle und soeial-
ize;with the players' charncters for just o birel mo-
mene, & lone g they are able keep their true
ilinticies complerely secree.

Neweitton

Although few Ciaron have anyrhing even close to
proof thar the werccoyotes still exist, most wonldn's
be surprised if they found vur thar a few managed o
hold on. The Nuwisha are children of Coyore, and
emulare their Trckster pareon in more ways than




one. Old Ukrengand Wendige tales hold char chey
were rhe Laughter of Gata, put on the earth in arder
to lighten othess’ burndens and tedch the [volish
lessoms. OF course, the Nuwisha share Old Man
Coyote’ssense of troublemaking and muschief, and
per into plenty of trouble for tollowing their instiners
insrend of their beaums.,

The Nuwishi can handle the meetves inci fighe, bue
they renot ve r-,rwatlﬂu:rmxﬂ:a.thei sarow. They handle
th |-:1rnf]:11|-,i#ml1mm:q1mm$uuuui Ragabash.
The most i.hwrr Among. l]'u:i.i r‘mkﬁ AL able to
daspise themseelves o weresolves in nﬁwm covertly
artend Garou moots.

When a werewolfi’s parh cradges thar of 7
werecoyote, T usually an instance where fhe Nuwisha
his decided to teach the werewolfalesson, The Nuwisha
caretully studies ber tnrgrer, obaerving the werewolFand
NOTige all Tids Lrreitesi Mo, When she pu“ﬁﬂ llu,'|-'.,,h*ﬁ
ane designed to expose the werewolf s flaws of charac-
ter ind hopefully embarrass him sufficiently that he
mends his ways. Of course, she also reserves some
pranks fior the Wyrm's servitors — such pranks are
usially more deadly than instroetive, leavine behind a
lesson for others alone the lines of "don’t do what this
stupid dead bustard did.”

Suppested Traits: All Nuwisha are Ragabash, and
should be teeared a5 such: They have nometis, and
therr Willpower s olten average at best. They are small
atwd Hehe, Comparstively speaking: cheir Critus forms
are only as larpe as o werewaolfs Glabro, (Modify rheir
torms to reflect an mereased Dexrerity, bur with
Strengrh ind Seammno bonuses thar are quite modest n
compartson to the Garow's forms.) Nowisha don't
prssiess Hage, and cannot frenzy, however, silvercauses
then no particular problems. Their Gifrs focus on
trickery and Umbral tawvel,

Loty Jfiitevdtor

Attributes: Steength 2 (4), Dexvenity 4 (7).
staming L (5), Charisma 3, Manipulacon 4 (2), Ap-
pearance 3 (0), Intelligence 2, Peeceprion 3, Wirs.4

Abilities: Alertness 2, Athletics: 2, Brawl 1,
Diesdge 3, Empachy 2, Expression 2, Subrerfuge 4.
Corafts 1, Enguette |, Performance 3, Stealth 3, Eniginas
1, Investioation 1, Lingusnes 3, Polities 3, Riruals |

Gifts: (1) Open Secal, Scent of Runnuimg Water,
Peesuasiaon, Spiric Speech, Tagalang; (2 ) Blissful lgno-
rance, Distmnermons, Takiog the Forporen; (3) Grasp
thie Beyond |lower vinle for Wuwistin], Grear Lisap

Gnuosis: 5 Willpower: 6

Artacks: Bire (5 dicel, claw (5 dice)

v_m
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Roleplaying Hints: The Young Infilirusor s
decided ta “Blend 10" with the local werewnlves, for
reasons of her owrl. She has spent enough dme warch
ing the locals to understand who might be the most
sympatheric: to her feigned plight, ond how bese
phrase her cover story, She might even rake a particu:
lar imrerest in the players' pack, choosing ro offer her
“menrorship” ro them, or even to tempt ooe of the
pack members into o clondestine roll m the by,
(Muwisha/Giurow unians are never fertile, but there's
noreasom 1o let a potentinl partier know thut hesn'r
breaking the Lituny. ...} Once she's potten imo st
tion topulla trick thur points cut oneof the locolsepr's
major weaknesses, she'll doso and promply vanish,
leaving the werewolves o puzzle our just what wene
wrong and how they can fix it Then again, if she's
discovered — no disguise ts perfect, after all — she
might have to leave carly. Werewalves don't have
much by way of 1 sense of humeor.. ..

A

The story poes that ence Gam entrusted the care
of humanaey o thie childron of But, whioate up sueplus
graln inorder tocontrol human population, When the
Clarou decided to ke vver the job of shepherding
humanary, they came into conflict with the Ratkin
The Ratkin lost the War of Ruge — but they survived:
Niw thie werernts are bitter wnd haeful, gatherng n
utban warrens and awaiting the day thar they can eet
back at werewolves and humans alike.

Almaost all Ratkin are arban, although they doa't
like the cities all that much — o the Ratkin point of
view, the Weaver should be bombed back into the
Stone Age so thar the world doesi't fall inth her
clutehes. HHLHH h‘:l‘l.'t‘ adovehate relationship with
ther uﬂ:rmem'Em —=gitiesae the best place for rrs
10 SuTkive, but‘th&'ﬁ ‘mdr ofthe Wenver. Most Ratkin
have @ wety low estiation of hman lite; to many
clders, twould be most dc:.-:mhltmthuul: e B0 o
soof thehuman population s thalt the remainder
doriald l},uz'hl'cll without taking g w0 much space. As
M‘nmﬁ].lt'.,the R.HIL 113 {re masee riofm‘tm nie, suhotinoe
and assassination:. There's no Weagon too dirry for o
WOTE AL O ITssion

Ratkin are almptncver 1m!pﬁiT £ (F MippaTtive of
Ciarou, a!thmghrihq hae a erudging tespect foe tlu.
Bone Cmuwers [whiy after all, follow the same totem)
Maost Ratkan that werewalvesaneHkely ro encounger are
parties of wererst assassin helt o evenge — o s of
terrortats il sabotenrs d:'dn:“] i cliestry g s ariich
Weaver-stoff as possiile. R
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Suggested Traits: Rarkin have only three forms:
Fiomid, Crmos and Rodens, They are only murginially
stronger than bumans in their Crinos form, but they're
notably quick and tough, Individual Rarkin may he af
amy aspioe sive Crnllined (elve bards ofthe Barkin died
I the Woar of Rage, and their lore was lost ). Metis are
fairly commom in the rribe. A Ratkan's Gafts are often
entlored to create maximumchaos or to take sdvantage
otanurban environment (Ragabash and Bone Gnager

Liltts are particulurly appropridte). Fang LI:Lngﬂ"ﬁifgi;

popular weapons mmong wererats, as are vicidis mod

ern fetish wenponssuchasehainsawsand power deilly;

Ants- Wit Sabedonr
Attributes: Strength 2 (3], Dm;sﬁqr a4 .I:E];
Srzimita 1 i ‘l-']l,ﬂnrhml U8, Masupalation ¥ Ap-
pearance 2 (O Illﬂ:ll&ﬂnﬂ! iy P‘ctcepﬁqn Jy Wonks 4,
Abilities: Athlerics 2, Brawt?, T'}n{!m—{lﬁmrﬂh
sion |, Ionmedanon 3, Soeerwise 4, Sul-'.lturfugéf'-i
Crafts 3, Drive |, Firearms 1, Melee 2, Stealch 4,
Sureivil (urtsm) 2, Compurer |, Investigation 3, Lin-
guistics 1, Politics |, Science 3
Gifts: (1) Blur of the Milky Eye, Control Simple
Machine, Resist Texin, Sense Whyrm (2} Curse of
Hitred, Srunl of the Predator [chirtering racher than
L actual stard]
Rage: 5, Gnosis: 5; Willpower: &

SR Arp———

Attacks: Bite {4 dice), fang dngger, portable ro-
tary saw {8 dice ageravated)

Roleplaying Hints: This Ratkin is, to pur it po-
lirely, on the edge. He ns a very real danger of frenzy
atany mament, and is subject topanic atracks if thines
are going ugainst him. He's parimold o a polnt, sure
U:H-Ir EMErY Toom 18 full of security camerss teeding
Infrmacion back to the Weaver. He dmsrl t like
:’5.11'1 wituich, having heard plenty of stories about how

Swerewalves like to kill wererars for fun. He might help
L ot 1|1.-|Llcwhr1v1hle roeonvinee him thar chey're on

his su.le {p:ufﬁdhlfﬂr Cinawer, who shures lis
: thmbmﬂn&iﬂg} Fmrhc 'Wkeep hiseyee

Thﬂ only knuwn aquatic Changing Breed s,
unsurprismgly, a predator. The Roken are weresharks,
ferocious creatures that wield their Rage and their
physicnl prowess as weapons agamst [hﬁ'rE who'd vio-
late the seas and their denlzens. They seem to be one
anid all shark-bam, with no homids or metis Ammg
themy this grants them grear knowledge of the sea, bt
comparatively little experience in dealing with people.

Needless to say, Rokea are unlikely o make an
appearance in any land-locked chronicle, but if a pack
ts mvestigating some trouble along the const, there's
an outstde chance that a wereshark (or a slew of them)

[




might also show up. The weresharks aren't particularly
hastile or triendly roward werewalves — the War of
Rage obviously didn't reach underwater and the Roken
teel no particular lovalty roward any af the other Pera.

Sugpested Traits: Rokea are fichung machines,
roughly equal to Garow in combat. They are somewhat
ungainly an land, but they are swift and deadly in the
warer, Their Gifes allow them elemental masrery aver
the ocean, as well as improved combat prowess (Get of
Fenris and Ahroun Gilts are particularly appropriare).
They take five forms — Homid, near human, a massive
shark -buman Crines, ahuge Hispo-like primitive shark,
and shark form.
Rk Uiphnste

Antributes: Strenprh 3 (73, Dexreriy 3 ([ on
land, 4 in water), Stamina 4 (7), Charisma 2, Ma-
nipulation 2 (2), Appearance 2 (D), |n=4.'||.u'4.*nw 3.
Perception 4, Wits 3

Abilities: Alerrness 2, Athletics (Swam) 5,
Drawl 4, Dodge 2, [ntimidation 2, Primal-Urge 4,
Leadership 1, Stealth 3, Survival {ocean) 4, lnvesti:
pation 2, Linguistics |, Medicine 2, Rituals2

Gifts: (1) Beast Speech, Heighrened Senses, Re-
sist Pain, Sense Wynm; (1) Sense of the Prey, Spirit of
the Fray, Venom Blood [lower mnk for Rokeal; (3)
Elemental Favor (warer); Gnaw [lower rank for Rokea)

Rage: 7, Gnosis: 5: Willpower: 7

Attzcks: Bite (9 dice), clow (6 dice)

Roleplaving Hints: The Rokea Vigilante has lefr
the ocean to pursue @ particulnr vendetta, most Likely
against humans who have callously destroyed some-
thing impormant to the weresharks, bur possibly against
a Garou or other supernatural creanire. He has spent
venes studying the humanes, and manages mo blend m
maoderately effectively, although he is still distinetly
“dangerous” ro the casual observer. He understunds
humanspeech well epough, although he tends to make
hissentences short, directand to the point, ("Leave me
dlone. He s 'my prey.”) Although he i inelined
listen briefly to fellow servims of Giaia (who can prove
they are such te his sadisfacrion), his high Roge means
that any who provoke him run the nisk of roggenng o
freney. When such a feenzy hirs, the wereshark le-
comes i viciows killing machine, dedicared o n rr]umr
more than killing and devauring his foes,

-_mm
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Below are some examples of ammals Ciaroy may
encounter; the Staryteller 15 of course free o exopolate
other crtters. The stats listed hers are for oypical speci-
miens, Anid can vary based on healrh, seex ind ape, Assume
that rpst bire and claw damage is lethal, while kicks, til
staps and constriction are bashing. For these penerul
templates, assume a Survival rating of 3-4 for thew native
habitat; for domestic animals sssume a racing of L.

T Tudef Cospe

Beginning q'rﬁ'nlp |t age probably asking
themselves, "Iuﬂ?'ﬂ“rgw::n:fhf Beast Courts, and
what exactly did Lhd..j/;mu,_'tnttﬂr thar the Star-
puzers wartted ™ "5 _u:fﬂlr {uestion,

The Beast 'L-Hurﬂ ok he Fmernld Mother
are the g,w.-z_*rrntj,u_ﬂﬂlm-_'-.hﬁlaﬂ_ woc ety of Asia,
much as the Gardw Nation s the preeminent
organization of wosehensts in 'h!f“"-‘ arern world
However, duc b Afials more varioble
shapeshifrer puﬁdlutujﬁt{;ﬁnlwq aren't all thar
populous, forang), |1"-|.I.'.._'_ﬂt".hl Cimacts fre com-
posed of many shapeshifter races, in particular
various subtribesiof Cotm. Baster, Mokalé,
Garou snd Batkin” Because the War of Rage
never reached e Asgln, these vanous Feen
have a much casigfrime ﬂwd:ﬁg. along with one
anorther [airhmlﬁh‘l arill Lense oing)

The Ht‘:‘l'-lL.-hulﬂ:l!ﬂn t cgmmanly deal with
Westerners lwhﬁmthcv call®Sunsae People”),
although a few eptiesariesfave sspblished dip-
lomatic relationswith u few septy in Australia,
western North Amerd@8ngd the Middle Egst
These days, thase emissasies are more |tkely 1
be Starpazers II'KLﬂ..'"II'I? grhefimce, as the Beast
Clourrs: have foulsgl thar Wesgwolves respond
best to their ownikind,

Far thise invefeswedan Wi sill more,
Hengevokai: qhﬂpﬁ]‘li{rrrh of the East contains
g full look at the Beast Courts; although the
supplement was published before the Starsazers'
inelusion, it still should provide o Storyeeller with
plenty of marerial for portraying the Garow and
Fera's Eastemn cousing,

Chapter One: The Beast-Blooded 21
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Eaniie
Ainff

This represents a good-sized tmberwalf, Thiese
sturs cmn-be mehified slightly for o wolflhoumnd

Attributes: Strength 3, Dexverity 2, Stamina 3,
Perception b, Intelliponce 2, Wits 7

Abilitiess Alermness 2, Athletics 2, Brawl 3, Dodge 1,
Srealth 2

Willpower: 3

Armor Ratlng: 0

Attacks: Pire (3 dice)

Health Levels: OK, -1,-1,-2,-2,-5, lncapacitated
EPyote

Stnaller thon o walf, and more solitary, the coyore
Is m curminy opportutist, The bane of firmers and
runhers, its high-pirched hiowl can be heard in fields,
watilors anil suburban neighborhoods across much of
Morth Aanenco

Attributes: Strengrh 2, Dextoriry 3, Scamina 2
Perceprion 3, Inrelligence 2, Wits 3

Abilitics: Alertness 3, Athlets 2, Brawl 3, Disdee 2,
Stealth d .

Willpower: !

Armaor Rating: 0

Attacks: Bire (£ dice)

Health Levels: OK, -1, -2, -1, -5, Incapacitated
Jene

Slightly laeger thinn a housecar, foses rend o e
sollltary or travel in mared pairs.

Attribures: Strenoth |, Dexrerity 3, Staminn 1,
Ferception 3, Intelligence 2, Wits 2

Abilities: Alertniess 3, Athletics 2, Brawl 2, Diodie 3,
arealrh 3

Willpower: ¢

Armor Rating: O

Artacks: Bite (2 dice)

Health Levels: OK, -1, -2, -5, Incapacitated.

Hewma

Thistepresents a basic kibble-fed bunter. Remen-
ber thae I]-'H-"!.' THR i |".'||.:|~.*.-- Far triined gud[l.f duga,
increase Strength, Stamina, Intimidarionand Stealdh:

Attributes: Strength 2, Dexterity 2, Sramina 2,
Per eption I, Incelligence 2, Wits 1

Ahilities: Alermness 2, Athletics 1, Brawl 1, Diodge 1,
[ntimadation 1, Steadth |

“";"[H'qur: L {up et 3 or tradned or tcﬂa;imﬁt]pg]
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Armer Rating: O
Attacks: Pire (3 dice)
Health Levels: O, -1, -2, -2, -5, |:'|l.'.1§.‘l'.tl.|L.Lu.'-_|

Fifigs
& Pesgiar

Includis both westerm cougur and the wistern/
Florida phincher, A solitary ambush hunter, Artacks on
humans grow more frequent 28 people encreach on
COLEHT Tty

Attributes: Strenetli 3, Dextetity 4, Stimihi 3,
Perception 3, Intelllsence 2, Wit 3

Abilities: Alertness 3, Athlerics (imbing) 4,
Brawl 3, Dodee 2, Intimidation 2, Stealtl 3

Willpower: 3

Armor Rating: [

Attacks: Claw (4 dice), bure (5 dice)

Health Levels: OK, -1, -1,-1,-2. -2, -3, Incapaci-
tinted

Liows

Thie bmly big car vo live pmid burit in large griups
(prides). Though males are larger, females do the
bulk af the hunting

Attributes: Strength 4, Dexrerity 3. St 3.
Perceprion 3, Intelligence 2, Wits 1

Abilities: Alermmess 3, Adhletics 2, Brawl 3, Diodoc 2,
Intimiduriom 4, Srealth 3

Willpower: 4

Atmor Rdlirlgt l

Attacks: Cluw (5 dice), bire 16 dice)

Health Levels: OK, OK, -1, -1, -1, -2, -2, -5
Incapacitaced
Tper

The largest of the preat cars

Attributes: Strength 5, Dexrerity 3, Stamina 4,
Perceprion 3, Intellipence 3, Wits 2

Abihities: Alermess 3, Adhlenes 2, Brawl 3, Deder 2,
ltimindation 4, Srealili 4

Willpower: 4

Armor Rating: |

Avtacks: Claw (6 dice), bite {7 dice)

Health Levels: OK, OK, -|

[neapacicared

Cirsiglr
Euoe Bvar

Rarely aguressive m the wild, black hears can be
dangerous when miding earbage or tkime hondours

Iy -1y-2, <2, -5, -5,




e

from humans. They generally hibernate in caves or
ather protected areas during the winter

Attributes: Srrengrh 4, Dexreriiy 2 Sramma 4,
Perception 3, lncelligence ":‘;-"tlhf

Alu]lhr..-‘: Alertness 3, Achletics 2, Brawl 2, Dhdoe |,
Intimudation 2, Stealdh 2

Willpower: 3

Armor Ratng: |

Attacks: Claw (5 dice), bire (5 dice)

Health Leévels: OK, (K, 1. =1, =%,=1, .

A TICa (tated

=)

Frvn 2 E"Fn:i':/j Frar

Though generally more herbivorous thom then
sl ler cousing, they steal Carrion and somitimes hune
mdd fish, Very apgressive and unprecicrable. Thes
hibermate in winter dens

Attributes: Srenprh ." [Mextenty £, Stamina b,
Perception 3, Intellipence 2, Wits 2

Abilities: Alertmess 3, Athletics 2, Brawl 3, In
tlinddarion 4, Stenleh |

Willpower: 4

Armor Rating: 2

Atracks: Ulaw (8 dice), bue (8 dice)
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Health Levels: Ok, OK, OK, -1, <1, -1, -% 2. .5

rfl. [rn .|[‘.1| if |Il'||

Eptor Bvvr

Well-adapred to life on e (ce, polar bears are
pablent, relemicless CPPOriunists and very danperons

Artributes: Strength 7, lrnLLml, b, Stamum 7,
]'-;:n.-.plln'-n +, litellgence 4, Wits

Adbilities: Alertness 4, Athletics 3, Braw
timidation 4, Seealrh 3

Willpower: 5
|

Armor Rating: 2
Artacks: Claw (8 dice), Bite (8 dice)

Health Levels: OK, OK, DK, .1, -1, -1,

-5, Incapacicared
F

HHordifvorsy
Dlpr

[ Ll s Ialrtil'- 1 BlZE |I\J.Ll- rauch as whiterail |||.
il B

Astributes: Strengeh 2, Dexterity 3, Stamima 3,
Ferception 3, Intellivence |, Wits 2

'k['li!lll .FI."";.t n‘"n!l'!'l Rl :I" “'1T|".||'rj-_'i;_'| EJ'I'iI"".-t L 'F W |;,_ }
Stealth 2
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e et

Willpower: 2
Armor Rating:
Attacks: Kick (2 dice)
seanon, 4 dice)
Health Levels: K, -
EHA il Lewr

Include medium to latge deer (moose would he
larper still).

, antler churge (bucks in

l,-1,-2,-2, -5, Incapacitated

Attributes: Sreength 4, Dextenty 2, Stamina 4,
Perceprion 2, lnrelligence 1, Wire 2

Abilities: Alertness 2, Arhletics 3, Brow] 2, Dadge 2,
Steuleh 2

Willpower: 2

Armor Rating: |

Attacks: Kick (4 dice), antler cluirge (bucks in
wson, 1 dice )

Health Levels:
Incapacitared
Eron

The Largest living wild ox. Travels in woodlands
andl plains, in herds ranging from a dazen ar 5o to
thousands

0K, GK, -1,

Attributes: Strength 8, Dexterity 2, Stamina 6,
Perception £, lntelhgetice 1, Wirs ¢

Abilities: Alertness |, Athleties 2, Brawl 3, Dodige |

Willpower: 3

Armor Ruting: |

Attacks: Head bure (8 dice),
kick (7 dice)

Health Levels: OK, OK, QK, -], -1,

Incapaeitatied

Lomrtic Bnd
Artribures: Steenpth 7, Dexreriry 2, Staming 3,
Percepeion 2, Inrelligence |, Wi 1
Abilities: Alettniess 1, Athletics 2, Brawl 1, Dodge |
Willpower: 2

gore (9 dice),

2“2~ -5,

Armor Ratings 1

Attacks: CGore (8 dice), Kick (6 dice)

Health Levels: OK, OK, -1, -1, -1, -2, -2, -2, -5,
Incapacitated
Flowse

Represenus o riding horse; draft horses will be
RECCHLEET

Attributess Strengeh 5, Dexterity 3, Stamina 4,
Perception 2, Intelligence 2, Wits 3

Abvilities: Alertness 2, Achletics 3; Brawl 2, Dodge 2

Willpower; 3
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Armor Rating: ©
Antacks: Kick (3 dice), bive (2 dice)
Health Levels: OK, OK. -1, -1, -1, -2, -2, -5,

Incapacitated
FefHians
Afdgitor i Focoale

Stars are for a large (107 or so) alligaton; Nile and
salewater crocodiles may be a good deal larger and
stronger. A fovored tactic is to ambush and drag prey
inro the warer, wheee they spin uneil vietim is knocked
seniseless. Bath crocodilians can shut down their sys-
tems and lay on a river bottom for an hour or more
withour coming up for air.

Antributes: Strength 4, Dexterity 2,
Percepuion 2, Intellipence 1, Wit 2

Abilities: Alermnes: 2, Athledics 1, Prawl 2, Srealtd 3

Willpower: 2

Acrmor Rating: 2

Acrtacks: Bite (5 dice), spin (6 dice/tum + drown-
ing effects), tall slap (4 dice)

Health Levels: OK, OK, -1, -1, -
Incapacitated
I".‘,?ﬂﬂ'

This includes vipers such as puff adders as well as
pit vipers like rartlesnakes, warer moceasing, bushmas-
ters, and the fer-de-lance. Usually well camouflaged
and srocky, they tend ro wair for préy ro come ta them.
Pit vipers have heat-sensitive heat organs m front of

St 4,

ol Uesome Ty

[facharacterpers herself bacten, wwill likely be
more than an annoyance. Venom doesn't act -
stantly; for mare realism, deaw our the damage. Tf
thie poison inflicrs seven health levels, forexample,
take one health level per half hour; for & powerful
elaphid (e.g. mamba), make it one health level
every five or tenminures. Soak mollsare possible; the
difficulty varies from 3 (a small copperhead) to 9 (a
taipan or other highly lethal smake). The proper
antivenin, taken quickly, reduces the difficulry of
thee soak roll by 2,

Even if the victim manages 1o soak the worst
ot the venom, shewillstill be in pain, If she tangles
with a taipan ora mamba, for example, the poison
may send her into respiratory arrest in a matter of
minutes, A farge diamondback may give herascar
for life. Damage may not be healed unril the
poison has tun its course or been neurralized.




cath eye, which they use to track prey. Viper paizon (s
primarily hemotoxic, destroying blood vessels and
thssues, amd is delivered through two long fangs that
smap oo ready position dusng the strike. As with
many snakes, they retoin a striking reflex for minures
or even hours after death.

Attributes: Strength O, Dexterity 2, Stamina 2,
Perceprion 1, Inelligence 1, Wis 2

Abilities: Alermiess 3, Brawl 3, Intimidation 2, Seealth 3

Willpower: 1

Armor Rating: U

Artacks: Bite (2 dice + poison. If damage gets
through armar — including heavy clothing or thick
hilde — the victim takes no actual damage from rhe
bare irself, but must soak damage according to the
amount and serengeh of the poison: o copperhead
might do four health levels while o lorger diamond-
back might do eight or more, Vipers may strike
multiple times.)

Health Levels: O, -1, -2, Dead

Coir

Cohras and ather elaphids (from coral snakes ro
taipans and mambas) are quick and deadly. Their
fangsare shart and fixed, so they often bireand chew
theit venam into o wourdd. Their poison is predomi-
nately neurctoxic, resulting in paralysis and breath-
ing problems.

Attributes: Strength 1, Dexteriry 3, Stamina 2,
Perceprion 1, Intellipence 1, Wirs 2

Ahilities: Alertness 3, Braw! 2, Siealth 2

Willpower: 2

Armor Rating: O

Artacks: Bite {1 die + poison; if demage gers
through armor — including heavy clothing or thick
hide — the victim must soak damage according to the
amount and strength of the poison; acoral snake nught
o three licalth levels (for a very small amount of
venom ]} while a raipan or mamba might do 10 or more.
The really bad part is that some sniakes, such as the
tnipan, have a hahir of multiple strikes).

Health Levels: OF, -1, -2, -3, Dead

(ot Eontfridor

Cavers anacondas, pythons and hoss. Depending
on species, these snakes can grow up to 30 feet long.

v-—-—'.

Chea pter One: The Beast-Blooded 25

SIS\ —

Camiou r|.'l,l_§f}4.{ with maortled prvtTerns, thisse snaloes wair
patiently for prey to come into rnge. Then they grib,
cotl nround, and suffocare their dinner. Seldom ateack

anything they can't swallow whole, bur their jaws
Lllnhlru:t: to take in larger rey. These stars teflect o
good-sized anaconda.

Attributes: Strenpth 4, Desterity 2, Stamina 3,
Perception 2, Intellipence 1, Wi 2

Abilitiess Alertnes 2, Athletics 2, Frawl 2 Srealth 3

Willpower: 2

Armor Haring: O

Anacks: Bite (2 dice), seueeze (treat as Uirmpple
totlowed by an extended Strength vs, Strength con-
test; if the snoke wins, trear as suffocarion far thar rurm
— Werewall, page 185)

Health Levels: OK, OK -1, -1,-1,-2, -5, Incapaci

tated.

Bl
St
Very clever scavengers, Quite curious
Autributes: Srrength 1, Dexterity 3, Staming 2,
Perceprion 3, Inrelligence 2, Wits §
Abiliries: Alertness 2, Athletics 2, Brawl |, Thadoe 2
Willpower: 2
Armor Rating: 0
Artacks: Peck (| die)
Health Levels: OK, -1, -2, -5, Dead

Fenie Ct”

Typicul birds of prey. Both have sharp vision, but
hawles wre doylight huneers while owls tly by nighe
Hawls have incradible vislon, while owls, in additien
toexcellent night vision, cin locate the fintest sound
with pinpoint accuracy.

Artributes: Strengrh |, Dexterity 3, Stamina 2,
Perception 4, Intelligence 1, Wits 2

Abilities: Alertniess 3, Athletics 2, Braw] 2, Dvdpe 2

Willpower: 3

Armor Rating: O

Artacks: Claw (2 dice; 4 dice if diving), peck
(1 die)

Health Levels: OK, -1, -2, -5, Dead

-m.\







The caern and sepr should be the heart of mest
'1-jf.|5'l'::lu'.'l'ln: "_:::llllL‘.:~ — |E'I-l."!,' ATE G0 ITHEROTNS T \!Tﬂmﬂllﬂﬁ”‘"
(Histrare the primitive socicty of the ziven; Ihr",
represent everything that werewolves nre willing n
fichit, bleed arul die forg they sire the elosesr ehing cht
H'n'\'fk"':"i'"l'r'." i'l."r'l" RN B A g T |'|1I|'|!||'

There isn't enough room in this book to decail
coerns and sepes thoroughly from topto Borom fnat
withour raking up the entine bank and then some).
However, thefollowing tnformation should prove.
e L erenmth for you toger o chronicle starred. lgiou
want even more diemtl, the Werewolf Players Guide
and Guardians of the Caerns ofter as mueh informa-
tocirt s v el sk for,

Pt

A e mote thin w simple reservolr of Guols
— i isthe spiriom] cenrer of Garow sociery. They aoe
sacred areas, rich with Umbral energy, It's impussible
s ine the cenver of acxern and be unsware of the
spirit enetgy that pulses all around you. Caerns can
chinge a person's very way of thought

CF‘-EP‘.\"E'I’ Two: Caerns and Septs
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caern to complement thesor: of pame you want e
I o plan o man an intense game of dark horeor and
shadowy morals, you probably want o caern thut ex
udes strength snd ruthlessness, not compassion and
warmthe Hyow wane tophiy up the savoge natire of the
World of Darkness’ wilileffess) the cicrm should he
physicully fereboding. The mood you evike in your
pleyersasyiou descrtbe Tife at the cademwill ealsr <he
entire gamiesdc's worth some extra thoughe

T et ﬁ:"),’;yz?ﬁ/ Lerrrfory

A egermn covers oot of arene Mool Lafithis amen 19
the low-AFmumtler power source that feeds the Giara:
a proper caern also needs Hyving space for s Qeletiders,
rorm tooset up adequate delefisive lines; and other
necessiries far the sept

Everything is built around rthe caeen's heurt. This
area s not necessarily at the peogrphie cenrer of the
caern, hut it must be defensible. The cuem's heor is o
place where the Umben und physical world nre ane
there is no Gauntler here, and the warld 5 i fusion of
Penumbra and physical realm. The heart michr be o

L £¥)
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cirele of standing stones, the depths of o cave, an
mncient rree, an old urban theater, virrually atything.
The sepr leaders uften call meetings at the heart, and
this is the place where the sept calls on the caem rotem
ar opens the caem’s powers. A rare few caems actually
have two hearts: the Central Park Caern of New York
Clty is ome example. These caerns are rare indeed, and
ustilly pceur only when the area of thie bawn contuns
ewo strongholds of spiritual power, sach one distinct in
nature from the other. (The Centml Park Caern, for
insrance, has one heart thar draws on the energy of the
wiiter that runs throughout the eity, and another that
teeds on the spiritual energy of the massive numbers of
people in the city,)

By contrast, the baumn is the caeen's suter hound-
dry; this muy runge from a clry block or two in an
prhan caern o a miles-wide swarh of wildemess,
Werewalves can sense when they step across the
boumdary of 4 bawn; humans and other intrudeis
cannot (ulthough the retmliatory attacks of the sept’s
tercitorl residens usually nform them of their ins
trusiom ), Many werewalves ||'.¢ inside the hawn —

rhwiruhm.‘u'l..it.m“ {iﬁr #ﬂxm
demimds they livee i ﬁlnﬁfk

anrsde the bawn, bue close by i
Sm&mmmﬁam else 2ate 1o mJ_.:ﬁ'&ﬂ_‘""
ﬂiﬂtﬂﬁ asserribby area w |rhlntﬂlfc1em i

'huwn hnflqlﬂ Ij'lhr MCHIES, Wr_ll-. Ome Suiets, try crimi

nals, mﬂ-mﬂn These plices may bgmarural clearings
o Hallvs, or i the case of urbad caecns, largé ware-
howses or amphichenrers,

To honor their fallen, Garou also set aside an
area of remembrance, commonly called the Grasves
of the Halliwed Hevoes, This arén (sn't alwaysi Hreral
groveyard; usually ir's simply a memaorial area with
tikens of all the caeen's fullen defenders where
werewolves can go to meditate, Here Garou make
peace with their ancestirs — or prepare themselves

before battle to join them

Caerna often hove other arens particular to each
individual caem. A Glass Walker caern might have
n armory of munitions o be used just in case claws
anid letishes aren’t enough; 1 Children of Gaia coern
might have a lodge where the sepl menthers can
rendezvonis with their Kintoll mates. Comsider add-
ing ut least one area peculiar to your chronicle's caem
to odd exers choracter

Thr Umbirasoagpe

The caern's physical ternitory should reflece the
ruture of the caern itself, but this is even ruer witha

caern’s Penumbral landscape. The spitits found in o
caern's Umbrascape should be appropriate to the caem's
purpase and tribal affinity; the very landscape should
teflect the caorn's type. Garou: are expected to be
particularly respectful of a caern's spinit inhabitants, as
they are exrensions of the caern and its purpose. Bach
area within the caem rends 1o have a particular reso-
nince within the Penumbra; for example, the Graves
of the Hallowed Heroes may be parricularly seill ond
cool in the Péenumbra, while the assembly area may
hawve a promounced echo.

£7 FEFFs %ﬁdﬂf&'

A cnern's type determines the kind of power itcan
lend to s prorectors via the Rite of Opened Caern. As
described under that rite and on the Caerns chart
(Werewoll, pg. 226), success grants the ritemaster
extra dice on actions related to the caern’s affiniy.
The ritemaster may distribute these dice among other
imndividunlsas be sees fir; each individunl rerains ehese
bonus dice for the H.‘I'I'I.llll,dﬂrﬂf the r].q',' Fnl. h caerm can

each dw Licfare Trmuﬁr rec hfnge its energy; f&ﬂﬂ'}mj

Mfﬂmﬁfw W

These puidelines aré very genemls S
completely within their rights to modify any and all
uffered statistics as appropriate. Caemns are, after all, so
rare that they're dlmost impossible to pigeonhole.

A £:

Average Population: 410 Garou

Averapge Bawn: 100 acres or {usually much) less
Maximum Moon Bridge Distance: 1,000 miles
Gauntlet: 4

Disadvantages: Very little raw power; smaller bawn
size means almost no area for lupus w live.
Advantages: Fewer Garou o compete with; lietle
mrerpack palitics; good possibility of a player charac-
ter filling one of the sept positions: the Wyrm's forces
are prolshly unaware of its existence.

Arhe 2

Average Population: 815 Garou
Average Bawn: 350 acres
Maximum Moon Bridge Distance:
Gauntlet: 4

2,000 miles
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Disadvantages: Mot many powers; limied room; not
as many defenders,

Advantages: Still lirtle politicking packs have necess:

to healrthy rotem spinies.

Tk

Average Population: 10-20 Garou

Avernge Bawne 800 acres

Maximum Moon Bridge Distance: 3,000 miles
Gauntlet: 3

Disadvantages: Little chanice for filling o sepr role;
large enough that defense is a bigger concern; the
Wyrm has definitely taken notice, starting to become
difficult to maintain or expand.

Advantages: Real source of potent power; strong allies
in septmates; casy access w teachers and spitis.

Ak P
Average Population: 15-30 Garou
Average Bawn: 500 acres
Maximum Moon Bridge Distance: 6,000 miles
Gauntler: 3
Disadvantages: Mare people than room; Wyrm is
actively tying to destroy the eaern; much interpack
and tribal politics; imited access to resources.
Advantages: Very porent caern with o malutude of
powers, mighty allles and mentors,
Tk I
Average Population: 25-40 Carou
Average Bawn: 1,000 or more acres
Maximum Moon Bridpe Distance: 10,000 miles
Gauntler: 2
Disadvantages: Typically huge bown; us large o
population of werewolves sharing resources as can
b sept leaders tend roignore pups; Wermspownare
constantly planning or launching attacks; cannot
be hidden.
Advantages: Huge numbers of Garou come to de-
fend .
Caerrs ofemy

A sept doesn't choose ws caern totem — the
totein chooses the caern. The caemn totem (s a spirit
thar in some way epitomizes the land {tself, the
energies of the cuem and the sept of Garou that calls
ir. The Rite of Cactn Building sends out a “call” thar
is answered by an appropriace spiric many septs have
beer surprised eo have their call answered by u totem
somewhat unlike the one they were expecting, The
cacrn totem |n time attracts small broods of like-

SN N

I'E'll'l'ldf!l.'-I Gn’ﬂﬂnga. H‘hn SECVE L8 l|1-.- MESENECrs ;1n|i
Umbral sentries of the caern tatem.

Caern torems are dircctly ned wo their caers
they cannot raam the Umbra, and they suffer uny
dumage dune totheir lind as well. Their pace with the
sept is doubly important because of this dependence;
the totem needs the sept o defend irs londs and
health, and in rerum iowill offer the Garou the power
that the casm has 1w offer. To betray chis trust is u
grave offénse — ver another renson that the tener of
the Lituny forbidding the violarion of caerns s the
most harshly enforced

Although a caem tatem 1 pledeed wonid the
werewolvies whao care for ir, they are not compelled o
coddle the sept— in fact, it's wsually o poor idea to do
o Unearned power or assistance tends to breed amo-
pance and corruption. A caem totem is often crypric
when offering mystic advice, strict when called upon
torender judgement, snd even demonding when lend-
ingmarrial strength to itssept. Stmply beinga werewulf
i not prool enough thar ane deserves Gala's grearest
gifts —a Garou must be prepared w0 work hard and
make mary sacrifices 1o corn his birthright

Eaern %LWJ

Despite their imitations, caern toretns ure Giirly
powertul as spirits go. With their access o the ener-
gl of g eaemn, they have notably high Gnosis mtings;
even the hellicose totem of a caerm ol Ruge possesies
more Onosis than other spiries of s (k. Rage is
I.IEI.l'.lll'I|I viry 31.T1.'Jr‘.1_,"|'9,- tied to the coerm's LY L ToEms
ofcoierns of Wyld, Stenpgth snd other vibrane ciern
eypres are morre likely to have high Roge than those
who protect caemns of Enigmas, Wisdom amd ather
serene places. Willpower i normally racher high,
although it depends on the rorem's narure; the mouse -
spirit totem of an urban caern muy be quite vimid and
Feserved diespiie its preat wisdom,

All caern rotems should huve the Realm Serse
Charm, 4 cuemn totem will normilly he able to detet
unusual disturbances across the caem's borders, al-
though as always it must make o Gnosis roll 1o
perceive specifics. Materialize is uncommon but not
necessary, Other Charms should reflect the spirit’s
riature and thae of irs domain; the woem of 4 caermn
situated on a lake s far more likely ro possess Flood
than Creare Fires

Inside the bawn, many of the local spirits dre
awake and aware — w werewoll s far more Hkely o
encounter an awakened onk-spirit within a caern's
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Bindaries than without, The Rite of Cagrn Building
senvds forth ripples of energy, often awskening many
spirits 0 the vicmity as well as artracting 1 cagm
totern, And, of course, werewalves ofren nse the Rive

at Spine Awakening to g furtherallics and wmsoee-
rors wirhin the caem’s boundaries.

[he gpirits of a coemn generally offer sepr members
grenter respect and triendship than would otherwise be
the case the SEpT

s usually eomed it IF the
Storyreller chooses, when a sept member negotiares
with one of 1|'Il.' Caertt bobem s |:'I[i'||.,'||J an_'h & o ey
suade thespivicweacha Gl or ernpower i ferish), thie
difficuley of all Social molls s lowersd by |, Newly
-.!l.lll}_!.r_'j cbs l.i-ul.L'L ::|'l.'r'.slr'.- feveiys: 1|.|.|- r|.-1.-':.l.|r|_|I thiey
must have served the sept faithtully and well forseveral
mixing befare the spirits reear them as full brethren.

St

Asimportant gs cacms are, the rask of protecting
them from cormuption or destruction is a heavy respon-
sihility. The structure of the sept arose from this very
responsibilivy — a sept is memuoch o milicary unicas it
s o] uoie or sertement. Seprseructore s evolved
slowly and always nccording to what is necessary to
punrding the caerns bf the world; rhe many mulrireibal
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ety diurnal or nocturmal, so the werewolves them:

sepis of the modern nge ure o compromise eatablished
temore effecovely fight the Garou's lonesiamdina war, by

Evien thoueh the sept & oreanized tor defense, it
still o socinl unit ns well, Werewaolves ure pack cren-
tures; like wolves and humans, they function ar their
Bizsr wlen among their own kind, When consmctine
i sept foryour chronicle, be sure wo keep this social
aspect in mind. Although it's imporcant chat the sept
18 bogically stromp encugh ve hold & caemy, you also
want o offer your players plenty of opportunicy for
rodeploiine, whether ir's plavine political gmvies (o
sdvance their pet agerudas among the elders or foreing
]'ll H'qu |rr {’E!-.l! ||I.I Vol pen ".\'lrh II,'I_‘-:h r'rl.'ITi:'I'IT;-

Mot all werewalves spend all their rime within the
bawn's boundaries. At any given time, roushly holl of
thie sept can be expected to remain ar the e, Fewer,
and the carrm would be danperouwsly unpuarded, more,
arnd the sept lsn't sending endugh wartiors out to take
the fight to the enemy. However, o sepr s senerally
active day or might — the werewalves! enemies nren't

selves can't sftord 1o be,

Aoty Garou don't luve human bives oy mome —
they don't have homes 1o retun ra, they can't hold
down steady jobs, and the enemy s comseantly ar ther




heels. These werewolves tend to live in the sepr-full-
time. However, every sepr is likely to have some
members who are managng to bring in moeney from
the human world one way or another. Even werewolves
have 1o ear. The Garow who continue to Iive human
fives (or a semblince thereat) vaually spend raughly
rwirsthirds of ther nme seemg o their human affaies:
rhie rest of the nme belongs o their duty as Garou.
Even these routines are secondury 1o sy need thar
miny urise — as i result, most werewolves whio work
hive o] “unconventiomad™ jobswith fesble hours,
s that chey're free w move when nesded.

When designing a sept for your chronicle, be sure
thar you rake the characrers' background starles (and
Backgrounds) into account. I ane charicrer las o high
fevel pf Mentor, perhaps o mnking sepr official is his
puirdinn; it another has several dors in Kinfelk, you
should think abour where her relarives stay and how
they figure inta the tribal polies of the sepe. Unles
ot re mnminitg o chronicle that focuses an fravel ora
patccle cut off from it support networks, the sepe could
very well be the focus of your gime. Iv deserves your
attention: if done right, 'l certainly captore the
attention of your plovers.

Fiator

A chein’s purpose aiid the mix of fribes chat
procect it goop lomg way foward estabilishing the “fee]”
af @ =ept. A caern dedicared o Rage, strengrh or
Primul-Urge will drip with raw intensity — even the
mvstics guarding such a place will tend to be agsres-
sive, powerful lpures: By compre, o caern dedicared
eovengmas o Griosis will be o potent forge for intro-
spigtion nnd visiongoesting, where even Ahroun are
encourmged R omaster themselves before gaing into
hattle, Or pechaps the caem is dedicated to honor or

kingship, and thus (s o focal point tor the politics of

many septs. A caern’ dedicated o hope or fertility
shiotild be the tarest of all, and all the more vulnerable
because the entire war iz aminst Lt

Similarly, the eribes sepresented ar the sepr —
sl the ratio of theirnumbers — will play a large part
v estihlishing the sept's flavor. Vieaally nio sepr hias
triembiers of every tribe —werewil ves ore just too few
these duys. However, the desperate nature of the
timmes mieins that tribes whe historically have been at
each nrher's throats nre sometimes forced o GO
are — the Get of Fenris and Black Furies, Fianna and
Wendigo, even the Red Talons and Glass Walkirs.
The tensicn between these tribes can lead 1o i num-
ber of plot hooks and a very Intense game environ-

-mm—.h\\.\—

ment; only the need to difend the cavm prevints
outtight wat from breaking out.

The sept’s tribal structure will probibly be influ-
enced by your players' chmee of charcrers: if two
plavers want to play Get of Fenris, thars n gaod
urgument for a strong Fenrir presence i the sepr
Con't let a [."lﬂ‘fi‘r l1r|.'-'|.l.‘]'lr.".|1 Vsl Into m.aLlnu |-|.|:.
chameter’s reibe mare powerful i sepr polivies dhun
yoi'dl ke ultimately, the sepr structure i3 up to you.
However, you should be sure thut cach characrer will
have somewhere to lenmn Gifts, commune with thei
trabad testem, learn thie mivsteries of lis iribe, aniid <o on,

Finally, don't former that u trile s qsocin
i@ F'&I'!'-Hflilllty isomder. I'ﬁl.-..apirc the very strong influ-
ences of breed, auspice and rribe, each werewailf 15 un
individudl. Your sept can have forthright Shadow
Lords, bellicose Children of Gala, pacifistic Red Tal-
an, even-tempered Get of Fenris or humble Silver
Fang.s...l'lul e Ii.‘l'rll"hl notall atonee. Whe'd leve i)

JSipt Offas

Military tnd social units need structure, and the
sept s no different. Werewolves, like walves, are
instmctively inclined roward hicrarcly. The sepr uf-
leces have evolved partly out of this nead for hiemichy
arid partly for maximum efficiency i defending the
caerns. The following are the most common affices
held by sept members; some large seprs may have other,
more specinlized offices in addition, while smull sepis
may have elders who take on two or more offices at
once simply because there's nobiody else for the b,

* Council of Elders — The Council of Elders i
the sept's main ruling bady wsually three o 13
elders, depending on the size and prosperity of thic sept.
The Grand Elder (usually o Philodox) is the vaice of
the councll, althoush he can le overraled i the
coneil votes againat his decrees,

* Warder — The Warder is the equivatent of a
sept's caprain of the guord or hewd of security — her
word i law when i comes w diefending the caern
propen Only the most bartle-proven elders can else o
rhis Important post, The Wardet"s suthor By CIE EVET
override the Council's in times of danger. The Warder
connot arder packs to take missions outside the caem,
but she can demand thar packs reoain bl to guard
the caermn In times of need,

* Guardians — The Guardians are the wartion
whaose primary duty & to remain behind and mard
the coem: Some seprs assign this role to 08 many
packsas they can afford w6 spare tront thie frone lings
Being chosen as o Guatdian is o préar hanor, and

WnE, TaE

w
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those who serve faichtully are eewarded with Homor
reriown (as well as Glory when called upon to prove
themselves in battle),

* Master of the Rite — The Master of the Rite
menicorsall ves performed ag che caern; ivis herduty
to ensure that nobody calls on powers thar would be
dungerous to unleash wichin the caern. Her permis-
sion is necessary to enact a rite within the bawn, and
she usually stays at hand during the rite to make sure
nothing goes wrong. Finally, she is responsible for
performing most rites that affect the enrire caem —
coern rites and punishinent rites in particular. This
offiee is custamarily held by Theurzes or Philodox,
bur can fall to anyone qualified {preferably wirh
Hirunls 5 pnd knowledee iof most of the rites in the
Werewolf rulebook)

= Gatekeeper — The Gatekeeperis charged wich
control over anv moon bridges opened in or to the
caern. In times of sicge, the Gatckeeper usually forbids

ity nccess to the caern's moon bridge. His respansibil-
ity forbads hum from leaving the ceern, and his post
Iy purs him at the heart of any pelitical machina-
tions involving other septs.

¢ Keeper of the Land — The Keeper of the Land
i the caem's curetaker, who is entrusted with the duty
of keeping the coern’s lands well maintained. Thispost
stems from more than vaniey —spines demand respect
for themselves and their physical analogues. A tree-
spirit whose tree wus neglected and fell ill can bear a
grudge for centuries afterward, Nor all rribes (and their
|l”h."| |. "F‘irlr"h REE T rll.".‘.';i il.“' rl1|\\| i lfrr;["r hl!‘“"_"'p'i:r: El:lnﬂ
Ginwwers and Red Talons m parricular prefer a mare
"Bstuest™ hawn.

¢ Mister of the Challenge — [f one sepr member
challenges anather, the Master of the Challenge over-
seess the clush, It s his duty ro ensure that no duels go
too fur (although this rule is relaxed tnmilitant septs),
anidd to impardally judge any challenges of pamecraft,
riddles or wests of character, This post {5 quite neces-
sary, aswithour itmany werewalves would sarely dic in
brawls over their honor — preserving their honor,
perhags, but robhing Gaia of more detenders.

Lagar Oficny

The fullowing offices are present mainly in larger,
more formil septs; most septs these days are too small
tiy spare the warm hodies to hold these posts full-time.
It's entirely possibile, especially in these days, that ome
person ey hold more than one of the lesser affices o
i lesser office in conjunction witly a greater one.

The Master of the Howl, traditionally a Galliard,
leads other Gibbous Moons m the Opening Howl that
bepine every moot. The role evolved out of a need for
the Opening Howl to set precisely the tone for a given
moar's husiness,

The Caller of the Wyld, often a Theurge, leads the
sept in the various rituals of homage to the pack, tribe
mnd caern ratems that watch over the sepr. She also
specializes insummoning the particular spirits that are
allied ta the sepr. In mast mopdern septs, this office's
duties simply fall ta rhe $Masrer of the Rire.

The Trutheatcher, almost always a Philedox,
mediates disputes and ecrdains punishments for
violations of the Litany or sept law, Serious of-

fenses are always punished ata moot in full view of

the entire sept.

The Talesinger, of any auspice (bur commonly a
Ciallined), leads the sept in talsc of the past during each
moot. She may also bring forward other werewaolves to
play the part of past heroes, reenacting great legends in
pantomime to honor the Garou's ancestars.

The Wyrm Foe, always a great wartior {(and there-
tore usually an Alroun) leads the sept in the Revel
that concludeseach moor. Hishowl incites the already
excited sept to charge through the caem's bawn,
savagely killing any intruders chey may find there. The
Wrm Foe may also coardinate the acrivities of packs
that strikee ar che Wyrm's heart away from the sept,
passing on infoomation for them to we on their mis-
sions, The Master of the Challenge usually assumies
this role 10 smaller sepis.

Adooks

Althgugh 1t's possible to tell a story revolving
aroutid s moot wich just the bare bones information in
the Werewolf rubebook, -.g';:fittli: more detarl s always
helpful. The following infammarion is meant to heln
Storytellers customize the mats held ata sepe, and o

lluvl-;k & frartie work L]‘ml.‘, ghould hupufull]l inspire a
story held pra VL Thokewho are infer *;tulfrl oven

rore, gt ﬂmqqngumgq_d tonCa erewalf
H.a;,era'dmr.[u pnd all: Story tehens, fra_]_;tfi
L;I[IL‘.II‘MI'EFEI‘I“E*I.W“ 10 &t the
characrer rffthfhwpﬁ o

Mot moots follow i fairly Basic patterm, one that
hasa practical purpose. In order, the five stages of amoot
are the Opening Howl, the Inner Sky, Cracking the
Bope, Stortes and Songs, and the Revel: These stages
sl the seprt o gather together, honor cheir torems
unicd recharge the eaern, air anv grievances, affirm their
history and finally give release w their passions, Prop-
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erly performed, a moot reaffirms what it means to be
Crorens i the hears of all char arcend,

# The Opening Howl
All moots begin with the Opening Howl, led by
the Master of the Howl Each sepr's how] has a disrine-

rive tesonnnee, hlending together the flavor of the

caern, the voces of the tribes present and the tone of

recent events. This howl is mesnt tostr the hearts of
the participants anid set the mood for the moor to come
tn times of war, the Opening Howl 5 grim and
rescunding, while in times of celebration, ir reverber-
ates with jiny
* The Inner Sky
The moar’s second portien devores desell (o con.
mcting and honoring the sept's spirit allies, thereby
’ serengthening the caerm. The Caller of the Wyld (or
Mastir of the Rite, if no Caller exists) leads the rivuals
ter contaict and pay tribate to the spints. This isadeeply
reverent ceremony, if not always serene — the spins of
some caerns prefer being contacted through rltval com-
bt or botsterous music and dance

* Uracking the Bone

The third stage is the mast serions, as this portion of
r!"ﬂ' AT 15 r]'l'i' F"i'l'rl' 'ﬂ]]l‘.'ulll.'il'll.'l.! (18] "l"l i E“l'l”"-l.":- F |I.':'
the elders make edicts onsept policy, and sept members
air thewr gricvainees, Any temporal business, o fe-
pores on the Wyrm's movements 1o Anancinl conside
dtions, & hapidlad Juringe the Crackine of the Bone
hesst septs allow anyone with something to say todoso
during this rune, although these who speak frivolously
ot of tuem rmay very well lose Honor, This s also th
partion of the moot where the elders mete out punish-
TS S aEre] thiree wlin"ve violared gt or Lanroy laaw

* Storics and Songs

Oince the formal busmess i iinshed, the Talesingen
lends the sept in spinnng stories of past and present
Oarown adventures, This stage of the moot s where the
{-lil.ll-Hl. .1L.|'.|'||'I"|'n'|tfl..h="|._ |+'t'“ '\IIE]'ll:lll. ."E'.'.I recent ||L'Cl\.|'\l |.||
Rencwn and honar thewr ancestors with |-.-=_'--:n.|..|r\ talis
[hese stortes are meant not only m grve honor whete
himear is cive, bur ala o inspire the sepr to emulare the
plorious achievements of thelr ancestors ond peers.
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* The Revel

The presion of every Garou in the sept builds
rowand the Revel, when it finally releases in o burst of
tretnendous physical, emotiona] and spiritual inten
sy, Wnce the sept s roused as high s possible, the
Wovrm Foe ssames Luput form and pives o mighty
hiowl The restof the sept joins in the howl, ind Gurou
ot already in Lupis make the change, emularing che
Wyrm Foe. Then the Wyrim Foe charges out of the
CACTH frivpher, |l.'.|.l.lIF!;I il EnTire sept Om a T T |:J.|:-.'jr
the area around the coerm of all enemees. Werewalves
in the frenszied throes of the Revel jre queite liternlly the
stuft of humans' nightmares,

The Giarou passion released during the Revel is
effectively row Grosis that pours back mro the east
sl susrnining the caetn just as [t sustibns the sept,
Az the Revel enids, the werewolves find their way
buck to the cocm, exhousted but (ull uf feelings af

PHpse il unity,

Fubice

The modern Jeen| systieins of thie Westers werld
are o tar ety from Garou justice, Werewolves keep
their own laws, and punish transgressors as swiftly
arud severely ws the most notorious “hanging judpes"
of the Old Wesr, Although a werewolf can commit
many errors of judeement or lapses inomorals char
lead ro n loss of Renown, some crimes demund more
severe rerribution

Awerewolf charged w ith rransgressing sgainst the
Gt us o whole (and thus asamst Gaia) comes before
the Conmcil of Elders. The sccused need nor acrunlly
be present at the tal, but absence (5 almost always
seelt da ane avhimission of golle, Usyally, the entire
Council convenss fur truly SPEEeriTE TN sETessions
agaenat the Licsny. Otherwise, only o few members of
the Council need be present o scras judges. Theexact
form the trial takes vares with the sepr iself, In
multiple-mibe sepes, the judgng format vl v follows
troim the rribe COMPOEL T the w_.'.‘-|-”+,l majerity,

Although cach tribe has its own format for judgimg
bireaches ngainst Garou and Gaia, all procesdings take,

N /AP ——

at maost, o matter of days to resolve. The rypical case 1
judged in o few hours, if chat. The werewali who
violares the Litany or the Iaws of their sepe or tribe cam
teually expect o face one of four parishments: sham:
ing, shimning, exile, or death,

* Shaming 1= the punishment of choice for those
who have ler theirpride, cowardice oz self-absorption
lead them to sins of neglizence, Punishment rites
such as the Stone of Scarn, the Voice of the Jackal ot
the Satre Rite are common examples of shiaming.
Werewolves being the proud creatures that they are,
this metic is perhaps more effective than it would be
in human soclely,

* Shunning is the next step i severity, applicable
to these wha placed fellow Garou iir ochers necessary to
Cintin ar unnecessary risk or o those whe have failed to
metid their ways after previous punishmenes. The Rire
of Ostrmcism is the method of choice. The shunning
{thuring which ne other Garou will even acknowledwse
the target's existence) cun last from o week w o lunar
year; although the manseressor 't wld the acronl
duration, Sometimes o shunning will last unril the
rransgressor truly mends her ways (althoush, again, she
't teld thar this is how her punishment will end)

» Exile is given ta a werewoll whose bet u','.'{| ol
his duty was unforgivible, but who s considered
insufficiently dangerous or corrupt to kil outtight
The permanent form of the Rite of Ostracism cam-
pletes this process; from that point on, the Garow is
considered Ronin, without sept, pack or tribe, For
pack creatures like werewolves, this is a harsh pun-
shimene indesd.

* Death i the ultimate punishment. [f the
pifender's crimes ure so homible a5 to mandate o
senitence of death, but the offender herself is consid
ered to still have p vestige of honor, she is the subject
if the Rite of the Hunt. If, however, she has apenly
bermayed her own kind to the Wyrm or othierwise
erased any lingering honor she once had, then her fina
Fare 14 Lindn’s Vengehsl Teetl. Those who die insuch
a fashion are considered less than Garou — honorless,
vitlueless crearures unfit o walk Gais even as Ronin,

14 Werewolf Storvfellers Companion
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Mo matter what a Philodox may say, the Litany is seldom abselure. Most eribes put their own spin on the
Litany"s laws, enforcing crimes against the Litany a little more. . selecrively. For example, a Silver Fang who
butchers humums mdiseriminately will be tried fairly severely for viokaring the rener “Respect Those Benenth

‘ Ye — All Are of Gain." A Red Talon who does the same, though, - well, his elders might fum o blind eye, or
claim thar the young hothesd in question was following his ducy to "Combar the Wyrm Wherever [r Dwells
arid Whenever [t Breeds." The Talons have long believed thar the Wiyrm breeds in the heares of humans, afrer
all, ane it's hurd to serually disprove that....

However, a sept must uphold 2 common standard of justice. I the aforementioned Red Talon were
charged with violating the Lituny in a multitribal sepr, his eldess would be able to da little for him; the sept's
laws follow the majority opirion, fot the extreme. Those who breale the Licany in eribally “condened” (or,
rather, ignored) fashicon must be careful to do so out of the sight of members of less understanding tribes
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The Garpu aren't alone m the World of Darkiess.
Thiere are a number ot orther supernatural ereatures
thit prowl the citwes and wild places, pursuing thew
P nperielis, Thie werewolves have orossed pichs with

them now and again, and pass un the knowledge
thiey've gained from such encounters te theirallies
The question s, how much do werewolves know!
Sure, vour players can go pick up a copy of Vampire:
The Masquerade and be guoting clan names and
Discipline effects within the hour. Werewolves in the
World of Darkness com’t have that lusury., Their
iformation 15 limited; it's just not possible for a
werewolt to go-slumming in 8 vampire hangour and
pickup the linpo by eavesdropping. And they certainly
don't sofreely exchanmng mtormation with moges o
vampires or the lke; they eried thar a few times, and
the end result was always the same — fallen cacmns and
depd Garow, In the World of Darknes, only a ool

trusts an oursider to be exacely whar they say they are
They mught be telling the truth -
they're not.

bt more often

Hence this chaprer. Although the Werewolf:
The Apocalypse rulebook offers some basic, hard-and-
fust infarmation about vampires, mages anad the like
that's not verv belpful when it comes time o deter
mine just How well-educared the local werewolves are
int such marters.

The following nformation s tolid fom the per-
spective of the werewolves themselves, (n particulur
thie werewolves thar have made o hahie of stodying
each supernatural group o guestion o addition,
sidebars sum up the quick version of what most
werewalves know about the given group. Generally
speakang, wssume Lhat most Garou that the charucters
e |'I.I'||.'l'||3r' rl'll.' b oAl fon in Il'H.' "'!';ItE"'ilr". “!:1.‘[!‘ 15
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a mentor o elder who specializes in the lore of the
given supernomm| crenture may have acoess to the
largger beady of lore.

A, uf coure, remember that not everything the
Woroag '1'\'{':‘ I."L"Ilt"\.'t" 15 LEREE. ..

Lamesrar
A recounted by Buries-the-Pead,
Afroumn

| ave heard it said that o people 15 defined by its
eriemies. We khow ehisto be trae ol the Giaron, for we

Silerst Stvicer

huve mony; many foes thae wish us desd — and we B e
torced to become wartions in response. Know this,
though, voung ene: OFall the monsters that you will
be forced to oppose in this world, there are perhaps
nomne more wretehed and involerable than tiie Leeckes;
the dend who walk, rhe Cadavers —yes; vampires:

Listen o mie, moy ‘!'nu'..l.||:.|:-~.|ritisrﬂdlha'£ﬁﬂt-aull'
vimpires pre wholly and maliciously evill You wall
learn that o fow werewolvies, F‘-.‘jl'l’j.cul;ﬂfl‘y, A tl'm
Cilmss Walkers und Shodow Lordiy feelcha ir 8 beyrer
to strtke truce with the ndend tha b wasee lives
warring of them. You will heur that + 11nplm are
sametimes victims, creatuncs whdidnor ke b have
their souls rent from them and thele Bellics flled wich
h-mmrrm bilowod.

This tsall erue. Bueyou do yourself, vour pfult your
tribe, ol your Mother wrong it everyobl s dne “*.
the umvidead.

Thie Leeches are orarires mede of Ties. Tl.lt}' lie
to snare ther prey: »they lie to hide their Tadvss chiey e
because they hove forgoren liow w tell the truth,
Even those who did nor ask for theer fare will do
whitever Lhm, Hausl to préserve their half exisfenoes;
even the most meek and reclusive vampire would
mther kill in onder mo survive imether nighr than
stenply die, They feensy, as we do; anything that might
endanger them, such a8 fire or the rising sun, will
drive them berserk, Tiu"l,' cho mor havis the [iawer Lo
evércome thebr cordition, wnd they do net have (he
will to renounce theirundend existence ar all costs: A
very few boast no grenter sincthan the weak will chae
prevents them from resisting the urge 10 harm others.
Thiese tew may not properly deserve ro die — but they
must. Their souls nre gone to wherever human spirits
eos whist temalns fs o shell filled with Wyrm-given
hunger thiat remembers vaguely how o human should
act. Pray tor the soul char has fled, even asvou releaie
whar remams from the body

Listen, All vaingtires have the purtenitial for super-

notural strengthy speed and endurance; nor one of

Werewoalf Starvtellers Companion

them is weak as the person it ance was, The more
recently they have fed, the stronger they are — blood
is nar merely an addicrion v them, it I.~.- the source of
their power: Age also strengrhens them; the corrup
von i therr bodies grows over time, granting them
more and more power as they grow older wmd alder.
Woanld chat evil would consume itself more quickly —
bust If that were true, there would be no need for us
I have hunted — and studied — the vampires
farn long rime. They seem to be social creatures, but
theirsociery isa crnel one. Whether subrle ot overt,
they enjoy exercising cruelties on humans, *playing
with their food.” as it were. Their mortal lineuge
seems [0 be impartant to them; Lhave marked o few
ﬁ‘hﬁﬂlmke openly of familiesand bloadlines. Though
| comnat sée how o corpse can pretend to pure
hr.&q!ﬂl:ﬁg’, sthe fllusion s apiparently quite lmporcant
o the Leeches.
“'{-}mm_ma:h:ﬂ tour different castes among them,
natunlike theeastes of other human socieries, A casre
“seems 0 influence a vampire's particular strenpths; |
“connot say whether this is o learned thing or if the
vamprires 88 "borm” to their ahilitics. Ultimaely,
thowgh, it:ﬁlﬁa‘{ lietle difference whether aptitude
'dﬂmmru: ‘Caste or_caste derermines npritude. No
L'.iﬁti]:' 1 ey [esammsmu:, thart the others, no matrer
how eiwnlized thiey may seem.

s haeel 0 miistake one of the Deformed for any
pher caste. Thelr corruprion 1s made manifest on their
taces, in ways eddbynppropriate to the nuture of their
humgessi The Dheformed caste is rhe lowest among the
vampire hierarchy; éven dther Leeches shun their
abvious debasement. [n return, the Deformed appenr
tir devare their energies o “sharing” their taines and
altlictlons witl humanicy.

Seme arc scarred and twisted, even half-melted
like lepers; it is my belief rhat these are disease-
spreaders, wha pass blood-borme diseases from hu-
tan to b, Soime appeur tobe roiring corpses, as
though the power of the blood they drink is no
longer capable of staving off decomposition. Such
putrefied creatures wield the power of unnorursl
death and decay; it is their ralent to wither and
shrivel the young and vital before its time. A few are
even deformed in the manner of :Illilllii|.‘-:. with
patches of fur und strange deformities like undead
paridies of the fetional Dy, Moreau’s creations.
These crearured spread madness and bloodlust.

-_—-7
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Although the Deformed are easy to recognize in
their true forms, kniow thac these beasts have learned
the art of illusion, all the betrer to conceal their
deformities from their prey, They have exceptionally
keen senses, and some mumic the powers of anamals.
Though | think they are oo ignorant to realize char
they insulr the narural arder by aping the strengths of
living things, that makes the insult no easier to bear.

7 Perwiors

The next highest caste {5 that of the Warriors; or
pethaps they are a caste of commoners instead. lt
would seem that this caste is by far the most populous
ol all. 1 call them Warriors hecause they are most likely
to focus on the physical aspects of their power —
5t[1:n[_!t|1, u.[.w;:::d III:iLiIEI:lI.:‘Ll senses, ani Eht‘,ﬂ'%ﬂ
tricks such as invasibility. | do nor mean rqimpk ;_l;f:lﬂl;
they share 2 common martial dwuipﬂm-ﬂtﬁ',ﬁ i
Instead, chey are the infanory of thél
all voo often awkwardly thrown rogeths I]iﬁ}gxn nnml.
tive militia. .

But this militu baos |J[1},hf'.ﬁ.ﬂ,l’ﬂid h
creatures of great physical pmm"mra:lﬂﬂ'uf:p often le
(or are created with! [ cannot sayll other, mt.'ﬁ.tw:
powers, | theorize that perhifs’ E&,hlghw ARtEs Are
given o recruiting their new kindfrom the ﬁ’fnnr
caste Tow and agaln, and t.’n'q'-._p jm i v.wngrﬁ'm Yol
face who wield arypically versatile pawers are w;;
tices-in-truimng to those above them,

The Warrior: are numerous, hhd";hal. i M
wreatest strength, However, they only run
tricks of traveling in packs. If you carchij
rhey are easy prey — | hove heard no tales nr‘lﬂ’m

that has achieved the might of ald age.

7 e Planiockr

The vampires thar use sorcery to achieve their
cnds are perhaps the rarest of all — and not to be
underestimated. 1 do not believe them o be the
highest among the castes; they seem to serve the role
of vizier ta theirsuperiars, They are extremely danger-
- in my cxpcricnce, the very worst ofall,

ons, however

The magic of the witch-caste comes from no good
source. 1t does not rely on the spint world as divectly as
do our rites; not even Banes answer the call of an
undead sorcerer. It may be 4 blend of rheir bload-
power, human magic and Wyrm-granted investments.
| believe, personally, that it derives from the Dark
Umbra and the things within — or perhups even the
Abyss. | have never dared pry too far; even the Ukeena
know that there are some secrets that must not he

w-—_-
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tearned, lest they nest in your brain like a spider and
deivie v to miadness:

Never — and | «ay never — anderestimate the
power of an undead witch's mogic. Tt was n great cabal
of these monsters that deove my people from thew
homeland, sectng ghostson our heelsand corsoe ws o
wander forevermore: [ do not know whnt spiries, living
ar dead, they drew on to hamess such power; [ am
thaaddul they have nol vsed such power since.

O all che vampire castes, ne preacer enemy will
vou find than these wirches; creanures of the red desent
anid worshippers af the Night imsell. Tread tnost care-
fullywhen you find one; never ler it eaprare your hair,

_ndlls or blood. Do not enter ity sanctum r|n]11t,p.1u.'.i
-ﬁaﬂ_ﬂ gou find the epportunity o destroy i, do so

[ lﬁﬂ’.‘flﬂlthﬁiutmn
uﬁM-,

o The most beauriful und scongest-willed smong
.uhgwmpmmum] Iy rise to positions of prominenee
their kind The popular “romanric” norion of
pmeng humans — does it not seem galling,
mp
that: Tl -wmu:d idolize the human-seeming mon.
mdmﬂ upn-n hem and demanize .m|rru[|nnd.4
__{hr arw‘ﬂkmhmrh *g8, OF SWim in the seal — finds
Wt
: hmMam- of the ruling Leech caste are

1rui'r|
— thiose chine ure not hove ricks

fﬁl‘ﬂ‘m Eraronr Amion: fxmﬁmf

s V.lmpm:a grink of the Wyrm; they are
also ::dnl;,h.n.tdf"!ﬁ." eaver energies, nlchough not

s strongly.

* Vampires must feed on human or antmal
hlpod to survive, They are not honomble hunters,
however, and hunt as if it were sport to them,

o Vampires fear the sun, and are havmed by i
rays, Flre will also destroy vampires. This would
seem to indicate thar purity 1s anathema to them

* Vampires thrive in the citles, ond will dy
bl i thelr power to expand the cities ds far ds
they can.

* Vampires can exist ("living” s not a gosd
word for what they do) for cenrurles; they may
even be functionally immoreal

* And, of couarse, homids may “know” whii-
ever they've seen in movies aboue viimpires; most
Garou, however, know better than tio trust
Hollvwood's reservoir of occule loce:
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You sce, the ruling caste is the one with the
preatest power to contral the minds of others, Thar
would seem to be common sense; after all. And they
have many, many ways of exerting thelr power, Of
course, some may cranstis you with their gaee, Orhers
cin control anyone who has ever been tricked o
drinking rhewr blood. Still arhers use rrual spells and
hipriotic sores,

Yes, spulls; it i worth mentioning that the ruling
viste seemns to be able toaccess the powers of any of the
castes below them. They might possess superior
strength; of the ability to misk themeelves under
illusion, or forbidden rituals calling on the Wyrm. I is
my Delief that they can compel those of orher casees 1o
tench themsuch tricks, whether by tlphe of theirnabbe
status o1 by using thew mind-raping powers: They are
even all the more rerrifving when you consider that
these same powers grone them great power and infly-
encie in the mormal world; they might have politicans,
palicemen, bankers or even generals under their
thumbs. Thankfully, the ruling caste 1 the rurest; and
muny of itz members seem w spend an inordinare
amount of rime artempeing to wrest power from one
another. They ore dangerous, dangerous enemics, sy
erything that we fepr abour the Leeches.
dots it seem unusual for in Ahroun
such as myself 1o use the word “fear”! Perhaps vou-an
righe. Bur it 1s geod 1o fear the vampires, for they are an
ancient and wily enemy. Were they ony weaker, we
woullid have destroved them by now — and ver they
threve all the sume. You would do well 1o keep o
healthy respect, even a small amoune of fear for the
Leeches und their powers, Respect them — and by
tespecting them, you will lenm never to underestimate
thielr abilive ro seduce, decelve amd desrrony whionever
it suits them 1o do sa. In knowing them for whar they
are, you gain the power to fight thent, as you tnust,

gt

Fram the :{'-IL'JIHL'[,],‘G of Iagrid Sr. Joan, Black Fusy
Strep

The Gialliards will tel] you that the witches are our
enemles, Thar i because there are Many msrances m
the past where o caern came onder attack, aind only
afterwirds did we learn il i was norehe forces of the
"'x-’?ﬁh — bur rather, grl.‘l.:d}' warlocks who came th
drink the caem's enersies, And they do not know
restenint; o caerm will dry up and die before a cabal of
warlocks realizes that they should stop donking s
power, My sisters have told youthar T have conversed,
even fought beside shomans and witchies of noble

Pardon me -

40 Wevewolf Storvfellers Companion

F-.__I‘_--__._y

enough purpose before — this is true. Bur never would
et them across the bawn of my caern, nor even would
I tell them why. I even ome succumbed to o despernte
thirse for Grosis, and came stealing to the caem in
hopes of filching a few sips of the caem’s enerpy — |
woruld have been guilty of violating oue of the Litiny's
ot sacres] lows and my life would have been righe-
fully torfe

But yes, | have cooperated with them — always
conditionally, but | hove done 6. Not all are dire
ervmies; they are all dongerous, and often bad o
know, bur ot all are enemies. T rike it vou would ke
by ko mire !

There is a preat differences vou see, between a
sorcerer and i shaman — op to put It another way,
Berween a witch and a Wise One. Many human
peoples nore the difference between one wha uses
magic or medicing only to hes) s soothe, md one
whio uses her . gifts o serve her own ends, or even w
lartm orthers. The first s a shamon — rthe second, o
sorcerer. Most mpgies, 1 lear, nre the lnrer.

As the legends po; magi are not entdtled w the
JLERHE & thu'gr' wield — rhey use fochidden kﬂﬂwh_mh.:r [
achieve their ends. Yousew, these warlocks are ahle o
rewrite the natural vrder, il you will thisy do no
deaw thelr powers from the spirits as we do, but mther
force the world ro ehey thewr will for a shor period of
nime. Where an Uktens might call on the power
loaned to her by Blueiay to emulate the jay's fighr. o
warlock will force pravity torepel him rather thin deaw
him closer to the earth’s bosom. Where [ wiould speak
the tonzue of spirics taught tome by my spiris friends,
a witch would use her power to compel spirits 1o speak
ina language she understunds,

| con'tsay for cermin if thelr power is stolen or
forhidden, but it is trie that wadocks are punished if
they o too faror dare too much. What punishes them?
Why, the world ieself, it would seem — or their own
magic. 've seen o witch devoured by the forces she
tried to call on. 1t wasn't a pleasant ssohie, althooeh 0
wis, somehiow appropriste. Thie strike wak a0 swift, |
didn’t have time to catch its scent — its true acent, 1f
youwill, Even now, | don'tknow whiether it was Gia's
will| the Weaver's power ar even the magic ioself that
decided to wiite the witch our of existence.

The must obvious explanation is the mast popular
amang out kind. A warlock's power, strange e it ix,
ravages the vory face of Nature itself. It leaves furrows
i the flesh of Gitin— no, ner the earth, bur racher all
ul the world. A warlock wha forces the wind to carry
him leaves invisihle scarsin the ar irself. These souges




rapicly heal, bur would they nor be a constant frrica-
tion to the Mother, like adust moe in Hereve? The
reprisals, when they come, seiem mndomg bur tooo fy
struck by o horse's vatl or o mosquite shsently smashed
by a human hand, thew fate must seem random, tog
Poes the mosquito undersinnd that s bite is in some
smalbway debilitatimg or undesimble e che vast moun-
tein it teeds from!? No. And neither do the worlocks
understand that their powers are offensive o the
Mother, Just ag the mosguito looks ar the vastness of 4
person and sees only o neal, the warlock looks a the
willd amnd sees only dua which Tie Jesices:
However...there s another possibility. Perhaps
the reprisals visited on these witches are nocsone by o
sleeping Craia, but rather by rhe Weaver. Asyou knew,
the Weaver s not fond of . vanahles: Everything must
abey her laws, arelse it fs not permitied roexist. Lkonow
this 18 hercominand; | hove the scors thor mark her
displeasure with my guardianship of the Wyld: How
furicus the wirches must make her — even we Gareu
abiey the Baws of the universe oedained by Cluda. Tl
wirches don'tdo even that. So the Weaver lshes out
at these poor fools, smashing them when they 2o wo
fur, forcing them to ohey the natural order. She may be

-m—m-m—

At Aot Cearoe Knone Adgper

» Mages possess the power to somehow re-
write the laws of nature; they are capable of
performing grear mimcles o hideous armgines
given enouglt tune aid etfor,

® Muges wre not meant to possess their powers
—aratthe very least, touwse themoas they dio. Thelr
powers offend Goin or the Weaver, who punish
them for thiie hubris from time o e

® Mages feed an Grosis, and there are many
talesofthem mounting ruds on casrs to drink the
sacred pl'_;u:a dl",' aof the Mother's Iehlood.

o Mapes leam mapic secording to human
tradition: rheir powers run the gamut from Sa-
tanic-style nitualism to New Age prewdo-shaman-
tsmn ton Tacisr alchemy

» hdoges canand do fall toche Wyrm, They
doy not seem inclined o offer themselves to the
Wenver or Wyld.

® There are a few mages who pracrice much
greater restraing, either to avoid the spieies’ retn-
hurion o aue of penuineg reverence for thie way
thie world works. These mages are pot always
enemies, plthough many are still opposed o the
Claian ideal
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rizhr in doing so— buor it = hard 1o say whether chiar
wane af the few pood instners remmmme to her, or
whether (Ui another symprom of her madnesi.

I wondker an vhe trueh of thise T may be than the
rruth iz blend of borh explonarions; perhaps the
warlocks' power pains and imitares the Mother, and
thie Weaverwarches for the Mother to linch. knowmp
rhuar thesouroe of the wrimvion is heeeneimy as well, [
feOT fOr e L say

Yo will know aowitch by her relionce on human
magical traditroms. Az L underseand it, the power is not
in the tritppings they se — be they bisiksol “Layp-
tinn" spells, voudoun rinuals, shamamic dances, Crowloy-
Inspirs] Satame incantanions or whiat have you — but
in the magh themeelves, Unlike our own rites, which
arc empowered buthe spirics, their ricoals seem oo lend
them aosorn ol focus, o fremework o chonnel their
eneray. [ ean't suy why it is that some we numerblogy
and nlehemy and others rely an meditarive echnigues

the foibles ol thetrpeculinr mindsers, Lsuppose. Une
witch in particular protested that there i a secret
conspiracy of mages who disgoise their magie as toch-
nology, bur 1 believe her to have been mentally un:
soiund: she seemed our of seirts with the modern nre,
tind may not have been able to deal with the idea thar
ll'L]“II.JI.I.JF!l LN i“l.l."”'l.r:jl.l!'l !.l'l.lrll:" rl.ltl:l.“."rh' E:I:ILE'\.'L"I.{
to be in the provinee of magic alone.

I mention that their povterns of thoughe are e
wsual, yes. Many mig have o deeply rooted need to
believe i something, no matter how peculiar, They
oy denw comifort frome their beliel i a paretirchinl
god, or they may helieve most sincerely that their
pctions of mental assault and seduction are not only
condonable, but alse necessary, They ate olisessive
creatures, driven by the nead w overcome the Nows of
thermortul shells—forall awarlock s power, hizbody
is srill psfrall asany man's —and the destre to see thalr
will made mamifest on the sorld. Thes mokes them
exceptionully dangerous, for you can never tell what
convicnonsa witch may hide from you, convierions
thar mile-her soul:

Anid ves, these convictions muy be dedicaited o
thie Wyt Thereare witches who practice the blackest
forms of magie, who have fallen to rthe Enemy, These
are the worst sorte — they knowingly congort with
Bearis ind fomort, and have sold their souls o whar
ever Mallean enrity has chosen o present itsell (o
them. They are insidious sorts, subtle and decadent,
and they connot be tolerated ta live. Are there mages
who follow rhe Weaver or W yld, by compare ] canmn

-—-\\‘—j“




sy | think there must be, bur I've never heard of any
whio fit thae deseription

A witch will probably be your enemy. She may be
vtemporary ally. She may indeed seem warthy to be o
friemd. Bur | caution you— donet seand too elose, She
exercises powers she wis nor meant to use, probably
with the full knoswledge that she runs the risk of being
pumished by the universe for her temerity, Whether
you agree that she has the right to use her powers or
not, it is dangerous to stund too close 1o her — and by
calling her friend. vou also are in danger of making her
enetnies your owr. IF the stories are true, and the
witches are anathema 1o Gaia Herself — then may
henven help you, for your cwn kind never will.

Hersfors

From the fovemite vant of Trash-50, Bone Gnawer
Ragabash-

Lok, You know there's always going to be some
human who can fight back. The Veil ain't perfect, and
niow mnad pggain some guy with solid brass testicles finds
the courmge to stare one of us in the eye before be
undonds two bareels of silver buck {nto owr chest.

Clowirse, he ain't long for the world after thar, ‘cause
the humon ain't been bom whe's 8 match for one of us

particularly an angry packinate — without some
powertul mojo on his side.

Least; that's the way it used to be, Things arc
different now, since the Red Sear showed up and all

You haven't heard abour these guys. Trust me.
They don't get aut in the boonies much — they crop
up in places where there's a lor of humans 1o Fivie rise
to ‘em amd a lot of monsters to go hunrin’. And that
means cities. Bue what we're dealing with here is a
while new hreed of brass monkey, something that ain't
quite o wizard and win't quite a mortal. The kicker is,
they're able rosee us —and vampires, and fomori, and
Gaua knows whar else — for what we are, no matter
hiow weell we're dispuised.

And ie gees betten, These puys have some kinda
supernatutal power juicing rthem up; something that
ain 't quite Umbral, [r's versarile seuff; ic makes a butter
knite as deudly as a klaive, or gives ‘em the ability to
look a vampire in the eye withour getting hypmotized.
Crazy shit, man, and no two have the same power,
Only 1 think thar "seeing monsters” thing works for
them o matter what,

I've heard u few stories ahout who's been giving
these quys their powers, and why. I'll rell you right out
that the theory that they're being fueled by the spirits

\‘\‘—l—m-—-mﬂ
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of the cides themselves bs bunk — | asked Maomma
Tampa mysel if thar was so, and she ain't the sort to lie
tou guy like me. Some folks say they've been empow-
ered by the ":{-"T,rrln =0T, d{'pundmg' an who You
believe, the Weaver — to hunt down anyone and
everything that might be a patential threat to their
Celestine. Ofcourse, they don't smell much like Wyrm
or Weaver, 'cept on an individual basis, so thar theory
kind of sucks, if you ask me. |'ve also heard that they
were empowered by the Wyrm in some last desperate
flash of sanity. sent our torestore Balance ro the warld.
It's a better theory, but again, they don'tsmell like the
Wyrm — and what's balancing ahour genocide, any-
way! Leven hear that they'te samething lke the magi
— muybe they're the next evolutionary step up from
humaniry, kind of o humaniry-with-rhe-power-ra-de-
tend-itself, if you know what | mean. And theydo tend
e crop up in the cities, 0 maybe that's accurate -
maybe the big ol' collecrive spirit of humaniry finally
gor around to providing someone o fight against the
Ienpergium, only they're about a aillion years oo lute.

But who knows!? They don't. They don't have a
clue, man. Poor bastards, the anly thing they know is
that they woke up and started seeing monsters every-
where and they've held on just long enough w find our
that it's no hallucination. And since they're jusc ordi-
nary folks ar heart, thar means they see the need 15
watch out for their kids, or w clean up their neighbor-
hoods, or whatever. So they govigilante —and they're
jusr tough enough ro be dangerous,

| dunno whar this means in the long run. | don't
think rhey run in packs big enough to be a threat 1o
any caern, but who knows? The Apocalypse 15 on us,
man. Maybe this is the Eighth Sign or something.
Humaniry's fighring back, even against those of us
who think humans are worth keeping sround. Keep
ant eye out, that's all I'm saving. And spread the
word. We could be onro samething huge here.

Ftlas At Crarow Knowe Fludors

As far ar most werewolves sre concerned,
mest humans who take up hunting werewolves
are simply ordinary people with the willpower m
resist the Delinum and the idiocy ro think they're
amarch for Garow, Most Garoe don't even know
thar the “imbued” class of hunter is even out
there; even those who encounter an [mbuied
face-to-face are unlikely to be able to tell the
hunrer apare from a subtle fomor, mage or other-
wize enhanced hutman,




T lie Rablr Zbad

Fromi o comenlation address by Solomen Searunend of
the Tuery Priesthood:

MWone of you waould disagree that the undesd have
i phace in this wonld. They da have aplace in Gaia's
creation, that much Is true — wnd that place is the
Dark Umbra: None of us should begrudye & human's
spirit the righr to walk in the place prepared tor i
should it be wnwilling or unable to pass further on.
And yer, the Dark Umbea iesell has seen the battle
fires of the Apocalypse, and the ramilications are
many and troubling.

The Eye of the Wyrm has appeared even in the
skies of the Dark Umbrac [t is famre chere, beris color
i l.l.l:nltbl.uL.J].'llr: —-..'ulrun 1 a L-'Ilhl w |‘IL"H': all else (2 black
and gray. When it tore its way into the Dark Umbira,
the foree of s entry '.l.'i'u[lllt:v.j up countless sLoirms,
rempests that weack the land of the dead lrom one end
tothe erthier. | hove heard icsaid thae che very cities of
rhe dead themselves are nonos, Nooded beneach the
dark warersraised by these scorms.

We should nort be surprised, then, thar the ghosts
have decided to flee their wotld for asafer one. Bur that
“eafer” world 13 the physical realm!

SO\ S

W alre pidy krveew thar ehostswor i moamfost thom
.H'_‘;'I'L“" i!ll! (e} ;.-hki.\"lu_.tl l.'ck.llLIIl-.ltLLlim-.' L b T| LTS
alwayy o preat effort for them, and not without cost
i ]11]'.. Ih:.' [RIRE dlre need could Jeive o ,-;||.'.'-' thas e
aneed for venpennce, or o desiee fo see o lovied one
|_]'I.|:J‘uﬂ|l a L[i,'lr_f".'..l'.'_ AT ||'|'|I|I1.'."|'I.'T .._[I"-‘II l.1 E': e from
leaving their former bves behind, Now, howesver, the
will between the Thok Limben and chosworkd has been
wicakened by the starms, and the ghosts ore finding it
easler — or perhaps they are simply just thar muech
mure I.I:r.‘:'['."-f.‘filli' — [y CPENM S DT

Muriy of thewt we even now Ealoing fefure th theit
il bodies, snioaring their cold corpees withy pothing
midre than the pure streppeh ofwill, The des of baerles
I..".'|!|| [!||:-¢- feveTnint: |1.|1-'1 1 :1'.;!.1.-.| --.'l.:'ll!ul-.] 1 I|:1.'
lastvear. The Whrm rides some of thiese creamures, b
noeall, Mot all draw soeneth frome the spanes of
corraption. Indeed, thes foemer lives seom o provide
thiem with sererygth — my fellow priests aod 1 buive
seer ghosts and revenmns o gres strmger the cloge
they drew 1o completing their poals

This strengch floods them i many ways, Those
whits wesir bogd i sulfier tieitie ol thie wiesknesses of flesh

they require no Blood, noair, not even the presence
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organs, However, much of their
trengeh seems to be devored to their vessels, and so
they are unable to call on many of the powers of their
disembodied brethren. Yes; the incorporeal undead
can affect the physical; they can move things. change
the wearher, even take temporary physical form. Some
cin even touch our very spirits, draining our strength
1o e thelr own,

of their internn

How dowe fight chem Mot easily. Bven if we find
ways into the Dark Umbra, they are tio less powerful
there, Many, in fact, are far stronger in their home-
land, They seem o have difficulty penetrating the
Ciaunrler, ar least those withoor bodies — but then
again, the cites are cesspocls of the violence and
angruish thar beeeds ghosts, and | cannisr say cha the
Gauntlet i foolproof. Indesd, rthe surest way o fight
t ghisst may be ro help it achieve its goals — withour
the rether of desire holding it to this plane, it haslirtle
choice but 1o pass encbeyond.

| realize thar this may seem a small concern, wirh
the Leeches teeming like flies on carrion and the armies
af the Bnemy marshalling for their final meock, None-
theless, my noble friends, | suggest thar you remain
wary. We make many ghosts when we go o war. Some
of those are sure to remember us.

It At Garowr Anen: Finpithes

* Wiraiths are the spirits of dead humans wha
are sumehow prevented from paseing on ro their
firial rewind (or relncarnation, or being reunited
with Crana) and ure miorooned in the Dark Umbra,

* Wiaiths linger on because of some ragedy
tline sminkes thiem unable to reer,

* Wraiths are often subject Lo Wy rm-tanr,
but ure not intrinsically minted. Their racne
wially comes from succumbing to dark emo-
tions such as regret or anger.

® Wranths ure nor spirits, and cannot be dealt
with itvsuch afshion

Mt At Covrony Knone ' Uiy Livit

Most werewolves aren’t familiar with ani-
mited corpies as enemies; the numbers of the
Walking Dead hove never been particularly fm-
pressive uniti! recently, Apaet foom i geneeal knowl-
edge that these zombies seem to be ried ro the Red
atar, and that they exist, the Walking Dead are

Werews/f Storvtellers Companion

comendered rofill much the same nicle as wmiths,
lv

Frerdas

A told by Cendwen Hunioing Hom, Flanma Galliard

Sweet Mother, you'te asking me niow abuut the
Fair Folk?! Why not ask twenty years ago, fifty,
hundred? No, that's not fair and | know it — bur it's
little late to be aking an Interest in them, Thelr glory
duys are long gone.

They're still around, yes. That much is true. Bur
they're a pale shadow of what they used o be, The fac
of teday, compared with their forcbens —¢ hey're like
our Kinfolk compared to us: Back s long apo, there
wasn't atiything human in them atall — now they're
morte like chanpelings, fae babes raised by humans who
huve taken on more than a lictle moreal Bloed.

It's sad, but what they need w keep going s
morral belief. Lock ar us — our teaditions bave
endured in spite of the mortal world, The faeries,
thaugh, they need people to believe in the romanee
of the medieval world, to dream males of Tae @ they
used to be, Their legend hasn't changed with the
rimes, and unlike us, they can't rely on their own
strengrh to see them through,

| heard rell thar they're creatures of the Wyld, Like
us: lemay beso, The Wesver hurms them bad, thar's for
sure, Wi can't éxactly recognize just where their spirit
portion comes from, but it can'tflourish in areiws where
the Gauntlet's high and nobody has need of fairyrales.

They can be nasty, and dangerous. Thers are
gobling among them, harrible creatures that'd gnaw
the flesh from youor hones if they thoughe they could
get away with it But [ eell you, you've never seen
beauty like that of one of theirnobles. Bven rhe faded,
pale, half-human ones are still unearthly, creatures
thar could almiost make vou believe in o finer werld
than this ane.

[ heard rell thar same of them fall in love with
some of us, and I'lL tell you that's somethme o be
avoided: They think nothing of throwimg a glamom
over vour eyes anid charming vou s falline in love
with them, because the wretched creatures just can's
sturil o hear the word “ne” A talisman of iran s
ustially the charm you need to resist their pawers; if
vou need to drive them away withou aetually killing
them, you can press ir against their flesh and they'll
leave you be

Faeries. | rell you, #f there's 0 woild left when the
war is over, and the forests start growing thick and full
again, and there are more humans who huve fallen in
love with the world than those who haven't — maybe
thenyvou'll see one. Bur ] think imetead the kst of them
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St At Coaronr Amone Faordias

o Faenes are, i noractually exonct, so e
that they me nearly gone

» Faeries are allergic to the Weaver, and suffer
1T &TENS Whl_‘l'l.'. :')I‘H‘.' i.fl h‘LTI."rIl.f\.

* A fwerie's powers generally have ro do
with tlusion and bewitchment; they aren't
powertul warriors,

M

will die before che lase of us does — which mighe nen
e rhar far oft

Lopfex

Friim i vl sent By Theed Shift, Gloss Walker
Hiypahesh

It's worse than we thoughr, | just gor word frim
[k"'[]'l'l-l'[. 1'1!1|_:| tlll,."‘r YErD) ri:tl ||!I we |'L|.1'nf1|"|- H T ]i] ;JL;L;'-:J IR RAL S
derails Henee the EOL Ty tion. Thats s hig-league soofl,

» First off, the name is defimitely “Pentex." Big-
ase mlinational megacorp, holdings all over the
place, Seems to have onge been an oil company that
diversified; doesn't produce anyrhing iselt these
days, bur leaves thar 1o the subsids.

s Erpdron Onl, Magadon (the pharmoceur bunch),
Ardus (those waste-disposal ferks) ind Rainbow Inc
(the pletics people) are detinitely all tied togedher
They're all subwsidiaries of this Pentex birch.

s Baizh one ol these puys has |!LJLL-L-[I~.-icw:|. stutt
Frewing noplants here and there. We've calling pol-
s, drigs, that kind of thing. These deep black planrs
are utterly dentable, and loaded with securiry — In-
cluding Banes pnd fomon. You heard me

o Said ties with Wynnespirits and BSDy [shit,
man! | hadn't even guessed!] seem to imply thar the
roprechelon issomehow ved mowith the Wyme, andare
working according w some agenda thereot. Fossible
Maeljin Incarnn intluence here. Seems to be top coh-
eloo only: most emplovess seem wo be ordinary corpo:
rate hastarde, no wiorse' than the dsunl

* The lnx pollution standards seem to virtanlly be
I't'Hllliirll!!I. ﬁl.;:;'uul. ML influence!

® Black ops teams — commandos, assassins, and
tle Ttk — e .!:'I-Illll:s:l;lr' it their 1]]'.| sl f.«HH;:lulu]"\'
deniable mercs. Rumer has it they're immune 1o the
Veil, nnd ure roatned to fight werewolvest ), even o
the point of packing stlver ammio,

s [Dlyer Avalon lnc
lteys) Crremus Brands [RJR's muin competitor to

conlirmed substdiaries
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hacen-wisel; Good House [paper producrs; serious
bud-practice loggers); Hallohan Fishing [number three
on Ureenpence's hir hsrl; Herculean [firearms]:
Herrick's [yeah, the grocery store chain; King Brew-
eries [dumping some of that shit our of my friddpe oy
s as | send this); Naserom [*major® military manu-
facturer 1'd been looking at); OmniTV |1 shir you
not]; D' Tolley's [which sn't o SUERprise Lo anyone
whin's evereaten tl'u.'rri; TJ.’. ||Jl,: [\':-‘_{uugﬂmc:. l._\{"-h’].‘t't\:il
I've got like half their fall lineup): and Vesuvius [the
publishers, m deep wiGood House|

* Agenda uncertain, but we've all but verified (n)
mukinga huck as fust as possthle and fuck ethicsand (b)
help rurn the buying public nw beain-dead consum-
g mnchines. We're stll not sure ahout (¢) fuck the
planet aver and make everyone nsmisemble as possible
s that the Masters get thar mach stromnger, have n
much easier job tuking over, inid set us up real nice —
but rght now, it seems plausible to *me®

By dumiy, we'd betrer disseminate fhis po the elders
autside the city limits, ASAP. Sure, they're gonina be
skeptical, but | don't eare. *Make® them listen o you;

_J/ﬁ-mm

Hbat Adaet Garose Knonre Edntax

* Werawn|ves who haven'rmade it a habit ro
keep up with the corporate world (which in-
cludes many elders) are unlikely to even know
thut there'ssuch ar hing as "Pentex"; its logo isn't
present on the factories and trucks that do s
dirty work, and only the highest-ranking em-
ployees of its subsicliaries are in the habit of
mentioning its name fairly regularly,

* Mosr werewolves involved in rthe fight
against corporate abuse of the land (and people)
are aware of some of the “problem” subsidiaries
like ]"r"l'.lj.;:{dutl and Endron, the anes who seem o
have some access to Banes and fomorl. Some of
these werewolves know about the "higher pawer”
of Pentex, oni some don't.

this 150t the time for vital information to ke lost i a
pile of mistrust for "urmah.” | don't know how we can

fight something this big, bur | tell va, we gottas try.
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The Renown saidelinesgiven (o the mam milehook
for Werewolfs The Apocalypse are falrly loose, and
mtentionally sa. For one, loose gubdelines place more
control in the hands of the Storyteller — s compre-

hensive Hst of near-everythime that could ["-“".‘]I-'II'I-
dfect Renown leads to added bookkeeping, as well as
setting one seneral mte for Renown gaine A looser

strukture encounges the Storyteller totailorthe rare of

rank gain o her own tistes; either granting mione
Renown than aderailed chare mighe suggest inoeder o
speed advancement 1o biph Runk: ar aranting fewer
than suggested in order 1o keep advancement o
Rardewer, More buportantly — and i g shame i@
have to say this — loose guidelines discourage unsen-
pulous players from paging through the Renown charts

ord toiborng their charnoress’ actions for mas o
Renown gain rather than simply roleplaving thiir
characters. right or wrong

Evern sa; von iy find the following cham of
sample Henown awards somewhur helptul when o
comen tirme to adjodicating fust whie is or sn'c warthy
i peward {or punishment ), Again, thes jan't menne
I comprhensive —it's imly s numbser of exsamples of
behawior that deserves Renown modificutions. We
prcourase Storviellers o coeate whorever mwards (o
peniltics) seem appropriate to thie deeds of the Chare
ters, of even to ludge them from day s day; as long as
vou remain largely constsrent and even-handed, no
Ly shwomld complam,

Chapter Four: Odds and Ends 44
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Activiry Glory  Honor  Wisdom

£ bt amsd Epersstins

Besting someone (Including a spirit) in a riddle conrest 0 0 3 »
Showing restraint in the face of certain death a | 3
Ending a threat without serious harm o any Garou \ 0 -
Suivivinig an Incapacitating wound 2 0 4]
Surviving any toxic waste attack 2 Q i
Avracking o much more powerful force withour aid B} Q 3
Artacking o minton of the Wyom withour regard o personal safety § Q )
Deteating o formidable supernatural threat not of the Wyrm 2 0 [
(strand spider, master mage, fae warrior, Pera)
Defeating a very powerfill supermnatural threat not of the Wyrm ! 4] 0
(archmuze, fae sorcerer)
Diefenting a minor Wyrm threar A 0 0
(Kalus, o Bane-infested animal, young vampices)
Diebenting a sverage Wyrm threat (Blighe Child, fomori) } \ 0
efearing a strong Wyrm threat (Psychomachiae, Black Spiral Dancer pack) 3 ‘-" 0
L-r'L'I-L'.IlJH” vy werful Woerm threat (Mexus Crawler, elder vampires) 7 0 ]
sperminently destroyving/killing rhe threar in QuUEsLio +1 Q 0
without a single other Garou being hurt k1 9] 0
without being hurt or damaged in the process +1 0 [t
il the threat(s] were armed wirh silver weapens +1 g ¢
Letecting Hie Nigrw
Hevealing, with certain proof, that & human ar Kinfilk s “af the Weprtn” 0 o 2
Falsely accusing a Kinfolk of being “of the Wyrm” ] 2 -3
Revealing, with certain proof, that an area or obiect s “of the Wyrm" 0 0 :
Revealing, with cerrain proof| that & Garou is *of the Wyrm" 4] o f
Falsely aceusing o Giarou of being “of the Wyrm" 0 3 -
Auofins
Purifymg o Wymm-tamted objeet, person, of place 0 0 2
Stimmaoring an Incarma avaer Q o i
Trveling w any of the Umbral Realms and sueviving 1 i @
suceesstully completing a spirit quest in the Umbra g ] i
Failing to succeed in a spirvit quest in the Umbms | o |
Huving and properly following a propheric dream Q 0 5
Giving 1 prophetic warning thar later comes true ] {) 5
lgnoring omens, dreams and the like for no goad reason 0 { -3
(1., they may be-of the Wyrm)
Binding “inapproprinte” ttems to oneself through the Rite of Talisman Dedication 0 0 -2 il
(such as chainsaws, pagers, or wrisrwarches).
This dues nor apply to Glass Walkers or Bone Gnawers
Spending o year in niruahistic seclusion Hasting, mediation, eme.) i Q 5
After following mystic signs and advice...
’/ Eiscovering a talen 0 0 |
Discovenng a fetish 0 O z
50 Werewolf Storytellers Companion

/’fim.. -I_-—.-y




Activity

n ; L
Discovering anclent Garou loee

Discovering a Parhstone {(see Rite of the Opened Bridge, Werewolf, pg. 158)

Discovering an ancient caern that was lost

Rites and Gifts:

Performing a Moot Riee

Refusing to pedorm i Moot Rite wlhien asked

Missing 8 Moot Rite

Pedforming a Rite of Passage

Recetving a Rite of Waounding

Pertorminge a Rite of Caern Butldine

Purticipating in & Rite of Caern Building

Participarion in i suceessful Grear Hunr rite

Participation in a failed Great Hunt rite

Suflerine the Rite of Ostractsm

Suftering the Some of Scom

Suffertnge the Rite of the |ackal

Sufferinge o Sarire Rire

Performing a Murmishiment Rie

Performing a Punlshmenr Rite unjustly (borching the rite roll)
Riefusiig to participare i rite

Gripgling, joking, or utherwise being disrespectul during « rite
|depends o the severity)

Leamimp & new rite

[Dhscovering/erenting & new rite

Discevenng/creatinga new Cift

Fetishes:

Creating a tmlen

Lising a fetish far the good of the sept ar tribe

Using a fevish for selfish reasons only

Coteating a fefish

Chwning a klaive (swarded omce, anly after three moons of use)
Ovwning o prand klaive (awarded once, anly after three moons of use)
Sucnficing a fetish for the pood of the sept ar tribe
Accidentally breaking o ferish or talen

Accidentally breaking or losing a klaive

v AcAriifiar

Helping guad o casrmn

Seaving ar your post when on caern watch, even when tempred not tw
Mot stuying at vour post when on warch

Mot helping puard a caern, even when asked o

Keeping u cacrn sate from humans through trickery or negotintion
Helping to prevent a caern from bemng overrun by the Wyrm
Mot preventng a cagren from being overrun by the Wyrm

[ied while defending o coern (posthumons)

Single-handedly prevented a caem from being tiken by the Wyrm

T-—-_‘
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Glory Honor
4] 0 i
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a d 7
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] 1
i 0 0
1 ¢ u
-1 7 -1
d -8 -2
-2 -7 0
levsemie Rk devel andull eemporary Kenown
0 d 0
o 5 [
d 4] 1
0 0 ]
0 ] |
0 U 5
0 ] 7
g 0 |
Q 0 2
o 0 i
h] d 4
i I 0
i 2 i
0 0 4
0 0 -]
0 i 0
0 | 0
Q 2 |
0 -3 0
0 -3 4
0 d E
L 4 0
3 1 a
5 R
5 8 o

Wisdom

o =2
(00 [l ]
5l




Activity

Glory Honor Wisdom

Coarens Rufitions amd S A

Teaching other Garou (depends an the depth of study) (3 e 5 3o 5§

Learning the Silver Record, complerely (4 liferime's work ) (i 7 B

For o homid Garow, surviving o ape 75 a B 10 »

For i lupus Garou, surviving 1o age 63 0 H 10

Hreed:

For ahomid, imnoring cme's wolf nature for too long d h -3

For a metis, artempring wo lude one's 1|L'I't1rmu'g.r ] (B -3

For w lupus, vsing too many human tools and arher Wenver things @ g 1 fse

Pack:

Ciaming the position of pack leader &) 0

Living alone, without one's pack, except for tirual reasons 0 2 -3

Sept and Tribe:

Pecforming regnlar duries and chares for the sept ¢ l 2

{gannwdd ar monchly Moor Rire)

Failing to performing regular duties and chores for the sept 4] a -3

(subtracted ur monthly Moar Rite)

Dhisobweying a caem officer (Caern Warder, erc.) withour goad reason 0 lta-3 0

Serving in any sept pesition (Caern Warder, ete) Ifyear  3fyear I fyear

Hetusing any sept position {Caem Warder, erc) =1 ) -1

Liwal service to nsept Liwear  2lear Ifyear

Lowal service o weribe [year  Jjvear 1fvenr

Litany;

Upholding the Litny (depending on the lenpths to which o Garau goies) D lws lw?

Breaking the Litany (depends on severity of the transgression) t -3 to -8 2o -4

Chillenges:

Participaring in a just challense 1 2 i

Participating in an unjust challenge 0 -3 0

Challenging someone roo far ahove or too far belaw your Rank ] =3 o

Sbtior

Cliving gooud advice 0 {0 2

Giving had advice 0 o -2

Medinring 4 dispure fairly b i 4]

Medinting a dispute unfairly 0 -4 %)

Keeping one's promises Y P 0

Failing to ket ong's promises d i 4

Being rruchfy] Q 2 0

Being trurhiful in the face of exrreme adversity i) 5 0

Filng deceprive 1] -3 0 L

Betng deceprive in the face of extreme adversity 4] 1 a

Ay time trickery backfires 0 0 -2

Attempring 1o act outside ane's auspice, apenly (depends on circumstances O -1ta -5 L

Telling a pood stary at o moot I a 1

Telling o true epic ar-a moor thae 15 laser retold by others ' | 3
/ Telling an epic thar 18 entered into the Silver Record 3 4 [

52 Werewnf Storytellers Companion
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Activity Glory  Honor  Wisdom
Speaking dishonambly o one's elders (depends an the severity) 0 | 1o -5 o
Speaking withour permission ar o moot i N )
Speaking poorly of the Garau s a whole 4 2 0
- Speaking poorly of one's auspice L 4 ¢
Speaking poorly of one's tribe { E @
Speaking poorly of one's pack 0 b {
Speaking poorly of another tribe (depends on circumstance; o -1 v
doesn’t include speaking 1|l of Bone Grawers)
*Crying Woll™ (e, summoning the Ahroun of 3 sept 0 b 0
winn there s nw peal divger present)
Protection and Defense:
Healing a fellow Garou {non-pack member) unselfishly 0 0 l
Showing mercy toa waywand Uiarou D ¢ 3
Protecting a helpless Garou 0 4 Y
Nat protecting a helpless Garou Y -3 ¢
Pratecting a helpless humon i 2 0
Not protecting a helpless human Q | 0
Protecting a helpless woll 0 3 {
Mot protecting a helples woll QD -1 J
Supporting an innocent being accused of @ crime 0 3 o
I {who & later proven mnocent)
I Supporting an innocent Belne accused of ooerime 0 -4 [
(who is later proven guilty)
Death while defending your pack 4 f g
I Death In defense of Gaia 1 i 0
Frenzy:
Sucicumbing to # berseck fretiey 0 0 I
Succumbing to a fox frensy 1 [ I
Succumbing to a fox frenzy and shandoning your pack in tme of need P -1 "
Succumbing to u beeserk frensy and wyurmg fellow Garou d a 3
Succumbing to the thrall of the Wyrm 0 i 4
Perfarming a heinous ace while inthe chrall of the Wyrm W 6 Al
(cannibalism, perversion, armcking awn packmares, et
| Humoan ard Xonforfé Redions
Muintaining good relations with nearhy Kinfolk o & 2
Having poor relations with nearby Kinfolk g a -3
Choosing a mare and breeding a o i
Choosing a marte, bar not breeding 4 0 l
Honorbly mated ) Liyem C
l Protecting the Vel e e ¢
Harming/rending the Veil ¢ -5 0
Repairing the Veil (covering up an instance that coukd \ i I
revenl the Garou to humans)
Cheapter Four: Odds and Ends 53
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A Emonn € oncerbion

Of all the changes Werewolf: The Apocalypse
has undergone between editions, the most dramaric
chinge hns prabably heen the Renown system, In
First Edition, Renown wasn't measured in tempo-
rary or permanent dots; instead, it wos an ever
increasing series of numbers. The higher vou gor,
the higher vour Rank.

Whar does this have 1o do with the Revised
Edirion ! Mot u lor —
frst edicion books o specialry stares and reprint
compilations thar use the original Renown system.
Many of these hooks are still quite good, to boot, anid
contain totems and fetishes found nowhere else. Sa
the material in these old books to full effect
(and why notl), o Storyeeller should be prepared to
canvert them to Revised rules: Which 1s where these
gutdelines come in

o usie

Cienerally speaking, old Renown awards ended ro
range from 100 t0 2000, (To pur this in perspective,
characters began the pame with o total of 10,000
Renown o qualify them for Rank One, and needed
20,000 o get to Rank Two, 40,000 o get to Rank
Three, and s on) Besting a minor Wyrmish threat
wolild earn 100 Gloey, ».;:1m}11|_'ri'ng an Umlral st
fiight earn 500 Wisdim, and 50 on,

The current sysrem recommends Renown awards
mnging from one to seven points of temporry Re
nown, with one point matking a notewarthy but ner
srectacular deed and seven points being awarded only
tor those who have made the gredtest sacrifices and
achieved the grentest deeds,

With that it miad, the simplest thing 1o do is 1o
convert o Renvwn award based on that weale, For
i \.t:ll::l.]:‘h:. (Fa book mentions a Renown award of 100-
N, that s roughly the equivalent of one ot two points
iof Renown. The following charr denotes our recom-
mended gudelines for Renown canversion; feel free to
micity ane merprer the resules as you ke,

bur thiere are seill a number of

Old Renown Award

Mew Renown Award

100-300 O poing
350-750 Two paines
H00-1 200 Three points

1250-1750
I H00-2000
2001+

{haracrers, of coutse, are something of a differen
story; there's no good formula for converting their old
Renown scores to the modemn system. In such o case,
srorytetlers ane encour ped o guesstiniate o characrer’s
Renown as appropriate for his or her rank or deeds:
total aecurncy tsn't that necessary. (Besicles, time has
certmly passed since the publication of those books,
itnd some of those characters may well have eamed an
extra rank by now.. ..}

Updersatfor Combeaf

Werewolves are far from at their best in the warer,
but that doesn't mean that they can always ¢hoose to
fight on dry land. Ir's entirely pessible thar o werewalf
may b tossed overboard, or be fmced into combar in
a river, laki or even swimming pool. This can prove s
reul problem in more than one way — visibility 15
heavily impaired, and in-air-beéather cannot cely on
scent to truck prey. And, of course, theee's the dith-
culty involved with just moving around.

Four palrits
Five points
Six or seven Potts

Athlencs i the defaulr factor for determining
whether a characrer can swim or not; unless the
SILil"g'T-t“tl rules L"I]'Lh:h'ul'lsi", presume thai arvyone wif h
atleastone dotin Athlerics can swim. When underwa-
ter, the chamcter's Athletics (or Swimming, if the
Storyteller lers chamdrers purchase Swimming as a
Secondary Abiliry rather than an Arhletics spevialy)
governs judt how casily she'sable ro move A charncrer
performing any |'lh‘!."1h. al action Cannot use more dots
i the relevant Ability than she has in Arhlerics; o
werewoll with Melee 5 but Athleries 2 can only use
two dots of her Melee Skill when sabmerged.

Athletics Base Spewd Sprint Speed
0 | meeer/turm 1 mererfium:
| = 1| !'ne!ur.fmm I“ '-';'E.Sl'.ﬂ'.t'.:l.jlnglt +21Y metenturn
2 - e - (Steengil #4) meters/nim
3 urn (Strength +6) meters/turn
4 x ’{Wﬁﬁﬂfrqlilrﬁ {Strength +9) meters/tum
A ‘fﬂi‘ren-'.mh'l meters/ turm {Srength +12) meters/rurn

Werewalf Storvtellers Companini
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Swimming rate is kargely determined by mraining,
nor agiliry; warer 1ssufficiently dense that the abiliry to
pull oneselt torward 1= more reliant on strength than
speed. The accompinying chart 150 good ghideline for
how quickly a charaorer will be able to move in the
watter, (I the Sreryreller allows Swimming to be pur-
chisex] as a4 Secondary Abdity, use the chart as if the
clharmcrer possessed an Adhletics rating two higher
thaan her Swimming racing. )

When actually embroiled in hand-to-hand com-
bt underwater, n character is at asevere disadvantage.
All brawling artacks save grapples and bites halve the
artucker's Strongth for purpases of damage, and are
dodeed ar -1 difficulty thanks to the slowing effect of
e water, Melee weapons e similarly impaired —
flexible weapons such a5 chains and thrown weapons
are ineffectual, Blunt weapons lose three dice from
theirdamage pools, slashing weapons lose two dice and
stubbing weapons lose one.

Firearms are also o risky 11rn;'-'*.iuﬂn Flelog vnu
submerped mrget from dry land suffes o+ 2 difficulty to
the atrack rollyand 2 bublet loses | die of damage for
every meter of warer it passes through. Firingunderwa-
per cloes ot suffer the same difficoloy medifier {(which

is the result of image displacement), but domage is
reduced as usual,

Admentioned in the moin rules, combar underwa
ter tends to be very stressful, and uses up cxygen much
more quickly, During combat, a character can hold his
breath for unumber of turms equal to owice his Smmimg
— after that, he begins to drown, taking one health
level of lethal damapge ench rurn, which can’t be
regenerated until le's breathing sir once more

FI:'II.- ||"H -ull"lT'I‘Hi\'l"‘ |I|1'I|'|: ar Llﬂ.‘iﬂ"r“':’l"l""l' Come-
bat, have a look at World of Darkness: Blood-
Dimmed Tides.

/’Uﬁ;ﬁ&lﬂ

Werewaolves don't have w use weapons to be
effective in combat, but many prefer not to have to rely
1 Ii.':l'l.llh'lu'.'\ |‘IF|I‘| 'I'-.'IT‘IF_,.‘. :'Ilv:'lflr.‘. |I5Il|||"ll':lﬁ,|:l_::” |I|T1.'i|r|"|1_‘| e COr-
tainby etfective, they'rea bit oo easy for mostwerewolves

leaming to use the sword that your ancestors wiclded
requires discipline, whereas any human con use o
firearm. (And, of course, there's the stigma of relying
too much on the Weaver's per advances,...} 5o al
though mest werewolves see no need o use sovthing
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other than their narural weaponry, some have o defi-

ke taste for melee weapons.

This expanded weapon sectionis intended to offer
storyrellers a much greater variery of weapons with
which to confound players — or to offer their chame-
ters as fetishis or other heitlooms. Many of these

weapons can be found in “silvered” verston. These
might be crofted enrirely from silver — this makes
them more wseful sgainst werecrearures, bue does one
lesss dhiee of damuge due i the metal’s peneral inferior
edge ind hardwess (save for klaives, which undergo a
special forging process and ritual hardening ro achieve
their remarkabile tensile strength), A weapon might
il ]"L‘ -.I|1.'r‘l-p[nr|-».i. mn u.'|'||1']‘| Lcase 1615 lTE‘nTE'd as a
silver weapon for maybe one or two blows against a
strong target hefore the silver is warn away. Silverthat
has been worked o an alloy is frritating snd painfl,
bur soakable — it may turn bushing damuge into lethal
it far ws on allengte shipeshifrer 1s concemed, but is
unibikely ro have much more effecr.

* Axe: This category includes everything from
thie size of a fire axe on up; these statistics can be used
tisr Norse battleaxes, o woodcutter's axe, and so on.
Aaes wre hurly popular among Garou, who often fight
crentures thar nead 1o be bodily hacked to hits before
they stop moving (like the undead).

* Chain: Although a simple length of chain
makes o fine weapon without any alterptions, some
Eastern cultures artach weights to-either end o maxi-
mize the cliin's hitting power and entangling capabil-
ity A In Japian, such o weighted chain is called n munriki-
gusark. ) It's an easy thing to attach a blade ro the ead
ol a chain s well. A charieter armed with such a
commnation weapon (such as p kusari-gama, which
bowssts a welght pnone end and asmallsickle-like blade
o the other) moy choose to arrack with the blade or
the chaim on any givery bckion, usinig I,E‘_|_|-_' ararigrice for
the kaite or chain us appropriate, Werewaolves rarely
craft chaine into ferishios: 1 werewnlf is generally likely
to se o chain omly s o weapon of opportunity.

= Club: The simplest of weapons, thix represents
arvy makeslift bludgeon, A club can be a tree branch,
a lead pipe, o basehall hat or mny such thing. These
stutistles can ala represent the more finely cafted war
clubs of many cultires. Werecrearures aren't pronie to
tnbricate tetish clubs; most spiries wouldn't care ro
enrerand empowera simple length of wood. Any club
ferishes in existence are probably war clubs nppropt
age to the people that crufted them.
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* Katana: The epitome of Japanese weapon
smathing (some would say of the world's weapon-
sputhing), the katana is 6 curved sword designed For
slashung, [t is folded many, many tmes in the forsing
provess, muking a troe katnnm a remarkably fine wespon
— untortunately, buyers are far more likely toun into
dhoddy knock-offs. The statistics listed are for rhe
[inest katanas to be found (which are almost never for
sale); lesser blades do one less die of damage,
Werewalves donot bind spiries into katanas, and sono
ferish karanas can be found ourside the Beast Courts.
Mundane karanas, however, are popular among some
Gilass Walkers who enjoy the craftsmanship required
to torge such a blade, The exacring forging process of
the karana makes it impossible to silver; unless a fetish
weapon, @ katana will do nothing more deamatic than
lethal damage © 8 werewpslf

* Knife: Mext o the club, the knufe 15 the most
kasic weapon there is. These statistics represent short-
bladed stabibing or slashing weapons of all sorts: bowie
knives, daggers, jambiyas, stletts, Japanese tanrs,
and so on, There are o variery of ferish knives, though
none 5o famous (or infamous) as the fang dapger,

-mm-ﬁn\\\.—

* Labrys: A preferred weapon of the Black Fury
rribu, the labrys is a dangerous double-bladed axe. The
Furies commonly make these axes into letishes, usually
pranting grear speed [nocombar and howling Hke bans
shees when wielded against mule foes

* Mace: The mace s the noxe wtep up from the
cluts — a1 hufred wespon with a forged or cast-iron
hiedd. A mace can be flanged or spiked (the Litter
verslon 5 often called @ momungstar), or simply o
smooth metal weight. Designed 1o stave in skulls and
dor severe tissue damape. Hanped maces ave ool by
considered lethal damage (alchough at the Staryieller's
option, some tarpets — such as vampires or Cringe
form werebeasts — mipght be resdlient enwogrh to e
a Hanged mace's damage as bashing),

* Polearm: These wenpons were pencrally the
choice of peasantry — ar s most hasic, o polcarm is
simply a utenst] such as a sickle r Cleaver artached to
i ]"-ﬂlf' for extra re:‘u:h Hr.i“-'l:‘--'l:r. more .'|I.Iph|.~'.|...|r|.'|J
versions can be found; these statistics should work well
tor ,t:l'l'l.’l.hing from halberds L Speear w mabined wirh n
small axe head) m ninrwfl'.u_,_sjn. reidenes {elaborute
Chinese polearms). Fetish polearms are almost un-
heard of; a Crinoe werebeast has plenty of reach, amd

Moo Papons Clirf

Weapon Difficulty Damage/Type Concel
Sap 4 Strength/B iy
Chain g+ Strength/B |
Club 3 Strength +1/B T
Staff 6 Strength+ 1/B M
Knife 4 Strengrh/L I’
Spear fi Srrengrh + /L M
Mace 6 Strenprh+2/L N
Swiard 6 Sreenprh +2/L T
Katana b Sreengrh + 3L T
Axe 1 Strengeh +3/L M
Pailesrm 7 Srrenprh+3/L M
Klaive*® il Strength +2fA |
Labrys 7 Stremprh o+ Y A 88 i
Grand Klave™®* T Srrengrh + 34 T
Difficulty: The normat difficulry ar which the weapon is used.

Damage: The number of damage dice rolled for the weapon,

Type: B = Bashing: L = Lethal; A = Apsravared

Conceal: P = Pocker; | = Jacker; T = Trencheont; N = weapon can't be cancenled

*A chain may be used 1o enmngle an opponent’s limb ar + 1 difficulry.

¥ These weapons are silver and inflice unsoakable damage to Carou,

¥ Damage code spplies only to ferish vemsions; a labrys without aspiric bound within inflices lethal domage.

Cﬁﬁpfe-r Faswr: Odds amed Ends 57
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i poleann offers lietle else to someone whose claws ire
more deadly than & steel Blade.

* Spear: Although even o long, sharpened stake
can iquitlify as a speat (Storytellers may want to penal-
ize such crude weapons a die of damage), most spears
range from five to fifteen feet in Jength, with a stone or
metl head at one end. They are fairly popular among
werebeasta, as the long haft works well in o wielder's
hunds no matter how large he can grow, Same sample
spears include javeling, widents, flint-upped spears
and hoor-spears (which feature croaspusnds to keep the
bosairs — or eniemies — from forcing theirway down the
shatt to perack the wielder). The short-hafted assegai,
noitable for its unusually large leaf-shaped head, i o
popular weapon nmeng African shapeshifters (nsually
Basret). Wendigo are fond of binding spirits of the
winds or stormy into spears to craft ferishes that ma-
nipulate weather or call down ice or lighming.

*» Staff: This is the standard lengrh of wood ar
metal, roughly as long as its wielder s wll. A properly
wielded staff can be wed to prear defensive effect;
Storytellers may choose ro add one o the difficuley to
strike (not shoot) a person who has the Melee specialty
of staff use and who forgoes attacking in favor of
detense for the rum. The Children of Gaia are most
likely 1o creme ferish staves, as they appreciate the
weeapon's urilicy as a non-lechal weapon.

* Sword: These statlstics can bé nsed for every-
thing from basker-hilted claymores to Viking broad-
swords; the differences between them aren't rre-
mendously significant. Generally speaking, the
“sword” category covers everything with a blinde of
ibour chree feer arso — longar than the shorcaword,
shorter than swords that st be waed rwo-handed.
Swords are rarely made into fetishes — the grand
klaive is of similar size, and much more usetul — bor
some Shadow Lords and Silver Fangs appreciate
their symbalic impacr

A Brief Hitory

Although ic's very hard o pinpoing specific dares
thar were importanc to Garon history — werewolves
are creatures of ol tradition, and don't necessarily
count years the way thar humans do — Sroryrelles
mighefind a briefouwtline of Garou history belpful, The
folliwing is by no means comprehensive, bue i should
help give o sense of which event followed which over
the millenmnis.

It may seem thar a tispropictionare amount of
dgnificint events are piling up in the lest century —
that perception s very true. The Apocalypse s ar
hand, anid each new event that shakes up the war iz
another one of the signs thar the end is near.

Prehistory

happened in the rough order given.)
¢ Humanity emerges
* Birth of the first Garou
® Imperplum begins

Amerien

physical warld

w 7 imtefipne

(Although the Garou have many legends of the First Days, many evenes took place long betore humans
or werewnolves started counting the vears: No actual dares exist for most of rthe prehistoric exploits of the
werewolt rribes, bur the following prehistoric events ure generally — not always

* The Wendigo, Croatan and Ukeena follow their Kinacross the land bridpe from Siberin to Nerth
* The Ciarou sever and scatter the Talons of the Wyrm, powedul manifestarions of the Wyrm (n rthe

* Impergium ends; the first human cities begin o develop
* The War of Rage rages across Burope and parts of Asin and Norch Africa

presumed o have

58 Werewolf Sforytellers Companion

/”F“-

-‘_—._7




NN -

{seneral History
1200 BC (approximate ) — The Fianna fight the Fomori Wars for passession of the British Lles

1800 BE (approximane) — The Silent Sreiders ore driven from Egypt by the curse of a powerful servant
ot thie Wyem,

N 200 (approximate) — The White Howlers fzll o the Wyrm; those that don't become Black Spiral
Diancers are slain by thieir corrupred brethren.
600 (approximate) — A mussive Umbral fire heralds the beginning of the Dark Apes.
I 1521 — The death seream of the last werebat echoes across the Penumbia of the Americas; the Shadow
Lorde renounice war againat the Fera of South America,
1 58% — The Croaran sacrifice themselves 1o banish Earer-of-Souls from the phyateal workd,
1780y — Steam engines make the first true factories possible, marking the beginning of the Industrial
Revalurian.
1790 — Laurent de Mer forms the oceult Enlighrened Society of the Weeping Mooen, a cult founded on
sarbled Interpretarions of Black Spiral Dancer lore.
1830 — A powerful Bane bsreleated fromra hondsin the Ametcan Westir-fuses with a similarly mighty
I Weaver-spirit to become the spiritual memsce known as the Storm Farer. Koughly at the same time, the
Warder tribe sdoprs the name "Tron Riders” in sepr after sept.
18508 — Vaumpires begin migrating into the American West in numbers. Human papulation hegins to
explode in the West,
1865 — Jereminh Lassater and his parthers incorporste into Premium Oil,
| 890 — Thirteen mighty Uarow, one fram each tribe save the Bunyip, serifice themselves i thie Rive
of Still Skies to seal the Storm Eater onte more.
1892 — Jereminh Lassarer makes an unholy pact with a mighty Wyrm-beast, granting it control of
\l

Premium Oil through him,

1895 — Tlie Tron Riders elders Begin refErring v themselves ar moors as the "Glass Wolkes,"

1913 — The last few members of the Enlightencd Society of the Weeping Moon dishand

1915 — Premium Oil undergoes a change of management — and a name change to Pentex lncorpomped

1930 — The European Garou of Australia, rricked by rhe Black Spiral Dancers, exterminate the Bunyip
iy the War of Tears.

986 — Penrex moves into Brazil, beginning operattons ta cull the rainforese for all they con get from
it. Werewalves from around the world respond, igniting the War of the Amazon,

1989 — The Exxon Valder disaster, coupled with the Chemobyl disaster of 1986, is cited as proof thar
the Third Sign of the Prophecy of the Phoenix has come to pass.

1990 — The ancient hap Baba Yoga owakens in Ruossin

1992 — Baba Yagn erects the “Shadow Curtain,™ a powerful Umbral barrier thar eloses off Russin from
the rest af the world (ut least spiritually speaking).

1998 — The Ruossian Garowslay the Zmet Greromous; concurrently, Baba Yaga is destroved by [Hérsiniy
uinknowrs, The Shodow Curtain ersshes down, reuniting the Russion Garou with the retr of the Garou
Marion,

1999 — The Red Star, Anthelios, appears in the Umbral skies. A cub is born to two menis parents; the
birth is heralded as ane of the final signs of Apocalypse. King Albrecht leads a crusade against the Seventh
Generation, crushing its léadership, The Beist Courts propose allionce with the Smirgasers,

200 — The Stargazers furmally secede from the Garou Nation, The Garou elders admir that the Sixth
Sign of the Prophecy of the Phoenix has come to pass, and that the Seventh is surely migh.

Chapfer Four: Odds and Ends 59

‘--—--—.:. .-n-u—\




Name: Breed I’ack Name:
Player: Auspice: Pack Totem:
Chronicle: Tribe: Concept:
#
m_d Wﬂj}é’%{ H_--_l#/
g/ Sbeias Aenfit”
Strength @000 Charisma 0000  Perception SGOO0
Dexterity 0000  Manipulation #0000  Inrelligence #0000
Sraming S@O0O00 F'Li pPearance ®O0000 Wis [ [RIRTnTN
Taiemis Anonibazer
Alereness 00000  Animal hm 00000  Compurer 00000
Athletics oo Crafts 00000  Enigmas 00000
Brawl 0oooo  Lrive 00000  Investigation 00000
Dodge Q0000  Etiguetre_ 00000 Law D000
Empathy. 00000  Firearms OOO00  Linguistics DOOOO
Ex;\rr:ﬁ:il.nn 20000 Lead L‘r:ii‘up 20000 sdicine OO0
Inrimidarion 00000 Melee 00000 Ueccult DOOO0
Primal-Urge Q0000 Performance 00000 Polities (TRIe1ATH
Streetwise 00000  Stwealh GOO00  Rituals DOGO0
Subterfupe 00000  Survival o000  Science Q0000
Barkgrovnds
Q0000
OO0 —
OOOO0
Q0000
CHOOOD
Sy & S ¥ P s v S e N 7 -
Gfﬂfy Brused |
O0o0o0 (4] ;
0000000000 ___{E' u{fu_‘f’ Hurr 4O
SRR e L R R RN N R R A Injured 1 @
Honor L EIIOIAY it 3? ” ILnjﬂ] : , 2
000000000 O e L
= Es s 0000000 DOVO [ i -3
J00Qo00aa0 3 P8 DSQIe, i St
Wifdﬂfﬁ. QOO oOoOgoogg ncapacitate N |
000 ‘_:' 000000 e S 08001 i AKBEPS (0 it
| i | B AN e
AU OUAadd 5500000000
At Tl i

G R QNS

i




WOLF

APOCALYRSE

e 0 e e (Cffrey e a‘.ﬁﬁw — f;ti{;ap —e — Ly —=
Strength(+2)____ Strength(#4).  Strength (4. Srrength(+1)__ ¥
Nl Stamifadtd) o  Dexterity (#1122  Dexrerity (+2) Dexterity (+2),
[ mnge ﬁpwi-ﬂ Hl’:-ll'll.ll‘l.i (-I}'} 5m‘ﬂiﬁ§ {4-3}__ Staminga (#2)
Manipulatian(=1)___ Appestince 0) Mamipubtion(-3 Manipulation ()
Mamipulagion (31
Ditficultys. 6 Difficulty: 7 Difficulry: & Difficulig 7 Ditfiguley: 6
INCITE DELIRILIM
N HUMANS .
e i T il g i Tihirhiar -
GO000 lrizm: Level Uinisis
OO0 Powen |
OOOO0 ltem: Level Onoss
OO000 o -
OO0 | rem: Level  Onosis
0OO00 Power:
OO0O0 Ttz Level  Crosls
00000 Powers '
00000 Hfr
CHOOO0)
00000 \
QoDOG
Q0000 \
ooooo |
QODOG
OO000
(elulniols)]
QOO0
MutieuverW EAPON Rull Difficulty | Damage | Range| Rate | Clip Mﬂf .E"Té;:p?'
Mansirvee Tl DAl Phanags -
i Pl € Sriwnphs 1A
Body Tocloe DewBrawl T Specinl'® l |
[Xaw Dhesgt Teamil, trengths [
[yt Lexddyanl o Hienpmlyi
Kiel PesBymal T “Sereiiphs LA
Punch [ewtliomml 4 Smenmhil
Syl [mmasy
/ e Db Dt
A

/’F‘-

.‘_—.-7




'MNM—.--—.-

4 '5‘*’ AL YESE F

Nature:

Tipe

Demeanor:

_..#/fﬂ’ff/;ff N /7] —

By - ‘7'

St

— é"wﬂyég" Backgrovnd A~ 45

Afar Adenfor
Ancatfors e By
COndeacty Autobras

Adbsoife Ve

Caeaar [ arried )

F:'n.lu||'|||.-_'|1l (e

TOTAL;

ained From:

e Spf A
Marme
e Locnticmy TIOTALSPENT
Leveli_ Type Spent O
Torerm:,_
Leader:

“-__.

-M\\

|




\_,-___-mm-—&

‘\c‘\:‘h- =

\AJERE DLF

TH *‘54;5’0(: ALYl p.S'E
/fm‘n:j

_—ﬁv’

At
i

Fyese

Race:

Mationaliry:

S B
Heqpghie | Weight

Homud:

il Sl Soarr

e :

Hlispe;

Lupnis:, Adetir P ‘,r?rm;}:f

Fncke & Frrd & Faraeter f,('z!fmf

/W-._“a—_._y

-




SForefoforr (’&h )

A World Full of Enemies

So many different problems plague the Garou. They must defend two different worlds
from violation. They must contend with not only the forces of the Wyrm and Weaver, but
also with the rival denizens of the World of Darkness. How much more can they honestly

be expected to bear!
A Book Fusll of Help

The Werewolf Storytellers Companion contains tons of extra information
designed to enhance a Storyreller’s game — more details on the enigmatic
Stargazers, a werewoll’s perspective on the antagonists that
plague them, details on caern and sepe life, furcher weapons,
and even an expanded Renown chart. What's more,
the four-panel Storyteller screen contains all the
tables necessary to greatly streamline gameplay, The
information within is sure to be useful to Storytellers
of all stripes.

Werewolf Storvfellers Co Mpanion

confains:

* More Stargazer information, and a cheat-reference 1o the
other shapeshifring races

* A four-panel screen listing the most oft-referenced charts in the
Werewolf rules; excellent for hiding dice rolls and covered with
art to help set the mood

_ * Further details on caerns, septs, tribal
@) weaknesses Renown, antagonists, .
== weapons, underwater combat and more ﬂl' 7




