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Sivep Dowl paced pestiessty

amidst the patches of wildtlowers in a small grove just out-
side the valley that housed the Sept of Sun’s Glory, the set of
her ears against her head clearly conveying her displeasure.
The guards failed to notice her presence until she howled a
secondtime. Finally, ananswering howlgave her permissionto
enter. Homidss, she thought, curling her lip in disdain. / should
teach them to hunt. *

Her presence finally acknowledged, she darted swiftly
down the narrow path toward the caern, finally emerging
into the forest at the bottom of the valley. Her silver coat
blended well with the sun-dappled underbrush, and she felt
a certain amount of amusement when she thought of the
homid guards trying to track her progress as their duties
dictated. She left them behind all too quickly. Rather than
dwelling on the triumph, she lost herself in the run through
the serene stretch of woods. Her nose picked out the scents
of small animals, the sreen of growing things, the distant,
sharp smell of the frozen lake waters. She outran her displea-
sure and finally stood at the edge of the caern, sides heaving,
politely waiting for the guards to catch up. They finally
emersed, sporting looks of equal shame and gratitude for not
embarrassing them in front of the sept.
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The three of them entered the caern together, a lithe
silver-coated bitch with two larger and more awkward
brown-furred wolves. Once they had escorted her as far as
was required, she released them with a chuff and a toss of
her head, and they were off, trying to make an impressively
quick exit to make up for their prior tardiness.

Silver Howl approached the central fire with the
proper respect, waiting at a distance with head down and
eyes averted so that the elders would nor think her an
eavesdropper. They completed their conversation with a
young Garou whose name she could not quite recall and
sent him on his way. Finally, after some conversation,
Guillaume Sun’s Glory, the sept leader, beckoned for her
to approach. He was a striking figure, old enough to be a
great-grandfather, with steely gray eyes, white blonde hair
and an aristocratic profile. All in all, his was not an

g authority that she ever questioned.
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The Master of the Challenge attracted her at-
tention with a soft cough. Hyperion's Eye was a
Child of Gaia, born of wolf, and while some might
think it odd that she worked so closely with a
human-born Silver Fang, Silver Howl was of the
opinion that the two complemented each other
well. Hyperion’s Eye was in the Homid form, pre-
sumably for ease of discussion with the sept leader.
At times, Silver Howl found that the nuances of wolf
speech were lost when conversing with Garou wear-
ing the human-skin, and she could only assume that
the opposite was true. Still, she herself was most
secure when in Lupus form, and there she would stay
unless requested to do otherwise.

Hyperion’s Eye wasted no time in asking the
question that was foremost on her mind. “Did you
complete your challenge, Silver Howl?”

Silver Howl lowered her head and released the
golden claw that she had been carrying in her mouth.
She stepped back and sat in front of the two elders,
revealing a new scar thar curled down her belly ro
end near her right flank. “Yes,” she replied. “I found
what you asked for.”

The Master of the Challenge’s gaze flickered to
the sept leader, who responded with the barest nod
of the head. “Yes, I sce. We will celebrate tonight.
You are now adren, Silver Howl.” She paused and
smiled kindly, “You have done well.”

Guillaume Sun’s Glory looked at her for a long,
piercing moment and finally added, “You have done
well indeed.”

Silver Howl felt a wave of pride at being praised
so by the sept leader. He was her sister-father, litter-
mate to her grandmother, but still his praise was hard
tocome by. Perhaps even more so because he held his
relatives to higher standards than Garou from lesser
.\'[UL‘L‘- SI\L‘ ]l‘LfI[ dan 1111“.\'[[}1' sense L'I"]'L‘I“L'IILIHCL', some-
thing she had never felt before. But, still, she spoke.
“I saw something. I must tell you of it.”

She had their attention instantly. “What did
you see!” asked Sun’s Glory, watching her intently.

“I ran for many moons to find the talisman. It
was hidden in an Umbral realm very far from here.
When I was returning to the sepr, I scented blood in
the air and heard a voice in my mind speaking my
name. It led me to a falcon who bled from a tear in
its wing, a broken arrow on the ground behind it. |
offered healing, bur the spirit refused. Ir said, “Thus
it begins. Bring this message to Sun's Glory, Silver
Howl. Thus it begins.’ Then it flew away, and [ could
not track it.” Silver Howl reported this last piece of
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information reluctantly, for she was proud of her
reputation as a hunter and hated to diminish it.

The two elders did not answer, but looked into
each othet’s eyes for a long moment. Silver Howl
surmised that they were speaking mind-to-mind,
and she sat to wait until she was excused. Her
stomach rumbled, low and quick, but the two elders
did not notice. They finished their conversation a
few minutes later and looked down at her with twin
implacable expressions.

“How long ago was this?” asked the sept elder.

“Two moons ago,” she replied.

“I will consult with the elders on this mystery,”
Hyperion’s Eye said. “You have done well to bring
this to our attention.”

“You will repeat your tale to the Master of the
Rite. I am interested to hear what he has to say,”
rumbled Guillaume Sun’s Glory. Then, he looked
down on her with amusement in his eyes. “After-
wards, you may eat and rest if you like.”

The three of them rose from their sears and left
the fire flickering in the light afternoon breeze.

LN N ]

The fire was blazing along merrily when the
entire sept gathered that night to recognize Silver
Howl's deeds and celebrate her promotion to the
rank of adren. Her packmates took the lead in the
telling of tales, much ro the delight of Wildfire, their
Galliard. Eventually, one of the younger Garou
asked to hear the tale of her latest challenge, since
none of them had heard it.

As she stood to face the gathered sept, Silver
Howl looked to the elders, wondering if she should
include the message from the falcon or if that knowl-
edge was meant only for their ears, but neither
Guillaume Sun’s Glory nor Hyperion's Eye gave her
any indication either way. She told the story in full,
pacing to and fro before the fire as she relared her
discussions with the spirits, her journey through the
Umbra and her battle with the Banes that guarded
the sacred talisman that she had been charged to
retrieve. Although she was not a Galliard, her eye for
derail served her well, and the sept listened intently
as she told the full story of her encounter with the
falcon. She brought the story to a close with her
arrival at the caern, politely leaving out the earlier
mistakes by the guards.

A few of the younger pups looked confused when
she had finished her tale, and they rugged on sleeves or
nudged their noses into fur to urge the older Garou to
explain. But the older Garou were too busy speculating
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aloud as ro whar this strange message might mean for
the sept, or whether it was meant for the sept leader in
particular. The air was full of too many voices talking at
once, and the trees stirred as if restless. Then a wizened
Garou with one eye scarred over from a long-ago battle
stepped forward and held up a hand to ask for silence.
The crowd noise subsided quickly, for the Garou was
the Master of the Rite, a Silver Fang named Montgom-
ery Songs of Glory, and he was known for his words of
wisdom. Surely, they thought, he would know what this
all meant.

“I heard this story from our new adren this
afternoon,” began the Master of the Rite, “and [ have
thought long on the old tales that might bring some
light to our dilemma. Then I consulted with the
Theurges in our sept, in the hopes that their
longstanding relationship with the spirits might give
them information I lacked. I do not offer you a
solution, but [ have learned to trust the old tales and
legends, for they hold much in the way of lost
wisdom. To guide your way, I offer you this.” He
paused, straightening, and his voice intensified until
the leaves shook with its power as he recited:

“I saw Falcon and heard his voice in my mind. He
gave warning of a knife that glinted in the belly of a king.
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Behind Falcon lay a pale pool of blood and he left red
footprints on the cold and smoking ground. Forces gath-
ered and clashed in small battles of swirling dust and silver
fur. They tore apart the darkness with swords and claws,
shields shattering, men dying in a noble yet pointless
cause. Finally a crown rose up above the field of battle
and all fighting stopped, until shadows consumed the
moon and the crown fell into darkness.”

Before the last echo fell inro silence, Montgom-
ery Songs of Glory returned to his seat, an old man
once more. "r]'ll_‘ (.‘IL"'L\“ \\"I'lll were .‘._{ill'}'li."l'(.\l }]'l'(\“nii
the fire exchanged looks, some elated and others
skeptical. Silver Howl felt more of the former than
the latter, because the Master of the Rite spoke of an
“[L] pl‘l."PhL‘L‘\" l}]ill llllLI recent }.\ Slll'l-HL'L‘L] ONce more.
All of the tribes had their prophecies, and she felt a
surge of mingled pride and fear that the Silver Fangs'
should be proven true. But whether it meant good or
ill for her tribe remained to be seen, and she realized
that some of the other tribes represented at the Sept
of Sun’s Glory might not recognize a Silver Fang
prophecy. Doing so would mean recognizing that the
Silver Fangs were, in facr, the righrful leaders.

Her intuition proved to be right. Asif on cue, the
assembled werewolves broke out in heated debate.
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Some insisted that the falcon was obviously a herald
of the prophecy, and others just as adamantly pro-
claimed that the prophecy was no more than an old
wives’ tale and the recent happenings were clearly
signs of something much more sinister that affecred
all of the tribes. The argument raged for some time,
with both sides scoring points against the other,
when one voice broke out above the din.

The voice belonged to a Ragabash Fenrir who
often found issue with the elders’ decisions and
cagerly voiced his concerns under the guise of “ques-
tioning” his elders as his auspice dictated. Numerous
discussions with the elders proved futile, since he
would listen to no one but a Fenrir, and the local
Fenrir were indisposed to silence him. Laughs-in-
the-Face-of-the-Wyrm was his name. For her part,
Silver Howl did not enjoy his company and she
avoided him whenever possible, but she had to admit
that he often had good ideas even if he had a
disrespectful way of presenting them. Truth be told,
this was the only reason she could think of that kept
Guillaume Sun's Glory from putting him in his
place. Although the Fenrir was also an adren, this
did not by any means excuse his disrespectful treat-
ment of the eldersand particularly Guillaume himself.

Silver Howl watched as Laughs-in-the-Face-of-
the-Wyrm stepped forward out of the circle of Garou
to address the elders. “You don’t expect us to believe
in this prophecy, do you? If we panicked at every
prophecy we heard, we would hardly have time to do
anything else. The bawn would be in shambles; our
Kinfolk would be scattered and dying. Prophecies
are tools, nothing more. Shall we jump just because
our tools suggest it?”

“You are quite right,” replied Montgomery. “I
present this to the sept as part of my duty. It goes to
oreater authorities than 1 to decide what shall be done
with this knowledge and whether it is relevant at all.”

The Fenrir laughed without much in the way of

merriment. “But that is the problem, do you not see?
The Silver Fangs lead
named for a Fang! But what of the rest of us? Shall we
be forced to react to a prophecy that we do not
believe in?” At this, there was some murmuring
among the crowd, as if in supporting anger or in fear
that he had gone too far this time.

own — this sept. It is even

“We will react to the problem that has been set
before us,” replied Guillaume Sun’s Glory gruffly.
“The prophecy is what you say it is. A tool that may
help us understand the problem.”

“And how do we know that the problem isn’t

? f s %] L
yours, sept leader! The falcon said to tell Sun’s
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Glory, did she not!? Which did she mean? All of us?
Or just you!” There was a hint of anger in his voice
as Laughs-in-the-Face-of-the-Wyrm spoke, and Sil-
ver Howl's hackles rose in response. The entire circle
tensed and, for a moment, it seemed as if the fire and
the breeze and Luna herself froze in suspense, waiting
for the inevitable reaction.

Guillaume Sun's Glory rose to his feet, and the
light glinted on steely eyes. The assembled group
watched the aged Garou’s still-powerful form as he
loomed over the smaller Ragabash, his fury so strong
that it made the air around him crackle with unspent
force. His voice, when it came, was not the roar that
they expected, and they craned forward as one to
hear him speak. “Enough.”

Laughs-in-the-Face-of-the-Wyrm maintained his
composure, by what means Silver Howl could nor say.
But he could not speak, so he merely waited for the end
of this confrontation that he himself had begun.

“You have a choice,” continued the Silver Fang. -
“Challenge me or be silent. But do not play the
Shadow Lord, inserting clever daggers into your
words and pretending they are innocent.” The elder’s
distrust of the Shadow Lords was widely known, and
few of that tribe could meet his standards or stand his
persistent mistrust, so they quickly left. To Guillaume
Sun’s Glory, this was the strongest of insults, and the
Fenrir knew it.

“I could not stand up to you in a fight, sept
leader, and both of us know it. Why should I enter
into a battle that 1 stand no chance of winning?”
responded the Ragabash, with a derisive sniff. Silver
Howl growled with anger, for it was clear that he
meant to imply that Guillaume, though an Ahroun,
was too old to stand up and fight.

But Guillaume Sun’s Glory waved a hand to
hush her, refusing to rise to the bait. “Challenge
me and all will be overseen by Hyperion's Eye.
Surely you do not accuse her, a Half Moon, of
preference of one tribe over another? She will
selecr a fair challenge.”

“You are trying to goad me. [ have struck anerve,
s0 you are trying to goad me into making a mistake,”
snarled the Ragabash.

Sun’s Glory replied with unflappable calm. “No.
BU[ I \\'ill Hl\()\\' YUU rllk]l‘ ‘y‘.’l)l‘dﬁ }1':]\"C pU\VCr‘ 21[‘[\.{ d
Garoumust have the will to stand behind his, or they
mean nothing. Challenge me or submirt.”

Laughs-in-the-Face-of-the-Wyrm looked up at
his sept leader with an equal mixture of anger and
bravado. Before he opened his mourh, Silver Howl
knew what his answer would be, knew that the sept
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leader has given him no way out. “I, Laughs-in-the-
Face-of-the-Wyrm, Adren Fenrir Rotogar, challenge
you, Guillaume Sun’s Glory. Do you accept this
challenge?”

For the first time in many moons, Guillaume
Sun’s Glory smiled. “I accept your challenge.”

L N ]

A short time later, the sept gathered in a circle
around the fire to witness the challenge. Hyperion's
Eye had retired to her den to ask for guidance from
the spirits in her arbitration. The sept waited rest-
lessly, and Laughs-in-the-Face-of-the-Wyrm paced
back and forth before the fire, clearly beginning to
question the wisdom of his actions, On occasion, he
looked up ar the still muscular figure of Guillaume
Sun’s Glory. Silver Howl followed his gaze without
much passion. If the Ragabash was foolish enough to
be so distespectful to an elder in the presence of the
entire sept, he should be willing to face the conse-
quences. She was quite certain that if the challenge
was combat, the Ragabash would lose.

When the Master of the Challenge stepped out
into the circle of light thrown by the fire, the restless
whispers ceased immediately as everyone waited
with tense interest to find out what the challenge
would be. She spent a long moment watching the fire
before she spoke in a clear, calm voice.

“The challenge before us is the test of a true
leader. A leader must have equal measures of honor
and wisdom to lead his people in times of peace and
in times of war. He must possess a strong will to lead
his people in serving Gaia, regardless of what his
[‘\L‘I‘SL)I)H] ian‘l'CHt.‘i arc. HC must pl)h.‘iL‘h’h‘ a C:lllll ]'lL’ill't
tomeet adversity with firmness. And he must possess
a keen eye to see what must be done. On this night
of celebration, a problem has come to us. For now,
the nature of this problem is irrelevant. This chal-
lenge does not judge which of these Garou can best
deal with this problem. It asks which of these Garou
can best solve any problem, meet any enemy, and
protect our sept.

“It is a difficult task to judge the fitness of a
leader. Should he be strong in body? Should he be
swift in stride? Should he be quick in thought?
Should he be honorable or kind? Or do you believe
as I do, that leaders come in many sizes, and what is
best for one sept may not work for another?

“Guillaume Sun’s Glory and Laughs-in-the-Face-
of-the-Wyrm, your challenge shall be a test of will, to
judge which shall be the better leader. We will ask
for Hyperion's blessing on out fire this night, for this
will be the instrument of your challenge. You will sit
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facing cach other on opposite sides of the fire, and
you will stare into the flames. You will not blink.
Your gaze will not waver. The first to falter loses.
What say you?! Do you accepr this challenge!”

Both of the Garou formally accepted, and Laughs-
in-the-Face-of-the-Wyrm looked highly pleased.
Clearly, he felr that he would be the victor.

“Silver Howl,” called Hyperion’s Eye. “As we are
interrupting a celebration in your honor to conduct
this business, 1 offer you the honor of assisting in the
blessing of the fire and name you the Firekeeper for
the evening. Do you accept this honor that I have
placed upon you?”

Silver Howl paced into the circle with her head
held high. “Most humbly,” she replied.

With that, Hyperion’s Eye led the seprina dance
around the fire, and they honored Hyperion with the
song of their throats and their bodies. When they
were done, they formed a loose circle around the fire,
which blazed tall and bright in the dusky night.
Guillaume Sun'’s Glory and Laughs-in-the-Face-of-
the-Wyrm took their places on opposite sides of the
fire, and the Master of the Challenge officially or-
dered them to begin.

Both Garou stared raptly into the bright flames,
and it was not long before tears ran down their
cheeks, but they did not look away. Silver Howl
paced in and out, feeding the fire with twigs and
branches, but they did not look away. Many minutes
passed, and the assembled Garou shifted in discom-
fort from sitring so long, bur they did nor look away.
The moon rose high and full in the sky, but they did
not lUUL’. away.

Hyperion's Eye waited patiently, and Silver
Hl‘\l"l [ni‘”‘\'k_‘ICLi at i'll_’l' CUIHI’(WUI‘L‘, jll.\'[ a8 H]il_‘
marveled at the force of will that held the two
Garou in check without movement. She felt a
surge of pride in her sept elder, her sister-tather,
for his calmness throughout this entire confronta-
tion. And somehow, she was certain that he would
win. He had pushed for the challenge to take
place; surely he would not have done so if he had
not been sure of winning.

Then, after many minutes, there was a howl
from the northern edge of the bawn, and the Garou
all stood alert at the familiar sound of an Anthem of
War. There was a sudden tension in the air. The
werewolves did not know what to do, since they had
been ordered to witness the challenge but wanted
nothing more than to go and defend their caern from
\\'I]i‘lr(’\'c]_ rh]_CL!t was lUl‘i\'iﬂ.}_{ on its I"L]I‘dt‘]_-\- l._.l["i‘n
hearing the howl, Guillaume Sun’s Glory calmly
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looked away from the fire and ordered two packs to
attend to the problem. He told them to set up a
perimeter of guards within the valley, then he sent
another pair of scouts to patrol the bawn. Laughs-in-
the-Face-of-the-Wyrm still had not moved from his
seat by the fire.

Silver Howl was dumbfounded. Guillaume Sun'’s
Glory had lost the challenge. She joined with her
pack as they charged out to fight a rampaging group
of Wyrm-tainted boar whose heads resembled grin-
ning skulls. They were quick and tenacious little
beasts, and it took some time to track them all down
and kill them. Burall the while, Silver Howl thought
of nothing but the challenge and the fact that her
kinsman had lost.

She returned to the caern slightly winded but
untouched; the creatures were no match for two
packs of Garou. Gradually, the sept returned to the
fire and sat down, eager to hear the outcome an-
nounced before the evening was through.
Laughs-in-the-Face-of-the-Wyrm quickly stood to
face the sept and spoke excitedly.

“He looked away. Guillaume Sun’s Glory looked
away, and now I am the sept leader. He lost the
challenge.”

The sept’s reaction was not a positive one. In
fact, the assembled Garou shifted nervously and
looked at the Master of the Challenge, clearly wish-
ing thar the Ragabash had looked away instead. In
fact, the only one who would meet his gaze was
Guillaume Sun's Glory. The Silver Fang stood and
faced the sept.

“As Hyperion's Eye stated before we began, the
purpose of this challenge was to determine which of us
has the will to be the better leader. Clearly, we both
have the strength of will to persevere under difficult
circumstances. We spent many long minutes staring
into the fire, and I am very impressed by the Fenrir's
tenacity. But I did nort lose this challenge.”

“You did!” shouted Laughs-in-the-Face-of-the-
Wyrm. “You looked away, so you lost!”

“Did 1? Which is the better leader, the one who
risks a position of honor to ensure the safety of his
people or the one who is so determined to win at any
cost that danger to his home means nothing to him?
Which of these two is stronger in will?”

The answering howl was deafening, and all of
the sept pointed at Guillaume Sun’s Glory, who will
forever be renowned among the Garou for being the
only sept leader who retained his position by losing
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a challenge. Silver Howl joined in the celebration
without reserve, for her kinsman had retained his
position once again, and she was a newly made
adren. But her feeling of triumph was short-lived,
and she watched Guillaume Sun’s Glory slip tiredly
into the caves where he made his home.

After some hesitation, she followed him. She
padded to the mouth of the cave and inquired softly
for permission to enter.

“Silver Howl,” came the always calm voice of
the elder, “I am waiting for you.”

“Can I bring you food or drink?” she inquired,
masking her sudden worry under simple politeness.

“No,” he replied, smiling slightly. “It is rare to
find a wolf-born with the tact to hide her purpose.
But I know what brings you here. And I will tell you
this; you are nearly ready.”

She shifted uncomfortably, a prickly feeling ris-
ing behind her ears. “Ready?”

Guillaume Sun’s Glory rose to his feet, and the
firelight glinted off his coat, turning it into silver fire.
“Today’s lesson was meant for you, Silver Howl. |
will soon be leaving. I have things to attend to. And
you will be sept leader when | am gone.”

With that, the elder waved her out. The young
Philodox, dazed with this revelation, wandered out
into the sept grounds. She would watch the sun rise,
she decided. The sun rising over the frozen lake
always calmed her spirits.

She sat there watching as the lake changed from
the deep blue of night to the blood-red and shimmer-
ing pinks of dawn, and she thought about the lesson
she'd learned. Was Guillaume, by dint of being
leader, exempt from the terms of the challenge? She
thought that the terms of the challenge had been the
true test, and that Laughs-in-the-Face-of-the-Wyrm,
d NU MULT]L f\llUlllL] l‘lil\'L‘ ]‘L."dliz(.fkl th}'lr. SI'IC L]CCiLiL‘LI
that a leader must know truth, above all things — the
rrue challenge, the true nature of prophecy, the true
threar — even before it was revealed.

As she thought on these things, the ice of the lake
slowly darkened back to indigo. In horror, she looked
roward the sun, and found that it was going dark. From
the sept, she heard the Wail of Foreboding, warning of
great danger, but she did not take up the call.

Silver Howl looked up at the darkening sun and
knew that she was not ready to lead the sept. Not in
a world where the things she rtrusted most — her
tribe, the sun, the truth — could so easily be called
into question.
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AAneupin ap Rbys spat ot From bis mouth once agaun.

His uncle, a Full Moon, chuckled. “Come on, boy. 'm not even trying. It’s a wonder you survived that last
battle with no skill. You'll not live through another. Get up.”

Aneurin growled and sprang to his feet. The stick in his hand — meant to represent his klaive — pointed
athisuncle’s heart, he charged. Hefeinted risht, then swung upward, intendtosstrike the older manon the
side the head. Instead, he saw only the gray rain and the Welsh hillside. Toa late, he realized his uncle was
behind him, and then he felt the gentle touch on his back and the sickening loss of balance as his uncle’s
favorite Gift took effect.

“You're closing your eyes when you strike,” his uncle said, helping him up. “That’s going to get you
killed. A seasoned warrior — like me — will just sidestep you and plant his claws in your arse. An animal
might not sidestep, but: it'll be moving the whole time, and you've got to keep your eyes on it.”

Aneurin nodded. “Those things that we fought when I met Yvonne — they never stopped moving,. Seven-
Lights said they were Banes.”

The older Garou grunted. “Maybe so. Don't know. Never saw them before.”

Aneurin cocked an eyebrow. “Soriliqthing wrong, uncle?” His mentor shrugged. “Come on. You wear your
displeasure like a favorite shirt.” :

In spite of himself, the Ahroun smiled. “You shoﬁld have bcen a Moon Danccr. boy.”

“Well, | speak with spirits and entertain them. Maybe I've a bit of the Galliard in me.”
“Maybe.” Uncle Hew opened his mouth and caught some rainwater. “What happened between you and
Yvonne?”

Aneurin looked shocked. “Nothing, uncle.”

Hew snorted. “I've had ‘nothing” happen between me and lots of women. [ mean it, boy. What
happened? You get a look on yourface when you say her name, and it scares me.”

Aneurin grew wide-eyed. Nothing scared Hew Splits-Stones. “No, uncle. | have no thought — no

intention — before Gaia, | never—" He was on his back again before he could finish.
‘Don’t ever swear something before Gaia unless you're willing to die for it, lad.” Hew was in Glabro form
now, and Aneurin knew he was angry. His eyes had taken on the blue cast they always did before he was
lost to Rage. “I saw you looking at her. Yes, she’s comely, but shc s Garou, and I'll not have any nephew of
mine breeding a fucking metis!”

Aneurin did not try to stand. He v.lf'np]y waited, throat exposed, for his uncle to calm down.

“I'd sooner take back my klaive. I'd sooner see it melted down for an Englishman’s boot spurs.”
Aneurin winced.

“I'd sooner kill you, boy, than see you sire a metis. | know what you're thinking about when you say
hername, anditisn’t her strong bodyor those pretty German lips. You're thinking of her spirit and they way
she fought. You're thinking of the way she tore into those bastards and the way she helped you heal the
wounded afterwards, even those not of her own tribe.” Hew leaned down, and Aneurin extended a hand,
thinking that his uncle would helphimup. Hew batted it away and knelt;, leaning close to his nephew’s ear.
“I'd sooner kill you than know there was another metis with a claim to the Rhys name.”

Aneurin pushed himself up to sitting, The rain grew more intense, and he wiped his soaking hair from his
eyes. “Another?”

“You don’t know that, boy. No one dne.s except me and my son, and | just haven’t found him yet.
But I'll not let you bring disgrace gn this family. Do you understand me?”

Aneurin could only nod. He didn't dare tell he uncle of his vision — a stag and a gray wolf'walkmg
together in a strange, dark wood where the trees bled.

“l understand, uncle.”



INTRODUCTION

For I know this, that after my departing shall

grievous wolves enter in among you, not sparing
the flock.

—Acts 20:29

People have their legends. They say that the wolves of the
forest are the Devil's children, that they come in the night to
steal human babies. They say that the woods are haunted by
spirits that can drive men mad. They say that sometimes
wolves bite innocent Christians and change them into
werewolves, shapeshifters that hunger for human flesh.

The legends are right, in their way. Spirits do haunt the
woods, and the wolves that inhabit them are very much
aware of the humans that cower in their hovels. But the
wolves do not hunt humans for food, nor can they change
“innocent Christians” into werewolves.

The werewolves have their own legends, their own
spirits and their own devils. But unlike the humans, who
believe in such things out of fear and tradition, the
wetewolves have seen the world of the spirits, and they
know their place within it.




THE DARK MEDIEVAL
Dark Ages: Werewolf is not a complete
game. You will need a copy of Dark Ages:
Vampire to play, as that book contains the core

rulesfor game play and character creation. While

Dark Ages: Werewolf shares themes and sys-
temswith the World of Darkness game Werewolf:
The Apocalypse, itisaDark Ages game, and the
assumption is that players and Storytellers have
read Dark Ages: Vampire.

“The Capou

Werewolves refer to themselves as Garou. They
believe that they were created by Gaia— the Mother
of All — to safeguard her from her enemies. While
it might seem strange that the very spirit of the world
could have enemies, the werewolves know it to be
true. They rell stories of the Triat — three spirits
called the Wyld, the Weaver and the Wyrm that
must exist in balance for all to be right in the world.
As anyone in the Dark Medieval could attest, some-
thing is deeply wrong with the world, and therefore
the Triat is out of balance.

The Garou are warriors, first and foremost. They
were created to be guardians and predators, mergers
of two of the best hunters on Earth, wolf and man.
Every werewolf is capable of startling brutality, re-
gardless of breeding or training, because every
werewolf carries in her heart a seed of Rage. This
primal fury is interpreted differently by different

werewolves. Some of them see it as a tiny sliver of

Gaia's pain that the world is imperfect, some see it as
a Gift from Luna, the moon, their patron and spiri-
tual guide. Whatever the truth, this Rage drives
them in their hunts and allows them to summon
their killing fury at will — but when the moon shines
down, any werewolf can become lost to this Rage.

Not every moment of a werewolf’s life is spent in
combat, however. The Garou have a complex, sha-
manistic society. They are divided into 10 tribes,
dispersed throughout Europe and Outremer. Some
of these tribes are allied and some are opposed, and
these lines can blur in different regions.

Each tribe has its own take on the history of the
Garou, the purpose that werewolves fulfill for Gaia
and (especially) how to interact with humanity.

J / 4 /

This last is probably the biggest sticking point be-
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Some werewolves are born as humans and live
among their families until their First Change. This
traumatic event usually occurs around adolescence
and is often triggered by a threat or a stressful
situation. Unhappily, the young werewolf often de-
stroys anything in reach in a blind rage before he can
be found by members of his tribe and inducted into
the Garou. These human-born Garou — called
homids — are often more tolerant of humanity than
other werewolves. Humans might burn forests and
despoil the countryside with their wars, but they
don’t know about Gaia and the damage they cause.
Even homids, however, agree that humans must be
protected from their own ignorance. Some tribes
advocate teaching the humans; others wish to rule .
them so as to climinate the need to suffer their
stupidity.

On the other side of the coin are the lupus.
These Garou are born as wolves and gZrow to adult-
hood with their packs, until they too undergo the
First Change. While lupus might enter the First
Change under much the same circumstances as
homid Garou, their initial frenzies don’t tend to last
as long or be as destructive. Lupus, after all, have
lived with their animal instincts all their lives and
this helps them temper their Rage somewhat. Lupus
Garou do not, however, have any kind of inborn
respect for humanity. Like natural wolves, they will
not attack a human without reason, but if they feel
threatened, they often advocate a much harsher
response than a human-born werewolf would. After
all, a human who is trained not to cut down a tree
might forget his training, but a dead human will
never trouble Gaia again.

There is a third breed of Garou called metis.
These sinful abominations are born of two
werewolves and are born deformed and sterile. For
this reason, Garou are forbidden to mate with
each other and must instead seek out partners
among wolves and humans. (All tribes have spe-
cial bloodlines of humans or wolves — called
Kinfolk — into which they breed to increase the
chances of Garou children being born.) Metis are
few and far berween — werewolves rarely violate
this law, and the offspring of such crimes are
normally slain at birth, usually along with the




parents. What few are allowed to survive grow up
in werewolf society and therefore are more pre-
pared for their lives as Garou than any homid or
lupus. They can look forward to nothing but scorn
until the end of their days, though. A metis’s
attitude toward humanity is largely shaped by the
community — or sept — to which she belongs.

For their part, humanity knows little or nothing
about the Garou. As stated previously, they have
theirlegends, but these tales are woefully inaccurate.
The werewolves work diligently to keep their exist-
encesecret, partially because theirwork in defending
would be greatly impeded if humanity were to know
of them, but chiefly because even the proudest
Garou warrior understands that humans outnumber
them so greatly thart if the world ar large became
aware of their existence, the noble Garou would
likely be completely wiped out.

TFact and rction

Humanity knows fragments of information about
werewolves, but few real truths. Specifics vary by
region, but in general, most humans believe that
werewolves are mortal sorcerers who have sold their
souls to Satan for the powers of shapeshifting, or that
they are ordinary humans who have become
werewolves by any one of a number of means. A bite
from a werewolf, drinking water from a wolf’s paw
print, consuming wolfsbane or belladonna, or being
born under an eclipse are only a few of the supposed
methods of becoming a werewolf.

Many people believe that werewolves can only
change from man to wolf, and only under the full
moon. Werewolves are supposedly unable to be
killed by mortal weapons, yet repelled by various
methods (wolfsbane, a blessed crucifix and pure
silver being three of the more common remedies).

While some of these legends contain a warped
bit of truth, none are completely accurate. In fact,
werewolves are born, not made. No method exists
to change anormal human into a werewolf, though
the child of a werewolf might well grow up to be
one. Werewolves do suffer an allergy to silver, but
none of the other methods offer any true protec-
tion. Likewise, werewolves do not serve — or,
indeed, even acknowledge Satan — but have their
ownspirituality that predates Christianity by thou-
sands of years.

Werewolves are very much mortal, however.
While it is true that ordinary weapons rarely injure
them for long, luck, skill or persistence can indeed
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destroy a werewolf. Werewolves travel in packs,
though, so the chance of catching one alone and by
surprise — and therefore destroying it — is slim.

Finally, the Garou can change shape any time
they wish, not simply under the full moon. They can
assume a variety of forms, including that of a man, a
wolf, and several forms in between including a mon-
strous dire wolf, a muscular near-man, and the most
deadly of all, the half-man, half-wolf horror called
the Crinos.

Enemies

The Triat might be out of balance, but the three
spirits that comprise it are not the sort of enemies
that any pack of werewolves can confront directly.
Instead, the Garou concentrate on maintaining their
holy sites (called caerns) and attempting to stop
humanity from encroaching on the wilds too badly.
Along the way, however, the werewolves have made
several dangerous enemies.

Wegrewolves

Territory, honor, familial feuds, breeding rights or
even a simple loss of temper can set one sept against
another. Werewolves are their own worst enemies in
some ways, because when rwo Garou fight, the bartle
usually ends over the corpse of one combatant. If that
weren't enough, an entire tribe of Garou fell to the
Wyrm centuries ago and dedicated itself to destroying
(or converting) the rest of the Garou. Although they
are insane, these Black Spiral Dancers are just as
capable in battle as any other werewolf.

Vampipes

" The Garou and the Children of Caine have an
enmity that stretches back to the First City. Cainites
are usually led to believe that werewolves labor
under a curse from God, just as they do, but the
Garou know the truth. Vampires are simply the
unholy spawn of the Wyrm and the Weaver, and
they weaken the living fabric of the world by their
very existence. The Crusades in the Holy Land were
ficrce, but they cannot compare to the sheer fury of
Faithful Cainites battling the Garou. Both sides
know that they fight on the side of the divine, so
neither gives quarter.

]:)U(DANH'T

Whether in the form of a hunter killing wolf
Kinfolk or a cell of inquisitors hunting down a




SILVER

] n truth, the Garou are probably numer

<=~ o0us and mighty enough to destroy the
biggest cities in Europe and return humanity to
a more primal state, but several things stand in
the way of such a campaign. First, several tri
of Garou — the Children of Gaia, the Bc
Gnawers, and the Warders of Men in particular
— would fight against such an act with all their
might. Second, while humans by themselves
could be defeated, the vampires would almost
certainly add their considerable might to hu-
manity (as the Leeches love the cities), and this

could well turn the tide. Finally, once such a

began, the humans would eventually dis-
er the truth about silver.
Even G
re all but immune to most wounds, silver
is their most feared bane. Silver, the lunar metal,

5. While

ou have their weak

Ives, and t} ave little defense
against it — even a silver arrowhead can s

Garou. This weakness is not widely known,
however, and the humans most likely to know of
it are also the least likely to be able to afford
enough silver to forge into a weapon. If the
Garou went to war against humanity, however
someone would bring their weakness to light, and
that could spell doom for the werewolves.

burns we

pack of werewolves, humanity has proven to be
the biggest thorn in the collective side of the
Garou. It isn’t, of course, that one human is
dangerous, but a city of them can be lethal for the
surrounding area. Once, thousands of years ago,
the Garou carried out an Impergium wherein they
culled human numbers, bur this pracrice ended at
the instigation of the more humane werewolves.

Factions in nearly every tribe regard this act of

mercy as the greatest mistake the Garou ever
made, but the humans are too advanced and too
deeply entrenched to begin it again.

Theme 2an0 Dood

While many of the themes and mood mentioned in
Chapter Seven of Dark Ages: Vampire apply to this
game as well, a few are worthy of special mention.

‘Themes

Dark Ages: Werewolf is a horror game, but the
horror is different from the more personal horror of
Vampire. Vampires are undead, blood-drinking
monstrosities, and as each vampire has died to be-
come what she is, she is all too aware of what she has
lost. Werewolves, however, have become monsters
and then been told they were born as monsters. A
human-born werewolf must cope with losing her
faith in God (or at least having it seriously rattled),
her family, any normal future and being told that she
is to protect the Earth from hideous monsters. A
wolf-born Garou is no better off. Where once she
had no concerns beyond the acquisition of food and
shelter, she must now learn to appreciate concepts
such as sacrifice and bravery.

One of the key themes of Dark Ages: Werewolf,
then, is heroism. The characters are terrifying mon-
sters, true, but they have a chance torise above what
their ancestors (imth among ]mm;mity and the
Garou) have done. The Garou have made horrible
mistakes in the past that have bordered on geno-
cide, and every time the werewolves have made
such a mistake, they have hampered themselves
even further in doing their appointed tasks. But the
characters — your characters — might well be the
next generation of rrue heroes among the Garou.
Perhaps they can end old feuds or destroy deeply
entrenched enemies. Perhaps they can call the
moots that change policy or help educate the hu-
mans. Many hero stories end in tragedy, of course,
but such stories are quite appropriate for Dark
Ages: Werewolf chronicles.

Another major theme is righteousness. Whether
the Garou are right in their assertions or not, they
often believe with every fiber of their being that
Gaia is on their side. This self-righteousness makes
them little different from human crusaders, except
for the fact that where the crusaders take God’s
Word on faith (and occasional benediction from the
pope), the Garou can enter the spirit worlds and
converse with Gaia's representatives directly. This
gives them a righteous fire powerful enough to take
on the world for their causes. The Garou are harsh
and uncompromising in their campaigns, but this
isn't because they are cruel or bloodthirsty (at least,
not all of them). It's because they have no choice,
given what they are fighting for.




Mood

The mood of the Garou Nation changes dra-
marically in May of AD 1230. A major eclipse
darkens the sky, sending many workers back to their
homes thinking that night has fallen. For the
werewolves, it sparks an almost apocalyptic fever.
They remember a cryptic forecast of calamity called
the Prophecies of Shadow and that, when
Constantinople fell, one of those prophecies came
true. Now, the eclipse seems to herald the beginning
of new tragedy and all of the Ten Tribes worry that
their prophecy might be the next to occur (except
for the Warders, of course, who lick their wounds
and play the martyr when possible). The mood,
then, is one of growing concern, a calm before a
storm — but where werewolves are concerned, thar
calm can shatter in an instant.

CbAPTe}l BY CbApTe]l

Dark Ages: Werewolf assumes that you have
Dark Ages: Vampire. None of the core rules for the
game (the informarion found in Chapter Four of the
larter book) are repeated herein. Everything that
you need to use the savage werewolves, however,
either as characters or fleshed-out antagonists, is
here at your fingertips.

The Legend of the Garou introduces the Sepr of
Sun’s Glory and gives the reader a taste of life in
werewolf society.

The Introduction — rthe part you're reading
now — contains basic information on the Garou,
themes of the game and a lexicon of terms.

Chapter One: The Darkening World con-
tains information on the world of the Garou, their
history, their strongholds in Europe and their
current concerns.

Chapter Two: The Garou derails the breeds,
auspices and tribes of the werewolves.

Chapter Three: Characters and Drama ex-
plains how to creare Dark Ages: Werewolf
characters and enumerates the special Abilities
and Backgrounds for these characters.

Chapter Four: The Gifts of the Spirits explains
Gifts and rites, the “magic” of the werewolves.

Chapter Five: The Invisible World details
spirits, the Umbra and the day-to-day life at
werewolf caerns.
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Chapter Six: The Enemy reveals the worst foes
of the Garou including the savage Black Spiral
Dancers and the disgusting fomori.

Chapter Seven: Storytelling gives ideas for run-
ning Dark Ages: Werewolf chronicles and presents
a sample serting with plenty of story suggestions.

Finally, the Appendix provides sample fetishes,
spirits and totems.

Lexicon

auspice: The phase of the moon under which a
werewolf is born; this determines his socieral role
among the Garou.

breed: A werewolf’s parentage; either human,
wolf or werewolf.

caern: A holy site for the Garou, where Gaia’s
blessings can be felt. All caerns have a totem spirit.

Curse, the: The feeling of uneasy dread that
werewolves engender in humans and animals.

Delirium: The blind panic that werewolves in-
duce in humans who see the Crinos war-form.

Fera: A blanker rerm for any shapeshifrer.
The Garou killed most of the other Fera in the
War of Rage.

Gaia: The Mother of Earth. Gaia supposedly
created all life on Earth and made the werewolves to
be her guardians and soldiers.

Gauntlet: The barrier separating the Realm and
the Umbra.

Garou: A werewolf (the term “Garou” is both
plural and singular).

homid: A werewolf born to human parents.
(also Homid, the human form of a werewolf)

Impergium: A period of several thousand years
during which the Garou brutally culled human num-
bers. Itisadeeply ingrained ancestral memory of this
period that causes the Delirium.

Kinfolk: A human or wolf with Garou blood.
Such beings cannot shapeshift, but their children
can become werewolves.

lupus: A werewolf born to wolves. (also Lupus,
the wolf form of a werewolf)

metis: A werewolf born to Garou parents;
such werewolves are shunned, but most are killed
at birth.

Penumbra: The spirit world direcrly sur-
rounding Earth. Most beings and phenomena




\ . _ L

on Earth have a spiritual “shadow” in this part
of the Umbra.

Prophecies of Shadow: The 10 visions brought
to the Garou by Songs of Shadows, a mighty scer.
Each vision corresponds to a tribe; one of them has
already come to pass.

Realm, the: The physical world (as opposed to
the Umbra).

sept: A large community of werewolves, usually
centered around a caern.

Triat: The three spirits responsible for keeping
balance in the universe.

tribe: One of 10 cultures of werewolves, each
bonded by a tribal totem and by ideology and
shared history.
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Umbra: The spirit worlds as a whole, encom-
passing the Penumbra and the 13 Umbral Realms.

urrah: An insulting term for a werewolf who
chooses to live too close to humanity.

War of Rage: The war the Garou fought against
the other Fera. The ones they did not slaughter
were driven into hiding, and most now hate and
fear the werewolves.

Weaver: A member of the Triat; the spiritual
force of order and stasis.

Wyld: A member of the Triat; the spiritual force
of chaos and creation.

Wyrm: A member of the Triat; originally the
spiritual force of balance, the Wyrm has now become
a force of corruption and entropy.







FLtby pacans, thousht bast Qe

It was a strange thought for awerewolf, but there it was. His tribemate, a wolf-
born Ahroun called something like “Render of Spiders” straightened herself up and
continued on her tirade about Christians. She seemed to feelthat they were destruc-
tive and ultimately useless. Hasta Dei felt his hackles rising as his faith was insulted, but
he bore it quietly, asking God's forgiveness each time a blasphemy escaped the
Ahroun’slips. Finally, she brought up the fall of Constantinople and howthe Red Talons’
prophecy had foreseen it, and Hasta Dei — the Staff of God — could bear no more.
He stood up, driving the iron spike at the end of his staffinto the ground hard enough
that the werewolves assembled there jumped. “Constantinople fell, yes,” he said, the
word struggling to escape his clenched teeth, ‘but to what? Not Christianity, no.”
“Then what?” A Ragabash would have questioned Hasta Dei to test him. The Ahroun
simply wanted an answer. - :

“Tomoney,” he snapped.“Moniey. The humans will so on holy crusades, yes, but doso
only for profit. When the money ran out, the crusaders attacked the first thing they saw.”
The Ahroun snapped at a fly, the lupus equivalent, Hasta decided, of shrugsing. “And
so what if money did spur them to sack the city? Christians take money every week,
or so you tell us, Staff of God. If the Churchidesires money, then is it not as corrupt as
the money itself?”

Hasta Dei smiled. The Ahroun might be born of wolf, but she thought like a
university scholar. “The Church is corrupt. But tell me: If a sept of Silver Fangs is
corrupt, spoiled, fat and lazy, does that invalidate the Litany? Does it tarnish Gaia? Or
do those spoiled Garou instead do themselves diseredit by behaving thus and then
calling themselves Garou?”

Render of Spiders dfopped her head into her paws and considered this. The
other Garou around looked at one another and murmured. Many of them had been
Christian before their First Changes but had abandoned the faith because it didn't
seem to fit with what they could see and feel as werewolves. Hasta Dei disagreed.
God’s Grace was all around them, nc the Garou would simply see it and not be misled
by the prophecies of the beasts. ' f

The Ahroun raised her head again. “So how did those crusaders break with their
faith? What does their faith say?”

Staff of God grinned. “I'm rather glad you asked.”
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The world is coming to an end, the sun declines,

And darkness grows as justice fades and love repines:
The Devil all his conquering host in ranks defines,

To search the sky for Holy Scripture’s Final Signs.
—"“The World is Coming to an End,” author unknown,

trans. by Dr. John Thorp and Dr. Stjepan Kresic

Howls echoing from the deep forests interrupt calls for
curfew. Parents check twice to make certain that their doors
are barred. Grim watchmen stand at their posts, jumping at
every noise, straining their eyes to glimpse what lurks in the
dark. Priests ask God to protect His children through the
night. Drawbridges rise, portcullises fall. Walls keep the
beasts away. Yet the land is not safe.

This is the Dark Medieval, the setting for Dark Ages:
Werewolf. It is a time of turmoil and ignorance. Most never
travel more than five miles from home. Knights ride through
the lands, fanaticism in their eyes, searching for any sign of
blasphemy or heresy. The nobles turn slight offenses into
justification for battle.




Vast stretches of the wilds remain unexplored,
and thick stretches of forest shroud the land. No
one knows for sure what dwells in the deep woods,
but everyone has a rale to tell of the horrors that
befall careless travelers. To travel beyond the knowl-
edge of men, one only has to walk over the next
hill. Any travel, even on the roads of kings, invites
danger. When the sun sets on the forest, the dark-
ness is so encompassing that it swallows a man’s
hand before his face.

The night shrouds outlaws. Followers of ancient
cults gather, cloaked in the darkness, worshipping in
defiance of the Church. Bandits lurk near the roads,
waiting for the opportunity to waylay travelers. Es-
caped serfs make their way through the night, flecing
their land in search of freedom. But no human finds
safety in the wilds after sunset. The moon listens to
the howls on the wind, knowing well that not all of
them belong to wolves. They are the hunting songs of
the Garou, the werewolves.

Wolves Who
Walk as Men

Simply put, in Dark Ages: Werewolf, players
take the roles of werewolves. These shapeshitters refer
to themselves as Garou. Lycanthropy is neither a
disease nor a sign of madness. If a wolf bites a man, he
will not become a werewolf (although certain other
diseases might result). Werewolves are not creations
of a Christian Devil, cursing humans with bestial
forms for their dark thoughts. They are also not the
result of vile rituals cast by hidden covens of mages.
All of these tales exist only as perversions of the truth.

Humans and wolves do not become werewolves.
Werewolves are a species apart. They share the blood
of wolves and humans. They have a natural ability to
shift from wolf to human and back. They are capable
of other feats as well. They regenerate wounds far
faster than any animal heals them. Werewolves pos-
sess tremendous strength, making them capable of
smashing an oak door or clawing through a stone wall.
A chain shirt cannot stop the claws of a Garou.
Werewolves also have powerful senses, surpassing
those of true wolves.

Werewolves have a deep spiritual bond with the
earth. Garou have the power to bridge the gulf be-
tween the spirit world and the physical world. Spirits
speak to them and teach them special powers, their
Gifts. Werewolves receive protection from the spirits.
In turn, all Garou have a sacred duty to protect Gaia,
the spirit of the living world. They are her children
and her chosen defenders.
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To the Garou, humans are confused creatures.
Religions cause conflict and pain for humanity. Faith
sends humans to war. Christianity teaches self-denial
and celibacy as paths to purity. These things are
almost incomprehensible to werewolves. Many Garou
believe that humans will outgrow these monotheistic
beliefs and return to the old ways.

For Garou, Gaia is everything, the world and
life. A werewolf should enjoy the natural world,
including expressing her own instincts and emo-
tions. She should hunt and kill game. She should
mate and raise cubs. Though werewolves have many
differences, their shared faith in Gaia and the spirit
world holds them together. They protect sites of
spiritual energy and defend the humans who still
worship the Earth-Mother.

Bopn Fop Caua

Not all werewolves come from the same environ-
ment. Garou are cither born to humans, wolves or
other werewolves. They retain their birth form until
puberty. Until the time of the First Change, they
usually believe that they are just like other children or
cubs. Signs might appear to warn them of the truth,
however. They might have dreams of other forms.
Spirits might speak to rthem. For wolf cubs, these
strange happenings usually don’t bother their families
or packmates. For human children, such troubling
events might drive them toseck help from the Church.
Fortunately, at least one of the parents of a werewolf
must have Garou blood. They are Kinfolk, and they
might know about the family “legends.” A father
might carefully warn his son not to speak of such
visions, telling him stories of lost princes hidden away
for their own protection. Strangers might watch chil-
dren who show these signs from a distance, and they
might even act to protect them from danger.

The vast majority of werewolves fall into two
breeds: homids (human-born) and lupus (wolf-born).
The third type of Garou is born to rwo werewolves.
The ancient laws of the werewolves, the Litany,
strictly forbid the mating of rwo Garou. Still, the
artraction between the sexes can defy any law. When
two werewolves mare, their offspring is born in the
dread Crinos, or wolf-man form. These cubs always
suffer from deformities, and they cannot breed. They
are called metis. Most septs of werewolves kill these
deformed cubs (and often their parents), rather than
live with the reminder of this violation of the Litany.
Sometimes, a group of werewolves will take pity on
the cub and raise it. Metis have no place among
humans, wolves, or even the Garou. Isolation makes
them bitter and lonely, and the heart of a metis hides
the fiercest rage of any werewolf.
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WEREWOLF FAITH

Uarou possess fai 1al to that of any
crusader, priest or religious zealot.

Werewolves experience the spirit world in al-
most every moment of their lives. They don’t
question Gaia or spirits any more than they
would question breathing or the sunrising. Even
a werewolf raised in human society with deep
Catholic, Islamic or Eastern Orthodox views
cannot deny the animistic nature of the world
around him. Atbest, he could try tofit the truths
of the Garou into the framework of a human
religion, but in this day and age, he would be
considered a heretic. Spirituality is such a strong
part of a werewolf’s life that without Gaia, a
Garou would lose his Gifts, leave werewolf soci-
ety and slip into Harano, the great despair. He
would slowly waste away alone and in pain.
The many pagan religions in Europe all
share some of their bel i
The Garousee most of these pr
0 connect with

attempts humans can make
Gaia. The tribes keep Kinfolk among these

pagans, but the relentless advanc stian-
ity threatens these non-believers. Some
werewolves hav ired war on the Catholic
Church and the knightly orders devoted to the
pope. Unfortunately for the Garou, the Papacy
and its allies have their own power and re-
sources, making it possible for them to kill even
raging werewolves. Other Garou choose to wait
for this phase in human history to pass.
Werewolves still pay homage to Gaia and Luna,
the Celestine of the moon, and humans will
certainly come to their senses in time. After all,
humans have worshipped spirits for millennia.
This is not to say, of course, that the Garou
look on every pagan religion with favor, Some
human pagans worship beings that the
werewolves know to be spirits in service to their
enemy the Wyrm. The Fenrir, for instance,
respond harshly to any evidence of Odin-wor-
ship among their people, while in Poland, the
Shadow Lords snarl the name Kupala.

KinFolk

To successtully reproduce, Garou must breed with
Kinfolk, humans and wolves with the blood of werewolves
in their veins. Tribes gather and protect their Kinfolk,
and in some cases, Kinfolk play a vital part in the tribe’s
activities. Usually, a tribe’s Kinfolk live in a single town
or village near a caern. In the case of wolf Kinfolk, they
often have packs with nearby ranges.
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Kinfolk have some advantages over those with-
out Garou blood. Theyare not subject to the Delirium.
The werewolf blood makes them stronger and more
resistant to disease. They live longer than the average
life span of 40. Garou somerimes provide meat for
them, which means they have a betrer diet than most
people in the medieval world.

Kinfolk offer some benefits to werewolves as well.
They can interact with normal humans or wolves
more easily than the Garou. They often provide the
werewolves with resources, such as money or food.
Some noble Kinfolk might protect the forests of the
Garou from hunters. Nobles might also cover up
incidents among the local populace caused by frenzy.
Kinfolk with ties to the Church can alert the Garou
of pogroms or the presence of knights.

Most Kinfolk have no supernatural abilities,
but a select few might learn Gifts. Some can speak
with spirits, and others possess unnatural vitality.
On rare occasions, these special Kinfolk turn out to
be lost cubs, but such is extremely rare. Tribes make
sure that Kinfolk with such abilities mate with
Garou because they believe that the offspring is
more likely to be a werewolf.

TForms

Werewolves can assume five different forms. In
their human form, they can pass for any other person.
They are not nearly as strong or fearsome as the other
forms, but the advantages to interacting with humans
are obvious. As a werewolf changes from human to wolf,
she must pass through three forms. The first, Glabro, is
a wild savage, tall, muscular human. Glabro can pass for
humans with a casual glance, though they appear pos-
sessed or barbaric upon close inspection. The second
transitional form is the Crinos, or war form. The Crinos
is the wolf-man, eight to nine feet tall with claws capable
of shredding the strongest steel. This monstrosity is a
beast from the darkest nightmares. It is a nigh-unstop-
pable juggernaut of muscle and talons. The third form is
the Hispo. This massive form is even larger than the
prehistoric dire wolf, six toseven feet long, with powerful
jaws capable of snapping iron. Finally, the werewolf can
assume the form of a normal wolf.

uspIceEs
P

Every werewolf has an auspice, determined by the
phase of the moon under which she was born. Garou
born in the darkness of the new moon are Ragabash,
or tricksters. Thu\,’ do not have much of the R;lgk‘ that
gives werewolves speed and ferocity in combat, but
they learn Gifts of misdirection and stealth. Many
times, combat alone is not enough to protect Gaia.




The children of the crescent moon are the
Theurges, the mystic scholars and explorers. They
travel the spirit paths and learn secrets that other
auspices cannot understand. They protect against the
magics of other supernatural beings. Most of them
know the secrets of healing as well.

The half moon brings balance, and the Philodox
are the judges and lawgivers of the Garou. They can
command the spirits and enforce the will of Gaia.
Without them, the hierarchy of the Garou would fall
into chaos.

The gibbous moon signals the birth of Galliards, the
bards and storytellers of the werewolves. They keep the
histories and legends of the werewolves alive. They
celebrate life and inspire others to greatness. Galliards
often open the sacred rites and rituals of the Garou,
pleasing the spirits with their dance and song.

The light of the full moon brings out the beast in the
Garou. Werewolves born on the night of the full moon
are Ahroun, the spirit warriors. They are incarnations of
the Gaia’s Rage. They have unmatched skill in combat,
and they bring dread to the hearts of Gaia's enemies.

“Trises

The Galliards sing that all Garou belonged to a
single tribe during the First Times. If that ever was
true, it is no longer. Many different tribes of werewolves
now exist. Some are tied to certain human groups and
cultures, such as the Fenrir and the Fianna, while
others cross many boundaries and borders, such as the
Bone Gnawers and Warders. Garou divide them-
selves among tribal lines, and battles between tribes
are not uncommon. Werewolves, like their human
counterparts, are the greatest threat to themselves.

Although all tribes revere Gaia, each tribe has its
own totem spirit whom they venerate. These totem
spirits set rules and teach special Gifts to members of
their tribe.

Black Fupies

Tracing their lineage back to the Amazons of
Greek legend, the Furies are the only all-female
werewolf tribe. Male children are either exposed to
the elements or turned over to other tribes to raise.
They have strong caerns in the Middle East and the
Byzantine states, although the tribe has spread across
Europe. They see themselves as the protectors of
females of all species. In their wolf forms, they are
noted for their black fur. Pegasus is their totem.

Bowne gn.a.weps

The Bone Gnawers are survivors. They have
always associated with the lower classes, particularly
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the growing numbers of urban poor. Bone Gnawers
have little time for nobility, either human or Garou.
Gnawers also pay little mind to laws that go against
common sense. They have spread throughout Europe,
and along wirh the Warders, they even have caerns in
the midst of human settlements. Although most other
werewolves look down upon them, the Bone Gnawers
make up one of the most resourceful tribes. Rat looks
after this tribe.

Chilogen of Caua

At one time, all tribes were one. The Children of
Gaia long for those times to return. They are known
as the peacemakers among the Garou. Tolerant to a
fault, the Children of Gaia rarely turn away members
of other tribes from their caerns. The Children search
for peaceful means to control the Wyrm. They see the
Impergium as the greatest failure of the Garou. De-
spite their gentle nature, the Children of Gaia are
fierce warriors when they have been pushed too far.
Unicorn is their totem.

Fenprp

The wolves of the North make up a harsh tribe.
Steeped in the traditions of the Norse, the Fenrir see
themselves as the warriors of Fenris. They are proud,
brave and strong. They believe in action and deed,
instead of the politics of other Garou. The Fenrir have
little tolerance for the Wyrm, and they see weakness
among the other tribes as asign of possible taint. [f the
other Garou cannot take care of their territories, the
Fenrir will. They take their name from their totem,
Great Fenris himself.

Fanna

The Fianna spread with their Celtic kin across
Europe, but they are strongest in the British Isles.
Fianna pride themselves on their passions, both in
love and war. They drink hard and fight hard. They
have a strong oral tradition, incorporating song and
storytelling, and even the Silver Fangs defer ro their
knowledge of history. Other tribes worry about the
Fianna’s strong ties ro the otherworldly fae, and the
tribe’s great sense of loss regarding the White Howl-
ers. Stag watches over the Fianna.

Reo “Talons

The Talons consider themselves the last of the
true defenders of nature. All Red Talons are lupus,
and the tribe avoids associating with humans, except
as predator to prey. They see human culture and
influence corrupting other tribes. They long for an
unspoiled wilderness, free from farms, roads and build-
ings. Although the Impergium has ended, the Red




Talons still pay careful artention to the humans who
enter their territories. Woe to any unfortunate person
lost in the lands of the Red Talons. The Prophecies of
Shadow were originally gifted to a Red Talon, and the
wolf tribe has been the most aggressive in spreading
word of the visions and trying to impress their impor-
tance on the other tribes. Griffin is their totem.

Silent Striveps

Silent Striders have a distinctive jackal-like
appearance, making them resemble incarnations
of the Egyptian god, Anubis. Mysterious to other
tribes, the Silent Striders are wandering nomads.
The Striders do have Kinfolk in the Iberian Pen-
insula, where they are caught on both sides of the
Reconquista. The Silent Striders keep to them-
selves, yet they have the most contact with other
tribes. Silent Striders serve as messengers between
the xenophobic septs of Europe. Owl is their
totem guardian.

Silver Fanes

The Silver Fangs are the greatest of all tribes of
werewolves. They are the rulers and nobles of the
Garou. All the greatest heroes, bards, scholars and
artists among the werewolves were Silver Fangs. At
least, that is what the Silver Fangs tell other tribes.
Much of what the Silver Fangs claim carries some
truth with it, but now, they are a tribe in a slow
decline. They have many old caerns in Eastern Eu-
rope, particularly Russia, and they have Kinfolk among
many of the noble families of Europe. As the nobility
intermarries, other werewolves speak of madness
among the Silver Fangs. Still, the Silver Fangs receive
a degree of homage from most other tribes, and in
times of crisis, the other tribes often expect them to
provide leadership. The soaring Falcon is their totem.

Sbadow Lopos

Dark and menacing, even to other werewolves,
the Shadow Lords see themselves as the future
rulers of the Garou, destined to replace the Silver
Fangs. This tribe secks power in all its forms, osten-
sibly so that they can defeat the Wyrm and its
minions. They trust few among the other tribes,
and political infighting keeps them from trusting
each other. Still, the Shadow Lords will tread
where other Garou would not dare. Rumors abound
that the Shadow Lords consort with Leeches and
other vile Wyrm creatures. The Shadow Lords
know that the ends justify the means. They are
willing to pay the price for power in order to save
Gaia and themselves. Grandfather Thunder guides
the Shadow Lords.
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Wapders oF Men

The Warders have the strongest ties to humans of
all the tribes. Some see them as consorting with the
Weaver over the Wyld. Cities provide homes for the
Warders, in particular the city-states of Italy. If any
tribe can exert true influence over human society, it
would be the Warders. They also make a particular
study of industry and invention. They pay attention
to the scholarly works of humans. Warders have
caerns hidden in or near many cities. Cockroach
considers the Warders his children.

“The Farst Chbance

Garou experience the First Change at puberty.
Usually, it occurs during a time of stress, such as a
confrontation with an adult, or a fight for dominance
in a wolf pack. When the wolf first unleashes itself,
the Garou usually flies into frenzy, tearing everyone
within reach limb from limb. The young werewolf
usually has little to no control, and he might seriously
hurt or even kill others.

Spirits and Kinfolk attempt to contact the local
Garou shortly before or just after a cub undergoes the
First Change. Several werewolves come to retrieve the
cub. They attempt to draw as little attention as pos-
sible, but they will complete their mission. Anyone or
anything foolish enough to bar their way doesn't live
long. Sometimes new werewolves resist, but after the
First Change, they often don't have the strength to put
up a fight. Most of the recently changed want answers,
so they come willingly to join their extended families.

Some septs take a direct approach to inducing the
First Change. When a cub comes of age, several
werewolves seck him out on the night of the full
moon. They terrorize the cub and chase her over great
distances in hopes that the chase will scare the cub
into undergoing the First Change. These attacks have
led ro the folk legends thar the bite of a werewolf
induces lycanthropy.

Once the change has occurred, the Garou bring
the cub to a holy place known as a caern. After the
young one has a chance to rest, the elders begin to
instruct her in the ways of her people. Her teachers are
hatsh but fair, and absolutely resolved that she learn
the ways of the Garou. In most cases, she remains at the
caern until she is ready for her Rite of Passage. Comple-
tion of this test makes her an adult member of the tribe.

Lost Cuss

Not all werewolves have it so easy, however.
Some do not experience the First Change until much
later in life. Others lose their spirit guides, and when
they do transform, no one comes to rescue them. Lost
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A FIrsTCHANGE FOLK TALE

? he young girl ran through the darkened
woods, her crimson hood flashing be-
tween the trees. She knew they were coming for
her. She had to get to her grandmother’s house,
or else... the wolves.

A howl echoed through the forest.

Sheran. Her heart pounded in her chest. She
tried to catch her breath. Her skin was hot and
scratchy. She thought she could hear the wolves,
running, chasing her. She gritted her teeth. They
would not catch her.

She saw her grandmother’s house ahead. She
pounded on the door, hoping that grandmother
would open it for her. The wolves were coming.

cubs often succumb to the temptations of the cor-
rupter spirit, the Wyrm. Enemies of the Garou actively
search the land for these potential lost werewolves,
hoping to enslave them for their own foul purposes.

Retupning Dome

On gone the First Change,
humans and wolves can sense something different
about him. The Rage burning within him makes
humans uncomfortable. They know that he isa preda-
tor, and they instinctively act like prey. They won't

a Garou has und

openly run from a Garou in human form, but they find

Her head pounded. Her vision swirled, and every-
thing took on the same reddish cast as her cloak.
The door opened, and grandmother opened the
door. She smelled strange. The girl’shead pounded.

“My dear, are you all right? My, what big eyes
you have... and what big teeth!”

The Theurge raced to the house in the woods.
The spirits had warned him that the gitl's time had
come. He took on his human form, resembling a lone
woodsman. Sounds of violence echoed from the house.
He smashed down the door, but he was too late.

A wolf wearing a red cloak howled in shame
and horror as it lay on the torn and shattered body
of the old woman.

excuses to leave his presence. Strong-willed or aggres-
sive people might even become hostile.

Wolves act in a similar way. Although wolves do
not usually run from a Garou in Lupus form, even the
alpha male of a pack won't challenge a werewolf.
Wolves can sense the dominant predator in a Garou,
and they respectfully acknowledge his power. Some
werewolves have more Rage than others do. Depend-
ing on the strength of the predator, wolves might
react more extremely when a Garou approaches.
For thisreason, most werewolves give up their former

ifter the First Change. They can maintain contact
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with Kinfolk, including parents, but they live out their
lives in the wilds. The Warders and the Bone Gnawers
are notable exceptions, but most other werewolves con-
sider the urban tribes tainted or at least strange.

Rite of Passace

Once a werewolf has undergone the First Change
and arrived at a sept, she receives training and in-
struction from the elders. Septs tend to have a member
who takes special responsibility for new cubs. During
this time of training, the young werewolf is nor a full
member of the sept. She has no pack and no voices in
the affairs of the tribe. Cubs who voice opinions
during moots tend to get cuffed.

Eventually, if her mentors agree, the sept sends the
cub on a Rite of Passage. This is the most important
event in the young werewolf’s life. If she completes the
Rite of Passage, then she becomes a full member of her
tribe and sept. Most Garou form their first pack during
the Rite of Passage. This is also the first chance she has
to make an impression on the cacrn spirit and the sept
leadership. Her deeds during her Rite of Passage will stay
with her throughout her life — many Garou earn their
names during this rrial.

Rites of Passage often involve a quest on behalf of
the tribal totem or the caern spirit. The quests are
never easy, and many young Garou do not survive.
Experienced members of the tribe do not help. If
possible, several werewolves undergo the Rite of Pas-
sage simultaneously. If they return, the sept has a new
pack, forged in the fires of bartle.

WegrewolF S oclety

Garou society possesses its own caste system,
dating back to the First Times. Few werewolves chal-
lenge this hierarchy. In fact, it resembles the feudal
system spreading across Europe and the hierarchy of a
wolf pack. Elders rarely find the need to prove their
prowess to their inferiors, and most contentedly serve
in their roles. Werewolves gain renown for their
deeds. This renown translates into rank among the
Garou. Other werewolves can usually ascertain the
rank of another Garou simply through his body lan-
guage and mannerisms. Renown crosses tribal lines,
so a perceptive Bone Gnawer could tell if a Shadow
Lord shared his rank. Respecting ranks across tribal
lines is still a matter of dispute. Few tribes respect
Bone Gnawers, but the Silver Fangs see themselves as
superior to all other tribes.

Cubs are the youngest werewolves who have not
completed their Rite of Passage. They are children
and treated as such. Until they are adults, they have
no duty but to learn.

{ /
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Cliaths have passed their Rite of Passage. Packs of
cliaths perform many small tasks for their sept, such as
hunting game. Elders constantly have work for cliaths,
and these youngsters rarely have time to themselves
between tasks.

Once cliaths have gained some renown, they
become fostern. They have enough experience to
visit other septs and interact with other tribal caerns.
Strong septs sometimes send packs of fostern to help
serve and defend weaker caerns.

Once a werewolf attains the rank of adren, he
can start holding offices at a sept. Many packs settle
into tribal politics at this point. Adren start looking
beyond the pack and concern themselves more with
the sept as a whole. Many Garou never rise beyond
the rank of adren.

Athro are the heroes of a tribe. They might
receive summons from a caern halfway across the
continent for aid. The deeds of the athro provide
material for Galliards all over Europe. Athro start to
consider the affairs of their tribe as a whole, and they
are held up as examples to other members.

Elders are the highest ranking and greatest of the
Garou. Most elders serve as sept leaders or hold other
high offices. They guide the destiny of their tribe. They
discuss marters of great significance, convening grand
moots and even concolations with other tribes. The
wisest of eldets even look beyond their tribe to develop
an awareness of the whole of the Garou Nation.

bre]uqzchT oF Wolves

Although the social hierarchy of werewolves is
well defined, conflicts still arise between Garou of
equal rank. To resolve these challenges, werewolves
test one another. The Garou don’t want to lose a good
warrior every time a dispute arises, though, so several
methods of resolving challenges exist in Garou soci-
ety, including gamecraft, facedowns and actual duels.
Game systems are provided for these challenges in
Chapter Three. These three methods of dominance
are not the only options, merely the most common.
The Fianna, for instance, have singing contests and
compete in drinking games with faerie brew, while
the Bone Gnawers sometimes go on scavenger hunts.

Werewolf packmates compete with each other for
dominance as well. Most alphas delegate certain decisions
to other members of their pack. In matters of warfare,
packs look to the advice and leadership of the Ahroun. In
diplomacy, aGalliard or Philodox rakes the lead. Theurges
handle riddles, and Ragabash deal with matters of decep-
tion. Ultimately, the alpha’s word is final. Some packs
have an alpha male and alpha female, but for most Garou,
there is only one supreme authority. Some packs even
take the name of a well-renowned alpha.




Caepns

Caerns are the homes of the Garou. Werewolves
gather ar these sacred places where the Gauntler —
the barrier between worlds — thins. The Umbra
nearly touches the physical world at a caern. Garou
can feel the spiritual energies, the Gnosis, flowing
around the caern. It feels comforting, like a gentle
wind ruffling his fur on a spring day.

These sites are places of natural beauty or histori-
cal significance. The wise believe thar when a grear
event occurs, the spirit world comes closer to the
physical world. Some famous eaerns include the Sept
of the Blood Fist, where the Fenrir turned back the
Romans from Germany and the Sept of Bygone Vi-
sions, an island that the Black Furies guard fiercely.

The caern spirits empower the septs, giving them
special Gifts and allowing werewolves to recover after
their battles. All of the sacred rites of the Garou work far
betteratacaern, and the werewolves can't perform some
rites unless they are at a caern. Caerns are key to holding
a territory, and almost all the caerns in the Dark Medi-
eval belong to single tribes. Septs in Europe are every bit
as xenophobic as wolf packs and human villagers.

Every caern can open a moon bridge — a pathway
capable of allowing almost instant travel through the
spirit world — to another caern that is willing to
accept the bridge. Septs use moon bridges to link their
caerns, but with only one exception — the strange
multi-tribal Sept of Sun’s Glory — different tribes do
not often accept moon bridges from each other.

The value of caerns leads to war between tribes.
The Fenrir and Black Furies have fought savage wars
for ages over caerns, with each side claiming a fair
number of triumphs and suffering its share of defeats.
Garou accept these struggles as part of their nature.
The Children of Gaia try to stop battles between the
Garou, preaching that all are part of Gaia. Tribal
struggles over caerns have pushed even the Children
of Unicorn into warfare, though, and they surprise
many adversaries with their resolve and determina-
tion. These continual conflicts keep tribes wary, and
most septs attack outsiders who enter their territory.
Only the Silent Striders go where they please, serving
as messengers between the other tribes.

Septs

Werewolves form septs to rend their caerns. Al-
most all septs in the Dark Medieval draw members
from a single tribe, or two at most. Each seprt has its
own history and traditions. The deeds of a sept glorify
the caern and change its importance within a tribe.

Although most septs represent a single tribe,
some septs have internal conflicts among breed lines.
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Most septs tend to have either more homids or lupus
members; rarely does a balance exist. Lupus-domi-
nated septs concern themselves with humans only if
humans encroach on their lands. They focus on the
wild lands between cities. Homid-dominated septs
develop some ties to human cultures. They might
become involved in human affairs, and even fight for
one side or another in human wars. Some metis
believe that a sept exists somewhere in the high
mountains of France where metis of all tribes gather
and are welcome. Homids and lupus are excluded
from this mythical sept. Most Garou scoff at such
fanciful tales, and none of the few living metis claim
to have actually seen this sepr.

Every sept has leaders. These officers conduct the
affairs of the sept. Their words carry great weight
among members of their tribes. Although every tribe
and sept conduct their affairs differently, most have
the same set of officers. The sept offices are detailed in

Chapter Five (page 169). Overseeing even the largest

sept, however, is a single leader.

Each tribe has its own qualities which it seeks in a
sept leader. For the Silver Fangs, good breeding means as
much as renown. The Fenrir look for a great warrior.
Bone Gnawers want someone who can find food when
timesare lean. Sept leaders are the alphas of alphas. Only
a foolish leader fails to consult the other officers or take
into account the opinions of his sept members, but the
final word belongs to the sept leader.

Packs

The pack is the primary unit of werewolf society.
Usually packs are made of members of asingle tribe of
asimilar age. Packs function as extended families, and
the members share a totem spirit. Strong packs feel a
tight bond; reputedly, a few packs can sense each
other’s actions evenover great distances. Over time,
packs might break apart. Members might take posi-
tions of authority within a sept or seek their own
paths. Once a pack forms, however, its members
never lose their ties with each other. The greatest
bonds of love and friendship among the Garou form
between packmates, The actions of any member of
the pack reflect on the entire pack. Galliards immor-
talize the great packs in song, and the totem of a
renowned pack rises in importance in the spirit world.
The Garou believe thar the founders of each tribe
formed a single pack in ancient times, the First Pack.

Moots

Moots are the great gatherings for werewolves.
During these meetings, the Garou reaffirm their loy-
alty to Gaia and each other. All werewolves who are
invited to a moot are expected to attend. Immediare
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suspicion of Wyrm-taint (or at least dishonor) falls on
Garou who make a practice of avoiding moots.

Moots take place at caerns, usually during a night
of the full moon. Galliards arrange the moots and
perform rituals, while the Philodox conduct business.
The participants debate questions of the Litany and
sing songs to honor past heroes. Leaders defend their
positions from challengers. Cubs who have passed
their Rites of Passage receive honors. The Gnosis
expended during the moot recharges the caern and
the Garou in attendance.

Many different types of moots exist, varying by
size and tribes involved. Most moots fall into three
different categories.

Septr Moorts

These are regular meetings of a sept, usually
occurring monthly. Garou of the sept are expected to
artend, and occasionally a visitor might be present.
The members conduct all of the business of the sept
during these meetings, and elders expect to hear a
pack’s deeds over the last month recounted. These
events are important to honor the caern spirit and
recharge the Gnosis of the caern.

C;FANO Moots

When matters concern an entire tribe, the elders
call a grand moot. All werewolves in the tribe from
the surrounding region travel to attend. Grand moots
are weighty affairs, usually involving members of five
or more septs. Tribal wars might be declared during
these events, and great threats are discussed. Yer,
these are also the occasions when the entire tribe has
a chance to meet and bond. Garou form new friend-
ships and the tribe stays united. Special ceremonies
are performed at grand moots to honor the tribal
totem. Werewolves from outside the tribe are rarely
tolerated at these events.

ConNncolaTionNn

The most important moots are concolations. Most
Garou attend only one of these in a lifetime. At least
five elders from five different tribes must call these
meetings. For three months, messengers travel the
lands announcing the concolation. Regardless of the
tribes that call the concolation, every Garou is wel-
come to attend. Only the greatest of crises provide a
reason for a concolation.

Revels

At the end of a moot, the werewolves shift to
Crinos and go on a grear hunt, destroying all enemies
that threaren the caern. These runs are strenuous, and
elders sometimes avoid these hunts, choosing to wait
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at the caern for the younger Garou to return. With the
full moon high in the sky, the Garou often frenzy.
l:z.L_‘\'L'l."i cncouragce \\'L‘I‘C\\'Ul\'c.\ to vent Ihk'i]‘ rage, iiI’ld
they last from the end of the moot until dawn.

Lancuace

The Fiannaclaim tohave invented the High Tongue,
the language of the Garou. The language bridges the gap
between lupine speech and human tongues. All Garou
are immediately taught the language upon completing
their Rite of Passage, although some tribes teach it
SOONCT. Tl'li.\' liln},’ll}l}_{c ‘:'l“L‘\\'!\ illl \\\"l‘L’\\'(‘l\'CS to commu-
nicate with each other, even when in different forms.
Dialects and accents come through depending on the
regional background, butfor the most part, every werewolf
can understand the language. Although the Garou call
the language the High Tongue, it relies heavily on body
language and gestures.

bost

Howling is one of the most important forms of
communication for the Garou. Galliards learn many
different howls and can convey information even
across tribal lines. Howls echo for miles through the
forests. A series of howls, repeated by septs that hear
them in turn carry information over hundreds of miles
in a single night. Different tribes and septs vary their
howls, so a Garou with good ears might be able to
determine the howler’s tribe, sept or even auspice.
The most common howls are the following.

* Anthem of War — Ahroun as well as Galliards
use this howl in times of trouble. For the Ahroun, the
howl is more of a battle cry, a call to arrack. For a
Galliard, the howl is rallying cry, inspiration for
warriors to redouble their efforts. This howl conveys
the location and numbers of enemies. It also informs
combatants of when reinforcements will arrive. Dur-
ing times of tribal warfare, some tribes (such as the
Shadow Lords) have been accused of using false
Anthem of War howls to deccive their enemies.

e Call for Succor — A pack member uses this
howl to cry for help. The howl sounds like a cub's
wailing, so many Garou are loath to use it. Some
Garou have the skill to convey information about
what type of danger threatens them.

e Call to Hunt — When a pack hunts, this call
lets them know the location of prey. It also can tell
pack members other information, such as the nature
of the prey and the type of wounds it suffers.

¢ Chant of Challenge — Although this howl
sounds like an introduction, it quickly turns into a
mockery of the intended target. The howl satirically
describes the deeds and lineage of the challenged,
leaving no doubt of impending conflict. The best
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Galliards send other werewolves into frenzy with the
Chant of Challenge.

* Cry of Elation — Some young werewolves
believe that they are invincible. In combat, the Cry of
Elation serves to warn others and to declare to others
that a Garou intends to do something incredible.
Known to older werewolves as the “I'm about to try
something stupid” howl, it explains what deed the
werewolf will perform. It also states any objects in-
volved and how they will harm the enemy, and it
prepares the healers for whatever might go wrong.

¢ Howl of Introduction — The Litany com-
mands that a werewolf must announce himself when
entering the territory of another. This howl describes
the Garou's breed, auspice and tribe. Some werewolves
also describe their past deeds and use the howl to give
reasons to enter the territory. Silver Fangs have a
reputation for being a bit long-winded with this howl.

¢ Symphony of the Abyss — This strange twisted
howling is the hunting cry of the Black Spiral Danc-
ers. Known hest to the Fenrirand the Fianna, this song
threatens the life of its target, conveying all manner of
unholy tortures that await their victim.

® Wail of Foreboding — This howl serves as a
warning, but unlike the Anthem of War, it does
not warn of enemy attack. Instead, it calls on the
Garou to ready themselves for something unusual,
such as a natural disaster or Umbral event. The
event that prompts the howl usually needs inves-
tigation. Galliards describe elements of the event,
but due to the strange causes for this howl, another
Galliard might need to interpret.

¢ Warning of the Wyrm’s Approach — A
sharp piercing howl, followed by short staccato
bursts, this howl signals the presence of the Wyrm
and its minions. Any werewolf who hears this howl
can feel the dread and vile nature of their foes.
Skilled Galliards can even describe the enemies for
all Garou within earshot.

howo]uﬁcs

Werewolves often refer to each other using honor-
ifics in social setrings. The Silver Fangs have a particular
love for such ritles. When referring to those greater in
station, a Garou might add -rhya to the name. Equals,
such as packmates, use -yuf. Lessers receive no honorif-
ics. The High Tongue names those tainted by the Wyrm
with -ikthya. Use of -ikthya with one’s name is a great
insult to any werewolf, certainly worthy of a duel.

The Ltany

Sung by Philodox and Galliards, the Litany has
guided the Garou for ages. It is an oral tradition, and
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although particulars of it vary from tribe to tribe and
sept to sept, the basic tenets remain the same. All
werewolves learn the Litany after the First Change.
Werewolves throughout the Garou Nation respect
the Litany, and no tribes hesitate to judge and punish
a werewolf who violates them.

Capou Sball Not
Mate with C;Apou

Werewolves are forbidden to mate with one an-
other. Metis are dcfln‘mud, sterile creatures. Most
tribes kill the metis, but a few, such as the Children of
Gaia, tolerate them. Werewolves see the metis as
aberrations, crimes against nature. The Fianna are
particularly harsh on this part of the Litany, exiling or
slaying the offending parents, and often leaving the
offspring exposed to the elements.

Comsar the Wyprm Whepever ]'r

Owells and Whenever ]r Breeos

Gaia's children are the protectors of the Earth.
First among their duties, they must defend their
Morther from the depredations of the Wyrm. The foul
Corrupter secks to destroy and defile everything that
Gaia has created. As the Wyrm's minions settle into
an area, they spread their corruption and decay. If
Gaia's protectors allow the Wyrm to breed, it be-
comes ever more powetful. The Fenrir take their
responsibility of combating the Wyrm seriously. They
even seize areas from other tribes that they believe are
too weak to stop the cnemy.

Respect the
“Tepprtopy oF Anotber

Territory is essential to wolf packs. Respecting a
territory usually involves showing deference to the tribe
and spirits that protect an area. All Garou are expected
to announce their presence when entering another’s
territory through a Howl of Introduction. Hunting in
another’s territory without permission is forbidden.

This part of the Litany is open to interpretation
by many tribes. The Fenrir only respect territory that
they feel is held properly. The Silver Fangs promote
the idea that all territory is to be respected, regardless
of the opinions one has for the tribe holding it (but of
course, they hold much of the territory).

Accept an
bonopa‘&].e Suppendep

Despite their differences, all Garou realize that
they are united in their duties to Gaia. There are too
few werewolves active in the world for them to be
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slaying one another carelessly. When a foe surrenders
honorably, a werewolf must honor that surrender.
The defeated must drop the dispute and acknowledge
the superiority of his opponent. If he does nor, then
the surrender is not honorable. This rule neverapplies
to creatures of the Wyrm.

Susmt to “Those
oF btghep Starion

The instincts of the pack are strong in the Garou.
This tradition is strong among werewolves, and most
cubs who forget their place are quickly put back in
line. The Silver Fangs and Shadow Lords will go out
of their way to enforce this part of the Litany, while
the Bone Gnawers ignore it for the most part.

“The Frrst Sbage ofF the Kill
For the Createst 1n Starion

This part of the Litany refers back to the Garou’s
wolf heritage. Although it is self-explanatory dur-
ing hunting, it also applies to loot in warfare. A
mighty fetish discovered on a fallen foe might go to
the werewolf with the greatest renown, even the
sept leader, despite who did the lion’s share of the
fighting. The more traditional tribes such as the
Silver Fangs and the Shadow Lords, enforce this
rule harshly.

You Sbatl Not Ear
the Flesb ofF Dumaws

This part of the Litany was added after the time
of the Impergium, and it is attributed to the Chil-
dren of Gaia. Most tribes have noticed that
werewolves who devour humans become subject to
more intense frenzy. A few develop a taste for human
flesh and start attacking Kinfolk or even other
werewolves in Homid form. The Red Talons make a
point of ignoring this section of the Litany when
possible, although the wise among them use special
rites to purify their meat.

Respect ‘Those Benearb You -
AL Ape oF Caia

Werewolves are the protectors of Gaia. As such,
they are expected to show respect for all living things.
Young cubs, animals, even some humans are accorded
a degree of respect. The Children of Gaia go out of
their way to help and take care of the young. The
Bone Gnawers tend to ignore this part of the Litany.
No one is beneath them, after all. The Shadow Lords
show only lip service to this rule, while the Silver
Fangs can be arrogant and overbearing about it.
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“The Vel S ball Not Be UFred

This tener means thar Garou should nor re-
veal their presence to humans. Although a single
werewolf can slay many humans, the Garou know
that humanirty poses a great threat to all of them.
Warriors in service to Christ sometimes have
abilities that can overwhelm werewolves. Some
humans are pawns of the Wyrm, gifted with dark
powers. Kinfolk and wolves are vulnerable even if
Garou are not. Humans can burn down wood-
lands. Sacred sites can be despoiled. The Garoudo
not wish to unite humans against them. All hu-
mans suffer from the Delirium, which protects
most werewolves from casual observations.
Werewolves who reveal themselves to a commu-
nity of humans threaten all Garou, and they will
be brought to a sept for judgment.

Oo Not SuFfer Yougr People
1o Tend Youp Sickness

All Garou have a duty to not burden their packs
or septs when they become too old to hunt. Most
werewolves realize when the time has come and go
out to battle the Wyrm for a last time or wander off
into the wilds to die. Packmates or sept members
may threaten, or even kill, any old ones without
cnough sense to leave. The Children of Gaia care
for their elders long after other tribes would let
them pass, although when an elder is too sick or
wounded to fight, they strongly suggest that he seek
an honorable end.

“The Leaver My Be Challenced
at ANy “Time Quping Peace

All leaders must be willing and able to prove
their strength. Like a wolf pack, members of a
pack of Garou might seek to overthrow their
leader via challenge. These challenges are not
always violent. Riddles, races or contests of spiri-
tual power are all acceptable. If a leader is unwilling
to accept a challenge, then he loses the respect of
his pack and tribe.

“The Leadver My Not Be
Challenced Qupinge Wagrtime

During times of warfare, a pack must stay united.
Although members of a sept might not agree with the
orders of their leader, they are expected to obey. The
danger to the pack, sept or tribe outweighs any indi-
vidual concerns. The Garou need all their warriors to
fight the enemy. They cannot afford to weaken them-
selves with infighting.
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You SbauL Take No Action “Thar

Causes a Caepn 1o Be VioLated

Caerns are the homes of the Garou. Every caern is
sacred, a place of spiritual renewal where the werewolves
speak to the spirits and learn the will of Gaia. These holy
sites represent the Garou's home, spirituality, identity
and lifeblood. Any werewolf who allows a caem to fall
(by action or inaction) had best end his own life, before
others of his tribe find him.

N the
ESINNING. ..

Despite their differences, werewolves have cul-
tural ties that run across tribal lines. The Garou all
believe in Gaia, the Earth Mother and greatest of
spirits. They can feel the power of life and speak to the
spirits of the world. Each tribe has a totem spirit, to
which it gives special homage. All werewolves follow
a set of rules called the Litany, descended from the
First Times. The Garou also have a shared history.
Each tribe tells the same stories with different empha-
sis, favoring their own kin.

‘The hipst “Thwes

In the Time Before, all was in balance. Gaia gave
birth to three children. These beings were the Triat,
and they would build Creation by working together in
harmony. The Wyld formed all things, the stuff of raw
chaos. The Weaver shaped the Wyld's creations,
giving them form and substance. Then the Wyrm
destroyed the excess forms or chaos, keeping all things
in balance. No separation existed between the physi-
cal world and the spirit world.

Not even the wisest of the Garou know how long
this blessed utopia lasted, but unfortunately, it did not
endure. Something terrible happened, and a great
catastrophe tore Creation apart. No one knows how
it l];lppt‘l‘lc&l, il['l{._l no onc l(ﬂl."\\'h' \\'hk\['ﬂ to I‘ltlll\c. Tl‘ll:
time of harmony came to an end.

Some believe that the Weaver gained intelli-
gence and grew upset with the Wyrm for destroying
her creations. She tried to control the Wyrm,
entangling him within her great Pattern Web. The
Wyrm escaped, but he was out of balance, partially
crystallized. Creation ran amok. The Wyrm watched
and struggled, unable to prevent the mad creations
of the Weaver.

[nsanity gripped the Wyrm. Pain from being
attacked caused him to lash out. He became the
corrupter and the despoiler. He no longer cared about

~
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balance, only destruction and suffering. The Wyrm
became the enemy of all life.

The Warders say the Wyrm tried to corrupt the
Weaver. They believe that the Weaver crystallized
the Wyrm to defend herself. They agree, however,
that the Wyrm is now a force of destruction and the
greatest threat to Gaia.

After this event, the Pattern Web sealed the
spirit world from the physical world, creating the
Gauntlet. The Weaver has grown strong, and her
special children, humans, transform the world with
their ingenuity, making her stronger.

“The ]mpe]zgmm

Gaiacreated the Garou as her protectors to main-
tain the balance of life. For a time, the werewolves
and other Fera lived in harmony with humans and
nature. Then rhe humans drove the great beasts to
extinction. They destroyed. the wilderness, cutting
down forests to build cities. They cleared more woods
for cultivadon. They domesticated animals, enslav-
ing them to the Weaver. Humans mastered fire and
forged sharpened blades of metal to kill predarors.

Werewolves saw the humans become a threat to
Gaia. The Garou agreed to cull humans and prevent
them from destroying nature. This dark period was
the Impergium. The Garou descended upon human
settlements at night, slaying humans at their whim.
While this savagery served to keep the human popu-
lation steady, it also ensured that the humans hated
and feared the werewolves. This fear eventually drove
them to find dread allies. The Wyrm readily accepted
humans who sought power. The first undead and dark
sorcerers rose to power, and these godlike entities
could slay even Gaia's chosen. They offered humans
protection from the monsters. In return, they de-
manded worship and sacrifices of blood or slaves.

The Weaver also gave humans better tools to
defend themselves. Walls rose up around cities. She
taught them to use fire aggressively to destroy entire
wild lands so that humans could live safely. Humans
learned to change the course of rivers. They found
new spiritual guidance, not from the spirits of rhe
natural world, but harsh religions dedicated to the
ascent of humanity.

The Impergium changed humans. They no longer
wished to live in harmony with nature. They wanted
vengeance against it. Vampires now dwelled as gods
among humans, protecting their servants and luring
more of them to the embrace of the Wyrm. As the Garou
began to lose their bartles against humans, several of
them realized what had happened. Werewolves had
driven humans to the enemies of Gaia. They ended the
Impergium, but the damage was done. Garou and hu-
mans would never live in peace again.




“The Wapr ofF Rage

At one time, many different Fera defended Gaia.
Wererats, werecats, werebears and others all had a
place and duty in protecting Gaia. Some of these
shapeshifters died fighting the Wyrm. Most of the
others fell to the claws of the Garou.

."\CCUII“I‘].;_'\ o lk';_fk'n\.]. d t[is[‘ll[{.‘ drosc among IIIIL.'
shapeshifters as to which ones were Gaia's favorite
children. The Silver Fangs spoke for the Garou and
lnili]‘l[i“nfd l}]}|l th‘ ‘\\‘CI’L'\\’UI\'L’H were most HHPUY’
tant. The other shapeshifters disagreed, but the Silver
Fangs held their ground, offering to prove their point
with claw and fang. The Fera responded in kind to the
threats of the Fangs. Finally, areument escalated into
bloodshed and warfare.

The Gurahl, or werebears, were the first to fight the
Garou. They had territory next to the Silver Fangs'
homeland. The werewolves slaughtered the Gurahl.
The other shapeshifters learned of the attacks by the
Garouandjoined intoawaragainst the proud werewolves.
Pressed on all sides, the Garou lashed out with full
ferocity against this alliance of enemies.

[n the end, the werewolves stood triumphant
over the Fera. The War of Rage was a tragic victory,
lll'il.l (_.;;l.lil IlllWUl'llL‘LI t‘“l‘ }'IL'I' ].L'!\'t l_'l'llldl't.‘l'l, SL)I['[L'
Garou realized what a terrible mistake they had
made, but they could not undo the past. The Silver
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Fangs had said that they were the greatest of Gaia's
children. Now, the werewolves must try to fill all
the roles set for Gaia's protectors. Some tribes try to
justify the War of Rage, while others, like the
Children of Gaia, see it as one of the great tragedies
of the Garou. The Fera, for their parts, have not
forgiven or forgotten.

“The Rise oF Chpristenvom

Humans spread like a plague after the Impergium,
changing the world. Vampires helped humans build
the Roman Empire. Where the Romans once ruled, the
Catholic and Eastern Orthodox Churches now spread
their influence. Christian fanatics execute pagans who
still pay homage to the spirits. Crusaders despoil caerns
and sell people into slavery in the name ot Christ.

.-'M[hﬂll;:h werewolves don't wWOorry much about the
affairs of humans, the militant Christian orders are
constantly on the lookout for “holy places,” and this
search occasionally leads them to caerns. Plus, they take
the presence of spirit worship as an affront to their God,
and pagan Kinfolk have died for their unwillingness to
convert. Some Theurges have even noticed that the
Gauntlet feels stronger around Christian strongholds.
Divisions exist among the Garou regarding the rise of
Christianity, however. Homids raised in Christendom
have trouble relinquishing their own faith, often rever-
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STRANGE CRUSADERS

(5] lrik Thunderclaw p d himself against a

tree, trying to remain motionless and si-

lent as the Christian knights picked their way through

the forest. He could hear their horses’ hooves crunch-

ing dry leaves and the soft chink of their armor. His

pack was ready. Everyone held their positions. Now,

these humans would learn what protectors the pa-

gans of the land had. Then, Alrik’s ears picked up a
strange sound.

The horses started to sniff the air, taking deep
rasping breaths. The knights started to laugh, and
their voices echoed strangely in their armor. Alrik
1 if this was some type of Christian magic.

wond
Then, the air changed, growing as putrid as meat left
to rot in the sun. He heard Brunhild’s voice in his
mind. “Wyrm,” she hissed.

“Indeed, beast, we serve the dragon,” came the
voice of one of the knights.

The knights charged into the pack’s hiding places.
Alrik saw that their horses had glowing green eyes,
and the riders sprouted tendrils. The crosses on their
shields and armor shifted from white to a deep
crimson. A lance embedded itself into Alrik’s gut.

“Fomori,” he gasped. An ambush had sprung
but not for the knights

ing God and Gaia. No werewolf denies thar members of

the Church have proven instrumental in fighting the
Wyrm-tainted undead.

Black Spipal Oanceps

[t was horrific enough when the humans rurned
to the Wyrm for power and it spat forth vampires and
other monsters. Now, the Wyrm has Garou in its
service. The White Howlers were once a proud and
oreat tribe of Garou living among their Pictish Kin-
folk. Yet on the darkest night in the history of Gaia's
protectors, the entire tribe entered a Wyrm pit, a
cateway to the Wyrm’s home in the spirit world.
None of the White Howlers returned. The Garou that
climbed back out of that pit were Children of the
Wyrm. They were Black Spiral Dancers.

Now, the Wyrm hasits own defenders. The Black
Spiral Dancers have their own Gifts. They retain
their abilities to shift forms and their skill as warriors.
Deep tunnels burrow through the Earth and perhaps
into the Umbra, linking their foul caerns — called
Hives — to each other. Banes and other foul spirits
serve as the totems of these dark Garou.

The Black Spiral Dancers are not limited to the
tallen White Howlers and their Kinfolk. As other
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werewolves fall to the Wyrm, they might come under
the influence of the Black Spiral Dancers. The Wyrm
draws its forces tc l;_{L‘il‘lL'r. and now its werewolves hunt in
the wilds as well, seeking to claim caerns as their own.
They draw upon corrupted humans, infernalists and the
living dead as allies. Although werewolves have fought
cachothersince the dawn of time, no tribe isaccustomed
to a foe allied with the Wyrm, a foe with no honor.

The Children of Gaia hope to reform the Black
Spiral Dancers. The Fianna srand divided on rhe Black
Spiral Dancers. Many members of the tribe hunt them
with extreme determination, wanting to avenge their
tallen brothers and sisters. Others cling to the hope that
something of the Whire Howlers remains. Although
claims of “pure” White Howlers surface every time a lost
cubwith a white coat is discovered, all hope for the tribe
seems to h'cl\’l_' I‘L'L'ﬂ Ili\]r-

For more information on the Black Spiral Danc-
ers, see Chapter Six.

‘The Propbecies

Thirty years ago, a Red Talon Theurge, Songs
of Shadows, emerged from the northern wastelands
during the Winter Solstice and visited each sept of
his tribe. He was a pure bred Garou, with the
bearing of a werewolf of elder rank, although no
living Red Talon remembered him. His fur was a
dark, bloody crimson, with several strands of gray.
A few stronger wolves challenged Songs of Shad-
ows when he entered their caerns, but when their
eyes met, a terrible fear filled their hearts. They
tucked rail and submitted. The spirit of each caern
greeted the strange Red Talon in its own way,
further intimidating the Garou.

Songs of Shadows did not stay long at any sept.
l_Ik‘ LIKIK!IVUHHUKI ;l“ (_]lirt!ll [‘rL'-.\L‘”] s [Aﬂll" CU]\' o ('I-JL‘F. PIL‘
gave each sept the same message: “I am Songs of
Shadows. [ bring ten prophecies for ten tribes. These
matters affect all Garou. Remember what you have
heard, and tell all the tribes. Each tribe must act on its
own prophecy. Heed these words for Gaia’s sake.” He
then delivered the terrible prophecies. When he had
finished, he walked out of the caern and into the
night. Some septs sent packs out to track the stranger,
bur even though the Red Talons pride themselves on
being the greatest hunters of all Garou, they found no
rrace of Songs of Shadows.

The Red Talons held a grand moot. The elders
agreed quickly that the other tribes should hear the
messages meant for them. A few Talons still did not
rust [hl‘ message. Th(,‘\r.' \\'i]ﬂrl_’ti LO l'('ﬂ('f“' more Elh“ll[
Songs of Shadows. Who was he? Why did he come!
Who gave him his message?! The tribe chose a pack of
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athro to go and find out the truth about the visitor.
They left for the far north in hopes of finding him.

The Red Talons spread the tale of the prophecies
throughout Europe. The Silver Fangs gently chided
the Red Talons for letting this phantom wolf scare
them. The Shadow Lords dismissed the story as some
attempt by the Talons to gain respect. Everywhere the
reaction was the same. Tales of doom did not scare the
other tribes. The Fenrir considered attacking the Red
Talons for being so easily manipulated. The Warders
openly mocked the wolf tribe.

A year passed, and the elders of the Red Talons
called another grand moot. They somberly discussed
how none of the tribes would listen. Some of the
werewolves voiced dissent about the decision to tell
the others. Frustration and anger entered the howls
and barks of the Red Talons. As the tribe stood on the
edge of infighting, the pack that had left a year before
returned. The pack members panted with exhaustion,
and they had a haunted look in their eyes.

They told of their journey to the unforgiving
northern wastes. They spoke of the Umbra and the
Realm. They told of vile monsters and Wyrm beasts.
The pack had grown weary. [ts members had started
to doubt their quest, and they had begun fighting
among themselves as to whether to go back or to press
onward. Then Songs of Shadows had walked out of
the snow and ice.

He told the pack that ignoring the prophecies
would only lead to suffering. Gaia had gifted him with
the prophecies. She'd told him to go to the Red
Talons and spread the word. He'd told the pack that
when they returned, the tribe would be on the verge
of fighting. Songs of Shadows had said that even if the
other tribes didn’t believe the prophecies now, no one
would deny them as they came to pass.

The elders listened. As they fellsilent, the North-
ern Lights suddenly raced across the sky, glowing with
all manner of strange color, then retreated. The
display occurred again and again, a total of 10 times.

The Red Talons united as a rribe and again
began to preach the Prophecies of Shadow. Again,
they sent messengers and packs to other tribes.
They howled the prophecies across the lands. The
other tribes laughed. In some cases, packs of Tal-
ons fell under atrack. After a second year, the Red
Talons again grew less passionate about spreading
the word.

In the fourth year after the appearances of Songs
of Shadows, Constantinople, the greatest city in the
world, fell to the swords of the crusaders. The city was
sacked and its people were slaughtered. In this horror,
the Garou saw the first of the prophecies, the Ward-
ers’ prophecy, come true.
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The Silver Fangs, Black Furies, Children of Gaia,
Shadow Lords and Warders called for a concolation,
a moot open to all Garou from any tribe. The fall of
Constantinople shook the Garou Nation. The proph-
ecies of the Red Talons seemed frighteningly sinister.
The Fentir arracked Red Talon septs, demanding
answers from the Red Talon elders. Old enemies sat
down next to one another to discuss the Red Talon
oracle and the meanings of his visions. The tribes
proved unable to agree on how to confront the proph-
ccies, but a dialogue opened. On matters of the
prophecies, the Garou would stay united.

Unfortunately, cooperation lasted only until the
tribes separated. Each tribe sent its own packs into the
lands of the Red Talons to find Songs of Shadows.
Many packs went deep into the Umbra, looking for
more information from the spirit world. If Songs of
Shadows could have visions from Gaia, they reasoned,
socould the wise among their tribe. The Fiannascoured
the Silver Record, the history of the Garou, forany Red
Talon who could be Songs of Shadows. Ties between
some septs strengthened, while other tribes became
more restless. Shadow Lords claimed caerns from Ward-
ers in Italy, justifying their actions by blaming the
Warders for ignoring their prophecy.

The prophecies changed the stature of the Red
Talons among the Garou. The Silver Fangs encour-
aged other tribes to listen more closely ro the words
of the Talons. Some tribes, such as the Warders,
saw the wolf tribe as somehow responsible for their
woe, and they looked for a way to discredit the Red
Talons. For their part, many Talons felt as though
C}Eli'd lll’l.‘\' L‘l'll?h".‘l'l ti'll.‘nl {Ul— a ﬂl'(_”(lr t'cl*l( i]l"L"\'L‘ '(]ll
other tribes. For nearly three decades, an entire
generation, no Garou saw any sign of any of the
other prophecies coming true.

But now, in the year 1230, a great eclipse darkens the
sky. The Umbragrows ashlack aspitch in some places, and
the werewolves recognize this event as the beginning of
dire things. In response to this eclipse, many Full Moons
lose themselves to Rage, and entire villages are decimated.
Galliards of all tribes feel a lingering sense of recognition
in this eclipse. And yet, this event doesn't seem to relate
directly to any of the Prophecies of Shadow. All of the
tribes are on their guard, though, waiting for the hammer
of Fate to fall once more.

Enemes
of the Capou

Werewolves are incredibly powerful creatures,
especially by Dark Medieval standards, but they have
adversaries and enemies with abilities of their own.




EN\N\\NNNN T ) TSl ) T ) A

Not all of these beings serve the Wyrm, though most
feel the Wyrm’s influence in some way.

First, werewolves are theirown worst enemies, Rival

Garou. Wars over territories, especially pow -aerns,
are not uncommon. [acks of Black Spirals can surface
anywhere, using their stinking labyrinths to travel.
Sometimes, even an ally might become an enemy. A
member of a sept might tum away from Gaia, or a
friendly rivalry might become vicious.

Vampires (or Leeches) infest ¢ ,
in the Dark Medieval. They wield tremendous influ-
ence over human affairs. During the Imperg
humans turned ro the occult mighr of the undead to
aid them. Descendants of those foul beings still lurk in
the shadows of human society. Many of them have
gre: ces in addition to physical abilities and
mystic Disci They are undying, so they think in
the long term. A k of Garou might think it has
defeated a vampire, only to have the monster resur-
{EICL? to [}lrk’i]l(?]l thc \\'LTC“"UI\'U?\ gr;-illdcllildrcn.

Wyrm-spirits, Banes, sometimes infest and pos-
sess humans and animals. The sick crearures that
result are called fomori. They have Gifts of their own
from the Wyrm, and they exist to cause pain and
suffering in the world. In the past, entire tribes of

become fomori, such as the Fir Bolg in
. The Garou watch the knightly orders formed
during the Crusades carefully for signs of fomori.

The Church is a threat to the werewolves as well.
Crusaders gladly slay pagan Kinfolk, and they try to
eliminate even non-Christian thoughts from rhe land.
They defile pagan sites, many of which are places where
caerns could have existed. Some people with True Faith
have the ability ro negate Gifts and even force Garou
into their breed forms in some circumstances. Not all
werewolves hate Christianity, but they remain wary of
the human followers of the Church.

Covens of sorcerers practice the dark arts. Some
of these groups summon infernal creatures to aid
them. Others try to use their magic for the good of
humanity, but they mighr not see werewolves as good
for humanity. A few bold mages even try to enslave
werewolves to use as servants. Others hunt the Garou
for the potential mystic properties of their teeth,
claws, fur and blood.

“The CpeleoF Red

In the chaos following the fall of Constantinople,
a Silver Fang caern near the city of Sofia came under
attack and was destroyed. The Warders of Men there
were hunted down, and the city was closed to rhe
Garou. This was the first time the Garou encountered
the Circle of . As the years passed, caerns in
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London, Kiev, Moscow, Beograd, Cologne and Paris
came under attack and were claimed by this new foe.
[t took years of investigation, but the culprit was
tinally identified as the Circle of Red, a coven of
mortal occulrists.

The Circle of Red is a guild of mortal sorcerers
and merchants that draws membership from the lower
nobility and the burgeoning merchant class. Mem-
bers are expected to be literate, numerate and fluent
in several languages. The society is primarily mercan-
tile, concerned with underwriting marine transport
and bonding loans; most of its activity is legitimate
and lawful. Yer the members are also magicians and
assassins. Rivals and enemies can be intimidated,
spied on and disposed of. Though they remain a small
concern, they have become incredibly wealthy. But
such power did not come cheaply. The Circle sold
itself to the Wyrm years ago.

The Circle is loosely organized into three
“castes.” The bulk of the membership belongs to
the merchant caste. The merchants are responsible
tor the day-to-day running of the operation; they
make the money, negotiate the deals and ensure
that everything is in order. The next caste is the
assassins, but few truly deserve that name. The
Circle calls this caste the Facilitators. Membership
consists of cheap leg-breakers, poisoners, footpads
of all kinds and beggar spies. A few, though, are
professional assassins drawn from the Dacian hin-
terlands and the Levant. The smallest caste is the
sorcerer caste. The sorcerers ensure that no one
interferes with the operations of the Circle. They
also work to further the ends of their obscene
masters. Rumor among the Garou has it that this
smallesr casre also has some connection to an order
of Christian monks, bur no werewolf has been able
to substantiate this assertion.

Since the events in Sofia, the Circle has become
adept at hunting Garou. Members have killed many
of Gaia's warriors and destroyed septs across Europe.
Fortunarely, rheir power does not extend far outside
their cities, and without their money, hirelings and
resources, they make easy prey. But the Circle knows
not to travel overland; if travel must be undertaken,
they travel by sea or use proxies to deliver messages.

“The RLaymng Placue

Nort all enemies of the Garou can be battled with
fang and claw. Indeed, one of the most frightening
dangers the werewolves face is the silent, invisible
specter of disease.

In the winter of 1229, the Garou of a sept in
Lithuania fell victim to a strange fever. At first it
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seemed to be some strange offshoot of consumption.
Then the boils appeared. Then the boils become
ulcers that grew into huge abscesses, then the skin fell,
agonizingly, from the bones. Every Garou of that sept
died. Then the fever struck again, a little further west,
this time at a Red Talon caern in the Polish forests.

That summer, the strange fever would literally
decimate the Garou of Europe.

The plague advances ever westward. Hundreds of
Garou die; hundreds more are left hideously scarred.
Theurges fight to cure the plague, but the best they
can do is contain it. The plague, the Warder doctors
say, is spread by the miasma of breath, but they know
precious little else about it. It seems to affect only
wolves and werewolves; no normal human, Kinfolk or
otherwise, has fallen to the Flaying Plague.

TI]L‘ (-}:lr('lli .\'!’1“ }'l'd\'L‘ no iL{Cil \\'hilr L'EHJSCLI r]‘c
plague. Speculations abound, but no solid evidence
has emerged proving any theory. The plague is par-
ticularly devastating to the Red Talons, as it kills their
Garou and Kinfolk with terrifying swiftness. Even
now, the Garou Galliards are whispering that the
plague has forever altered the holy balance between
“‘()“‘:lnd 1meri. PEIC}'{?‘\ U]L- L_;:ll'ﬂll hl’l\\f .\]”'{'Htl Out across
Europe, seeking the cause of the plague as well as a
cure. None have reported any success yet.

The Vast Land

A map of Europe in 1230 provides a start for
understanding the Dark Medieval world. Werewolves,
however, aren’tinterested as much in political bound-
aries or cities as they are the places between cities.
The following section provides brief overviews of the
regions in the Dark Medieval. Since Garou are more
interested in septs and caerns, some of these places
receive special mention. For further information on
the geography, see Dark Age Europe.

Bpritish ]sLes

The Fianna, the Fenrir and the Silver Fangs all
have caerns in the British Isles. The Fianna have the
deepest ties to the isles, but the Fenrir are well
established after centuries of occupation and warfare.
The Silver Fangs have come more recently, but they
have many kin among the nobility.

The British Isles have a varied terrain. Thick
forests climb toward mountain peaks. Rivers cut
through the rolling hills and the lowlands as they
make their way to the sea. Misty moors and dark bogs
hint ar evil forces hiding just beyond sight. The high
cliffs and green hills of the Brirish Isles give the lands
charm and beaury.
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These are magical places. These isles gave birth to
legends of the sidhe, King Arthur and the monster of
Loch Ness. The druids made theirhomes here. A large
number of caerns lie open in the Brirish [sle

The isles also birthed the Black Spiral Dancers,
however. These twisted Garou worship the Wyrm from
despoiled caerns. Dancers have tunneled deep beneath
the earth, creating great labyrinths that they use to
travel unnoticed from place to place. These dark tun-
nels rwist through the Umbra and the physical world,
shifting between the two in a chaotic fashion. Only
werewolves seem to have the ability to follow these
runnels. Humans can’t pass into the Umbral sections of
the tunnels. For them, each tunnel only comes toadead
end. Tunnels now extend from Scotland to mainland
Europe. The Black Spiral Dancers are slowly spreading
outward in the name of the Wyrm.

st kingdom in the British Isles, ]
aland stretches west to Wales, north to Scotland
and south to encompass all of Cornwall. Fenrir
hold many of the caerns in England, but the tribe
has divisions between the Germanic Fenrir and
the Scandinavian Fenrir. Sometimes these diff
ences lead to bloody battles within the tribe. The
Fianna hold a number of caerns as well, concen-
trated in Cornwall, but mixing with the Fenrir in
the central midlands. Fianna and Fenrir share
many of the caerns of the central region. The
Silver Fangs have made their presence known as
well with lht_‘ Norman invasion. Tl'w F:'tl'lf-_{\ cmmu_-d
William the Conqueror among their Kinfolk, but
they've shown discretion when lording over the
Fenrir and the Fianna.

THE FENRIRAND THE FIANNA

? orcenturies, the Fiannaand Fenrirunited
" against the Romans, driving the legions
from their lands. Werewolves fought alongside
their Kinfolk, and bonds grew between the Fianna
and Fenrir as they struggled against a common foe.
The tribes grew to admire each other's ferocity
and penchant for heavy drinking.

But everything changed with the destruction of
the White Howlers. The Fianna blamed themselves
for the transformation from White Howlers to Black
Spiral Dancers. Many Fianna fell into fits of melan-
choly. Galliards howled songs of tragedy and failure.

The Fenrir reacted with outrage at the cre-
ation of the Black Spiral Dancers. Never had such
an atrocity occurred among the Garou. They went
to the Fianna to plan a counterattack, and instead
of finding bold warriors, they encountered drunks
lamenting the passing of their brethren. The Fenrir
returned to their jarls with stories of their allies.
The mighty warriors among the Fenrir felt be-
trayed. How could the Fianna have let such a
thing happen? Since the tribe was wracked with
guilt, surely they must have aided this horror in
some way. Now, faced with the new threat of the
Black Spiral Dancers, the Fianna were sobbing
drunks. The Fenrir determined toseize the Fianna’s
caerns and lands and slay the Black Spirals, since
the Fianna could not.

The Fenrir came to the lands of the Fianna in
waves. Some came with Germanic tribes, such as
the Jutes, Saxons and Angles. Others came with
Viking raiders from the North. They expected to
sweep away the Fianna and claim the territory so
that they could defend it from the Wyrm.
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The Fenrir misinterpreted the Fianna's deep
rage at the tragedy for weakness. When the Fenrir
came to take their land and their heritage, the Fianna
unleashed their anger at their former friends. The
Fianna had been betrayed when the White Howlers
became the Black Spirals, but that was because of the
Wyrm. The Fenrir betrayed the Fianna’s trust of their
own accord.

When the Fenrir met the Fianna in battle,
they learned the measure of their former allies.
Both tribes fought with passion and rage. The
Fenrir won many battles with the Fianna, but
the Fianna made them pay in hot blood. Every
time the Fenrir would claim territory, they would
only hold it until the Fianna seized it back. The
heat of battle re-forged the bonds of respect
between the tribes. The Fianna never reclaimed
all of the lands from the Fenrir, but the Fenrir
realized that the Fianna were great warriors and
knew that they would never take the British
Isles from the Fianna in a thousand years of war.

While the tribes fought, ‘the Black Spiral
Dancers grew in power. They launched attacks
against both the invading Fenrir and the defend-
ing Fianna. As before with the Romans, the two
tribes soon united against a common enemy.
Now the tribes share territory and caerns. Al-
though old scars sometimes erupt into violence,
the Fianna and Fenrir have one of the closest
relationships of all the tribes. The leaders of the
tribes do not agree on much, save exterminating
the Wyrm, but they are quick to defend each
other, especially from the more political tribes,
such as the Silver Fangs and Shadow Lords.

INE «
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Wales

Cymru, or Wales, borders England to the west.
The land stands divided between warring kings and a
cutthroat nobility well practiced at fratricide. Unlike
tamed England, Wales has many wild areas in its hilly
countryside, and its low population makes it a good
home for werewolves.

The Fianna are the dominant tribe in Wales, but
they have divisions just as the humans do. A strange
Welsh faction of the tribe holds some of the caerns.
The Fianna say that these Welsh wolves have faerie
blood and possess strange Gifts that seem more in
keeping with the fae than Gaia.

Scotland

Divided between highlands and lowlands, Scotland
has many secret places and deep wilds. For the Fianna
and the Fenrir, it is a place of ghosts. Once, Scotland was
the home of the White Howlers and their Pictish
Kinfolk. Now, both Fianna and Fenrir search the land
for untainted traces of the former tribe.

The Black Spiral Dancers have many Hives
hidden in Scotland, and the Garou relentlessly
strive to find and cleanse these sites. The High-
lands are not safe, and the war against the Wyrm
manifests itself in claw-to-claw combat. The
Fianna hold the Highlands, and the Fenrir hold
the Lowlands. Both tribes work together on a
level unknown in the rest of Europe. In the face of
the Black Spiral Dancers, tribal divisions and
human conflicts seem inconsequential.

|retano

In Ireland, the Fianna reign supreme among the
Garou. They live as their forefathers did, in magical
caerns and strongholds. Faerie glamour and spiritual gifts
mix in the homes of the Fianna. Tales of the hospiraliry
of the Fianna even reach the continent, and many
Fianna have more renown for song and drink than for
battle. Ireland is a land divided between many human
kings, bur among the Garou, even the Norman Silver
Fangs recognize the High King of the Fianna and the
court at Tara. The surging tides of Christianity haven’t
made an impact on the Irish Fianna.

The Fianna do know that magic is slowly fading
from their homeland. The prophecy of the Red Talon
bothers the elders of the Fianna. Many Fianna debarte
and argue about the prophecy, even down to the cubs
of the tribe. Theurges obsess about the meaning of the
Red Talon’s words. Some Fianna believe that the
prophecy signifies the fall of their tribe. They worry
that the Wyrm will consume them, just as the White
Howlers transformed into the Black Spiral Dancers.
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Many Fianna believe that a war will erupt between
the courts of the fae. Others suggest that the meaning
of the pl‘-.)p]lt:cy is not so obvious. T|1cy know that the
words of the prophecy carry great meaning, but the fae
only give them aid in the form of cryptic riddles.

Sept oF the Tpi-Spipal

One of the most important septs of the Fianna is
the Sept of the Tri-Spiral at Brugh na Boinne. This
sacred area contains three caerns, all in close proxim-
ity to each other. The Fianna claim that they opened
the caerns with the help of the fac. Some believe that
the last of the Fir Bolg, a race of fomori who once
infested Ireland, was slain here by the Fianna. Each of
the three caerns has its own mystic properties. This
sept is second in power and importance among the
Fianna only to Tara, home of the High King.

Jeepa

The Reconquista dominates the affairs of the Ibe-
rian nations. The Muslim Almohad State to the south
is under constant attack from Castile and Aragon to
the north. At one time, people of all religions lived in
peace in the region, but now Christian knights push
back the Muslims and the Jews who live among them.
A sense of resignarion exists in the Muslim lands as
though they accept their defeat as inevitable.

Leeches have infiltrated the Church and the
Reconquista movement. They have manipulated
knights into slaughtering towns of werewolf Kin-
folk, all in the name of Christianity and conquest.
So far, the Children of Gaia have directed their
attentions in human affairs to trying to end the
violence and end the senseless hatred. Now, mem-
bers of the tribe have starred waging their own war
against the vampires.

The dominant tribes here are similar to those
involved with the Holy Land and the Crusades. The
Children of Gaia attempt to keep the peace. The
Silent Striders have Kinfolk among the Islamic
peoples. Now, with the construction and growth of
cities, both the Warders and Bone Gnawers have
begun moving into the region. The Shadow Lords
also keep a strong, but uncharacteristically quiet
presence in the region.

The Meseta, the great central plateau of [beria,
has burning hot summers and terribly cold winters.
The Garou have claimed it for themselves. The Chil-
dren of Gaia and Silent Striders hold joint moots on
the Meseta during the winter months. A number of
opened caerns lie on the plateau. The area is wild and
safe for werewolves, far from the warring humans and
their vampiric masters.




Sept oF the Wounoed Unicopn

In the war-torn Iberian peninsula, the Children
of Gaia have found their beliefs challenged. Despite
their efforts to bring understanding and peace ro the
land, different religious faiths have led to war. Lo-
cated on the Meseta, the caern lies far from the
human wars, but the caern spirit still suffers as death
plagues the land. The Wounded Unicorn is a caern of
Healing, both physical and emotional. The sept mem-
bers have great renown among their tribe and other
Garou for their skills at healing. The sept welcomes
all werewolves who need succor, although the Chil-
dren of Gaiaare wary of who t‘h«.‘\; let near their caern’s
heart. They have fought off attacks in the past, both
from Shadow Lords looking for territory and from
human and undead crusaders. The caern accepts
moon bridges from the Sept of Sun’s Glory. It has an
understanding with Guillaume and provides healing
services in return for past deeds.

TFrance

France is home to many tribes. The Silver Fangs
and Children of Gaia have strong ties to the French
and Norman nobility. In the wilds of France, the Red
Talons, Fenrir and Children of Gaia hold caerns.
The Fianna also have a scattered presence through-
out the land.

Paris is growing rapidly, and the great city ishome
to many Leeches. The Silver Fangs, Warders and
Bone Gnawers all fight to keep the minions of the
Wyrm in check. Some Garou believe that Ratkin
hide within the city.

Southern France has rugged rerrain, high moun-
tains and great plateaus. Wyrm creatures dwell in the
wilds of southern France, and Fenrir, Red Talons and
Silver Fangs make a point of hunting down these vile
monsters. Mulri-tribal packs from the Sepr of Sun's
Glory also scour the land tor Wyrm taint.

Sept oF VigiLance

When crusaders came to the town of Béziers in
France, the townspeople and their vampiric mas-
ters refused to yield the town to their tender mercies.
The commander of the crusade ordered his men to
seize the town and let God sort out his own. Twenty
thousand people died at the hands of the crusaders.
The Garou believe that the entire event was due to
some sick battle between vampires, which cost the
li\'kf."u U]L‘ [hl’u.\ﬂlldh of Iinnocents. Nl)\\'. as th(‘ rown
is rebuilt, vampires have moved back in, but the
Garou are present as well. The Silent Striders have
opened a caern on the outskirts of the town, and
other tribes believe that they commune with the
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spirits of the dead. The spirit of the Sepr of Vigi-
lance provides warnings to the Silent Striders about
the acrivities of the Wyrm. Not only do the Silent
Striders use the sepr as a base from which to inves-
tigate (and hunt) vampires, but they've also gained
knowledge abour the mysterious Circle of Red.
Members of the sept seem to be resolute and deter-
mined in theiracrivities, although most other Garou
teel that they have fallen under some taint. The
Silent Striders suspect that their enemies will soon
launch an attack on the caern.

Doty Roman Empipe

The Holy Roman Empire is the largest and most
powerful country in 13th-century Europe. The Holy
Roman Empire contains the Kingdoms of Germany,
Burgundy and Sicily. King Richard of England swore
fealty to the Holy Roman Empire, and the King of
Aragon is a vassal of the emperor. The empire re-
ceives tribute from Tunis and Tripoli in North Africa.
Cyprus and Armenia have lefr the Byzantine Empire
to pledge their loyalty to the Holy Roman Empire.

The city of Vienna has become home to dark
forces. The foul vampiric sorcerers of the Tremere
clan manipulate the populace. The knightly orders of
the Crusades also have strongholds in the Holy Ro-
man Empire. The Teutonic Knights, the Knights
Templar and the Hospitalers of St. John all have
chapters here. Some of these knights possess the
weapons and knowledge to slay a werewolf.

The Fenrir, the Shadow Lords and the Silver
Fangs all have septs in this vast land. The Black
Forest firmly belongs to the Fenrir, centered around
the Sept of the Blood Fist. Warders have estab-
lished a presence along with Bone Gnawers in the
major cities. The Warders have Kinfolk among the
merchants, and the Bone Gnawers have Kinfolk
among the beggars, bur both rribes find themselves
at war with Leeches within the cities. Red Talons
hold septs in the wilderness.

S ept of the Blood st

A stronghold of the Fenrir, the Sept of the Blood
Fist holds a great caern in the center of the Black
Forest. The Fenrir claim that the original founders of
the sept defeated the Romans at the site of the caern.
A clearing opens in the thick forest, and a stone
carved with the names of Fenrir heroes rises from the
center of the clearing. All who enter the bawn must
pass a challenge of combat. For other Fenrir, this is
usually a friendly wrestling match. Members of other
tribes face much more serious combat. The Fenrir
claim that the Black Furies tried to take the caern
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from them during a 19-year war, and the antipathy
between the Fenrir and the Furies is still bitter here.
A Black Fury who loses the challenge of entry may
well lose her life. The Wild Boar serves as the totem
here, and his gifts of strength are legendary.
Allisnot wellin the Black Forest, however. A brutal
pack of Feral vampires hunts these woods, and unlike
most Leeches (who seem most comfortable in the cities),

the Blood Fist is growing concern, as they have lost
several packs of Guardians to the so-called Schwarze
Rudel — Black Pack — over the last few years.

“The SeptoF S UNE Clopy

Hidden away in the Kingdom of Burgundy,
the Sept of Sun's Glory welcomes all Garou, re-
gardless of tribe. This large and powerful sept
maintains strict neutrality between the tribes.
This is the only sept with members from each tribe
in Europe; only the Shadow Lords do not main-
tain a presence here. Guillaume Sun’s Glory, an
elder Silver Fang originally founded the sept as
the Scpt of the Great Mountains (m:c Ch;lptcr
Seven for the full history of the sept). His great
deeds eventually caused the Garou to rename the
sept after him. Now, Guillaume only broods about
the vampires. Many members of the sept whisper
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these monsters seem to be thriving. The leadership of

that his time among the living grows short.
noble Silver Fang has become short-tempered and
subject to speaking to himself. Members of the
sept have tried to break his obsession with the
murderer of his pack. Guillaume seems to have
little faith in the prophecies. In fact, he grumbles
that if the prophecies did have meaning for all
tribes, then surely they would have mentioned his
sept where all Garou are accepted.

]TALT

Europe was once ruled from the geographical
region of Italy. According to ancient Roman legend,
a she-wolf suckled Rome’s twin founding brothers,
Romulus and Remus. Now, Rome is the home of the
Papacy and the heart of Christian power in Europe.
The entire [talian peninsula seethes with underlying
currents of revolution, however.

In 1230, the cities of northern Italy prepare for
war with the Holy Roman Empire. Frederick 1, King
of Sicily and Holy Roman Emperor has claim to the
lands. For generations, the Italian city-states have
fought to retain their independence from the empire.
An alliance of cities and towns, the Lombard League,
stands ready to defend the land if Frederick tries to
press his influence.
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Pope Gregory IX watches warily for the Holy
Roman Emperor to act. Sicily, Frederick II's heredi-
tary kingdom, controls the south of [taly. The Holy
Roman Empire claims the north. The Papacy governs
the middle third of the land, but the pope fears that he
does not have the might to stop Frederick I1 if he tries
to conquer the entire peninsula. The pope would
definitely marshal all of his resources to prevent the
loss of papal territories, though.

The many city-states of Iraly are rhe masrer
merchants of Europe. They have no choice. If they
do not trade, they cannot import grain, so they
would starve. The [talian countryside doesn't pro-
duce enough food ro support the cities. The prospect
of war scares many of these powerful merchants.
Warfare would disrupt the economy, destroy valu-
able farmland and prevent trade. Other merchants
feel that the reality of taxation by the Holy Roman
Empire would do the same damage.

Conflict between city-states and between
groups within them is constant. Declared and un-
declared wars start and stop constantly, usually
over trade or resources. Within a city, feuds can
lead to literal cutthroar politics, where factions
fight for control over a city.

The two strongest tribes in [taly are the Ward-
ers and the Shadow Lords, but Kinfolk of nearly any
tribe can be found there. Human politics strains
the Warders as residents of different cities come
into conflict. The tribal leadership sees this as a
problem, but they are uncerrain how ro serrle mat-
ters. The Shadow Lords seek to gain resources by
taking advanrage of the humans. In afew rare cases,
they’ve even come to share caerns with factions of
the Warders to help protect them from other mem-
bers of the tribe.

Sagomia

Sardinia is an island in the Mediterranean off
the coast of Italy. The terrain is mountainous, and
numerous ruins that date from the Phoenicians
through the Muslims cover the island. Wild Gangrel
dwell on Sardinia. Since ancient times, these vam-
pires have claimed the island as their territory,
driving away invading foreign Cainites. An unspo-
ken truce seems to exist between the Gangrel and
the Shadow Lords who dominate the septs on the
island, or at any rate, the vampires don’t seem to
bother the Garou. The southwestern area of the
island has rich silver mines, claimed by the Shadow
Lords. Many other tribes, including the Silver Fangs,
the Silent Striders, the Children of Gaia and the
Black Furies have tried to gain control over some of
the silver mines. The Shadow Lords have allies
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among the Warders back in the city-states who
receive part of the silver from the mines for their
continued support. Many tribes believe that the
Shadow Lords send silver to the Fenrir in hopes of
gaining favors from the mighty northern warriors.
Many Galliards tell stories of a lost caern on
Sardinia, a caern in the midst of the veins of silver,
dedicated to Luna herself. The Shadow Lords firmly
deny such legends.

SeptoF the Syl

This caernof Visions has gained prominence among
the Garou since the appearance of the strange Red
Talon. Werewolves say that the Sibyl of Cumae, a
legendary prophetess, was a powerful Theurge who
helped guide the Kings of Rome. Originally a sept of the
Black Furies, the Sept of the Sibyl is now home to the
Shadow Lords, who took the caern from the Furies over
some long-forgotten issue. The center of the caern is a
deep cavern. According ro legend, those who sleep
within the cave receive visions from Gaia. A Theurge
holds the title of Sibyl, and she offers to share her
knowledge with other tribes in exchange for a service to
the Shadow Lords.

Scanomama

The Fenrir still protect and lay claim to their
lands. The lands surrounding the Kingdoms of Den-
mark, Norway and Sweden remain untamed. Most
Europeans believe that Scandinavia is a harsh unfor-
giving land, and they are haunted by stories of terrible
Viking raiders. Ragnarok has come for the Vikings,
and by 1230, Christianity is firmly entrenched. A few
cling to the old ways, but such adherents are mostly
Kinfolk of the Fenrir who can hear the war cries of their
ancestors when they sleep.

Oenmapk

The Danish peninsula juts out from the Holy
Roman Empire. The Kingdom of Denmark controls
the peninsula and a number of islands that sur-
round it. Unlike Sweden and Norway, the Holy
Roman Empire exerts great cultural influence on
Denmark. The Garou see it as a land made weak by
its devotion to Christianity.

Valdemar I had many conquests in the early
years of his reign, expanding south into areas
claimed by the empire. He also conquered Estonia,
\V}-IL'I'C hl_' Cli]i[I]ULl rl“li]r = | h?n‘l]‘lcr tCll f‘rl][‘n l‘hl: ?"'ky
and into his hand. Unfortunately, the these golden
times have passed. Successful rebellions by the
German nobles in the conquered territories led to
Valdemar II's defeat and capture. Although he was
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eventually released, he has not regained his former
territory or glory.

Many of the Fenrir want Denmark to undergo
a civil war. The current state of the land bodes well
tor a return to the plunder and mayhem of Viking
times. The Fenrir only want to make certain that
the influence of the Holy Roman Empire doesn't
extend to the forests of Denmark. Many of the
islands have strongholds of the Fenrir with hidden
caches of fetishes and talens that were taken during
Viking raids.

Nopway

The Kingdom of Norway was once home to the
Vikings, and these fierce warriors were once feared
throughout the world for their pillaging and violence.
The longboats are now gone. Norway now is part of
Christendom and unified underasingle king, Haakon
Haakonson. The king has brought civilization from
the continent to Norway, fostering a time of peace
and stability. The Kingdom of Norway resembles the
land of the Vikings less with each passing month.

Norway relies heavily on the sea. Bjorgvin
(Bergen), the capital, sits on the west coast of Nor-
way, and it serves as a port to the rest of Europe. Oslo
sits to the south. In the center of the country,
Nidaros (Trondheim) is the center of Christianity.
The only cathedral in Norway, the Nidaros Dome, is
the final resting place of Olav the Holy who brought
Christianity to Norway. Every year, pilgrims rrek to
Nidaros to honor the man who saved the souls of the
Vikings. The Fenrir resent few humans as much as
Olav the Holy. Some sepr leaders have offered fe-
tishes and other rewards to any packs who can
remove the body of this saint. Most Fenrir simply
grumble about how a religious zealot can destroy a
way of life, and they hope thar humans will return to
the old, pagan ways.

Even werewolves are not safe in the vast wilder-
ness of Norway. Ancient undead, theeinherjar, wander
the Northern Wastes, seeking nothing but battle,
lusting for revenge for the destruction of the Old
Ways. Other horrors, such as trolls and even giants are
said to live in the great forests.

The Fenrir of Scandinavia take pride in their battles
against the monsters of the North. Many of them see their
brethren on the continent as complacent and tame.
These Northern Fenrir have dedicated themselves to
exterminating the undead worshippers of Odin who roam
the wilds. About a century ago, a pack of Fenrir achieved
a great victory for their totem, defeating an ancient
vampire known as the All-High. This victory broke the
power of the undead, and now the Garou dominate the
northern wilds. The remaining undead are scattered,
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wandering alone through the wastes, while packs of
Fenrir hunt down the last of the ancient vampires.

Sweoven

The Kingdom of Sweden lies to the east of Nor-
way and wesr of the Balric, making up the rest of the
Scandinavian peninsula. Like Norway, it is a big
country with vast stretches of wilderness. The south
has fertile lands, and the north is a hostile wasteland
filled with chances for watriors to test their mettle.

Only in the last century have the Swedish kings
completely converted to Christianity. Uppsala, the
site of a great caern and the focus of the war between
the Fenrir and the Odin-worshipping vampires of the
North, is now a center of Christian worship. Yet some
pockets of Swedes still pay homage to the Aesir
alongside Christ. Some ancient vampires as well as
the Garou promote pagan beliefs among the people,
but Christianity is winning the war.

A struggle for power exists in Sweden between
the descendants of Sverker the Elder and Erik the
Holy. The two major areas of southern Sweden,
Gotland and Svealand have taken sides in this con-
flict. Currently, Canute Holmgersson rules Sweden,
but he wields little true power. The German Hanseatic
League has usurped the trade in southern Sweden,
rendering Swedish merchants impotent. Many other
narions see Sweden as weak, including Denmark.

The feudal system has yet to replace all of the old
ways in Sweden. Each province has its own governing
body or thing. Commoners have a number of free-
doms, which the feudal system inevitably threatens.
Traveling to villages away from the cities is like
walking back in time.

‘The Baltie

The last pagan states of Northern Europe are
Livonia and Prussia. Christian knights now force
conversions at the point of a sword. They hunt down
and kill non-Christians. These foreign invaders also
bring a feudal system and force free commoners to
become thralls. Even though the werewolves of these
lands see conversion as inevitable, many fight against
the Christian invasion.

LAT\"A

The Latvians were a warrior people who worshipped
ancient pagan gods. They have lived in their homeland
to the south of Finland for thousands of years. Larvia is
perfect, however, for merchants and traders, as it is south
of Russian ports and across the Baltic from Sweden. The
torces of Christianity have decided that Latvia will be a
home of merchants.
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German forces with papal support founded Riga on
the shores of the Daugava River. A knightly order, the
Brethren of the Sword, was founded and based in Riga as
well. The Brethren of the Sword set about subduing the
pagan natives. They destroyed pagan sites and killed
many pagans in the name of Christ. The Germans now
rule Latvia. German merchants are firmly established.
All native Latvians are members of the lower classes.

The Christian knights have defiled caerns and
slain many Kinfolk. Red Talons gladly fight against
the cross-bearing humans, but their efforts only
bring more fervor from the knights. Silver Fangs
and Children of Gaia have struggled to protect
their Kinfolk in the region, but the efforts have
been too little and too late. Still, most Latvians
cling to their pagan traditions. As long as the
people are not broken, the Garou have something
for which to fight. Unfortunately, many werewolves
in the region don’t care about the plight of hu-
mans. Lupus among the Red Talons and the Fenrir
are still strong, and they believe that the Garou
horn of wolves will protect Gaia regardless of
human struggles.

Lithuana

Lithuania sits to the south of Latvia, between
the empire of the Tartars and Muscovy and
Christendom. The people here hold many deep
pagan traditions, going back to ancient rimes. Now,
they are the targets of a crusade by the Teutonic
Knights. As a matter of politics, the country has
been declared Christian, but the faith only goes as
far as the lance of a Teutonic Knight.

Many Lithuanians refuse to recognize their Chris-
tian king. They fight against the forces of the knights
to protect their faith. Massacres of Lithuanians are a
seasonal event. The knighrs take losses of their own,
however, and they haven't succeeded in converting
the people.

Most werewolves side with these people who
have honored the spirits. Lithuania is home to many
diverse pagan beliefs. Some people worship a trinity
of pagan gods. Others believe in the ancient spirits of
the earth. They worship these spirits at an alka, a
sacred grove for rituals and sacrifices. They believe
that truth comes from the natural world and that
animals show the will of the spirits.

Prussia

For centuries, the pagan tribes of Prussia have
resisted the conquests of the Holy Roman Empire.
The Kingdom of Poland has proved unable to break
these warriors. Now, the Teutonic Knights have
come from the Holy Land to the Baltic to pursue their

"HAPTER ONE -
« THE DARKENING WORLD -

crusades against the Prussians. The knights are well
financed and have veteran soldiers with excellent
arms and equipment. The knights have fought with
the Prussians for only a few years, but they've had
more success than centuries of other artacks. They
slaughter Prussians who resist. The knights also sell
Prussians into slavery. The tribes have no champion,
no single leader to unite them against this coordi-
nated onslaught. At this point, bloody conversion
appears inevitable.

“The Jron Wooo Sepr

This young sept formed around a sacred site
where a few Christian knights attempted to slaugh-
ter a group of devout Prussian pagans. The knights
disrupted a religious ceremony among a grove of
ancient trees. As they slaughtered the pagans, each
knight watched his sword shatter when it struck one
of the trees. Finally, the knights stood unarmed, and
the pagans turned upon them, tearing them apart.
Tales of the event spread to the Fenrir, and the
Garou sent a pack ro investigate. The pack opened
the caern, awakening the spirits of the grove. Now,
the Iron Wood Sept has become a base for Fenrir
who wish to strike back against the knightly orders
infesting Prussia.

The Russian
Prinverpalities

Afteryears of glory, Kiev now barely maintains its
arip on the villages surrounding her. Invasions from
the east, harbingers of the Golden Horde, have left
the Russian principalities in chaos. Eastern Ortho-
doxy reigns as the religion of choice, but the pagans
haven’t given up on the land.

Despite confusion in the land as to whether
villages should look to Novgorod or Kiev, the Garou
have no doubt who rules these lands. Russia is the
land of the Silver Fangs, now and forever. Some
Fenrir roam the eastern edges of the land, the Red
Talons lay claim to a few protectorates, and the Black
Furies have established a few septs between the vil-
lages, but these other tribes keep their holdings with
the blessing of the Silver Fangs.

Septs in Russia tell stories of horrible dragon
beasts (incarnations of the Wyrm called Zmei) that
dwell out in the wilds of Russia. Ancient vampires
live in the cities of Russia, concealing themselves
from the Silver Fangs. Now, wolf Kinfolk bring rales
to the Fangs about the advancing Golden Horde, but
the kings of the Garou have complete confidence in
their abilities to deal with any Eastern threat.




Sept of the White Nichs

Although most werewolves think of Russia as the
land of the Silver Fangs, the Red Talons have a
slightly stronger presence in the wilderness. The Sept
of the White Nights lies to the far north, beyond the
settlements of humans. This was one of the first
caerns to receive the prophecies, and as a result, the
sept has gained much respect for its wisdom from
other Red Talons. The spirit of Helios has strong ties
to the sept, some werewolves there spend the long
days basking in his glory and the long nights howling
for his return.

BTZANT1NG Empire

The recent sack of Constantinople has the Byz-
antine Empire in chaos. Refugees have fled into the
surrounding lands. Fear fills the hearts of the faithful.
The Wyrm slithers into open hearts of broken men
and women.

For ages, Constantinople was the greatest of all
cities. Like Rome in its glory days, all roads in the east
led to Constantinople. It was the heart of the Byzan-
tine Empire and the center of the Eastern Orthodox
faith. Now, it has fallen to the sword and torch of
crusaders, and thousands of residents have died. If
Constantinople can fall, what can anyone believe in?
The city of God is no more.

The entire event reeks of manipulation by
Leeches. The carnage and chaos left in the wake of
Constantinople’s fall only benefits the Wyrm. Banes
swirl through the land, feasting on the despair and
suffering. Pieces of the Byzantine Empire teeter on the
edge of revolution. Bulgaria has already chosen to
liberate itself from the empire.

The Garou see the fall of Constantinople as the
first of the 10 prophecies coming true. Many packs
have come to the Byzantine Empire to investigate,
even this many years after the event. The Black Furies
embrace the possible freedom of Greece, and the
opportunity for the rebirth of paganism. The Red
Talons hope that this event marks the end of human
civilization. Even though Constantinople fell almost
ageneration ago, many Red Talon septs still celebrate
the fall of the city.

(;}zeece

The Greek peninsula is the protectorate of the
Black Furies. The ancient myths of humans hide
the truths of the werewolves. Many powerful caerns
still stand in Greece, despite Macedonian and Ro-
man invaders. Other tribes of werewolves rarely
venture into Greece for fear of angering the Furies.
The homeland of the Black Furies offers little safety
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for servants of the Wyrm, either on the peninsula or
the islands.

Sept of Bycone Visions

The island of Ecube, called Miria by the Black
Furies, holds a powerful caern. Protected by the Sept
of Bygone Visions, only females may visit the island.
Many say thar the island brings visions to those who
visit, bur in rruth, the caern is home to a Wyld glen,
where the energies of the Wyld flow freely into the
world. Attempts to take the island by other tribes
have left the invaders with only failure and death.
Since the prophecies from the Red Talons, many
Black Furies have undertaken pilgrimages to the Sept
of Bygone Visions. They hope that the caern will give
them an uz'ldcrwnmding of the events to come,

Nogth AFpica

With no native wolf population and the strong
Islamic beliefs of the Almohad Empire, North Africa
haslittle to offer the Garou. Powerful ancient Leeches,
apparently of a different sort from those of Europe,
dwell here. The Warders come to Marrakech as mer-
chants, hoping to establish a foothold in the human
population, but so far, they have had little success.
The Silent Striders have human Kinfolk here, and
they occasionally venture into the mysterious land of
Egypt. Children of Gaia live among the humans of the
Almohad Empire as well, but they are few in number,
primarily refugees from Iberia.

The Islamic culture doesn’t share the European
legends of werewolves. To Muslims, the Garou are
d:.’mun.\.c\'ilsplt'itsinl‘cnrnn harming the faithful. To
t}‘lc ]‘]UI‘I‘UT Ut.\\‘k'l'k'“'U]\'k'..\ n tllL‘ x‘\ll'ﬂl‘hild F.[n[‘\ll'('. I‘hL"
Muslims have warriors with faith every bit as danger-
ous as the knightly orders of Europe.

“The Crusades and the hoLT Lanod

For centuries, nobles have set forth from Europe
to reclaim the Holy Lands from the infidels. The
Crusades have been hard fought, and Jerusalem and
the port city of Acre have changed hands recently.
The grip of the crusaders on the Holy Land is tenuous.
The Latin Kingdom of Jerusalem stands besieged on
all sides.

Three tribes of Garou have taken on major roles
in the Crusades. The Silent Striders have carefully
watched the battles and cautiously intervened to
keep both sides from awakening dark spirits buried
beneath the ancient land. The Striders have Kinfolk
among the Muslim defenders. They see the invaders
recklessly attacking and destroying ancient struc-
tures, many of which have mystical significance.




They also fear that the Muslims will rend the Veil and
discover the werewolves in their midst. If so, the
Silent Striders worry that the Garou will face more
foes with mystical abilities and True Faith. The fa-
natical zeal possessed by knightly orders disturbs the
Silent Striders as well. Many leaders of the tribes
believe that the undead and other dark powers have
influenced this perpetual war.

The Children of Gaia wish to put an end to the
mindless violence. Tribe members know that the
seeds of hate sown by the Crusades will have repercus-
sions for hundreds of years. They do not care whether
the Latin Kingdom of Jerusalem endures or if the last
crusader is swept back into the Mediterranean, as long
as the split between these religions heals. Many Chil-
dren have to control their Rage as they watch the
sides with such similar beliefs, supposedly worship-
ping the same God, cut each other to ribbons.

The Warders have watched over the cities for
ages. They have come with many of the crusaders
from Italy. They've helped ro build the new castles
and fortifications of the Crusades. The Warders worry
about the forces on both sides. Too many fanatical
warriors fight in both armies, and if they only knew
about werewolves, a terrible force of hunters could
come from the Holy Land.

Although those three tribes have the greatest
presence in the Holy Land, other tribes have represen-
tatives as well. The Black Furics have sent packs to
look after the suffering women of the land. The Fenrir
have come with the Germanic knights to establish
caerns. Young Silver Fangs have followed nobility as
well to find glory in the Crusades. Most werewolves,
who come wishing to use their abilities in the glorious
Crusades, discover the true horror of these wars. Many
arc considered demon-possessed, and the Knights
Templar have ways of dealing even with Garou. In
addition, stories abound among the Garou of ancient
undead from the time before the Great Flood sleeping
in the land. Some believe that demons roam the
bartlefields of the Crusades looking for souls to steal
from both sides. The Silent Striders claim that power-
ful immortals, avatars of the ancient Egyptian gods,
protect both sides from supernatural interference.

The fall of Constantinople has affected the Garou
in the Holy Lands as well. Rumors have spread among
the werewolves thar the prophecies all involve the
Crusades. After all, crusaders sacked Constantinople.
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The Garou have concerns that the constanr fighting
in this land of faith might awaken something from the
dawn of time. Other werewolves believe that the land
hides secrets that will enable the Garou to defy the
prophecies. A few new packs have come from Europe
to investigate the events in the Holy Land and inter-
pret what the prophecies mean for the Crusades. In
all, the prophecies have just added confusion to a
messy environment.

The werewolves who have gone to the Holy Land
find themselves out of their element. Like the men of
both sides mired in the conflicts, events tar beyond the
control of the Garou sweep them along. The leaders of
both sides seem to have protections against any type of
supernatural forces. It is a dark rime thar has seen
successes and failures for both sides in the conflict.

“The Umepa

The world of the werewolves goes far beyond
any path traveled by wolves or vistas seen by hu-
mans. The Garou tread not only the paths of the
carthly forests, but the home of the spirits and the
gods, which they call the Umbra. A thin layer called
the Gaunrlet separares the Umbra from the Realm.
Most werewolves believe that the Gauntler is a
creation of the Weaver, a web that separates the
physical from the spiritual.

The closest part of the Umbra is the Penumbra.
This layer of the Umbra reflects everything on Earth.
Places and creatures all have an Umbral counterparr,
a spiritual side to them. Places with vibrant spirits
appear to be vibrant in the Umbra. Places without
spirit or life appear cold, dead and dying. The Penum-
bra reflects the true nature of things. Decay and
disease can't be hidden in the Penumbra. The undead
appear as black glowing swirls. Places of True Faith
are bright lights, beacons in the spirit world. Most
werewolves see places of Christian fairh as a scaring
bright light, while sites of pagan faith have a comfort-
ing soft glow like moonlight.

Most of the Umbra contains the homes of spirits.
Moon paths guide the Garou through dark mists to
these places. Each tribe has a home, or realm, in the
Umbra. Some places hold a great deal of spiritual
energy. These places are known as great realms or true
realms, with names such as the Abyss and Wolfhome
(see Chaprer Five for more informarion).







Does-mi-BricheSun warred, Almost motionLess, Fop the poeps Topass.
His pack was on the other side of the sept guarding the bawn, for it was on that side that most
humans encroached. Hides knew; however, that this tiny game trail sometimes led humans danger-
ously close to the unguarded shrine to the Glade Child that dwelled in the sept. He would sooner
be skinned and worn than see a human Jdefile that: shrine. |

He knew thatthese humans were called “bandits.” He could smell otherhumans’ blood onthem, as
well as the sickening scent of a human fernale’s musk on one of them. He nearly retched at the
thought ofthesebeings mating Some ofbistribclikened’chcmto rabbits,because theybredsofast,
orrats, because they ate somuch. Hides-in-Bright-Sun disagreed. Rats and rabbits were both good
prey. Humans were more like homets — onceyou upset one of theirnests, all you could dowas run
or be stung, '

The bandits stopped and congratulated each other on their work. They had hurt and
robbed another group of humans, and éithough H EZ understood only snatches of their language,
he knew that they had killed some of humans tha'tk:tbey had robbed. Hides paused, crouching low
behind atree. He hadbeen p]al{ningto spring upon them and bring their heads back to the sept to
prove to his pack that all sides of the bawn needed to be guarded, but now he wondered. Should
he leave these humans alive to prey on others? |

They dismounted, and Hides saw that: they were not going anywhere, so he reached back
through the howls of other times and asked the question of his ancestor, Teeth-Split-Bone. Great
alpha, these humans kill their own. Shall llet themgo?

Themighty Full Moonanswered,and Hides-in-Bright-Sunwas humbled as always by the power the
spirit’s voice commanded. No, eub. They kill their own, yes, but what it someone offered them
money for your hide? :

Hides understoodimmediately. He crouchedlow andleapt, changing to the war-formonly
seconds before landing on the biggest of-ﬁhcm. He tore the man's headfrom his shoulders, then sank
his teeth into the next one’s throat. The last one cowered from the Red Talons massive form but
drew his weapon and slashed at Hides’ arm, drawing blood. The young Ragabash yelped in pain and
backed off instinctively. He had been struck by swords before, but unlike his pack’s Philodox, he

could not easily shut out the pain it caused. i

The bandit leapt onto his horse and spurred the beast on. His pride stung more than his
shoulder; Hides reached out to the animal'smind, freeing it from years of training and enslavement.
by humanity. It bucked, throwing its ridér into a tree. He landed in a heap of broken bones and lay
there moaning until Hides-in-Bright-Sunreached him: The herse that had thrown him fled, but the
others were still tethered, and they screamed in panic. Hides rubbed his shoulder, already healing,
and stepped away from the bandit’s corpse toward the horses.

It is hard to be a No Moon where humans are concerned, he reflected as he hurried back
towardthe sept, carrying the bandit'sheads. The human-mindplays tricks, tries tomake me change
things. But humans do not change — and'thus neither can the Red Talons.
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presence, renowned for victories over giants, full of trophies of conquered
nations, and wea|thy with spoi|.
—Saxo Grammaticus,

The Nine Books of the Danish History of Saxo Grammaticus

The Garou of Europe divide themselves in a number of ways. A
werewolf's breed indicates his lineage, be it of man, wolf or werewolf.
His auspice dictates his profession with the Garou Nation — no
matter how much a werewolf born beneath the full moon wishes to
speak with spirits, his talents will always lic in battle and leadership.
Finally, nearly every werewolf belongs to one of 10 tribes, extended
tamilies and cultures that give him identity and herirage.

This chapter discusses each of these facets — breed, auspice and
tribe — in turn.




Breeos

Werewolves are born, not made. No method exists for
changing a normal human or wolf into a werewolf. Only the
cursed metis know of their status as Garou from birth,
however. Most werewolves are born as normal-looking
|1l|111illl\ or \\"lﬂ\'lﬁﬁ.

These breeds are matrilineal. A child conceived by a
Garou male and a wolf bitch is born a lupus; a child horn from
a human woman is considered a homid, and a child produced
from the forbidden union of Garou and Garou is a meris.

The werewolf's breed determines such things as her
outlook on life, herdevelopment and which spirits watch over
her (and, therefore, some of the Gifts she is eligible ro learn).
The breed form is the werewolf's natural form, the form in
which she feels most comfortable.

hOmTO

A “homid” Garou is one born of a human mother and
raised by human parents. Her parents might have been
Kinfolk, and the blood might have simply bred true after
generations of dormancy, or she might have been born of a
night of illicit passion with a stranger from the woods.

In 1230, the homid breed is becoming more common,
and the balance between man and wolf is failing. Werewolves
of the homid breed share some of humaniry’s essential sepa-
ration from the Wyld and from Gaia, and their lupus brethren
regard them with some contempt.

The homid werewolves, however, are familiar with hu-
man society. Although they are physically weaker than lupus
or meris Garou, they are more versatile, and homid characters
can start the game with any Ability. They can also handle
silver in their human form without any penalty.

Natural Form: Homid

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

Initial Gnosis: 1

MeTis

The first law of the Litany states that Garou shall not
mate with Garou. Occasionally, however, two werewolves
hrl’.\lk rhl.\' .\'LiCrL‘Ll Iii\\' illlL] }"T'R 'fL]UCL' a meris L‘“!\‘ E\'L‘n maore
occasionally, this abominarion against Gaia’s natural law is
permitred to survive. Metis are sterile and deformed, and
they reflect badly on any sept that fosters one. Those who do
erow toadulthood, however, have the benefit of being raised
within Garou society, so they know more about it than any
other werewolf.

Being metis means a lifetime of pain and abuse. Even the
Children of Gaia, who treat their metis better than any other
tribe, still view them as walking violations of the |_,ir:my.
Under normal circumstances, the best thar a metis can hope
for is the chance to die in honorable combat with the Wyrm
(and the pragmatic septsare only too happy to send metis into
combat as shock troops or distractions). Metis do have some
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advantages, however, apart from their intimate knowledge of
werewolf society. Their natural form is Crinos, and they learn
the Gifts of their form and tribe from birth. They are equally
adept ar human logic and animal instincr. Meris characters
may choose any set of Abilities, and their First Change is
rarely rraumaric. In fact, the First Change happens early in life
for most metis, under the watchful eyes of the sept elders.
Regardless of what deeds a metis performs, though, she will
always be meris, and the best she can hope for as eulogy is for
others to murter, “She did well, for a mets.”
Natural Form: Crinos
Beginning Gitfts: Creare Element, Sense Wyrm, Shed
Beginning Gnosis: 3
Deformity: The Metis character must choose at least one
deformity.

e Cleft Lip: You have a malformed upper lip, which
appears as either a small, inverted U-shaped gap in your
mouth or a raised scar where the two parts were joined
together. Either way, the deformity detracts from the func-
tions of your mouth, leading to a slight speech impediment.
This detracts from attempts at singing, oratory and seduction.
Add an extra two to the difficulty in performing these actions.

b4 Hﬂil‘less: In hun‘l'rlrl {:[)l-['ﬂ‘ you are I"nl(l, pﬂl(‘ i]]’lti
somehow “wrong” looking. In wolf form, however, you are a
hideous pink-skinned hairless freak. If you have hair acall, it
is patchy and mangy. In Crinos form, you are a monstrous,
revolting mass of thin skin and randomly sprouting hair. You
are prone to painful sunburn, and your difficulty to soak any
environmental damage (such as extreme cold or heat) in-
creases by one. Plus, your Appearance is always considered to
be zero when dealing with other Garou.

® Human Face: When you take a Lupus or Crinos form,
your human face does not change. You are lefr with your out-
of-proportion human face staring out at the world. Your do
not receive the Perception bonuses associated with
shapeshifting. Other Garou, even vour packmates, are always
|||"|L'U|1'l[i“'i'il%|(_' 'r"'l'llllll_] \.,‘UU.

* Hunchback: Your back is so hideously bent that you
cannot walk straight. The difficulties for all Dexterity (except
those associated with fine motor control) and Social rolls
increase by one. You appear normal in wolf form, but the
change is incredibly painful.

® Madness: Your deformity is psychological, not physical.
You are twisted inside and suffer from some form of madness.
Use the listings in Dark Ages: Vampire pp. 261-263.

e Malformed Limbs: One or more of your limbs are
gnarled, withered and useless. You might have arms with only
one or two fingers, or a normal arm that has no strength. Add
two to the difficulties of all Dexterity rolls, and reduce
movement speed by half in wolf form. In some situations, the
Storyteller might choose to add two to the difficulties of rolls
involving Strength. You are strong, but you cannot apply that
strength properly.

® Malformed Tail: You either have an ugly raty tail, or
no tail at all. This deformity does not express itself in Homid
form, but your lower back causes you endless pain, and you
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have problems balancing.
Add one to the difficulties of Social rolls when in
Glabro, Crinos or Lupus forms, and one to Dexterity-based
difficulties in all forms.

® Musk: Your body betrays you — you stink. The smell
might take the form of constant arousal, asweat-stench of fear
orsome other offensive body odor. In any case, the difficulties
of all Social rolls increase by one when dealing with humans,
or by two when confronting animals or Fera.

® No Claws: You have no claws (or perhaps no teeth,
ot both) in any form. You cannot inflict aggravated hand
damage. If you have no reeth, you drool constantly in
human form and you have a speech impediment, which
adds one to the difficulties of all Social rolls. If you have no
claws, the tops of your fingers are ugly, twisted stumps in
human form.

® Oversized Limbs: Your limbs are ourt of proportion to
the rest of your body. Your arms hang to your knees, or perhaps
your legs resemble tree trunks, You move awkwardly, and your
balance isaffected. The difficulty of hoth Social and Dexterity
rolls increases by one.

Lupus

Once the most common breed, the numbers of these
children of wolf or lupus Garou mothers are slowly failing.
Lupus characters are born and raised as wolves away from
human civilization. They do not understand humans; indeed,
most fear them. Human hunters set traps for their kin and kill
wolves with lirtle provocation.

T
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human speech or comprehend

human manners without prac-

tice and training. They cannot start

the game with certain Abilities (aslisted). They have astrong

I'llltlll'.'ll ft'lfm, ]‘1L1WEVEI', as \\"CH as I\L\\\'t‘r{-l][ .\’(;'l’l.‘il.]'.ll AWAreness.

While lupus are eapable of using logic and the higher mental

functions of humans, they choose to trust instinetr most often.

Natural Form: Lupus

Beginning Gifts: Hare's Leap, Heightened Senses, Ley Lines

Beginning Gnosis: 5

Restricted Abilities: You cannot purchase the following
Abilities if you are creating a lupus character, except by
spending bonus points,

Skills: Etiquette

Knowledges: Law, Linguistics, Medicine, Politics, Science

A\uspices

The Garou are bound to the moon. Luna’s pull
influencesa Garou cubfrom birth. The GarouNarion
recognizes five auspices, representing five archerypal
roles of Gaia’s defenders.

An.\'picc defines character: it defines what strength and
weaknesses the Garou has, as well as whart spirits warch over
her. Auspice defines a character in terms of who she is, what
she does and how her contemporaries esteem her. Auspice

also defines one’s place in Garou society. When the Rite of

Passage is complered, an elder of the cub's auspice rakes her




under his wing to train her in the duties, responsibilities and
Gifts of her auspice.

Some Garou feel that Luna has erred and that their auspice
is misplaced. These Garou can reject their auspice and choose
another, but many Garou see such an act as a blasphemous insult
to( ;'\lti.! '-ll-lt.l An omen« 1{{’\'” To come. ‘A l'lyﬂl'lL‘ \\']‘\i" renounces hi.\'
auspice can undergo the Rire of Renunciation (see p. 145), which
is a torturous stripping away of spirit and identity. Some Garou,
whofeel that they havefailed in theirauspice role will undergo this
rite as penance. The newly marked Garou starts again at the rank
of cliath, and retains none of his accumulated Glory. He does
retain his Rage and Gifts, though. The apostate is never fully
rrusted by Garou sociery again. Many leave Garou society to fight
and die as Errants,

R agasash,
the New (Moon

The dark of the moon breeds monsters and tricksters.
Myth speaks of devilish figures of the night — Old Nick, the
Pooka, the Erl Konig, Loki— who 1\rins.{ wisdom and d;mgcr
Born under a new moon, the Ragabash bring wisdom, trick-
ery, insight and danger to the GarouNarion. Every king needs
afool rosneerat his faults and draw laughterac his foolishness.
The king must stay silent and bear this humiliation. [fhe does,
he is a better king; if he does not, he is weak. Yeteven still, the
king remains a king, and the fool remains a fool. That is the
role and the fate of those born under the new moon. They
make jokes and provoke cynical laughter against the flaws in
their superiors, and the Garou Nation emerges stronger for it.
Ragabash, true to form, do not always accept the role of the
fool or jester, however. Some no-moons rise to become great
leaders among the Garou, whether by ruling a sept or simply
inspiring an entire generation.

By undermining authority, the Ragabash reveals that the
emperor has no clothes. By undermining tradition, the
Ragabash constantly questions every facet of the life of the
werewolves. The Ragabash teaches the leader humiliry and
strips young watriors of overconfidence. In the end, though,
the Wyrm must be foughr, and rthe grearest must lead the
weaker, so the Ragabash is frequently the weakest part of
Giarou society. Their pranks are tolerared to a point, but the
Litany is still the law, and the elders may not be unduly
questioned. And worse, the Garou are not known for their
sense of humor. Ragabash must learn to watch their backs.

Initial Rage: 1

Beginning Gifts: Blur of the Milky Eye, Scent of Run-
ning Water, Snow Running

Stereotype: The Ragabash are clowns; accepted, but not
respected. Other Garou know not to take a Ragabash at his
word, and even when seriousness is called for, other Garou
will not heed the Ragabash. Jesters born under the waxing
moon seem to be born to a sense of gentle comedy and verbal
wit, whereas the waning-moon jesters secem bormn with a
cynical sneer on their lips and a sharp tongue. Some Ragabash

indulge in practical jokes, others imitate human jesters, and
still others perform note perfect imitations of their targets. But
asthey age, the Ragabash grow somber and enigmatic. Asthey
age, Ragabash seem to draw close to the dark side of the moon
that spawned them.

Quote: I know what the Litany says. l alsovemember the time
that both of these noble Garou fought bravely on the night that the
Pestifer swarmed out of the Umbra. Does one night of passion
remove the glory of that battle? If so, why did they fight to begin with?

‘Theugse,

the Crescent (Doon

The sharp curve of the crescent moon shines on this
world and the Otherworld of the Umbra. Garou born under
this fickle light are attuned to the spirit world and the lands
beyond. These Garou are born to insight into the ways of the
spirits, the ways of magic and the ways of other creatures
beyond the lands of the Garou,

The Theurges are the tribe’s medicine men and shamans.
Theyundertake voyagesdeepinto the spirit world, findinginsight, *
prophecy and secrets that few other Garou could understand, and
fewerstill wish tohear. Few other Garoucan follow themon these
quests. The Theurges stand alone, aloof from Garou society,
isolated by their auspice and their knowledge.

The Theurge communes with tribal spirits and caern totems.
The Theurges are the healers of the sept and the spies who use
spirits to watch their enemies from afar. The Theurges use their
magics tocreate the fetishes that the other Garou carry into battle,
and when battle is joined, it is the Theurge who calls down the
power of the moon against the forces of the Wyrm.

Initial Rage: 2

Beginning Gifts: Mother's Touch, Sense Wyrm,
Spirit Speech

Stereotypes: The Theurge is marked by the moon, and
by the spirits, be they ghosts of the dead or the animistic spirits
of the land. Many walk paths and make deal with powers that
no other Garou would dare counrenance; some journey roads
that no Garou should, and many never come back. The
Theurge's powers are valued, but her ways cause suspicion and
fear. A Theurge born under the waxing moon often specializes
in healing her fellow werewolves and in ferrering out corrup-
tion, whereas a waning Theurge binds spirits to her will and
investigates the darkest parts of the Umbra.

Quote: The spirits are far from silent. They speak of laws
broken, vows exchanged, hot passion and, just possibly, of destiny
for the cub.

Philodox, the DalF Moon

The half moon is a moon of balance, between light
and darkness, between complete and unformed. The
half moon represents rhe balance of the werewolves,
between human and wolf, flesh and spirit and berween
instinct and reason. The Philodox, the child born
under that moon, represents that balance, and there-
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fore stands among the judges, peacemakers and leaders
of the Garou Nation. The Philodox is a pack mediator
and arbiter of disputes. The Philodox are trusted to
bring balance, insight and common sense to the pas-
sionate arguments and conflicts between the Garou.

Many greart leaders are Half Moons. Though the
Ragabash sneers and the Ahroun rages, the Philodox
brings balance and demands responsibility. There is a
time, the Philodox knows, for everything under Gaia
wills, and all must happen in its own place and time.
Therefare, the Philodox knows when to make war and
when to sue for peace. The Half Moon also knows
when to delegate, and it is often the Half Moon who
appoints war leaders, Masters of the Challenge and
other important functions of the sept.

Among both lupus and homids, the Philodox stands out
for her desire to experience all aspects of werewolf life,
running as awolf, learning the ways of man, walking the world
of earth and traveling the world of spirit.

Initial Rage: 3

Beginning Gifts: Resist Pain, Scent of the True Form,
Truth of Gaia

Stereotype: The Philoadox is expected to be honorable,
trustworthy, respectable and unbiased. Obviously, such plati-
tudes are difficulr ro measure up ro in real life. Philodox are
expected to put personal biases and loyalties aside for the
greater good — but such selflessness is hard to come by. Some
see this lack of bias as a betraval, others always suspect that
some bias exists somewhere. Only the greatest Philodox have
ever fully resolved all these issues. Waxing Philodox are fair
and impartial judges, willing to compromise when necessary
and hold fast when possible. Waning-moon judges are obses-
sive and tightly regimented, and brook no lip from anyone
once they reach a decision.

Quote: The Litany is quite clear on the matter. Both “lovers”
must be put todeath. That's the way we' ve always done things here.

Calliagd,
the C;IBBOUS Moon

The gibbous moon is almost full, and it shines a bright
light on the earth below, but a little part of it yet remains
hidden. The Garou born under this moon are entranced by
that darkness, and they drink in the bright light of the moon’s
tavor. These Garou are the storytellers and inspiration of the
Garou Nation, bright in the moon’s rage and dark in passion
and song.

The Moon Dancers are the singers, entertainers and
lore keepers of the Garou Nation. The Galliard raises her

voice in song or poetry or story to ward off the shadows of

the night and to gladden the weary hearts of all around.
The Galliard howls in rage as she screams her defiance
against the Wyrm. The Moon Dancers are the soul of the
Garou Nation. They are the beating, living heart of their
packs and the ones who will tell the story of the pack’s
heroes before Gaia at the end of all things.

i i - DARK AGES: WEREWOLF -

The Galliards’ songs and war chants echo across the
battleficld, and the Wyrm things know to fear their enemy.
All rely on inspiration, all live in the moment and in
passion. They can be seductive and wild and alive or quiet
and mournful and grim, but they are never staid, and they
never fL‘ilT‘.

Initial Rage: 4

Beginning Gifts: Beast Speech, Call of the Wyld, Wak-
ing Dream

Stereotype: The Galliards are expected to be wild,
passionate, true-blooded Garou. They are expected to be
fearsome warriors and inspiring entertainers. This constant
expecration could wear a lesser characrer down, bur the
Galliards have a surfeit of Rage, and that anger and passion
drives them on. Those Galliards who are born under the
waxing moon are born to sing, record stories and entertain.
Those born under the waning moon are enamored of
darkness and violence.

Quote: | guess no ome remembers the story that the visiting
Garou from the Red Hills Sept told us four moons back, about the
metis cub who was seduced by the Wyrm and gave away all of his
sept's secrets. Do we want to risk that?

Abroun, the ull (oon

The full moon is Luna revealed in beauty and rage. Her
light shines down out of the night sky, illuminating all below
and revealing the hiding places of the black, obscene things
of the Wyrm. The moon sees these things squarting in the
shadows, and she demands that they be purged from her sight.
The full moon is Luna at the height of her rage, her lust and
her passion, and the Ahroun Garou are born to that passion
for violence, death and true Rage.

The Ahroun are the warriors, the leaders and the enforc-
ers of the Garou Narion. The Ahroun is the monster of the
wild, hunting down the wicked and feasting on their entrails.
The young Ahroun lives for blood, death and adventure;
Garou and minions of the Wyrm alike have nightmares of the
Full Moons.

I\ff;'my Ahroun live fast, seek ;:lnr\", gain fame and die
young on some forgotten battlefield. Thar is what Luna
expects of them. Bur as they age, surviving Ahroun often
see themselves as guardians of life, rather than takers. These
old warriors make fine generals and wise councilors. They
plan strategies that will maximize an enemy’s loss while
minimizing friendly casualties. They watch over the for-
lorn, the lost and the helpless, and many see their duty as
guiding the young so that they can live beyond their prime.
These old warriors do not grow soft, though. They are
demanding taskmasters who remain a terrible threat in
battle. Yet pain brings wisdom, and Ahroun find a lot of
pain in their lives.

Initial Rage: 5

Beginning Gifts: Falling Touch, Inspiration, Razor Claws

Stereotype: The Ahroun is all that is violent,
unstoppable and valiant in the Garou Nation. Yet the
Spirit Warrior is also all that is foolish, impetuous,
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vicious and destructive among the werewolves. Those
horn to feudal humans see their roll as being akin to
those who war in European society — the defenders of
those weaker than they — but they also demand fealty
and tribute in return. Others start to see themselves as
the big brother of the pack. The Philodox solves the
problems of the mind, and the Theurge puzzles out
strange riddles, but the Ahroun must defend them.
Ahroun who survive into late adulthood are usually
wise, tempered and calm, but that violence is never far
from the surface. The older Ahroun merely find ways to
channel that energy to better use. Ahroun born under
the waxing moon are leaders, inspiring their packs and
septs. Waning-moon Ahroun are vicious, savage killers,
;inul woe I"lt'rlLIL‘ da PJL‘[\' \\'Ii’h \"U.L']'I an .'IIPI‘[H.

Quote: No matter what they have done in the past, they lost
their honor when they conceived this bastard. Tonight, we shall
perform the Hunt, that they may die with a bit of honor.

‘The ‘Ten ‘Trives

In Dark Ages: Werewolf, 10 tribes of Garou stalk the
wilds under the night skies. Hailing from all the corners of
Europe, these tribes set their finest warriors, shamans,
bards, im|_\,1cs and tricksters to the task of protecting Gaia.
These rribes all have different traditions, outlooks and
practices, but many Garou run in packs with werewolves
from other tribes. Thus they stand united despite their
tribal differences.

But some Garou do not run with their tribe or their
pack. Some are cast out for transgressing against the
Litany. Some deliberately seek out solitude as a form of
grief or solace. Others have different reasons all together.
What is common to all these Garou, however, is the fact
that they are not recognized by werewolf society. Either of
theirown volition or as castigation, they have been subject
to the Rite of Renunciation and therefore been excommu-
nicated by their tribe, They are known as Errants, and their
path is a lonely one. An Errant can expect no mercy, no
aid, no understanding. These pariahs are nor even ac-
knowledged, let alone spoken to, by other Garou.

Legends among the Garou hold that once there were
more than 10 tribes. Songs of the past tell many glorious
stories of sturdy Pict warriors known as the White Howlers.
Sadly, this tribe, under the totem Lion, fell to the Wyrm.
From these savage warriors, it is said, a new, dark tribe is
emerging to wage an underground war on the rest of the
Garou. They call themselves the Black Spiral Dancers, and
r]'!C\" }"lli'l'l'!“' LIL'L'P llllth’l—lL:l‘l]LInLi 'Jnd ‘if}'il’(t‘ \\'hL‘I’L‘ [hL"Y are
least expecred. Orhers scoff ar these dread tales, dismissing
the Dancers as more of a cult of lost cubs and vengeful
Errants. Nonetheless, all agree that a dark threat thrives
underneath the lands of Europe and is constantly growing.

The world is still a place of mysteries. At sea, damp
mists obfuscate the horizon that is thought to be the Edge
of the World. Ir is deemed roo dangerous to approach,
and it discourages sailors to venture outside conventional
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routes. At land, rravelers fear the Moors and Nubians in
t]w hml[h :md I]w Arabs to the east, who seem to almost
jcalously guard whatever secrets lie beyond their borders.
The wastes that stretch out almost infinitely past those
lands and the foaming, angry seas outside the safe waters

of Europe's ports could possibly hide foreign tribes of
Garou. Travelers from far-away lands speak of rumors of
these tribes with foundations in ancienrt rales. If such
alien tribes should prove friends or foes to the Ten Tribes
is impossible to say, for none can attest to having met one
of these fabled werewolves. Yet the legends speak of them
as guardians of strange places vet to be seen by the eyes of
men. Some say that they were once part of the Garou
Nation and that they traveled all the way through the
lands of Russia for some reason to unknown realms
beyond, but few believe this to be true. If such is the case,
though, why would they not bring word to their western
cousins! A few Red Talons growl silent tales of Umbral
encounters with alien Garou from across the sea, and
some among the Fenrir claim that their ancestors sailed
to those foreign shores in the west and traded stories with
the Garou of those lands. Few believe these accounts.
There is nothing beyond the Grear Sea.

Then there are tales of a mysterious and strange tribe
unlike any other in the lands of the East. A precious few
among those who run with the Mongol hordes tell tales
of warrior wolf-men, and what else can these be but
Garou! Silent Striders venturing far into the dark Eastern
lands claim to have heard these tales of how they nestle
high in the mountains like birds on a branch., What are
their goals? Who are they? The Garou of the Ten Tribes
do not know.

Descriptions of the Ten Tribes follow. They all adhere to
the same format:

Prophecy: The Prophecy of Shadow thar corresponds to
the tribe. Note that as word of these visions has traveled, the
wording occasionally does as well, so a tribe member might
not have heard the prophecy exactly as it appears here.

Overview: A brief description of the tribe’s mythology,
history, outlook and current affairs.

Appearance: What a pure-bred member of the tribe
might look like.

Kinfolk and Protectorates: The areas of Europe that the
tribe frequents and notes about their chosen Kinfolk.

Character Creation: Suggestions (and suggestions only)
for creating a character of the tribe.

Tribal Totem: The spirit that the tribe reveres.

Beginning Gifts: The three Gifts from which the player
chooses for a heginning character of that tribe.

Background Restrictions: Any restrictions on which
Backgrounds a member of the tribe may possess. These
Backgrounds may not be purchased at character creation, not
even with freebie points. A character may benefit from a
Background pool including a Background thar his rribe could
not normally possess.

Quote: A brief word from a member of that tribe.
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BLACK RURIES

| saw a dying mother birth her child in lands that wept black tears. Maiden, Mother and Crone all stood by and
watched the mother die at the hands t.afa;.‘;l't:ui: frozen darkness — their choice echoedin the |1a[|ways as hollow
'|ix)tstcfp.\; on marble. When the blood on the floor dried, the dcelth—})hay ended, l¢ saving (m[y children and their
sisters to pr(‘kupihc bones and ||-5 aments and weave them back 'l:n;,‘;r:t|1t=,r againintoa 5:‘:mb|an{':mJﬂiﬁz.“l‘hu|ndy
of bone and sinew deserted the Furies then, Iﬂzlvin(t.f; them to shift their faces, one to another. All must n‘helr:lt,‘;{'.

beftore the Sreat night falls.

The Black Furies are fierce defenders of the Wyld and
vengeful protectors of women everywhere. According to leg-
end, Luna herself walked Ancient Greece as the goddess
Artemis the Huntress. She gathered together the Black
Furies, a cult of wartior women and appointed them
the protectors of the Wyld. According to other
legends, Gaia herself formed the Furies. Theyare all
female so that each one might know the value of
the lives she bears.

particularly with othertribes, bur it also keeps the truth our
in the open. [t has, however, given the Furies a bit of a
reputation for being belligerent and argumentative.
The Furies protect women wherever they are
victimized. They take in female cubs from other
tribes, ones who have been mistreared by their
brothers and fathers. They sometimes allow hu-
man women who have escaped desperate lives to
live with Fury Kinfolk. They have little
respect, however, for women who refuse
to take the freedom that is offered to
them. While their totem, Pegasus, requires
herfollowerstoaid helpless women wherever
they can be found, even Pegasus has no desire to help
those who will not help themselves.

The most inviolate law of the Black Furies is that of the
tribe’s gender. Throughout history, many Black Furies have
ceremonially sacrificed male children in order to preserve the
tribe as it is. A growing number of Furies, however, argue that
this practice is wasteful and foolish. A small faction of the
tribe has already made arrangements with some Children of
Gaiaand Silent Striders to have their male cubs adopted into

The Furies have an unusual view
of the Triat. Instead of the Triat, they
speak of the Triptych — the triple god-
dess— Maiden, Mother and Crone. The
Maiden, also known as Moirai Clotho and the
Wyld, spins threads into the possibility of life.
Lachesis, the Mother or Weaver, is also known as
the Namer. Her job is to put limits on the Wyld's
possibilities. Atropos, the Crone, or Wyrm, cuts the
threads of life.

Furies live by few laws. They speak their minds as
they please and are largely encouraged to do so. This
practice results in clashes and differences of opinion,

OUTLOOKS

Catherine Web-Breaker, Black Fury Theurge, shares her mother’s wisdom: =

Bone Gnawers: Ugly as sin and twice as dirty, but if you need to-enter a city you won't find better help.

Children of Gaia: The Children have raised two of my children, strong sons who have made great names for
themselves. It takes courage and strength to raise other people’s children, no matter what the other tribes say.

Fenrir: Most Fenrir are egotistical, brutal dogs with little to redeem them. [ doubt it will be long befare their men
sink to level of the Black Spiral Dancers. :

Fianna: Many Furies respect the Fianna for their passion and skill. I tth they're arrogant but ultimately harmless,-
which at least makes them better than the Fenrir.

Red Talons: Their hatred could lead them to the Black Spiral someday. But the Prophecies of Shadows give me
pause. Why weren't those visions given to us!

Shadow Lords: These dark ones walk a fine line between consummate information-gatherers and traitorous
bastards. They're too helpful to'ignore, but watch your back when you speak with them.

Silent Striders: Perfect traveling companions, entertaining storytellers, messengers beyond compare and close
allies. Never turn a Strider away from your caern. .

Silver FangS' You'll find true heroes among the Silver Fangs — shining, honorable, and brave. Orso most of the
other tribes say! If you have to deal with the Fangs at all, deal wnh their women. It takes all my strength niot to scrape
the smug grins off of the faces of their men.

- Warders: The Warders of Men set my teeth on edge. Maybe it’s just the name, though.
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those tribes. Doing sospreads the blood of the tribe furtherand
prevents needless killing. Sometimes the Furies keep track of
these adopted males, watching to see if they sire females with
strong Fury blood who might be convinced to return to the
tribe. Metis are the only exception to the rule of gender. Many
Furies believe thar it sets poor precedent to hold a child
responsible for his parents’ sins, so they allow metis to live.
Foisting a metis off on another tribe would, however, be
shirking responsibility for the sin that started the problem in
the first place. Therefore, metis are allowed to stay, whether
or not they are male (though they are rarely given the
apportunity to undergo a Rite of Passage and thus truly join
the tribe). They are rarely seen by other tribes, however, and
so the ideal of an all-female tribe is outwardly maintained.

The Furies give their lives to protect Wyld places, and
their septs are some of the most beautiful, remore places on
earth. The tribe claims Greece as its homeland, but it
has spread ourward. It is proactive in acquiring new
caernsas the tribe sees the opportunity and the
need, moving in to safeguard unprotected
places of power wherever possible.

The tribe keeps quite a few g
treasures and ferishes at these
septs, believing them fit only
for members of their own d
[—['ib{". \V}u'n rl"lL‘.‘iL‘ rreasures
fall into the wrong handsg
Furies retrieve them with /
all necessary force. Such
acrions have led tosome |
of the more vicioussto-
ries of Fury warriors.

Despite the gen-
der issues that
influence many of the
tribe’s activities, atti-
tudes toward men in
general are seen as a personal
thing. Some tribe members
hate all men, as the popu-
lar conception of the
Furies would have it
Others have noproblems
with men ar all — they °
simply honor their tribe’s
ways. Various Furies run with
members of other tribes, and
some carry out deep and soulful
relationships with either men or
other women. Individual
Black Furies are allowed
to ally themselves and
carry on relationships as
they choose, though
tribal elders do some-
times try to influence

ey

these choices. r-t

The elders J
hl]\‘L‘ I'CL‘L‘IHI'}'IIJ‘L{L\'
particular caution
in dealing with
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other tribes. No one really knows how the Flaying Plague
sprc;lda, how to deal with it or how it migh[‘ (or mif_{hl not)
connect to prophecy. The Outer and Inner Calyxes, the
high councils of the tribe, have both issued warnings about
dealing with outsiders in this difficult time. Many Furies
regroup at the rribe’s seprs, collecting resources and pre-
paring as though for a siege.

Appearance: The Black Furies are primarily found in
Greece and the surrounding countries, and they reflect the
typical physical appearance of these areas. Their fur is

unusually dark, often with white, gray or
"N\ silver highlights. The Furies sometimes
I recruit mistreated women from other
tribes as well, resulting in a scattering of
Furies who have appearances that are
typical of other tribes.

Kinfolk and Protectorates: The Furies
are highly protective of theirfemale Kinfolk.
They also value their numerous male Kin-
folk, as these men are essential to the tribe's
survival. Kinfolk, particularly males, are not
. allowedonsept grounds. Fury Kinfolk might
{' be directed to cultivate influence in the
d A i mortal world, and a few Furies treat Kinfolk
N as little more than breeding stock. It is not

|
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1 unusual, however, for individual Furies

@ 'i\ bl (O Jm'c]np dccp and lasting ties with
particular Kinfolk.

The Furies are reclusive, keeping
to Wyld places as much as possible in
ordertoprotectsacred lands from Wyrm

and Weaver alike. Sacred groves and
holy islands make up most of the Fury
septs, and the tribe protects them
fiercely. Greece is the traditional
homeland of the Furies, but they
have spread outward in order
to protect other Wyld places.
Character Creation:
The Furies are flexible, and
although physical Attribures are
most often primary, anything goes. While
Furies respect mental prowess and
knowledge as well as battle skills,
each Fury is expecred to be able to
take care of herself.

e

-

Tribal Totem: Pegasus
Beginning Gifts: Breath ofthe
Wyld, Man’s Skin, Sense Wyrm
Background Restric-
tions: None
Quote: I gave her the chance to
leave the bastard. She clung to that door
so tightly you'd think he'd actually
chained her there. Well, of course
she was fﬂghrcm’d, but to be
so ungrateful. ..

-
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BONE GNAWERS

[sawaman l't‘.;—l(?hil'l(‘%( ot bct{-_.‘;;,‘;in:.‘;‘ﬁ.ar"l{u »d, andwith the same hand he offers |‘1::[p‘ Heofters hishand toallthose who
live below notice, to the bcgf.gar':; and the diseased. He offers his hand E']'c:t".hf and '|"(:r'é.';e’.t*; that his tail is visible, and
the pec 1p[1—‘. come for himin the ni;ﬁ,ht with fire in t['!(zirr.:y(’,s. Put the man holds his other hand behind his back, and
inithe holdsablack rat that he strokes and kt:ﬁpﬁ safeandwarm. Whenthe pec r}_)h:with fire comefor him, he dr« ps
the rat and it: scurries ofFinto dark })ii:(_:r:s, bruised and angry.

Where man congregates, the filth of licter, sewage, offal,  while scratching lice and ticks from their fur, but the future will
disease, vermin and waste erows around rthem. The human  be better,

paupers live and work in that filth, and the rich dwell above it, TheasehlSrarsatiressan befoitd smenaihssewhiotal
s 5§ L el =Y o S Y 3 b i i & :‘ O 1 1 . = i
and n;uhu can escape the ““__‘k”; But in that flE_"h the forcesof  (}e peasants and the small serfs and laborers, but many can be
the Wyrm hide, nesting, infesting, growing fat on the found in Holy Orders, as monks, and

.\lL'I'ILh Ul‘]\{iil]ill'l.lf‘.'.

nuns and priests, who tend to the

poor and the sick. Of all the tribes,
the Bone Gnawers find the
most affinity with Chris-
tianity, surpassing even
that of the Children of
Gaia. They call upon
the Blessed Virgin of the
Sick and St. Jude to aid
them in their work. The
Gnawersare not philosophers
or theologians by nature, and
no better than the humans. Bur without the Bone they do not even seek to find a
Gnawers, the Garou Nation would have fallen mil- commonality with the Gaian
lennia ago. In the alleys, in the crypts, in the sewers and spirituality of the werewolves and
labyrinths of the human towns, the Wyrm's minions grow,  the religion of the humans. The Gnawers just shrug and say
sleepand becomestrong. Left to theirown devices, these things — that they need every little bit of help they can get. Many
\\'nll[\i !‘L;I\’v n\'L‘r'.'.'|lC|ll]L‘L| aia. l“alll' Iiw Bone (_]I]k]\\'\'r.\ were Um]\\'u;ri wear lhu; 1'u|1g,\ut'[h:; new D MInican .m\| I‘"r.m;;ia;'_m
there, fierce and cunning killers, vicious magicians and wild,  orders. Even now, though, the outcast werewolves who exist in
rabid tricksters. They do not seek glory; they simply know that — the Church are under threat. Many have spoken out about the
they have a place in the scheme of things, and that Gaia will  abuses and ereed of the Church, and these hotheads have
reward them. This life is horrible, rhr\_' \\'hinpvr to themselves atrracted atrention from the ]nquisil‘inn_

The Bone Gnawers live in that filth, too,
ready to pounce the minute the Wyrm moves.
The great Royal Tribes of the Garou Nation
— the Silver Fangs, the Fianna and the
Sh:hin\\' Lnl‘ds == lnnl\' dn\\'n on
these mongrel
wolves, with
their foul ways
and dirty skin.
Thosefilthy peas-
ants, the others say, are

OUTLOOKS

Brother Belvedere, a road-stained Philodox, reveals the following for a gold coin: _

Black Furies: Sometimes these women fight alongside us. Sometimes they know the realities of the world. But often,
they don’t. Let them fight alongside you, and let them on their way. ~

Children of Gaia: They have this vision. They have a lovely, shining vision. Somehow it never works down here in
the gutter.

Fenrir: Scary bastards and ruthless fighters, but they have been kind to us before. They admit, sometimes, that our
struggle makes us tough, and they respect toughness. :

Fianna: Good for a drink or a story, but sometimes they change, and then yousee why we name them among the Royal
Tribes.

Red Talons: They judge us, call us filth and call us a disease. In their domains, they kill us. But we would never turn
them away.

Shadow Lords: Stay away from them. Stay away from their lands. Stay away from their whispers. Stay away from their
friends, and the helfaway from their enemies.

Silent Striders: Listen when they speak. Relax when they leave.

Silver Fangs: The Silver Fangs fight bravely and most gloriously against an endless foe, and they stain the earth red
with the blood of their foes and the blood of their champions. Try.ro be somewhere else when they start.

Warders: The lords and masters of the cities; dreamers and doers. Sray on their good side.

Ratkin: Watch over.them, because they are sacred to our totem, but also because-they are not to be trusted.

: . [_)E\B_I_(j‘\(% ES: WEREWOLF «
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The Bone Gnawers hold the Rat sacred. The Rat, the creature of the filth and leavings of the worlc 1r|1q' share, and the Rat,
the great survivor, whispers the guidance of Gaia to its adopted children. Better still, the Rat isa practical spirit, and the Rat lives
for the moment, for the day. It does not care for posterity or posthumous glory. The Rat does not care for bold words or pretty
speeches. The Rat is a survivor. By surviving, therefore, a Bone Gnawer honors the Rat.

Though theyseem torevel in the dirt and poverty of theirexistences, the Bone Gnawers are asobsessed with the future asany Warder.
They believe that by living in the dirt, by fighting their wars amidst the sewage of humanity and its crushing poverty that things will be
better for the next generation of werewolf and human. Though they are at home in the foul-smelling holes in the cities, the Bone Gnawers
dream of a better world that is as clean and wealthy and peaceful as any fantastical Warder utopia.

But deep in their souls, all Bone Gnawers know that if there is one truth of existence it is that there will always be poverty,
need and especially hunger, So the Bone Gnawers are resigned to their lot, warching over those who cannot fend for themselves.
The “Royal Tribes” might be glorious and fearful and noble, but to the Bone Gnawers, it is survival that is glorious. It is seeing
yet another sunrise that is wondrous, and it is in ensuring thar one’s charges ear that one finds the Will of Gaia.

Appearance: Members of this tribe are skinny, ragged, dirty and smelly. Their fur is marted and infested with vermin. In
human hllnl l]h\ are gaunt and \tiu!]‘u' and llu\ wear the rags of be >IOArs. Yet under the dirt and grime, the 'y are strong and
healthy. In some ways, the dirt is a camouflage against their enemies. In Lupus form, they are half starved, they have a nasty,
cunning _‘..:Iulm in their CYyEs, and their ||t|n;_'vr nnly makes them more J.‘lh}_{t'l‘i LS.

Kinfolk and Protectorates: The Bone Gnawers have no claimed ranges, no dominions and
no protectorates. There is no “common” place to find the Bone
Gnawers. The Bone Gnawers are everywhere. Small

s =" packs roam near tiny, starving human villages. Bigger

-

- // :
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cities and in the brothels and alehouses of the new
towns. The Bone Gnawers live off human waste
ilnd ['IL'}:IL’LT, iﬂlll thz]t Cdan I_‘L' h‘llnd iln\-’\’\'l"lL‘l'L'.
Likewise, the Bone Gnawers are not
choosy about Kinfolk. Though many of
their kin are hegoars, poor serfs and
[!lt.’t]ft',l_‘:.\'tlf.lilL'Llik'\':il society, the
Bone Gnawers have kin among
the [talian banking families, mer-
chant folk and sailors. Though
some are born to comfort, those
with the “curse” of the werewolf
always seem to find their way down
into the muck of humanity. Still, the
Gnawers have many Kinfolk in places
no other Garou — or enemy — would
think to look.
One secret the Bone Gnawers protect
dearly is that the other Children of the Racscill
exist, and they are breeding. There is a plague
coming, not soon, not in this lifetime, but one
that will sweep all before it. For now, the Bone
Gnawers try to ignore this fact, fearing discovery or
perhaps fearing the wrath of their totem.
Character Creation: Either Physical or Men-
tal Attributes might be primary, but most Bone
Gnawers favor Talents over Skills and Knowledges.
Some Bone Gnawers have allies, but the vast
majority have conracts, either specific informants
or simply a finger on the pulse of a city.
Tribal Totem: Rat
Beginning Gifts: Cookery, Re
Scent of the Honeycomb

ist Toxin,

Background Restrictions: Bone
Gnawer charactersmay not purchase Pure
Breed or Resources.

Quote: We are the vermin of the
Tribes? Well, your holiness, perhaps
you've wondered why those fomori
hul'un.l‘ rett mwtf o n'tJIiHa.’ YOUr court
since they fled into the city. ...

rjt
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hILDREI OF GAIA

| saw awerewolf str U“‘sﬂmﬂ with human clothes, trying to wear the garb ot the human priests. But the vestments

oy

did not fit the werewolf. and she Raged, tearing them from her body, only to regain her calm and try ag
struggled with clothes of many different colors and many different human-cities, but she could find none that fit
her. Allthe while,aunicor prancedbehindher, trying to catchherattention, but shewould not turnfromher task.
Allthewhile, the humansaroundherwere dressed inthegarbshetriedtowearbutneverchangedthem. Theywore
their clothes as the years wore on, until when the werewolf fir ally found human-clothes that fit her, the humans

were I‘I(J{]I‘IY ['!'dk{"’}(" t|l(’.”lﬁ(",]\.’(':ﬁ.

The Galliards of the Children of Gaia recount how they Among the Phoenicians, the Children found open
originally hailed from disgruntled Garou who opposed the — minds worthy of their causes, and their homid origins can
Impergium and pleaded for harmony. They banded to- be traced back to those lands. Their wolf-kin are

few and far between, mainly because of the
Children's lack of proper territories in the
Dark Medieval, but they support the largest
number of metis known among the Garou.

The most open-minded of the tribes to say

gether to form a new tribe whose fate would be to

continue fighting for peace and concord. To-
gether they managed to sway the other tribes
long enough to end the Impergium, burt their
mission to bring peace to the Garou Nation
and the world did not end there. Mocked and
harassed for being weak and naive, the Chil-

the IL‘ii\'T., the Children also accept defec-
tors and strays from other rribes into their
fold. Philosophy and free thought are en-
couraged among their ranks, and
many of the Children can

dren of Gaia nonetheless claim that the other
tribes fail to see the true demands of Gaia—
demands that only the Children fulfill.
At the best of times, other
werewolves see them as media-
tors instead of traitors. In

actually boast an academic

education, especially among

their Middle-Eastern ranks
harshertimes, the more mili-

ol ¥’ i , espec .& ‘- € 4
heir Middle-Eastern ranks.
tant tribes demand the blood Europe from sept to sept, spreading doctrines of

The Children of Gaia traverse
of the Unicorn’s tribe. The Children con- just war and, when possible, peaceful resolution to
tinue promoting peace and harmony, not only among the  conflict. To cull the constant expanse and destruction of the

2 =
Garou, but among all of Gaia’s creatures. humans and their deterioration of Gaia, one must bear them

OUTLOOKS

Askha, Theurge and protector of the [sle of Aries, considers others: -

Black Furies: We understand their devotion and respect their rites, but unlike us, they seem to treasure violence and -
vengeance.

Bone Gnawers: How loathsome and smelly they are does not erase the fact that they are our brothers. But why do they
not accept our alms and get out of the gutter?

Fenrir: [ suppose that if you are born in blood and battle it must nblltemu your judgment and become y your life.

Fianna: They make for fine allies and comrades, but their wild spirits confuse and alarm me. These are not the spirits -
-of Gaia alone, they are the spirirs of madmen.

Red Talons: | honestly do not understand why they reject their human side. If thu.« would wear the human skin once
in a while, perhaps they could see things from another perspective.

Shadow Lords: What do they want? They are not the same as the rest of us, that much is certain.

-Silent Striders: [ wonderf they would join our atrug;..lt.? They seem honest and open-minded enough to undcrsmnd
I believe.

Silver Fangs: They lead us from courtrooms and chambers, but they should be out here in the world, seeing what we see.

Warders: Legends say the Weaver is rising, Could they have anything to-do with this?

The Inquisition: They worry us. The Church has long stood in'our way, but these inquisitors seem bent on seeking us
- out and destroying us. Who pointed them toward the Garou? Whatare their true objectives? Who controls them?

| 1 - DARK AGES: WEREWOLF -
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the message with peace, not with teeth and claws. Gaia loves
all living things, and both human and Garou must realize this.
One must help the weak and unfortunate, not ostracize or
destroy them. The Dark Medieval is a demanding rime for the
Children. Few Garou listen to their gospel, and the Church
hinders them at times. Wars and suffering require their
services almost everywhere, and they feel the strain of being
too few. But the Children of Gaia keep pushing, hoping to
unite the Garou.

Over the last years, a new and troubling institution
has arisen within the European Church. It is called the
lnqui\ilmn, and the few Children of Gaia who know of it
look to it with horror in rtheir eyes. They risk being
persecuted as devils should they be too careless while
helping the weak and unprotected. This tribe is also one
of the ones that is most aware of the growing power of the
Wyrm. While several of the tribes fail to see the growing
shadow falling across Europe, the Children see it on their
travels promoting peace as well as among those they help
and save. They see it in the eyes of those Garou fighting
each other, and those without respect for “lesser” beings,
such as humans. Yet the only other tribe that feels it as

- CHAPTER TWO - i
- THE GAROU -

strongly as they do, the Red Talons, refuses to combine
forces with them.

Like the Warders of Men, the Children of Gaia have
taken to chronicling some of their legends and tales as written
word in the Middle Ages, but they take care in securing these
documents well within their few septs.

Appearance: The Children of Gaia is perhaps the tribe
leastconcerned with colorand creed. Their homids maycome
from any culture across Europe or Outremer. Lupus Children
are lean yet strong of build, coated in brown with white or gray
spots across their hides. Lupus Children appear calm and
gracetul instead of the threarening and dire impression the
lupus of other tribes exude.

Kinfolk and Protectorates: The Children of Gaia claim
descent from the Fertile Crescent, bur the Children declareall
of Gaia their protectorate. Assuch, the Children are foundall
across Europe, although many Children hail from the lands of
the Middle East. The Children choose their mates among
those who are sympa thetic to their beliefs, which cover many
layers of society and culture. The Children of Gaia live by
human ideals, so they seem to be made up of more homids
than any of the other tribe, except, perhaps, for the Warders
of Men. They maintain a strong and extensive
human Kinfolk networks, and thus choose to
locate their Kinfolk's dwellings near their

septs. Apart from the Warders and the
Bone Gnawers, the Children are the
most urbane of the tribes.

Character Creation: Most char-
acters from this tribe favor Social or
Mental traits as their primary At-
tributes, and few are without at least

secondary priority on Knowledges.
Children of Gaia characters value
the Kinfolk Background, but also
Ancestors, Allies and Resources.
Tribal Totem: Unicorn
Beginning Gifts: Eve's Bless-
ing, Mother's Touch, Resist Pain

Background Restric-
tions: None

Quote: [ am aware that you bite
yourthumbatme, spit behind my back
and think me a fool for not assailing
you. But though I think iv sad that
you cannot find better ways to
use your Rage than to taunt
me, [ refuse to give you the
power to make me angry.
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RENRIR

‘E} blH(TI( l)(,’.ilb't. HH(J 1?'1(3 ()](’.B(J l“tll”]'dl]ﬁ \’\«’I1{} 'Hi‘d‘:‘ut on

| saw the Northern lands bathed by the
blood tore at each others throats in rage or in fear. And then, from the sullen, stark skies, a hanged
man layghed, and | saw his red-robed rogues lurking about on sinister paths. | saw the blood of an
innocent boil, and as the smoke watted over the snow; | saw a legion rise from the ashes and dust,

and the fate of the Fenris-wolves was signed, softly unto stone.

torefather. When they walk among
humans, the Fenrir serve as mercenar-
ies and bounty hunters, using petty mortal
concerns to hone their skills and pass the time.
Despite what other Garou might think of the Fenrir,
who are seen as brooding, angry extremists,
the Fenrir are also a joyous lot, reveling in
dance, song, laughter, adventure and
drinking. A Fenrir feast is some-
thing not to be missed, though
outsidersrarely chance upon them.
Theiratritudes toward others color
the views held on them. They are arrogant, proud, conde-
scending, haughty and supremacist, and it is a rare
Fenris-wolf indeed who will pass up the chance of a fight,
especially ifhe or anything he stands for has been insulted.
Contrary tocommon belief, the Fenrir are among the tribes

all of their talents and skills toachieve this. To in which women have the most status. Their Scandinavian Kinfolk
dic youngis glorious. Todie old, after a lifetime see females as powertul beings with the ability to create life. Many
of savagery, and war upon the Wyrm — that is divine. septs boast women holding important positions, and female warriors
The Fenrir of Dark Medieval Europe do not meddle much — who match males are revered as champions. It is hard for a female to

in the affairs of men, preferring instead to search for glory and  live among the Fenrir, though. She can expect no consideration or
battle. All Fenrir share the hungry, adventurous soul of their  sympathy beyond that which is given a male. The Fenrir treat

The proud lineage of the Fenrir springs from the North. They
are the grandchildren of Fenris, the Grear Winter Wolf.
The dark and harsh lands of Scandinavia and
the lands of the Holy Roman Empire are
their homes, but they have spread all
across the continent.

The Fenrir are warriors, so they
respectstrengthmore thananything.
From the wickedest R‘ii_’dl‘ 1sh to the
mightiest Ahroun, the Fenrir are fell
killers and rerrible foes. The children of
the Winter Wolf believe that force of
willand strength of body are the measures
of a warrior, and the measure of a Garou.
All are born to fight, and although they do
not fear death, they strive o live a long life
of war, taking the battle to the enemy, using

OUTLOOKS

Kueldrida, a brooding Modi of the Fenrir, shares her views on allies and adversaries alike:

Black Furies: That the Furies fight well stems from their heritage as Garou, not their sex, despite what they think.

Bone Gnawers: Pathetic and feeble — as a tribe they are a joke. However, they make for good scouts and vassals, and
if you throw them a bone they are loyal. Much like dogs.

Children of Gaia: Peace? What is peace, other than absence of bartle? What then shall we rejoice and feast over? They
truly are children. )

Fianna: O little brother, will you never learn? They are the closest tribe to us, and though we, too, like a good feast, we
never forget to fight. Otherwise, we'd become blabbering fools whose brains are never clear from mead.

Red Talons: They are worthy cousins, but we would die out without human kin.

Shadow Lords: Bastards and back-stabbers. Dance with the devil and see what happens.

Silent Striders: What is the point in roaming constantly, if you do not do it for renown bur to sulk and whine about
your lost lands? Go and take them back, by the beard of Fafnir!

Silver Fangs: Aye, they are our lords, and valiant fighters they are, but are they really so much better than us that they
should rule? We challenge them from time to time, and thus make sure they are forever vigilant.

Warders: Pfah! If there is a lowlier tribe than the Gnawers, it is those vile mutts who cower at the feet of men and wear
collars. What possible use can they have?

Corax: The Children of Raven have beefthonorable c.ummdm. bringing us news and tales whenever they are near. Trust
not strangers, but listen to their tales.

Vampires: In our homelands of Scandinavia roam the foul blood-suc Lert. who call themselves Gangleri, af[er Odhinn.
They are followers of Jormungandr and must be destroyed. Be also wary of the snake-people. They might be amyth,
but never travel too deeply into the earth without caution, young one.
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everyone as equals, and it is a harsh treatment indeed. The Fenrir

have no place for weaklings.

The Fenrir culture is quite colorful. The Fenrir's passionate
storytellers chronicle their exploits as fervently as any other tribe,
proudly singing songs and quoting sagas of their majestic heroes, In
addirion to the practice of the glyphs of the Garou, the Fenrir also use
a runic alphabet in rituals and in chronicling of events. When
something of importance occurs, the Fenrir will carve itonto a piece
of wood or a side of stone so that future generations can leam of it.
Runestaves are also common fetishes among the Fenrir. Magnificent
craftsmen, the tribe is prone to excess ormamentation, a trait they
share with their brethren the Fianna, and several similarities can be
found in the crafts of the two tribes. They commonly use intricate
knots, dragons and various animals (stag, bear,
wolf, boar and raven) in wood and stone
carving. Most Fenrir are familiar with
the bardic arts in one way or another.
Several musical instruments are
common — chiefly wooden flutes
and drums, but also ocarinas and
various carly string instruments
such as harps and lutes.

The Fenrir believe that
their progenitor was the
Ahroun of the First Pack
gathered by Gaia to defend
the Earth. They believe
that the Wyrm,
Jormungandr, is held ar bay
by the Weaver, Edda, and is
thus prevented from do-
ing harm. Jormungandr
oceupies Edda, thus
ensuring thar she
doesnorenthrallev-
L'r\_thin_n_: that the
Wyld, Mothir, cre-
ates. Therefore, the
Fenrir believe that the
Triar is relatively stable,
in the Wyld's favor. With
the appearance of the Black
Spiral Dancers and the hor-
ror of the Flaying Plague,
the Fenrir Theurges are dis-
maved, since they failed o
predict these atrocities. In the high
councils of the distant north, the chil-
dren of the Winter Wolf gather together and
[“'L'I".ITL‘ T-I\I' awar ‘E];il 1I}L'\' L]ill not !.[“'[’\CL‘ i‘l“ 1H“¥
intended to win.

L

Appearance: Most Fenrirare tall and pre wud; strong
in body and resilient of mind. Though strength is
important, it does not mean thatall Fenrirare hulking
brutes. Many Fenrir are nimble and quick, with swift
feer and stinging fists. Red or blonde hair is the most common
among Fenrir, but variations exist in abundance. Those of Iraly
and Iheria are fairly dark and swarthy.

Lupus Fenrir are almost exclusively gray and white of fur,
with streaks of black and silver, like the glant wolves of Siberia
from whom their wolf-blood comes.

In Crinos form, a Fenrir is easily recognizable from its size,
which is slight l\ larger than most Garou. Also, their fur is wild and
h‘n};lhy about the head, and it is traditional to wear long braids.
Theirfur is often tattooed with _gl\ p]‘m telling of their renown, and
it is a rare Fenris-wolf indeed without a Battle Scar or five.

« CHAPTER TWO »
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Kinfolk and Protectorates: The tribe originally hails from
Scandinavia, which they consider theirhomeland, though home
toaFenris-wolfis wherever he claims territory. The tribe is strong
in Scandinavia and the Germanic lands where the majority of
their Kinfolk live, but many Fenrir live in Southern Europe.
Tales even circulate of Fenrir joining the Crusades and traveling
to Jerusalem and the Middle East. The Fenrir proudly hoast the
only Garou settlements on Greenland, Iceland, Svalbard and
the Faeroe and Orkney Islands.

The tribal center of the Fenrir lies in Uppsala, Sweden.
Here the Sons of Great Fenris rule, in Fenris's place. They are
wise, just and greatly respecred by the tribe, and many wish for
i ]\lucu in the pnck, Only those whose deeds are so great, whose
accomplishments are so awe-inspiring and whose skills as
warriors are nigh-unmatchable are elected by Great
Fenris himself to be among them.

The largest Fenrir caerns lie in Ger-
many, Sweden, Britain and Russia.
They also hold lands in much of
Europe, notably Iberia, the Brit-
ish Isles and France.

In Britain, the
Fianna have mock-
ingly taken to
callingthe Saxon
Fenrir of south-

ern  England
“the Ger of
Fenris" which
has become a
popular sobri-
quet among
these Fenrir

{much to the
Fianna's dismay,
as Ti‘n‘y meant It as an
insult). The Fenrir of the North still
go by their old name, and those of
Scandinavia never fully accept
the coming name change.
Character

- Creation:
¥ « Fenrir charac-
: ters, being the

greatest warriors

among the

Garou normally
have Physical
traitsas their primary
Attributes. All Fenrir characters have dots in
Brawl and Melee, and most also have a
tew in Performance, Expression or Crafts.
Academics is highly irregular among
Fenrir, and few, if any, know much about the

sciences.

Tribal Totem: Great Fenris

Beginning Gifts: Hunter's Harmony, Resist Pain, Vis-
age of Fenris

Background Restrictions: Fenrir characters may not pur-
chase the Contacts Background. After all, only a true friend can
be trusted with your life.

Quote: Until Luna sets for the final time across Gaia, we will
he there, and we will fight. The true glory of being Fenvir is the glory
of battle and victory! But for now, a mug of mead and a tale of the Old
Days will suffice

AN \
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I saw a red wolf and a black wolf, both running in the mist. They called and sang to one another, then they both

becamelost. Astheyran, panicked, each trying tolocate the other by howlsandby scent, Isaw other things moving

in the mist with them, but | could not see theme y. These things jumped upon both wolves anc ) the wolves

fought the unseen things, tearing their throats out and scattering their bodies. Then the mist cleared, and both
wolveswerealoneinagreatvalley, surroundedbybodiesofthose they hadkilled, some foe, but mostlyotherwolves

both red and black. And the wolves howled together in unison, in shame and regret for what: they did.

Some say the Fianna consider themselves a breed apart, people. The warriors of that house could run
kin to the faerie folk. True, these Garou of the western lands as wolf and bear and wildcat, and they
seem touched by the magic of Faerie, but the Fianna make no could soar as ravens. When the battle lust
such claim. They do not hold themselves distinct. They came upon them, they called upon their
say that the entire Garou Nation is the prodigal kin of the forefather’s curse, Morrigan’sfickle bless-
taerie people. The Fianna Galliards claim that only they ing, and their forms would warp into
remember this rruth. The Fianna legends remember terrible, monstrous shapes. From this
the sidhe and the Tuatha De Danaan and the first of mortal, prodigal house of the fae, came the
the Fera. The other tribes sneer at such tales, bur then, Changing Breeds, or so the Fianna bards
all of the Ten Tribes have their legends.

say.

One lineage of thar prodigal house took the form of the
dire wolves of the western lands and served their sidhe lords
for centuries, claiming no title save that of Fianna —
soldiers in old Gaelic. Though legend remembers the
great wartior Fionn, and his Fianna, there were other

soldiers before him and others in all the years follow-
ing. All of them hounded the Wyrm's minions across
the world and sang of grear victories.

Fianna bards sing of an ancient grandsire of the
clan, a warrior of the Fir Bolg. The Fir Bolg ruled
Ireland before the coming of the Tuatha De Danaan
and were corrupted by the Wyrm. Those few who
survived pledged allegiance to the De Danaan.
The warrior, named Lochlainn, had the war
goddess Morrigan’s favor on the nighr before
the last battle of Moy Tura, the battle where
the great hi.L!h kil‘l}.' of the Dand fell before the The Fianna have adeserved reputation for rv\'ch'\'
forcesof the Wyrm. Morrigan, the say, bore that — on a cold winter night, when mortals fear to go
doomed warrior’s child, and that child grew to be a abroad, the Fianna dance in the heaths and on the hills,
great warrior of the De Danaan; wise in the ways of manand  (rinking Uisce Beatha, the water of life, distilled into a
beast, song and war and bound to the cycles of the moon. That dr;m;;hrl so strong that it would kill the sturdiest mortal. In
child’s descendants became a great house among the Faerie  summer, they eat honey-mead-flavored apples that are re-
Folk until they abandoned their immortality to save their puted to be magical. Yet though they drink and dance, these

OUTLOOKS

Kierain, a war-weary: Fianna Ahroun sips his ead and speaks to the assembled cubs:

Black Furies: Terrifying warrior women of the ancient world. Be honored to fight beside them.

Bone Gnawers: Though they smell vile, they are doughty and smart. Listen to their wisdom. Stand upwind.

Children of Gaia: The old Romans said it best: Let he who desires peace, prepare for war. Though these healers are
peacemakers, never underestimate them

Fenrir: Worthy foes.

Red Talons: These murderers of the wilds will draw our enemies to us. Humans fear the dark enough wichout them. Their
killings of men doom us by making them hate wolves.

Shadow Lords: Don’t trust them. Don’t listen to them. Be polite and let them on their way.

Silent Striders: Though they are foreign to us, they are welcome strangers. Their tales are fascinating, and thur ways
are strange, but though they warn of danger, they are fearsome allies.

Silver Fangs: They our are kings. We are their knights.

Warders: They creep amongst the shadows of the cities, and have turned-their back on the wilds.

Faeries: The lords of the faerie are departing, but we shall remember them, and wait for their return.

| ' - DARK AGES: WEREWOLF -



but somewhere in the
blood of the Fianna's

lupine kin, they
Na live, a little. The

dire wolves were

revelries serve another purpose. They bring the Fianna ro-
gether and allow them to share stories, songs, jokes and glory
while enjoyinga lictle relief from the constant warfare of their
lives. For a time, rivalries and politics are ignored at the

fireside when the whiskey flows. Bur these revels are also
about remembering. No Fianna celebration is complete with-
out aretelling of old tales by Fianna bards. In poetry and song,
the Fianna pay respect to their ancestors.

\'IE)“" 5[(]\\"(‘]' ti]i]l1 []ILIR'IL\T‘n
wolves, bur strong and heavy.
Fianna lupine kin are
) strong, and heavy, but very
fast indeed. They move as
fast as other wolves, but
Fianna wolf Kinfolk
weigh up to 200 pounds
and have powerful jaws.

In the dark hours before dawn, the Fianna
shake their heads clear of merriment and drunk-
enness and take to the roads to return to war.

Appearance: The Fianna retain traces of
their distant fae herirage, somerhing betrayed
by their odd eye colors, their slightly
otherworldly appearance and their distinctly
fey Crinos features. These features are subtle,
but noticeable — a brightness of the eye, /
apoint to the ear, a strange tint to the ,,‘
voice. In wolf form, the Fianna re-
tain their heritage of dire wolves;
hi}_!,ﬂlﬂdl‘lilnk]\"IC[\?U.\L‘.l‘l.‘rllll]lL"‘i.

The Fianna claim
several old and powerful
caerns in Brittany, and in the
Irish midlands,and on the Welsh
Island of Anglesey. The Irishcaern
is a triple caern, drawing on the Hill of
\ Tara, a complex of passage rombs near the
human town of Drogheda, and the source

of the River Boyne. As the power of the
I\ Fair Folk fails, the Wild Ones have

plm_'cd many of their old, fading,

Despite assumptionsoth-
erwise, there is little
commonality of appear-
ance among the Fianna
(or their Kinfolk) in
Homid form. Fianna
can be found anywhere
in Western Europe.
There are blond-haired,
brown-haired, black-

sacred places into Fianna care.
Therefore, the Fianna are per-
haps the most powerful tribe
in Europe for the time being.
Character Creation:
Social Attributes are just as
common a choice for Fianna as Physi-
cal Attributes. Stag’s tribe is renowned for

its zeal for life and revelry. Even the gruffest

11}]”‘(\1 iil'lll ]'Ctl'hi]ircd
Fianna. There are even
Fianna with Moorish m
ancestry to be found in
[taly and Spain,

Kinfolk and Protec-
torates: Born of Gaelic,
Scottish, Briton, Occitanian
and [berianstock, the Fianna
guard the forests and vil-
lages of the west from the
enemy, The Fenrir guard
the north, the Shadow
Lords guard the east, and
the Furies guard the
south, but the Fianna
ouard the west. Yertheir
power is failing and
their time is passing.
The fae are L]up;n‘lmg.
and the White
Christ'spowerspreads
across the land.

Ahroun typically has some skill at Performance
and Rituals. The reverse is also true, however,
so even the most scholarly Theurge of the
Fianna knows how to fight. Like their rivals
and cousins the Fenrir, the Fianna accept
nothing less.
Tribal Totem: Stag
Beginning Gifts: Distract the Fool,
Faerie Light, Resist Toxin
Background Restrictions: None
Quote: Thisis the calm hour before
a season of storms. Tonight we drink,
though tomorrow will bring war. Tonight
we drink. Drink to the setting of the sun!

TI'IL‘ Lllll"L’ \\'l]l\'C.\'
died 9,000 years ago,
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RED TALONS

| saw humans, st}l(‘,‘;,‘;(:}‘il‘lg sick, clutchi ng theirthroats and scratchi I‘:‘S‘,&!t sores. Cvenintheir I Yain, f:h(:}’ found stre ‘.H‘s‘;['.h

of'wolves, and | saw great red wolves on the edge of the forest, andthey called timidly to their tellowwolves toslay

the humans in their weakness. But the red wolves called so meekly that none of the other wolves paid attention,

even as the humans'sickness faded. And as the humans regained their strength, | saw them sharpen shining blades

and look hungrily toward the forests. | heard a scream as if from a great bird of prey, and | knew all was lost.
Out past the flimsy stockades of the outlying human all wolf-born — if a human child is horn
settlements, the wolves roam. Outside, in the cold, in the with Talon blood, she iskilled instantly.

dark, in the wilderness, the land hclnn}_ﬂc to the wild 1}‘1in,t_',m
some of which can walk as men. These things— these wolves,

The Red Talons are the memory
of the Garou Nation. They are the
wolves, the true hunters of the wil-
derness. While the other Garoukeep
to their human pretences — sing-

the peasants whisper — hate men utterly and have the
intellect of God's children. These wolvesstalk the mighriest
of the feudal hunters and are driven, not by hunger or
instinct, but by some terrible mission. The peasants’
]1!113:\!'\'. (l]“ rht‘il‘ \\'()l\‘k"ﬁ creatures (1{“ T]‘lL‘ L]L‘\'il JlI"lL{
pray that their God will deliver them.

ing, dancing, politicking, some even
worshipping thar foolish Christian
“God" — the Talons know who they
But no idle words to a distant god will are and who they have always been.
save those isolated, terrified settlers. These
settlers, carving out riny farms and riny time has passed. They are wounded, fading,
disappearing. The Flaying Plague tore through the
ranks of the Talons, and their cubs suffered the most. It
will be generations before the Talons recoup their numbers.
Nonetheless, the Talons are powerful now. They know the
wild woods, know the virgin wilderness, and hold allies among

the Wyld spirits of stream, earth, tree and wind.

communities in the hostile, empty
\\'(1.\‘&‘[1111&[5 dare |‘L|L \Il]i‘nli.'tl iIlLTllLl'
ersinthe domainof the Red Talons.
Tht‘ RL‘{] Till\)n"i are not I‘-“l'l'l
of human stock. They do not deign
to learn the languages of man. They
donot ape those hared invaders who Though logic and intelligence separates them from their
burn the wild woods and stab the soil with ploughs. They are  predaror kin, the Red Talons do not hold with human

OUTLOOKS

Torments the Foe, a Red Talon Ragabash, growls her opinions of the others: 2 {

Black Furies: Women are still human. Women bear more of them. Women heal the hunter when they escape us. What
superiority do they have! What reason do we have not to slay them equally?

Bone Gnawers: They smell of cities and men and filth and their own leavings.

Children of Gaia: They spoke. We listened. We did not slay men in sufficient numbers. Now our cubs lie dead, twisted
and warped.

Fenrir: They at least know the true face of the enemy and the true ways to victory. -

Fianna: When the fallen ones came for us, they did not aid us. When the time comes and their songs fall silent and their
flirtations with the tricksters end, we shall turn away from them and not hear their howls of despair and fear.

Shadow Lords: [ donot trust them;these strange betas snapping at the heels of the king-wolves. They know things they
should not, and they seem ro treasure the very worst traits of humanity.

Silent Striders: Their arrival never bodes well. They listen too much. They know too much. They walk in places none
of us should contemplate. ;

Silver Fangs: The great white-furred alpha wolves speak of many things. They speak too much and ignore our \;isinn._a‘.
Are they wise in this? I doubt it.

Warders: They dwell in those rotring scars on Gaia’s skin. They stink of everything that is wrong, And they speak of logic!
Of numbers? And claim that they are the future and we are- the past? One day, we shall have to slay them, when the
Apocalypse comes.

;g /P
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But they are merely the memory. Their

),
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philosophical discourse. They do not name things in this
world or in the other. They understand things. What they do
not understand, they ignore. The Weaver they know as the
encroachment of man, the tilling of land, the hewing of wood,
the clearing of the heathlands. The Wyrm they hate as the
unnatural, rotting scent of the unnatural, the undead, of the
festering cankersof the black things thar ooze from the eastern
plains. The Wyld they simply respect. The Talons make lictle
distinction between the Weaver and the Wyrm. They slay
things that smell of either,

The Red Talons have long been the |\|‘u|"|‘wt& of the
Garou Narion, and they always bring riddles that no Garou
wishes to hear. Although the Red Talons can see the echoes
of the future, they do not understand them. In recent times,
following the horror of the Flaying Plague, Theurges from
othertribes have traveled toRed Talon moots, listening to the
whispers and recording the visions of the Red Talons, The
Silver Fangs recorded the Prophecies of Shadows at these
moots. These prophecies are all true things and worthy of the
greatest Garou prophets, but these visions have only deep-
ened the hatred and suspicion toward the Talons shown by
other tribes.

For the time heing, the Red Talons continue to assert
that ending the Impergium was a mistake. Some take this
position a step further and actively hunt humans. Others,
such as the renowned Ragabash Stains-Glass, seek toscare the
humans away from the forests. But all Red Talons have heard
the Prophecies, and they know that their time is coming.
Many young Ahroun are determined that the tribe will not
\ldﬂu] IL.”\' I’\J‘,.‘\}‘h !lllll rllL‘ I'Illlniln.\ L‘\'L']']"L‘ as \’lllnL'ri‘]“lL' a8 t';l "l‘l]::
of Shadows’ vision suggests.

Appcarallcﬁ: ThL‘ P\L‘J T.lh MS Aare l"l‘l—ll
of wolves and are rarely, if ever, seen
wearing human form. When they do,
they are fearsome, feral people, with
wild eyes and shaggy hair. The
Curse is manifest in them. Sen-
sible mortals stay out of their
way. In their natural forms,
the Red Talons are huge,
hulking timber wolves, But
€VEn as “'t‘l\‘k’.\', 1L 1s Ul‘“'it'lll."\
that the Red Talons are
something other. There is
\\‘i\LLmLinrc”iy_:uncc;md;ﬁr
most logic to theiractions.
They strategize, they
learn and those few
mortals who sur-
vive an encounter
with them all note
this. Even now, re-
ports are filtering
back across Europe
to the eager ears of the
Inquisition of the rerrible “devil
wolves.”

Kinfolk and Protectorates: The
Red Talons do not have human Kin-

- CHAPTER TWO -
* THE GAROU -

folk. Rather, the Red Talons run with the wolves and protect
their animal kin. The Talons do not claim fixed borders to
their ranges, so any land that has not been claimed by man or
other Garou belongs ro the Talons. They make caerns in the
deepest expanse of the wilds, in the Pyrenees, in the Finnish
fens, in the far distant wastes past the lands of the Rus. As
perhaps the largest tribe with the widest ranges, their powerful
howls echoing across the emprty lands between the cities, the
Red Talons mark everything that happens in the world. Yet
much happensof that they are aware of but do not understand,
so the Leeches and other foul things can walk with some
impunity between the cities.

Character Creation: Physical Attributes are nearly al-
ways primary. As all Talons are lupus, they grow up as wolves
and must learn to run and hunt. A Red Talon with a Primal-
Urge score below 3 is rare and probably deficient in some way.
Talents are normally primary, butall Talons have some rating
in Stealth and Survival.

Tribal Totem: Griffin

Beginning Gifts: Beast Speech, Prey’s Cry, Wolfat the Door

Background Restrictions: Talons maynot take Alliesor
Resources, and any Contacts they have are usually spirits.
Their only Kinfolk are wolves.

Quote: You! Ape-lovers! You brought this onto us. This
sickness that killed our cubs; these scabs on Gaia's flesh; the
stink of the Wyrm on the winds! Where is your wisdom now?
Where is your learning? Where is your compassion? What good
has it done us?
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hADOW LORD3

[ saw a hand reach outanc J;.‘;re‘i:;p the ni(‘qh'l:sky. andlsaweach si]vun; starwink out« )ni'.hy( yne. Thunder roared
and ]i(&‘;htnin(f.'; flashed. Black armies;,‘;aﬂmmd inthe snowy mountains and threatened all the world with their
rage until the moon’s light parted the clouds and quieted the very thunder itself. Luna plucked the squirming
(Lu kness from the heart of the lightning flash and twisted it back upon itself, leaving the armies to battle
each other. One shadow, however, was Iate to the gathering and did not fallinto the trap. It continued on
its way to ('.omp]r'etrt its fellows’ mission.

The Shadow Lords primarily oc- Some say that this attitude comes
trom the patronof the Lords, Grandtarher
Thunder, a totem with dark and stormy

cupy Eastern Europe, and they rule
their lands with sword, fist, careful
WOrC 1‘1 }'tl]L] Lli‘!]‘h. |'l|.l.11-11 lllcl}_:l‘_',
They believe that winning
means using anything that will
get the job done, and this has
given them a foul reputation
among their brethren. Manipu-
lation and cunning are their
favored weapons, although they
are nostrangers to violence. They
believe that in order to best evil,

Dil.’**l(‘l]“ LlllLl i‘[.lll‘- Tl 1€ I.UI'\I.\ 1"L nt out
that their philosophy simply works.
They strike into the very hearts
of their enemies, sometimes
without having to lift a single
sword orclaw. They enforce theirrule
U\-Lrhllln 1S W ﬂh iT TVOTr ILIH]HE\'
cent of the Impergium, and as a
result, they keep many of their wolf-kin safe
\\‘]'lL‘TL' t‘IhU]"‘; -lll to L]U |I'lk‘ SAme.

one must know evil, which leads the Lords into sinister When the Lords are alone and they know that no one
places indeed. listens, they tell very different stories to their own
OuUTLOOKS

Nikolai Eyes-of-Shadow, Shadow Lord Philodox, carefully considers his views:

Black Furies: Most of these women.cannot be réasoned with, and you'd be a fool to try. Be caréful what you say around them. You'd,
be best advised to send one of our own women to do the talking if you do have to deal with them. They'll be less eager to see her
words as insults. ]

Bone Gnawers: These Garou are far better at the arts of information-gathering and stealth than the other tribes give them credir for.
Unfortunately, siding with them openly is a sure way to look foolish. A little covert aid, however, can be a quick way to gain help
from members of this tribe — and they love tofeel as though they're in on a secret. :

Children of Gaia: This tribe's efforts at peace give us tlme to prepare for war at best, At worst they weaken the Garou, making the tribes

casy prey for the forces of the Wym.

Fenrir: Simple, stupid but almost unmatched as warriors. Use their pride and thirst for glory against them. [t is rare indeed forone of their
warriors to admit that there is an enemy he cannot fight. Make careful use of this flaw, and the enrire tribe could die fighting for

- YOUL. :
Fianna: The Fianna are little better than drunken layabouts. They're barely useful and hardly worth considering. Even the Children of
Gaia do more good. ~ 7 ;

Red Talons: The Red Talons are useful in the same way that the Fenrir are useful. They take a little more-care to manipulate, though.
Feign sympathy with their views and send a'lupus to speak with them.
Silent Striders: Beware Striders whe visit your caem. They will spy on everything you do and take note of anything that piques their
-interest. Then, when they travel on to the next caern, they'll spread rumors against you. Be outwardly civil, but keep them away
from anything important. - .
Silver Fangs: Our hanorable lords betrayed us longago, and we have never forgotten. Do not trust them, and do not underestimate them!
Warders: The less this tribe fits in with the others, the more they find themselves in need of friends. Assist them as long as it serves us.
Vampires: We fight battles, both physical and po]itlcal with many vampires. They think our homelands belong to them, but we shall
show them otherwise.
Mages: A mage is a pawerful ally, for he can strike ar his fnes in unusual and mysterious ways. He is also a dangerous enemy, for he-can
strike at you withourt revealing his involvement, A mage is only human, |1uwew: and as long 48 you can see him face to face, you
can easily shred hitnwith your claws. .

{ « DARK AGES: WEREWOLF -




tribemates. They long saw themselves as the dedicated  of a glib tongue and a charismatic personality to achieve this
right hand of the Silver Fangs, the advisors who could  end;others favor a dark, brooding and dangerous air. Shadow
afford ro ger their hands dirry in the service of whar was  Lords tend to be large and stocky, particularly in Crinos and
right. They could do whart the Fangs could not, and they  Lupusforms, and they have coats almost as dark as those of the
did it for their alphas. The Fangs had but to crook a finger Black Furies.
or nod a head, and the dirty deed would be done (the Kinfolk and Protectorates: Most Kinfolk fami-
lies are of Eastern European heritage, but the Lords
like to cultivate “flocks” of breeding stock in other
locations as well. Intelligence and temporal power
are the traits most valued in such flocks.

Fangs' hands none the blacker for the doing).
s

When the Impergium was ended, the Lords o

believed that the truce that did so was merely a

delaying tactic. They believed that the Fangs
wanted an excuse to re-instate the [mpergium, Kinfolk don't receive much in the way of
coddling or protection except when necessary.
(Weaklings and victims have no right to
breed.) This isn't to say that the act of
procreation is all business, however. Kin-
folk who breed with Shadow Lords often
find themselves involved in long, tem-
pestuous and dysfunctional romances.
The Lords have adeep and abid-
ing love of beautiful, bleak,

gloomy landscapes.
tribe into various camps, facrions and : g L Little satisfies them

so the Lords continued to wage war while the
other tribes pledged peace. As a result, they
earned a reputation as betrayers and deceivers
among the Garou, for which they have never
forgiven their kings. They did their duty
as they saw it, and in return, they were
scorned and reviled.

The manipulative nature of the
SI'IE[‘LII“\‘ LUT\{.‘& JI’[L{ tllcir C\'L‘r\'-U:H‘UII-
for-himself artitude has long split the
secret societies, Each group has a more than craggy

mountains, shadowed
forests and expanses of
snow and ice. These are the
perfect settings for their rituals and
meditations. Storms are common
around caerns due to the Lords' fervent
worship of Grandfather Thunder.

Character Creation: Mental At-
tributes are usually primary for a
Shadow Lord. (Even an Ahroun is ex-
pected to be able to think his way out of
the messes he gets himself into.) Because
of the tribe’s emphasis on ritual and magic,

somewhat different take on the du-
ties and obligations of the Lords.
The Lords of the Summit, for ex-
ample, seek power atr any cost,

believing that only the Shadow
Lordsarefit tothe lead the Garou.
The Bringers of Light, on the

otherhand, delveintounclean

PlL]CL‘\' iI'I SL‘."II‘C}"[ ﬂf kI'IL]\\'l'
edge, purity and strength.

The Shadow Lords
carry out their business
asusual in the face of the
Flaying Plague and the
fierce whispers of proph-

most Shadow Lords have some understand-
ing of rites, the Umbra, the occult ;1m1,jl or
ecy — or so they would relations with spirits.

desperately like the other tribes to believe. Tribal Totem: Grandfather Thunder
Beneath their brooding facade, fear and o ”§

Sk : 2 o 4 Beginning Gifts: Aura of Confidence,
{LTCI..lll;llm[m.n?-ﬂ-\!. fast (_11?xlllui*rc.fi‘,—ll"ﬁtt|r r11"1}lw‘ : / / ' ‘ Fatal Flaw, Seizing the Edge
1as a long tradition of ritual magics and spirit AW Reckround Ristiictions: Shades
Lords cannot choose the Allies or
Mentor Background. Alliancesare
temporary at best, and anything
else invites betrayal.

bonds, and they know the value and danger A
of prophecy. While the Bringers of Light .
trll\'L'} as l-‘(’[L”y as ever Hlld ‘;p(‘ill\' l)i‘r lh('
Flaying Plague as just one more rest to over- 9
come, they watch carefully for the sick and
send messages back to the borders of their
territory. More than one victim of the Flay- p t
ing Plague hassimply vanished near Shadow J
Lt"’tl l}ﬂldf\'. never to TL‘SUHLICL"

Quote: | am stronger than my
enemy, but [ need not best him at arms.
[am faster thanmy enemy, yet Ineednot
reach my objective first. | am smarter
than my enemy, so I shall allow him to
: T achieve my goal for me. When he
vate a C“Hl]lldlldlllg ilIld IIlll[]ll\iilfll]g " P
% o= comes to understand what it is he has
appearance. Some prefer to make use 7

.“ _ 3 done, then I have won.

Appearance: Shadow Lords culti-

“HAPTER TWO - _
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JILENT BCRIDERI

|s.(-:f:apuruhmdtha topensuj ybef nr'ttti‘u-:j;_u:kzl[s.yit:|t Jm" totheirwanderir 1 feet

hr’w'\f loreitasthe
i -,(J

fetishes, and their smiles turn to ash. Tht‘.y traverse new roads of steel. Thuy see si(tf;hi’:s that blind their children’s

roads, \-v;1|kil‘|;f; roads of dirt and stone, obsidian and l.ur‘([nt)]sci. Into l:hr’.n‘ luml s fall moonlit met :;1]5 and

children. ']‘i‘u:}f stepon brilliant: lines of dust and erush p:-}inttad shells beneath their feet. Foul shadows rise up out

u{"i',l‘nt:(fé,nnJm'J.:in(J;lwl*sil;t-:tidt: rises out of the ocean to wash aw: w!hr punivuf the earth. The sha pe »of the land

is forever altered.

Of all that the Garou have taken from their lupine

heritage, twothings in particular hold a strong, instincrive grasp
upon them: the desire for territory and the need for packmates.
Therefore, it is easy to see why life

leaves the Silent Striders restless,
edgy and unsatisfied. Ever since

they were driven from their
homeland of Egypt, nothing
hasbeen right with them. They
feel the need to travel, to jour-
ney, usually alone.

This also explains other tribes’ ambivalent attitudes to-
ward the Striders. On one hand, the Striders bring valuable
news, messages and warnings. On the other, they aren’t natural.
They go against everything the Garou instinctively know to be

some actively drive them away and even kill them when
possible. Like many little-seen beings of legend, they are feared
as much as they are respected. Many believe thar withour
P:IL']\'HI‘I[L‘\ to \\'.ilL'j] OVEer Il]l_'n\‘ [ITL‘ H[Tl\_%i_‘l'\' are
unusually susceprible to corruption.
Even the septs that allow the
Striders entrance watch them
L‘:U‘u..'lli“\_'. Many try o sweep
their own troubles and se-
cretsunder the rugwhen Striders
come Lo visit. F.\'i.‘r\'l me l\] 10Ws |}1l' LI']}-‘L".\' I‘I'l 'II‘QHN"[[Y “'l'['sjl‘-.':l]‘lll"lg
valuable information out of the most innocuous conversation,
and this leaves many unwilling to give the Striders the time of
day, much less indulge in extended pleasantries,
The Striders, however, understand that their lor in life

important to life. Many septs allow the Striders entrance, but  is to be alone. Many centuries ago, they fought against an

OUTLOOKS

Aten Kills-With-Fire, Silent Strider Ahroun, considers the people he has met:

Black Furies: The Furies are worthy of your respect and can hold their own in bartle or exploration. You'll have to put
up with their rhetoric when you deal with them, of course, but if you can handle Black Spiral Dancers, then you can”
listen to a litclé blustering. - .

Bone Gnawers: You must put aside your liking for basic hygiene when dealing with the Gnaw ers, but it's worth it. They
know unusual secrets.

Children of Gaia: The Children are fine companions when you need a drink and some rest. They're irksome when you
need a sept to kick into action, however. It can take some real work to push them into battle.

Fenrir: They have the potenrial to work great deeds in their zeal for battle or to fall over the edge into destruction for its
own sake. Stay as far away from them as possible.

Fianna: The finest caemns to visit are all guarded by the Fianna. There you can have music, drink, companionship, and
all the stories you could ever want. Be careful of their brews, and always stay more sober than they do. More than
a few of our pups have been born to Fianna Kinfolk.

Red Talons: The Talonsare short-sighted and pig-headed, but they seem to have a tnlenr forprophecy that we previously
disregarded. Perhaps they deserve a second look....

Shadew Lords: The Lords could dostunning things if they threw theirenergies into worthwhile battles. Asitis, they waste
their talents on politicking, back-stabbing and treachery.

_Silver Fangs: The Silver Fangs are indeéd noble leaders, but [ wonder where it is they are raking us. Personally I've never

liked following another’s dictates. Give me the open, uncluttered road any day.

Warders: Are the Warders stunningly adaptable, the most likely tribe to survive our interactions with man, or have they
lost a part of themselves, much as the Talons have! Only time will rell.

Vampires: A Leech took otr homeland away in the most horrible act we have ever witnessed. Never, ever trust a vampire.
Never work with one. Never pretend to yourself that this vampire is diffefent or that one can be trusted. You'll be wrong,

Ghosts: Our connection with the dead runs long and deep, and it is as much a part of us and our heritage as is the open
road — if not more so. You must always put yourself and your tribe first, but try to help a few of these unfortunares

-~ when possible. Jast be careful. A “harmless” request might be more dangerous than it seems.

i L,
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army of vampires led by a monster known as Sutekh. Sutekh
wove a curse thar drove the tribe from Egypt, their home-
land, and scattered them across the earth. The werewolves
can find no rest in Egypt, and the curse severed all contact
with their ancestors.

The entirety of the tribe became nomads, wandering the
earth in search of knowledge, understanding and wisdom. They
kill vampires whenever possible, or even better, convince other
Garou to do it for them. They search out Wyrm-lairs and notify
the nearest sept of the danger that needs to be crushed. They
glean valuable information from those they speak with and
explore places that no one else has ever visited.

Since the tribe could no longer return to the home of its
Kinfolk, and since the Striders spend so much time on the road,
they bred with other peoples. They favored wanderers and
nomads. Sometimes they bred with other tribes’ Kinfolk when
they could nor find their own. They incorporated bits and
pieces of other cultures into their own, while retaining as much
Egyptian lore as possible. It can't help the Strider’s populariry
that they have bred with groups of outcasts and wanderers who
are, at the least, unpopular with the culrures with which other
tribes breed.

Religion is a particularly difficult subject for a tribe so
scattered across countries and continents. The tribe remembers
the gods and goddesses of its own homeland. As Garou, the
Striders revere Gaia and contemplate the nature of the Triat.
Yet as the Striders are born, live and die with
new and unusual groups in distant lands,
those people’s religions become caught up in N
the whirlwind that is the cultural background
of the Striders. Some Striders believe that
their curse came not from a monster with the
name of an Egyptian god, but from the
Christian God or devil. There are others
who believe that the Wyrm itself cast the
Stridersout, merely acting through the mouth
of one of its servants. At least the Striders,
given their propensity forexploring, are known
for their religious tolerance, so fights over the
“truth” rarely break our.

Now that the Flaying Plague has beset the
Garou, septs are more wary of visitors than
ever. At best, Striders are rold to deliver their
messages without approaching any member of
the sept too closely. At worst they are killed
without question when they are found in other
tribes’ territories. Some septs subject them to
whatever mystical (and possibly dangerous)
forms of testing they can come up with, in
hopesofdetecting the spread of the plague
before it's too lare.

For the Striders’
part, their presence A
in Outremer has led rjt L
them tosome infor- i
mation that the
other tribesdon’t
have. They've

o g-r- o

hL'l“'d rumors -
among the spir-
its that the
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contagion might have originated with a powerful vampire
somewhere in Egypt. Of course, they are barred from their
homeland by Set's Curse, so they are caught between two
unpleasant alternatives — brave a mission into a dangerous
land where they cannor rest or reveal their suspicions to the
Garou Nation.

['he Striders have told no other Garouabout this yet. They
worry that it will only exacerbate an already violent political
situation and tempt the Silver Fangs to move in with force. For
now, they gather as much information as they can and try to
decide what to do about it.

Appearance: The Silent Stridersoriginated in North Africa
and spread first to the Middle East, so most of them still bear the
physical attributes of these regions. The Striders’ travels, how-
ever, have caused them to interbreed with other tribes’ Kinfolk
5 \\‘L’ll il.\'ﬂfh‘.'l' Nt ll'l'l'.ll,hl.' PL'L l}"iL‘.\" }{L‘ﬂnll’k“L‘S.\' ot rht‘ll' i"<|l_'l\'_‘_fl'l“|nL|,
almost all Srriders are lean and fir from constant rravel. In Lupus
form, they resemble the jackal-dogs of Egyptian art.

Kinfolk and Protectorates: Strider Kinfolk are scat-
tered across the known world. Most come from nomadic
groups. Others share kinship with other tribes of Garou.
Some live out their lives within those tribes, never aware of
their unusual parentage. Others develop the desire to travel
and roam the world, and perhaps even meer up with their
Strider family somewhere.

The Striders sometimes claim that the entire world is their
territory. They roam its forests and roads spreading
information where needed and protecting whatever

they can. Still, ar their core, the Striders will never
entirely feel at home unless they can return to Egypt.

-

Ch'dl'iltltl:r Cl'lfilti()rl: h‘{{).‘~| SIHJL‘I':\ hil\’t’.' reason-
able Physical Artributes, thanks to the demands of
L constant travel (and the need to run from septs that
\]I‘l\'L‘ them away ) Striders have few poss

sSions; 'rhey
|imi1‘ th’IHS{‘I\‘t‘h To iems Ti]llr [h\.’\"\.’:ln CAITy On Iht‘ir
person. They don't stay in one place long enough
to attend a university or study under one
mentorfor years. Because of their wide travel,
however, they tend to pick up bits and pieces
of useful or interesting skills and informa-
t1on. TI]!\ means tll‘ll Lhu:'lr
education is likely more
broad than deep.
Tribal Totem:
Owl
Beginning
Gifts: Heavens’
Guidance, Sense
Wyrm, Speed of
Thought
Bill:kgrollnd
Restrictions: Silent
Striders may not take
the Ancestors or Re-
SOUTCES BE‘L’!(,‘.[TUH[]L{\
Quote: Each
road 1 wavel is merely
one small part of a I'm‘ge'r Journey.
‘IV[’E L’{H.’h ]'ih’lt{ h(l.\ s oun Lhi”'?ﬂ.\‘ IS oun
mysteries to explore.
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JILVER FANG3

|saw Falconandheard hisvoicein my mind. Hegavewarningc fa |~:ni{"t:'thutﬁ inte “aking. Behind Falcon

lay a pale pool of blood, and he left red footprints on the cold and smoking ground. Forces gathered and clashed
insmallbattles of swirlii 1('5;(.]!. istandsilverfur, Thc‘,y toreapart the darknesswith swords and claws, shields shatterir 18,
men (iyints‘; inanoble yet pc intless cause. Fir 1a[|y acrownrose up above the field of battle and all ﬁr‘»] 1ting stoppec J,

until shadows consumed the moon and the crown fell into darkness.

The Silver Fangs are the proudest and most noble of the tribes.
Each individual traces his lll‘IL‘:l,i.{L‘ carefully and can recite the deeds
of his great-grandfathers and ereac-grandmothers. The tribe as a
whole embodies everything that is best about Garou:
strength, nobility, loyalty, magnifi-
cence, authority and dedicarion.
[ts warriors set heroic examples
for the other tribes, leading and
uniting them through sheer
force of personality and deed.

theirfathers were, going too far too fast and taking the Garou who
follow them into death.
[t doesn’t help that the Silver Fangs prefer to raise their young in
the halls of nobility. They reason
[h.!' 1]]‘.'} L"}Ill] maore ||1tIlll'|1Lt'
over humanity by doing so, and
that their decisions can affect
the actions of humans directly,
withour as much need for blood-
shed and war. Some have argued,
however, that this practice results
insoft Garouwithataste forthe petry
material desires and politics of hu-
mans. They have also arsued that the
Fangs are losing touch with their lupus
heritage out of a desire for temporal power.
jects come to them, isolating themselves The Shadow Lords use these arguments and more to sow
and failing in their duties. Others try desperately to be the heroes  Jiscontent apainst the Silver Fanps. Most of the tribes still

Notevery Silver Fangcan
be pcl‘fccl, hu\\'c\'cr. and im-
perfect Silver Fangs can cause a
disproportionate amount of
trouble. Some such Fangs sit on
their thrones and insist that their sub-

OuTLOOKS

Masha Bitter-Wine, Silver Fang Ragabash, ’cvaluutes the tribes: -

Black Furies: The-Furies are bith honorable and ferocious. They sometimes chafe under our guidance, bur they -
recognize the wisdom of our rule. - a

Bone Gnawers: It is natural that this lowly tribe resents our grace and power. Speak to them nicely in public, but don’t
invite them home.

Children of Gaia: Good intentions do not always lead to good ends. Still, it is hard to fault this tribe for the desire for
peace, Listen to them, but only with one car. ; :

Fenrir: These warriors number themselves among the few who can almost match us in battle. They are honorable and
strong, and it is a wise ruler indeed who cultivates the Fenrir as soldiers and allies.

Fianna: We can understand the higher virtues of this tribe in a way that fewother tribes can. Their songs soothe our
troubles and ease our cares, and for that we are grateful. Still, anyone with such an eloquent tongue is potentially
dangerous.

Red Talons: Are their prophecies UUL or are they some mlsgmded attempt to cause chaos among us? Perhaps the other
tribes are right about these Garou.

Shadow Lords: The Lords slip from shadow to shadow and make noise abour overthrowing us, but they simply aren't
a match for us. WatCh them carefully, but don’t give them more credit than they deserve.

Silent Striders: Pity the Striders, who have lost their homelands. Perhaps it is time for a crusade?

Warders: The Warders of Mén are valugble for their understanding and knowledge of foreign things. They are alsd
dangerous for the very same feason. '

Mages: We occasionally ally with these powerful humans, as they have ways of knowing things at a glance that we could
spend years trying to learn, Witches and shamans sometimes prove to be friends of Gaia. A few even travel the
- Umbra and make bargains with spirits. However, mages do thmgh in different ways than we do. Any long-lived
a]lnnu: is likely to be doomed by our differences.

i ] + DARK AGES: WEREWOLF -




look to the Fangs for their leadership, but a few Garou here
and there grumble that it is only a matter of time. They say
that the Fangs will lose touch with their Garou heritage
altogether and lead the Garou into poison and pain,

Sofar, the tribe has proven most such accusarions wrong. Some
younger mcmlms of th-.‘ I:i'lh:, hr YWCVET, |1:1\'¢ rit;irtt\] to ru‘;ﬂi:r tlnlt
they cannot simply rely on tradition and the status quo to keep them
in power. These Garou do their best to be proactive, seeking out
corruption and danger and eliminating it. They travel, intervening
wherever they feel that other tribes need their help. Unforoumacely
not everyone appreciates such unsolicited aid.

The Silver Fangs, like their noble human Kin, have a fascina-
tion for and appreciation of ritual and radition. Territory is divided
upinto“protectorates,” eache sfwhichisruledbyan Ahrounkingwho
pl'u.-.idu:i over a court. The court is divided into the Lodge of the Sun
and the Lodge of the Moon. The former handles remporal matters
(business, commerce) and the concerns of human kin, while the
latter presides over spiritual affairs and the concemns of the lupus

I )plll;lrl: n. Courts and moots are h‘nu‘f]ly un\] invnl\'u :lgrriil'dc;llnl

ritual. Debates over important issues can last for days.

The tribe is broken up into houses. The Gleaming Eve holds
influence in the Holy Roman Empire and northem France. It rules
with an iron grip, but it fosters ideals among the humans that aid in
the rise of chivalry. It is a power to be reckoned with, and even the
other houses harbor resentment against it.

House Crescent Moon endures despite difficult times in Russia.
Its members insist that the Motherland will rise again under their
suidance, and they refuse to listen to any prophecy that seems to
indicate otherwise. The Shadow Lords maintamn that this house’s
pride will be its undoing,

The Unbreakable Hearth's strongest territory lies in southern
France, althe mn_:h the house claims some influence in Ita ly and Iberia.
[ts members have a way with business and commerce, which causes
other Fangs to look down upon them. Ar the same time, itsmembers’
reputation as being steady and reliable makes them favorites among
other tribes.

The Austere Howl fights alongside its Norman Kin
in England. While it has made quite a name for itself
with acts of heroism, it has also succeeded in alien-
aring both rhe Fianna and the Fenrir. Neither £
tribe appreciates the intrusion into what
they see as their territory.

House Wise
Heartcarriesthe
nobilityofthe
Silver

Fangs a bit further afield. It holds power in the Middle East and the
Mediterranean. This house grows slowly in power. Some of its
members have heard ramors that the Silent Striders know more than
they're saying about the Flaying Plague, and they're determined to
find out what that is.

Apptarance: I,Lipus Silver F;lngq are l_:mccfuL with silver or
white fur, longslender jaws and full tails. Homid Silver Fangs do their
best to breed with aristocratic families (primarily of European and
Middle Eastern descent), and they have refined, distinctive features.
Many Fangs breed for physical beauty, so they suit the standards of
beauty appropriate to the nobility of a given region.

Kinfolk and Protectorates: The Fangs keep precise and de-
tailed track of their Kinfolk, who can trace their pedigrees back
through generations. Despite the rare irregularity caused by a Silver
Fang who decides to breed for love or physical attraction without
regard for social standing, Kinfolk come almaost exclusively from the
nohility and aristocracy. Russia in particular houses many families of
Silver Fang Kinfolk. Breeding is considered more important than
money. (Penniless royalry are far more valuable Kinfolk than a
wealthy merchant family.) The tribe also keeps careful track of its
lupine Kinfolk.

The Silver Fangs have taken caers all throughout Europe and
beyond, so they wield much greater influence on the Garou at large.
They often occupy the choicest lands, which they sometimes take
from other tribes under the acgis of heing better able to protect those
lands. Their territory boasts splendid views of sparkling lakes, seaside
cliffs, great mountains or majestic forests.

Character Creation: Most Silver Fang characters have strong
Social Attributes. Thcy also tend to have many poimnts in Back-
grounds, since social ties and resources are paramount to the Fangs.
Members of the tribe are usually well educared.

Tribal Totem: Falcon

Beginning Gifts: Eye of the

Falcon, Lambent Flame, Sense
Wyrm
Background Restrictions:
Silver Fangcharactersmustspend
at least three Background points
on the Pure Breed Background.
Quote: TheGaroucannothelp
but prosper and thrive under our
leadership. There are always set-
backs and difficulties. Such is the
way of Creation, and how else
couldwe prove ovrworthiness?
Sall, we shall prevadl.
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WARDERS OF 1€l

| sawawolfina Sreat maze ' stone and gfass_ but he was unatiraid. He knew the maze c« mj )|(=,'IT(’,|§!_ ashe hadbeen
there when it was built, and so he had no fear of the spiders that clung to the walls and drank the blood of the
humans who dwelt there. The wolf strode pre )U(ﬂy inthe streets, sure that the :ipid( srs could not see him, i91nc J|'E|'I;,‘)
themandtheirwebs. Andthenagreat shadow in the shape ofacross fell over the maze, and the ground shook, anc J
thespidersleapedateachotherandtore one another limbfromlimb. And the humans fought aswell, and the maze
burned anc ] H’,H, ;m(J th:: W )H"(x )UH do ne ﬁihin;,'; but sit by und he »w[.

Constantinople has fallen, and the Wardersof Men werewarned.  the Warders are proud of their humanity. Alchough they claim
The Fourth Crusade burned the Rome of the East, and the Warders  wolves among their kin — rhe Warders sometimes caprure wild
of Men were sleeping. wolves for this purpose — many more of this tribe are born
between unions of human and Garou. Nothing good can
come of this, the others whisper. While the Warders praise
the great works of humanity (the art, the literature, the
illuminations of the Bibles, rthe grear cathedrals), others see
that this is Just the 1“:_’t_'lt1|1|11gl}f-.; disaster that will tear
Gaiaasunder. Mankind will spread, and the Wyrm
will follow in his wake.
To be a Warder is to be an idealist. Warder
Llll"“i |L\I]-l't to 'I'L’.{L.] SO rIT.Ir ]l]l’\' cdan L"l'l_ll"\' 1}‘1(

The Warders of Men proclaim their long, proud, heritage
of association with humanity loudly and at length. The Ward-
ers make their homes in the cities, in the rowns and amidst the
throng of humanity. Onee, they spoke vociferously in opposi-
tion to the Impergium. They are now the source of a new
controversy. Strange whispers abound that the Warders
(far from a noble tribe and dedicated to the protec-
l'iunul-i‘lum;mlt\').;1|'cnnrhmglﬂur;lrmg;mt.L]pxt;irr

cousins to the Bone Gnawers. Perhaps this is a lie,
but many Garou want it to be true. wisdom of theancient Greek philosophers, the old
Roman poets and the Arabic scholars who have
codified mathematics. Science, the Warders say, will lead
humanity out of the dirt and filth and poverty of this world
and lead them into a bright, glorious furure. And as

Since Constantinople fell, it has become com-
mon practice to deride the Warders. Their word no
longer carries much weight in the councils of the
werewolves. Their advice is not sought, and few self-
respecting Garou will associare with them. Failure is
not tolerated among the Garou, so the Warders of
Men keep to themselves now. The Warders loved
Constantinople, but they watched it fall. Worst of

humanity makes these steps, the Warders will be there
to help them. When other tribes caution the Warders
agaimnst L]u!ng so, the Warders TL‘;W|\_' that humanity's
relentless advance toward this glorious future will take
all, they were warned well in advance. them forever out of the reach of the Wyrm. When all men and
While some Theurges of the other tribes fear that the h“h' women stand L'ql:.ll_ enlightened and literate, disease \‘;mqmshu],
halance between wolfand manamong the Garou is |ﬂl\“}'l!|1'l\l][cl'. hungu' hanished, and lwn';_:h[_ beautiful cities erace ( Jala's creation,

OQUTLOOKS

juﬁcph of London, a Warder Galliard, answers questions from his students: G

Black Furies: These warrior women are terrifying in battle, but their insistence onthe superiority of women rings false.

Bone Gnawers: They are our brethren of these new cities, the world of men, but they needs must remain amongst the lost
and the dispossessed. We would hope that we could remake the world sufficiently so our brethren can give up their tasks.

Children of Gaia: Their naiveté becomes them. Their faith in God and higher truth is admirable, but here, inthe glory and
light of the city, is the fature. It is to civilization, not to Heaven, that we should look.

Fenrir: Terrifying warriors and honorable foes, the Fenrir may wish to destroy everything we have wrought, but there isa purity
in their ways that we respect.

Fianna: Entertaining companions and fierce warriors, but their obsessions with the past will undo them.

Red Talons: No matter the pure conrection with Gaia that they-claim, I cannot — will not — believe that they had nothing
to do with the fall of Constantinople. They must have at least concealed something from us.

Shadow Lords: When our enemiescame for our kin in Beograd, we called to these guardians of the eastern realms. They did
not listen, and when all were dead, they claimed our caerns. _

Silent Striders: We see these stranger prophets of the distant orient but rarely. Pay close attention to what they have to say.

Silver Fangs: Ourlords and masters. Our betters. Our noble lords. But their influence ends where the cities begin. They would
do well to realize this fact, .

Vampires: These Leeches are blights upon our cities and parasires feeding on our work and our progress, but some are
fascinati ng to SpL"cIl_( with. ]f'yt u can tap such a source of lore, the vampires are ( secasionally worth sparing. Oceasionally.

+ DARKAGES: WEREWOLF -
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then — the Warders say —the Wyrm will be conquered. Perhaps
they are right. After all, the Warders suffered the least from the
Flaying Plague; even the Warders of Men of the hinterlands were
hardly touched by the disease’s progress. Ar the outset of the horror,
some Warder Theurges claimed that they would use mortal knowl-
edge to cure the sickness. They failed. Whatever the cause of the
Plague is, it is well beyond human medicine.

The Warders love experimenting with politics. The Shadow
Lords might be the best power brokers and politicians, but the
Warders of Men see the evolution of mortal ]mliriu;ﬂ debate as part
of a process, a science that will one day bring about this future
heavenly state thar the Wardersdream of. The fact that some ciries

/ / / /i

livesand influences are mayfly things, gone withinageneration or rwo.
The true lords of the cities are the vampires, and they do not brook
competition. The Warders oppose the vampires — blocking their
interference, rivaling their trading arrangements and attempting to
give mere mortals a greater say in their furure. Despite the Warders'
hard work and Herculean wtnlggk'.-i‘ [hnu;_!h, it would :q‘pc:lrlhrn the
vampires barely notice.

Yet, one of their rivals in the human sphere — the Circle of
Red — has most assuredly noticed them. These mortal sorcerers
have cut a swathe through Warder interests. Worse, they, more
r]mn r|n' vampires or other |1u]n:|n:\', 1(1!0\\' [|'1u '\X”.mlcr\ I'nr what
they are, and they seek to destroy them. In London, Paris, Aachen,

and Beograd, the Warders of Men made
war on these twisted Wyrm-ridden up-

are now considered to be free from feudal ¢ J|\1|g:|ri\1t1 ISseen as proc if
positive that the Warders are doing the right thing.

starts and lost. In response, the Circle of
Red hunted their adversaries out of those
cities, and more than one Warder pelt now serves
as a rug in a Circle of Red guildhall.

Appearance: The Warders — even those of lupus stock —
are mostly found in human form. They are clean, well dressed,
educated and seem somewhat arrogant and superior. As they do not
restrict their breeding to one segment of humanity, Warders appear
to hail from any land across Europe or Outremer, even more so than
the other tribes.

The Warders admit privately, however, that they have little true
influence in thegrowing human cities. Cities of thisage are not the tiny
settlements of the ancient world, Cities of this age are huge,
cternal rhinggw. which l‘cgun |\11‘1g before mortal mem iy
and will continue long after all who dwell there
now are dead. The Warders
are long-lived by human
ar even L;.Irﬂll stan-

dards, bur their

Kinfolk and Protectorates: The Warders of Men make their homes
among mortal men inthecitiesand townand in the small farming settlements
scattered throughout Europe. Where a Warder pack dwells, it attempts to
defend the human inhabitants against all threats. They are, after all, the
N1 Warders of Men. If they cannot protect humanity, then who can?

e

Warder Kinfolk are not drawn from any particular part of society,
since the Warders know that the divisions between nobility, clergy,
freeman and peasant are artificial and unnarural. Some must rule, they believe,
because that has always been the way, bur that does not mean that everyone else
must retain some arbitrary social position as a result. Warder Kinfolk are also better
educated than their fellows — the werewolves insist on it, Writing, the Warders say,
means everything can be recorded. And if everything is recorded, then everyrhing will
eventually be known. Many Kinfolk can be found in the universities, as students and
teachers, or in the service of the great monasteries.

The greatest Warder centers — Kiev, London, Paris and ( ‘onstantinople — are all well
past their prime. Their bigger caerns have been destroyed, either by the Circle of Red or vampires
who did notice them. Nonetheless, the Warders operate smaller caems within these ciries, and
continue their work. The Warders make the often-perilous pilgrimages across these cities to
harvest the Gnosis from these old, fallen caems. Mongol magicians have claimed the
caemn in Kiev, and they have slain many Warders who have attempred to
reclaim it. The Circle of Red now controls the old Grear Caern of Paris.
In Constantinople, a caemn still flickers with Gnosis, but the
Warders must sneak into the sacked city like beggars. If it weren't
for the Bone Gnawers, the caern would have been lost years ago.
Character Creation: Warder characters typically have
high scores in Perception, Inrelligence, Manipulation and
Dexterity. Talentssuch as Brawl, Expression and Intimidation
are encouraged, and Skills such as Commerce and Etiquette
are treasured. Common Backgrounds include Allies, Con-
tacts 'rll]d I‘\'Lf\'l]llrl'l’h,
Tribal Totem: Cockroach
Beginning Gifts: Artisan's Command, Gift of Salr, Persuasion
Background Restrictions: No restrictions, bur Pure Breed
and Ancestors cost double (two Background points or bonus
points per dot).
Quote: Owr Kinfolk in the Levant have spoken of a
peculiar ritual of the folk there. It's called “washing.” You bathe
i hot water with smellmg salts and perfumes and steam, then
clean the vermin from your body. Have youheard of it? I thought not
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Cuzaveta of Blowee Looked out From bep winoow.

The room wasn't high, but she felt as though the people below were miles away. The sky was rapidly darkening
— tonight would be doubly black, as no moon would shine, and the clouds would obscure what feeble
illumination the stars could provide.

Elizaveta sighed. She glanced over at her plate, empty but for a few chicken bones, and was shocked
to find she was tempted to pick up the tiny scraps and ghaw what tiny bit of meat might remain. This was not
behavior becoming a lady. Lonely as she was, she was also glad that no one could see her these last few weeks.
Her 13th birthday had been the start of it. That night, she recalled, had also been without moon, and her
womanly flow had begun the very same day. She had been terrified to see the blood, but just the same, she had
felt something wake inside her. A hunger, she supposed. Secretly, she felt it might be desire for aman’s touch,
as her nurse had so often described, but she wasn’t sure. All she knew was that it frightened her, and that when
she had communicated her fears to her mother, Elizaveta hadbeen lockedin this room. Now here she remained.
She started as she heard the howls of wolves and the screams of horses. Perhaps one of the animals had gotten
loose and been brought dJown — it had happened before. Wolves were commonplace around Blovice, but the
common folk were convinced that Elizaveta’s family vis protected from the beasts somehow. The young
noble didn't know, but she felt oddly comforted when théy howledin the dark nights. The sound made her feel
as though all was right in the world:

The last thing she expected was to see one leap through her window.

The night wasn’t cold, so the windowwas not shuttered. The creature landed next to her, a massive,
black-furred animal. It turned to her and sniffed. Elizaveta drew in a breath to scream, but felt a soft voice in
her mind.

“Do not ery out, child. | am not here to harm you.”

The voice was like a drcart}.,lover, like the kind she had seen in those fevered visions of late. She sat
quietly and gazed at the wolf, wishing for the voice to jontinue. It did.

“Elizaveta, your family holds you here to keep you away from your true life. They knew and cherished their
heritage once, butyourfather was a coward who felt himself damned when his sister Changed. | hope that you
are made of stronger stuff.”

Thewolfsteppedtowardher,and Elizaveta feltherheart pounding. She looked down at herhandsand
saw that coarse black hair had sprung up Fror?l the backs.

The wolf seemed to smile at her helpiE:ss look. “Letit come, little sister. You'll know the answers soon.”
“What is happening?” Her voice was thick, as if' her throat were full of blood.

“You are becoming a woman,” answered the wolf. “But so much more. When you visit our sept in the
high mountains, deep in the forests, you will know freedom for the first time.”

Elizaveta smiled and relaxed. She thought perhéps this might be a dream, so convincingly and natural
was the voice in her mind.

“Then, of course,” said the wolf, “we shall return you to your rooms.”

Elizaveta started. “What?” Her voice was deeper now, and more of a growl than a sound that should
issue from a woman's throat.

“I'm sorry, dear, but we need you herc Yourf"ather made Sszh ahorrid mess of your family’s affairs, and
we can’t afford to let them know anything is wrong.”

The girl fell to her hands and knees, her body already contorting, the hunger she felt before increasing
until she was the howl, was the rage, was the wolf.

She tried to speak, but only growled. The voice in her head was still there, however.

“Come, child of Thunder. Come and meet your family. As | said, the answers are coming,”
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“There onee many aman

moon—glad, 3oidbr13ht, of ;{';Iea ms garnlsh(:d.
flushed with wine-pride, flashing war-gear,
gazed on wr()ucé)h'l: 8emstones, on é’;()[d, on silver,
on wealth held and hoarded, on light-filled amber,
on this bright burg of broad dominion.”

—“The Ruin,” author unknown

Character creation for Dark Ages: Werewolf follows
much the same formart as for Dark Ages: Vampire. This
chapter provides all the necessary information for creating
werewolf characters, but the player might wish to reread
Chapter Five of Dark Ages: Vampire for the basics.

Garou of the 13th cenrury generally come from different
backgrounds than vampires caught in the War of Princes. A
bit of a change of mindset is in order to build believable Dark
Ages: Werewolf characrers.




Garou society holds itself somewhat apart from hu-
man society. European society is split into the “three
pillars” of medieval life: the nobility, the peasantry and
the priesthood. There are nearly no Garou priests ornuns.
The Gaian religion isincomparible with the dogma of the
Church, and the few priests and nuns with True Faith can
repel Garou with a prayer and outstretched cross. The
Silver Fangs and Shadow Lordshave some Kinfolk among
human nobility, and a few might even reign as lords
themselves, but outside of those circles, few Garou live as
human nobles.

That leaves the more than 90% of human society
made up of the peasantry as the main source of Garou
Kinfolk. Garou themselves tend to live outside this
group, and Kinfolk who follow the werewolves’ ani-
mistic faith are ofren cast ro the outskirts of society
(except in the few hamlets that they dominate). Asa
resulr, many Garou come from families that live out-
side towns. They are the woodsman's children, the
rinker’s family or the hoatman’s get. This idea isn't
universal, bur most Garou are used to being among
their own, rejecred by nearby human society.

Remember that Garou come into their abilities
and true nature around puberty; few of them have
extensive adult experience before they know that they
are werewolves. As a result, most Garou think of
themselves as Garou first and foremost, and their
human life as a guise of sorts. Yer, some Garou are Lost
Cubs who learn of their heritage only after they have
begun rheir adulr lives. These characters might be
built along the lines of the remplates listed on pp. 135-
137 of Dark Ages: Vampire. In particular, the Crusader,
Fugitive Criminal, Heretic, Worldly Monk or Nun, or
Virtuous Monk or Nun might be appropriate for Lost
Cubs. Those running Shadow Lords or Silver Fangs
with close relationships to worldly power might also
wish to take a look at the Power Behind the Throne
suggestion on p. 136 of Dark Ages: Vampire.

New “Trarts

Garou are not Cainites. Among other things, they
aren’t immortal and don’t depend on the unholy
consumption of human blood to remain active. Ac-
cordingly, Garou have different Abilities and
Backgrounds than those described for Cainites in

Dark Ages: Vampire.
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Garou use the Abilities listed in Dark Ages:
Vampire, with the following changes:

¢ The Leadership ability is a Skill for Garou, not
a Talent.

® Garou gain the Talenr: Primal-Urge.

e While Garou may possess the Commerce Skill,
it is far less common for werewolves than for vampires.
Warders and other urrah are the Garou most likely to
make use of it.

¢ Werewolves replace the Theology Knowledge
with Enigmas and the Seneschal Knowledge with
Rituals. While nothing prevents a werewolf from un-
derstanding Theology, most Kinfolk come from peasant
stock and are untrained in the technicalities and
specifics of religious theory. Likewise, few werewolves
have any idea how to administer holdings — the Curse
keeps them from such positions.

New Talent: Primal-Ugse

This Ability — common not just to Garou but to
all Fera as well as ordinary animals — reflects the
unconscious, instincrual abilities thar guide wild beasts.
Characters with a high rating in Primal-Urge find it to
he easier to tap into their wolf natures than those with
a low raring or none at all. Garou use Primal-Urge to
hunt, especially when in Lupus form. They can also
exercise their Primal-Urge to induce a raw, animalistic
passion in others they encounter (see Dramaric Sys-
tems, p. 105, for details on this). Primal-Urge is also
paired with Stamina in order to shapeshift.

. Novice: Either a young animal or an un-
trained homid Garou.

oo Practiced: You are familiar with your animal
instincts, but they do not yet govern your
activities.

ese  Competent: You can slip your mind from the
human to the beast from moment to moment.

seee Expert: Your wolf nature guides you without
your consciously choosing to do so.

eseee Master: You are closely tied to Gaia and the

Wyld. Even the beasts of the wood are further
removed from their environment than you.
Possessed by: Werewolves, Wild Animals, Hunters
Specialties: Shifting Forms, Hunting, Animal
Attraction

New Knowledge: Enmgmas

Dealing with spirits requires a level of abstract
thought that most people cannot achieve. Spirits
don’t exactly speak in riddles (not all of them, any-
way), but they do act in accordance with their natures,
and they can only speak from their own perspectives.
Years of dealing with spirits has created a strong
rradition of wordplay and riddles in the Garou Narion.
Gamecrafr, in fact, is a common form of challenge
(which is resolved by opposed Wits + Enigmas rolls).

The Enigmas Knowledge measures how well a
character can interpret metaphor and puzzles and how
quickly she can create her own.
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CHARACTER CREATION SUMMARY

¢ Step One: Character Concept

Choose a concept, breed, auspice and tribe.

* Step Twao: Select Attributes

Choose primary, secondary and tertiary categories
of Attributes. Start with 1 dot in each
Attributey divide 7 ddditional dots among
primary Attributes, 5 dots among second-
ary Arrributes, 3 dots among tertiary
Attribures. ‘

Physical Attributes: Strength, Dexterity, Stamina

Social Attributes: Charisma, Manipulation, Ap-
pearance

Mental Attributes: Perceprion, Intelligence, Wits

* Step Three: Select Abilities ;

Choose primary, secondary and tertiary categories
of Abilities. Divide 13 dots among primary

ABilities, 9 dotg among secondary Abili--

ties, 5 dots among tertiary Abilities.

Talents: Innate apritudes. All werewolves must
begin with at least one dot in Primal-Urge.

Skills: Learned abilities

Knowledges: Academic and mtelleutual ll.)l’t.

No Ability can have more than 3 dots at this stage.

* Step Four: Advantages

Choose 5 points worth of Background:,, which are
restricted by tribe. Choosethree Gifts (one
breed Gift, one tribe Gift, one auspice Gift).

» Step Five: Finishing Touches

Record Rage (by auspice), Gnosis (by breed), Will-

« power (by tribe), Rank 1 (cliath), and

Renown (3, distributed per auspice). Spend
15 bonus points. -

Breed

See Breeds, p. 51.

¢ Homid: Born of human stock, homid characters
mesh better with huma mt} than any other.

Initial Gnosis: 1

Beginning Gifts: Master of Fire, Pef8uasion, Smell
of Map ..l % .

® Metis: Born of the blasphemgus union of two
werewolves, all metis are sterile, deformed
and reviled, but they know Garou society
better than any other werewolves.

Initial Gnosis: 3

Beginning Gifts: Create Element, Sense Wyrm,
Shed

»
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* Lupus: Born to wolves, lupus Garou are in tune
with the narural world, but they are often
confuséd and shocked by human behavior.

Initial Gnosis: 5 :

Beginning Gifts: Hare’s Leap, Heightened Senses,
Ley Lines

Alspice
See Auspices, ;; 52

*

.* Ragabash, the New Moon: Spies, tricksters,

questioners and assassins.
Initial Rage: | ' :
Beginning Gifts: Blur of the Milky Eye, Scent of
Running Warter, Snow Running
Begil:ming Renown: Three as you wish to distrib-
ute them .

® Theurge, the Crescent Moon: Shamans, seers,
spiritualists and healers.

Initial Rage: 2

Beginning Gifts: Mother’s Touch, Sense Wyrm,
Spirit Speech

Beginning Renown: 3 Wisdom

* Philodox, the Half Moon: Judges, philosophers,
lawgivers and ritualists.

Initial Rage: 3 -

Beginning Gifts: Resist Pain, Scent of the True
Form, Truth of Gaia

Beginning Renown: 3 Honor

* Galliard, the Gibbous Moon: Storytellers, Moon

Dancers, lifters of spirits.

Initial Rage: 4

Beginning Gifts: Beast Speech, Call of the Wyld,
Waking Dream

Beginning Renown: 2 Glory, 1 Wisdom

® Ahroun, the Full Moon: Warriors, leaders, and
tacticians. L

Initial Rage: 5

Beginning Gifts: Falling Touch, Inspiration, Razer
Claws

Beginning Renown: 3 Glory

Trse | : .
See Tribes, pp. 56-75

* ® Black Furies: Fierce warrior-women of the Medi-

terranean.
Initial Willpower: 3
Backgrounds: No restrictions
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CHARACTER CREATION SUMMARY

Beginning Gifts: Breath of the Wyld, Man’s Skin,
Sense Wyrm

 Bone Gnawers: Survivors and lurkers in human
refuse.

Initial Willpower: 4

Backgrounds: May not take"Pure Breed or Re-
sources

Beginning Gifts:"Cookery, Resist Toxin, Scent of
the Honeycomb

 Children of Gaia: Missionaries of peace among
the Garou.

Initial Willpower: 3

Backgrounds: No restrictions

Beginning Gifts: Eve’s Blessing, Mother’s Touch,

Resist Pain

o Fenrir: The howling warriors of the frozen North.

Initial Willpower: 3

Backgrounds: May not take Contacts

Beginning Gifts: Hunter's Harmony, Resist Pain,
Visage of Fenris

" e Fianna: Bards and revelers fromthe British Isles.

Initial Willpower: 3

Backgrounds: No restrictions

Beginning Gifts: Distract the Fool,
Resist Toxin

* Red Talons: An all-lupus tr lbc rhat distrusts and
hates humanity.

Initial Willpower: 3

Backgrounds: May not rake Resources, Allies or
human Contacts or Kinfolk.

Beginning Gifts: Beast Hpuc,h Prey’s Cry, Wolfat
the Door

* Shadow Lords: Sgheming and manipulative
werewolves of Eastern Europe.

Faerie Light,

Initial Willpuwer: 3

Backgrounds: May not take Allies or Mentor.

Beginning Gifts: Aura of C Jonfidence, Fatal Flaw,
Seizing the Edge”

» Silent Striders: Wandering wereWolves cast out
of their Egyptian homelands.

Initial Willpower: 3

Backgrounds: May not take An(.urmw ot Re-
SOurces.

Beginning Gifts: Heavens’ Guidance, Sense Wyrm,
Speed ofThought

* Silver Fangs The ruler tribe, the Silver Fangs
hold dominion in the Rus.

B b ot ™ 2
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Backgrounds:

® Pure Breed: Your lineage and pedigree among

/ / /

Initial Willpower: 3

Backgrounds: Must take at least three dots of
Pure Breed.

Beginning Gifts: Eye of the Falcon, Lambent
Flame, Sense Wyrm

e Warders of Men: City-dwelling wolves who
encotirage the progress of humanity.

Initial Willpower: 3

Pure Breed and Ancestors cost

double.
Beginning Gifts: Artisan’s Command, Gift of
Salt, Persuasion .

Backopounods

Werewolf characters may take the following
Backgrounds listed in Dark Ages. Vam-
pire (pp. 153-156): Allies, Contacts,
Mentur- and Resources. In addirtion,
players may purchase dorts in. the fol-
lowing new Backgroinds.

* Ancestors: Your contact with your
tribe’s ancestor spirits, who can
possess you and temporarily lend
you their Abilities.

* Fetish: Spirit-woven sacred items of power.

e Hunting Grounds: Territory you (and your
pack) claim.

e Kinfolk: Human or wolf family, immune to the
Delirium.

the Garou.
* Rites: Mystical and ceremonial rituals that you
l(n(]“". f
® Totem: Your pack’s communal.spirit ally.”

Bownus Point Costs
Attributes

Abilities

Abiliry Specialties
(max. three per ability)

5 bonus points per dot
5 ]

2 bonus points per dot

1 bonus point each

Backgrounds 1 bonus pointsper dot

Gitts 7 bonhus points per Gift
, > (Level One only)

Rage 1 bonus point per dot

Gnosis »2 bonus points per dot

Willpower 1 bonus point per dot
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. Dabbler: You played at riddles with your
siblings.
oo Student: You never had to ask vour village

priest what the meaning behind Christ’s
parables was.
eee  Learned: You can speak with spirits that are
allied with your tribe’s totems without much
difficulry.
eeee Scholar: Everything in nature has a pattern,
and you can unravel these patterns easily.
eeeee Master: You learn Gifts from spirits in mo-
ments and from other Garou in hours. You've
created riddles that people will still be puz-
zling over centuries from now.
Possessed by: Priests, Jesters, Wise Men and
Women, Theurges
Specialties: Spirits, Riddles, Deduction, Quick
Solutions

New Knowledge: Rituals

The Rituals Knowledge covers how much the char-
acrer knows about the rites and spiritual practices of the
Garou. It allows a werewolf to understand the various
typesof ritesand how they keep a caern running smoothly.
A character must have a Rituals rating equal to or greater
than the level of any rite she wishes to learn.

. Dabbler: You pay attention at the monthly
moots.

ee Student: You know a few minor rites and can
rake part in a sept moot easily.

eee  Learned: You could hold a minor sept posi-

tion; other Garou come to you with questions.

eeee Scholar: Youknowderails abour the rituals of

other tribes, and could be called upon to

perform seasonal and punishmenr rires.

eeeee Master: You can devise yOur Own rites.

Possessed by: Werewolves, Other Fera, Rare Kin-
folk

Specialties: Accord, Caern, Death, Mystic, Pun-
ishment, Renown, Seasonal, Minor

Backgpounos

Backgrounds represent a character’s ties to the world
around him in the form of associated characters (Allies,
Contacrs, Kinfolk and Mentor), valued possessions (Re-
sources, Fetish and Hunting Ground) and spiritual
qualities (Ancestors, Pure Breed, Rites and Totem).
Backgrounds are nearly always beneficial for the charac-
ter, but they come with obligations for both the characrer
and the player. For the character, obligarions include
protection of the person or thing in question or certain
expected behaviors. For instance, a character with high
a Pure Breed rating is expected to “live up to his poten-
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tial,” and a totem spirit exacts its own demands of any
p;lck devoted to it.

In addition ro the Backerounds listed here, Garou
have access ro Allies, Contacts, Mentor and Resources,
just as described in Dark Ages: Vampire. Garou may
pool their Backgrounds, just as Cainires do (see p. 157 of
Dark Ages: Vampire for derails). Of the new Back-
grounds listed here, Ancestors, Fetish, Pure Breed and
Rites cannot be pooled Backgrounds; Hunring Grounds
and Kinfolk can be pooled. Totem is a special case, as it
is assumed to be a pooled background. It cannot serve as
the Anchor for a pack or be part of a larger Background
pool (see the Totem description on p. 83).

Starting Garou receive five points of Backgrounds
and may purchase more with bonus points.

AANCESTORS

Ancestors are the spirits of dead Garou who reside in
their rribe’s ancestral homeland. The ancestor-spirits of a
werewolfwith the Ancestors Background pay close atten-
tion to his activities and can lend him their strength and
skillin rime of need. The ancestors of such a Garoupossess
him and supplant his Abilities with their own. Garou
with this Background also often have hazy and indistinct
visions of the past, being tied closer to it than to their

WYisDOMOF THE AGES

CI—?U:' the most part, ancestor-spirits con
_ tribute Abilities that make up their core
essence when called upon by their descendants.
The player who takes the time to personalize his
character's ancestor-spirits might wish to callupon
knowledge, rather than Abilities, from the spirits.
If, for instance, the pack is tracking down an
ancient Roman vampire, a character might wish

one of his Roman-era ancestors and ask

s any information about the vampire’s
activities from her livin

d‘(! S.

Detailed informarion is very difficult for an-

tor spirits to dredge up, though, so the player

should roll against a difficulty of 9 (rather than 8).

For every success, he can ask a single question of

his ancestor spirit. Doing so counts as the one use

f s per session. A botch on this roll

virit to be mistaken, or to actively lie.

In a heavily Wyrm-tainted area, the Garou might
become possessed by a Wyrm-thing instead.

The spirit’s answers are likely to be shrouded
in allusion and symbolism rather than being
straightforward factual responses. This is not be-
cause the spirit chooses to play games with its
descendant, but rather because hard factual infor-
mation is hard to retain in the afterlife.
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current lives. Werewolves with the Ancestors Back-
ground often have a close relationship with their tribe’s
history, and many show an inordinate interest in the sagas
of ancient days.

Once per game session, the character may call upon
his ancestors for aid. The player rolls a number of dice
equal to the character’s Ancestors Background. The
difficulty of this roll is 8 (but see the sidebar). For each
success, the player adds one die to the Ability of his
choice, even if the character has no rating in the Ability.
Allof the dice must be added to the same Ability, and that
Ability cannot be raised above 5. The bonus dice last for
the remainder of the scene. A botch on this roll prevents
the character from using Ancestors to improve the cho-
sen Ability until the next new moon, or ir mighr result in
the werewolf's possession by a malevolent spirit at the
Storyteller's discretion.

The most forward-looking tribes, the Bone Gnawers
and the Warders of Men, are slowly losing their relation-
ship with their ancestor-spirits and few of them exhibit

this Backeround. The Silent Striders have been cut off

from their tribal homeland, and as aresult, their ancestor-
spirits are nowhere to be found. They cannot purchase
Ancestors at all.

Players of Garou with Ancestors might wish to
personalize the Background, choosing particular ances-
tor-spirits who excelled in certain Abilities in life. He
might look to A the Cleaver when he needs to improve
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his Melee or Athletics, but summon up the essence of

Mara Soothes-the-Senate when he needs diplomaric

abilities. Players might wish to gosofaras toroleplay their

characters differently when their characters are possessed

by different ancestor-spirits.

. The Garou has occasional hazy visions.

oo The Garou has unreliable ties to a few minor
dancestors.

LR The Garou has strong ties to his heritage.

seee  The Garou regularly evinees skills he's never

learned.

eee e e The Garou is heir ro the bloodlines of half
a dozen fabled heroes, who speak to him
regularly.

TFetisbh

A Garou with the Ferish Background owns items
with great spiritual power bound into them. These
items could be heirlooms, gifts or treasures taken from
defeated foes. An experienced Garou's Fetish rating
might even represent ferishes she made herself.

Any werewolf can have a fetish. Every point of the
Fetish Background represents one level worth of fe-
tishes. A character with three points in the Fetish
Background can have a single three-point fetish, a
two-point fetish and a one-point fetish or three one-
point fetishes.

“CHAPTER THREE -
SHARACTER

S AND DRAMA -



Young Garou with powerful fetishes (ones worth
four or five dots) are likely to come under intense
scrutiny from elder members of their tribe. Such char-
acters are expected to live up to their ferishes’ names,
and if they are shown to be dishonorable, they might
face whispers that the fetishes are stolen, if not out-
right challenges for ownership.

. You have a Level-One fetish.

oo You have a Level-Two fetish, or two Level-
One fetishes.

eee  You have one or more fetishes whose total
ratings equal three.

eeee Yoy have one or more fetishes whose total

ratings equal four.
®eeee You have one or more fetishes whose total
ratings equal five.

buwrmc; (;pouwc»s

The Hunting Grounds Background typically repre-
sents a large stretch of wilderness in which a Garou (or
pack) can freely hunt and breed. This wilderness gener-
ally contains no humans, though the Garoumight choose
to have a few living therein. (These humans might be
Kinfolk, allies, contacts or just ordinary humans who
happen to live in the area.) If the player prefers, the
Hunting Grounds may represent part of a city, though
typically such is the case only among wmah. Hunting
grounds inacity aren't empty of human habitation. Quite
the contrary, they are as populous as any other part of
town. The influence of the Wyrm and Weaver is kept at
a minimum in such areas, however, as the very rerritorial
Garou are quick to burn out any such infestation in their
hUll]C.‘i.

This Background differs from the vampires’ Do-
main Background in a few respects, but the most
important of them is that the Garou do not rule their
hunting grounds. They protect and nurture the land.
They might hunt for food within them, but they do not
despoil them. The Garou are almost never the “offi-
cial” rulers of their hunting grounds. They are the
caretakers, but they let the human nobility think that
it rules the place while it passes laws regarding it and
soon. The Silver Fangs and Shadow Lords are the only
exceptions, and most of the time, even they don’t
formally rule over humans in their rerrirory.

Hunting Grounds is probably the best choice for
an Anchor Background for a Background pool. Any
people living within the hunting grounds might then
be represented as Allies, Contacts or Kinfolk.

A single pack rarely, if ever, controls a caern, so a
pack’s hunting grounds probably won’t contain one. If
the pack manages to successfully perform the Rite of
Caern Building (p. 147) and open a new caern, it will
likely become the ruling body of the caern, but other
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members of their tribes will arrive in short order to
help with the maintenance of the caern.

Just as dots in Domain can be used to increase the
area’s size or security, a player (or troupe) may allocate
dots of Hunting Grounds for any of the following:

* Reduce the Gauntler within the grounds by one
(to a minimum of 4).

® Make the area more amenable to human (and
Garou) survival: Reduce the difficulty of Survival rolls
by one. (This can be boughr only three times.)

® Make the beasts of the area more amenable to
the Garou: Reduce the difficulty of Animal Ken rolls
by one. (This can be bought only three times.)

* Make the flora of the area more useful: Reduce the
difficulty of rolls involving plants (including Medicine
and Hearth Wisdom rolls to employ them for healing) by
one. (This can be bought only three times.)

® The troupe might also decide to increase the
difficulties of the preceding rolls, in order to gain
points toward their Hunting Grounds rating. For
example, the Hunting Grounds might be located
primarily in a rolling field that is almost completely
devoid of healing or useful herbs. The troupe might
decide to apply a +2 difficulty to any rolls to use these
plants then add two points to the Hunting Grounds
rating (which might then be applied to size or to a
different modifier).

Note that changes to the difficulty of Abilities
apply throughout the hunting grounds, and they do
not affect the difficulty of supernatural abilities within
the area. Additionally, these modifiers cannot take a
difficulry below 2 or above 9.

Hunting Ground size:

. An acre or so— space to run, perhaps a hiding
place, but nothing to hunt except small game
and that which is just passing through.

oo A small wood, perhaps with a stream running
through it. A few acres.

eee  Secveral acres, with plenty of native wildlife.
esee A hroad swath of land. Dozens of acres.
sssee A l‘:‘lr}_{c and verdant \\-‘i]dcmcss. with a heart

more than a day away from civilization.

KanFolk

Garou blood is a rare trait. Like blue eyes, one's
ability to turn into a werewolf does not always pass to
one’s children. Only one in 10 children of Garou are
Garou themselves. As described on p. 24, however,
wolves and humans with Garou blood do gain a few
benefits. Any children they bear might be Garou, and
they do not suffer from the Delirium.

The Kinfolk Background represents the number
of Kinfolk that the Garou has in the area that he can




call upon for aid and succor. These Kinfolk will not
always be willing to go out of their way to aid the
Garou, but they are family, and they can be called on
for shelter, information and perhaps a few coins now
and then. Kinfolk designated by this Background do
not hold positions of power (either political, mercan-
tile or religious). Such individuals should be bought
with the Allies Background.

Note that Red Talon Kinfolk are always wolves,
which means that a Red Talon with a high Kinfolk
rating might have almost a dozen packs of kin roaming
the wilderness for scores of miles. Wolf Kinfolk aren't
as intelligent as humans, but they have a wider range
and keen senses. For instance, they might not be able
to tell the difference between a sword and a spear, but
they'll know about violent humans on the march
hours (if not days) before humans 10 miles away do.

Human Kinfolk might be small farmers, ordinary
laborers, rownsfolk, soldiers, serfs or slaves. Kinfolk are
more likely to be woodsmen or otherwise live on the
edge of the wilderness than ordinary humans are.

. Two Kinfolk (perhaps the character’s siblings
or [1:1rl.:1‘ll:~')

ee Five Kinfolk (perhaps a family)

soe 10 Kinfolk (an extended family)

eeese )0Kinfolk (mulriple towns or a major force in
a single village)

ee 0 o0 50Kinfolk (a broad network extending across

many towns)

Pupe Breed

The Pure Breed Background represents the strength
ofawerewolf's bloodline. A Garou with a high Pure Breed
score has the archetypal look of her tribe. Additionally, a
Garou with a high Pure Breed rating has a well-known
lineage, and she descends from famous Garou heroes. She
unconsciously carries herself as befits someone of such
rank. This Background does not grant the character
additional Renown.

Orther Garou recognize the character's bearing
and lineage, and unconsciously defer to her as a
result. The character receives a number of dice equal
to her Pure Breed rating to Social or chu“engt‘ rolls
against other Garou, including both Errants and
Black Spiral Dancers.

This Background is nor available ro Bone Gnawers,
who spend their days and nights surrounded by ordinary
humans and breed with them freely. Likewise, the Ward-
ers of Men occasionally still produce pure-bred Garou,
but very rarely (which is why rthe Background costs
double for Warder characters). Silver Fangs must take at
least three dots in Pure Breed. Note that many metis have
at least one dot in Pure Breed, even though they them-
selves will never produce children.
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o The character has a similarity to her Garou
parent.
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oo There’s a noteworthy hero in the character's

recent ancestry.

LA The Garou has many of the favored features of
her tribe.
seee  Many heroes of the last few centuries can be

found on the Garou's family tree.
eesee Thecharacteristhe embodimentof her tribe’s
greatest heroes.

Rares

The Rites Background represents the number and
power of rituals the Garou knows. Rituals are lengthy
invocations of Gaia's power. They might have relatively
simple results (like finding a lost knife) or hugely powerful
ones (like building a new caern). Rituals are listed and
described in detail on pp. 145-155.

For every dot in Rites, the Garou has one level worth
of rites. A characrer with Rites 3mighr have three Level-
One rites, a Level-One and a Level-Two rite or a single
Level-Three rirte.

UnlikeGifts, Garou leam ritesfrom otherwerewolves.
When purchasing the Rites Background, the playershould
determine how the character learned the rites in ques-
tion. Does she have a mentor who taught them, or were
the rites simply part of the eub'’s education?

. The character knows one Level-One ritual.

oo The character knows one Level-Two ritual or
two Level-One rituals.

eee  Thecharacterknows three levels worth of rituals.

eeee Thecharacterknowsfourlevels worth of rituals,

eesee The characrer knows five levels worth of
rituals,

“Totem

No pack of Garou isa true pack unless it has a patron
spirit toactasits collective totem. Just as caerns and tribes
have their own totem spirits, the gathered energy and
mutual affection of a pack empowers a minor spirit
(usually a Jaggling) to serve, aid and direct the pack. The

Jaggling is a servant of an Incarna. It is something of an

avatar of that Incarna, in fact, having the same general
characteristics of that great spirit. A pack totem that
serves Griffin is a Griffin-spirit, for instance.

Many packs go on an Umbral quest to gain the
artention of an Incarna and thus arrract a pack totem, but
some rorem spirits are attracted to packs of Garou based
entirely on the pack’s actions in the Realm.

Any Garou can have the Totem Background, but
none has it for himself alone. Totem is automarically a
pooled Background, but it cannot be an Anchor or part
ofaBackground pool. A pack’s pointsin Totem are added
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together to determine the spirit’s abilities. The pack must
first purchase the torem spirit’s basic abiliries (determined
by its patron Incarna, see Pack Totems, p. 227), and it can
purchase qualities as listed here with leftover points, The
Storyteller may make other abilities available for a pack
totem spirit, at similar costs to those listed here. Players
may contribute experience points to the totem spirit as
the characters advance. The spirit can purchase new
abilities by spending two experience points for every
point of Background cost of a given ability. For instance,
after the pack has collectively contributed four experi-
ence points to the spirit, it could learn a new Charm. The
spitit’s purchases and new abilities are determined by the
Storyteller, not the troupe (though the Storyteller should
certainly accept suggestions).

Every starting pack totem spirit has the follow-
ing traits:
¢ Eight points to split among Willpower, Rage and

Gnosis

® Charm: Airt Sense
® Charm: Re-form

Addirional points of Totem can spent as per the
following chart.
Cost  Power
l Per three pointstospend on Willpower, Gnosis

and/ or Rage

1 Totem can speak to the pack without using a
Charm or the Spirit Speech Gift

Totem can nearly always find each pack member
Totem is nearly always with the pack

QOrher spirits respect the totem

Per additional Charm known

Perextrapack member who canuse the totem's
powers in a single turn

d B B B —

+ Totem can communicate with every pack
member simultaneously regardless of the dis-
tance between them

5 Totem is feared and hated by agents of the
Wyrm (which can be useful for intimidation
purposes, but dangerous if they decide to hunt
the spirit down)

(I)e]urs aND RLaws

As in Dark Ages: Vampire, Merits and Flaws can
add a little more spice and life to your character. All
the Merits and Flaws from Dark Ages: Vampire (pp.
303-310) may be raken, except for those listed in the
“Forbidden Traits” sidebar. Remember, Merits and
Flaws are always oprional.

Players controlling metis characters might choose
one of the Flaws listed here as the character’s defor-
mity. If so, the character gains no bonus points for the
Flaw. Such Flaws are noted in their descriptions.
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Physical
Animal Magnetism (-pt. Mepit)

You are especially attractive to others of your
breed. You receive a -2 difficulty on seduction or
animal attraction rolls (which might inspire some
jealousy in others who view you as competition).

Mixed-Moppb (-pr. Meprt)

Transforming certain body parts only, such as your
hands into claws while in Homid form or changing
your Lupus vocal cords into a human voice box, is
easier for you than for most werewolves. The difficulry
for this change is 6, although doing so srill requires a
Willpower point (see p. 105).

Bao Taste 2-pt. Meprt?

Your flesh exudes oils that taste so bad that anyone
who bites or licks you becomes nauseated. The would-
be birer must make a successful Willpower roll each
turn for the remainder of the scene or be unable to act
due to retching. Lupus and wolves mighr react poorly
to you; they obviously won't lick you. These oils aren’t
odorous in any way, but you must constantly wipe oily
sweat from yourself.

Far Clasgo (2-pr. Meprt)

Your Glabro form can pass for a human, albeit a
large, bulky one. You lose no Social Arttributes when
in Glabro.

LackoF Scent (2-pt. Mepit)

You produce no scent, or your scent is extremely
faint. Garou or other hunters who use scent find you hard
to track. Any attempts to track you are at +2 difficulty.

FORBIDDEN TRAITS

Some Merits and Flaws may not be faken forDark
Ages: Werewolf characters.

® Physical: Eat Food, Blush of Health, Efficient
Digestion, Smellofthe Grave, 1 3thGeneration, Ragaed
Bite, Leper, Permanent Wound, Child

¢ Mental: Prey Exclusion, Religious Prohibition,
Flesh Eater

* Social: Apostate (Note: Merits and Flaws refer-
ring to a character’s sire, such as Infamous Sire or
Prestigious Site, are usually allowable, except that they
refer to the werewolf's mentor:)

¢ Supernatural: Initiate to the Road, Repulsed by *
Garlic, Cannot Embrace, Cast No Reflection, Blood

Madness, Grip of the Damned, Weak Blood
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Unowstpusive (2-pt. Meprt)

You are fairly average in both appearance and
action. You don't attract attention to yuursvlfi Orthers
have a +1 difficulty when trying to remember anything
particular about you, be it your hair color or a wild
frenzy from last night.

ANimal Musk (T-pr. Flaw)

You smell like an animal in Homid form. You
suffer +2 difficulty on Social rolls where your smell is
obvious. This scent does not bother other animals,
only humans.

Astboa (J-pt. FLaw)

You have difficulty performing strenuous tasks
because you cannot breathe properly. Your lungs only
draw a fraction of the air thar they require. You can
exert \_‘mtlt'scll_ for only a number of turns L‘L]lm[ to your
Stamina rating, after which you must make a Stamina
roll against a difficulty of 6 or be unable to perform any
action in the next round while you catch your breath.

No Pagnial “TransFormation
dJ-pt. Fraw)

You cannot take any mixed forms at all.

Striet Capnvope (J-pt. Flaw)

You derive no nourishment from plant life, and
you must only eat meat — preferably raw. Surviving
long winters where prey is scarce is difficult for you.

WolF Yeaps (2-pt. FLaw

Your life span is that of a wolf, rather than that of
a normal Garou. In other words, you've got 12 to 20
years at most. You start to lose dots of Attributes after
approximately six years of life. The exact effects of
aging are up to the Storyteller.

(Mental
Sby (-pt. FLaw)

You are distinctly ill at ease when dealing with
people, and you try to avoid social situations whenever
you can. All Social rolls are ara +1 difficulry. If you are
the center of attention, your difficulty is at a +2.

Speech ]mpecnmew‘r (J-pt. Fraw)

‘l.’l‘ll stammer, stutter or .\lul‘ YUL“‘ ‘r\’(‘l‘\.l\\ \\'h(’.'n'
ever you speak (even when speaking in Garou
rongue). All Social rolls influenced by speech are
made at a +2 difficulry.

Pack Mentality 2-pr. FLaw)

The pack is your life; you are nothing without
them. You closely identify with your place in your
pack, and you think in rerms of “us,” not “me.” You
receive a -1 on all pack tactics difficulties. When
alone, you receive a +1 to all difficulties. You are so
dependent on your pack that you find it hard to make
decisions without them. In stressful situations when
you are without your pack, the Storyteller might re-
quire you to make a Willpower roll to act on your own.

Sbogr Fuse (2-pt. FLaw)

The difficulty of your frenzy rolls is always two lower
(minimum three), regardless of the phase of the moon or
how you might be provoked. The Wyrm’s touch on you
is stronger than normal, and you naturally fall more easily
into the Thrall of the Wyrm (see p. 95).

Callous (4-pt. FLaw)

You are unusually cold and heartless toward others
(human, Garou or otherwise ), even when they are in the
worst of trouble. Youwill help, but only when youactually
feel like it and if there is some payment to you. You would
even turn your back on your mother, unless there was
some good reason not to. You must spend one Willpower
point to come to someone’s aid. You may not take
Caretaker as either your Nature or Demeanor, nor may
you possess the Empathy Ability. The bond between you
and your pack is weak. You may not take part in pack
initiative, and all pack tactics are at +1 difficulty.

Oevils Own (5-pt. FLaw)

You helieve that your powers as a werewolf have
been given to you by the Devil himself. No matter
what the other Garou tell you, you are still convinced
thar the Devil gave you these “gifts.” Also, you are
more than willing to rell other people how you were
“siven” the ability of shapeshifting. Needless to say,
this artitude does not endear you to your fellow
werewolves, and it will draw the wrath of the Church
down upon you if you repeat your tale of woe to the
wrong person. You receive a +2 difficulry to any Social
rolls with other Garou who know of your foolish
beliefs. Additionally, you must roll Rage to check for
frenzy every time you change shape, except when as-
suming your natural form. Only homid characters may
take this Flaw.

S o2l
R eputarion 2-pt. Meprt)

You have a good reputation among the Garou of
your sept. The reputation can be your own, or it might
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derive from your pack. You gain three dice for all social
dealings with your sept’s Garou. This Merit is not the
same rhing as Renown. A werewolf with little renown
might have good reputation based on breeding, ances-
tors or an event for which she has already received
Renown (such as something that occurred on her Rite
of Passage).

TForersner (J-pt. FLaw?

You are from a different country. This new sur-
rounding looks odd ro you, and you have a hard time
understanding the language. All of your Social rolls
are at a +1 difficulty. Your character must be from a
different country than where your Storyteller is setting
the game.

Pepsistent Papents (2-pt. FLaw)

Your parents refuse to let your memory lie, and
they continue to actively look for you. How close they
are to your trail is the Storyteller’s decision. You
cannot simply tell them what has become of you.
Perhaps they have ties to the Church, or perhaps the
news would simply crush them. Only homid characters
may take this Flaw, and only if the parents have a
reasonable chance of finding the character.

Notopretry (3-pt. FLaw)

You have a bad reputarion among the Garou of
your (or another) sept. The repuration might be your
own, or it might derive from your pack. There is a two-
dice penalty to all dice rolls for social dealings with
your sept’s Garou. This is not the same thing as
Renown. A character with this Flaw may take the
Merit: Reputation. The two traits simply don’t apply
to the same sept.

WolFs Onsession ¢ 4-pt. Fraw)

Wolves mate for life, and before your Change, you
were married, engaged or at least in love. You have
never forgotten your lover, and you are obsessed with
herand her well being. You cannot allow yourself to be
too far away from your paramour, and if circumstances
separate you, you cannot regain Willpower until you
see heragain. You also lose sight of the fact that you are
dangerous on certain nights. When your auspice moon
shines, you feel almost uncontrollably drawn to your
love’s side (roll Willpower every other scene to avoid
searching out your love).

Supepnarupal
Ancestor Ally (J-pt. Mepit)

You are strongly linked to one parricular ancesror,
so the difficulty to channel her is two lower than
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normal. Create the ancestor; give her aname, Abilities
for which she was known (and which you can easily
channel) and decide how renowned she was among
other Garou. You may channel a number of Abilities
at the lower difficulty equal to your Ancestors rating.
You must have the Ancestors Background to purchase
this Merir.

Narupal Channel 3-pr. Mepit)

You find the Gauntlet between worlds thinner
than most Garou do. Your difficulty to step sideways is
one less, and spirits react a bit more favorably to you.
Even if you aren’t a Theurge, you won't find it difficult
to obrain rraining from rhe Garou shamans.

Spiprt Rappopt (4-pt. Meprt)

The spirits like you. For some reason, you are able
to communicate with them a bit easier than many
other Garou are. When dealing with spirits, you are at
a -1 difficulry. If you are trying to bargain with them,
you are ar a -2 difficulry. Regardless of your auspice,
you may purchase the following Gifts ar the normal
cost for Theurges: Spirit Speech, Name the Spirit,
Command Spirit and Pulse of the Invisible.

Siver “Tolerance (7-pt. Meprt)

You have an immunity of sorts to silver. You are
able to soak damage inflicted by silver, although it still
causes aggravated damage. Also, any Gnosis loss from
carrying silver items is halved for Garou with this
Merit. Instead of losing one Gnosis for each silver
item, you lose one Gnosis for each pair of silver items
that you carry (round up).

Foe From the Past
(1- to 3-pt. Fraw)

An enemy of one of your ancestors still seeks revenge
through the only way left — you. If the enemy is super-
natural, such as a vampire, mage or spirit, this Flaw is
worth three points. If you are being stalked by a fanatical
inquisitor or other human, it is worth one or two points,
depending on how powerful your foe is. She doesn’t
necessarily pursue you all the time. She is out for revenge
against your ancestor, and you are simply the best path to
that vengeance. Of course, if your foe is human, there
needs to be some history involved (e.g. long-standing
family blood feud). You must have the Ancestors Back-
ground to purchase this Flaw.

Foreed TransFormation
(- t0 4-pt. FLaw)

Some event or condition forces you to shapeshift
uncontrollably. You must spend a Willpower point




each time to resist the change. Once you have shifted,
you cannot change back until the condition forcing
the change has passed. Choose one of the following or
create your own.

e Every full moon, you must assume Crinos form
(2 points)

® When your auspice waxes, you assume Crinos
form (2 points)

* You change under influence of alcohol: to Glabro
(1 point), to Crinos (3 points)

¢ When you are sexually aroused: to Glabro (1
point), to Crinos (3 points); if you are lupus: to Homid
(3 points)

e When you get angry (just short of a Rage roll):
to Glabro (1 point), to Crinos (3 points)

* When you frenzy, you take a form other than
Crinos: to Glabro or Hispo (2 points), to Lupus (3
points), to Homid (4 points)

e At the sight of wolfsbane: to Homid (1 point)

Ceas (J- o 5-pt. FLaw)

You are under some sort of geas at the beginning of
play. This geas might be a family curse or duty that you
have inherited. The difficulty of the geas determines
how great a Flaw it is. Something minor, such as a ban
against harming animals or a requirement to give
occasionally to charity, would be worth only one
point. A five-point geas is something that rules your
life, like having to howl at the moon four times a night.
The Storyteller decides the exact value of whatever
geas you choose. The player and Storyteller should feel
free to make up their own. A few examples:
® Give to chariry at the turn of the seasons (1 pt.)

* Fast for one day per lunar cycle (2 pt.)

e | cave an offering for Gaia once a week (3 pt.)

¢ Spend an hour in complete solitude once per 24-
hour cycle (4 pt.)

* Howl to Luna four times a day (5 pt.)

What happens when the character breaks the geas
is up the Storyteller. Some possibilities include: losing
access to Gnosis or Rage, losing access to Gifts, only
being able to shift ro breed form, fur or hair falling out,
loss of Willpower, simple physical damage and horrid
nightmares. The duration of these effects is rarely
permanent. Typically, they last until the Garou can
make recriminations (possibly by performing the Rire
of Renunciation).

Banned Transfopmarion
(J- 1o 6-pt. FLaw)

Some circumstance prevents you to changing to
any form other than your breed form. Choose one of
the following or create your own. You must spend a
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Willpower point and make a Willpower roll (difficulry
6) to change to a form other than to your breed form
when the event occurs.

¢ Soothing music (1 point)

¢ When wolfsbane is near (2 points)

» Wirhout spending a Rage point (3 points)

¢ During the day (4 points)

® When silver is near (5 points)

* When the moon cannot be seen (6 points)

]NSA‘NG Anecestop (I-pt. FLaw)d

One of your ancestors was mad. This spirit takes
over during certain situations and is quite a hindrance.
Choose an appropriate situation. Create the ancestor;
give her a name and define the nature of her madness.
Play it to the hilt. If the Storyteller deems you aren’t
playing the ancestor well, she can declare that you've
spent a Willpower point to suppress your troublesome
spirit. You must have the Ancestors Background to
purchase this Flaw.

Sup Sweways (J-pr. FLaw)

Youcan't always control your entry into the Umbra.
If you should confront a reflective surface during
stressful situations, roll Wirs + Occult (difficulty 7) to
avoid making the shift. You must still make a Gnosis
roll to pass the Gauntlet, although your difficulty is
one less — but only when you accidentally step side-
ways. Deliberate entry into the Umbra remains at
normal difficulry.

apk oF the Predator (2-pt. FLaw)

Herbivores fear you, carnivores see you as a threat.
You cannot possess Animal Ken.

SN oF the WolF (2-pt. Law)

You possess all the folkloric signs of werewolves.
Your eyebrows have grown together, you have hair on
your palms, and your second and thitd digits are the
same length. Inquisitors are trained to look for these
signs and can use them ro identify you as a werewolf.

Rage

Whether the Garou wage total war on the battlefield
or join in a drunken brawl, they fight with a ferocity
unlike anything a human can comprehend. From where
does this anger spring? The answer does not lie in Gifts or
magic, but in an ancient and powerful force that all Garou
are born with. They know of it as Rage, and to them it is
both a blessing and a curse.

While Rage benefits them with rerrifying speed,
unfathomable strength, relentless stamina and an in-




stinctual canniness compared only to that of predatory
animals, it is also extremely self-destructive. Many
werewolves describe it as an inner beast that con-
stantly attempts to force them into giving up any
essence of reason in favor of its savage blood thirst and
uncontrolled violence. Occasionally, this happens,
and once they are lost to Rage, the Garou allow
nothing tostand in their way. In facr, during the recent
eclipse, many Ahroun frenzied and rampaged through
hamlets and villages, leaving a trail of dead behind.

As a trait, Rage measures the amount of primal
fury that scethes in a character and is noted on the
character sheet as two separate lines. The top line
symbolizes the character's permanent rating, while the
lower is the temporary rating. These ratings work
exactly as Willpower and Gnosis; the permanent
rating acts as the dice pool when a Rage roll is
called for.

BeneFits and
Oanceps of
Ragce

Players may use
Rage only during
situations of extreme
stress or when the
Storyteller deems it
appropriate. Players
can spend Rage atany
time during a turn ex-
cept when they want
to gain extra actions.
They must state their
intentions to do so dur-
ing the rurn’s
declaration stage for
thisusageof Rage. The
following are some of
the benefits and
dangersof Rage:

® The Curse: Humans and animals sense the
prcd;lmr hiding wirhin, and they artempt to avoid all
contact with a Garou whose Rage is high. Described
on p. 01.

* Extra Actions: By spending Rage points, a player
grants her character additional actions for use in the
same turn. She may not spend more points in a single
turn than half the character's permanent Rage rating
(rounded up), though. Also, the character’s Dexterity
or Wits rating — whichever is the lowest — determines
the maximum number of extra actions that the charac-
ter can safely take in one turn. If the character is in
frenzy, this limit does not apply. Each additional action
above the limit occurs ata +3 difficulty as the werewolf’s
body (Dexterity) or mind (Wits) struggles to keep up
with the demands he has placed on it. Remember
that spent points are forfeit
even if actions remain un-
used at the end of the turn.
Extra actions are resolved in
the same manner as those
i gained from Celerity (see p. 180
< of Dark Ages: Vampire). Also,
players may not rake mul-
tiple acrions (as described
on p. 116 of Dark
Ages: Vampire)

when using Rage
actions.
® Frun:y:
Occasionally,
Rage overcomes
the Garou and
forces them ro
frenzy. Described
on p. 94.

¢ Losing the

Wolf: Whereas the
mad state of
frenzy mightbe
beneficial in
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battle, losing the wolf is always a horrifying experience.
This occurs when a character’s temporary Rage and
Willpower both reach zero. Until the character regains
one point of Willpower, he is completely unable to regain
Rage. Worse yet, the character immediately changes to
her breed form and remains there until she can regain
Willpower (and therefore Rage). Once the character
regains a Willpower point, Rage replenishes as normal.

¢ Remaining Active: When a character’s health
levels drop below Incapacitated, the player is able tokeep
himactive (or prevent him from dying) by makinga Rage
roll (difficulry 8). Each success on the roll heals one level
of damage; this may only be attempred once per scene.
Nevertheless, the aftereffects are different depending on
whether the damage was bashing, lethal or aggravated.
Garou who are healing bashing damage enter frenzy only
if the player rolled four or more successes on the Rage roll.
Meanwhile, those who are healing lethal or ageravated
damage automatically enter berserk frenzy, in addition to
suffering a Battle Scar because of the strain involved.

* Withstanding Stun: If a character loses more
health levels in one turn than his Stamina rating, he is
immediately stunned and unable to act during the next
turn. By spending a point of Rage, the werewolf ignores
the effect and acts as normal.

* Ignoring Pain: During combat, a player mighr wish
to reduce the amount of dice penalties a character suffers.
By spending a point of Rage, the character can ignore the
dice penalty of one health level of damage. Doing so does
not heal the damage or alleviate pain caused by other
injuries, but itallows the character to take afocused action
before the pain sets in again. This effect lasts one turn.

Camng Race

While Storytellers are free to come up with their
own ways to replenish lost Rage, the following are
some examples:

¢ The Moon: When werewolves lay eyes upon the
moon for the first time in the evening, their tempers
flare for a short time. Under the new moon, a character
gains one point; under rhe half or waxing moon, three
points; while a full moon or eclipse grants four points.
If the current moon phase and the character’s auspice
correlate, however, he regains his entire pool.

¢ Botch: Garou never take failure lightly, and
with Storyteller approval, a character may receive a
Rage point after a botched roll.

e Humiliation: Humiliating and scorning a Garou
or his actions quite often proves painful, or on occa-
sion, fatal. Being proud champions of Gaia, they do
not respond well to such situations, and as rheir tem-
pers rise, so does their Rage. Should a situation be
extremely embarrassing for the character, the Story-
teller may allow the werewolf to regain a Rage point.

*CHAPTER THREE -
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* Confrontation: The muscles rense. The pulse
increases as the heart beats heavier. The sensation of
death or victory fills the mind. The copper smell of
blood permeates the air. This is life on the bartlefield
and a common experience to the Garou. At Storyteller
approval, a characrer may gain a Rage point in tense
situarions right before combat erupts. This reflects any
anticipation or heckling that happens when tempers
start to flare.

® Embrace Pain: The first time a character is
wounded in combat, he regains one point of Rage. This
applies only once per combat, and only if the character
can feel the pain (that is, not in frenzy and not using
the Gift: Resist Pain).

e New Stories: At the beginning of each new story,
playerstoll adie to determine the startingamount of Rage
in their characters’ pools. Players are strongly encouraged
o prm'idc the Storyteller with creative tales about events
occurring between stories in order to c‘xpl;lin the shift in
Rage. Storytellers who wish to increase the speed at
which Rage fluctuates may instigate this roll every day
rather than every story.

“The Cupse

Humans and animals can sometimes sense when
something is amiss; whether they creditasixth sense or
simply a natural talent. When it comes to the Garou,
they often sense the predator hiding within, and as a
result, they attempt to avoid further contact.

For each dot of Rage above a human's Willpower
rating, the character loses one die on Social rolls made
during encounters with that person. (This excludes
supernatural beings including vampires and mages,
but inquisitors do fall vietim to the Curse.) Since the
average person's Willpower ranges from 2 to 4, this is
a serious drawback for the werewolf populace. The
Garou call this “the Curse” as it renders keeping houses
in cities or villages, or marrying non-Kinfolk almost
impossible. The Curse also affects animals, who are
likely to flee or at least grow uncomfortable in the
werewolf’s presence.

As Mother Church searches for enemies to torch,
the Curse is growing into a more serious threar ro the
werewolves. While it does nor reveal rtheir secret, it
makes it easier to spot the Garou and often gets them
accused of all manner of maleficum. Several werewolves
in Italy have already died because of the Curse, and the
turure looks even grimmer.

Cnosts

As beings partly made of ephemera, the Garou are
able ro interact with the spirits and the spirir world
thar surrounds them. Many believe that Gaia gave




them Gnosis when she gifted them with Rage so that
they would never forget their true origin.

In addition to fueling their Gifts, Gnosis allows
the Garou to step into the spirit world. A werewolf
without — or with minor amounts of — Gnosis finds
interacting with the spirit world difficult. Meanwhile,
those who are deeply in touch with their spirit halves
often find it difficult to sort out which side of the
Gauntlet rht‘y are on as the worlds continually blur.

Asa trait, Gnosis measures the characrer's tie with
his spiritual side and is noted on the character sheet as
two separate lines. Like Willpower and Rage, the top
line indicates the character’s permanent rating and
dice pool, while the bottom line is marked off as the
player spends Gnosis.

BeneFits and

Oanceps of Cnosis

Gnosisimposessome restrictions, though notasmany or
as severe as Rage, and it makes it possible for Garou to deal
with spirits and the spirit world in various ways.

* Rage and Gnosis: The medirarive thought
required to channel Gnosis is so antitherical ro the
overwhelming passion of Rage that the two cannor be
called upon together. Therefore, players cannot spend
orroll Rage and Gnosis in the same turn. This includes
rolls to step sideways (meaning a werewolf can’t step
sideways as a Rage action). The only exception is
certain Gifts that require the expenditure of both. In
such cases, the teacher spirit has taught its pupil how
to channel the powers simultaneously.

¢ Carrying Silver: Carrying silver objects has a
negative effect on the werewolves’ ability to interact
with their spiritual halves. Each object reduces the
character’s Gnosis pool by one. Nevertheless, cerrain
potent objects might decrease the rating even further.
Carrying too much silver can cause all members of the
pack to suffer a decrease of their Gnosis. Fortunately,
the effect is only temporary, and it ceases after a day
once they discard the silver. See p. 92 for more infor-
mation on silver.

» Using Gifts: Many Gifts require the expendi-
ture of Gnosis or a Gnosis roll. For more information
on Gifts, see Chapter Four.

* Fetishes: The Garou uses Gnosis to attune or
activate fetishes. See p. 84 for more information of fetishes.

* Stepping Sideways: Entering the Umbra re-
quires a Gnosis roll.

Recamineg Cnosis

As with Rage, there are several ways to re-
gain Gnosis.
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® Meditation: Although they are warriors first
and foremost, werewolves must sometimes withdraw
from both bloodshed and packmates to contemplate
and explore their inner selves and their connection to
the Sacred Mother. Through meditation, a character
can sometimes regain Gnosis. The character must
spend at least one hour in one place intensely focusing
on his spiritual essence. The player must declare how
long the character meditates before rolling Wits +
Enigmas (difficulty 8). Each success on the roll equals
one point of regained Gnosis. It is possible to regain
only one point per hour, however, regardless of the
number of successes. This special form of meditation is
possible only once per day, and for each subsequent
attempt during the same week, the difficulty increases
by one (to a maximum of 10).

* Sacred Hunt: The Sacred Hunt is an important
rite that is frequently performed at Garou moots for the
good of the pt‘uplt and the caern. By summoning an
Engling and hunting it down to slay it, the Garou
sharpen their minds and senses. Once it has been slain,
the participants give thanks to the spirit for the gift of
its life force. Everyone who participates in the hunt
replenishes his entire Gnosis pool.

¢ Bargaining with Spirits: Occasionally, the
Garou encounters a spirit who they can attempr to
bargain with for minor amounts of Gnosis. While
some kind spirits grant their request without asking
for anything in return, most ask the Garou to perform
an errand or task in their service as exchange for a
piece of their life force.

® Between Stories: During downtime, the players
can make a Charisma + Enigmas roll (difficulty 7). Each
success on the roll replenishes one point of Gnosis.
Generous Storytellers may simply allow all characters to
begin each story with their full Gnosis pool.

Stepping S DEWAY'S

Although the Gauntlet cuts humanity off from
the spirit world, the Garou are able to penetrate it
because of their half-spirit nature. Stepping sideways is
as natural to them as walking. All have the abiliry and
become aware of it shortly after the First Change
passes. Inside, they feel the calling of the Umbra (the
natural home of spirits), and hidden in their minds is
the secret ro ger there.

While it is difficult to explain, a Garou might
simply state: “Stop for a moment. Don't step backward
orforward, or even up or down. Instead, close your eyes
and feel the surroundings with your soul. Once you do,
take a step.”

The Gauntlet’s strength depends on where the
Garou attempts to step sideways, and it determines the
difficulty to step sideways. Weaver-spirits constantly




\_ \\\ '.\\_ .I\'x.

work ro strengthen it, and in areas of extreme Weaver
influence, the basic difficulty can rise as high as 8.
Should the roll succeed, the character emerges in the
Umbra (see the Shift Time rable). Failure means that
the wall between worlds was too thick for the Garou to
penetrate, If the character attempts to step sideways at
the same location again, the difficulty increases by one
(maximum 10) as Weaver-spirits begin to reinforce
the Gauntlet. On a botch, the Pattern Web traps the
character in the midst of spirit storms and other
chaotic energies. After a few hours, or sometimes days,
the werewolf returns to another location than where
he attempted to breach the Gauntler, with no memory
of any evenrs rhat rranspired.

Reflective surfaces, such as mirrors, ponds or metal
shields, work to ease the transition (-1 difficulty to the
roll) and protect the character by allowing him to step
sideways without the spirits discovering the breach in the
Pattern Web. A botch renders the reflective surface
useless (mirrors shatter, ponds become murky, and shields
rust) before the actual breach occurs, instead of allowing
the Pattern Web to trap the character.

In case of packs stepping sideways, the group can
choose a single “opener of the way” to allow everyone
to enter the Umbra. Usually this individual is the one
with the highest Gnosis. The player rolls only once,
and the roll applies to the entire pack. Only members
of the pack can enter the Umbra this way. Allies or
friends who are traveling with them must make their
own way into the spirit world.

Instead of stepping entirely into the Umbra, Garou
can also “peek” into the spirit worlds, or into the
Realm from the Umbra. Doing so involves the same
roll as stepping sideways, save that only one success is

required to peek, and there is no time lapse. While a
werewolf is viewing one side of the Gauntlet, however,
she has no perception of the side she is currently on.
Therefore, peeking is best accomplished when one’s
packmates are about to act as guards.

Bartle Seags

While werewolves heal most forms of damage
without any ill effects, some injuries — especially
[h“h{_’ Cklll.\t't] l“[,' U'(ht:l‘ (._‘iilf(".l dare severe L'I]lll]}ll] Lo
Causc l'dhtil‘lg k]kl[llilg\.‘. 5[1(.‘[1 \\-“Ull]‘ld.\' Uﬂ't‘n QCCUr “'hl_’n
th' \\"Cr{:\\"(]lfCl]i]ll[1L‘ih Ill\ Ri‘l}_{\: to remain active ;if:t(:I'
a potentially fatal wound or in cases of suffering par-
ticularly brutal and localized attacks. Once the healing

process }'\L‘}_{il‘l.‘\, tll&_‘ \\’ﬂlll’lti IWL‘CU[I].L'S more thl'll'l a Imere
mark on flesh — it becomes a Bartle Scar.

A Battle Scar ranges from something as severe as a
brain damage to the loss of a limb or minor cosmetic
damage. While it might seem a disadvantage, Garou
society rewards those who suffer Battle Scars in service
of Gaia. It is a sign of honor and dedication, as well as a
cause for respect. A character gaining a Bartle Scar
receives Renown in the form of temporary Glory. Heal-
il'l,‘_f d P’HT‘L—IL' SC‘:”, hL“\'L"\'L‘l’. CAauses rh\? ll)-\'.\ L}{. one
temporary Glory point.

While alist of all possible Bartle Scars is too extensive
to print, some examples follow. Storytellers and players
are 5“’{‘]‘1}_{1}' CI'[L\Ulﬂrl'i}_:t‘kl o i'ﬂ\'t‘ﬂr th‘lr OwWI B:lt[lL‘ SC'&“‘H.
When assigning Renown awards, keep in mind that
visible scars tend to carry larger awards. Also, make sure
that the Battle Scar suits the damage suffered. For ex-
ample, the savaging of a limb is not the cause of severe
brain damage, but it might constitute an Extreme Scar.

SHIFTTIME ;

Successes _ Shift Time ;
0 Failure: Each further attempt in same location increases the difficulty by one.
1 Slow: It takes five minutes to reach the other side.
2 _ Normal: The shifting accurs in 30 seconds. 5
3+ Fast: The shift into Umbra, or into the Realm, is instant.

GAUNTLET DIFFICULTY °
Area . Gauntlet
Major Cities 8
Most cities and towns 3 6
Villages, hamlets, farmed lands 5
Wilderness | -~
Active caerns : 3
Powerful caerns 2 3

Legendary caerns
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no roll necessary




Battle Scar penalties are cumulative, so when an
archer character lacks one eye and three fingers, it is
definitely time to reconsider his occupation.

Common Seaps: 1 Clopy

® Superficial Scars: Massive, ugly scar tissues that
cause hairless areas in every form taken mar the char-
acter. Superficial Scars have no other game effect than
reducing Appearance in certain situations.

* Collapsed Lung: One of the character’s lungs
was punctured during bartle, making it more difficult
to breathe and exert himself. The character loses one
die of Stamina on any rolls involving exertion and an
additional die after five turns. Also, because of the
decreased lung capacity, the character can only hold
his breath for half the normal duration.

® Broken Jaw: During combat, something broke
the characrer’s jaw, and it is now out of alignment with
the tongue. Add two to any difficulties involving
verbal communication with human speech and one to
bitearrack difficulries. The character’s speech isslurred,
and the player should roleplay it accordingly.

Severe Scags: 2 Glopy

® Missing Eve: The character lost an eye during
combat. All difficulries on depth-perception rolls or
when firing a missile weapon are ar +3. All other
perception rolls based on sight are ar +2 difficulry.

* Missing Fingers: One of the character’s
hands is now missing at least three fingers. All
Dexterity rolls involving that hand suffer a +3
difficulty, and claw damage from that hand is
halved (rounded down).

® Brain Damage: Severe damage to the head or
lack of oxygen caused the character to suffer minor
brain damage. The werewolf loses one dot from a
Mental Attribute (Storyteller'’s choice). Also, the
player must roll one die and subtract the result from
Gnosis, Willpnwcr or Knowledges, divided as the she

sees fit. Most likely, the character has no memory of

the incident that caused the injury.

Exrpeme Scaps: 3 Glopy

¢ Maimed Limb: One of the character’s limbs has
been rendered useless, causing the werewolf’s speed in
all forms (in case of a leg) to be halved. If an arm is lost,
the character moves at three-quarters of the original
speed in Hispo and Lupus forms.

® Extensive Scarring: Where rthe characrer’s skin
once was, there is only massive scar tissues. Whether
he was skinned alive or burnt by Wyrm roxins, the
character continuously suffers. Reduce the character’s
Appearance to zero. Also, the character is in constant
pain. The difficulty on Rage rolls is permanently
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reduced by one, and the difficulty on any extended roll
increases by one (the character can't focus well).

TFrenzy

No matter how much discipline a werewolf ex-
erts over himself, he always risks letting Rage
overcome him. When this occurs, the werewolf en-
rers f-l’L‘n:y —f ]l]ilLlI]L‘H\ r]mt EXISLS iI‘l WO i]lfﬂ.‘rt‘ﬂl
forms: berserk frenzy and fox frenzy. When a player
scores four or more successes on a Rage roll, the
character immediately frenzies. What frenzy form he
enters depends on the circumstances and what trig-
gers it. For example, berserk frenzy is most common
during combat, but if the pack is fighting some truly

horrific monster, a young or inexperienced werewolf

may well fly into fox frenzy.

Garou with permanent Rage ratings lower
than four can frenzy if exposed to highly emo-
tional and personal circumstances that boost their
temporary Rage ratings above the permanent.
(For example: A Fenrir who witnesses the defiling
of an honored packmate.) A player may spend
Willpower to avoid frenzy, but doing so forfeits
dany fll]'rhi._'r actions rh‘.lr turn.

Once in frenzy, characters may not use special
maneuvers and pack racrics. Nor can they use Gifts,
activate fetishes or step sideways, and their artacks
only go as far as ro bite or claw. While frenzied
characrers may not take multiple actions, players can
spend Rage points to gain extra actions. Garou in
frenzy suffer no pain from injuries, so they ignore all
dice penalties caused by the loss of health levels.

In order to leave frenzy, the situation triggering it
must be over. The player may attempra Willpower roll
where the difficulty is equal to the characrer’s perma-
nent Rage rating (the automaric success rule described
onp. 115 of Dark Ages: Vampire applies). On a failed
roll, the player can rry again on rhe nexr rurn.

Bepsepk Frenzy

When a berserk frenzy occurs, the Garou sees
everything in red, with movement as blurred images
and shapes. He yearns to reduce the shapes to mauled
carcasses, and in response to this, the werewolf imme-
diately shifts form into either Crinos or Hispo (player's
choice) and attacks.

A Garou whose permanent Gnosis equals or ex-
ceeds his permanent Rage is able to avoid atracking
packmates, but no one else is safe. On the other hand,
if his permanent Rage exceeds his permanent Gnosis,
the werewolf attacks everything that moves; including
members of his pack. In addition, such Garou cannot
remember what happens during frenzy, and they often
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collapse once it ends. Entering berserk frenzy some-

times causes a loss of Glory Renown.

TFox Frenzy

Fox frenzy occurs when a Garou enters frenzy in the
face of something truly terrifying. It causes him to instinc-
tively flee and fiercely attack anyone who is hindering his
escape route. Toaccomplish this, the character automati-
cally shifts into Lupus form and sets off in any direcrion to
safety. Once he reaches his desired shelter, the frenzy
slowly dissipates. Entering fox frenzy almost always results
in a loss of Wisdom Renown.

“The “ThralloF the \’\’T]zm

The Thrall of the Wyrm is a severe and uncom-
mon frenzy that occurs only when a Garou has reached
too deeply into his own Rage, which leaves him open
f. This

happens when the player rolls six or more successes

for the destructive influence of the Wyrm itsel

on a Rage roll. Willpower cannor be spent ro prevent
such frenzies. While the frenzy appears to be a berserk
frenzy, it has some horrifying aspects (determined by
the character’s breed). In fact, the committed acts are
often so frighrening rthat some Garou end their lives
once they regain self-control. In any event, a charac-
ter in the Thrall of the Wyrm is certain

to lose Wisdom and

possibly Honor Re- ' .

nown.

e Homid:
Homid Garou in
the Thrall of the
Wyrm commit
savage acts

LY
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of cannibalism. When a Garou kills or incapacitates
an opponent, the player must roll Wits (difficulty
7). On a botch, the character must feast on the flesh
and blood of the fallen.

e Metis: Meris in the Thrall of the Wyrm often
commit horrific and perverse acts of lust on their fallen

opponents. When the Garou kills or incapacitates an
opponent, the player must roll Wits (difficulty 7). On
a botch, the character must remain and slake her lusts
on the corpse (or helpless opponent).

® Lupus: A lupus Garou in the Thrall of the
Wyrm is extremely violent and must
enemies until only pieces remain scattered across
the area. When the Garou kills or incapacitates an
opponent, the player must roll Wirts (difficulty 7).
On a botch, the character must continue to attack
the opponent until it is torn from limb to limb.

“The Oeliprum

The Garou spent thousands of years culling hu-
man -*UTT'L'I"L‘HT.‘\‘ H]]\i T}“_‘ hllITl'dn.\ never KIU.”L' IU?\I ThL‘
memaories Uf ['hL' ?':Ill\'i.fl'ill}_’_ monsters rlm'r ill"]“(.’ill"..‘d in
the dead of night to steal their families and friends.
Since the humans could do precious little to fight

savage his
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back, however (other than ally with darker forces),
their fragile minds cloud the truth. The Garou refer to
this self-imposed mental clouding as the Delirium.

Humans suffer the effects of the Delirium upon
witnessing a Garou in Crinos form. Although a human’s
Willpower determines the detailed effect of the Delirium,
most flee in panic or collapse. Needless to say, there are
individuals who are able to recollect the event, but the
majority of them are affected by the Delirium in such a
way that they rationalize the encounter to fit with their
beliefs. Unfortunately, some humans with weak hearts
die as a result of shock, causing stories about murderous
wolves and devil-spawn.

Renown

Like humans and wolves, Garou place a great deal
of weight on relative status when interacting with one
another. Renown is Dark Ages: Werewolf's way of
n].L":‘f."‘Urin.g d (3':1“)“’5 status “‘irhin ti“.f grearter ‘\'UCiL‘r\_"
of werewolves. The higher a character’s Renown is,
the more respect and deference he receives from other
Garou. Those of low Renown — cubs and starting
characters — are expected ro be polite and deferential
to their elders, lest they risk further loss of Renown.

Renown is measured along three types, and each type
is measured along two scales (just as Willpower, Gnosis
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and Rage are): Permanent Renown, and a Renown pool
for each type. A character’s Renown pool value can
exceed his Permanent Renown. The Renown pool can
vary widely, even over the course of a single story, while
Permanent Renown improvesslowly. When acharacrer’s
Permanent Renown reaches certain values, he may im-
prove in rank.

Remember thar Renown is not merely a measure of
experience pointsare
a better measure of those. Renown is a measure of the

the characrer’s deeds and success

deeds and success that the character's sept and Garou
society at large knows about. While a large part of this is
based on self-reporting (telling tales of one’s own or one's
pack’s exploits), spirits of all types watch over the Garou
and spread tales of their own. Therefore, lying to gain
Renown almost always backfires, causing the deceptive
werewolf to lose Honor Renown as well asnot gaining any
of the type he desired. (Of course, a little embellishment
doesn't normally arouse the spirits’ ire.)

“Trpes of Renown

There are three types of Renown: Glory, most
often earned in barttle; Honor, most often earned in
matters of status and responsibility; and Wisdom,
most often earned when dealing with ancient lore
and the supernatural.
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DELRIUM
Willpower % of Population Forget the Encounter?  Reaction _
1 13% Yes Catatonic Fear: The human collapses or faints upon
: seeing the Garou. -+ * -
2 18% - Yes Panic: The terrified human attempts to flee as far away as~
- possible.
3 L% Yes Disbelief: The human is unable to accept the situation,
- believing what he sees tobe peulhar visions or hallucina-
tions:
4 14% Yes Berserk: Frightened and enraged by what he sees, the

human attacks the monster with anything at hand as a
purely instincrive response. !

5 *11% ¢ Yes : - Terror: The human attempts to escape the monster, just
as with panic. He has enough self-control, however, to
attempt to hide more safely (locking doors and barring,

: windows).
G 10% No, bur will rationalize -  Conciliatory: The human grovels and pleads for mercy;
- promising to do anything to avoid being hurt.
7 8% - No, but will rationalize ~ Controlled Fear: Diplomat, warrior or peasant — the

occupation does not mattét. While he is extremely
frightened, the human remains in constant control over
all actions.
o, 6% No, but will rationalize - Curiosity: M()therChuthhsruucarcﬁﬂlyrothesepeoplo
. 2 as they seem to recount much of whart transpired. What
p " they cannot- remember they attempt to find out in
whatever way possible. Many of them are scholars,
werewolf-hunters or even inquisitors. S
9 2.5% No . . Bloodlust: To this human; the tales of the savage
' werewolves are more than mere stories. In the farthest
reaches of his mind, he recalls the depredations of the
; . Garou. His soul is at once filled with fear, but even more
so with anget and the lust for revenge.
10 5% No - No reaction: The human is not even slightly afraid or
. bothered by the Garou’s presence. While Kinfolk are
- immune to the Delirium, not even they are this un-
touched by the encounter.

-

(;LOF'T h‘;’l.\"tt‘\ emerge victorious. Garou v.‘l_"mcnrcr into muddled
e, political struggles where the goal is unclear do not earn
?;_l;w?';(jrcj&' Glory, nor do those who bait other Garou into battle.
] ;M e VB ”:“” Garou who fail in their battle lose Glory, but those who

I :IltIH :t ;L E:T::({\j » die gloriously in victory may earn Glory Renown post-

I shall protect the weak ]1|1IT1UUHI\" as the tale of their last battle becomes known.

[ st

shall slay the Wyrm

&

bONO‘F

Honor Creed
[ shall be respectful
[ shall be loyal
shuff be just
shall live by my word
\hu” iccept u“ﬁm challenges

k.:lms Renown comes to those who face the en-
emies of Gaia bravely and bring them defeat. Garouwho
perform well in grand tasks and noble quests also eam
Glory. A Garouwho wishes to be known as glorious does
not surrender, no matter the odds, and he always finds
a way to win. Glory Renown does not depend on the
Garou winning the fight honorably or cleverly; he only

“CHAPTER THREE » 1 A #1
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Honor is a more complex form of Renown than
Glory. Honor Renown comes to those who uphold the
Litany and the laws of Gaia and the Garou even when
it is inconvenient or dangerous to do so. A Garou who
wishes to be known as honorable is honest, respectful
and ethical.

While the Garou who wishes to be known as
glorious might boast of his prowess in bartle, and one

who wishes to earn Wisdom Renown might share of

his knowledge in order to make himself seem more
learned and wise, honor is evident through action and
decision. Honor Renown might well be lost from
boasting about one’s honor. Garou can also lose Honor
Renown in the throes of frenzy. It is dishonorable to
frenzy in the first place, and the vile actions sometimes
taken by those Garou in the Thrall of the Wyrm can
result in even further loss of Honor.

Wisoom
Wisdom Creed

[ shall be calm

[ shall be prudent

[ shall be merciful

[ shall think before I act

[ shall listen before I think

Wisdom Renown comes to those Garou who
think carefully, value learning for its own sake and
pass along that which they have learned. Garou
often defer to those with high Wisdom Renown
during moots and other great rituals, though Wis-
Llﬂlﬂ RL’[]U\VH '\_IUL'?\ not ill\-\'}lyﬁ' P'(l.‘;.‘i 11101\;{ km)\\-‘lcdgc
of rites and spiritualism.,

Wisdom does not only represent learning. It
represents the careful thought to know when a par-
ticular action is suitable. Wise Garou rarely have
high scores in Glory Renown, since the quick deci-
sions and action that bring high Glory are not
compatible with the care and consideration that are
hallmarks of Wisdom Renown.

C;mwmg 2AND
Losing Renown

A character who has just completed his Rite of

Passage begins at Rank 1 with three dots in Permanent
Renown. The precise type of Renown each of these dots
represents is based on the character’s auspice (see Charac-
ter Creation, p. 80). If the Storyreller wishes ro run a pack
of cubs before the Rite of Passage, the cubs should norhave
this starting Renown.

After this point, however, Renown fluctuates dras-
tically. The sections that follow should give the players
and Storyteller some idea of how to handle Renown in
a chronicle.
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Renown Awapds

Characters gain and lose Renown for actions of all
kinds. Renown awards represent the fame (and in-
famy) that a character gains among the wider Garou
culture. Like wolves and humans, Garou are social
creatures. They use Renown to improve their place in
that society. Even the most isolated of Garou — say, a
bitter Silent Strider loner — depends on his Renown
to find his role in Garou society when he must. Spirits,
too, notice a character’s Renown, keeping Gifts from
those who are not yet ready to learn them.

Renown does not merely represent the character's
experience, so Renown cannot be purchased with
experience points. Renown represents the character’s
standing within werewolf society; it is the collected
tales of the character’s deeds and misdeeds. No Re-
nown is earned (or lost) if no one hears what went on,
either from spirits or other Garou. Garou society is so
relentlessly social, though, that often the retelling of a
story to just one werewolf will result in the tale’s spread
throughout a local sept. Garou who wish to keep their
deeds under wraps must be careful. There is relatively
little shame in boasting, though, especially of acts that
would earn Glory Renown.

Renown cannot be swapped from one category to
another — a deed that earns two points of Wisdom
Renown cannot be cashed in or converted to provide
Honor Renown in any quantity, for instance. Certain
activities can earn Renown in more than one cat-
egory at once, however. Teaching the Litany in all its
details to a young metis cub might earn a point of
Honor and a point of Wisdom Renown both. Some
activities can cost Renown, as well, and some deeds
might earn one sort of Renown while costing a loss in
another kind of Renown. For instance, a character
might abandon a helpless litter of wolf cubs to engage
a Wyrm creature in combat. If he defeats it, he might
gain one Glory but lose two Honor (and if he loses the
battle, he could lose Renown in both caregories).
Deeds that result in the loss of seven or maore points
of Renown in any category are punished as crimes and
are far more serious than the mere loss of Renown
would imply.

In game play, the Storyteller should keep track of
the noteworthy deeds that a character performs over
the course of a session, calculate Renown awarded or
lost for each of them, then ler the player know the
character’s total award in each caregory ar the same
time rthat he awards experience for the session. The
Storyreller might wish to hold off on these until an
appropriate time in game — perhaps the Rite of
Accomplishment or at a moot, when the pack’s deeds
might be shared with the whole sept.

There are other schemes for awarding Renown,
too. The Storyteller might personally track the




SAMPLE RENOWN AWARDS

(GLORY

Award
Proving one’s bravery in a routine situation; 1
participating in a just challenge

Sample Behavior

-~

Surviving an incapacitating wound
in a battle that your pack won
Defeating an average threat; 3
surviving a hostile Umbral realm
Defearing a strong threart; 5
dying while defending a caern (pesthumously)
Defearing a very powerful threat; i
sacrificing oheself to save a caem and its defenders
Refusing asept position;

entering a fox frenzy

Not preventing a ‘caern from

being overrun by the Wyrm

Conscious cowardice that results

in the death of another Garou

HoNOR

Sample Behavior Award
Helping guard a caern; performing 1
regular duties and chores for the sept for a month
Performing a moot m‘yuniahmeni rite; "2
-participating in a just challenge;

protecting a helpless human

Mediating a serious dispute fairly ahd impartially; 3

protecting the Veil by covering up incidents

that might reveal the existence of the b

Garou to humans

Being truthful in the face of extreme adversity; 5

dying while defending a caem (posthumous);

protecting a helpless wolf

Enduring torture to protect fellow Garou; 7

sacrificing oneself to save a caern and its defenders

character’s misdeeds only, and allow the players to
track their character's Renown-worthy actions dur-
ing a session, and go over each characrer’s acrivities
during session wrap-up, awarding points coopera-
tively. Or the Storyteller might keep the character’s
Renown a secret from the player, only letting the
player know when the characrer is eligible for a new
rank. This is arguably the most realistic — charac-
ters might have a vague idea of their standing in
society, but they surely don't know that they're, say,
3/10 of the way to having enough Honor Renown to
reach Rank 2.
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Speaking without permission at a moot; -1
not protecting a helpless human; speaking ill

of an allied tribe (depending on circumstances)
Refusing any sept position; -2
tailing ro perform regular duries and
chores for the caern in the last month;
failing to protect a helpless wolf
Participating in an unjust-challenge;
abandoning one’s post while on watch
Harming/ rending the Veil;

not' protecting a helpless Garou

Wispbom
Award

Sample Behavior
Learning a new rite; Crcuring a talen; 1
healing a fellow Garou (not of one’s pack) unselfishly
Giving good advice; discovering a fetish 2
after following mystic signs and advice;
summoning an Incarna.avatar
Revealing, with certain proof, that an
area or object is Wyrm-tainted;

g

htd

completing a spirit quest successfully;

besting someone (including a spirit)

in a riddle contest

Giving a prophetic warning that 5
later comes true; ending a major threat
without serious harm to.any Garou
Discovering an ancient caern that FHER
had been lost; discovering or creating a new Gift
Refusing any sept position;

suffering & frenzy; missing a sept moot
Having poor relations with nearby Kinfolk;
artackinga much more powerful force withour aid
Breaking a powerful and necessary -5
fetish accidentally

The chart above has a list of suggested Renown
awards (and penalties), but it is by no means comprehen-
sive. The Storyreller must mirigate Renown awards and
penalties, hopefully with some help from the players.

Permanent Renown

Once the character has earned 10 temporary points
of Renown in one category, he must persuade another
Garou of equal or higher rank who is not a member of his
pack to perform the Rire of Accomplishment for her (p.
152). That rite trumpets the character’s successes for the
sept and spirits to hear. If the rite is successful, the Garou




loses all 10 temporary Renown, exchanging it for one
point of permanent Renown in the same category.

If no Garou are available to perform the Rite of
Accomplishment bur the character has the requi-
site 10 points of temporary Renown in one category,
the werewolf may instead challenge a Garou of
higher rank than he whom he knows to have at least
the same level of permanent Renown as thar to
which the young Garou wishes to rise. Again, that
Garou cannot be a member of the character’s own
pack. If the young Garou is victorious, he exchanges
10 points of temporary Renown for one point of
permanent Renown in that category.

Certain truly earth-shaking activities might also
make the Garou eligible to convert 10 temporary
Renown into one permanent Renown withour either
arite orachallenge, but those events should be few and
far between, and performed with plenty of Garou
witnesses such that none can gainsay the deed. Such
an event allows the gain of permanent Renown only at
the Storyteller’s discretion.

Loss oF Renown

Not every activity that a Garou undertakes leads
to a gain of Renown. Dishonorable acts lead to a loss
of temporary Honor, cowardly acrs lead ro a loss of
temporary Glory, and foolish acts lead to a loss of
temporary Wisdom. The loss of Renown is not a
terrible thing in and of itself. It happens to most
Garou regularly, and temporary Renown in all three
categories does go up and down over the course of a
given story. Additionally, some actions might lead
to a gain in one Renown category and a loss in
another. For instance, a Garou might attack an
unknown Wyrm creature without preparation, tak-
ing a terrible beating but eventually winning the
tight. This could well lead to a loss of Wisdom
Renown and a gain in Glory.

If a character does not have sufficient tempo-
rary Renown to pay for a loss of temporary Renown
in a category, he has no choice but to “cash in” one
point of permanent Renown in that category in
return for 10 temporary Renown in that category.
This turn of events is particularly disgraceful, and
Garou who know they are low on temporary Re-
nown in a given category must be especially careful.
The Storyteller should be reasonable, however. If a
character has just cashed in 10 points of temporary
Wisdom and received a permanent dot, entering a
Berserk frenzy isn't going to cost the werewolf that
dot. (It happens to everyone occasionally, after all.)
Garou with no permanent or temporary Renown in
the category are excused from further loss, as they
are assumed to have no concepr of the appropriate
type of Renown at all.

(£ ¢
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A Garou who loses permanent Renown in this
fashion and no longer qualifies for his current rank will
lose that rank and its attendant benefits. The charac-
ter retains any Gifts he knows, but he cannot learn new
ones of his old rank until he re-attains it. The character
does have to re-challenge when his Renown increases
sufficiently to allow him to rise in rank once again.

Rank

Before they undergo their Rite of Passage, Garou
have no Renown or Rank. If they succeed at their Rite of
Passage (and survive!) they become cliaths. The majoriry
of werewolves are Rank 1. Assume rhar in any given sepr,
there are half as many Garou of Rank 2 as there are Rank
1 Garou, half as many Rank 3 as Rank 2, and so on. This
isjust a rule of thumb, of course, and even small caermns are
likely to have at least a couple of athro and elder Garou.
The number of cubs varies widely and does not fit into this
rule of thumb.

Rank comes with benefits:

¢ Rights and Responsibilities: The Litany tells
Garou how they must behave when dealing with others
of different rank. Those of high rank receive deference
and obedience from their lessers, but at the same time,
they owe lower-ranked Garou responsible leadership and
protection. A Garou who increases in rank over her
packmares might find herself in a strange position as they
unconsciously defer to her even though they might not
have just a short time before.

e Challenges: An honorable Garou accepts all
lawful challenges. By tradition and based on the Litany,
only challenges between Garou within one rank of one
another are legal. An adren will not challenge a cliath
nor accept a challenge from him; such a thing is
beneath her. But if that cliath character has a legiti-
mate beef with the higher-ranked Garou, he can
challenge her as soon as he reaches the rank of fostern.
This is intended ro prevenr hotheaded youngsters
from wasting the elders’ time with frivolous chal-
lenges, bur some werewolves nurse grudges for monrhs
oryears, waiting until they are in a position to confront
their enemies.

¢ Gifts: A werewolf generally cannot learn Gifts
of a level higher than his rank. The spirits that teach
the Gifts recognize a Garou’s rank and are sworn not to
provide such secret knowledge to Garou who are not
prepared for it. When a Garou does reach the next
highest rank, however, he becomes eligible to learn
Gifts of that rank.

e Self-Control: Garou of high rank, even those with
relatively low levels of Honor Renown or Willpower,
have learned to control the feral impulses that lead them
to frenzy. Starting at Rank 3, it becomes more difficult for
a Garou to frenzy, per the following table.
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Rank Frenzy Bonus
0-2 -
3 +1 to frenzy difticulry
4 +2 to frenzy difficulry
5 +2 to frenzy difficulty, 5+ successes needed to

frenzy

Joproving Rank

Inorder to advance in rank, a Garou must accumulate
sufficient Renown in each of the three categories to do so.
The amount needed in each category depends on the
character’s auspice; a Theurge needs more Wisdom Re-
nown than an Ahroun, for instance, who in turn needs
plenty of Glory. See the accompanying chart for derails.

Merely having enough Renown does not auto-
matically bring the character up to the next highest
rank. The Garou must find a werewolf of the desired
rank and challenge him. This benefactor, in turn,
may choose the form of the challenge, and it can take
nearly any form the benefactor desires. The chal-
lenge might be a particularly easy one for a challenger
that the benefactor favors, or it might be impossibly
difficult for a challenger that the elder finds unwor-
thy. Great legends are told of Garou who succeeded
in rank challenges rhat were deliberately chosen to
be impossible. A rank challenge does not have to be
made against a Garou of the same auspice as the
petitioner (although it is customary). Some sample
challenges follow:

® Defeat the challenged werewolf in a fistfight in
Homid form

e Find a hidden ferish wirhin 24 hours

® Defeat the benefactor in a battle using only
blacksmith's hammers

® Face brutal torment without uttering a sound

® Climb a mountain, returning with a stone from
the summit within 12 hours

* Compose a hymn to Gaia's majesty, on the spot,
of sufficient quality to impress all bystanders

® Bring the corpse of a powerful Wyrm creature to
the elder within one month

* Invest a new fetish with an ability never before
seen by any Garou of the sept

* The Garou must settle a dispute between two of
the sept’s packs

® Bring 10 pounds of gold in chiminage to the
caern within one day without breaking any hu-
man laws

Comeat

Generally, Dark Ages: Werewolf uses the same
combar system found in Dark Ages: Vampire. Initiative,

RankAND RENOWN
AHROUN
Rank Glory Honor Wisdom
1.(Cliath) 2 1 Q

2 (Fostern) '« 4
3 (Adren) 6
4 (Athto) 9

O W W =
- o= O

5 (Elder) 10
(GALLIARD

Rank Glory Honor Wisdom

IGheth) ~ 2s. D 1
2 (Fostern) 4 0 2

3 (Adren) 4 2 4

4 (Athro) {y 2 6

5 (Elder) 9 5 9
PHILODOX '

Rank Glory Honor Wisdom

1 (Cliath) 0 3 0

2 (Fostern) 1 = 1

3 (Adren) 2 6 2

4 (Athro) i 3 8 4

5 (Elder) 4 10 ‘9

, THEURGE

Rank Glory Honor Wisdom

1 (Cliath) L HATERTe 3

2 (Fostern) 1 0 5

3 (Adren) 2 1 7

4 (Athro) 4 741 9

5 (Elder) 4 9 10
RAaGABASH

Rank = . ' Total Permanent Renown*

I{Chadi) % 3 ¢

2 (Fostern) 4 )

3 (Adren) 12 :

4 (Athro) 17

5 (Elder) 24

* A,Ragabash’s Renown may be in any com-
‘bination. '

attack resolution, defense, soak, movement and the
affects of damage remain the same. Garou can use any
of the basic maneuvers listed in Dark Ages: Vampire,
and they can learn any of the special maneuvers
available there as well.
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RENUNCIATION
G ome Garou become dissarisfied with the
(& Jauspice under which they were born, or
commit a terrible crime and receive a pun-

ishment just sort of death: the loss of their
auspice. A werewolf who rejects his ausp
use the Rite of Renunciation (see p. 145) to gi
up his old auspice and take on a new one.
Undergoing thisrite is considered by many Garou
to be a grave insult to Gaia, and it is never done
lightly. The Rite of Renunciation causes the
werewolf to lose all of his Renown save the three
permanent points of a cliath. Accordingly, the
character drops to Rank 1.

The character does not lose Gifts thar he has
already learned, even if they are higher than level
one, but he can never again learn any Gifts that
are exclusive to his old auspice.

Garou never undertake this ritual lightly.
For the unwilling, it comes as a punishment for
heinous crimes, and the willing undergo it be-
cause they wish to sever their relationship with
their old lives.

Thedifferencesberween Garou combat and vampiric
combar are discussed momentarily. Generally speaking,
Garouhandle aggravated damage differently than Cainires
do, their tight pack bonds allows them to use a pack
initiative and pack maneuvers, they can use Rage to
improve their combat abilities, and they have access to
special maneuvers that are specific to being monstrous
engines of destruction.

Oamage ano Gagou

Garou deal with ordinary bashing and lethal dam-
age just as other supernatural beings do: They can soak
it at difficulty 6 in any form. Garou heal bashing and
lethal damage at the astonishing rate of one health
level per turn, however. Lethal d amage is more diffi-
cult to regenerate. If rlu character wants to perform
other actions while healing such damage, the player
must succeed at a Stamina roll (difficulty 8). Failure on
that roll means that the character does not heal while
he undertakes this action.

Garou suffer aggravared damage from the teeth
and claws of other Garou or vampires, some spirits’
attacks, enchanted fetish weapons and silver. Garou
can soak aggravated damage at difficulry 6 in any form
except Homid. Silver, however, is another matter.
Lupus and homid Garou in their breed forms can soak
damage from silver weapons at difficulty 6, and wounds
that are not soaked are considered lethal. Otherwise,
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Garou cannot soak silver damage in any other way
without the assistance of a fetish or Gift, and the
damage is considered aggravated.

Using Race

While Willpower and Gnosis have well-defined uses
outside of combat, Rage is one of the Garou's most potent
tools in a fight. Remember that Rage cannot be spent on
a turn when the Garou spends Gnosis (and vice versa),
with the exception of a few Gifts that require the expen-
diture of both energies atonce. Rage can be used inseveral
ways; see p. 90 for details.

Special (Maneuveps

The maneuvers listed here are learned tacrics
that skilled werewolves pass from one to the next.
Each takes advantage of special characteristics of the
Garou forms. A character that has ar least one dor in
Brawl can begin the game knowing one of the follow-

ing maneuvers. Orhers can be learned from other

Garou given a week’s training rime, or a werewolf

with Brawl 4 or better can figure them out on his own
(which rakes two weeks per maneuver). Players might
wish to create unique maneuvers for their characters,

and that’s perfectly acceptable within the bounds of

the Storyteller’s discretion. Storytellers should be
careful not o allow super-maneuvers (such as ones
that inflict high damage with a low difficulty), though.
The Storyteller may award Renown for creating a
maneuver that is widely adopred.

In the descriptions of the following maneuvers, the
“acrions” entry refers ro the number of actions required ro
complete the maneuver. If a maneuver requires more
than one action, the player must reduce her dice pool as
usual for taking multiple actions (see page 116 of Dark
Ages: Vampire) or simply spend Rage.

® Hamstring: A Garou uses this attack to slow
an opponent down. It is often performed by a
werewolf who is trailing a large enemy that might
escape before the rest of the pack can arrive. With
asuccessful attack, the Garourips tendon and muscle
from the foe's legs, which severely hampers the
opponent’s movement. Humans and other bipeds
can only crawl (and even then only slowly), while
quadrupeds have their movement rates halved. A
second such attack against a quadruped will slow its
movement to nearly nothing.

Damage from this attack is considered aggravated;
the hamstring effect will not fade entirely until the last
wound level caused by it heals.

Usable by: Crinos — Lupus

Roll: Dexterity + Brawl Difficulty: 8

Damage: Strength and Cripple (see above)
Actions: |




e Jaw Lock: The Garou locks his jaws around an
opponent’s neck and drives him to the ground, hoping
to immobilize him. This attack inflicts relatively little
damage to the foe but renders him motionless so that
others can attack it.

The Garou first artempts a slightly more precise
bite maneuver (difficulty 6). If he succeeds, he and the
defender make contested Strength + Arthletics rolls. If
the arracker wins, he inflicts no damage, but the target
is forced to the ground (the Garou lands on top of
him). If the defender wins, he escapes, but suffers
ordinary bite damage from the werewolf.

Once pinned, the target may use an action to
attempt an escape. He rolls Strength + Brawl (diffi-
culty of the attacker’s Brawl + 4) while the arracker
rolls Strength + Brawl (difficulty of the detender’s
Brawl + 2):

e If the attacker wins, the opponent remains
immobilized.

* [f the defender wins, he escapes without harm.

® |n case of a tie, the defender must soak a number
of health levels equal to the number of successes the
attacker rolled. The defender remains immobilized if
the attacker’s Strength is higher, and he escapes if his
Strength is higher.

¢ [fthe defender borches, the arracker may choose
to apply bire damage (Strength + 1 aggravared) as a
reflexive action.

On the attacker’s subsequent actions, he may roll
normal bite damage if the target remains immobilized.

Usable by: Crinos — Lupus

Roll: Dexterity + Brawl Difficulty: 6

]_)umugc: None {n‘cc :llm\'c‘} Actions: |

® Leaping Rake: This complex attack lets the
Garou start out of an opponent’s reach, wound him
and end up outside the opponent’s reach once again.
Typically, the Crinos-form Garou gets a running start,
leaps into the air, slashes at her opponent and lets her
momentum carry her out of reach. This maneuver
leaves a lot of room for error, but it is spectacular (not
to mention effective) when it works.

The player rolls Dexterity + Athletics to deter-
mine how far the character leaps (difficulty 3; see
Jumping on p. 227 of Dark Ages: Vampire). The
character ought to try for enough distance to get out of
her foe’s reach after the attack (six to 10 feet). The
player rolls Dexterity + Brawl for a claw attack midway
through this leap (after the distance has been rolled).
The damage on that attack is as per an ordinary claw
attack, and the character can substitute a punch, kick
or \\'L'il]-‘()n il{fil(k |[" hh&.‘ \\’i-'?*l'lt:f.‘, \\'lr]'l ‘..i}lll'l'.l;_!l.‘ :111L{
difficulty set by the type of attack.

As for errors: If the character does not achieve
enough distance to get out of her opponent’s reach, she
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may still make her ordinary attack so long as she has
enough distance to get within range. If the character
misses on the attack roll, she may still complete her
movement. If either roll botches, the character ends
up on the ground within the opponent’s reach and can
not attack.

Usable by: Glabro — Crinos

Roll: Dexterity + Athletics, Dexterity + Brawl
Difficulty: 8

Damage: Strengrh + | Actions: 2

¢ Taunt: The Garou attempts to draw his oppo-
nent into a reckless attack or distract him from the
fight itself. The taunt may take nearly any form. A
lllpl]‘\' I]ll}_{llt l'U“ Lll‘Ul]Ild on h]\ h'd‘«.'k. Cxpﬂbll\l}_{ hl!ﬂ
underbelly to the foe, while a Garou in Homid form
might hurl insults at the target, the target's mother, the
[211‘;_?,(;[",\‘ ]mcl\' totem and so on.

The player rolls Manipulation + Intimidation (or
Manipulation + Expression, depending on the style of
raunt). For every two successes, the target loses one die
from the dice pool of his next action (unless that
action is a purely defensive one). A pack can join
together, all taunting a foe. If the enemy is brought to
ZETO L“Ct‘.‘, ]'li;f cannot ill’ldL‘]TilkL’ any action U['l’]L’T rh;ln
defending himself. Garou who are successfully taunted
in this fashion risk frenzy.

Usable by: Any form

Roll: Manipulation + Intimidation or Expression
Difficulty: Opponent’s Wits + 4

Damage: None Actions: 1

Pack Tacties

Certain combar maneuvers are best performed by
a pack of Garou. The group of werewolves who try to
perform these maneuvers must know and trust each
other enough that they do not flinch or doubt even as
the others’ claws and teeth flicker mere inches away
from them. Indeed, they must have the spiritual level
of trust that only comes with a mutual connection to
a pack totem spirit.

A pack can know a number of pack maneuvers no
greater than the lowest Gnosis score in the pack.

Packs are encouraged to develop their own tacrics.
They might receive Glory Renown for their successful
use, and Honor or Wisdom Renown for teaching other
packs the maneuvers.

® Fur Gnarl: The Fur Gnarl maneuver is intended
to reduce or eliminate an opponent’s armor, permit-
ting Garou to use their claws and teeth against the
enemy’s flesh without protection in the way. To per-
form it, one character tears at the foe's armor, and his
packmares direct all of their artacks ar the exposed
flesh beneath immediately afterward. This atrack may
be directed at an nrdilmry foe with a thick hide (such
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as another werewolf), a monstrous creature (be it
Wyrm-beast or dragon), or a foe wearing leather or
metal armor.

The first attacker rolls Dexterity + Brawl (diffi-
culty 7) to perform a claw attack and rip the target’s
protection away. For every two damage successes rolled
before soak, the target loses one point of armor protec-
tion in the targeted area. Allies can then attack this
area. Doing so adds two to the difficulty of the attack,
but if the attack succeeds, the rarget must use its
reduced soak instead of its full soak. Characters can
continue to target the affected area until it heals
(which means it either has to be repaired or replaced,
or it heals as if it were lethal damage in the case of
natural armor).

Packmates Required: 2 Performable Alone! Yes

* Harrying: Garou hunt in packs, just as wolves
do. And just as with wolves, it is in the Garou's nature
to run prey to the ground, snapping at it, surprising it,
exhausting and bewildering it until the prey can no
longer escape. This maneuver requires at least four
werewolves in order to surround the target and snap
at it and startle it from all sides. It does not work in
situations where the target can easily see all of rhe
Garou. In such a situation, the rarget is likely ro
simple initiate ordinary combat. It’s the surprise and
confusion that lets this maneuver work. Garou can
perform this activity in any quadrupedal form. Many
tribes use harrying to kidnap cubs from their birth
families, in order to disorient and terrify them into
early obedience.

The Garou surround the target, harassing and
chasing it. One werewolf starts as the “chaser,” with
the others equally spaced our around rhe rarget. The
chaser forces the target into another werewolf’s vicin-
ity, then that werewolf springs up, surprising the target
and driving it in another direction. This continues,
with the new chaser forcing the target into another
werewolf’s space, frightening and exhausting the tar-
get as it tries to flee the pack.

Every time a chaser drives the prey into another
werewolf’s vicinity, the prey loses a point of tempo-
rary Willpower. To successfully drive the prey into
another werewolf, rhe chaser must make a Dexterity
+ Arhlerics roll (difficulty 5). The prey makes the
same roll toresist this effect. If the chaser wins, he can
drive the target into whichever packmare he prefers.
[f the prey wins, he can try to escape. To represent the
escape, the Garou and prey must make the same roll
again (Dexterity + Athletics). The prey’s difficulty is
still 5, but this time, the Garou’s difficulty increases
by the number of net successes that the prey got on
that most recent roll. So, if the prey beats the Garou
by two successes, the escape roll for the prey has a
difficulty of 5 while the Garou's pursuit roll is a 7. If
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the target gets more net successes than the Garou
dl)c.“ on rl]lh 1'(1].1‘ h]]L‘ escapes i]nLI must l‘t‘.’ rriiCkCl]
normally. Otherwise, the Garou is able to drive the
t‘(ll‘gt.‘t I‘Hl‘:k into l'l]Lf rest U[‘- t}lf.‘ ]—‘k'l(_‘k(-

Eventually, the prey loses all Willpower, render-
ing him incapable of running away from the chaser and
rendering him easy pickings for the pack. If at any time
during this process the prey chooses to fight his harass-
€rs, llUTIIlHI (Ullll‘}lr h(‘.‘gi[lh.

Packmates Required: 4 Performable Alone? No

¢ Savage: In this relatively simple maneuver, one
Garou knocksa target to the ground, and his packmates
leap onto the pile, biting and clawing at whatever
extremities I"l'.lp[."t'['l to ]—‘t_' ll\'llllﬁhlL’ fnr .‘illCh freatment.
NU more th.'rirl ﬁ\'L' (}%ll’l)ll cdn ;itrtmpl‘ Thi?; maneuver
at once ;1;_{:'lin.'-‘-r d l]lll!l?]l1‘5i:t‘\l E"Ip]"()nt:]'lt.

The lead Garou artacks the rarger with a ma-
neuver that will bring him to the ground: a body
tackle or a sweep attack. Each successive werewolf
in Lupus or Hispo form leaps onto the rarget’s prone
form and bites at any nearby spot. The attacks have
normal difficulty and inflict normal damage, but the
target’s attempt to stand or escape (if he survives
through the rurn ro his action) requires a Strengrh
+ Athletics roll [difficulty 4 + (1 per Garou in-
volved), maximum of 10].

Packmates Required: 3 Performable Alone? No

Oramatic Systems

Werewolves have natural abilities thar vampires
do not. The most basic and obvious of these is the
ability to change shape, but several others also exist.
This section details several of the natural capabilities
of the Garou.

Long Runnine

Wolf packs can cover remarkable distances with-
out stopping, and werewolf packs can do likewise. To
do so, all Garou involved must assume Lupus form. A
werewolf can jog at 16 miles per hour for a number of
miles equal to the character’s Stamina rating (in Lupus
form, of course). After that, the player must roll
Stamina + Athletics (diﬁiculr\j 4). If the roll fails, the
character suffers one level of lethal damage from
exhaustion and muscle strain. The damage will not
heal until the character stops to rest, and the difficulty
of the roll to keep running increases by one for each
failed roll.

If the player fails two consecutive rolls, she must
spend a point of Rage or Willpower for the character
to keep running. Wolves and werewolves both typi-
cally leave any pack member who falls on a Long Run.
The Litany states, after all, that the Garou should not
suffer their people to tend their sickness.




“Tracking

WI'lilk' \\‘L‘ft‘\\’k)l\'k‘.‘i can use l'hi..' Slll‘\'i\'tll \l\lll to
track prey in the conventional, human manner, they
have better avenues open to them. Any werewolf can
track a rarget by scent in Lupus form. Doing so requires
a Perception + Primal-Urge roll. The ditficulry varies
based on how fresh rhe rrail is. Chasing a bleeding
animal through a meadow would be difficulty 4, while
tracking a vampire whose path crossed a stream would
be difficulty 9.

Facedown

One of the most common challenges berween
Garou is the facedown. Both werewolves stare into
each other’s eyes, each trying to intimidate the
other into looking away. The players must roll
either Charisma + Intimidation or Rage, whichever
is higher. The players must use the highest dice pool;
d CI];][’EICTL’F \\-'irh d I'llgh Rl‘lf_{ﬁ score cannot H]I'llpl‘," use
Charisma + Intimidation in hopes of avoiding frenzy.
In either case, the difficulty of the roll is the
opponent’s Willpower.

The first player to accumulare a number of suc-
cesses equal to the opponent’s Wits + 5 wins; the
defeated character looks away. If the character is using
Rage and the player rolls four or more success on any
one roll, however, the character enters frenzy. A
werewolf who frenzies during a facedown challenge
automatically loses.

ANmal ATTRrACTION

Werewolves of borh genders radiare an aura of
danger and feral magnetism that is hard for ordinary
humans to ignore. Most people find such traits
attractive on an animal level that they are not
entirely aware of. When a Garou wishes to, she can
focus her attention on a human and evoke strong
sexual desire in him.

The werewolf does not seduce the human in the
ordinary fashion (for a discussion of that, see Dark
Ages: Vampire, p. 232). She need only look him in the
eye and ler her raw sexualiry overwhelm him. This sort
of encounter does not lead to a romantic relationship,
it leads to fairly feral sex. It’s also worth noting that this
isn't exactly a persuasive ability for the Garou. A
character cannot ger a human to perform a task for the
promise of sex, though a canny werewolf might use his
or her persuasive powers on a human afterward. It's
sex, right now, or nothing.

The character must first look the target in the eye,
though he does not have to mainrain eye contact
throughout the sequence. The player rolls Charisma +
Primal-Urge. The difficulty is the target’s Willpower,
and the player must accumulate more successes than
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the target’s Willpower. This can be an extended test if
the player doesn’t pull it off on the first roll. Success on
the test ends with the target becoming strongly and
immediarely sexually atrracted ro the character. Any
failure during rhe rest resulrts in the rarger become
uncomforrable with the Garou’s artention and at-
tempting to leave the area immediately. A botch
during this test gives the target a look ar the Rage
within the character, and he succumbs to the Delirium
as appropriate to his Willpower score.

The target must be of the opposite gender of the
werewolf. Eunuchs and those incapable of sex (such as
vampires) are entirely immune to this ability. At the
Sroryrellet’s discrerion, a character who is truly in love
with another or devoted to a vow of celibacy or
chastiry is immune to rhis ability, but in a setting as
grim as the Dark Medieval those characters should be
few and far between.

S bapecbancing

The Garou have five forms. Each breed of werewolf
claims one of these forms as its birth form — Homid for
homids, Lupus for lupus and Crinos for metis. Each
form looks different (obviously), has different effects
on the werewolf and has different uses.

To change shape, the player rolls the characrer’s
Stamina + Primal-Urge. The difficulty is set by the
character's current form (not the one he wishes to
change to). The player must achieve a number of
successes equal to the number of “steps” the Garou
has to pass through to get to the target form, plus
one. For example, if a character wants to change
from Lupus form into Glabro, the player must roll
Stamina + Primal-Urge (difficulty 6) and score four
successes (one to begin the process, one to get from
Lupus to Hispo, one to Crinos and one to Glabro).
If the character does not achieve enough successes
to do so in one turn, he can try to finish the job on
the next turn. If the character fails, he cannot
change shape but is not otherwise impeded. If he
botches, he is sruck in his current form for the
remainder of the scene. Note that “passing through”
Crinos does not uvsually trigger the Delirium in
human onlookers.

Garou can always revert back to their breed form
instantly, without taking an action or making a die
roll. Similarly, Garou can change to any form they
desire instantly, without taking an action or making a
die roll, by spending a point of Rage.

Skilled werewolves can shift parts of their bodies,
manifesting Crinos claws in Homid form, for example,
or Homid vocal chords while wearing the Lupus form.
Doing so requires the player to spend a point of Will-
power and roll Stamina + Primal-Urge (difficulty 9).

——
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Domo: The Man

Attribute Changes: None

Shift Difficulty: 6

Appearance: In Homid form, the Garou looks like
an ordinary human being and is indistinguishable from
any other mortal. Animals and supernatural beings
with strong senses of smell might notice something
unusual abour the Garou, and keen observers of hu-
man behavior might note slightly feral behaviors in
some werewolves.

Game Effects: Homid Garou take no special
damage from silver in this form, but they do not
regenerate in this form. Metis and Lupus Garou take
ageravared, unsoakable damage from silver in Homid
form, but rhey do regenerate wounds as they normally
would.

Claspo: “The Neap-an

Attribute Changes: Strength +2, Stamina +2,
Appearance -1, Manipulation -1

Shift Difficulty: 7

Appearance: The Glabro isalarge, muscled, hairier
version of the Homid form. The character gains about
six inches of height and a proportionate amount of
weighr (around 30%). The teerh, nails and hair of the
(Glabro are longer than an ordinary human’s, and the
teeth and nails are sharper. A werewolf in Glabro form
won't be mistaken for a human close up in daylight, but
he can likely pass at night from a distance.

Game Effects: The Glabro's teeth inflict only
lethal damage, not aggravated, and its
claws cause no damage at all.
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Notes: Garou who need the strength of a war-
form without inducing the Delirium in nearby
humans frequently use the Glabro form. The Glabro
can speak the Garou tongue without difficulty, but
human language is more difficult. While the charac-
ter can be heard and understood, his voice becomes
low and guttural.

Crinvos: “The WolE(Dan

Attribute Changes: Strength +4, Dexterity +1,
Stamina +3, Appearance 0, Manipulation -3

Shift Difficulty: 6

Appearance: The Crinos is an enormous, power-
fully muscled and furry man-wolf. When a Garou
enters Crinos form, she increases her size by half again
over her Glabro size (itself larger than Homid). A
werewolf who stands five feet high in Homid form
towers 8'4" in Crinos. The character gains mass in
proportion, her weight increasing three and a half
times that in Glabro. The character’s Homid face
extends intoamuzzle, and her teeth and claws lengthen
and sharpen. Fur covers the character’s entire body,
she grows a rail, and her arms lengthen to the point
thar her hands hang near her knees.

Game Effects: The Crinos's teeth and claws inflict
aggravated damage. The penalties to Social Attributes
listed previously do not apply to other Garou, who are
familiar and comfortable with the Crinos form. Crinos

Garou senses sharpen, granting a -1 to Perception

- difficulties. Crinos is the breed form for
metis Garou, who can shift
into it instantly.
Nonerheless, no
Garou can soak
damage from sil-
Ver weapons or
items in
Crinos,
and all
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Garou regenerate ordinary damage rapidly in this form.
The sight of a Garou in Crinos form triggers the Delirium
in humans who see her. Rage difficulties drop by one in
Crinos form.

Notes: Crinos is purely a war form. Except for
metis, other Garou do not enter Crinos form casually,
especially since that form brings the werewolf’s Rage
closer to the surface, making frenzy more likely. The
Crinos muzzle and large, sharp teeth make it very
difficult to speak. The Crinos can say one- or two-word
sentences in human speech (“You die!” is a popular
choice). Any more than that costs a point of Will-
power per sentence. The Crinos can speak the Garou
tongue normally, without cost or extra effort.

brspo: The NeapWolF

Attribute Changes: Strength +3, Dexterity +2,
Stamina +3, Manipulation -3

Shift Ditficulty: 7

Appearance: The Hispo is a massive dire wolf the
size of a small pony. The Hispo is considerably more
heavily muscled than the Lupus, in addition to the
increase in height. [ts haunches are heavier and its jaw
stronger. Due to its lower center of mass, the Hispo is
nimbler than the Crinos, though it cannot compare to
the speed and grace of the Lupus form.

Game Effects: The Hispo's bite inflicts an addi-
tional die of damage over the standard Crinos bite
damage, and both its teeth and claws cause ageravated
damage. Its keen senses reduce Perception difficulties
by one.

Notes: The Hispo cannot normally speak human
tongues. With the expenditure of a point of Will-
power, a Hispo could say a word or two in a human
language, but thar is all. The Hispo has no problems
with the Garou language. The improved senses and
general combat ability of the Hispo form make it ideal
torstanding watch over sleeping packmates or hunting
for enemies (as opposed to hunting for food).

Lupus: “The WolF

Attribute Changes: Strengrh +1, Dexrerity +2,
Stamina +2, Manipulation -3
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Shift Difficulty: 6

Appearance: The Lupus is an ordinary-looking
wolf. The characrer’s exacr appearance depends on his
tribal herirage and Pure Breed background.

Game Effects: The senses of a Garou in Lupus are
very sharp; reduce Perception difficulties by two. A
Lupus can run at twice the speed that the Garou can
run in Homid form. Lupus-breed Garou do not take
aggravated damage from silver in Lupus form, and they
can soak such damage, but neither do they regenerate
in it. Bite damage from Lupus-form Garou is consid-
ered lethal.

Notes: Lupus Garou cannot speak human lan-
guages under any circumstances. They can speak the
Garou language with ease and fluency, though, and
rhi‘.‘y may Cl)l1111]ll'i'likf;]r[f '\V]‘.rh V\"U]\'t‘..‘; l"&.“eil‘,’.

Expepience
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Characters in Dark Ages: Werewolf gain
experience points in the same manner as de-
scribed on pp. 165-166 of Dark Ages: Vampire.
The costs for improving traits are listed in the
tollowing table.

SPENDING EXPERIENCE

Trait Experience Cost
Attribute Current level x 4
New Ability 3

Existing Ability Current level x 2

Gift (character'’s breed, Level of Gift x 3
tribe or auspice)

Gift (outside character’s Level of Gift x 5
breed, tribe or auspice)

Rage Current rating
Gnosis Current rating x 2
Willpower Current rating







Wonne DiodenMoices sar cpossed-lecoed oN the cpoung,

concentrating on the axin front of her. Her younger sister-in-Fenris, an Ahroun called Sees-Only-
Blood, had asked her to awaken the spirit of the weapon. This normally would be an easy task for
the Theurge. Awakening weapons had become something of a specialty for her since her Rite of
Passage had demanded that she perform the rite without really knowing how. Yet the ax sat inert
in front of her. She tried to tap out the rhythm that would coax the spirit into wakefulness,
whistled abattle tune and even considered 'Finding anotherwerewolfto stagea mock duel. [t was
all for naught, she knew. A spirit would not wake unless it was addressed directly, and that
required full concentration on the part 6f the Garou. Yvonne had been able to give preciouslittle
her full concentration since her trip to Wales.

She stood, disgusted, and left the ax there on the ground for a moment. She untied the
strip ofleather holding her hairbackand shook her thicklocks free. Thisis absurd, she thought. Not
onlyis he Garou, but he sbuta boy Just out of hfsﬁrte of Passage. Andhe’s half a world away, not
that it’s a bad thing that he is.

“What troubles you, Hidden-Voices?” Yvonne started, but recognized the voice. A tiny
cuckoo-spirit sat on the ax, looking quizzically up at her. She knew from experience that lying to
the harmless-looking spirit was unwise, but she sat down so as not to attract any other attention.

“There is a man,” she began, and then stopped. “A Garou. A Fianna.”

“You met him on your mission east?”

Yvonne nodded. “He hasyettojoinapack. Hehad just completed his Rite of Passage when
| arrived. | don’t know what kind of names the Fidnna use, but he still uses his human name.” She
sighed, and shook her head. “He carries his uncle’s klaive but does not boast. He has the strangest
eyes. Many of them do in Wales, | found.”

The spirit hopped from one foot to the other. “What do you feel for him?”
“Idon"tknow, friend cuckoo. He is Garou, soeven if | did wish to take a mate, it could never be him.
Buthe hadanhonestyinhismanner,in hiseyes, that|have seenonlyinspirits. Asthough he knew...”
she trailed off; trying to find what she meantto say. She reflected that Aneurin himself; ironica”y
enough, would probably know exactly how to express himself. “As though he knew himself”

“Ah.” The cuckoo-spirit was obviously displeased. Although the bird looked harmless, it
was brave and powerful, and it answered dlre("t|yto Great Fenris. “Will you see him again?”

“How would | know that?” Yvonne asked, conFused

“You are a Crescent Moon. What does your soul say?”

Yvonne looked up, and saw the crcsomt moon — P\neurms moon and hers — shining down. ‘1
think somehow | will. Gaia help me.” 5, e Y

The cuckoo fluttered to her shoulder and pecked sharply at her ear. “Gaia says help
yourself, daughter of Fenris. Now, wake that ax as you promised, and no more wasted breaths.”
The bird puffeditselfup as Yvonne knelt again andbegan the rite. “Besides, if you do see him again,
I'msure it will be for a good reason.” The Theurge glanced toward the bird, who promptly pecked
at her cheek. “Pay attention to your work.”
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“But swich a joye was it to here hem synge,

Whan that the br |‘.;I:hf* sonne gan to sprynge
In sweete accord, ‘My life is faren in londe!” —
For thilke tyme, as | have understonde,
Beestes and brides koude speke and synge.”
—Geoffrey Chaucer, The Canterbury Tales

The physical prowess of werewolves is legendary, but
the magical powers they wield gain them even greater
advantage in the harsh world of the Dark Medieval. Gifts
from the spirits and the rituals that keep alive their heritage
are just as integral to the Garou as any amount of martial
skill. This chapter details the Gifts and rites that the
werewolves use in their fight against the Wyrm (and, occa-
sionally, each other).
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CiFrs

Not every toe can be felled by simple application
of fang and claw. Indeed, without these Gifts, the
battle to protect Gaia would have been lost long ago.
As the name suggests, these powers are neither hunted
and caprured nor purchased. They are given to worthy
Garou who have demonstrated understanding in the
\\"JY.\' Hf rhl.' .‘-'Plrit."'r. \X”hcrhk‘r one ]L‘llrn.\ ﬂ—(\nl d ~pll’1[
summoned by a Theurge or from another Garou, Gifts
allow a werewolf to exert his spiritual power to alter
the world around him in a manner that mere men
cannot. Individual Garou factions guard their unique
Gifts like a mother would her pups. Tribes rarely
teach members of other tribes, the wolf-born do not
immediately trust the human-born, and often mem-
bers of an auspice wince at the thought of teaching a
Gift to those who belong to other auspices.

Mechanically, Gifts are divided into levels, Level-
One Gifts being the weakest and most common, and
Level-Five Gitrs being the rarest and most powerful.
Beginning characters can learn only Level-One Gitts.
The rank of a Garou always directly corresponds with
the maximum level of Gifts available to him. He
cannot be Rank 2 and possess Level-Three Gifts, but
he may possess Level-One and Level-Two Gifts at
Rank 2. Beginning characters receive one Gift each
from breed, auspice and tribe. Bonus points may also
be spent to purchase additional Gifts during character
creation (see Character Creation Summary, p. 80). A
player may spend experience points for Gifts during
the chronicle (see Experience Chart p. 107 for cost).

Leapning CiFrs

Garou learn Gifts by four different methods. The
most common practice is for a werewolf to beseech the
elders of his sept to summon the proper spirit that will
teach him a desired gift. The elders consider the Garou’s
worthiness and allow or deny the request. If the request
is granted, a sept member performs the Rite of Summon-
ing (p. 150) at the caern. Werewolves learn quickly from
spirits. Learning a Gift in this manner takes no longer
than an hour — at most a night.

Another common practice is for a Garou to
learn Gifts from other werewolves. Typically fel-
low pack members are predisposed to teach Gifts to
cach other. Sepr elders generally frown upon i,
though, as they tend to view it as the blind leading
the blind or the foolhardy attempting to teach
what they scarcely understand themselves. Also,
Garou rarely reach outsiders their tribal Gifts. (Woe
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to the Black Fury who dares teach a tribal Gifr to a
Fenrir, for instance.) Other than the mishaps caused
by inexperience, there are strong drawbacks to this
method. Teaching a Gift to another Garou nor-
mally takes one month. Though it is possible for a
student to use the Gift without fully learning it,
doing so can go disastrously wrong. In mechanical
terms, add one ro the ditficulty of a roll for any
attempted use of a Gift that one has learned from
another Garou if the student has not practiced for
at least a month.

An uncommon, but not unknown method for
learning Gifts is for a Garou to summon a spirit
himself. This option requires the Garou to know and
perform the Rite of Summoning, but it incurs risk
because the spirit might be offended if the Garou is
not careful. Spirits are also more likely to appear in
caerns because they are drawn to places of spiritual
power where the Gauntlet is thin. The Storyteller
may add one to the difficulty of a roll if the Rite of
Summoning is not performed in a caern or other place
of spiritual significance.

Finally, some Garou go questing in the Umbra for
the spirit who would teach the desired Gift. Only those
Garou who are seeking truly rare Gifts use this method.
Aside from the usual dangers of the Umbra, a Garou,
with or without his pack, must face a spirit where it is
most powerful. Encountering a spirit in its own home
can be treacherous even if the Garou is cautious.

Bpreeod CiFrs

Many spirits teach breed Gifts to werewolves in
accordance with ancient pacts or as rewards. The
stories and legends of the past can be seen in some of
the Gifts as they stand today. Legend has it, for
example, that a wolf-born Garou once agreed that his
kind would spare hare-spirits for one month per year
if the hare-spirit would teach the werewolf the secret
of his great leap. Many lupus Garou who learn the
Gift: Hare's Leap find themselves unconsciously leav-
ing hares alone during the month in which they learn
the Gifr.

bomw CiFrs

Homid Gifts involve humanirty’s skills and abili-
ties not only as toolmakers and cultural beings, but
also as conquerors of nature. Humans have become
strangers to the world of spirits, hence many homid
Gifts are taught by ancestor-spirits rather than by
nature spirits.




* Master of Fire (Level One) — Whether
humans remember or not, they once made pacts with
the spirits of fire so that they could tame and use it for
their own purposes. Homid Garou call upon these
pacts to avoid the worst aspects of fire's destructive
nature. An ancestor-spirit or fire elemental teaches
this Gift.

System: The player spends one Gnosis point.
Thereafter, any damage from fire is considered bash-
ing, not aggravated. This Gift lasts for one scene.

* Persuasion (Level One) — This Gift allows
the character to become more persuasive when deal-
ing with others, in such a way that their words seem
to hold more importance and credibility. This Gift is
taught by an ancestor-spirit.

System: The player rolls Charisma + Subterfuge
(difficulty 7). If successful, the difficulties of all Social
rolls drop by one for the remainder of the scene. Any
subsequent Social rolls during the scene often have
more of a dramatic effect than they would without
the Gift.

¢ Smell of Man (Level One) — Many wild
creatures have learned over the years that where
humans walk, death follows. This Gift allows the
werewolf to enhance the human scent around him,
causing wild animals to feel nervous and on edge.
This effect typically causes domestic animals to rec-
ognize the werewolf as their master. This Gift is
taught by an ancestor-spirit.

System: The Garou can use this Gift at will. The
player simply states when the characrer is activaring
and deactivating the Gift. All wild animals (not
including supernatural creatures) lose one die from
all pools when they are within 20 feet of the Garou
unless they are defending themselves. Domesticated
animals recognize the Garou as their master and will
refuse to harm her unless they are attacked. (Even
then, they are likely to flee.)

® Speech of the World (Level Two) — Those
who wander can find a new dialecr over rhe next
ridge. This Gift allows the character to speak any
human language that she encounters. The character
speaks with an obvious accent, although smooth
conversation is still possible. This Gift does not
convey literacy, nor is it an encyclopedia of informa-
tion. If the character wishes to use a dialect for an
extended period of rime (days or more), then the
dialect must be learned by means other than this Gift.
This Gift is taught by an owl-spirit.

System: The player rolls Intelligence + Linguis-
tics (difficulty 7). The effects last for the entire scene.

T
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¢ Staredown (Level Two) — A werewolf’s stare
can strike fear into the hearts of mortals and animals,
causing them to flee for their lives. When used
against another werewolf, the target will freeze in
place rather than run. A ram- or snake-spirit teaches
this Gift.

System: This Gift affects only one target at a
time. The player rolls Charisma + Intimidation (dif-
ticulty 5 + the rarget’s Rank or Courage, if applicable).
The victim flees for one turn per success, though he
may spend a point of Willpower to resist the effects of
this Gift for one turn. Should the player roll five or
more successes, the vicrim will flee for the entirety of
the scene. Other Garou will not flee, but they may not
attack while this Gift is in use.

* Calm the Savage Beast (Level Three) — Even
the most callous and heartless of homids can sympa-
thize with their fellow Garou during times of need.
This Gifr allows for the werewolf to “lend” a frenzying
Garou the will to loose the hold that her Rage has on
her. This Gift is taught by a unicorn-spirit.

System: The player spends a Willpower point
and rolls Manipulation + Primal-Urge (difficulty 8).
[f successful, the temporary Willpower point is “trans-
ferred” to the target Garou via touch, canceling the
frenzy. This Gift may be used only when the target is
in frenzy. At the Storyteller’s discretion, this Gift
might work on a frenzied vampire.

¢ Reshape Object (Level Three) — The Garou
can shape once-living (though not undead) marterial
into something else instantly. Stones become spear-
heads, trees become spear hafts, animal hides become
armor, and flowers become perfume. The new object
still resembles what it once was, though, so a bone
that is turned into a chalice retains the texture and
color of bone. A beaver-spirit teaches this Gift.

System: The player spends a Gnosis point and
rolls Manipulation + Crafts against a variable diffi-
culty depending on the complexity of the change (5
to turn a broken tree limb into a spear; 8 to turn a
plank into a floarable raft). The created object is not
necessarily permanent. It will last a length of time
according to the following chart.

Successes Duration
One five minutes
Two 10 minutes
Three One scene
Four One story
Five Permanent

® Bury the Wolf (Level Four) — It is important
to hide one’s true nature from time to time. A werewolf
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can temporarily “restrain” her inner wolf and appear
to be a normal human for a short duration.

System: The player spends one Gnosis point and
rolls Gnosis (difficulty of the character’s own Will-
power). If successful, the character appears to all
senses (Gifts, magic and Disciplines included) to be a
normal human. While this Gitft is active, the Curse is
lessened. The Garou's Rage is considered to be re-
duced by the number of successes on the Gnosis roll.
The character cannot spend Rage or shapeshift while
the wolf is buried, but she may use Gifts that do not
require the use of Rage. The number of successes
determines the duration. To “free” the wolf before the
end of that duration, the player must spend another
Gnosis point and a full turn to call his true nature to
the surface.

Successes Duration

One One Scene
Two 12 hours

Three One day

Four One week

Five One lunar cycle

* Spirit Ward (Level Four) — This Gift allows
a werewolf to protect herself from spirits by perform-
ing a quick warding rite. The werewolf traces a
pictogram in the air that unnerves and repels any
nearby spirits. An ancestor-spirit teaches this Gitr.

System: The player spends one Gnosis point and
rolls Manipulation + Rituals (difficulty 7). Spirits
within 100 feet of the character must subtract one
from their dice pools for each success. Any spirit that
comes within 50 feet of the character (except caern
spirits or the character’s pack totem) loses one point
from its Essence per turn for each success the player
rolled. This Gift lasts for one scene.

¢ Assimilation (Level Five) — A werewolf with
this Gift blends smoothly into any culture, no matter
how strange or unfamiliar he might normally find ir.
The Gift doesn't hide racial differences, but it does
allow the user to mimic the behaviors and manner-
isms of a native. It also grants the ability to speak and
understand the culrure’s language, although this
knowledge vanishes as the Gift ends. A chameleon-
spirit teaches this Gift.

System: The player rolls Manipulation + Empa-
thy. If successful, the character interacts with members
of another culture as if he were one of them. The
difficulty depends on how alien the culture is. The
difficulty would be 5 for another Garou sept, but it
could be as high as 9 when trying to blend into a Black
Spiral Hive in a foreign country. The character does
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not suffer Social-roll penalties when interacting with
members of the culture, although he doesn’t receive
any special benefits. The Gift lasts for one scene plus
one day per Willpower point spent when activating it.

* False Comfort (Level Five) — Humanity has
done much to surround itself with comfort and
safety. People have developed armor to protect them-
selves from their own weapons, locks to keep out
their own brothers and walls to shelter them from
the beasts at their doors. But the ancestor-spirits
remember when these comforts were but dreams in
the minds of clever humans, and they can teach the
Garou how to bypass them. A Garou using this Gift
does not shred armor or smash through doors, he
simply ignores them entirely.

System: The player spends one Gnosis point and
rolls Gnosis (difficulty 7). For one turn per success,
the Garou is completely unaffected by human tech-
nology unless he chooses to be. The character can see,
walk or reach through anything crafted by humanity
including walls, armor and other clothing.

Metis gﬂ"rs

Metis are the embarrassments of Garou society.
They have been born into and raised by a culture that
despises them, and they are forever reminded of their
second-rate status by their deformities. Along with all
the abuse and hardship that other Garou heap on
them, they harbor an inner rage thar very few other
Garou can understand, but this also lends a different
tie with the spirit world, very possibly an escape from
the horror of their real lives.

¢ Create Element (Level One) — The metis has
the power to create a small amount of one of the four
basic elements: fire, warer, air or earth. For instance,
she can light a fire without a flint or fill an empty
lambskin with water. Metals, gases and acids are out
of her grasp. This Gift creates only natural fire, water,
air and carth. Any c¢lemental can reach this Gitr.

System: The player spends one Gnosis point
and rolls Gnosis. Each success allows the character
to create approximately one cubic foot of the de-
sired element, to a maximum weight of 100 Ibs.,
anywhere she can see within 60 feet. The element
remains in existence until it is used up (i.e., burned
up in case of fire without any fuel to keep it going).
Fire created by this Gift inflicts one health level of
damage per success, to a maximum of three health
levels of damage.

e Sense Wyrm (Level One) — This Gift allows
for the Garou to sense manifestations of the Wyrm.

- ;




This is not a physical sense, but two Rage points. This Gift may be
rather mystical. Many Garou,
}'ll)\‘l-'L‘\'L'l" use terms k.'l"nn(."«.‘tL'LI
with physical sensations, espe-
cially scent, for lack of better
words. Using this Gift does re-
quire active concentration; it isn't
aconstantscent. Any spirit of Gaia
can teach this Gift.

used onagiven opponentonlyonce
per scene.
® Sense Silver (Level Two) —
For reasons known only to her-
self, Lunahasbeen kind enough
to the metis to allow them to
sense a werewolf’s greatest
weakness. This Gift, raught
by Lunes, allows the metis

System: The player rolls
Perception + Occult. The diffi-
culty depends on the

to detect the presence of
silver.
concentration and strength of
the Wyrm presence. All vam-
pires register as Wyrm-tainted,
older ones more so. A
Cainite’s Aura modifies the
werewolf's difficulty. Vam-
pires who have advanced
along the Roads of Heaven,
Humanity and the Beast are
more difficult to detect, whereas
Cainites on the Road of Kings and
Sin are easier.

e Shed (Level One) —

The metis can shed a layer

System: The Garou
b rolls Perception + Primal-
Urge (difficuley 7). If
successful, she can detect
the presence of any silver
in a 15-foot radius. Three
successes allow her to pin-
point the silver’s location.
® Eyes of the Car (Level
Three) — The werewolf can
see clearly in pitch darkness.
Hereyes glow a lambent green
while this power is in effect.
Any cat-spirit can teach this
Gift, although werewolves
who make enemies of the
Baster will be hard-pressed
tofind aspirit whois willing

offurandskin, slipping from
an opponent’s grasp or es-
caping from bonds with ease.
A lizard-spirit or snake-spirit
teaches this Gift. to teach.

System: The player rolls
Dexterity + Primal-Urge (diffi-
culty 7). If the roll succeeds, the
character loses a tuft of fur, allowing
her to slip free of grapples or bonds

SYStB“I: TI]L' I‘Ell\'t'l'
must state when the Gift
is in effect, but it requires
noroll orexpenditure. The
character suffers no diffi-
CLII[\" or kl]LL"]“‘Ul Pt‘ni]l“\'.\'
from darkness.

¢ Mental Speech (Level
Three) — This Gift allows for
mental communication, even

such as ropes or chains (-2 difficulty
on any such rolls).

* Curse of Hatred (Level Two)
— Metis suffer constant abuse
throughout their lives, yet they know
that they are the fortunate ones. Most
metisaren’t even allowed to live. The
Garou can verbalize the hatred in her
heart, disheartening opponents with
the intensity of her emotion. A spirit
of hate teaches this Gift.

over vast distances. The user
must either know the target
personally (although the rar-
get need not be a friend) or
have something that belongs
to that person, such as a lock of
System: The player spends one hair. Bird spirits teach this Gift.
Gnosis point and rolls Manipulation +
Expression (difficulty of the opponent’s
Willpower). If she succeeds, her oppo-
nent loses two Willpower points and

System: The player rolls
Charisma + Empathy (diffi-
culty 8) and spends a

Willpower point; the effects last
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for a scene. Her character may hold a menral conver-
sationwith a target at amaximum distance of 10 miles
per success. This Gift does not allow mind-reading —
any information conveyed must be conveyed volun-
tarily — but the meris can attempr to coerce or
persuade the target (thus using social Abilities, such
as Intimidation).

* Gift of the Porcupine (Level Four) — When
using this Gift, the werewolf undergoes a startling
transformation. Her fur becomes elongated, bristly
and sharp like the quills of a porcupine. This change
makes her an even more fearsome killing machine. A
werewolf must be in Crinos, Hispo or Lupus form to
use this Gift. A porcupine-spirit teaches this Gift.

System: The character spends a Gnosis point to
sharpen her fur. Anyone whom the metis tackles,
grapples or immobilizes suffers aggravated damage
from her quills (metis's Strength + 1). Furthermore,
anyone who strikes her with bare flesh (and scoring
fewer than five successes on the attack roll) takes
damage based on the atracker’s own Strength, al-
though the metis still suffers normal damage. This
Gift lasts for one scene or until the werewolf wills his
i‘lll‘ o return to ni‘ﬂl]ill.

e Wither Limb (Level Four) — This Gift forces
a victim's arm or leg to wither and twist, making it
uscless. Creatures with regenerative abilities regain
the limb's full function after one scene. Otherwise,
the effects are permanent. Venomous spider- or snake-
spirits or spirits of disease teach this Gift.

System: The character must touch the targeted
limb. The player spends a Gnosis point and rolls

Willpower (difficulty of the victim’s Stamina + 4). If

the roll is successful, the limb withers. The victim
cannot use the limb, and she adds two to the difficul-
ties of all Dexterity rolls. If her leg is affected, she can
move at only half of her normal speed.

¢ Madness (Level Five) — Throughout the
entirety of a metis’s life, she struggles to find her place
through horror and abuse. This Gift allows her to
force her inner demons on others, inducing insanity
and madness. The nature of the derangement varies
among individuals, but it is always severe, making it
impossible for the victim to function normally. Lunes
and spirits of trickery and madness teach this Gift.

System: The player spends a Gnosis point and
rolls Manipulation + Intimidation (difficulty of the
victim’s Willpower). The target suffers from a De-
rangement (see pp. 261-263 of Dark Ages: Vampire
for examples). The insanity lasts a number of days
equal to the successes rolled on the attempt. During
this time, the metis can increase or decrease the

effects of the madness, granting the victim lucidity
and then driving him into psychosis. Even after the
Gift has ended, the effects haunt the victim for the
rest of his life.

® Totem Gift (Level Five) — Despite the years
of abuse that a metis endures while growing up, she
does not come away from the experienced empty-
handed. The strong ties she develops with her tribal
totem serve her well, and she can plead directly with
that mighty spirit, gaining some of its powers. The
effects of this Gift depend on the nature of the totem
in question. (Unicorn, for example, might send a
Gaftling ro heal the meris’s pack, while Rar might
lead the metis to hiding place.) Only the tribal totem
teaches this Gift,

System: The player spends a point of Gnosis and
rolls Charisma + Rituals (difficulty 7). The more
successes the player rolls, the greater the effect is. One
success might distract the foe, whereas five successes
might result in the totem manifesting in the Realm to
attack a foe on the mertis's behalf. The character can
make some general stipulations on what she wants the
totem to do (“Save me from my foes,” for example),
but the mighty spirit will act according to its nature.

Lupus CiFrs

Lupus Gifts involve the sense of survival that is
inherent to the wolf-born Garou, and they reflect the
feral world in which they live. They are the Garou
most closely connected with Gaia, and their Gifts
usually enhance their natural abilities.

e Hare’s Leap (Level One) — The werewolf can
leap truly incredible distances by invoking this Gift. As
the name would imply, hare-spirits teach this Gift,
although cat- and frog-spirits occasionally do so as well.

System: The player rolls Strength + Athletics
(difficulty 7) to activate this Gift; this roll is consid-
ered reflexive. If successful, the characrer’s leaping
distance is doubled for the scene (see Jumping, p. 227
of Dark Ages: Vampire).

* Heightened Senses (Level One) — The
werewolf with this Gift tunes in to the world around
her, increasing her senses vastly. When she is in
Homid or Glabro form, her senses become as sharp as
a wolf's, allowing her to hear sounds beyond her
normal range. In wolf forms, her senses become pre-
rernaturally potent, allowing her to perform feats that
border on precognition. Wolf-spirits teach this Gift.

System: The player spends a Gnosis point. The
effects last for one scene. In Homid or Glabro forms,
all Perception difficultics decrease by two, and the

\

~CHAPTER FOUR -
« THE GIFTS OF THE SPIRITS -

L]



character can perform sensory feats that are impos-
sible for humans, such as tracking by scent (which
requires a successful Perception + Primal-Urge roll
from the player). In Crinos, Hispo and Lupus forms,
Perception difficulties decrease by three (which isnot
cumulative with the ordinary Lupus-form Perception
bonuses), and the werewolf gains an extra die to
Primal-Urge dice pools.

* Ley Lines (Level One) — The werewolf can
instinctively sense where the nearest caern is, though
what tribe controls it remains unknown. Depending
on the number of her successes, she can determine
how far away and how powerful it is. An owl-spirit
teaches this Gift.

System: The player spends one Gnosis point and
rolls Perception + Enigmas (difficulty 7). With one
success, the werewolf gets a sense that there is a caern
nearby. Three successes give her the approximate
distance and direction, and five success or more tell
her its exact location so that she could pinpoint it on
a map (if she can read one, thart is).

® Scent of Sight (Level Two) — The werewolf
can compensate for her vision completely by using
her sense of smell. She can attack invisible creatures
normally or navigate in absolute darkness. This Gift
is taught by wolf-spirits.

System: The player rolls Perception + Primal-
Urge with a difficulty based on how powerful local
smells are. The Storyteller should require rolls
only when something could cause the Garou to
lose the scent of her target, such as a stream or the
local pub. As the Obfuscate Discipline causes the
target to ignore the Cainite, rather than affecting
his sense, this Gift can be confounded by the
Discipline. The Storyteller may rule that an op-
posed roll (the werewolf's Perception +
Primal-Urge versus whichever level of the Disci-
pline the Cainite is using) is necessary to see if the
vampire remains undetected.

® Sense the Unnatural (Level Two) — The
werewolf can sense any unnatural presence and deter-
mine its approximate strength and type. Supernatural
presences include magic, spirits, the Wyrm, ghosts and
vampires, although it won't pick them out specifically as
such. Any spirit servant of Gaia can teach this Gift.

System: The player rolls Perception + Enigmas
(difficulty 7). The more successes he achieves, the
more information he is granted. Interpreting the
information properly might require an Intelligence +
Occult roll (Storyteller’s option). This Gift detects
supernatural presences as well as Wyrm-tainted
phenomena, but doesn’t necessarily differentiate them.
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Therefore, a powerful spirit might register to this Gift,
even if it is Gaian in origin.

® Devil’s Child (Level Three) — Wolves are
often seen as the offspring of the Devil himself, and
while they don't fully understand that implication,
the lupus are happy to capitalize on the fear it inspires.
The Garou lets out a fierce snarl that terrifies oppo-
nents and cows them into submission. A wolf-spirit
teaches this Gift.

System: The player rolls Manipulation + Primal-
Urge (difficulty of the opponent’s Willpower or, if he
is affecting a group, the highest Willpower repre-
sented). If he is successful, the werewolf invokes the
full effects of the Delirium on any human who can see
her. If the player spends a Gnosis point, this Gift
affects supernatural beings such as mages and vam-
pires. This Gift takes one full turn to invoke, and it
may be used only in Lupus form.

® Name the Spirit (Level Three) — A werewolf
with rhis Gift becomes familiar with the denizens of
the Umbra. She can sense the type and approximate
trait level (Rage, Gnosis, Willpower) of spirits. This
Gift is taught by cat-spirits.

System: The player spends one Willpower point
and rolls Perception + Occult (difficulty 8). The
number of successes determines how much informa-
tion the characrer receives abour the spirit.

® Beast Life (Level Four) — The werewolf can
communicate with and even command wild animals.
Domesticated animals might speak to the Garou, but
they have given themselves over to their human masters
and won’t normally provide any aid beyond informa-
tion. Any animal spirit can teach this Gift, although
lupus prefer to learn it from lion- or wolf-spirits.

System: The player spends one Gnosis point and
rolls Charisma + Animal Ken (difficulty 7). The
character gains the ability to communicate with all
animals automatically. Each success equals a 10-mile
radius (one success = 10 miles, two successes = 20
miles, and so forth ) within which the werewolf will
attract all animals. The animals will follow any re-
quests the Garou makes, although if a character
requests that an animal sacrifice itself, the Garou had
better pay homage lest she anger Gaia. (A variation
on the Prayer for the Prey rite is usually sufficient.)
The effects last for one scene, but the player may
extend the duration by spending one Gnosis point per
extra scene.

¢ Gnaw (Level Four) — The werewolf’s jaws
strengthen to the point that she can chew through
nearly anything. Her fangs inflict more damage in com-
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bat, and only death will break her grip if she clamps her
teeth into an opponent. Wolf-spirits teach this Gift.

System: The player spends one Willpower point
and rolls Stamina + 4 against a variable difficuley (3
for wood, 6 for iron, 9 for steel). The length of time
that it takes to gnaw through something depends on
the number of successes. In addition, this Gift gives a
character’s bite two extra dice of damage for the
duration of the scene.

¢ Elemental Gift (Level Five) — Gaia herself
steps in to lend a hand, offering part of herself to the
character. The werewolf gains the power to command
his surroundings, directing the elemental forces of the
world. Elementals reach rhis Gift.

System: The player spends one Gnosis point and
rolls Gnosis (difficulty 8). If successtul, the Garou calls
an elemental, who then grants her the ability to control
a large volume of air, earth, fire or water that is approxi-
mately 20" by 20" per success. The effect lasts for one
scene or until the elemental leaves or is destroyed.

* Song of the Great Beast (Level Five) — The
Garou travels to the deep wilderness and lets our a long,
mournful howl. One of the Great Beasts of ancient times
answers the call, appearing in the Realm near the
werewolf. Such creatures include Sabertooth Tigers,
giant owls, mammorths and even stranger beasts that
walked the carth before the humans overran it. Once the
creature arrives, the Garou may make a request of it, but
the Great Beast will fulfill it in its own way according to
its nature. Using this Gift is risky, bur the results can be
truly spectacular. Few spirits know this Gift, and those
that do can most often be found in the Dragonhome
Umbral realm.

System: The player spends one Gnosis point and
rolls Charisma + Primal-Urge (difficulty 8) to attract
the notice of a Great Beast. Extra success make the
beast more receptive to the Garou’s request. Traits are
left to the Storyteller’s discretion, but these creatures
are always impressive.

ﬁ\usptce CiFrs

These Gifts are the legacy of Luna’s blessing upon
the Garou. Each auspice is granted Gifts according to
the role Luna set before them, so that the werewolves
can fulfill their purpose as Gaia’s defenders by work-
ing together.

Racasash

The Ragabash are tricksters, but few even among
the Garoufind their actions to be funny. They are scouts,

.
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ambushers without peer and insightful advisors, and
they perform the necessary service of mocking the
hypocritical and those who are hidebound by tradition.

e Blur of the Milky Eye (Level One) — The
Garou’s form becomes blurred and indistinct, as if
viewed through the tired vision of a crone, allowing
him to pass unnoticed among others. This protection
is not infallible, and the protecrion of the Gift is
negated once the Garou has been seen until the
viewers are once again distracted. An ermine-spirit
teaches this Gift.

System: The player rolls Manipulation + Stealth
(difficulty 7). The Garou does not become invisible,
but each success on the roll increases (by one) the
difficulty on any Perception roll made to detect him.

* Scent of Running Water (Level One) — The
Garou can mask her scent completely, making her
very difficult to track. A fox-spirit teaches this Gift.

System: The difficulties of all rolls to track the
Garou by scent increase by two. Once learned, this
Gift becomes innate and always active, so the player
need not expend points or make rolls. The Garou can
choose to suspend this Gift in order to leave a scent
trail for social reasons (among wolves) or tactical ones
(leading prey into an ambush).

® Snow Running (Level One) — The deep
snows of winter in much of Europe bring privation at
best and starvarion ar worst to the unprepared or
snowbound. A Garou using this Gift can travel or
hunt with ease by walking atop the snow. An arctic
hare-spirit teaches this Gift.

System: The player spends a Gnosis point to
activate the Gift, which lasts an entire day. While this
Gift is in effect, the Garou can run on ice and snow as
easily as on solid ground without leaving footprints. It
is possible to track him by scent, however, unless he
also possesses the Gift: Scent of Running Water.

* Blissful Ignorance (Level Two) — When
using this Gift, the Garou becomes invisible to all
senses and even to spirits by keeping completely still.
This Gift is taught by a moth-spirit.

System: The player rolls Dexterity + Stealth
(difficulty 7), noting the number of successes. Any
creature who is actively looking for the Garou in a
specific area must exceed (not tie) that number of
successes on a Perception + Alertness roll. If the
character is not being actively hunted, one success is
all that is necessary for complete concealment.

¢ Sense of the Prey (Level Two) — If the Garou
knows anything about her intended prey, even a
single part of its name or a crude description, she can
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unerringly track it as quickly as she can travel. This
sense of direction operates anywhere, so it is just as
useful for tracking spirits in the Umbra as it is for
finding a street urchin in a crowded city or a Garou
who crosses between the worlds at will. A wolf-spirit
teaches this Gifr.

System: No roll is required unless the rarger is
actively hiding. A general intent to lie low is not
enough to foil the Gift. If the target is hiding, the
player rolls Perception + Enigmas (difficulty is the
prey’s Wits + Stealth). If the prey is a spirit, the
difticulty of the roll is the spirit’s Gnosis.

* Open Moon Bridge (Level Three) — The
Garou has the ability to open a moon bridge with or
without the permission of the totem of the caern.
Only a Lune will teach this Gift.

System: The player spends one Gnosis point.
The initiating caern must maintain a pathstone to the
destination. Also, the destination caern must be
within 1,000 miles of the origin, or the moon bridge
will not open. If the moon bridge is opened without
the permission of the caern totem, the spirit may
notice and alert the caern’s guardians. See the Rite of
the Opened Bridge (p. 147) and the Caerns section
(p. 164) for more details on moon bridges.

® Reynard’s Lie (Level Three) — A Garou who
has learned this Gift can tell blatant, nonsensical lies,
and listeners will believe him — for a while, ar least.
Even with contrary evidence in hand, areeve will allow
the guilty party to escape, only to rue his stupidity later.
Naturally, this Gift is taught by a fox-spirit.

System: The character first tells his lie, then the
player rolls Wits + Subterfuge (difficulty of the target’s
Wits + Subterfuge, or the highest rating in a group of
listeners). One success on the roll convinces a single
individual, but three successes are necessary to over-
come the suspicions of a crowd. Note that there is risk
involved — the success of the venture is determined
after the lie is told, not before. A wise Ragabash
chooses plausible lies, but a braver one can go down
in song for passing off the most convoluted and
ludicrous mishmash he can contrive. Failure on the
roll arouses suspicion in measure equal to the outra-
geousness of the liec. A botch arouses immediate
hostility in the listeners.

® Leper’s Curse (Level Four) — The Garou can
invoke a debilitating curse on her enemy, afflicting
her foe with bodily weakness and diseased, insensate
patches of skin and pelt. The use of this Gift on
another werewolf is sure to create or escalate a feud
that only ends with the death of one party. A spirit of
pain or disease teaches this Gift.
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System: The player spends one point of Gnosis
and rolls Gnosis (difficulty of her target’s Willpower).
The target resists with a Gnosis roll (or unmodified
Stamina for those without Gnosis) ar a difficulty of
the attacker’s Gnosis rating. Each net success allows
the attacker to remove one point from any of the
victim's Physical Attributes. This effect is perma-
nent, though. The vicrim may restore the lost
Artributes with experience points, thereby “cuting”
the discase (though identifiable scars remain). This
Gift can be used against a given opponent only once
ever.

¢ Luna’s Blessing (Level Four) — This Gift is a
mighty token of Luna’s favor. When invoked, the
light of the moon robs silver of its power to harm the
Garou. The protection is so complete that the
attacker’s blows might even be turned back against
him. A Lune teaches this Gift.

System: The player must spend a Gnosis point to
activare this Gift. For each strike against the Garou
with a silver weapon, the weapon’s wielder must roll
three extra dice on the attack; these dice are nnly
checked for botches, and do not contribute to the
success of the attack. Also, the protecred Garou may
soak and regenerate damage caused by silver as if it
were bashing or lethal damage (dependent on the
type of weapon). This Gift may only be used when the
moon is visible in rhe sky; it may not be used during
the new moon or when the sky is completely overcast.

* Thieving Talons of the Magpie (Level Five)
— The Garou who learns this Gift becomes as gleeful
a thief as the magpie, capable of stealing the magical
abilities of others and using them herself. Any magi-
cal power can be stolen: a Gift used by another Garou,
spirit Charms, a vampire's Disciplines, even a mage's
spells. (Whether a werewolf can steal an inquisitor’s
God-given blessings is up to individual Storytellers.)
A magpie-spirit teaches this Gift, of course.

System: The player rolls Wits + Stealch (diffi-
culty is the target’s Willpower). Three successes are
necessary for the character to steal a power, thereby
depriving the victim of its use. The power is taken
piecemeal, so a werewolf who wishes to deprive an
undead voivode of his terrifying battle form rakes away
only that form, leaving the vampire the remaining
facets of his Vicissitude Discipline. The Garou may
keep the power for as many successive turns as she
wishes, as long as she spends a poinr of Gnosis each
turn. The Ragabash uses her Gnosis in place of any
required traits that she does not possess, such as a
vampire’s blood pool. The thief must know some-
thing about her intended victim’s abilities, whether




.
from observation or through tales, but she may de-
scribe it in terms that are familiar to her. She does not
gain any new understanding of the powers she has
stolen except through trial and error, so botches
incurred while using stolen powers tend to be dra-
maric and explosive.

o Chimerical Form (Level Five) — The great
tricksters of legends are all masters of changing shape,
and the Ragabash who has mastered this Gift is no
exception. Using it, he can change his form into that
of any animal between the sizes of a tiny finch and a
massive walrus. The Garou gains all of the natural
abilities of the animal: winged flight, underwater
breathing with gills, venom, exceptional senses and
so on. He may not take the form of a Wyrm-beast, but
it is possible (though difficulr) to atrain the form of a
mythic creature like a unicorn or grittin, provided rhe
beast remains within the same size limitations as
those for mundane animals. This Gift is taught by a
Chimerling, a dream-spirit associated with change.

System: The player spends a point of Gnosis
and rolls Intelligence + Animal Ken (difficulty 6).
One success allows the character to assume the
shape of any normal animal. For the duration of the
scene, he may make additional transformation rolls
without spending additional Gnosis, provided he
only takes the shape of normal animals. To allow
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the character to take on a mythical form, the player
must hpt’m| a point of Gnosis and succeed against a
difficulry of 10.

“Theupse

The light of the crescent moon grants insight to
the Theurges, displaying the secrets of the spirit world
to those who know how to see. Luna’s Gifts to her
most magical children give power over spirits and
influence over the minds of others.

e Mother’s Touch (Level One) — The Garou

channels healing energy through her hands, easing

the wounds of any other living creature. Even aggra-
vated wounds can be healed in this fashion, although
the werewolf cannot heal spirits or the undead. (Not
that any right-thinking Garou would heal a Leech!)
This Gift is taught by a unicorn-spirit.

System: The player spends one Gnosis point and
rolls Intelligence + Empathy (difficulty is the
recipient’s current Rage, or 5 for those without the
Rage trait). Each success heals one health level of
damage. The healer can even remove Battle Scars in
this manner, if the Gift is used during the same scene
in which the scarring injury was inflicted. The player
must spend an additional Gnosis point for the Gift to
function thus. There is no limit to how many times
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this Gift may be used on an individual, but each use
incurs the Gnosis cost.

* Sense Wyrm (Level One) — As the metis Gift.

* Spirit Speech (Level One) — This Gift allows
the Garou to understand the language of the spirit
world (although, like the Garou tongue, it does not
rely on sound alone to communicate meaning). He
can therefore speak with any spirit he encounters. He
can also eavesdrop on the conversations of spirits,
though that is not something to do lightly. This Gift
does not influence spirits’ atritudes roward the Garou
in any way, nor does it ensure that they will stay to
listen to him. Any spirit can teach this Gift.

System: When this Gift is learned, the Garou gains
an intuitive understanding of the language of spirits.
Spirits from the Deep Umbra or particularly corrupt
Banes might be more difficult — even painful — to
understand. The player may be required to make an
Intelligence + Enigmas roll against a difficulty set by the
Storyteller for the character to puzzle out their meaning.

® Command Spirit (Level Two) — The Garou
can give commands to spirits she encounrers and
expect them to obey. As always in dealings with the
spirit world, it is essential for the commands to be
precisely clear, as an unwilling spirit may twist an
ambiguous wording to suit its liking. This Gift does
not grant the ability to summon spirits. Any Incarna
avatar can teach this Gift.

System: The player spends a Willpower point
and rolls Charisma + Leadership (difficulty is the
spirit’'s Gnosis). A botch on this roll indicates that
some slight has been given, and the spirit becomes
immediately hostile and might attack. The character
can issue successive commands once the spirit is
under her control; each additional command requires
that the player expend an additional Willpower point.
Nore that the spirit cannot be ordered to leave a place

or object to which it is bound. That is the province of

the Level-Three Gift: Expel Spirit.

* Sight from Beyond (Level Two) — Upon
learning this Gift, the Garou becomes an oracle. In
times of great danger or great opportunity, she re-
ceives visions that strike without warning. The message
is veiled in metaphor, like most oracular sendings. A
great battle might be foretold by a full moon red with
blood, or the subtle encroachment of enemies might
be represented by insects gnawing away at a founda-
tion. A crow- or snake-spirit teaches this Gift.

System: Granting and interpreting visions is a
matter best left to roleplaying, but the Storyteller may
grant the player a Wits + Occult roll (difficulty 7) to
help decipher the omens.
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® Expel Spirit (Level Three) — Use of this Gift
forces a spirit from a place or object, whether it
entered volunrarily or was bound against its will. An
[ncarna avatar teaches this Gift.

System: The Garou must concentrate for three
uninterrupted turns. If the spirit does not wish to leave,
the player must make a Manipulation + Intimidation
roll against a difficulty of the spirit’s Willpower. If the
spirit was bound using the Rite of Binding (see p. 149),
the player must make a Wits + Rituals roll (difficulty 7)
and score more successes than the binder achieved
during the ritual to allow the characrer to free the spirit
or drive it off. If it was bound into a fetish using the Rite
of the Fetish (see p. 150), the difficulty is 9. This Gift can
be used to “cure” a fomor by expelling the Bane, but the
former host will certainly die if he is not healed immedi-
ately with powerful magics.

* Pulse of the Invisible (Level Three)— While
all Garou are children of both the spirit realm and the
physical world, the werewolf who learns this Gift can
perceive them both while standing firmly in Gaia's
realm. While watching spirits is often as entertaining
as watching the grass grow, those with this Gift will be
immediately aware of notable events in the spirit
world. Any spirit can teach this Gift.

System: If the Garou's permanent Gnosis equals
or exceeds the Gauntlet, he can see into the Umbra
automarically without conscious effort. Otherwise
the player must roll Gnosis (difficulty equal to the
local Gauntlet) to allow the character to pierce the
wall between the worlds. One success is sufficient.
The effect lasts for one scene or until the characrer
enters an area with a higher Gaunrlet, at which time
the player must roll and succeed again.

® Grasp the Beyond (Level Four) — The Garou
can take things into the Umbra without first dedicat-
ing them to himself (see the Rite of Talisman
Dedication, p. 149). This Gift can also be used to
transport willing or unwilling living beings into the
spirit world. Garou often use this Gift to take favored
kin with them on Umbral quests or to shake the faith
of annoyingly persistent clergy. An opossum-spirit
reaches this Gift.

System: The Garou must have the item or being
he wishes to transport in one or both hands. The
player must then spend a number of Willpower points
dependent on the size of the item: one for small items
(a knife or locker), two for larger items (a baby or pair
of saddlebags), and three for anything larger that can
still be held in two hands (an adult person or a church
altar). The player then makes the usual Gnosis roll to
step sideways through the Gauntlet. Ifhe is successful,




both the character and the item enter the Umbra. An
unwilling individual may resist with a Willpower roll
(difficulty 7); each success subtracts one from the roll
to step sideways. A minimum of three net successes
are necessary for the Garou to force the resisting
individual into the Umbra.

Unless the transported individual can step sideways
on her own, she must have help to re-cross the Gauntlet
(most likely the Garou who brought her). If she can find
a caern or a similar spirit-touched place where the
Gauntlet is lower than 3, she may exit the Umbra there
on her own, but not re-enter. Living creatures who are
lefr in the Umbra for too long eventually lose their
physical nature and become spirits.

* Spirit Wassail (Level Four) — The Garou
drains power from a spirit to strengthen her will. The
process is difficult even if the spirit is willing to help.
A certain amount of pain seems necessary to trans-
form the spirit’s essence into the Theurge’s mystic
resolve. A rat-spirit teaches this Gift.

System: The player makes a resisted Gnosis roll
against the spirit. If the roll succeeds, the spirit loses
one Essence point per success; these points are lost for
the rest of the scene. For every two points drained
from the spirit, the character gains a temporary Will-
power point. Any points exceeding her maximum are
lost at the end of the scene.

¢ Nightmare Possession (Level Five) — A
Garou with this degree of mastery over the spirit
world can call up a dreadful spirit of the Wyld and
bind it immediately to his target, sentencing his
enemy to a twilight existence of constant nightmare.
The victim suffers an immediate loss of intellect and
most memory, and he begins to act in a bestial
manner. Even if the spirit is later expelled, the dam-
age to the victim’s soul cannot be undone. This Gift
is taught by a Wyldling.

System: The player rolls Wits + Empathy (diffi-
culty is the target’s Willpower + 3, maximum of 10)
and spends a variable number of Gnosis points. For
each two Gnosis points spent, one point of Intelli-
gence is destroyed. The Garou can destroy, at most, as
many points of Intelligence as successes scored on the
roll. The player must also declare the roral Gnosis
expenditure before seeing the results on the target —
neither the player nor the character know the victim’s
Intelligence Attribute rating. A botch on the roll
indicates that the powerful Wyld spirit is summoned
but not bound, and is free to wreak havoc.

e Malleable Spirit (Level Five) — The Garou

can change a spirit’s essential nature, remolding its
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form, its purpose and even its allegiance to suit her
needs. This Gift is taught by a Chimerling.

System: The player must make a resisted Gnosis
test against the spirit. The player’s difficulty is based
on the sort of change the Garou attempts, while the
spirit’s difficulty is the Garou's Gnosis.

Change Difficulty
Characteristics (Willpower, Rage, 6
Gnosis; one point changed per success)

Disposition (Friendly, Neutral, Hostile) 8
or Affiliation within Type (water to fire, etc.)

Type (Naturae, Elemental, Bane, etc.) 10

Philodox

The Philodox are the keepers of the scales of
judgment, those tasked with maintaining the balance
between truth and tradition. To aid them in this role,
Luna grants them abilities that sense falsehoods and
help them enforce the laws of their people.

® Resist Pain (Level One) — By strength of will,
the Garou ignores the pain of his wounds and contin-
ues to act normally until he is completely
incapacitated. A badger-spirit teaches this Gift.

System: The player spends one Willpower point,
and the character suffers no wound penalties for the
rest of the scene.

¢ Scent of the True Form (Level One) — This
Gift allows a werewolf to determine a person’s true
nature, As the name of the Gift suggests, the Garou
uses her sense of smell, which is not fooled by the
target’s outward seeming. This Gift is taught by a
vulture-spirit.

System: The Garou can smell Kinfolk or a fellow
werewolf automatically. In all other cases, the player
must roll Perception + Primal-Urge (difficulty 6). It
takes only one success to identify a normal human or
animal; two successes to detect a vampire, faerie, or
other shapeshifter; and four successes to discern if the
target is a mage or fomor. The Blessed (see p. 287 of
Dark Ages: Vampire) register as normal humans to
this Gift.

¢ Truth of Gaia (Level One) — The Half Moons
of the Garou are entrusted with the duty of settling
dispures and dispensing justice. This Gift, which
allows them to sense truth or falschood in another's
words, is vital to fulfilling that duty. A Gaffling of
Falcon teaches this Gift.

System: The player rolls Intelligence + Empa-
thy (difficulty is the subject’s Manipulation +
Subterfuge). This Gitt reveals only which of the

e



words that have been spoken are true and which are
false. It does not reveal the rruth behind a lie unless
the speaker utters it.

* Call to Duty (Level Two) — Names hold great
power, especially in the spirit world. The Garou may
summon and command any spirit she knows by name.
Only one command may be given, and the spirit
departs immediately after fulfilling it. Alternatively,
all spirits in the area may be called in times of great
need. An Incarna avatar teaches this Gift.

System: The Garou must know the name of the
spirit she wishes to summon, whether through per-
sonal acquaintance, from the tales told by a mentor,
or use of the Gift: Name the Spirit. The player rolls
Charisma + Leadership (difficulty of the spirit's Will-
power). The second mode of this Gift simply requires
the player to expend two Gnosis points to summon all
Gaian spirits within a one-mile radius. If the charac-
ter has abused this Gift in the past (which is up to the
Storyteller’s discretion), however, the spirits might
refuse the call.

e Strength of Purpose (Level Two) — Even
more than most Garou, the Half Moons love a great
cause. Once he has found one and taken it to heart, a
werewolf can use this Gift to fortify himself, turning
hot passions into cold, steely determination. A wolf-
spirit teaches this Gift.

System: Once per scene, the player may roll
Stamina + Rituals (difficulty 7). For every two suc-
cesses, the character recovers one Willpower point,
up to his maximum.

® Spirit Witness (Level Three) — The world is
alive and aware on levels that normal men and
women cannot perceive — levels that Garou too
often forget, to their chagrin. A Garou uses this Gift
to see clearly through the mists of time to any scene
to which she can find a spirit witness, whether she
wishes to study an epic bartle or declare an isolated
confrontation between two werewolves an honest
challenge or a cowardly murder. This Gift is rtaught by
a tortoise-spirit.

System: Before invoking this Gift, the character
must find a spirit witness. The spirit does not have to be
friendly, but Gaian spirits can not resist — their memo-
ries are a part of Gaia. Once the spirit has been found, the
player rolls Charisma + Investigation against a variable
difficulty. If the spirit has never left the area in which the
event took place (the spirit of an ancient tree or tremen-
dous rock), the difficulty on the roll is 7. If the spirit has
roamed freely, the difficulty begins at 8 for events in the
past year, 9 for the past century or 10 for even earlier
events. Bringing the spirit back to the site of the event
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reduces the difficulty by one. Spirits that are not of Gaia
may choose to resist, rolling their Willpower against a
target of the Garou’s Willpower and directly subtracting
successes from the player’s roll.

e Warrior’s Eye (Level Three) — All Garou
become veteran combarants. A werewolf with this Gift
has something more — an uncanny ability to quickly
pick out and exploit the weaknesses in an enemy’s
fighting style. Some Garou insist that this knowledge
comes from the last whispers of the enemy’s dead foes.
True or not, this Gift is taught by wind-spirits.

System: The character must concentrate for a
full turn on watching the target fight or otherwise
display his martial prowess. The player then rolls
Perception + Brawl or Melee — dependent on the
subject’s current weapons of choice — (difficulty 8).
Each success gives the player one bonus die to add ro
attack or damage rolls against this opponent. For
example, if the player gets four successes on the roll,
she may assign three to atrack and one to damage.
Once assigned, the bonus dice may not be re-ar-
ranged. This Gift can be used against a given foe only
once per scene, and the benefits are lost at the end of
the scene.

» Roll Over (Level Four) — A staredown pits
one werewolf against another in a test of wills. A
Garou with this Gift radiates command and power,
allowing him to engage several others in a simulta-
neous test. If he succeeds, his opponents acknowledge
his dominance — humans by bowing or kneeling,
Garou by rolling over to expose their throats. Wolt-
spirits teach this Gift.

System: The player begins an extended, resisted
Willpower contest. The results are compared to each of
the opponents in turn. When the player has scored three
more successes than an opponent, that opponent drops
out of the contest. If ever one of the opponents accumu-
Jates three more successes over the character, the contest
is finished and the character has lost. When the player
eliminates the last opponent, the character has achieved
complete, if temporary, domination. For the remainder
of the scene, the losers will not take any action without
the approval of the character unless their lives are
endangered.

e Scent of Beyond (Level Four) — With a
moment's concentration, the Garou can HL‘HLI her
senses to any place with which she is familiar, even an
Umbral location, no matter how far away she may be.
Because a bird spirit teaches this Gift, her senses
perceive the scene from above.

System: The player rolls Perception + Enigmas
(difficulty 8). If the location is in the Umbra, the
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difficulty is 8 or the location’s Gauntler rating, which-
ever is higher. The character may continue to sense the
location for as long as she wishes, but her body is left
completely unaware, bereft of even the sense of touch.

e Earthfriend’s Pact (Level Five) — Philodox
and earth elementals have an affinity for each other.
Both are usually dedicated, stalwartand slow roanger.
In recognition of a legendary friendship berween an
ancient Garou and elemental, the spirits of the earth
teach this Gift to the Half Moons. When the Garou
calls for aid, the ground beneath his feer answers,
shaking his enemies to their knees and swallowing the
least fortunate into an early grave.

System: The player spends one point of Gnosis and
rolls Charisma + Expression (difficulty 8). During the
first turn, the elementals rouse to action. For 25 yards in
all directions, the earth buckles and shakes. Everyone
but the character must succeed on a Dexterity + Athlet-
ics roll (difficulty 7) or fall to the ground and try to soak
five levels of bashing damage as the earth rushes up to
meet them. Nootheractions but regaining or
keeping one’s feet are possible while the
oround shakes. At the end of one full
turn, the ground rends it-
self, opening deep

clefts near
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those on the ground. Those who are still on the ground
must make a Dexterity + Dodge (difficulty 6) roll to
avoid falling in. Those who fail must soak 10 levels of
bashing damage as the rents smash closed. Survivors
must claw their way out of the earth or die. Successes
beyond four on the player’s initial roll may be used to
extend the tremors for one round per success or to
increase its violence, adding one to the difficulties on the
rolls to avoid falling and being swallowed. Additional
successes may also be devorted to protecting packmates
from the tremors at a cost of one success per protected
individual.
The use of this Gift comes at great personal cost
o rhl_' CI‘}lril(rCr. H} rh(_' rerms ”f- Tl]l_' l“'rlCt, dan L'H]Tl]
elemental will come to the charac-
terwithin one moonwith aboon
or quest that he must attempt.
® Geas (Level Five) —
This Gift pledges an individual
or a group to a sacred oath.
While the geas cannot force an
individual to act in ways that are
against her nature (such as allow
herself to be killed), it also
does not allow
her to act

ho
p...




against the task that the Philodox has set before her —
a task that is undoubtedly toward Gaia's greater good.
This Gift is taught by an Incarna avatar.

System: The player spends one Gnosis point and
rolls Manipulation + Leadership (difficulty is the
opponent’s Willpower — in a group, use the highest
Willpower rating). The compulsion to complete the
task set out in the geas lasts until the task is completed
or the target is harmed to the point of incapacitation in
service to the quest. Only one geas may be laid upon an
individual ata time. Thissacred Gift is often used to bind
together disparate individuals in order to achieve a goal
of great importance to the Garou. If the Storyteller feels
that the character has abused the Gift for personal gain,
he is well within his rights to temporarily or permanently
disallow the use of this Gift — the spirits will no longer
sanctify the binding words.

C;Aquw

The Moon Dancers’ role is bittersweet. They
share the joyful task of preserving Garou victories in
legend and song, along with the onerous one of
teaching caution and wisdom through tales of tragedy
and defeat. While the Galliards are fierce warriors
themselves when the moon swells, their most impor-
tant task in times of war is to rally their packs and
tribes to fight on against any odds.

e
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® Beast Speech (Level One) — This Gift allows
a werewolf to speak with animals, from fish and
amphibians to birds and mammals. This Gift does not
influence the animal’s reaction, which might well be
terror in the presence of a predator. Any animal spirit
can teach this Gift.

System: The player rolls Charisma + Animal
Ken. Each separate encounter and animal type re-
quires another roll. The Storyteller may rule thar
communication with specific, familiar animals even-
tually becomes easier, requiring no roll.

* Call of the Wyld (Level One) — This Gift
allows the Garou to send her howl beyond the normal
range of hearing and imbues that how!l with great
emotion, stirring the souls of werewolves and sending
a chill through all others. The Garou might use this
gift to signal the beginning of the revel, to rally their
fellows for battle or to send a potent call for help. A
wolf-spirit teaches this Gift.

System: The player rolls Stamina + Empathy; the
number of successes determines how far away the Call
can be heard and how stirring it is to those who hear
it. This Gift should be used in combination with one
of the Garou howls (see p. 30). The Storyteller must
determine the effects, keeping in mind the howl used
and the character’s intent. Perhaps award the revel
participants a bonus die to their pools for every two




successes, reward an exceptional battlefield howl with
a point of Rage or Willpower for those who have
emptied their pools, and allow a successtul Call for
Succor to bring every single Garou within its range
running to help. Because of the bonds shared among
members of a pack, a distant packmate may hear a
howl that eludes the ears of those around him.

¢ Waking Dream (Level One) — The Garou
reaches into the realm of dreams and pulls back
enough dream stuff to forge a connection among
individuals through which they can communicate. A
Chimerling reaches this Gift.

System: The player spends one Willpower point
per sentient being included. A Manipulation + Em-
pathy roll (difficulty of the target’s Willpower) is only
required if an individual is unwilling to be included.
Those included interact with each other in a dream-
like fashion — even if they attack each other, no
harm is done. They may also continue to act with
their bodies, incurring a -2 penalty to dice pools. The
Gift ends when all the participants want it to, when
the initiating character fails a roll to bring an unwill-
ing being into the link or when one of the participants
leaves the line of sight.

* Call of the Wyrm (Level Two) — This danger-
ous Gift spurs the minions of the Wyrm into action,
driving them toward the Garou who voiced the Call.
This brave soul is the bait in an ambush or the one
beating the bushes to drive the enemy into the open.
Any spirit servant of Gaia can teach this Gift.

System: The player makes a resisted Manipula-
tion + Performance roll against the Wyrm creature’s
Willpower (both difficulry 7). If the Wyrm creature
loses the contest, it must come to the source of the
Call. (In encounters with large numbers of Wyrm
beasts, the Storyteller might wish to simply test once
for all creatures with a Willpower of 2, then those
with 3, and so on.)

e Distractions (Level Two) — The Garou har-
ries his foes with annoying yips, yelps and howls,
diverting the attention of his target. A wolf-spirit
teaches this Gift.

System: The player rolls Wits + Performance (dif-
ficulty is the target’s Willpower). Each success subtracts
one from the target’s dice pool on the next turn.

¢ Eye of the Asp (Level Three) — With a
piercing look, the Garou can lure her enemy ro within
striking distance. A venomous snake-spirit teaches
this Gift.

System: The player rolls Appearance + Enigmas
(difficulty is the victim’s Willpower). Three successes
are necessary to bring the target to the alluring Garou’s

4 .

HAPTERFOUR -
« THE GIFTS OF THE SPIRITS - ! |

side. Fewer successes just start him moving in the
right direction. If the roll is a botch, the targer has
figured out the ruse and won't fall for it again during
this scene.

* Song of Rage (Level Three) — To invoke this
Gift, the Garou howls a note of pure fury. If his target
is capable of frenzy (werewolves, vampires and other
such creatures), it does so immediately. Humans turn
into berserkers, flying into a blind rage much like a
frenzy (though they gain none of the benefits). A
wolverine-spirit teaches this Gift.

System: The player rolls Manipulation + Leadership
(difficulty of the target’s Willpower). The victim flies intoa
rage (or an actual frenzy) for one tum per success.

¢ Shadows by the Firelight (Level Four) — The
Garou invokes shadows and dreams to set the stage for
a play in which other werewolves play a part. The
Galliard narrates the tale, and the actors are swept
along in the story— willingly or not. This Gift is often
used at moots, since it allows many to parricipate in
the retelling of legends. It is also used as an object
lesson for the wayward and stubborn. An ancestor-
spirit teaches this Gift.

System: Use with willing participants requires no
rolls or expenditure. To press an unwilling actor into
service, the player spends three Gnosis points per
target and rolls Manipulation + Performance (diffi-
culty is the target’'s Willpower). Three successes are
required to puppet the target through the story. The
effects last until the story ends (one scene), or until
the actor is attacked.

* Song of Mockery (Level Four) — This Gift
allows the Galliard to learn her rival's deepest, dark-
est secrets. Perhaps unfortunately, it requires her to
sing of those secrets before a crowd. This Gift is raughr
by a mockingbird-spirit.

System: The player rolls Wits + Investigarion
(difficulty 8). The character begins to sing extempo-
raneously about her chosen subject; each success on
the roll improves the quality of the song and reveals
another secret. The secrets may simply be peccadil-
loes (the subject eats too many onions and therefore
smells) or far worse (the subject sired a metis). Thank-
fully, poetic license may veil the worst from the ears
of those who are simply expecting a song.

® Dream Golem (Level Five) — The masters of
emaotion and imagination can bring the creatures of
dreams — or nightmares — to life. Chimerlings teach
this Gift.

System: The player makes an extended roll of
Intelligence + Performance (difficulty 8). She can
create any creature she imagines, assigning it one dot




of traits for each success gained on the roll. The
character continues to shape the creature for as long
as she wishes (and the player keeps accumulating
successes on the roll), but once she stops, the process
cannot be taken up again. A manifested creature
requires Gnosis to continue existing: one Gnosis
point per scene unless the creature is engaging in
combat or other strenuous activity, which requires
one Gnosis per turn. If the roll is botched at any point,
the dream being is free o acr of its own accord.

¢ Call for Vengeance (Level Five) — When a
crime against Gaia is too great to go unpunished, the
character uses this Gift to bring the fury of the Garou
down on the offender. He howls the name of the
criminal and the crime to the heavens, and both worlds
echo the Call. An ancestor-spirit teaches this Gift.

System: The player rolls Stamina + Performance
(difficulty 7). The howl echoes for a 20-mile-per-
success radius. Garou who hear are not obligated to
join the hunt, but those who do have their Willpower
rating increased by three (to amaximum of 10) for the
durarion. In addition, if the criminal can hear the
howl, her Willpower is effectively reduced by two
points for the next week. The character can not use
this Gift again until the offender is caught and brought
to Gaia’s justice. (Appropriate justice is left to the
Storyteller’s discretion.)

Abroun

Without doubt, the children of the full moon are
the fiercest of Gaia's warriors. The very sight of Luna
in the sky fills them with Rage. Luna’s gifts to them
temper that rage, forging it into a terrible weapon or
improving their ability to lead their fellows in the
fray.

¢ Falling Touch (Level One) — This Gift allows
the Garou to send her foe sprawling with a touch. Any
flying spirit can teach this Gift.

System: The player rolls Dexterity + Medicine
(difficulty of the victim's Stamina + Athletics); only
one success is needed. Thisattack counts as an action,
and the touch causes no damage (though the effects
of the fall might).

® Inspiration (Level One) — The presence of a
true warrior is uplifting to her fellows. The werewolf
can use this Gift to lend her resolve and righteous
anger to those who share her cause. A lion- or wolf-
spirit teaches this Gift.

System: The player spends one Gnosis point. All
allies who can see the Ahroun receive one automatic
success on all Willpower rolls made during the scene.
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(The invoking Ahroun herself does nor receive this
bonus. )

® Razor Claws (Level One) — By raking his
claws over stone, the Garou hones them to razor
sharpness. A cat-spirit teaches this Gift.

System: The player spends one Rage point. The
C}]lir;‘lL‘t'L‘]_ must FPL'] ld one turn hh'.]l']‘cl‘ling hi.‘" C]{'l\\r'.‘;.
For the rest of the scene, his claw attacks inflict an
additional die of damage.

e Spirit of the Fray (Level Two) — This Gift
allows the Garou to attack with lightning speed,
striking before any foe. A cat-spirit teaches this Gift.

System: Once learned, the etfects of this Gitt are
permanent. The player adds 10 to all initiative rolls,
which will nearly always ensure that she strikes first.
It she chooses, the player may spend a Gnosis point to
add another 10 to his initiative roll. This expenditure,
however, prevents her from spending Rage to gain
extra actions.

® True Fear (Level Two) — The Garou can
display his full martial might, addling one chosen
foe’s wirs with fear for a short time. A spirit of fear
teaches this Gift.

System: The playerrolls Strength + Intimidation
(difficulty of the target's Willpower). Each success
cows the target for one turn. The target can not
attack, but she may defend herself normally and take
other actions, though they will be guided by fear.

¢ Heart of Fury (Level Three) — A Garou uses
this Gift to resist the pull of frenzy, steeling herself
against Rage when too much is at risk to indulge in
mindless fury. There is always a cost, though. The
werewolf must fight against her anger when the dan-
geris past, risking turning on allies if Rage overwhelms
her. A boar-spirit teaches this Gift.

System: The player rolls Willpower (difticulty is
the character’s permanent Rage rating). Every two
successes add one to the character’s frenzy difficulties
for the scene. At the end of that scene, he must spend
a Willpower point or immediately check for frenzy at
the regular difficulty. If the character does frenzy as a
result, he will not attack his packn‘l;l[cs (even if his
permanent Rage exceeds his permanent Gnosis).
Any others nearby might be the unfortunate rargets of
i]i.\' [‘(‘1]1"“11 R:lﬂl._‘, Tlll)llgh.

® Silver Claws (Level Three) — To those war-
riors who earn her favor, Luna sends her children to
teach this painful but powerful Gift. When invoked,
it turns the Garou's claws to silver.

System: The player rolls Gnosis (difficulty 7) to
activate this Gift. Silver claws inflict aggravated
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damage to all targets, which is
unsoakable by Garou and most other

Fera. Yet while his claws are silvered,

the Garou suffers searing pain. Each turn, he
automatically gains a Rage point, and all non-combat
difficulties increase by two in the haze of pain. If his
Rage points exceed his Willpower, the character must
check for frenzy. The Gifr lasts for one scene, unless
the character ends it sooner.

e Full Moon’s Light (Level Four) — The full
moon is Luna's warrior phase, when she assumes the
visage of Diana the Huntress, and searches out her
enemies. The Ahroun can call upon her determina-
tion in finding her foes, illuminating any who oppose
her. Lunes teach this Gift.

System: The player spends one Gnosis point.
For the remainder of the scene, anyone who is
actively working against the Ahroun or her pack
emits a soft glow, as though illuminated by moon-
light. This Gift can be used to confound powers
such as Obfuscate or magic designed to hide the
caster, but only if the target is actively attempting
to harm, compete with, or otherwise foil the Ahroun
or her pack.

¢ Stoking Fury's Furnace (Level Four) — The
Garou use this Gift to husband their Rage, portioning
it out to last a full battle. Wolverine-spirits (them-
selves masters of maintained ire) teach this Gift.

e T,
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Once

System:
learned, this Gift is innate.
The Garou regains one Rage
point in any turn during which he takes damage.
This Rage does not cause a frenzy check, though other
sources \\'i“ i[‘lLlLlL‘L‘ L‘h.L'L‘k.\ as UNUH]. []1 llL]Lhtll)ﬂ. th'.‘
player can spend one Rage point per turn without
losing any temporary Rage. [f multiple Rage points are
spent during any turn, however, all are marked off.

e Kiss of Helios (Level Five) — The Garou can
invoke the sun’s power to become immune to flame.
Additionally, the character can ignite any portion of
her body, and it remains alight for as long as she
wishes. Commonly the Garou will light her mane to
honor the sun during rituals, but the Gifr is also used
to wreak havoc among fearful humans or those im-
pure things that hide from the sun’s light. Any spirit
servant of Helios can teach this Gift.

System: The player spends one Gnosis. For the
rest of the scene, the character is unharmed by any
natural source of fire (even molten lava). Any super-
natural source (such as a dragon’s breath) inflicts
one-quarter damage, and is treated as bashing. The
character inflicts two additional dice of aggravated
damage if she arracks with flaming fists, claws or fangs.

e Strength of Will (Level Five) — A Garou with
this Gifr is a pillar of indomitable will. He can share
this terrifying single-mindedness with others, as well,




leading them even to certain doom without a mo-
ment of fear. A wolf-spirit or an Incarna avatar
teaches this Gift.

System: The player spends a point of Willpower
and rolls Charisma + Leadership (difficulty 8). Each
success grants all the Garou's allies within 100 feet
(and her packmates anywhere within 100 miles) an
extra point of Willpower. The extra points last for the
rest of the scene and may raise an ally’s Willpower
above its maximum (and even above 10). This Gift
can be used only once per scene.

“Trse GiFrs

Each of the tribal totems have their own col-
lections of secret lore and Gifts, which they parcel
out to their chosen tribe as the Garou become more
learned. Most totems become very offended if Garou
outside their tribes exhibit knowledge of the Gifts,
though they are more sensitive abour higher-levels
Gifts.

Black Fupies

The Gifts of the Furies show the benefits of their
affiliation with the Wyld. They also possess useful and
powerful Gifts of war.

® Breath of the Wyld (Level One) — Furies
embrace the energy of creation, and they can choose
to share this inspirational energy with others. When
a Fury uses this Gift on someone, she instills in him a
feeling of lucidity. A spirit servant of Pegasus teaches
this Gift.

System: The Fury must touch her target’s skin. The
player rolls Gnosis (difficulty 5 against Garou; difficulty
6 for others). Success grants the recipient a rush of
mental vitality. In game terms, this Gift grants one extra
die onall Mental rolls for the next scene. It also adds one
to the difficulties of any Rage rolls made during that
scene. This Gift works only on living beings.

¢ Man’s Skin (Level One) — There are simply
some places where women are notallowed in the Dark
Medieval. This Gift allows a Black Fury to circum-
vent those rules. The Fury using this Gift effectively
changes gender in the eyes of onlookers. Her features
and build become decidedly more masculine, and her
garb adapts to that of a man. Her hair color, eye color
and skin color remain the same. The result is a man
who shows a slight family resemblance to the Fury.

This Gift is taught by an ancestor-spirit, often
one who needed todress as a man in life to accomplish
her own ends.
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System: The player rolls Charisma + Subterfuge,
difficulty 7. The illusion lasts for a scene, or until the
Fury shifts form. The change even withstands cursory
tacrile conracr, although heavy or violent contact
will reveal the truth.

* Sense Wyrm (Level One) — As the metis Gift.

¢ Curse of Aeolus (Level Two) — The Fury
summons a thick, eerie fog that obscures vision and
causes those who are enveloped by it to feel unnerved.
Only the Fury can see clearly through the fog. A spirit
in service to Aeolus, the fog torem, reaches this Gift.

System: The player makes a Gnosis roll. The
difficulty varies with surrounding terrain and humid-
ity: 4 near a body of water, 6 in a temperate climate
and 9 in a desert. Those other than the Fury who are
enveloped in the fog lose half of their dice on all
Perception rolls (rounded up). Within the fog, the
Fury and her packmates are immune to the unnerving
effect. All others lose one die from all Willpower rolls.

® Sense of the Prey (Level Two) — As the
Ragabash Gift.

® Coup de Grace (Level Three) — The Fury
carefully studies her foe for a fleeting moment, scarch-
ing for the most prudent spot to deliver thisdevastating
attack. An owl-spirit teaches this Gift.

System: The player spends one Willpower point
and rolls Perception + Brawl. The target rolls Percep-
tion + Subterfuge. If the player rolls more successes
than the target, the player doubles the damage dice
rolled on the next successful attack on the rarget.

e Flames of Hestia (Level Three) — This Gift
mixes the Furies’ capacity to heal and harm. A Fury
summons a corona of white flame to surround her
hands. The flame purifies everything thar the Fury
touches. She may cleanse tainted food, purify con-
taminated water or cure the ravages of disease or
poison. Her flaming hands also cause damage to
Wyrm-tainted crearures. A spirit servant of Hestia
(an Incarna of purity and healing) teaches this gift.

System: The player spends a Gnosis point and rolls
Gnosis (difficulty 7). Each success allows the Fury to
remove any taint from a barrel’s worth of water or
enough food to fill a trencher. Alternarively, each
success heals one health level of damage inflicted by
disease or poison (as well as cure either one). Finally, if
a Black Fury rouches a Bane, fomor or other Wyrm-
tainted creature while this Gift is active, the flames cause
one health level of aggravated damage per success.

* Body Wrack (Level Four) — By focusing her
anger and pointing her finger at an opponent, a Fury
can cause immense, crippling pain. Victims of the




pain fall to the ground and convulse for a short time.
Furies use this Gift as an effective intimidation tactic.
A pain-spirit teaches this Gift.

System: The player spends a Gnosis point and
rolls Gnosis (difficulty of the target’s Stamina + 3). If
successful, the target is left stunned and convulsing
for one round per success. Additionally, the target
subtracts one die per success from all Attribute rolls
for the rest of the scene.

* Bow of Pegasus (Level Four) — A Fury infuses
her bow with spiritual energy to become fantastically
adepr at striking rargets from any distance. Arrows
shot from her bow travel in a flash of light toward any
target within her sight, as though there were no
distance between them. A spirit servant of Pegasus
teaches this Gift.

System: The player spends a point of Gnosis and
rolls Gnosis (difficulty 6). Success allows the charac-
ter to shoot arrows that travel instantly to any target
in the character’s range of visibility, rendering the
target unable to dodge. Additionally, the difficulty to
hit a targer drops to four while this Gift is acrive. The
Gift lasts for one turn per success.

* Gaze of the Gorgon (Level Five) — With a
gaze, the wielder of this Gift can turn living flesh into
stone. Any target with whom the Fury makes eye
contact can be changed into a stone statue, frozen in
action for a short time. The Black Furies guard the
secret of this Gift even more than most, and only
trustworthy tribe members are allowed to receive it.
More frightening still is the rumor that the elders
know a way to make the hideous effect permanent. A
Gorgon can teach this Gift, bur a Fury secking this
Gift must be wary of approaching these rare and
unpredictable spirits.

System: After making eye contact, the player
rolls Perception + Occult (difficulty equal to the
target’s Willpower) todetermine the number of rounds
the victim remains stone.

e Wyld Warp (Level Five) — This Gift sum-
mons several Wyld-spirits to aid the Fury. When they
arrive, they will behave in an unpredictable, but
beneficial manner. They might fly about in a destruc-
tive frenzy, tearing the Fury’s foes asunder, or they
might increase the Rage in all Garou in the immedi-
ate area. There is no way to predict the actions of the
summoned spirits. A Wyldling teaches this Gift.

System: The player spends one Gnosis point and
one Rage point. She then rolls Wits + Enigmas,
difticulty of the local Gauntlet. Success summons a
variable number of Wyldlings that will alter the
situation to the benefit of the character.
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For all intents and purposes, the Bone Gnawers
are the first line of communication between the
Garou and the world of humanity in the Dark Medi-
eval. Not simply flea-ridden vagrants, the Bone
Gnawers assimilate into medieval society as crafts-
men, farmers, soldiers and spies. Their Gifts — the
blessings of Rat — are reflective of their versatility
and their will to survive against any odds.

® Cookery (Level One) —The Garou can take
any small, easily destroyed item that is available to
him — bark, moss, bones and even leather will suffice
— and stir it into a water-filled pot. Upon activation,
the stirring transmutes the refuse into a foul-tasting,
but edible, stew. The character must have a small pot
and ladle or spoon for this Gift. This Gift is taught by
a raccoon-spirit.

System: The player rolls Wits + Survival. The
difficulty of the roll depends on the ingredients used -
— 6 for inedible but otherwise harmless materials,
and up to 10 for hot cinders or rusted iron.

® Resist Toxin (Level One) — The Bone Gnaw-
ers are adept at — among other things — consuming
foods, liquids and substances in their quest for sur-
vival that would drop a mortal straight into his grave.
The ability to withstand poison is an important skill
that most Bone Gnawers learn very early in life. A rat-
spirit teaches this Gift.

System: The player rolls Stamina + Survival
(difficulty 6). Success on this roll adds three dice to
the character’s Stamina for the purpose of resisting
poisons that are Supf;’l’]“l‘c'tl'lll"dl in nature (such as that
of the Wyrm and its minions) and completely cancels
the effects of natural poisons. The effects of this Gift
last for one scene.

e Scent of the Honeycomb (Level One) — The
Garou attracts minor air elementals to a chosen
target, causing the target to exude a wonderfully sweet
aroma and sheen of sticky condensation. In short
order, all manner of vermin are drawn to the target,
and the target is quickly covered with swarms of gnats,
locusts, bees, flies, et cetera. The swarms cause im-
paired vision for the target, annoying stings and bites,
maddeningly distracting noises and the total inability
to function socially. The exact effect of the swarm is
completely up to the Storyteller’s discretion. This
Gift is taught by air elementals.

System: The player spends one Gnosis point and
rolls Wits + Subterfuge (difficulty 6). The effects last for
one hour per success, and the smell and sugary lacquer
will not wash away for the duration of this time.

i
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¢ Cornered Rat (Level Two) — When a Garou is
backed into a corner with nowhere to run, he can hoth
surrender and begmercy, orhe can fight. This Gift allows
the Garou to focus his Rage and lash out in dire situation.
A rat- or badger-spirit teaches this Gift.

System: The character spends one Rage point and
rolls Rage (difficulty 8). Each success grants the charac-
ter an addirional die to his Brawl pool. When using this
Gift, the werewolf automatically enters into berserk
frenzy. This Gift lasts for the duration of combat.

¢ Plague Visage (Level Two) — Anyone in his
right mind fears aleper. This Giftallows the character
to draw an illusion of terrible disease on his features,
repelling even the most stouthearted onlookers. A
useful trick for survival, it can earn charity from a
well-meaning monk, terrify locals and even serve as a
way of blending in since lepers are all but ubiquirous
in some places. This Gift is taught by a rat-spirit.

System: The player rolls Manipulation + Medi-
cine; the illusion of disease lasts for one scene. The
imaginary disease may appear to be anything that the
character is familiar with, such as leprosy or smallpox,
or even something entirely invented. Players of hu-
mans who view the illusion must roll Willpower
(difficulty 8), lest those humans shrink away from the
character in revulsion. Supernatural beings that are
immune to disease have less ro fear, so their difficulty
is only 6.

 Call the Rust (Level Three) — By whistling
softly through his teeth, the character can summon
sudden and destructive rust onto any metal within his
immediate vicinity. Spearheads crumble, swords cor-
rode, and armor falls to pieces at the werewolf’s
command. Some Bone Gnawers use this trick to
protect their Kinfolk from armed thugs, while others
prefer poetic justice — such as attending the nearest
circus and causing the bars confining abused animals
to suddenly turn to powder. This Gift is taught by a
water elemental.

System: The player spends a point of Gnosis and
rolls Wits + Crafts, difficulty dependent on the amount
of metal being affected by the Gift (Storyteller’s
discretion). Each success allows the werewolf ro cor-
rode one ferrous metal object into fragile uselessness,
although detailed metalwork such as a chain hauberk
should count as at least two thL‘L‘r.\. The character
need not be touching the object at the time, but he
must be able to see the object.

* Friend in Need (Level Three) — The Bone
Gnawers believe in solidarity. Among tribe and pack,
a Bone Gnawer would sooner die than see a friend be
hurt. This Gift allows the Garou to express that
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loyalty in the strongest possible rerms, lending his
strength and very life to a packmate or a fellow Bone
Gnawer. A dog-spirit teaches this Gift.

System: The characrer may lend a packmare or
another Bone Gnawer aid in the form of Rage, Will-
power, health levels or any Gift that the character
knows. She cannot lend a Gift of higher rank than the
target could know, nor can she lend Artributes or
Abilities. The player spends one Willpower point and
rolls Willpower (difficulty 7). The transfer lasts for one
scene unless the recipient (or the Bone Gnawer) decides
to terminate it early. If the recipient dies before the traits
dare I‘Utu[—nk‘d‘ thl.'y dare IWL'I'[]lil]"lL'ntly [‘l st

* Blink (Level Four) — Using this Gift, a Bone
Gnawer can duck into ashaded area (an empty barrel,
an alleyway or behind a church pew) and pop out in
another shaded area some distance away. This Gift is
taught by a rat-spirit.

System: The player spends one Gnosis point and
rolls Manipulation + Stealth (difficulty 6). The chat-
acter can increase the radius in which he may reappear
by 20 yards for every success scored, but he must
emerge from a likely (or logical) hiding place.

e Claws of the Glassblower (Level Four) —
When using this Gift, the werewolf can change his
claws into razor-sharp glass. Upon clawing an oppo-
nent, the glass claws tear through leather, flesh and
bone, breaking off in a target’s wounds. The Garou is
incapable of using the Gift or making a claw artack in
the following turn, for his claws must actually regen-
erate. A sand- or lightning-spirit teaches this Gift.

System: The player spends one Gnosis point. If the
Garou using this Gift damages her target with a claw
arrack, his claws break off, leaving large, thick shards of
glass in the open wounds. The glass causes an addirional
;lggra\‘;-]tul health level of \.lkl[l'l;l}_{l.‘ for every round that
th‘ Hhilﬂlﬁ remain in l}“_' \\-’Hllnd. Tl1{' ]_'\Iil.\h cdn hl‘
removed, but removal takes the entirety of a turn, and
the victim cannot be engaged in combart or any other
action other than removing the glass.

® Maw of the Whale (Level Five)
open his jaws far wider than is normally physically possible
and swallow objects—or beings—whole. A Garou with this

The werewolfcan

Gift is even capable of gulping down an entire horse —
including hattle tack and shoes — only to regurgitate it all
later. This Gift is taught by a catfish-spirit.

System: The player rolls Stamina + Primal-Urge
(difficulty eight). Beings can resist being swallowed
with a Dexterity + Dodge roll. In the case of a very large
being or object, one extra success is required for every
health level the rarger possesses beyond the standard
seven, or for every extra three feet in size over the
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Touch, with the exception that the Garou can use it
to heal himself as well as others.

e Luna’s Armor (Level Two) — The werewolf
invokes the moon’s sacred powers of protection to repel
his enemy’s attacks. This Gift is taught by a Lune.

System: The werewolf concentrates for one turn,
then the player spends one Gnosis point and rolls
Stamina + Survival (difficulty 6). Each success allows
the Garou to add one to his Stamina for the purposes
of soaking damage (including damage from silver, but
only with the additional dice earned by the successes
on the roll). The effects of this Gift last for one scene.

¢ Dazzle (Level Three) — The werewolf can
flood a target’s senses with visions of Gaia's true
splendor. This Gift is taught by a unicorn-spirit.

System: The player rolls Charisma + Empathy,
difficulty is equal to the target’s Willpower. As long as
the target is not attacked, he stands mutely in awe for
the remainder of the scene. This Gift can be at-
tempred against a given target only once per scene.

¢ Spirit Friend (Level Three) — The werewolf
has learned to project a feeling of tranquility and
friendship that spirits naturally perceive. Save for the
mad or corrupt, spirits treat the Garou with courtesy
and chivalry. This Gifr is raught by a unicorn-spirit.

System: The player rolls Charisma + Expression
(difficulty seven). Each success adds one die to all of
the Garou's dice pools for interacting with any spirits
in the vicinity (with the noted exception of Banes).
The effect lasts for one scene.

® Angel’s Semblance (Level Four) — The Chil-
dren of Gaia do not believe in terrifying humans withour
appropriate cause. This Gift allows the Child of Gaia to
act in Crinos form without invoking the stark terror of
the Delirium. Instead of seeing a werewolf, onlookers sce
an angelic figure of exceeding grace and holiness. Wit-
nesses might remember a Child's battle with a
Wyrm-beast as an angel’s struggle with a demon, or a
warning to leave the woods as the gracious guidance of
a guardian angel. Onlookers need not be of the Christian
faith to be affected. Islamic witnesses might remember
one of Mohammed's fiery messengers, while Norse pa-
gans might think the Gatou was a Valkyrie. A spirit of
hope teaches this Gift.

System: The player spends a Gnosis point; this
Gift lasts for one scene. Use the Delirium chart (page
97) to determine how strongly a wirness is affected
(using the converse, positive reaction). Responses of
fear are replaced with rapture. Even “catatonic fear”
should be seen as “complete bliss.”

* Beast Life (Level Four) — As the lupus Gift.

/ .
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* Halo of the Sun (Level Five) — The character
speaks an ancient word that is sacred to Helios and is
immediately surrounded by a sphere of blazing sun-
light. Those Wyrm-creatures who fear the sun might
flee before the brightly shining Garou. This Gift is
taught by a sunbeam-spirit.

System: The player spends one Gnosis point; the
effect lasts for one scene. The character receives two
extra dice to the damage of any hand-to-hand attacks
and causes aggravared damage when he is in Homid or
Glabro forms. Anyone directly facing the werewolf
adds three to all attack difficulties because of the glare
of the halo, and any vampires within 20 yards suffer
damage as if exposed to true sunlight (three health
levels per turn).

® The Living Wood (Level Five) — The Child
of Gaia may call the powers of the forest to rise and aid
him. Nearby trees will begin to move and attempt to
protect the Garou. The trees will restrain, block and
even fight foes attempting to harm the Child. A
Glade Child teaches this Gift.

System: The player spends one Gnosis point and
rolls Charisma + Survival (difficulty 8). The charac-
ter animates one tree for each success rolled.

Fenpir

The Fenrir use their might to battle the increasing
presence of the Wyrm. All Fenrir are expecred to have great
skill in bartle, and their Gifts reflect that expecration.

* Hunter’s Harmony (Level One) — When
hunting, wolves communicate through various means
to corral their prey. This Gift allows a Fenrir to
convey thoughts to any of his packmates over dis-
tance without speech. This Gift is taught by a
wolf-spirit.

System: The players rolls Charisma + Pri-
mal-Urge to send a single communiqué. Each
success allows the Fenrir to convey an increas-
ingly complex concept to his pack members. One
success could convey “danger ahead,” while rthree
could convey “ambush in 30 paces by Silver
Fangs.” Only fellow pack members can receive
the communiqué, they do not hear words and
cannot reply. The Fenrir chooses who receives
the message.

e Resist Pain (Level One) — As the
Philodox Gift.

e Visage of Fenris (Level One) — This Gitft
allows a Fenrir to appear great and fearsome to his foes
while commanding respect from his equals. This Gift
is taught by a wolf-spirit.




System: The player rolls Charisma + Intimida-
tion (difficulty 6). One success is needed to affect
non-Garou and Garou of equal rank. For one scene,
foes flinch momentarily, losing a point from their
initiative rating. Allies are awed by the grace and
dignity of the Fenrir, gaining him a1 difficulty bonus
for Social rolls. To affect Garou of higher rank, the
player must score a number of successes equal to twice
the difference of rank between the Garou and the
target. A cliath Fenrir would require cight successes to
impress a Rank 5 Garou.

* Halt the Coward’s Flight (Level Two) — The
Garou slows a fleeing foe, making him easier to track
or catch. A wolf-spirit teaches this Gift.

System: The Garou must spend one full turn
concentrating, and the player rolls Charisma +
Intimidation, difficulty the target's Willpower. If
the roll succeeds, the rarget’s speed is halved for
one scence.

e Sense Guilt (Level Two) — By gazing into the
eyes of another, the Fenrir can sense whether the
target harbors guilt for some past offense. An over-
zealous or dishonest Fenrir could potentially abuse
this Gift, so some are wary of those who possess it. A
spirit servant of Fenris teaches this Gift.
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S\,‘Stem: The playcr rolls Pcrc.tption + Emp;lthy
(difficulty 8) to reveal hidden guilt. One success
detects a vague sense of guilt, while five would reveal
specific facts surrounding a specific offense commit-
ted by the target.

e Might of Thor (Level Three) — In rales told
by those from the frozen North, Thor was a mighty
warrior-god known for his great strength. A Garou
may call upon this legendary strength to help him in
any situation. A wolf-spirit teaches this Gifr.

System: The player spends one Gnosis and one
Rage point, then rolls Willpower (difficulty 8). The
Garou's Strength doubles for one turn per success.
Using this Gift places great strain on the body and
mind of a werewolf, however. For one hour after using
this Gift, a Garou's physical Arrributes are reduced to
[ and his Willpower is halved, rounded up.

e Redirect Pain (Level Three) — If a Fenrir is
struck in battle, he may rely upon this Gift to retali-
ate. His enemy immediately experiences the pain
from wounds received by the Fenrir. A cuckoo-spirit
teaches this Gift.

System: The player spends one Rage point and
rolls Manipulation + Primal-Urge (difficulty 8). For
one scene, the target incurs whatever wound penal-
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ties indicated by the Fenrir's current wound levels,
regardless of whether or not the Fenrir actually feels
the pain. This Gift overrides such pain-avoiding
situations frenzy and as the Gift: Resist Pain.

® Berserker’s Song (Level Four) — A Fenrir can
sing himself into a controlled frenzy that allows him ro
ignore wounds and shift to Crinos form immediately.
Additionally, he becomes resistant to mental and emo-
tional attacks of any kind. He ends the frenzy when he
chooses. A wolverine-spirit teaches this Gift.

System: The Garou begins singing a battle song
of his choice. The player spends two Rage points and
rolls Charisma + Primal-Urge (difficulty 6). The
frenzy lasts for two rounds per success and may be
ended at any time. During the frenzy, the character
uses more complicated battle tactics than the usual
bite-and-claw techniques available in frenzy, but he
gains the usual benefits of the berserk state. Also, all
mental and emotional attacks against the Garou
using this Gift suffer a +2 difficulty penalry.

¢ Iron Cannot Pierce (Level Four) — This Gift
makes a Fenrir unyielding in bartle. After carving a
sacred rune into his flesh, a Garou becomes invincible
to all iron-based weapons, including steel. His hide
can deflect spears and shatter swords. This Gift is
taught by a war-spirit.

System: The Garou must carve a battle rune some-
where in his flesh, which causes no damage. The player
spends a point each of Gnosis and Rage to activate the
Gift (this must be done within one hour of carving the
rune). No ferrous weapons inflict damage on the Garou,
and they shatter if an attack causes more than two levels
of damage. Orther materials, including teeth and claws,
cause damage normally.

* Blaze of Glory (Level Five) — Any Fenrir
knows his final battle will be a glorious one. A Fenrir
may invoke this single-use Gift to devour everything
around him, including himself and his enemies in a
blazing burst of fiery power. Aging Fenrir elders often
receive this Gift before their final quest. This Gift
may only be attained from an avatar of Fenris after an
arduous Umbral journey.

Rage, Gnosis and Willpower and rolls Willpower
(difficuley 6). Each success inflicts five ageravated
levels of scorching fire damage on everyone and
everything in a 30-foot radius, including the Garou
himself. The Garou cannor soak this damage.

® Horde of Valhalla (Level Five) — When a
Fenrir evokes this Gift, he summons Great Wolves to
aid him. It cannot be used lightly, and it requires a

System: The player spends one point each of
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good standing with Fenris as well as a tl‘uly \\‘Urtlly
circumstance. An avatar of Fenris teaches this Gift.
System: The pl‘wct' may npcnd as many points of
Rage and Gnosis points desired, then he rolls Cha-
risma + Animal Ken (difficulty 6). The number of
Great Wolves that appear is equal to the number of
Rage and Gnosis points spent. The wolves are func-
tionally identical to the Hounds of the Wild Hunt
(see p. 224), and they remain for the one scene.

Fanna

Fianna Gifts echo their relationship with the fae
and their vivacious nature.

® Distract the Fool (Level One) — A mischie-
vous Fianna need only point and claim something
remarkable, and everyone who hears him is com-
pelled to gawk in the direction he points. A fox-spirit
teaches this Gift.

System: The player rolls Manipulation + Expres-
sion (difficulty 7). Anyone (except packmates or
allies) that can hear the character gawks in the
direction the Fianna points for one round per success.
A distracted person will immediately refocus on an
incoming attack or similarly urgent situation.

¢ Faerie Light (Level One) — The Fianna can
conjure an eerie ball of flame. The light is often shroud
white, a pale green or faintly blue in color, and it moves
as the Fianna directs, illuminating an area three feet in
radius. This Gift is taught by a marsh-spirit.

System: The player rolls Wits + Enigmas (diffi-
culty 6). The light appears within the Garou’s line of
sight, lasting for one minute per success. If bidden ro
move, it bobs along at 10 yards per turn. The Fianna
may spend a point of Gnosis to make the light last for
an entire scene.

¢ Resist Toxin (Level One)
Gnawer Gift.

¢ Howl of the Banshee (Level Two) — The
werewolf throws back his head and unleash a long,
ululating howl. The howl can strike fear even into the
heart of the undead, and peasants who hear it from
afar cross themselves. A Banshee, adeath-spirit whose
task is to mourn and foretell, reaches this Gift.

As the Bone

System: The player spends a Gnosis point and
rolls Charisma + Intimidation (difficuley 6). All who
hear the howl must roll Willpower, [difficulty 8 (6 for
allies of the Fianna)]. Those who fail will flee in terror
for one turn per success on the player’s roll.

® Warrior’s Draught (Level Two) — By stirring
a bit of his own blood into a jack of wine, beer, ale or
mead, the Fianna transforms the drink into a potent




elixir. Once quaffed, this potion drives the drinker
into a berserk rage. This Gift is taught by a boar-spirit.

System: The player spends one point of Gnosis as
the Fianna mixes the draught. The elixir remains
potent for one day. Once drunk, the draught drives
the drinker into a berserk frenzy. For the duration of
the frenzy, he gains an additional dot in Strength and
Stamina.

® Faerie Aid (Level Three) — The Fianna can
call upon ancient pacts between her people and the
fac. By emitring a special howl, the Garou can call
whatever fae are in the area to help. They will obey
the Fianna, but not without question. A dream-spirit
teaches this Gift, and the teaching normally involves
a quest of some kind.

System: The player spends at least one Gnosis point
and rolls Manipulation + Occult (difficuly 8). Spending
more Gnosis increases the raw power of the facries that
I‘L‘spund. while more successes on the roll means that
more faeries answer. See pp. 298-299 of Dark Ages:
Vampire for more information on the fae.

* Woadling (Level Three) — In preparation for
battle, Celts paint war-figures on their skin with woad
thar contains a mild mind-altering substance that
causes a frenzy-like state. This Gift allows the Fianna
to carry on this tradition with a magical twist. After
painting woad on his body, a Fianna may bring the
figures to full-size life to harry his opponent.

System: The player rolls Dexterity + Occult
(difficulty 6) to paint the woadlings; the character
may draw one on her body per success. During com-
bat, the player spends one Gnosis point per woadling
toanimate the drawings, and then rolls the characrer’s
Gnosis (difficulty 6). The woadling dances about a
chosen opponent, distracting and harrying him, but
cannot actually inflict any damage. The creature
subtracts one die per success on the Gnosis roll from
the target’s attack and defensive dice pools, however
(though soak and damage rolls are unaffected). The
woadlings vanish when the scene ends.

* Balor's Gaze (Level Four) — One of the great
kings of the Fomorians, Balor, could kill opponents
with a glance, or so Fianna legend has it. This Gift
allows the Fianna to emulate the tribe’s great enemy,
laying her opponents low with a wicked red light from
her eye. A pain-spirit teaches this Gift.

System: The player spends one Rage and one
Gnosis, then rolls Perception + Occulr (difficulty 8).
For the remainder of the scene, any foe who meets the
Fianna’s gaze must roll Willpower (difficulty 8) and
equal or exceed the player’s successes, or take a—5 dice
pool modifier (as though Crippled). A character who
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is already Crippled is considered Incapacitated. This
Gift bypasses the pain-reducing effects of frenzy and
the Gift: Resist Pain.

* Semblance (Level Four) — The Fianna have
benefited from their continuing relationship with the
fac. This Gift allows the creation of astill illusion that
deceives all the senses. A grain-spirit, the so-called
“spirit of spirits,” teaches this Gift.

System: The player spends one Gnosis point for
each 10-cubic-foot area affected by the illusion. Then,
the player rolls Intelligence + Expression (difficulty 6),
recording the number of successes. Later, anyone who
doubts the illusion rolls Intelligence + Alertness (diffi-
culty 6) and must exceed the number of success achieved
by the player to successtully see through the illusion.

* Fog on the Moor (Level Five) — This Gift
transforms the Fianna into a ghostly outline of him-
self, allowing him to pass through anything except
silver as though he were immaterial. He may commu-
nicate and strike opponents normally. He cannot be
harmed by anything except silver. All incoming at-
racks pass through him. A fog-spirit teaches this Gift.

System: The player spends one Willpower poinr
and rolls Gnosis (difficulty 6) to instantly transform
the Garou into aghostly form. Each success allows the
Garou to stay in that form for one turn, though the
Garou may change back at will.

e Gift of the Spriggan (Level Five) — This Gift
allows the Fianna to swell to the size of a giant or
shrink to the size of a puppy. The Garou can grow to
or shrink as much as three times his size or any size in
between. A faerie or Chimerling teaches this Gift.

System: The player spends one point of Gnosis and
rolls Sramina + Primal Urge (difficulty 8). The effect
lasts for one hour per success, the Garou may return to
normal size at will. When the Garou increases size, he
gains one dot of Strength and one of Stamina for every
100% increase in size. When the Garou shrinks in size,
he does not lose any Strength or Stamina.

Red Talons

The Gifts of the Red Talons are savage and
violent reflections of the tribe itself. The revulsion
that the Talons carry against the m'crwhc]minLT whole
of humanity is without peer among the Garou, and
their Gifts are spiritual weapons used to heal Gaia of
the damage that humans have committed against her
in arrogance.

¢ Beast Speech (Level One) — As the Galliard Gift.

® Prey’s Cry (Level One) — Medieval legends
tell of terrible beasts that mimic human voices or the
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cries of game animals to lure travelers into their
gaping maws. The Red Talons have learned this trick
for themselves. Many a traveler has died at Talon jaws
after following what he believed to be a fair, young
girl’s cry of distress. This Gift is taught by a mocking-
bird-spirit.

System: The player spends a Gnosis point and
rolls Wits + Expression, difficulty dependant on the
noise being imitated. A rabbit’s death-scream or wild
boar’s call is difficulty 5, while a human’s plea for help
mighrt be difficulry 7, or as high as 9 if the Talon wants
“a voice that sounds like one of their priests” or a
similarly complicated mimicry. If successful, any mortal
or animal believes that the cry is that of the Red
Talon’s intended creature, even to the point of recog-
nizing “a noble’s inflection” or believing a female
voice to be that of a “maiden of pure virtue.”

* Wolf at the Door (Level One) — Despite their
reputation where humans are concerned, not all Red
Talons are indiscriminate murderers of humanity.
Sometimes, the battle is won by leaving a human
alive... forwhateverreason. If the Red Talonsneed to
getamessage across, then the mouth of an ape is often
the best way to do so. This Gift induces a terrible
dread and unyielding respect for the wilds, and it
makes a human being afraid of tampering with them
in any way. Any predatory spirit teaches this Gift.

System: The playerrolls Charisma + Primal Urge
(difficulty of the target’s Willpower). The character
must make eye contact with the rarget, but she may be
in any form when she does so. This Gift instills asense
of tear of the wilderness in the target for one day per
success. The target must roll Willpower to leave his
home, and he can not approach forestry or wilderness
of any kind withour spending a Willpower point. If
the target does manage to leave his home, he loses two
dice from Social and Mental pools.

*® Beastmind (Level Two) — The Garou can
reduce the mental faculties of a target to those of an
animal for a short time. The victim does not necessar-
ily become less intelligent, but human thinking (logic,
theology, language and the like) becomes impossible.
An avatar of Griffin teaches this Gift.

System: The player rolls Manipulation + Empa-
thy againstadifficulty equal to the target’s permanent
Willpower. The effects last for one turn per success.
The rarget is rendered to a base level of sentience for
the duration of a scene. The target might drool, wet
itself, cry or immediately run away from the character,
chasing after a butterfly.

e Sight from Beyond (Level Two) — As the
Theurge Gift.

T
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® Snap Man’s Chains (Level Three) — The Red
Talons look on humanity’s domestication and subse-
quent abuse of animals as nothing less than a sin
against Gaia. With this Gift, the Red Talon can undo
that offense, if only for as long as a night. The Talon
releases a howl that drives domesticated animals
completely feral. Horses throw their riders and bolt as
far as they can, oxen throw themselves against fences
in a frenzy, and dogs turn on their masters at the first
sign of weakness. Needless to say, this Gift's use often
drives surviving humans on a quest for the witch
among their number that surely must be responsible.
This Gift is raught by any animal spirit, although the
spirits of wolves and wild oxen are particularly gener-
ous with its secret.

System: The player spends one Gnosis point and
rolls Manipulation + Primal-Urge (difficulty 8). The
number of successes indicates the area of the effect.
One success drives any animals on a small farm feral.
Three successes affect all the animals in a small
village. Five successes affect all of the animals within
good-sized city.

¢ Trackless Waste (Level Three) — The Talon

calls upon the spirits of the wilderness ro disorient any

who invade his home. Humans and other travelers are
completely confused by this Gift, and even the most
skilled yeoman loses his bearings and becomes lost.
Even werewolves are not immune to its effects. Any
wilderness spirit teaches this Gift.

System: The player spends a Gnosis point and
rolls Intelligence + Primal-Urge (difficulty 6). The
Talon can affect up to a two-mile radius for every
success. Other werewolves can avoid the effects of the
Gift by besting the Red Talon’s success with an
Intelligence + Primal-Urge roll (difficulty 7). Hu-
mans and other beings, however, get no such chance.
The effect lasts for four hours.

¢ Quicksand (Level Four) — The Red Talon
turns the surrounding area into an unstable and
viscous substance that entraps and hinders his foes.
The hapless victims can suffocate if not rescued. This
Gift is taught by earth elementals.

System: The player spends a Gnosis point and
rolls Manipulation + Primal Urge (difficulty 7). Each
success converts a 10-foot area of ground into danger-
ous muck. Anyone in the area except the Garou has
his movement halved; weak individuals begin to sink.
Trapped targets eventually suffocate.

¢ Gorge (Level Four) — Wolves never know
when their next meal will come, and in the winters of
the Dark Medieval, fresh kills can be hard to come by.
When prey is available, wolves eat as much as they
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possibly can. For the Red Talons, the same can be
done with Gnosis, Rage and Willpower, storing such
energies until the day when she needs it. A wolf-spirit
teaches this Gift.

System: Upon purchasing this Gift, the player
specifies which trait (Gnosis, Rage or Willpower) the
character is able to store. After the choice has been
made, the character is able to store three more points
of her chosen trait than her permanent rating. These
extra points must be regained through the usual
means, and they do not add additional dice to pools
involving these traits. That is, a character with a Rage
rating of 3 who adds this Gift's effects to Rage has a
pool of six Rage points, but still rolls three dice on any
Rage rolls. To amplify more than one trait, the char-
acter must learn the Gift (i.e., pay the experience
cost) a second rime.

¢ Gaia’s Vengeance (Level Five) — The Red
Talon calls upon his intimate connection to Gaia,
inspiring the land itself ro enacr righteous vengeance
on his foes. Trees, rocks and other natural features
hinder, hamper and batter the Garou's enemies. An
avatar of Gaia herself is the only spirit able to teach
this Gift.

System: The player spends one Gnosis point
and one Rage point, then rolls Charisma + Enigmas
(difficulty equal to the Gauntlet of the area). The
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character pleads with Gaia to cleanse the land, and
Gaia responds with whatever weapons the area has
to offer. The actual effects of this Gift are left to
Storyteller discretion.

® Share the Wolf's Skin (Level Five) — The
Red Talon can transform another being into a wolf. If
the target is a werewolf, he becomes trapped in Lupus
form for the duration of the current scene. If the target
is a human or an animal, it becomes a normal wolf
forever. This Gift is taught by a wolf-spirit.

System: The player spends a Gnosis point and
rolls Gnosis in a resisted roll against the target’s
permanent Willpower. Only one net success is re-
quired for the transformation to occur.

S baoow Lopds

The Shadow Lords see themselves as the true
nobility among the Garou, so their Gifts are a collec-
tion of ways to intimidate, control and assert
dominance over others who do not share this view.

e Aura of Confidence (Level One) — The
Shadow Lord seems surrounded by a dark halo of
strength and command. Others find it impossible to
read his aura or detect any of his weaknesses; he
reveals no flaws whatsoever. This Gift is taught by an
ancestor-spirit.
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System: The player rolls Charisma + Subterfuge
(difficuley 7). This roll must be made for cach new
encounter the Garou has. This Gift protects the
Garou from the effects of the Auspex power Soulsight,
but not from more sophisticated attempts to read his
mind (such as Steal Secrets).

e Fatal Flaw (Level One) — The Shadow Lord
can pick apart his enemy’s weaknesses, gaining a
distinct advantage in combat. A Stormcrow teaches
this Gift.

System: The character concentrates for one
turn, and the player rolls Perception + Empathy
(difticulty of the target’s Wits + Subterfuge). Suc-
cess grants the character an extra die of damage
against the targer. Extra successes allow him rto
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discern additional vulnerabilities in the target, and

five successes grant the Shadow Lord knowledge of

every one of his target’s flaws.

* Seizing the Edge (Level One) — To a Shadow
Lord, there is no middle ground, only victory or
defeat. If neither competitor in a contest wins, then
both lose. This Gift allows a Shadow Lord to swing
the balance of a contest in her favor. A spirit-servant
of Grandfather Thunder teaches this Gift.

System: The player spends a Gnosis point, and
for the duration of the scene, whenever the Shadow
Lord is involved in a direct competition (that is, an
opposed roll), ties go to the Shadow Lord. This
includes facedowns (see p. 70), wrestling matches and
riddle conrests.

¢ Clap of Thunder (Level Two) — The Shadow
Lord may clap his hands together, generating a
shockwave that stuns unwary foes. A Stormcrow
teaches this Gift.

System: The player spends one Gnosis point.
Everyone within 10 feet of the Garou, friend and foe
alike, must score art least one success on a Willpower
roll (difficulty 8) or be stunned and unable to act for
one turn. A botch on this roll renders the target
stunned for the duration of the scene. The Shadow
Lord must be in Homid, Glabro or Crinos form to
employ this power.

® Luna’s Armor (Level Two) — As the Chil-
dren of Gaia Gift.

¢ Raven’s Curse (Level Three) —This Gift lays
the curse of certain death lﬂy arrows on the Shadow
Lord’s enemy. While the curse is in effect, arrows,
bolts, hurled spears and other missile weapons are
strangely artracted to the target. Although this Gift
can be used in battle situations, most Shadow Lords
prefer to use it secretly on a chosen foe just before a
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battle begins, ensuring an “unfortunate accident.”
This Gift is taught by a raven-spirit.

System: The Shadow Lord simply touches the
intended target with his fingertips. At that time, the
player spends one Gnosis and rolls Manipulation +
Archery (difficulty 7). The number of successes deter-
mines the curse’s duration.

Successes Duration

One One Hour

Two One Day

Three One Month

Four One Year

Five+ Until the curse is broken

The difficulty to strike the targer with any sort of
missile weapon drops by two; archers in battle situa-
tions are also more likely to fire at the cursed target
than at any other targets around him. Raven’s Curse
can be broken by cerrain methods at the Storyteller’s
discretion. A Rite of Cleansing, for instance, is usu-
ally effective.

¢ Shadow Cutting (Level Three) — The Shadow
LU]'Li Cdll “‘Ullntl d fUL‘ Ij\ .\'TI'ikng art i”.\ very -\hﬂtil‘“'.
This form of attack is difficulr to dodge, and it can be

amost convenient attack form in some conditions —
such as sundown. This Gift is taught by a night-spirit.

System: The character spits into his opponent’s
shadow. The player spends a Gnosis point. For the
remainder of the scene, the character may strike at his
toe’s shadow to wound him. The character may only
use fetish weapons or natural weaponry such as claws
to attack in this fashion; more mundane attacks do
not carry any impact. The victim has two fewer dice
to dodge atracks rargered ar his shadow, and he
cannot parry said attacks at all. The Sl'nl‘ylcllcr may
even opt to give the attacker extra dice in situations
n “‘hi(h [I\L‘ .‘Gh?ld(“\" P]'L‘&L‘nt\\ dan even more conve-
nient target. For example, if the rarger is standing in
an alleyway out of reach, but his shadow still falls at
the character’s feet, the target is fair game.

® Dolorous Stroke (Level Four) — The Shadow
Lord delivers a blow so merciless and terrible that it
strikes fear into the hearts of those around him.
Anyone witnessing the Dolorous Stroke becomes
faint of heart and finds it difficult to oppose the
Shadow Lord capable of such a strike. This Gift is
taught by a death-spirit.

System: The player spends a Gnosis point then rolls
to hit; the character can take no other action during this
turn. If the character misses, the Gift’s effects do not take
place. If he hits, he gains two dice for his damage pool in
addition to the normal successes. If he inflicts at least
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three health levels of damage (after soak) to his rarger,
any onlookers are dismayed by the brutal expertise of the

character's attack, and they suffer a one-die penalty to

any rolls made against the character for the remainder of

the scene.

¢ Strength of the Dominator (Level Four) —
The Shadow Lord, by force of command, draws from
the anger of another to feed his own. A Stormerow
teaches this Gift.

System: The player rolls Wits + Intimidation
(difficulty L‘L]ll}ll to the target's \Vil]pm\‘cr). For a
number of turns equal to the successes scored, the
victim loses one Rage point per turn, while the
character gains that Rage point. This Gift can be
il[[‘l']‘lll“[k‘l] l"]'lly once per iilrf_[k:f. Pk’l‘ scene.

e Shadow Pack (Level Five) — The Shadow
Lord summons a shadowy duplicate of himself, or
even multiple shadows, to stand beside him in battle.
His shadow-duplicates possess the same powers as he
does, and they can fight just as fiercely. A night-spirit
or a Chimerling teaches this Gift.

System: The player must spend a variable num-
ber of Gnosis points and succeed in a Gnosis roll
(difficulty 8). For each Gnosis point spent, the char-
acter summons an exact duplicate of him to fight by
his side. These Garou have identical Attributes and
Abilities, but not fetishes. They can not use Gifts,
Gnosis or Willpower, and each has only one health
level (any atrack that is not soaked destroys it). The
shadow-Garou last for one scene.

® Obedience (Level Five) —Th

¢ Shadow

.

Lord becomes the Llll'im;ll'k'il]["hai.L‘Ultllll;lnd' S -
ing others to do as he wishes. A Stormcrow f N
teaches this Gift. =

System: The player spends one
Gnosis point and rolls Cha-
risma +  Leadership
(difficuley 8). All in the
vicinity must make a
Willpower roll ar the

same diffi-

-CHAPTER FOUR -
« THE GIFTS OF THE SPIRITS -

/ /

culty. Failure to exceed the character’s successes means
that listeners must obey the commands of the charac-
ter. The degree of obedience varies according to the
number of net successes. One success means that the
listeners can be persuaded to do something they do
not mind doing. Three successes mean that the listen-
erswilldo c_\'eu;tl\' what the character tells them todo,
as long as they are not utterly opposed to the idea. Five
Successes mean ll]:l[ Ihl_' ll.‘\[ CICTS \\'l“ l]]]dL‘lTkll{L‘ \’i]’tl]'
ally suicidal actions at the whim of the Shadow Lord.

Silent Stpiveps

The mysterious Striders are known for their Gifts
of expeditious journey and for the Gifts that keep
them safe from the horrors they find on their travels.

® Heavens’ Guidance (Level One) — This
practical Gift prevents the Silent Striders who have it
from ever being lost. Under a cloudy night sky and
without the benefit of a chart or compass, a Strider
can still make his way through unfamiliar territory.
Although he cannot tell exactly where he is at all
rimes, the Strider will always have a perfect sense of
direction. Also, he always knows the exact distance
he has traveled. Various star-spirits and other inhab-
itants of the Aetheria (see p. 162) teach this Gift.

System: No roll is necessary. The Strider's sense

of direction and distance is absolute while he
is under a night sky.
¢ Sense Wyrm (Level One)
— As the metis Gift.




¢ Speed of Thought (Level One) — A Garou
with this Gift becomes as swift as a gazelle, twice as
fast as he was before. A roadrunner- or cheetah-spirit
teaches this Gifr.

System: The player need only spend one Gnosis
point todouble the Strider’s running speed for one scene.
This increase in speed does not grant extra actions.

* Messenger's Fortitude (Level Two) — This
Gift allows the Garou to run at maximum speed for 72
hours without rest, food or water. When the Garou
reaches his destinarion, he has 10 minutes before he
collapses from exhaustion for another 72 hours. A
camel or wolf-spirit teaches this Gift.

System: The player spends one Gnosis point.
The Garou can do nothing save running. If he stops
prematurely, he cannot continue without rest equiva-
lent to the amount of rime he ran. For an additional
Gnosis point, the Garou may imbue another person
with this Gift’s power.

® Summon Talisman (Level Two) — The Strider
can summon to himself any dedicated handheld ob-
ject (see the Rite of Talisman Dedication). The item
disappears from wherever it currently rests, even from
someone else's grasp, then reappears in the Garou'’s
grip. A packrat-spirit teaches this Gift.

System: The player spends one Gnosis point.
The Garou simply concentrates on the item, and it
appears at the end of the turn.

® Fleet Footed (Level Three) — Silent Striders
have a habir of getting into unpleasant situations, and
in recent decades, these situations often involve ar-
rows. With this Gift, a Strider moves so quickly that
he can dodge arrows or other fast-moving projectiles.
Air elementals teach this Gift.

System: The player spends one Rage point and
rolls Dexterity + Dodge (difficulty 6). Each success
grants the Strider the ability to automatically dodge
one incoming projectile. This Gift cannot be used
against hand-to-hand arracks.

¢ Great Leap (Level Three) — The Strider with
this Gift can jump rruly astonishing distances. A
jackrabbit-spirit teaches this Gift.

System: The player spends one Willpower point
and rolls Strength + Athletics (difficulty 6). For three
turns, the characrer may jump 30 additional feet per
success plus his normal jumping distance.

® Dam the Heartflood (Level Four) — The
teeming numbers of Leeches in Dark Medieval Eu-
rope are an affront to the Striders. This Gift is a
powerful weapon in their arsenal against the vam-
pires. When used, it allows them to block the flow of
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blood in a Cainite’s withered veins, thus preventing
the Leech from using blood-related powers and leav-
ing him vulnerable. This Gift is taught by a cobra-spirit.

System: This Gift works on all supernatural
beings who have a blood pool trait including vam-
pires, ghouls and Ananasi. The player spends a Gnosis
point and rolls Manipulation + Medicine (difficulty
of the target’s Willpower). Each success prevents the
target from accessing his blood-related powers for a
full turn. Additionally, this Gift also inhibits the
target’s ability to use blood points to increase At-
tributes, heal, et cetera while the Gift is in effect.

¢ Speed Beyond Thought (Level Four) —In the
Dark Medieval, the ability to travel long distances
quickly is a rarity. This Gift grants a werewolf just that
ability. Using this Gift requires unbroken concentra-
tion, but a Garou may accelerate his normal speed by
a facror of 10 for eight hours. When the Gift's power
has waned, a Garou must eat immediately or face a
hunger-instigated frenzy. A cheetah-spirit or air el-
L'l‘.l."lcntill rL'ﬁChU5 rlliF L;l]’L

System: The player spends one Gnosis point and
rolls Stamina + Athletics (difficulty 7) to activate the
Gift. Like Speed of Thought, this Gift is useful only
for travel purposes and does not grant extra actions.

e GGate of the Moon (Level Five) — This fantas-
tic Gift grants the Strider the ability to create a moon
bridge that instantly transports him to his desired
destination, which might be many leagues away. A
Lune reaches this Gift.

System: The player spends one Gnosis point for
every 100 miles the Garou desires to travel. The
Garou cannot travel to a place he has not seen, but
beyond that, he is limited only by the amount of
Gnosis the player wishes to spend.

¢ Reach the Umbra (Level Five) —Many Garou
strive for balance between their spiritual and physical
natures. Once received, this Gift allows a Garou to
move fluidly between the spiritual and physical worlds.
To a Garou with this Gift, the Gauntlet is, for all
purposes, non-existent.

System: The Garou may step sideways instantly,
anytime and anywhere without any effort (or roll)
required. Additionally, all rolls made o enter or
Umbral realms are at =2 difficulty. The Garou cannot
SIUP Hj(lL‘\\’}l"h l]l“.] Spani Rllgt‘ 11 thu same turn.
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Siveg Fanes

The noble Silver Fangs employ their Gifts to lead
the Garou and to ensure that their places in the lofty
seats of kingship remain secure.
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e Eye of the Falcon (Level One) — This Gift
greatly enhances a Garou's vision, allowing him to see
with the acuity of a bird of prey. Silver Fang falconers
especially favor this Gift. Any member of Falcon’s
spirit brood teaches ir.

System: The player spends one Gnosis point. For
the duration of the scene, all Archery and visually
based Perception rolls gain a -1 difficulty benefit.

e Lambent Flame (Level One) — Calling on
Luna herself, the character blazes with the silvery
glow of moonlight. While the light is not bright
enough to blind onlookers, this Gift is useful for
providing simple illumination and for impressing
anyone who is gazing on the Silver Fang. A Lune
teaches this Gift.

System: The player spends one Willpower point
to activate the Gift, and it remains active for one
scene and illuminates a 100-foot radius. Any hand-
to-hand attacks made against the charactersuffera +1
difficulty modifier, while any missile attacks receive a
-1 difficulty benefit.

* Sense Wyrm (Level One) — As the metis Gifr.

* Empathy (Level Two) —Leadersamong wolves
are largely chosen by physical dominance, but those
lmping to lead men must consider other matters as
well. One vital matter is to know the expectations of
his subjects; to know how they feel allows a leader to
lead effectively. With this Gift, a Silver Fang can do
exactly that. A falcon-spirit teaches this Gift.

System: The player spends one Gnosis point
and rolls Intelligence + Empathy (difficulty 7). One
success indicates that the Garou knows the general
feelings and expectations of any one group. The
more successes the player rolls, the more detail the
Garou knows.

¢ Luna’s Armor (Level Two) — As the Chil-
dren of Gaia Gift.

¢ Exceptional Swordplay (Level Three) — Sil-
ver Fangs train regularly to maintain excellent
swordsmanship. This Gift further enhances a Fang’s
skill, allowing him to become increasingly deadly in
a swordfight. A spirit of war teaches this Gift.

System: The player spends a point of Willpower
and rolls Intelligence + Melee (difficulty 8). Use of
this Gift is considered reflexive. Each resulting suc-
cess grants the Fang an automatic success to strike an
opponent in combat. Despite the name, this Gift
works in conjunction with any melee weapon, not
just swords. This Gift can be used only once per turn.

e Wrath of Gaia (Level Three) — With this

Gifr, Gaia’s chosen warrior can reveal his full, terrible
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glory to minions of corruption. His splendor over-
whelms them, driving them to flee in terror before
him. Few of the tainted can withstand such exposure.
An avatar of Gaia teaches this Gift.

System: The player spends a Gnosis point and
rolls Charisma + Intimidation (difficulty 6). Any
minions of the Wyrm or those similarly corrupted
who gaze upon the Garou for the scene must roll
Willpower or Courage (difficulty 7) and equal or
exceed the player’s successes. If they do not, they will
flee in terror.

¢ Lordly Will (Level Four) — Tricksters be-
ware; a Garou possessing this Gift is all but impossible
to deceive. Those atrempring to impose their decep-
tions upon him will almost always be thwarted. An
avatar of Falcon teaches this Gift.

System: The difficulty of all mind-control at-
tempts, psychic assaults and other attacks targeting
the mind of the Garou are raised to 10. Once this Gift
is learned, its effecr is permanent. This Gift protects
the Silver Fang from the Dominate Discipline and
most applications of Presence and Dementation.

¢ Sidestep Death (Level Four) — Old legends
say that when the first Silver Fang died, he was reborn
with this Gift. A Fang with this Gift simply sidesteps
what would have become his deathblow. A lion-spirit
teaches this Gift.

System: Once per scene, the player may spend
three Willpower points to evade a single attack that
would inflict enough damage to place the Fang’s
health levels below Crippled (before soak ). The Garou
simply appears instantly at the nearest location not
affected by the attack, which may be an inch, a mile
Or more.

® Luna’s Avenger (Level Five) — A Silver Fang
using this Gift embraces his greatest weakness, trans-
forming it into his greatest strength. Invoking this
Gift causes a Garou’s body to become living silver,
changing him into a resilient shimmering warrior.

System: The Garou concentrates for a full turn
to activate this Gift. The player spends a Gnosis
point. For one scene, the Garou is immune to the
effects of silver. All damage from successful attacks
against other werewolves (and most other Fera) is
aggravated and unsoakable. Also, the Garou gains
two additional points of Stamina and one extra
health level for the duration of the Gift. A Lune
teaches this Gift.

e Paws of the Newborn Cub (Level Five) —
With but a glare and a snarl, rhe Silver Fang can
temporarily deprive his foe of supernatural power.

-
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Nothing terrifies an enemy more than suddenly los-
ing whatever magics he relies on —and then realizing
he faces the Silver Fang with only the mundane at his
side. A falcon-spirir teaches this Gift.

System: The player spends a Gnosis point and
rolls Gnosis (difficulty of the target’s Willpower).
Each success removes all special abilities
(shapeshifting, Gifts, Disciplines or any other sort of
supernatural or magical powers) for one turn.

Whagoeprs oF Men

The Warders believe in, and act to encourage,
the potential possessed by humanity. Their Gifts are
areflection of their close association with the society
of men, and in their beliefs that humanity can be
redeemed if protected.

® Artisan’s Command (Level One) — By speak-
ing with the spirits within mechanical devices, the
character may operate the devices as he sees fit. He
can discharge a crossbow, unbolt a door or raise a
winch from a bowshot away. Any technological spirit
teaches this Gift.

System: The player spends a Willpower point
and rolls Manipulation + Crafts (difficulty seven).
The character’s control lasts for one scene.

* Gift of Salt (Level One) — This unassuming
and yet highly useful Gift allows a Warder to preserve
food at the peak of its freshness, that he might enjoy
its bounty year-round. The Warders use this Gift
often, not only to assure that they have a supply of
food that won't offend their acute senses, but also to
help maintain the health of their kin. The only
drawback is that all of the food preserved in this
manner takes on a slightly salty raste. This Gift is
taught by a salt-spirit.

System: The player spends a Gnosis point for
every 20 pounds of food to be preserved, and rolls
Intelligence + Medicine or Hearth Wisdom (diffi-
culty six). The food remains fresh and insect-free for
one month per success.

® Persuasion (Level One) — As the homid Gift.

* Mask the Predator (Level Two) — Even the
gentlest Warder unsetrles horses, dogs and other
domestic animals with his presence. This Gift allows
a Warder to temporarily hide his inner Rage, allowing
him to ride horses or work with dogs as if he were an
ordinary human. The spirit of any domesticated ani-
mal teaches this Gift.

System: The player rolls Charisma + Animal
Ken. Success means that animals treat the character
as if he were an ordinary human for the duration of the
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scene, attacking the character in the event that they
feel threatened or challenged. This Gift does nothing
to mask the Curse as far as normal humans are
concerned, though.

* Reshape Object (Level Three) — As the
homid Gift.

* Tongues (Level Three) — A more effective
version of Speech of the World, this Gift offers both
fluency and literacy in any human language encoun-
tered, whether the King's English or ancient Sumerian
cuneiform. This Gift is taught by a raven-spirit.

System: The player spends a Willpower point
and rolls Intelligence + Linguistics. The obscuriry of
the language determines the difficulty (Storyreller’s
discretion). The number of successes determines the
Warder’s fluency with the language.

* Attunement (Level Four) — The Warder can
commune with the spirits of a given city or town and
learn anything that these spirits know (which is often
considerable). The werewolf learns the rough popula-
tion, the names and identities of any supernatural
beings in the city, whether any of the inhabitants
carry a plague, and so on. A cockroach-spirit teaches
this Gift.

System: The player spends one Gnosis and rolls
Perception + Enigmas (difficulty 6). The amount and
accuracy of the information depends on the number
of successes rolled. On a botch, the spirits playfully lie
or are simply misinformed (which can be fatal, de-
pend on the nature of misinformation).

* Doppelganger (Level Four) — The Warder
may assume the exact likeness of a particular human
or wolf, or even another werewolf. A spirit of illusion
teaches this Gift.

System: The player spends one Gnosis point and
rolls Charisma + Performance (difficulty 8). The
effect lasts for one day per success, and character
assumes the voice and mannerisms of the assumed
target, as well as her physical appearance (though not
her traits).

® Command the Blaze (Level Five) — Just as
wood actually needs the occasional forest fire to
cleanse away the dead underbrush, cities too are said
to require the occasional blaze to sweep away the filth
and allow new life to grow. The cities of the Dark
Medieval, however, are often tarred, thatched fire-
traps. This Giftallowsa Warder rodirect the inevitable
fire, urging it toward areas that can suffer the burning
and guiding it away from valuable territory (such as
libraries or the homes of Kinfolk). This Gift is taught
by a fire elemental.




System: The player must spend a Gnosis point
and roll Willpower (difficulty 7). The character’s area
of control originates around him. The more successes

the roll achieves, the further the character’s area of

control stretches.

Successes Radius of Control

One Arm’s reach

Two One room

Three A medium-sized building, such as an inn
Four A city block or a small keep

Five Three city blocks; a castle

Six+ An entire city

The Warder's consciousness extends with the fire
within his area of conrrol. [t must be one single blaze,
however, rather than a number of separate fires. The
Warder must remain still with eyes closed and con-
centrate to maintain control. If he is atracked or
otherwise distracted, the control is lost and the Gift
must be initiated again to regain control of the fire.
The fire cannot travel underwater or across bare
stone, but it can otherwise leap and rwist in an

L

~CHAPTER FOUR -
+ THE GIFTS OF THE SPIRITS -

unnatural fashion. The flames can extend up to 15
feet away from their fuel sources.

e False Comfort (Level Five) — As the
homid Gift.

Rites

Gifts are the most spectacular spiritual practice
the shapeshifters have, but they are not the most
important such practice to the Garou. More complex
and ceremonial than Gifts, rites are as much social
conventions within the society of the Garou as any-
thing else. Rites form an unseen bond between
werewolves and also between the Garou and Gaia
herself. Only Garou perform these rites (it is assumed
that the other Changing Breeds have their own rites,
of course), and this is because of their special bond
and service to Gaia. It is a boon, one might say, for
their fealty to her; that they are willingly putring their
own lives and the lives of their loved ones at stake
when fighting for her.




But what are rites, precisely? How do they work?
[t is through their continued interaction with the
spirits of Gaia, building on a persisting relationship
that has existed longer than anyone can remember,
that the spirit-servants of Gaia can fuel the rituals of
the werewolves. It is a pact that obliges the spirits of
Gaia to accommodate the callings of the Garou
ritemasters and grant their requests by allowing the
rites to work. Rites are, therefore, boons granted by
spirits through ritualistic callings, often in the form of
tributes and chiminage. The Garou see rites as a way
to affecr the order of the natural world, and as such,
the practice is part of the natural way of things. To the
Garou this is more than peasants sacrificing to their
gods to ensure a good harvest. To them, itis more than
amere tradition; it is a part of who they are and of their
culture. It is also imperative that outsiders do not
chance upon a Garou rite. They would not under-
stand, and those involved may even be persecuted for
working witchcraft. (Assuming the would-be perse-
curors survive — most humans who chance upon
werewolf rituals do not.)

“Trpes ofF Rites

Even though rites are a spiritual practice, they
figure heavily into everyday life for the Garou. Rites,
therefore, have been classified into several categories
reflecting their purpose, both in mechanical and
dramatic context. Rites of accord serve to restore
balance, to cleanse and to mend. Caern rites have
specific functions on and regarding the sacred places
of the Garou. Rites of death honor the departed and
maintain the connection the Garou have with the
cycle of all things. Mystic rites are designed for con-
necting to and with the Umbra. Punishment rites
form a sacred practice of reprimand, and rites of
renown commemorate notable achievements. Sea-
sonal rites celebrate the seasons of the year and
represent Garou “festivals.” They also represent spe-
cific annual rituals that the Garou hold, such as
solstices. Last but not least are minor rites. Nothing
like the other, elaborate and public rites, the minor
rites represent specific rituals that individual Garou
perform every day.

Leapnivg and PepFopmne Rates
Rites are taught by tribal elders, who were in turn
taught by their own elders. The rites of the Dark
Medieval, already ancient by anyone’s standards, are
predominantly the same ones young Garou of the
future will one day learn. Characters with the Rites
Background begin the game with some knowledge of

¢/
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RITES SYSTEMS
The following is a chart providing the
standard toll required for perforiming the differ-
ent types of rites. If no roll is listed in the
write-up, assume that a standard roll is re-
quited.

Type Roll Difficulty

Accord Charisma + Rituals 7

Caern -varies(max. Gnosis) 7

Death Charisma + Rituals 8 — Rank

Mystic .  Wits + Rituals 7

Punishment Charisma + Rituals 7

Renown Charisma + Rituals 6

Seasonal Stamina + Rinals - 8-CaemLevel
none none

Minor

rites, but after the game has begun, the only way to
learn more rites is by finding a teacher. It is not
possible to purchase rites with experience points.

Young Garou are often taught rites based on their
auspices. Usually, Theurges and Philodox, being the
shamans and mediators of Garou society respectively,
serve as authorities on rites among the Garou, and
cubs from these auspices are initiated with rites early
on. Theurges learn caern rites, mystical rites and
seasonal rites, while Philodox learn rites of accord
and of punishment.

This is not to say thar the Galliards, Ragabash and
Ahroun do nor learn rites. A Garou is able to learn any
rite, regardless of her auspice, provided she can locate
someone who is willing to teach her (and provided the
character has the requisite Riruals rating). In all likeli-
hood, anelder is going to demand some sort of recompense
or tribute to sharing his knowledge. Often this tribute
comes in the form of aid or servitude. Sometimes the
student is asked to provide chiminage to the reacher's
pack or tribal totem. The worth of the paymenr and
applicable time involved should be based on how much
teaching is required (determined by the level of the rite)
and in what regard the rutor holds the character. (This
regard takes her rank into account, though how the
character approaches the tutor affects the tutor’s de-
mands accordingly. Good roleplaying should be required
of the player.)

A Garou cannot learn a rite of a higher level than
her Rituals rating, and one week under the instruc-
tion of the elder per level of the rite is required to learn
it. For every week of training, the player must roll
Intelligence + Rituals (difficulty 10 — the character’s
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Intelligence). If any of the rolls fail, the player must
expend a Willpower point to continue the studies. If
a roll botches, the character is not worthy of the
knowledge yet, and he must wait at least a three full
turnings of the moon before trying again.

Most rites are extensive and tradition-bound
social ceremonies held ar moots and other caern
assemblies. A ritemaster leads the procession, which
generally includes three or more Garou. It is generally
frowned upon for a Garou to perform such rites alone,
although many minor and mystic rites are carried out
by solitaire Garou. The ritemaster is responsible for
seeing to all necessary details concerning the rite,
which includes the participation of the Garou present.
The number of Garou present helps lower the diffi-
culty of the rite (by one per five participants including
the ritemaster; see the table for base difficulties).
Good roleplaying on behalf of the characters in-
volved could lower the difficulty further if the
Storyteller sees it fit.

Carrying out a rite normally rakes a minimum of 10
minutes per level of the rite, and often entails the
sacrifice or use of some special object. Requirements for
enacting a rite are included in the following listings.

Rites oF Accopod

Rites of accord are designed to restore and renew
balance and harmony with Gaia in a place or a Garou.
Rites of accord are also used to strengthen and rein-
force such targets. The player must make a Charisma
+ Rituals roll, base difficulty 7 (unless otherwise
stated) to perform these rites.

Rite oF Cleansing

Level One

This rite cleanses a person, place or objecr by
removing all taint of the Wyrm from it. A common
way to perform this rite is to draw a circle upon the
ground and walk clockwise around the afflicted per-
son, object or place while carrying asmoldering torch.
Then a tree branch must be dipped in pure water or
snow and used to sprinkle the target. As this rite is
performed, the participants join in on a terrifying
howl to scare away and expel the corruption.

System: The difficulty of this rite depends on the
level of taint. For instance, the taint of a spirit might be
determined by the spirit’s Gnosis rating. If performed at
dawn, lower the difficulty by one. More than one target
can be cleansed at a time, but then the player of the
ritemaster must expend a point of Gnosis per additional
target. Servants of the Wyrm (which includes Black
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Spiral Dancers) and vampires suffer antagonizing pain if
targeted by this rite, but they are not cleansed of their
taint. This rite merely removes taing; it does not heal
wounds or damage caused by the raint.

Rite of Contpition

Level One

This rire is used as a form of apology to a spirit or
Garou who has been insulted or annoyed, or even to
prevent war between septs or tribes. This rite requires
the ritemaster to offer a gift or offering to the offended
individual, or possess an aspect of the offended spirit,
such as a clay likeness of it. The ritemaster must then
perform an act of formal apology, such as groveling at
the feet of the offended while whining and showing
her throat. If performed well, however, the act need
not be that drastic.

System: The difficulty of thisrite equals the Rage
of the offended Garou or spirit. The more successes,
the more profound the apology is, although only one
is needed to succeed. It is considered very bad form ro
refuse to accept a Rite of Contrition, and spirits will
always accept a well-performed rite.

Rite of Renunciation

Level Two

Though it is extremely rare for this rite to be
performed, it actually allows a Garou to abandon
the auspice under which he was born and assume
another. Doing so is considered highly inappropri-
ate, especially among the more structured tribes,
and a Garou who has changed her auspice should
count on experiencing social difficulties for a long
time after her change.

To perform this rite, the Garou in question must
undergo a ritualistic cleansing, in which he is bathed
and washed in water that has been exposed to moon-
light for a full night. The water must be poured from
a bowl of silver, and it cleanses the supplicant of
everything about him.

When the supplicant has been cleansed and the
rite has been completed, the Garou is now effectively
Rank 1, regardless of his previous rank.

System: There exists a variation of this rite
allowing a Garou to change his tribe, but it is almost
considered heresy to invoke such a rite. Only the
Children of Gaia and the Bone Gnawers are known to
take up defectors. Regardless of which facet of herself
the Garou is renouncing, the Garou in question keeps
the Gifts that have already been taughr to her, but she
torgoes the right to purchase new Gifts of the old
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auspice (or tribe). Needless to say, the Gifts of the
new auspice can now be purchased at normal value.

Under no circumstances can a Garou who has
defected from his tribe or auspice change back. He has
forgone his past forever, and the tribal totem of a
Garou who has changed his tribe is likely to bear a
grudge against that character for the rest of his life.

Amakening of Catas Strencth

Level Three

This rite is used to strengthen and fortify a struc-
ture, such as the walls around a city, or a door or gate.
The rite works only on walls and doors made of stone
or wood (not metal, glass or any other material). The
Warders alone practice this rite as a way to protect
their Kinfolk and caerns; the other tribes see it as
heretical and often speak out against its practice at
moots. The Warders have been called upon to per-
form this rite for other tribes, however, and it is
becoming more and more accepted. The ritemaster
must carry a small arricle of the same marerial as the
object he wishes to be fortified during this ritual. The
participants walk the length of the object while
calling on Gaia to restore the stone or wood to its
natural living strength.

System: Objects smaller than a wall (such as a
door) decrease difficulties to perform the rite by one,
while a larger object, such as an entire castle wall,
increases the difficulty by two or more. If the article
carried by the ritemasrer is an exact match to the
object (a splinter of wood from the same tree as the
object or a stone from the same quarry), reduce the
difficulty by two. If successful, difficulties to damage
the object increase by one for each success, up to a
maximum of +3, until the next full moon.

Rite oF the Wiloepness

Level Four

This rite prevents humans from settling an area,
by calling on the spirits of the land to make sure that
everything goes wrong for the would-be settlers. The
interlopers find rope and leather gnawed through,
food stolen or spoiled, and livestock driven away or
scared so badly as to be unmanageable. Wells dry up
or become infected by algae, and so on. Often called
“Goblin Curse” by young Garou, it would indeed
seem to the victims of this rite that goblins haunt
their new home.

The ritemaster must possess an object that has
never felt the touch of humans. The participants
gather in the area for three nights while calling on the
spirits of nature to defend themselves. If they are
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successful, the woods are “haunted” forafull year. The
affected woods take on an eerie, gloomy atmosphere,
shadows lengthen and seem to move, and strange
sounds can be heard.

System: Magic or True Faith could potentially
counter the effects of this rite. If the woods are
destroyed, the effect dissipates. If a caern lies within
tive miles of the area, the difficulty is reduced by one.
Bear in mind that the affected area must be limited.
Only a portion of a forest, a few acres wide, can be
affected. Haunted forests also draw attention. The
[nquisition or even infernalists might hear legends
and come to investigate.

Caepn Rates

Caern rites are among the most important of all
rites, because they help maintain the very spirit of the
land itself. These rites aid in opening, protecting and
renewing these sacred places. Without them, the
Garou would lose their most important sanctuaries.
These rites can only be performed within a caern. The
dice pool on any of these rites cannot exceed the
ritemaster’s Gnosis rating.

(Moot Rate

Level One

The purpose of this rite is to recharge a caern with
Gnosis, and a moot cannot be opened before it has been
completed. It has to be performed at least once per
month for the caern to remain consecrated. The partici-
pants of the rite must form a circle within the caern itself
and join in a prolonged howl, led by a sept officer known
as the Master of the Howl. This howl resonates like an
eternal circle until the rite is complete.

System: Between them, the participants must
sacrifice a total of five points of Gnosis per level of the
caern in order to replenish it. This rite has many
variations from sept to sept and from tribe to tribe,
mainly aesthetic differences. For instance, the Red
Talons are said to bite at their paws and scratch their
blood into the ground, while the Children of Gaia
bury their paws or feet in the earth.

Rite ofF the Opened Caepn

Level One

With this rite, a Garou can tap into the caem’s
mystic energies and use them herself. The ritemaster
must perform some sort of test to prove herself worthy.
These tests depend on which type of caern is involved
(see p. 168 for types of caerns), but they always involve
making a connection to the spirit of the caern. If a caern
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of Rage is involved, the ritemaster could rake on her
Crinos form and claw at her breast to bring forth the
Rage. If it is a caern of Enigmas, she might have to solve
a difficult conundrum within a limited time.

System: The level of the caern determines the
number of successes needed on a resisted, extended
Wits + Rituals roll (difficulty 7). The spirit of the
caern must be overcome. The Storyteller uses the
caern’s level asadice pool (difficulty of the character’s
Gnosis). The number of successes needed equals the
character’s Willpower. If the character is the first to
acquire the necessary number of successes, she wins
and may then add the caern’s rating to her dice pool
while performing actions relevant to the nature of the
caern. If she loses, she must soak lethal damage
equivalent to the caern's level. A botch indicates that
the character receives aggravated damage as a mani-
festation of the caern’s spiritual energies lashing out.

Badgeps Buppow

Level Four

The badger has a special sense about what is going
oninits burrow. Similarly Cacrn Warders have honed
their senses to perfection regarding the holy places
that they so passionately guard that they notice any-
thing within the bawn.

The ritemaster must prepare a surface, such as a
pool of water, a patch of sand or a shield, onto which
he pours a substance of strong odor, such as an herb or
urine. The other participants of the rite circle the
ritemaster while growling softly. If the ritual is suc-
cessful, the ritemaster gains knowledge of hidden
things occurring within the bawn of the caern.

System: If the player makes a successful Percep-
tion + Rituals roll against the difficulty indicared on
the chart below she can ask one question per success
regarding a defined area (the difficulty is dependant
on the size). A failure indicated that the vision comes
up blank, while a botch lets the Garou see whatever
she thinks she is going to see, regardless of the truth.

Area Difficulty
Heart of the caern 5
Wide area; large meadow 6
Area from the caern’s heart to the bawn 7
Square acre of Land 8
Small Forest 9

Rite oF the Opened Bridge

Level Four

This rite causes a mystical gateway between two
caerns, known as a moon bridge. These bridges allow
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Garou topass across the distance between the two caerns
at one-thousandth of the time it would normally rake.
The ritemaster must have an Umbral gem, resembling a
flat pearl with a wolf’s paw print on one side, known as
a moongem or pathstone. It is through the totem of the
caern thata bridge is opened, by establishing (or reestab-
lishing) a spiritual connection between the rwo caerns.

The ritemaster gathers all participants to walking and
chanting in a circle around the moongem, and the Master
of the Howl leads a plea to the totem spirit of the caern to
establish contact with the totem of the other caem.

System: If the pack totem of the ritemaster is the
same as that of the caern, add three bonus dice to the
necessary Wits + Enigmas roll (difficulty 8 minus the
level of the ritemaster’s home caern, if this caemn is one
of the two involved in the rite). The number of successes
needed to complete the rite is equal to the level of the
target caerm.

After amoon bridge has been established, it may be
opened at any time using either Rire of the Opened -
Caern or the Ragabash Gift: Open Moon Bridge. If the
rite is unsuccessful, a full 13 moons must go by before the
rite can be attempted again. The rite must be performed
once every l% moons anyway to I“]‘{.‘h’L’r\'L‘ [h.k' moon
bridge. A botch results in the destruction of the very rare
and valuable moongem, and the subsequent severe
punishment againsr the offending Garou.

Rite of the S broudes Clen

Level Four

This rite cloaks the entire spiritual reflection of a
caern, making it invisible from any part of the Umbra.
Five Garou must fast and be purified for three days before
performing this rite. By sitting opposite each other in a
star-shaped pattern and chanting a mantra to the appro-
priate spirits, the participants slowly make the area fade
until it is completely hidden from sight.

System: The difficulty for this roll equals the
caern's Gauntlet rating + 4. The number of successes
determines the number of hours the glen remains
hidden. It is possible to spend a total of 10 Gnosis to
make the effect permanent, and any of the partici-
pants may spend Gnosis. The glen is not acrually
invisible; an Umbral onlooker simply does not see the
caern’s Garou inhabitants or any other evidence that
a caern is nearby.

Rite of Caeprn Builoing

Level Five

To actually create a caern, a brave werewolf must
perform this rite. It is an incredibly powerful rite,
which often proves fatal to its participants, and draws




the attention of the Wyrm’s minions. Only the great-
est of the Garou are allowed to lead this ceremony,
which ranks among the most sacred of all Garou rites.

Before the rite can be performed, a place must be
chosen to be the caern’s heart. This place and all
participants must be cleansed, and the ritemaster
must prepare by undergoing meditation and other
preparations, including many minor rituals. The sept
must post its greatest warriors as sentries to deal with
the invaders that are certain to arrack, as the riremaster
recites endless litanies and chants designed to draw
forth a magnificent spirit to form the caern. It is
common to let Gaia choose the type of spirit she
grants the caern, but it is possible to influence the
choice. To make this determination, the ritemaster
performs several minor rituals asking Gaia for her
guidance. Galliards and Theurges of the sept are
usually given revelations through dreams and visions,
most commonly in riddles or symbols.

System: The rite must be performed berween sunset
and sunrise during a waxing moon. A minimum of 13
Garou, one for cach moon of the year, must attend this
rite. The roll required is an extended Wits + Rituals roll,
although this dice pool cannot be higher than the
ritemaster’s permanent Gnosis. The base difficulty is 8,
but every five Garou participating (beyond the required
13) reduces this difficulty by one. The assembled Garou
must spend a total of 100 Gnosis points for the rite to be
successful. Forty successes are also required, and the
ritemaster can channel the enormous amount of Gnosis
only once per hour. Since the rite is performed at night,
the player of the ritemaster usually has a total of eight
rolls available, depending on when the sun sets and rises.
For every three Gnosis points fewer than required, all
present suffer an aggravated wound (which may be
soaked).

For the minimum number of successes rolled, the
caern is established as a level-one caern. Every five
additional successes raise the level by one. Immedi-
ately upon completion the ritemaster must sacrifice a
number of permanent Gnosis points equal to the level
of the new caern. This is a legendary task worthy of
generous reward; the Storyteller should award all
participants a goodly amount of all thee types of
Renown, based on whart role they played in the rite.
(Sentries should receive Glory, while Garou who
interpreted visions regarding the new caern should
receive Wisdom.) The ritemaster herself should re-
ceive a minimum of three Glory, five Honor and
seven Wisdom.

If the rite fails, everyone attending suffers five
levels of lethal damage, which leaves a cascade of
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tear-dropped scars on their bodies after the excruciat-
ing pain recedes. (This damage may be soaked.)
These tears are seen as a sign from Gaia, crying out for
her children’s pain. The Garou view these scars as
marks of bravery.

A botch during the rite causes seven levels of
aggravated damage upon the participants. [f any char-
acter is reduced below Incapacitated status, she suffers
severe Battle Scars (see p. 93).

Rites oF Oexth

These rites are performed to honor the departed and
to strengthen the ties to life and rebirth. Death is a
necessary part of existence, and by performing these
rites, the Garou shakes off the burdens of fear and grief.

Carbeping For the Oepagred

Level One

This rite honors the newly fallen. The rite is
performed by the most respected Galliard, or one of
the fallen werewolf’s packmates. The form of the rite
varies from tribe to tribe, from a Fianna wake to a
Silver Fang time of lying in state.

System: The rite gathers the sadness, respect and
Rage of the mourners and releases it into the Umbra.
Some say that these feelings are an offering to Gaia;
others say they are a prayer to the divine. Others still
say that these emotions will somehow sustain the
spirit of the dead Garou on her journey into the
darkness. Sometimes, when this rite is properly en-
acted, it makes the departed spirit easier to contact
through the Ancestors Background.

Rite oF the Winter WoLF

Level Three

The Garou rarely die in their beds. Those who do
not die in glorious combart with the Wyrm see them-
selves as a burden in their old age. Over the years, a
tradition has developed in the Garou Nation, that
when a werewolf reaches a certain age, he takes his
own life honorably and does not put a drain on her
sept’s resources.

The werewolf announces that she will undergo
this rite, then presents herself before her packmates
and septmates. The sept’s Moon Dancers solemnly
recite the old wolf’s great honors, happy times and
personal tragedies. They sing songs of the past, of the
tuture, about the wolf’'s descendants and about other
lives as warriors for Gaia. When these songs have
been sung, the old wolf utters her farewells and walks
slowly through the assembled ranks of the sept. Asshe




passes, the sept bangs a slow, mournful beat on drums
or on the hard earth. Galliard pipers play the laments,
and the old wolf departs to a secluded place where she
ends her life.

Once the rite has been completed, the sept per-
forms the Garthering for the Departed.

System: This rite must be performed at night and
rypically under the moon phase of the deparring
character’s auspice. If the character commirts suicide,
she usually uses a silver weapon. Three other Garou
must be present to acknowledge the character’s life
and departure.

(Mystic Rites

Mystic rites are rites that pertain directly to the
Umbra and spiritual connections. These rites may
even be performed solitarily.

Rite of Binone

Level One

This rite lets a Garou bind a spirit to her by
entering a pact with it. A spirit will nort let itself be
bound unless it is friendly with the totem of the
binder. A spirit can be bound into places (like caerns),
objects (like talens) or even people.

To bind a spirit, the character must be in the
presence of it (i.e., in the Umbra). It is customary to
summon a spirit first, if the character is able to do so,
then try to persuade the spirit to willingly be bound.
A Garou can force a spirit into binding, but most
generally attempt to convince it to be bound.

Failing this rite often results in angering the
spirit, which can become very uncomfortable or dan-
gerous for the Garou. The more powerful the spirit is,
the harder it is to bind it.

System: A number of Gnosis points (minimum
one) must be spent to reduce the spirit’s Gnosis rating
on a one-by-one basis. The player then rolls the
character’s Willpower (difficulty equals the spirits
now-adjusted Gnosis rating), and the number of suc-
cesses indicates how many weeks the spirit will remain
inservice to the Garou. In the case of talens, the spirit
is freed when the talen is used.

Rite oF the Cuesting Stone

Level One

By dangling a stone or a needle from a picce of
string and concentrating on a person or an object he
is familiar with (not locations), the Garou is able to
locate his target. Whether a stone or a needle, the

object in quesrion will gently point or rug in the
direction of the target so that the Garou can follow.

System: Dangling the Questing Stone over some
piece of the item or individual, such as a piece of
clothing or hair, the difficulty of the Wits + Rituals
roll decreases by one.

Rite oF ‘Talisman Oedication

Level One

When a werewolf runs four paws to the ground,
she oftentimes needs to transport certain items —
tools, weapons, clothes — along with her. This rite
allows her ro rake some of her most imporrant belong-
ings with her when she changes form or enters the
Umbra. The werewolf imbues the items with spiritual
energy and binds them to herself. The items remain
with the werewolf in all forms, disappearing as he
shapeshifts. The Garou performs this rite during his
own auspice’s moon phase, and cach auspice has its
own way of performing this ritual.

System: Typically, human clothing will change
to accommodate Glabro form, and disappear in other
forms. Other, smaller, items appear as tattoos in Hispo
or Lupus form. The player and Storyreller should
agree on what change the dedicated item takes on.

It costs one point of Gnosis for a character to
dedicate an object to himself, and he can never have
more dedicated items than his Gnosis rating. (Fetishes
attuned to the character do not count against this roral.)
Storytellers may demand the expenditure of several
points for particularly large items, while allowing several
small items to count for one. A simple set of clothing is
generally considered one item.

Rite oF Spiprt Awakening

Level Two

This rite is performed to awaken dormant spirits.
Dormant spirits exist in all things, and a spirit reflec-
tion of the mundane target manifests in the Penumbra
when awakened. Awakened objects are immobile in
the Penumbra, however, and they only move if their
mundane counterpart does so. When used on plants,
this rite is known as sanctification. Plant-spirits grant
the ritemaster one use of its powers, like a ralen.
Foxglove wards against fae, for instance, while four-
leaf clover bring good luck. Any book on herbalism
should spark many ideas for such plants.

The ritemaster plays a musical rhythm (usually
on some a drum of some kind), while any other
participants stride around the ritemaster howling or
growling in pace with the beat to awaken the spirit.




System: The difficulty of the roll is the spirit’s
Rage, but failure simply means that the spirit remains
dormant. It is up to the Storyteller whether the spirit
is friendly. Simply awakening it does not give the
ritemaster any control over it. This rite does not work
on sentient beings.

Rite oF Summoning

Level Two

This rite allows the Garou mystic to call different
spirits to her. The summoner compels spirits to seek our
who calls them, and when the rite is complered success-
fully, the spirits feels obliged to attend the Garou. Lesser
spirits have no choice but to follow the summoning,
while greater ones come out of mere curiosity.

[f performed in the Realm, this rite requires complex
rituals and long periods of meditarion and chanring. In
the Umbra the summoner simply calls out for the spirit.

System: The difficulty of the summoning depends
onthe power level of the spirit. The accompanying table
determines the difficulties for the various kinds of spirits.
The difficulty drops by one per hour spent summoning
the spirit, but it can never be lower than 3.

Spirit Type Difficulty
Gaffling 4

Jaggling 5

Totem avatar 7

Incarna 8-9
Celestine avarar 10

[f the summoning is successful, the player makes
a Gnosis roll. The following chart indicates result
based on successes:

Successes Effect

l Spirit comes eventually, and is initially
hostile

2 Spirit manifests quickly but is initially

hostile

d

Spirit comes immediately and is neutral
4 Spirit comes immediately and is pas-
sively benign

N

Spirit comes immediately and is friendly
Botches generally lead to disastrous results, such
as summoning the wrong kind of spirits (even Banes).
A Garou who summon Incarnae or Celestines suc-
cessfully is awarded Wisdom Renown.

Rite oF the Fetisbh

Level Three

Trademark tools of the trade for the Garou,
fetishes are objects with spirits bound into them. The
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pride of the Garou arsenal, these artifacts are created
with careful consideration. For a spirit to agree to be
bound into it, the fetish-to-be has to be made appeal-
ing for the spirit.

Performing the Rite of Cleansing is generally a
first step. Depending on the nature of the fetish, it is
often placed under running water, buried in pure
earth, L‘X]‘-nbcd to constant breeze or suhpclulmi above
an open flame for three consecutive nights, The more
a character has taken care to prepare the fetish, the
more likely it is that the spirit will agree without
Ir\‘lll"lt" TI’IL‘“ d .\l‘l]_“' must I"C ‘\'UIH“].U”L‘L; or .‘:UUL"]'
out and in some way persuaded — whether coerced or
bribed (with Gnosis) — into entering the prepared
object. See p. 84 for more information on fetishes.

System: The ritemaster rolls Wirs + Riruals ar a
base difficulty of 10. Each point of permanent Gnosis
spent during the rite reduces this difficulty by two. If
the Storyteller agrees, the difficulty can also be low-
ered ifthe player has roleplayed the attempr ro persuade
the spirit well, for instance by having the character go
to great lengths at proving her sincerity to the spirit.
Should the player botch the roll, the spirit will most
likely attack the character our of offense.

Rite oF Foresicht

Level Three

The Garou prepares a small, herbal sacrifice that
she burns on a rise or mound, as an offering to the
spirits nearby. She then engages in meditation. After
a while her spirit passes into the Umbra, where the
with the sacrifice, offers her visions

spirits, if pleasec
of possible futures. [t is not uncommon to experience
memories of the past as well, and the two can occa-
sionally be hard to rell aparr.

System: Some werewolves, especially among the
Silent Striders, the Children of Gaia and the Warders
of Men, imbibe narcotic substances such as hashish or
belladonna in order to encourage these visions. The
player rolls Gnosis (difficulry 7), and the spirit of the
character leaves her body for the Umbra. Should the
physical form be disturbed, the Garou immediately
returns to I]L’l' 1““\]\" iinki TI]L’ VISIONns L‘IHL

Rite oF the “Totem

Level Three

This rite binds a pack of Garou together by
adopring a guardian totem. To perform this rire, the
participants all cover their eyes with a substance
regarded as holy to Gaia, such as ashes, herbs or clay.
When this is done, they step sideways, and the
ritemaster leads his packmates in a hunt for signs of




the totem spirit. When the totem spirit has been
located, the Garou might have to prove themselves
worthy of it. Generally aspirit will accept them if they
have completed the Rite of Passage. As always, the
Storyteller has final say.

System: Standard roll, but the characters must
have enough points in the Background: Totem to
meet the l‘cquil‘cd cost of the chosen totem (see
Totems, pp. 227-231).

Pumisbment Rites

These rites are performed to inflict penalties on
Garou who have seriously rransgressed against pack,
sept or tribe. These rites are only performed if ordi-
nary punishment has proven insufficient. If a
punishment rite fails, it is considered a sign from Gaia
that the wrongdoer has not transgressed seriously
enough to warrant a rite of punishment. Storytellers
may wish to have such rites fail automatically if the
rarget is truly innocent. Or perhaps not; even the
spirits are not infallible.

Rite oF Ostracism

Level One

This rite estranges an offending Garou from her
tribe, sept and occasionally her pack. She will there-
after be completely ignored. The rite requires the
participants to form a circle around the chastised
Garou. Then each participant calls out the name of
the offender, followed by, “Of all of Gaia's children,
I have no such brother/ sister,” before turning from
the circle, until all stand with their backs on the
target. Then they leave the site, and the offender is
officially ostracized.

System: This punishment lasts for one phase of
the moon, typically, but there is no real limit. Some-
times the punishment is made permanent, but only
for truly heinous crimes. Ostracized Garou lose one
point of Glory, five Honor and one Wisdom Renown.

Stone oF Scopn

Level Two

The Stone of Scorn — already an ancient tradi-
tion in the Dark Medieval — is a rite in which a rock
that is imbued with malicious spirit personifications
of shame, sorrow and the like is passed from Garou to
Garou while the offender is forced to sit and watch.
For each Garou being handed the stone, a new sign or
symbol of derision or shame is carved or painted into
it, while that Garou tells a mocking or embarrassing
tale about, or points out a weakness of flaw in, the
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offender — often an exaggerated one. This rite lasts
all night, with the stories often turning worse and
worse with each passing hour. As the rite ends, so does
the punishment. Mocking the offender after the rite
has ended, even behind her back, is punished by
temporary loss of Renown.

System: Standard roll required. The punished
Garou must perform some honorable deed to rid
himself of the taint of scorn. Garou punished by this
rite suffer a loss of eight points of Honor and two
points of Wisdom Renown.

Lunas Teags

Level Three

The ancient Gaels believed in trial by ordeal to
determine guilt or innocence, and some Garou, par-
ticularly the Fianna, maintain rhis tradition. In the
event of a Garou violating the Litany, or committing
daIy C'r]]]it:ll L’]'in\l(_'\ h]]t}l ds I'rl]“L‘ or l‘ﬂl]l’LlL‘r, i]]ltl lt‘r]‘lL‘l’L‘
is any doubt about the guilt of the violator, this rite is
sometimes invoked.

The criminal is exiled and cursed for the time of one
phase of the moon. The criminal will believe that all rain
that falls on him is liquid silver. No permanent damage
is done, assuming the eriminal survives. But during that
month, the violator will suffer terribly. The rain wounds
him, and he cannot heal those wounds. He loses his
Gnosis and becomes unable to eat.

System: The condemned is taken before the
ritemaster and the judgment is pronounced. The
judge looks into the sky and determines that the
condemned is to be exiled from the protectorate for
the period of one lunar month, and he cannot rerurn
until the moon is in the same phase.

The condemned is then splashed with ice-cold
water and forcibly escorted from the protectorate. For
the period of one lunar month, the condemned can-
not regain Gnosis, and every rainfall feels as if he is
being lashed by silver. This “silver” inflicts one level
of aggravated damage per shower of rain the character
suffers. It cannot be soaked or healed, and in the
aftermath, the condemned tends to vomir violently.
If the condemned spends a point of Willpower, she
can convince herself that the rain is not really silver
(and thus suffers no damage). This Willpower can be
recovered normally. The wounds do not heal, how-
ever, until the time of exile is completed.

This punishment is more commonly given in
Northern Europe, where it frequently rains, but it
always secems ro rain just a little bit more when thisrite
is invoked.




The Dunt

Level Three

A Garou who has been found guilty of murder or
other serious crimes, but who still retains a vestige of
his honor can be targeted for the Hunt. His final stand
may even warrant posthumous renown. The partici-
pating Garou form a Hunting Pack, and everyone
involved paint their bodies with dye or clay, repre-
senting ancient symbols of vengeance and justice. All
make way for the Hunters, and it is considered a great
honor to be chosen as one of them.

System: The ritemaster rolls Charisma + Rituals
(difficulty equaling the rank of the offender + 4). If
the roll fails, the condemned puts up a grear final
stand, thus earning posthumous Glory for his valor. If
the roll botches, the offender escapes the Hunters,
and becomes an Errant.

It is encouraged that this rite be roleplayed in-
stead of simply making a roll to see if the rite is
successful. Playing the role of the Hunters should be
rewarding, and the Hunr itself should be an invigorat-
ing experience.

gmaé VengeFul “Teetb

Level Five

Thishorrid rite, performed only on werewolves who
betray their sept or tribe, causes the very ground itself to
burn the offender like jagged silver. Whatever he touches
for the duration of the rite transforms into razor-sharp
silver under his flesh. In this condition, hunters then
chase the traitor, and he suffers excruciating pain before
he finally dies.

The rite begins with stringing the traitor ro a spot of
hard-cracked soil and sharp stones. The ritemaster cuts
her own hand and smears the blood across the eyes, ears
and brow of the perpetrator while scornfully lamenting
her rage and grief. As the blood drips from the traitor’s
face onto the ground, the rite takes effect. Every trace of
him is removed from the records of the Garou, and his
name will remain only as a curse from that day.

System: The traitor is unable to step sideways as
long as the blood of the ritemaster touches him. Any-
thing he touches causes aggravated wounds, and the
participants of the rite hound him mercilessly, driving
him on until he finally dies. No one survives this rite.

Rites oF Renown

These rites commemorate the deeds of heroes.
When a Garou has accomplished something worthy of
it, arite of renown is enacted to honor and acknowledge
these deeds.
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Rite ofF Accomplisbment

Level Two

This rite honors great deeds. It recognizes a
werewolf’s sacrifice and effort and bestows renown on
the deserving subject. An elder of the tribe calls the
hero forward, and tells those present of the werewolf's
accomplishments and qualities. The other Garou
applaud the hero by songs, chanting or howling. The
rite then commences. The hero’s peers will speak on
hih l‘(_‘]];]lf‘q ‘(Hld witnesses to th' L’.I]Hr:lt_'tt'l".\ I]L’l’“iL’h
sometimes tell the story (a little exaggeration is roler-
ated). As the rite concludes, the elder who initiated
the rite will proclaim that the Garou has been made
greater in the eyes of the tribe, sept and the Garou
people. “Let this be known,” the elder says, and the
rite is completed. Some western Silver Fangs have
adopted human knightly rituals into their perfor-
mance of this rite, while a Red Talon mighr only
receive a brief howl in her honor.

System: When a character has 10 points of tem-
porary Renown, she may trade them for one point of
permanent Renown upon successful completion of
this rite. The difficulry of this rite is normally 4, and
only one success is needed. If one person speaks
against her, however, the difficulty rises to 6. If more
than one person speaks against her, the difficulty rises
again (+1 for each speaker, maximum 10). A failed
roll means the ritemaster receives a portent from the
spirit world, determining that the character has not
done enough to justify such renown. Frequently, the
ritemaster will dispatch the Garou on a quest before
1hL' chl]“'n 1S il\\'&ll’di)d. It-th\.‘ ['U“ l“ﬂtChL‘.‘i. [I]L’ (\lllrl)ll
has to perform the Rite of Contrition before the rite
can be atrempred again.

Sometimes, those speaking against the candidare
will heckle the ritemaster as she speaks. The disputers
show norespect for the candidate, and their assertions
are deliberately provocative. If that is the case, then
the applicant might have to check for frenzy. If he
succeeds and keeps his cool, then the rite continues as
normal. When rthe rite is completed, no one will speak
out against the character in any Rite of Accomplish-
ments for three months. Moreover, at the Storyteller’s
discrerion, the candidare may even gain Renown —
after all, she has demonstrated patience and restraint.
The hecklers may even lose Renown.

Rite oF Wounone

Level One

The first battle wound of one of Gaia’s warriors is
a proud moment. More than a Rite of Passage or
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spoken respect, this first cut marks the Garou as a true
warrior. Each tribe has different ways of celebrating
this wound, but all honor it. The tribe's Theurges rub
ash into the wound, to make sure that it scars. The
Fianna, with their obsessions with purity of body,
actually heal this wound, leaving a ghostly scar —
especially when the cub is being groomed for leader-
ship. The Shadow Lords cauterize the wound and
treat the pain as part of the ordeal of honor. The
Children of Gaia treat the wound, and meditate on
the sacrifices needed to save Gaia's love for the world.

System: Only the wounded character and the
ritemaster need be present, but in many cases, this
first scar is the focus for yet another Garou celebra-
tion. Some Septs consider this to be a second Rite of
Passage. The wounded characrer receives two extra
points of Glory if the rite succeeds.

Rite oF Passace

Level Two

As a werewolf cub undergoes his First Change, a
spirit alerts the tribe, and the cub is taken away to
undergo the Rite of Passage. Until chis rite is under-
taken, the cub is not a true Garou, and not worthy of
respect. To the Silver Fangs, they are mere squires.
To the Shadow Lords, they are slaves. The cub does
not become a member of the tribe until this rite has
been cul‘nplctud.

The Rite of Passage takes the form of a quest, and
it is usually dangerous. Garou elders like to use this
rite as a way of solving two problems at once — the
cubs are initiated into adulthood, and some problem
that they cannot solve themselves can be taken care
of. The sept might not be able to spare resources to
hunt down a group of young vampires in the region,
but those vampires can be made targets of the rite.

Few cubs undertake this rite alone, but it happens
occasionally. In most cases, though, the rite also
unites all of the new cubs into a new pack. It both
brings the cubs into adulthood and forges the team
spirit and pack dynamic that will ensure their sur-
vival. (The Rite of the Totem is typically performed
soon after the Rite of Passage.)

The pack (or the individual cub) is sent out into
the world with a definite goal and no support and
warned not to come back until the goal is complete.
In reality, the tribal elders are not so heartless. They
will send spirits to watch over the cubs, and it the
threat they face is overwhelming, they can quietly
move to aid the cubs. There is no shame in this —
what the elders are looking for is resourcefulness,
toughness and bravery.
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When the quest has been completed, the newly
adult Garou are hailed by their sept and a revel is
typically held. During this celebration, the ritemaster
will paint a pictogram that marks them as full-blooded,
adult Garou. The pictograms typically depict tribe,
auspice and breed.

If the cubs fail, they are given other opportunities to
succeed or die trying. It is very common for cliath-to-be
to earn their Garou-names on their Rite of Passage.

System: Before this Rite has been completed, the
Garou are not yet Rank One. They do not learn any
Gifts until the rite has been completed.

S easonal Rites

Every tribe has some seasonal rites, ways of cel-
ebrating the scasons of the year. Seasonal celebrations
are very common during the Dark Medieval, and the
fact that the Garou have their own such ceremonies

should come as no surprise. Whether solstices or .

minor festivals, some septs hold such seasonal rites
once a moon, while others merely celebrate the most
important ones. Listed here are just a few such rites to
give an idea of what these rites were like.

Rite oF the Winter Winos

Level Two

Thisrite is in honor of Helios, and it is performed on
the shortest day of the year. If this rite is not performed,
Helios might think twice before lengthening the days
again, and winter would simply never end.

This rite differs from sept to sept, but a common
version involves the ritemaster gathering all partici-
pants into a circle around a small bonfire. An extended
howl beginning as a low growl and ending in a magniti-
cent climax marks the cue, and the ritemaster leaps
forward with a burning branch from the fire, and sets off
into the woods. The other participants follow his lead,
and they all make as much noise as they can. The rite
culminates by the ritemaster leading the others back and
everyone throwing their flaming sticks back onto the
fire. Then a massive feast in honor of the reborn sun is
held until its appearance at dawn.

Rite oF Reawakening

I.L"\"‘.'l T“'L')

This spring rite held on the vernal equinox is also
a celebration of rebirth. At sundown the ritemaster
leads the participants on a symbolic quest into the
Umbra, involving a number of tests (often 13, repre-
senting the number of Umbral Realms or monrhs in
the lunar year). Each test requires the participants to
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abandon something of themselves. This can be any-
thing, from a fetish to an old grudge. The idea is that
by mastering such challenges, the challenge of renew-
ing the Earth is something in which the Garou can
succeed. The rite culminates in a great feast of all sorts
of pleasures.

‘The Cpear bunt

Level Two

During the eve of summer solstice, Helios lingers in
the sky longer than any other day of the year. This gives
the creatures of darkness little, if any, shelter, and the
Garou celebrate this by arranging a sacred hunt.

The rite enrails the ritemaster calling upon
Gaia at midnight the night before the solstice.
The assembled Garou pray, chant, howl and rell
tales. Some tribes practice bloodletting and mingle
their blood in a large bowl before painting picto-
grams on their foreheads and chests with it. Gaia
sends a sign to the sept at dawn, indicating the
target of the hunt. This sign can come in any
shape; often it is a raven leading the Garou to
their targetr, or a vision to the ritemaster. The
assembled then have until sunset to finish their
prey. Should the rite fail, it is considered a terrible
omen for the coming year.

System: On rare occasions, Gaia demands thar a
Garou sacrifice for this rite. Only the bravest, stron-
gest warrior Ahroun can be chosen, and he becomes
the focus of the Great Hunt. Only in times of dire
need does Gaia demand such a sacrifice.

“The Long VigiL

Level Two

The Long Vigil is performed during the autumnal
equinox. For the Garou, winter is traditionally a time
of war, and this rite is intended to prepare Gaia's
warriors on the battles ahead.

The day before the rite begins the whole caern is
decorated with trophies of war. At sundown the sept
joins around a raging bonfire, and the ritemaster
begins his praises, first to Helios, then to Luna, with
pleas for aid. Then the Moon Dancers join in with
their tales from the battles and victories in the past
year. Each trophy around the caem is brought into
their songs with the story of how it was won. As they
finish, the rest of the sept joins in with their own tales
of those deeds. This goes on all night, and as dawn
approaches, the ritemaster once again beckons Luna
for aid, dedicating all accomplishments of the past
year to Luna, Helios and Gaia. Then the trophies are
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all sacrificed on the bonfire, in hope that many more
will be won in the coming vear.

(rimvop Rates

These rites reflect the daily lives of the Garou.
Some of these rites merely serve as homage and
tribute to spirits and Gaia, while others are based in
the folklore of humans or the ways of the wolves. The
following are some minor rites, but players should be
encouraged to make their own, based on where their
character comes from and what beliefs and tradition
are practiced there. The roleplaying experience can
only benefit from it. A minor rite takes three days to
learn and usually takes berween twa ro five minutes to
perform. These rites normally grant a one-die bonus
to a particular kind of roll, which can be used only
once until the “cycle” of the rite is performed again.

Bowne Rhyrbms

As a tribute to her totem spirit, a Garou beats out
the particular rhythm associated with her spirit with
drumsricks made of bone.

System: By performing this rite three times a day
for at least three days, the character receivesa one-die
bonus to one roll while in the Umbra.

Breath oF QJ.UA

This rite merely requires the Garou to breathe
deeply 13 times of Gaia's breath. This clears his mind
for all things save his love for Gaia.

System: By the character performing this rite
once per day for a full cycle of the moon, the player
can lower the difficulty of one healing or detection
roll by two.

Creet the Moon

Children of the Moon, the Garou howl greet-
ings at Luna. There is a different howl for each
moon phase.

System: By howling at the moon in this manner
at moonrise every night for a full phase of the moon,
a player can add one die to her character’s social
interaction rolls with other Garou of that phase’s
auspice during the next night of that moon phase.

Creet the Sun

Similar to Greet the Moon, this rite is per-
formed at sunrise.

System: By singing the praise ot Helios ar sunrise
for nine days in a row, the chatacter is granted one

T



\ \ AN \

additional die for attempts to sniff out Wyrm crea-
tures or taint. This is a lasting bonus as long as the
characterkeeps the practice. If even one day is missed,
he has to start over again.

bunting Prayer

Before commencing a hunt, the Garou praises
Gaia and all her crearures. The Garou also carries
an item, be it a tooth, a pearl or a belt, that carries
her prayers.

System: By performing this rite for three turnings
of the moon prior to every hunt, the character re-
ceives an addirional die ro all her tracking rolls, for as

long as she continues this practice. If she loses her

item or forgets even once to say her prayer, she must
start anew.

Prayep For the Prey
As a sign of respect to Gaia, her children
and to life, the Garou steps sideways after every

kill she makes and thanks the spirit of her prey
for giving irs own life to assure rhar the Garou
could survive.

System: By performing this rite for every beast of
(Gaia she slays (not including Wyrm-creatures) for a full
turning of the moon, the character receivesa -1 bonus to
all difficulties in dealing with nature spirits for as long as
this practice is upheld.

Rite oF the buwrmg Cround

The Garou marks her territory by urinating on trees
and bushes while in Lupus form. No wolf or Garou can
enter without immediately realizing that they are on
another’s territory. This does not necessarily prevent
them from entering, however.

System: The Garou spends anywhere from 10 min-
utes to a full hour marking her territory, depending on its
dimension. Special messages, such as greetings or direc-
tions, can be left, but then the player must make an
Intelligence + Primal-Urge roll (difficulry 7).
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“Thopdop sar quietty-on thedock and Took 2 puill From bis winveskmy

asamanstrolled along the pierandlooked up at the ship with an admiring look on his face. Thordor
hadseen larger men, but not many. The fellow had a thick beard down the middle of his chest, and
the young sailor could see bits of food trapped in the matted mess. The man was coarse, even for
a docksman (if indeed that's what he was), and Thordor found him frightening, despite having
faced stormy seas and hideous beasts from beneath the waves. |

Thordor sat and tried net to look like a sailor, but it didn't work. When the man saw him,
his face lit up, and he strolled over to speak. Thordor hid his wineskin beneath his cloak and tried
to think of an excuse to walk off; but nothing came. He could only watch as the oaf grinned,
bearing yellowed teeth and slimy lips.

“Sail on that you?” .

Thordor frowned. The man’s accent was odd. It didn't sound German, yet it was ex-
tremely guttural. “1 do, sir.” :

“Good big ship!” The man waved in the c]i_rection of the vessel, gesturing for emphasis.

“Carry men from other docks?” r

“Travelers, you mean? Yes sometimes.’ Thordor wondered if the man was an idiot.

“Travelers! Good!” The mans eyes narrowed., “Travelers pale like dead fish? Only see at: night?”

Thordor shook his head. “No, sir; | donot know...” He trailed of f: Something sparked amemory.
There hadbeenaman, actually, whohad paid the captain to transport him here from England. Thordor
had never spoken with him — had he? Suddenly the voyage seemed hard to recall.

The sailor’s eyes snapped up and beheld the ugly man standing so close they could have
kissed. His breath smelled of dead flesh and salt, and he panted like a wolf ready to hunt. “Sir, there
was one such. | don't recall his name or his plans when he left the ship, but—"

“Where?” said the man. It sounded more like a demand than a question — and more like
a growl than a word.

“As | said, | don't—"

“Where?” he snarled again. Thordor backed up, and likely would have fallen to his death in
the sea if the man hadn’t grabbed his cloak. When he put his arm forward, Thordor saw beneath
his cloak and was horrified to note that his flesh was covered in scars and boils.

“Sir, | don't know! He left the ship last eve, when we put in! A carriage picked him up straight
away, and they headed northeast. That isall| know'”ﬂ\ordor sbreath came heavy. He squirmed, ready
to run, but the man held him fast by the cloak. The Men s;zed him up, then grinned again.

“That enough for tracking,” he said. “Thank you.”

The manturnedand loped offtoward the town, Thordor shook his head and watched him
go.He wasanidiot. No man could track acarriage after the?nowthey’d had the night before. Not
even a wolf could do that. L

Offin the snows, lce-Fangs, Ahroun of the Bone Gnawers, dropped into his natural form
and began hunting for a spoor. The human had been an idiot to remember so little, but then, most
humans were. No matter. Hed find the trail, then the Leech. His lands had enough problems
without importing more.



» (BAPTER FIVE:
B\ The INVISIBLE

WORLD

“Stared at so closely by that ghostly crew
| was recognized by one who seized the hem
of my skirt and said: “Wonder of wonders! You?"."
—Dante, The Inferno

Faith has as much influence on the lives of humans as do
practical realities in the Dark Medieval. The words of a
priest can start a war. Many believers choose to die rather
than betray their beliefs, looking instead to the next world
for their reward. Cathedrals rise over the landscape as the
most impressive achievements of architecture, but people
see these buildings as triumphs of God, not engineering
marvels. Heaven and Hell hold tremendous sway.

Ashumans look to places beyond, so do the werewolves.
Where humans must rely on their faith for spiritual suste-
nance, Garou have proof of Gaia’s existence. They know
that the spirits are real. Werewolves can speak to their
ancestors. They can travel to the spirit world, which they

call the Umbra.




Although werewolves accept the Triat and be-
lieve in Gaia, individual tribes, septs and packs have
their own understanding of spirituality. Some homids
follow Christianity, and they struggle ro reconcile the
beliefs of the Garou Nation with the Christian
worldview. Other werewolves, such as the Fenrir, try
to relate their experiences with the spirit world to
their ancient myths. A few members of the Fianna
even believe that they are faeries, trapped away from
Arcadia.

Belief shapes Umbral experiences. Garou don’t
know why, but every werewolf experiences the Um-
bra in a unique way. A Christian homid might see an
arched entrance to a moon path as a pearly gate, while
a lupus might see the same entrance as two trees with
their branches entangled. Spirits flock to werewolves
who will interact with them. Those who are not
inclined to communicate with the spirirs might see

one UI‘[I\' I"JI'L'I\".

“Traveling

Why do the Garou travel to the Umbra? Earth has
plenty to offer. They can speak to spirits at caerns.
They don’t need sustenance from the Umbra. Yet
even still, the werewolves find many reasons ro reach
into the spirit realms.

Tacties

Garou use the Umbra as a tool for moving stealth-
ily. Many werewolves slip in and out of human areas
by using the Umbra to avoid detection. A noble-
woIman \\‘itl'l a mirror can .\'tC]—‘ into T]IC [._]I“}“ri'i 1“1\_1 l_“.'
free to hunt rabbits as a wolf in the nearby forest while
the guards at her door suspect nothing. Sneaking into
strongholds of enemies and stepping sideways to set
an ambush or launch a surprise attack also make
sense.

The Umbra makes a good escape route. Why
should a werewolf allow huntsmen with bows to chase
herdown?!She cansimply find a convenient place and
vanish. Few people protect their dungeons from spiri-
tual escapes. A werewolf might need a moment to rest
during a fight, or she might want to break off from the
rest of her pack to surprise her enemies.

Garou can use the Umbra to become the ultimate
spies. By stalking through the Umbra, Garou can sit
in on important meetings, visit noble functions or
stay in a nobleman’s private chambers. By peeking
(see p. 93), the werewolf can watch events on the
otherside of the Gauntlet. The Umbra is an excellent
means of gathering important information.
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Spiprtual Macteps

Most werewolves travel to the Umbra to seek out
spirits. A warrior might need the spirits to teach him
Gifts. A spirit could have valuable information for
the Garou, for which he might have to perform a quest
in the Umbra. He may also seek out spirits for the
creation of fetishes.

When a werewolf is ready to learn new Gifts, the
Theurges call upon a spirit to come and teach the
Garou. They make supplications, and the spirit im-
parts her knowledge to the werewolf. Rarer and more
powerful spirits teach rarer and more powerful Gifts.
Often, the Garou must hunt these spirits through the
Umbra. Going to the spirits usually makes them more
amicable. It shows respect to the spirit, which they
often interpret as wisdom. Certain spirits only dwell
deep in the Umbra and refuse to answer summons,
which means that finding them requires a quest.

Quests in the Umbra mighr also be necessary to
please a spirit. A werewolf mighr need to cleanse part
of the spirit world that the Wyrm has corrupted. She
might need to fight a rival spirit. She might need to
retrieve an item of importance to the spirit. These
types of quests are often as much tests for the Garou
as they are needs for the spirit.

When a werewolf wishes to craft a fetish, he needs
a spirit to bind to the item. To find a spirit with the
proper traits, he might have to journey far into the
Umbra. To find a willing spirit with those traits, he
might have to travel even farther. Galliards sing
entire epics about the creation of fetishes.

Pepsonal Reasons

Even the werewolves with the strongest belief in
Gaia experience tests of faith. They wonder about
their personal place in the world. They ask questions.

The Umbra holds answers for seekers. The spirits
that dwell in the Umbra have accumulated great
wisdom over the ages. They have seen the years
change, and they know the lives of the Garou. Even
the places in the Umbra provide symbols and signs for
a werewolf. A vision-quest in the Umbra can be a
journey through one’s own soul. For seekers looking
for reasons or meanings, the Umbra offers many
choices. All one has to do is accept them.

Healing lies beyond the Gauntlet. For those who
have lost a loved one, the Umbra can provide closure.
Some werewolves have encountered the spirits of
their ancestors. Others have found signs and symbols
of lost packmates. Spirits can even teach Garou to
forgive themselves for failures. Often a Garou will not
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find what he went to the Umbra to find. Instead, he
might come away with the knowledge the spirits
know he needs.

“The Penumbpa

To the Garou, the Penumbra is the most impor-
tant part of the Umbra. Lying just a breath away from
the physical world, werewolves feel that that Penum-
brareveals the true nature of things. When a werewolf
peers from the Umbra to the material world, she
usually stands in the Penumbra to do so.

Any spirit that wants to contact the physical
world must do so from the Penumbra. Malefic as well
as benign influences inhabit the Penumbra, just out-
side the perceptions of living beings. They observe
and attempt to influence events from beyond the
Velvet Curtain. Some of these spirits try to prey on
Umbral travelers. They lurk in wait for Garou to step
sideways, then attack — especially if part of the pack
lies trapped in the Gauntlet, traveling slowly be-
tween worlds.

In addition, the spirits of carth creatures dwell in
the Penumbra. As the Garou know, all things have a
spirit. In forests, spirits of the trees and animals mix
harmoniously with spirits of the wind and sunlight.
Not all spirits of Gaia consider the werewolves their
allies, however. The War of Rage left many spirits
resentful toward the Garou. Some spirits feel that
humans are out of control, and that the werewolves
betrayed Gaia by letting them become so numerous.
Spirits of dread beasts might see werewolves as food,
attacking them as a wolf would attack a rabbit.

Wilos

The wilds appear vibrantand alive in the Penum-
bra. Many Garou who step into the Penumbra in the
wilderness have to take a moment to make sure that
they've gone into the spirit world at all. The two
worlds can be nearly indistinguishable in a place
where life is strong. The spiritual reflections of the
environment will be healthy and seem to glow with
colors.

Sometimes werewolves encounter things in the
wilds that they do not expect. Forgotten caerns
radiate spiritual power in the Umbra. Echoes of
traumatic events replay themselves in a section of the
Penumbra. A seemingly pristine wilderness might
show signs of taint and malaise when viewed from the
Umbra. Sickness often appears as dark splotches on
the spirit. The passage of a dire spirit might last in the
Umbra long after the scent is lost on Earth.
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flee the domain with their tails tucked between their
: o5 : legs. A harsh white radiance streams from places of

washed out in the spirit world. Even the sunand wind : S N T T
. e ) True Faith, blinding werewolves foolish enough to

seem less refreshing to a werewolf. Wisps of spidery . S T

: : : ' stareat them. Every instinct in the Garou screams out
webs strerch berween rows of carefully planred whear.
The spirits of wood and stone thar humans have

The countryside and small human towns appear

that they are not welcome in this strange environ-
ment. Sometimes the buildings and streets even seem
to be trying to trap the werewolf or to send him
quickly on his way.

worked into buildings often show signs of weakness.
The Red Talons believe that the humans are killing
the spirit world through their constant transforma-
tion of the environment, although the Warders explain
that spirits need time to adapt to their new forms. In

The Warders and Bone Gnawers experience cit-
ies a bir differently in the Umbra than most tribes.
S i T S ; The city spirits recognize them as belonging and
some cases, an artificial structure gains spiritual im- ) : .

accept their presence. Warders even find the Penum-
bra in a city to be comforting. Urban spirits even go
out of their way to care for the children of Rat, lest he

portance as it glows with meaning for the people who
live around ir. Sites dedicared ro religions have a
potent blue-white glow to them. Christian arcas of
True Faith shine brightly, hurting the eyes and sting-
ing the paws of wolves in the Umbra.

bring plagues to their denizens.

Realms

Cimies Moon paths wander out from the Penumbra,

Unlike the wilds, a Garou can tell immediately  snaking through the rmists to find the strange

whenshe arrives in the spirit world ina medieval city.  realms. Galliards sing of these places, and many

The air seems stale, and everything loc ray and  Umbral wanderers bring back similar rales. No one is

pale. A werewolf might find herself shivering fromthe  certain what these places are, or why they are there,

sudden drop in temperature. Cathedrals and castles  but the Garou Nation has no shortage of Umbral
travelers who would love to find out.

E»
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A\Byss

The Abyss calls to the lost, a constant ebb tide
tugging at the forgotten and unknown, sweeping spiri-
tual debris into an endless night. The Abyss has many
names, such as the Maw of the Wyrm, the Chasm or the
Gulf of Night. This realm appears to most as a gray sandy
plain, occasionally littered with lost items, opening to a
great crack that drops away to oblivion. Bridges cross the
Abyss in places, and most Garou say that the lands
beyond the chasm are home to ghosts and lost spirits.
Some believe that before Gaia, spirits alien to the
Theurges lived in the Chaos before time, and that a few
of these unknowable entities still dwell in this realm.
Paths lead down the sides of the Abyss into the calling
darkness, and bold visitors tell tales of caves and fantastic
wealth lining the ledges.

1 Aethepia

[n the upper reaches of the Umbra, the realm of
Aetheria strerches from the tops of the clouds. Here a
werewolf can look down upon the world and ponder the
celestial nature of the heavens. A strange race of Garou
maintains a spirit-orrery where they observe events
across the sky. Many tribes believe that the stars and
planets show the will of Gaia and that a Garou's destiny
lies written in the stars. Spirits of the air dwell in this
realm as well as Incarnae of the moon and sun.

Agrcamna Cateway

The road to Arcadia leads ro a vast and strange fey
wood. On either end stand citadels of the Seelie and
Unseelie, which the unenlightened assume are the
good and evil faeries. Of course, concepts such as good
and evil hardly seem to apply to the immortal fae. The
realm is a magical place, and a favorite destination for
the Fianna. The denizens of the realm welcome them
most happily of all the tribes. All others should be
aware, though. Fae are mercurial and dangerous, and
they don’t much care how much harm their tricks do.

The Fianna claim that a circle of mystical toad-
stools deep within the wood leads to the realm of
dreams. Others believe that a gate to Arcadia lies
hidden within the Seelie castle, and the dark forces of
the Unseelie constantly seek to caprure it. The truth
probably changes with the whims of the fey. Still, the
realm provides opportunities for the Garou to make
powerful allies.

Thbe Gty

If masons, carpenters and scholars could build
their fantasies, then the City would exist in the

4 - l” |I
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physical world. This realm has a dreamlike quality, as
though it belongs ro an age not yet seen. Renaissance-
style architecture mixes seamlessly with Gorthic
buttresses and ancient Roman and Greek designs. For
humans, this is the perfect city, a place of wide stone
streets and flowing waterways that quickly purge the
sludge and manure of city life. Parks and green squares
abound through the City. Palaces and cathedrals lie
beyond every block, adorned with tapestries and
works of art that would make a guild-master cry. The
Warders have many strongholds in this realm, al-
though a few have begun to worry about the number
of Weaver spirits that move through the shadows and
exactly what the future holds for this greatest of cities.

Oesept oF Oecay

Thisrealm, also known as the Wasteland, scorches
visitors with its blistering heat. Corpses lie strewn
across the sands as if they were thrown about ran-
domly by a giant. The scents of decaying flesh and
rotting meat choke the air. Visitors hear a soft but
constant buzz from flies and other insects. The only
birds are carrion feeders, marking the dead with
circles in the air. Most of the bodies are those of
animals, wild and domestic. A few humans lie baking
in the sun as well. Most of the dead appear to be recent
kills. Some Garou have returned to this realm after
years have passed, only to recognize the same bodies
still rotting.

This is doubrless a place of the Wyrm. Banes and
occasionally Black Spiral Dancers wander through
this dread landscape, eating at the bodies. A few tribes
think that the desert is only the beginning of the
realm. Some think rhat spirits of the dead dwell across
a set of mountains far from the realm’s entrance.
Others say that the paths to the home of the Wyrm
run through the Desert of Decay.

Opragonbome

Here there be dragons. .. a saying found on most
maps, but in this realm, travelers should rake it quite
seriously. Dragonhome carries the primeval memory
of Gaia. Spirits of long dead creatures, such as dino-
saurs and Ice Age mammals, dwell here. Most
werewolves think of the dinosaurs as dragons, but a
true dragon lives among them as well. Some believe
that this mighty spirit is the last uncorrupted remnant
of the Wyrm. Others believe that it is a monster that
must be slain. Many Fenrir hunt the dragon in hopes
of gaining g]nry. Young pnck.\‘ come to Dragonhome
and pay homage to the ancient spirits, as well as
hunting the mighty beasts of past eons. Some Garou




believe that the spirits of dead Fera now live in this
land Dragonhome is a savage and beautiful realm,
showcasing all the wonders of the natural world across
the eons. Mighty mountains, infernal deserts, vast
glaciers and raging oceans arc all present in
Dragonhome.

Eresnus

Somewhere between religion and myth lies
Erebus, a Tartarus-like purgatory for Gaia's own.
Werewolves consumed with guilt for failures or
crimes often find their way to Erebus. These indi-
viduals usually suffer from their own sense of guilt,
and Erebus rurns their emorional or mental anguish
into physical torture. The Silver Lady of Ercbus
makes certain that the Garou that come to her
endure agonies sufficient to convince them that
they have atoned for their crime. Although Erebus is
a place of pain, the pain of this realm is often the
only thing that can allow for true healing.

This realm appears as an underworld cavern
with rivers of molten silver flowing from a vast
underground lake. Rising from the center of the
lake, the Citadel of Charyss echoes with the tor-
tured agonies of suffering Garou. Charyss, the Silver
Lady, rules over Erebus, and werewolves seek her
out for Gifts or aid against the Wyrm. They also
petition for the release of a suffering Garou, al-
though Theurges say that Charyss demands suffering

to ease suffering.

Lano of Oapk Reflections

A grim and chill realm, most Garou confuse the
Land of Dark Reflections with the Penumbra be-
causc of its resemblance to the [ﬁh’y.\'icul world. The
Land of Dark Reflections is a terrifying place,
however, one lit as if by a flickering candle that
reflects a werewolf’s worst fears about the world.
Most werewolves confront personal challenges here
as spirits from their own lives test their courage.
Some Garou believe that they must face their true
selves in the Land of Dark Reflections. Others
think that the realm is a trick, a deception created
by the Wyrm. Some say that the realm is a blessing
from Gaia, a place where a visitor can see himself as
others see him. The Silver Fangs see it as a place
where they can confront their darker sides and
overcome them. The Red Talons believe that it is
a place where they can test the worst parts of their
human sides. They hold the Shadow Wood, as they

call it, in great reverence and fear. A few stories
exist of monsters lurking in the realm and of

“CHAPTERFIVE + ) A
« THE INVISIBLE WORLD !

packmates encountering shadowy versions of other
members of their pack. The realm changes visitors,
cither inspiring them to greatness or driving them
to the depths of Harano.

Lecenoapy Realm

Great deeds are never lost. Just as human story-
tellers once spoke of heroes in the stars, the Umbra
keeps records of great achievements. Legends replay
themselves in this realm. Grear victories as well as
horrific tragedies constantly play out among the
spirits of the realm. Many Garou hotly debate the
nature of the Legendary Realm. Some say that the
realm does not exist. They claim that all great deeds
and past lives have their own places in the Umbra as
part of Gaia's memory. Others believe that the
legends viewed and experienced by those who enter
the Legendary Realm aren’t real; they are just stories
acted out by spirits. Some say that the spirits of their
ancestors do dwell in the Legendary Realm and
relive their great moments in life. These werewolves
even speculate that they must do great deeds to join
Gaia after their deaths.

“The Licht

The place referred to as the Light has many other
names as well. Some werewolves refer to it as
Everchange, others as Wyldhome, but they all agree
that it is one of the strangest places in the entire
Umbra. The energies of the Wyld cascade over
werewolves who enter this realm. They fill to bursting
wirh spiritual energy and lose control of their
shapeshifting powers. After the initial shock wears
off, most Garou reach a state of pleasure and harmony
where they become fluid beings at one with the Wyld.
Time loses its meaning, and some believe that it is
possible to travel into the past or the future in this
realm. Wyld spirits dwell here and they invite
werewolves deeper into this mysterious place. Not all
those who accept their invitations return.

PLam of Wagr

Endless battle greets visitors to the Plain of War.
Every conflict imaginable between humans seems ro
be happening simultaneously. The Red Talons say
that struggles between wolf packs recur here as well.
[t is a realm of continuous violence, though it seems
to be as easy to avoid the battles as it is to join them.
Once a werewolf has joined the wars, though, it
becomes difficult to pull back from the battlefield.
[ndeed, some say that only by dying in battle can a
werewolf escape the Plain of War,




Summep Countpy

Somewhere in their hearts, all Garou hope that
Gaia has a place waiting for them. Summer Country
is a place of contentment and wish fulfillment.
Werewolves who visit experience unconditional love
from the world around them. Blessings abound in
Summer Country, and it is a place of story and
inspiration. A few dour Garou claim that such a place
cannot exist and that tales of Summer Country must
come from the deluded rapture of spiritually damaged
souls lost in the Umbra. While it is true thar only
Garou who suffer discover Summer Country, most
werewolves prefer to believe that such a paradise is
real. The only werewolves who suspect differently are
the Fianna, most of whom believe that Summer
Country is a vision from the lands of dream. Most
Fianna, however, feel that if they get to experience
such a dream, then they might as well enjoy it.

WolFhome

The great forests of Wolfhome stretch on end-
lessly. When a Garou enters Wolfhome, he
immediately shifts into Lupus form and finds himself
unable to shift into other forms. The air of the realm
fills him with wildness and savagery. Packs of
werewolves sometimes find themselves at each other’s
throats upon entering the realm in the instinctive
struggle for dominance. Humans in Wolfhome hunt
wolves mercilessly, chasing them down with packs of
hounds and huge hunting parties. Escape from
Wolfhome is difficult, but the Red Talons state that
it involves making peace with the Incarna of Wolf.

Otbep Places in the Lmspa

Each tribe has its own home realm in the Umbra.
The tribes fiercely protect their realms, and guardian
spirits treat Garou of foreign tribes as enemies. The
tribal lands reflect the beliefs of their tribe in the Dark
Medieval, and they change as the tribal beliefs change.

Many spirits have their own homes and domains
in the Umbra. Every strange and wicked place from
faerie tales, myth and dark legends exists somewhere
out in the spirit world. Even celestial and infernal
powers have domains, though many Garou debate
whether they are real or just spirits acting as the
humans wish them to behave.

Caepns

The caern is the heart of Garou society. It is a
place where Gaia gives of herself to strengthen her
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children, where her spiritual energy breaks the hound-
aries imposed by the Weaver's Gauntlet and flows
into the physical world like a fresh, bubbling stream.
Spirits gather there to take nourishment and to bask
in the glow of their Mother’s love, wearing paths
through the Umbra on their way like forest creatures
in search of a drink. The Garou gather there as well,
using the caern as the focus of powerful rites, placat-
ing the spirit population and driving off all who would
defile Gaia’s holy place.

Even though the Garou are the first and grearest
of Gaia's children, Her gifts are not given to them
alone. A caern will yield up its bounty of spirit energy
to human willworkers, to the intemperate and
otherworldly fae, to other skinchangers and even to
the fallen Black Spiral Dancers who corrupt the font
as qllickly as tlwy drink from it. All the more reason,
then, for Gaia’s warriors to keep her treasures safely in
(Garou hands.

Most caerns are locared in the wilderness, some in
wilds so deep rhat the sound of a human foottall has
never broken the stillness. Whether on exposed
mountaintop or moss-draped forest glade, these places
shape sanctity out of wildness. Others are found
significantly closer to human populations — too
close, for many Garou, but a caern cannot be simply
picked up and plopped back down elsewhere at will.
To their credit, humans are not completely blind to
Gaia’s kindness. Nearby people often worship at un-
protected ordormantssites in their own ways, following
pagan religious beliefs or simple traditions of venera-
tion. More open-minded Garou tribes even encourage
these traditions to continue — at a nearby, super-
vised, safe location. Not even the Warders of Men are
willing to allow any but Garou and their closest kin to
tread the sacred heart of a caern.

“Types ofF Caepns
2an0 Caepn “Totems

Every caern has a spiritual nature, a focus that is
the reason for the caern’s existence. That focus influ-
ences the energies the caern provides, the physical
nature of the caern and even the psyches of the Garou
who live there. A caern of Healing that knits wounds
and cures disease is likely to be found in a fresh green
glade with a bubhbling brook, and the Garou who live
there will be generous and patient (for werewolves).
A caern of Rage that stokes the fury in the heart of
every Garou, might spring up in a clearing seared to
ragged stumps by a lightning strike, and its attendant
Garou will snap viciously at every imagined slight.




In addition, every caern has a totem spirit that
channels the numinous energy into a form thart is
accessible to the Garou. The caern spirit is often
chosen from the brood of the totem spirit of the
dominant tribe — one of Falcon’s brood for the Silver
Fangs, for example. Some unusual totemic manifesta-
tions can occur from the combination of a tribal

totem with a caern of an unexpected type. A spirit
from the brood of Fenris tied to a caern of Healing

might appear to the Garou as a fierce mother wolf

suckling her pups, while a unicorn spirit guarding a
caern of Rage might appear with a horn dripping with
gore. Appeasing the totem of a caern, through in-
sights gleaned from its alliances and the caern’s focus
or won through hard experience, is of the utmost
importance to the Garou. Even visitors must tread
carefully and speak with gentle rongues in the pres-
ence of the totem, for it controls access to the caern’s
moon bridges as well as to its powers. How much more
important, then, for the Garou who live there.

The relatively recent introduction of a new type
of caern, the city caern, is troubling to many Garou.
With the rise of cities, human settlements began to
grow into areas that held minor caerns. The Garou,
who had laid aside the bloody tool that was the
Impergium, were left with sour choices. They could
remain, and attempt to hide their wild natures among
encroaching civilization, or they could close their
caerns and leave to find new sacred places far from the
expanding masses of humanity.

Most chose the second option, with the encour-
agement and assistance of the Warders and the Bone
Gnawers. Both tribes promised to guard the srill
sacred sites even if walls were thrown up around them
— and they have, for the most part. They have also
bought up surrounding land, built camouflaging struc-
tures and raised the walls themselves in some cases.
With these protections in place, the Warders and
some few Bone Gnawers began re-opening the dor-
mant caerns, channeling Gaia's energy through the
city streets and over the rooftops — under the very
noses of mortal man and woman. The first reaction
from the other tribes was pure anger. They had been
betrayed, they insisted, their caerns stolen, and now
the thieves risked exposing these holy places to the
humans. On closer investigation, cooler heads noted
that many of these minor caerns were now more
powerful with a city nature than they had been in
previous incarnations. This has been raken as provi-

sional evidence that some of these places are meant to
be, and the Warders and Bone Gnawers may keep up
their experiment as long as they keep things quiet.
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Caepn Layour

Every leaf on a tree is different, as is every rose on
abrier. Every pebble in a brook looks individual, even
though they all tend to be smooth and round. So it is
with caerns. As fond as Garou are of the Wyld, they
also love order and tradition. As dramarically differ-
ent as one caern might be from another in its natural
state, the Garou impose a structure on it, rounding
and smoothing it like a river on stone, until it suits.

Bawn

The outermost region of the caern is called the
bawn. The bawn almost always encircles the rest of
the caern, but in areas with dramatic geographical
features it might not. A peninsula jutting into the
ocean, or a mountaintop with a sheer, impassable
approach might have abawn on only one side. Caerns
with less striking topography still fit themselves to the
lay of the land, so the bawn might follow the gently -
sloped lines of a valley or meander alongside a lazy
river.

Most werewolves prefer to take the fight to the
enemy, but if the fight must take place on their own,
sacred ground, the bawn is where the last defense of
the caern begins. Its borders with the outside world
are watched, either in desultory fashion by Garouwho
are arrogant enough to discount attack, or with timed
precision by those practical enough to have set up a
water clock for such purposes. The watchers include
Garou, spirits or even Kinfolk.

Alrhough there is no visible, physical boundary
line where the bawn begins, any humans living nearby
likely know what areas to avoid. From tales passed by
firelight of woodcutters who went among the fore-
boding trees and never returned, or the terrible savage
sounds that emanate from the “cursed” area, people
know how deeply into the woods they can go. Sensi-
tive individuals feel the furthest tendrils of the caern’s
power, much to their confusion. The legends tell of
curses and death, but the power might feel so clean
and alluringeven inits wild strangeness. These touched
few might one day cross that line and never return.
Even if they find a new life inside (as the Garou might
wish to strengthen the blood of their kin with such
spiritual boldness), the tales of dreadful disappear-
ances are bolstered as effectively as if the wayward
villager had found death at werewolf claws.

The boundary is much clearer to the Garou. It is
not visible, but it can be smelled (perhaps like clean
green herbs at a caern of Healing, or like freshly
spilled blood ata caern of Rage) or felt (like a constant
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buffeting wind at a caern of Strength, or a warm,
radiating glow from a caern of Gnosis). There is no
excuse, then, for a traveling werewolf with good
intentions to wander about the bawn without voicing
the Howl of Introduction. An uninvited Garou who
is caught within the bawn might be killed outright.
The best she can hope for is to be dragged into the
caern like a hunting prize.

Assemsly Area

The assembly area is the easiest space to recognize
within the caern. The space must be big enough to
allow all of the Garou and possibly their kin to gather.
[t must have a focal point for speakers and clear sight
lines to that point. And, of course, the area will show
the marks of many feet, man to wolf and in-between.

This is where moots are held and where chal-
lenges are decided in accordance with ancient
tradition. Dancing and music are common, as are
stories told by wizened rale-spinners or acted out by
eager young cubs. When the caern’s guardians must
leap to its defense, this is where t]my gather to hear
their orders.

Some tribes build grand structures for their as-
semblages, feasting halls or lord’s courts, with great
timbers or pillars of stone and roofs that keep out the
wind and snow. This is un-
common, however. A
roof overhead
blocks out the

WY
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night sky, after all, and most Garou ]Wrcfcr to gather

under Luna’s light.

be.aqu' oF the Caepn

The hearr of the caern is the place where the
physical world and the spirit world touch, a re-
minder of what was lost when the worlds were
sundered. As painful as that reminder might be, the
Garou welcome the gift. The heart of the caern is
where rites to summon and appease spirits take
place and where the totem of the caern is honored.
A werewolf need exercise no effort to reach into
the Umbra from the heart of the caern — he simply
wills it, and he is there. When the moon is full and
chanting and smoke fills the air, it might even be
necessary for him to consciously keep his feet in the
physical realm. Kin who wander too near the caern'’s
heart at such times might stray into the Umbra and
be lost.

The type of caern and the caern’s totem
excert their strongest influence over this
area. Those at the center of a caern of
Visions might experience walking dreams,

while even the most impetuous Ragabash
considers his words carefully at a Wisdom

caern’s heart. Any structures in this place
must suit the rorem or risk its displeasure.
Often there is little more complex than an

¥

altaror cleared ring of earth in which
to place offerings, while decorations
the totem finds pleasing festoon

poles or nearby trees.

Otbep Agreas

Otherstructures or places within
a caern might be present, depend-
ing on the local Garou.
The Graves of the Hallowed He-
rocs take the form of stone cairns or
k'k"".hL‘n l‘l‘lULllld\\' I’aii.\:i:ul to th i‘ll“L‘ll, ar
even simple glyphs carved in rocks for
those who have passed. Other caerns
might not maintain graves at all, prefer-
ring to enshrine their fallen heroes only
in song.
9 Shrines to spirits other than
r]lC C%i(_'l'n‘h rotemcan l-‘L‘ t‘l)llntl 11 some
caerns, usually built by packs to honor their
totem. Some Garou who feel a particular
closeness to their tribal totem or another
spirit altogether might set up shrines as well. These
areas are usually small, but they are more accessible
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than the caern’s heart, and they are ideal for medita-
tion, quiet ritual and instruction.

Living areas are common, whether in villages of
Kinfolk spread around the bawn or closer to the heart
of the caern. Accommodations for visitors are also
usually provided, though they vary greatly in qualiry.
Visitors to a cacrn held by the Warders might find
themselves in a cozy inn tended by Kinfolk, while
those staying with the Red Talons get a lean-to or a
rock overhang (ar best).

(Moon Brivges

Thessilvery Umbral paths called moon bridges are
not always available. Before a bridge can be opened by
asimple rite or Gift, the hearts of the two caerns must
be connected by powerful rituals conducted with
mutual agreement (see the Rite of the Opened Bridge,
p. 147). The anchor for this ritual is a p;ithsmnc, a
small round gem marked with a wolf’s paw, formed
from crystallized moonlight and found only in the
Umbra. Acquiring a pathstone is a quest commonly

assigned to young werewolves who wish to prove their

worth to their elders. Cubs are always admonished
that stealing a pathstone from another caern brings
great dishonor upon the thief, but it still happens
U(Lfi].‘*‘-]“n{-l”\l.'.

Finding a pathstone in the vastness of the Umbra
is often easier than reaching an agreement between
the Garou of two caerns. Practically no one will
establish a moon bridge with the Fenrir but rheir
own tribemates. The stories of Fenris’s Get march-
ing into the midst of an unprepared caern over a
moon bridge established in friendship — true or
not — have been repeated too many times. The
Silver Fangs have a similarly acquisitive reputa-
tion, but it is more difficult to turn away the
diplomatic phrasing of a Silver Fang request.
Most caerns have at least one moon bridge to a
staunch ally, perhaps the caern that sponsored the
building of the new one, or a link to another caern
dominated by the same tribe. The few caerns
populated by several rribes of Garou are likely to
have several pathstones active at their heart, since
it is very likely that a bridge to each group’s tribe
was negotiated before the caern was ever built. All
of the long travel and careful words are worthwhile
in the end, though. A caern that is adrift without
even a single moon bridge might simply disappear
one night, and the Garou who lived there with it,
with no one to howl songs of remembrance.

The most sacred home of each tribe faces an

additional dilemma — each moon bridge is a risk.

J /
/7 /
/ " 4 v s’

Every Fianna caern hungers after the honor of a link
to Silver Tara, but if the caern is weak and it falls to
the enemy, the heart of Tara is endangered. For
safety’s sake, some powerful caerns accept no moon
bridges, establishing the links instead to a smaller
nearby caern. They gain in safety, but they lose in
speed — all news travels only as quickly as wolf paws
can run. Others require tests and challenges of wor-
thiness before agreeing to establish a moon bridge,
while some simply require that the pathstunc at each
linked caern be guarded by a spirit whose sole duty is
to destroy the gem before it can be used by an invader.

A caern known to maintain moon bridges will
very likely have a large number of traveling packs
petitioning to use the bridges to shorten their jour-
neys. It is typically required that a chiminage gift be
made in honor of the caern and its totem before such
a service is rendered. A well-placed caern with a
number of meticulously maintained bridges might
become quite well off, in Garou terms, by allowing

others to make use of their resources.

A OA.T a1 the Caepn

Life at a caern is not an idyllic retreat. There

is work to be done in all seasons. Fields must be
tended so that both Kin and Garou can ear and
still have enough to satisfy the tax collector on
his visit (if the caern is close enough to
humanity to worry about such things).
Shelters and barns must be kept clean
and in repair. (A lived-in caern
is still a sacred place, and the
spirits do not look kindly on
filth and squalor.) Wood
must be cut and split

for
cooking
and for winter warmth. And in addition
to all of these daily rituals of survival, the

Garou must also be prepared to defend their
caerns against fell Wyrm creatures and some-
times even their own kind.
The spiritual health of the caern also re-
quires constant tending. Good relations with
the spirits in the local Umbra are vital to the
caern’s survival. Those spirits might be called
upon to defend the caemn in the case of a direct
assault, but more importantly, spirits who are
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friendly to the caern report the building of enemy forces
orasubtle corruption of theirown accord. The werewolves
must also stay on the good side of the spirit world if they
wish to advance in Garousociety. It is the denizens of the
Umbra who acknowledge and validate a Garou’s re-
nownand whoteach the Giftsappropriate toawerewolf's
rank and station.

The heart of a caem is often a busy place in both
worlds. Novices practicing their meditation will be
sorely tested as spirits flicker and soar along currents of
energy on one side of the thin curtain of the Gauntlet,
while cubsrun tofetch ritual implements and ritemasters
dance and chant on the other. A werewolf must prove
her talent and skill to the elder Theurges before she will
be allowed to conduct rites ar the caern’s heart. The risks
involved — to the caern and to the inept leader of the
rite — are too great.

Most importantly, the Garou at a caern must con-
tribute their own spiritual energy to maintain the bonds
between themselves and the totem, and those between
the totem and the caern. This donation is commonly
made during the revel that follows the monthly moor,
when an Englin}_f is hunted with great ceremony and
sacrificed for its gift of Gnosis. A werewolf may give of
himself whenever he feels moved to give, however,

channeling his energies to the caern through song,
drumming or some other artistic endeavor.

What are the rewards for this constant toil? The
least of the rewards is the honor that comes to a Garou
who tends a caern. Garou without a caern to call home,
anruth, are looked on with suspicion unless the caerns
they once hailed from, or those they lately visited, speak
well of them. The greatest reward is the power of the
caern itself — pure Gaian energy transformed by the
nature of the caern and channeled through the totem.
This power is accessed using the Rite of the Opened
Caemn (see p. 146). As great as the Mother's bounty is,
Ih{.'rL' dre li[“”ﬁ to I'hL' I"‘U\\’L’r Th'.lt cdan l"L‘ dl‘}l\\'n lhl’i]ll.‘_{ll
a caern. The caern can be opened once between one
moonrise and the next without risk; pulling rnore energy
through the caern each night risks damage to its spiritual
structure. The risks are greater for small caerns than for
large, powerful ones, but even so, caerns are not rapped
repeatedly except in times of great danger — especially
not in the darkness of a moonless night. In the caution-
ary tales related from mentor to young Theurge, the best
result is that the caern .\lmply closes itself and must
regain its energy. The worst result is a caern that is
permanently lessened after a night of wild battles — or
worse, because of the ineptitude of a Master of the Rite.

CAERN TYPES

Type Power** |
All Open Moon Bridge't
City Crafts
Enigmas Enigmas
Gnosis Gnosis points :
Healing health levels

: ﬂeadership " Leadership, Intimidation
Rage Rage
Stamina soak dice
Strength. Strength
Visions oracular visions
Will Willpower

© Wisdom Rituals, Expression

Wyld . anything

Spirits Encountered®##

Horse, Dog, Cockroach
Illusion, Shadow, Chimerling
Engling, Ghost

' Peace, Calm, Water elemental
War, Raptor
War, Pain -
Protection, Guardian, Turtle
War, Bull
Bird, Snake
Ancestor, earth elemental
Owl, Ancestor
Wyldling

**Success at the Rite of the Opened Caern (p. 146) allows the ritualist to distribute the caern’slevel

in points/ levels/ dice among the rite’s participants.

*#*¥These are types of spirits that are drawn to caerns of that type. They might not always be present,
nor will they be the only types of spirits nearby. The denizens of the spirit world come and go ar the

Storyteller’s discretion.

FOnly if the two caerns in question have completed a Rite of the .Opened Bridge successfully (see p. 147).

-
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Caepn Mechanes

Caerns have ratings from 1 to 5. This rating
measures the potency of the powers and effects that
can be invoked there, and it indicates how highly
regarded the site is by spirits. Therefore, a Level-One
caern of Healing might refresh the weary and heal
minor wounds, while a Level Five caern could cure
leprosy and heal the most grievous injuries (possibly
even coaxing the soul back into a recently slain
body). The more powerful the caern is, the lower the
Gauntlet is at its heart.

Caern Level Gauntlet ~ Moon Bridge Distances™

1 4 1,000 miles
2 4 2,000 miles
3 3 3,000 miles
4 3 4,000 miles
5 2 5,000 miles

*The distance that a moon bridge can traverse
depends on the rating of the caern where the bridge is
opened (not the rating of the destination). If the
moon bridge is not opened at a caern (for example, a
bridge created by a Lune or other spirit), its maximum
distance is 1,000 miles.

A caern can be opened once a day (from one
moontise to the next) withour risking any interrup-
tion in the flow of energy. If the caern is opened a
second time during the same day, the Storyteller
should roll the caern’s rating in dice (difficulty 6).
One success is sufficient. If the roll fails, the energy of
the caern falters, disrupting the rite and rendering the
caern unable to be opened until the next moonrise.
Each successive opening of the caern during the same
day raises the difficulty on the roll by one. If the roll
is a botch, the Storyteller should immediately roll the
caern’s rating against a variable difficulty set by the
phase of the moon (full 3, gibbous 4, half 5, crescent
6, no moon 7). The ritemaster can spend her own
Gnosis points to add dice to this roll on a one-for-one
hasis. If this roll fails, the caern loses a rating point.
Also, should a Master of the Rite botch on a Rituals
roll while attempting to access a caern that has
already been tapped that night, the caern must imme-
diately test for a loss of rating, and the Master of the
Rite may not contribute his Gnosis to the test.

‘The Sept

The Garou who gather around a caern form a
community called a sept. Like each caern, every sept
is different. A long-standing sept has traditions all its
own and great legends of those werewolves who lived

'f _ - CHAPTER FIVE -
(j « THE INVISIBLE WORLD -

and died in the defense of the caern. A newly formed
sept takes pride in forging its own traditions, and it
sends questing those who would be heroes to another
generation of Garou.

Most septs are composed primarily of Garou from a
single tribe, with a small representation of werewolves
from other tribes who are allowed to stay on as long as
they don’t make political waves. These old-fashioned
septs are the rule at caerns near tribal homelands. The
Black Furies would not dream of allowing a significant
number of any other tribe (or any male Garou) to join a
sept in Greece, nor will the Shadow Lords allow them-
selves to become a minority in a Carpathian caern.
Newer septs are more likely to combine the resources of
two or three tribes in the great endeavor of caemn
building. It is expected then that those tribes will share
duties in the sept that grows around the new caern.
These multi-tribal septs are still considered experimen-
tal by the elders of venerable caerns. After several more
generations of Garou have lived and died rogether in
these places, perhaps then they will leaven their disap-
proval — if those motley caerns are still standing. The
Sun's Glory sept is considered an exception to the rule
by all but the most stubborn traditionalists, but this
unusual forbearance can be attributed to the exceptional
charisma of the sept’s leader.

SEPT pOS1T10NS

Every sept has a few positions that must be filled
for the good of the caern, whether the positions are
filled by appointment or by a Garou simply stepping
up to see that rhe necessary work is done.

The sept leader delegates rasks to the sept’s packs
and looks after the caern’s physical resources. He is
responsible for knowing what transpires in the pro-
tectorate (the land that the sept claims as its territory),
and for deciding the terms of interaction with human
socieries and other septs.

The caern Marshall has the final word in the defense
of the caern. She arranges the patrols of the bawn by
individuals and packs appointed as guardians, and she is
responsible for maintaining the caem’s physical de-
fenses. The guardians are werewolves charged with
protecting the caern from invaders. They patrol the
areas around the caern, referred to as the bawn. Other
members of the sept join them from time to time in their
patrols. They warn the sept of any visitors.

The caern’s spiritual defenses are the province of the
Master of the Rite. All rituals thar rake place at the
caern’s heart require his approval, and any ritual that
goes awry anywhere in the caern will earn his wrath.
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These three leaders all consult with a council of
elders. Even if the council is not appointed or recog-
nized, the Garou are inclined to defer to their elders,
who are seldom quiet with their advice in rerurn. A
wise sept makes comfortable accommodations avail-
able for these Garou who have seen many seasons,
and it grows strong from their participation in the life
of the caern.

The Gatekeeper is under the authority of all three
leaders and often under the eye of the elders as well.
This position is responsible for negotiating and col-
lecting appropriate chiminage from visitors and those
who wish to use the caern’s moon bridges — a busy job
at a well-traveled caern. The Gatekeeper is the first
Garou visitors arriving by moon bridge will li](cly
encounter, making her perception and judgment vi-
tal to the caern’s security. As if all that were not
enough, the Gatekeeper is also tasked with maintain-
ing the caern’s moon bridges, and often even with
finding the pathstones vital to opening new moon
bridges — a job most Gatekeepers quickly delegate to
eager, young Garou,

The Wyrm Foe is a the sept’s fiercest warrior —
not necessarily the most skilled, bur cerrainly the
most cager. She leads the sept in the revels that follow
moots, which are vitally important to the spiritual
renewal of the caern. She also acts as the sept leader’s
second-in-command in matters requiring aggressive
action against the Wyrm's minions.

The sept’s Talesinger is charged with maintain-
ing the reputation of the caern by creating and
performing tales or songs of the great deeds done by
the hands of the sept’s heroes. He is also responsible
for passing the history of the Garou to the young, both
joyous epics of victory and bloody, cautionary trag-
edies of defeat.

A Master of the Challenge is necessary at larger
or particularly fractious septs. She is responsible for
maintaining the assembly area where challenges rake
place, and for serving as a judge for those challenges
that require one. Combatants who refuse to accept an
honorable surrender can expect to face her wrath.

Spiprts

The Umbra is filled with creatures made not of
flesh and blood but raw ephemera, the stuff of souls.
Normally, these spirits are closely related to beings in
the physical realm, but such is not always the case.
Plants, places and ideas all have spiritual forms, and
there are some unique spirits whose descriptions are
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difficult due to the limitations of language and the
rational mind.

Although all spirits have some form of sentience,
they lack a certain amount of free will in any real
sense. Their actions are governed by their essential
natures, making certain actions incredibly difficult or
totally foreign. Without strong coercion from a third
party, a fox-spirit would never charge a group of
mounted hunters, nor would a fire elemental resist the
urge to spread across a dry field.

The spirit world has a clear hierarchy, similar to the
systems of power in medieval Europe. The greatest spirits
create or control lesser spirits, which control still lesser
spirits in turn. Greater spirits are considered patrons of
the lesser, just as feudal lords serve as protectors to their
serfs and vassals. Though most spirits appear to have
patrons, the Garou suspect that certain rogue spirits exist
beyond this rigid power structure.

In werewolf theology, Gaia exists above all other
spirits. Below her is the Triat: the Wyld, the Weaverand
the Wyrm. Below the Triat are the Celestines, who are
akin to gods. Below the Celestines are the Incarnae: the
lords and kings of the spirit world. Their servants, the
Jagelings and Gafflings, are much like knights and
vassals, subject to the whims of greater powers.

Caa

The Litany teaches that all things are of Gaia.
Sitting atop the hierarchy of spirits, she encompasses
the Earth and all living things in the Realm and the
Umbra (though some refute the idea that evil beings
are truly a part of her). She loves all of her creations,
regardless of their choices in lite or their good or evil
actions. Gaia's love is unconditional and limitless.

The cycle of life is central to Gaia, as life and
death are simply different states of existence in the
cosmological cycle. Anything that disturbs the bal-
ance of nature weakens and degrades her. The conflict
between the Weaver and the Wyrm inflicts much
violence upon Gaia, and the werewolves, as her
champions, fight against these disruptive forces in an
attempt to restore balance.

“The Tuar

While Gaia views everything within Creation
wirth an all-encompassing love, the mysterious forces
of the Triat have more focused agendas. The Wyld,
the Weaver and the Wyrm shape and define the world
through constant interaction and struggle. Unlike
(Gaia, these forces of nature have no compassion and
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few recognizable feelings. Instead, they are raw power
given form, each pushing and pulling against the
other two, struggling to assert their will throughour
the universe.

“The Wylo

Pur simply, the Wyld is creation in its most raw
and unconrtrolled form. The embodiment of pure
change, it is not so much total chaos as it is the
constant and dynamic transformation of matter and
energy. Every living thing, at some level, has a spark
of this infinite mutability, this potential for growth,
evolution and change. No Theurge or shaman has
been able to capture or define that spark, but Gaia
could not exist wirthout it.

Though the Wyld is powerful, it needs the Weaver
to give its creations permanence. Left alone, each of
the Wyld’s myriad forms would fold back upon irtself,
only to reemerge as something new and different.
Having all forms at all times is to have no form at all,
and having no bounds is to have no definition. As
such, the Wyld is the least personitied of the Triat,
and the most unfathomable. The Wyrm is also essen-
tial to the Wyld, destroying select parts of the Weaver's
pattern and returning that matter to the Wyld.

The Wyld is strong during these times, but new
threats loom large on the horizon. The expansion of
cities and the rise of the Church have brought order to
the people, serving to curtail Wyld energy in many
places of Europe. Aside from the Red Talons, the Garou
choose nor to see this trend, focusing more on the
destruction and decay of the Wyrm than the encroach-
ment of the Weaver. For the time being, the Wyld is still
marginally the strongest member of the Triat.

“The Weaver

Our of the chaos of the Wyld, the Weaver brought
ordered growth. She chose certain sections from the
swirling maelstrom of creation and gave them definition
and form. Randomness gave way to order as the Weaver
spun the first strands of what would become the Pattern
Web, upon which all growth and progress rests.

The Weaver gave meaning to the creations of the
Wyld, establishing order and structure, permanence
and stability. In the Pattern Web, every creation had
its place, and each new creation built upon that
which came before. The Weaver took the potential
and possibility of the Wyld and turned them into
progress and growth. The Wyrm then pruned this web
and kept it in check, breaking down the order to
return matter and energy to the Wyld. According to
the Garou, this balance of creation, growth and
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destruction is the true cosmological cycle, which was
shatrered when the Weaver gained consciousness.

No one can be sure exactly what happened to
destroy the balance, save perhaps the members of the
Triat themselves. Some say that the Weaver tried to
pattern all of the Wyld into structured existence,
causing an explosion of creation that drove the Weaver
mad. Looking upon her Pattern Web, she saw only
chaos and disorder, which caused her to redouble her
efforts to bring permanence to all things. The Wyrm,
unable to keep up with this unchecked growth, be-
came ensnared in the web of creation. Theorists say it
resides there still, destroying creation from the inside
in its attempt to regain its freedom.

Others find darker intentions in the Weaver,
attributing to her a desire for power and a need to
control the Triat. These Garou say that the Weaver i
wanted to make reason and progress the foundation of §
the world, to use the Wyld and the Wyrm as tools for
her own agenda. The Wyrm did not fit in her ordered
view of the world, as it destroyed according to its own
rules and whims, so the Weaver ensnared the Wyrm,
forcing its destruction to abide by the rules of the
pilrtcl'n WL‘I". E\'CII ['h()llﬂh tl]L' W"’Ci‘\"cr exacts a
certain measure of control on the Wyrm, it is too
powerful for her, still managing to destroy blindly
according to a pattern other than hers. This limits the
Weaver’s power, which helps to restore cosmological
balance, but this eternal conflict only serves to injure
Gaia further.

Still other Garou, particularly the Warders of Men,
claim that the Wyrm is the source of the trouble,
manipulating the Weaver to fit its own schemes. The
Wyrm ilrtk.‘.ll']l"'tL‘LI to klu‘strn:3-' the Wyld ultngcl'hcr. to
extinguish the spark of creation. With nothing more
being created, the Wyrm would emerge victorious,
having destroyed all things. The Wyrm tried to use the
Weaver to ensnare and weaken the Wyld, so as to more
casily destroy it. But the Weaver could not bind all of
infinity. Instead, she spun herself into madness, ensnar-
ing the Wyrm in the process. The Warders insist that the
Weaver was simply defending herself and that she alone
holds the key to stopping the Wyrm.

Most theorists agree that the Weaver was the first
of the Triat to gain intelligence. Whether it was the
cause or the product of her madness is unknown.

“The Wyrm

The Wyrm is the final member of the Triat. Its
purpose was once to restore balance, to ensure that
neither the Weaver nor the Wyld became the domi-
nant force in the Universe, consuming all thar was

\_
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not in harmony between chaos and order, and
maintaining the balance of the cosmological cycle.
In essence, it was the force of destruction that
ultimarely led to rebirth.
When the Wyrm was snared in the Pat-
tern Web, it became bound by the limits of
structured reality. No longer
consuming from the world to keep balance, it
egan to consumed the very world to sate its
own unql|um"].1;||1](' need for destruction.
This shift in purpose fractured the Wyrm
into three separate aspects, causing it
to lose its focus and the ability to
coordinate its actions. As a result,
rm could no longer main-
tain harmony. The Garou name
these three aspects Beast-of-War,
Eater-of-Souls and the Defiler
Wyrm. This madness prevents
the Wyrm from being trapped by
the Weaver completely, but the lack
of coordination and unified purpose
destroys the balance that is so crucial
to the cosmological cyc

Wyrm’s psyche gives ey :
itshase desires enough power W
to take on forms of their o .
birthing the Urge Wyrms of Hate,

Lust, Fear and other corrupting

forces. This makes the Wyrm

more hydra than serpent, with

cach head seeking to find and

corrupt weak souls, winning their
allegiance through liesand de-

ceit. The Church, in an effort

to reconcile these corrupting

forces of the world to their own
Lh_:gm:ltic view, has recogni ]

these evils and labeled them. The

Seven Deadly Sins and the Four
Horsemen of the Apocalypse

are the most notable attempts,

but the Church lacks the knowl-

edge to understand the true na-

ture of the Wyrm.

This fracturing of th ‘

T C \-\"(TI‘CT\-\-'\'"I\'L'.‘Q Sclfk out
manifestations of the Wyrm, destroy-
ing them whenev ssible to prc
Gaia. Beast-of-V Souls
are the more obvious aspects, and they
have drawn the most attention from the

w
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Garou. Meanwhile, the Defiler Wyrm uses that distrac-
tion to gain a firm footing in the cities and hearts of man.
The subtlety of a single lord or king falling to the Defiler
Wyrm often goes unnoticed when a hellish minion of
Beast-of-War stalks the nearby forests. While the
werewolves protect the wild places against destruction,
the Defiler Wyrm slowly insinuates itself into the ciries,
planting seeds of corruption that will not blossom until
the Industrial Revolution.

Celestines

Celestines are just beneath the Triat in the hier-
archy of spirits. The most notable Celestines are
Luna, the spirit of the moon, and Helios, the spirit of
the sun. Other Celestines include gods worshipped by
early civilizations and avatars of the Triat. Most
Garou know little of the Celestines, other than the
fact that they are highly inrelligent and powerful. In
their home realms, these beings are nigh infinite in
power and awareness.

A Celestine’s true form is beyond the limits of the
mortal mind. When one chooses to appear, it uses an
avarar that is easy to comprehend and interact with.
To create this avatar, the Celestine wills irself ro
appear in a more limited, tangible form. For example,
the Celestine of the ocean might appear to a Garou as
adolphin or whale. Because of its nigh-infinite power,
a Celestine can appear in countless forms at once, all
over the world.

Luna and Helios are particularly imporrant dur-
ing the Dark Medieval. Insanity, or “lunacy,” is often
attributed to the moon’s influence, and the move-
ment of the tides is of great importance to coastal
populations. Superstitions abound concerning full
moons, new moons, blood moons and other lunar
phenomena. Also, lunar and solar eclipses are seen as
portents of doom, causing anxiety, fear and, in some
cases, hysteria. Science has not yet quantified the sun
and moon, and their influence is still strongly felt in
marny areas.

NCARNAE

The Celestines act as patrons to the Incarnae
spirits one level further down the spiritual hierarchy.
These powerful spirits have their own goals and
abilities separate from the Celestines, though they
often serve as consorts and warriors for their patrons.
Some have Domains of their own, but most dwell in
the realms of the Celestines, having particular areas of
influence within a more powerful spirit’s Domain.
Incarnae often aspire to become Celestines in their
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own right, and they are independent enough to sur-
vive if their patrons are destroyed or devoured.

Totem spirits are Incarnae with close ties to the
Garou, and most are powerful servants of Gaia. They
guide tribes and septs of werewolves, and they send
avatars to serve as pack totems. Incarnae avatars are
roughly equivalent to Jagglings in form and power.

InCi]]_nElC dre Ll()“.\"‘ll.]l.:l‘l‘ll"ly ICS.‘\' PU“"L‘]—I:UI rh}ln
Celestines, but they are still incredibly vast (often
directing many avatars at once). Werewolves com-
municate with them through avatars only, though
Theurges tell of legendary seers who gained almost
cosmic understanding after encountering an Incarna
in its rrue form deep in the Umbra.
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Beneath the Incarnae in the hierarchy, Jagglings
are the most powerful spirits that werewolves encoun-
ter with any frequency, and the most dangerous spirits .
the Garou encounter in the Umbra. While most
Jagglings serve an Incarna, there are those that obey
Celestines directly. In either case, Jagglings are ex-
ceedingly loyal, as they are formed out of the spiritual
essence of their patron. Some are able to create
Gafflings in much the same way their patrons created
them, and a few even develop a level of free will.
Many Jagglings teach Gifts to the Garou, and others,
such as Englings (the Jagglings of Gaia), provide
entire septs with Gnosis.

CaFFungs

At the bottom of the hierarchy, Gafflings are the
most common spirits that the Garou encounter. These
spirits are semi-sentient servants of Jagglings and
completely loyal to their masters, remaining in con-
stant communication. Often they are used to carry
messages through the Umbra, and their patrons some-
rimes assume rotal control over them, much like
greater spirits use avatars. Lesser spirits welcome this
dominance, since many of them do not feel truly
complete withour direct conrtrol by their masters.
Fully intelligent Gafflings are rare and dangerous,
serving more powerful and mysterious patrons, such
as Celestines. Gafflings can teach Gifts to Garou, and
they are commonly used to empower fetishes.

Spprt Trauts
As non-physical beings, spirits do not have traits

such as Strength, Stamina or Dexterity, nor do they
have Abilities. Instead, they have three traits —
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Rage, Gnosis and Willpower — that take the place of
Attributes and Abilities. These traits function for
spirits in the same ways they do for demons (see Dark
Ages: Vampire, pp. 292-293).

The fourth spiritual trait, Essence, is normally the
sum of the spirit’s other three traits, although the
Storyteller can adjust this trait to simulate more or
less powertul spirits ar her discretion. Aside from
being used to power Charms, spirits also lose Essence
as they take damage. When a spirit loses all of its
Essence, it fades slowly into the Umbra and slips into
astate of slumber. [t then recharges itself there before
emerging elsewhere in the Umbra. Werewolves can
bind spirits that have been stripped of their Essence
into fetishes or harvest Gnosis from them. In the case
of the latter, these spirits are brought to a permanent
end. Spirits bound inro ferishes, however, can be
released at a later time — many times only when a
fetish is destroyed.

Cbaqzms

Spirits have special powers called Charms that
function much like Gifts. Charms generally last for
one scene and require the expenditure of Essence if
used in the physical world, though combat-oriented
Charms last only one turn per use. These costs are
listed along with each Charm. In the Umbra, these
powers rarely require a spirit to spend Essence, draw-
ing upon the ambient energy of the spirit world
instead. Garou believe that every Charm has a corre-
sponding Gift, which werewolves can learn. Spirits
often enter into agreements with Garou, exchanging
magical knowledge forfavors orservice. More Charms
can be found in Dark Ages: Vampire, p. 293.

Common Charms

These are Charms that all spirits possess, unless they
have been weakened or punished by their patrons.

® Airt Sense: Most spirits have a natural sense of
direction in the spirit world and are able to travel
about the airts (or trails) of the Umbra withour any
difficulty (though even spirits have some margin for
error). The Storyteller rolls Gnosis for a spirit to
locate a particular place or individual in the Umbra.
A botch could lead the spirit
guidance — into a harsh and unforgiving realm.
Essence Cost: None (only possible in the Umbra)

and any who trusts its

* Materialize: This Charm allows a spirit to take
physical form on Earth. The spirit must have a Gnosis
score equal to or greater than the local Gauntlet
rating to cross over from the Umbra, and it appears
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just as it does in the spirit realm. Beyond that, this
Charm funcrions as described on page 292 of Dark
Ages: Vampire. Essence Cost: 1

* Realm Sense: Many spirits are tied to one type
of earthly Domain, such as a forest, stream or moun-
tain. This Charm allows them to monitor all that
takes place within their sacred lands both in the
Umbra and on Earth, though it still requires a Gnosis
roll for specific perceptions. Nature spirits mostly
possess this Charm, but any spirit tied to a particular
Domain will possess this ability. Essence Cost: 1

® Re-form: Spirits can dissolve their forms and
reassemble themselves far away in their home Domains.
It takes a spirit a full turn to try to re-form, but it can
transport itself great distances, escaping danger if need
be. The Storyteller must roll aspirit’s Gnosis successfully
for this Charm to succeed. Essence Cost: 1

Specialry Chagms

Many spirits have special Charms that are less
commonly known. These abilities sometimes stem
from their underlying nature, such as wolf- or lion-
spirits possessing Tracking. Other special Charms are
taught to lesser spirits by their patrons, as Lunes have
been taught Open Moon Bridge by their patron
Celestine, Luna. These Charms work only in the
Umbra unless the spirit has materialized, unless oth-
crwise stated.

Some Charms are listed as being associated with
various members of the Triat. This means that typi-
cally only spirit servants of that Celestine have access
to those Charms. Such spirits are discussed in Chapter
Six, and several examples are given in the Appendix.

* Armor: Some spirits are more resilient than
others, and this Charm grants them an extra measure
of protection. By spending two points of Essence, a
spirit gains an additional soak pool equal to its Gnosis
for the remainder of the scene. Essence Cost: 2

¢ Blast: This Charm directs the full force of a
spirit’s Rage at a specified target from a distance,
dealing damage equal to the spirit’s Rage score in
aggravated damage (no roll to hit is required). De-
pending on the spirit, this Charm takes many forms.
For example, a woodland spirit might send a burst of
pine needles, while an arctic spirit might use shards of
ice. This Charm is very taxing on the spirit. Essence
Cost: Umbra 2, Realm 4 (only when materialized)

e Blighted Touch: By simply touching a target,
the Bane changes the very nature of victim’s person-
ality. The spirit makes a normal attack roll to see if it
is successtul in touching the vierim. On a successful
roll, the target’s player must immediately roll Will-
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power (difficulty 7). If this roll fails, all the character’s
negative characteristics assume control over him for
the duration of a few hours. A lusty character, for
example, can think of nothing but slaking his lust,
and he must spend a point of Willpower to focus on
anything else. A botch on the Willpower roll makes
the personality blight permanent. (This is a Wyrm
Charm.) Essence Cost: 2

¢ Break Reality: With a successtul Gnosis roll,
the spirit has the power to disrupt the reality of a
substance and modify its Umbral appearance thus.
There is no set difficulty to this Charm — the Srory-
teller sets the number after considering the creativity
and usefulness involved in the change. The number of
successes on the roll derermines to whar effect the
change was successful. A failure on the Gnosis roll
causes the loss of an additional Essence point, while a
botch dissipates the spirit, destroying it if it does not
possess the Re-form Charm. (This is a Wyld Charm.)
Essence Cost: 5

* Calcify: The spirit binds a target into the Pattern
Web. The Storyteller rolls the spirit’s Willpower against
the target's Rage. Each success on the roll subtracts one
dot from all the target’s Physical Attributes (or Essence,
if the rarget is a spirit). Once the Essence or all of the
Attributes reach zero, the target is trapped in the Pattern
Web until it is freed by someone else. (This is a Weaver
Charm.) Essence Cost: 2/use

¢ Cleanse the Blight: This Charm is similar to
the Garou Rite of Cleansing, as it purges spiritual
corruption in the spirit’s vicinity. The Storyteller
rolls the spirit’s Gnosis at a difficulty determined by
the strength of the Blight. Most spirits have limits to
this Charm — forest spirits only being able to cleanse
wooded areas, for example. Essence Cost: 3

* Closed Passage: This Charm raises the Gaunt-
let in a given area by one. If several spirits cooperate,
they can raise the Gauntlet by as much as three. The
rating can never surpass 10, though. In order for the
Charm to be effective the spirit must remain in the
arca and concentrate on using the Charm (which
lowers all of its other dice pools by two). (This is a
Weaver Charm.) Essence Cost: 3

* Corruption: Page 293 of Dark Ages: Vampire
details this Charm. Despite its description, however,
spirits use this Charm even across the Gauntlet. (This
is a Wyrm Charm.) Essence Cost: |

* Create Fires: A spirit with this Charm can
create fires on a successful Gnosis roll, at varying
levels of difficulty (3 for small fires to 9 for a confla-
gration). These flames require fuel to burn for longer
than a single rurn. Essence Cost: 2
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o Create Wind: The spirit is able to create gusts
of wind. The Storyteller rolls the spirit’s Gnosis, with
the difficulty ranging from 2 for a breeze to 9 for a
tornado. Essence Cost: 2

® Disorient: This Charm allows a spirit to completely
alter landmarks and directions with a successful Gnosis roll
(difficulty 6 or the Gauntlet rating, whichever is higher).
(This is a Wyld Charm.) Essence Cost: 1

¢ Drain Gnosis: By stretching out its senses into
the target’s soul through mystical means, the spirit is
able to steal Gnosis. The spirit makes a resisted Rage
roll where the difficulry is the target’s Gnosis rating.
Each net success gives the spirit one point of Essence
from the loser. Should the victim lack Gnosis, he
suffers aggravated damage equal to the winning suc-
cesses. (This is a Weaver or Wyrm Charm.) Essence
Cost: |

® Healing: Spirits can use this Charm to heal
physical beings, such as werewolves. A spirit can heal
up to its Gnosis in health levels of damage. So, a spirit
with six Gnosis can restore six health levels. The
Storyteller rolls the spirit’s Gnosis against a difficulty
of 6 tor regular damage and 8 for aggravated damage.
This Charm can be used only once per scene per
target. Essence Cost: 2

®* Open Moon Bridge: This Charm creates a
moon bridge toa desired location, regardless of whether
a caern is present. A moon bridge can extend to a
maximum of 1,000 miles. This transportarion is espe-
cially important in the Dark Medieval, as
transcontinental journeys can take months other-
wise. Essence Cost: 3

e Shapeshift: A spirit using this Charm can take
the form of anything it desires. This is limited to form
and shape only, for the spirit does not gain any of the
powers or abilities of its new body. If the chosen form
is that of a specific individual, the Storyteller must
roll the spirit’s Willpower to determine the success of
this transformarion. Essence Cost: 2

e Solidify Reality: Weaver-spirits require this
Charm to spin the Pattern Web and enforce the
Weaver's rules and laws upon aspects of the Umbra.
Each success on a Willpower roll makes objects and
spirits more solid. The affected targets raise their
Essence or effective health levels by one per success.
This effect lasts for a full day, during which the Charm
cannot be used again on the same target. (This is a
Weaver Charm.) Essence Cost: 4

e Swift Flight: A spirit with this Charm can
outdistance pursuers with hardly any effort, moving at
triple its normal speed. [ts maximum speed becomes [60
+ (Willpower x 3)] yards per turn. Essence Cost: 1




® Tracking: A spirit using this Charm can track
its target unerringly. Unless the spirit materializes or
uses the Realm Sense Charm, it cannot track rargets
outside the Umbra. Essence Cost: 1

o Updraft: The spirit can lift a human-sized
creature into the air with a successful Willpower roll.
Essence Cost: 2

* Umbraquake: The spirit can cause the Umbra
to forcefully shake and knock anyone standing to the
ground. Everyone withina 10-foot radius suffers bash-
ing damage from the spiritual impact equal to half the
spirit’s Rage roll, rounded up. Essence Cost: 2

Swmser

When a spirit’s Essence is low, it begins to shim-
mer and fade, looking as though it is not fully there.
To replenish their Essence, spirits enter a sort of
hibernation called Slumber. Seeking out a secure spot
in the Umbra, a spirit enters a deep sleep, recovering
one point of Essence for every hour of inactivity.

This sleep renders the spirit completely defense-
less, unable to react to attack or any outside stimuli.
Spirits that are bound into fetishes enter a state of
Slumber and do not fully awaken until they are
released. Those already in this hibernation state can
be easily bound into fetishes, regardless of their will-
ingness. A newly created fetish cannot be activated
until its bound spirit has regained its Essence (which
can take a long time for powerful spirits).

Movement

Spirits tly or floar through the Umbra, traveling
a maximum distance of (20 + Willpower) yards per
turn in normal conditions. Umbral Storms or other
difficulties reduce this speed at the Storyreller’s dis-
cretion. Spatial relationships in the Umbra differ
from those of the physical world, however, and dis-
tances can become distorted at times. Of course, the
Storyteller is free to manipulate speeds and distances
when running stories in rhe Umbra, though the
Penumbral zone directly surrounding physical reality
does maintain distances analogous to those in the real
world, where spatial relationships are more stable.

CommumcatioNn

Spirits communicate not through words or lan-
guage, but instead through a sharing of thoughts and
feelings, of their deeper intent. Worthy Garou are
taught this form of communication, in the form of the
Gift: Spirit Speech. Some speculate that this ancient
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tongue formed at the beginning of creation, before
the Weaver spun words into the Partern Web.

Spirits allied to the Garou, such as a tribal totem’s
Jagglings or Gafflings, are also able to speak the Garou
rongue. Many spirits learn human languages through
close contact with civilization or specific cultures. For
example, Stag has no problem speaking Gaelic or
Welsh, and Pegasus is fluent in Greek. Similarly,
Cockroach and Rat are proficient in a wide range of
languages, having servants throughout the cities of
Europe. Some spirits, however, refuse to speak the
languages of physical creatures, finding them crude
and imprecise.

Unless a spirit chooses to speak in a language used
by physical creatures, Garou must have the proper
Gift in order to communicate. Gifts that allow con-
trol over or interaction with spirits do not require the
user to understand spirit speech or the spirit to under-
stand the user.

TFetisbes

Fetishes are sacred items of power that are created
by binding a spirit into an appropriately prepared
vessel. The owner of a fetish can invoke the power of
its bound spirir ro perform a specific rask, bur this rask
depends greatly on the nature of the spirit within. For
example, a spirit of healing would never willingly
enter a weapon, nor would a spirit of war inhabit a pair
of sandals. The great variety of spirits in the Umbra,
however, allows for fetishes of almost any rype.

Werewolves treat fetishes with the utmost re-
spect and protect these items against destruction and
corruption. Such are the terms of the Pact, which
binds a spirit to serve the Garou only so long as the
Garou honors the spirit in return. Many are the tales
of legendary warriors rescuing fetishes that fell into
the clutches of the Wyrm, and mournful indeed are
lhl_' SONgs lﬂ]l]l.‘[]t]ng rht‘ liiﬁh Ufthl.’ﬁL' freasures to Thl_‘
darkness.

To create a fetish, a Garou must first find a spirit
willing to be bound into an item, then perform the
Rite of the Fetish (p. 150). Many types of vessels are
used as fetishes, from jewelry to armor to clothing.
Weapons are also commonly used from simple swords
and spears to more elaborate silverklaives. Those who
bind unwilling spirits often find rheir ferishes difficulr
to use as the spirit rebels against its confinement.
These items are considered cursed by the Garou.

Before a fetish can be used, a character must
first become attuned to the item by making a
Gnosis roll. This atctunement spiritually binds the




fetish to the Garou, allowing the wielder to carry
the item into the Umbra and giving an instincrual
understanding of the fetish's powers. The difficulty
of this roll is the fetish’s Gnosis rating, and it
requires only a single success. If the player rolls no
successes, the character cannot use the fetish until
an accord has been made with the resident spirit.
This act of contrition can be simple or elaborate at
the Storyteller’s discretion. Attunement effectively
“dedicates” the ferish to a character, as though the
Rite of Talisman Dedication had been performed
upon it. Since they have their own Gnosis, how-
ever, attuned fetishes do not count against the
maximum number of objects a werewolf can have
dedicated at any one time.

Each time a character wishes to use a ferish’s
power, the player must make a Gnosis roll (difficulty
of the fetish’s Gnosis rating) to “activate” the power.
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Alternatively, a Gnosis point can be spent to activate
the fetish automatically.

‘Talens

Talens are simple fetishes. While they still con-
tain spirits and require Gnosis to activate (but not to
attune), they can be used only once before their
bound spirits are released back into the Umbra, Talens
are creared with the Rite of Binding (see p. 149), and
any being with Gnosis can use them.

A talen receives Gnosis equal to the bound spirit’s
(Gnosis. For each success on a Rite of Binding roll, an
additional talen of the same type can be created.
Gaftlings are most commonly bound into these simple
fetishes, but greater spirits can make the creation of
multiple talens easier. Use of a greater spirit adds an
automatic two extra talens to the total number. Once
created, a talen lasts until it is used.







Apa clanced Back at the men FLANKING bep..

She had never been good at talking her way out of trouble, especially where men were
concerned. She probably should have skipped the village altogether, wandered in the nearby
fields in wolf form and caught her dinner that way, but she hadn’t been among humans in
months. The last time shed had a conversation in any human tongue had been in the Holy
Empire, and it had turned out much the same way that this one seemed likely to.

As the men closedin, Ara began to recall why she had avoided people. They feared her,
especially men, and she didn’t have any desire to kill them all.

“Why are you wearing a sword?” The question came from behind her, and she uncon-
sciously pulled at her cloak to cover i

“lamawarrior;” sheanswered. itbrought alaugh, and Ara triedtoignorethe Rageinherheart.
“A warrior? You look like a Moor.” Ara scoffed quietly. She seriously doubted these men
would knowa Moor if one stood among them. “D > the Moors make theirwomen fight: for them?”

“They donot. And | amnot a Moor” Answer all questions honestly, except if doing so
would break the Litany.

One of men drew close. His breath smelled of garlic. “Id like to hold your sword,” he said
into her ear. “I'm a warrior, too, you see.” ‘

“Sir, you may not,” Ara replied evenly. “It is a part of me as much as my hand, my heart
or my womanhood.” The men laughed, butnervously. They sensed the beast inside her, which
was rapidly rising to the surface. The whisper inther ear grew louder as the man leaned in.

“Andsupposewe took yourwomanhood as well? Youare alongwayfromhome, little wolf”

Aranearlygasped, but kepthercom posurc somehow. She delicately sniffed the airand
was oddly gratified to learn howdeeplyentrenched the Wyrm was in this village. She reached
for her sword, but the man whispered %&gam. “Don't. | could gutyou where you..." The whisper
trailed of finto a wet gurgle.

Ara Vengeance-by-Night calmly removed her sword from the mans stomach. “ am a
warrior,” she said, as he fell to his knees. Tiny, bloodied tendrils slithered from the woundin his
stomach. Ara raised the sword over her head and called on the spirit bound to it. The blade
glimmered with moonlight and she swung dowr}ward, cleanly severing the fomor’s head. She
turned tothe townsmen. She sniffed again, but could detect noabatement ofthe taintinthe

town. The men backed away, all eyes on the bloodstained sword. “How did you let yourselves
come to this? You're so far from the dities:You have your church, your fields, your festivals.
How did he come to be?” She kicked the fomor’s body. ¢

The townsfolk trembled. It was clear they didn't know the answers to those questions.

Ara threw back her head and called upon her Rage, changing to the war form. She
howled in fury and sprang toward the biggest knot of men.

She of'tten avoided villages. How many like this had she missed?
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“From him sprang allbad breeds, trolls and elves and
monsters — likewise the giants who for a time
strove with God.”

— Beowulf, trans. E. Talbot Donaldson

The noble Garou have many enemies. A good amount
of their time and energy is spent fighting other werewolves
over matters of territory and honor, but the other supernatu-
ral denizens of the Dark Medieval often run afoul of Gaia’s
defenders. This chapter discusses how these beings serve
best as antagonists in Dark Ages: Werewolf chronicles, and
details some of the other unclean beasts that skulk the land.

Vampires

Cainites and Garou oppose each other on so many
levels that any real degree of common ground is impossible.
While vampires seek to build human populations, werewolves
often work to conrtain the cities. Vampires are undying
parasites, while werewolves are very much alive. Both races
see themselves as divine, but while vampires must take their




divinity (or lack thereof) on faith, the Garou know
that they are blessed.

Therefore, the two races obviously fall into
physical confrontation. This most often occurs with
younger vampires, and such altercations are usually
quick, bloody and deadly. After all, neonates tend to
be the most direct of the vampires, whereas the
elders’ usual modus operandi is to work from the
shadows. Yet, by virtue of their age and distance, the
clders present the true challenge. Confrontations
with elders are rarely physical, and Garou are often
hard-pressed ro deal with these cunning, often un-
reachable, adversaries.

The werewolves have few reasons to allow a
Leech to exist, should they come across one. Further-
more, a Garou who is known to have had dealings
with one of the despised vampires and not destroyed
it is likely to be banished or killed for consorting with
the enemy.

Whar the C;Apou Know

From the stories told around the moot fires,
werewolves know that vampires are nearly immortal
and possessed of powers of the mind that make them
dangerous adversaries. They might describe a vam-
pire as a pasty-faced, maggot-ridden nobleman who
drives men to die for him with a glance, but never as
a Venrrue skilled in Dominate. They know nothing of
clans, Disciplines or generation. As far as their under-
standing goes, some vampires are stronger in body and
others in mind, making them more difficult to defeat.
If asked, the Garou might speculate that vampiric
powers increase with age, training or devotion to the
Wyrm. Few werewolves ask these questions, though.
Most of their focus is on killing the vampires, not
understanding them.

While the Garou are mostly ignorant about the
Cainites’ politics and history, they are familiar with
the vampires’ major weaknesses. The average cub
knows that a vampire can be killed with claws, fire or
sunlight. The average Theurge knows thar the spirit
world, with the possible exception of Banes and
Wyrm spirits, is decidedly unfriendly to vampires.
Some werewolves believe that running water, reli-
gious artifacts or silver are deadly to vampires, but of
course, these are but legends. Regardless, the chances
of awerewolf trying any of these methods are not very
high, with the exception of silver. A few self-styled
vampire-hunting packs insist that the use of silver
weapons kills a vampire more surely than bare claws,
but nothing supports this claim.

One question that does concern the Garou is how
a mortal becomes a vampire. The Church has its own
theories — one is that a person buried improperly will
rise as a vampire. These theories vary by region and by
the traditions of the land. A clever werewolf can use
mortal belief to track down or learn about a vampire.

One near-universal supposition on the creation
of new vampires is that the bite of a Leech in itself is
enough to induce the change. This is not seen as a
problem for Garou, whose
them from such dangers, but it is a major issue in the
case of Kinfolk. Many werewolves will slay Kinfolk
who have been bitten by a vampire because they
believe that the victim will become one of the walk-
ing dead as a result of the bite. One might imagine
what they do to the vampire responsible in the name
of vengeance.

slessings from Gaia protect

(Dages

Werewolves have infrequent dealings with mages,
and what little they do know causes them to keep
their distance. Most Galliards know a tale or two
about mages, but none of them seem to fir together.
The Fenrir tell tales of men and women cavorting
around fires with runes carved into their flesh; the
Shadow Lords speak of travelers who call to the
heavens in strange tongues, bringing down the ele-
ments. [t all adds up to a mystifying picture, and since
the mages haven't shown themselves to be friends or
enemies, they leave each other alone.

On the rare occasions that the two groups do
interact, it is with extreme caution on both sides. The
average mage is not tainted by the Weaver or Wyrm
(with the exception of infernalists, who smell strongly
of Wyrm-taint to sensitive Garou), so the werewolves
have no reason to exterminate them. The average
Garou does not interfere with mage business, so the
mages have no reason to argue, either. They know
next to nothing about each other, however, and this
lack of knowledge breeds mistrust. The Garou see
mages as unpredictable. The mages see Garou as
ferocious. As a result, it is difficult for them to find a
common ground.

Unfortunately, the one thing they do have in
common is the one thing they tend to fight over.
Mages, like the Garou, draw their power from the
secret places of the earth. Like the Garou, they
consider these places to be sacred and will protect
them with their lives. Both the mages and the
werewolves think that these places should be theirs
and theirs alone, and they are more than willing to
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fight for control of them. Sharing is not an option.
Likewise, some mages can enter the Umbra. The
Garou can only assume that they are there to plunder
the spirit worlds of their energies and riches, and the
werewolves will be damned before they allow that to
happen. A mage who encountersa pack of werewolves
in the Umbra had best come up with a very good
explanation or an exceedingly quick escape route.

“The Cirele oF Red

This sect of Wyrm-tainted mages requires special
attention. Most of the membership of the Circle is
made up of merchants and assassins. Very few can
actually use magic. Those that can, however, are
extremely dangerous.

The Theurges that have encountered the Circle
of Red report thar their sorcerers don’t seem to have
sold themselves to any recognizable face of the Wyrm.
That they are tainted is beyond question, but the
Circle itself doesn’t know much about the spirit
world. They know enough about the Garou ro be
dangerous, but their magic has a much more Chris-
tian bent — they seem to believe that they have sold
their souls to the Christian Devil. Most werewolves
scoff at the notion of the Adversary, of course, assum-
ing that the Circle of Red is in fact in service to a
powerful Umbrood who only resembles, or perhaps
]'l\il.\'L{lK']'i]dL\ﬁ db, 5':]1;[1'1.

Whatever the truth, the magic of the Circle of
Red is nothing to laugh at. Red Mages can often
summon up fire from nowhere, and many can warp
natural animals into hideous beasts. Some can sum-
mon minor demons (or perhaps Banes), and most can
conceal themselves from onlookers. The Gift: Sense
Wyrm usually reveals them, though.

If you have access to Dark Ages: Mage, the
magical style of the Circle of Red resembles a hybrid
of the Order of Hermes and the Messianic Voices. It
often involves dead matter and blood as foci, al-
though fire is another common tool. If you do not
have Dark Ages: Mage, assume that the Circle of
Red makes use of powers similar to the Lure of Flames
Thaumaturgy path as well as the Vicissitude and
Obfuscate Disciplines.

The ]qusrnow

The Church is the most powerful mortal institu-
tion at this time. [t has influence stretching beyond
that of the greatest kings. The Church is solidly built
on money and power, and few have the courage to
disagree with any of its teachings in private, much less
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in public. Members of the Church belong to a variety
of orders, from pious and peaceful monks to the more
militaristic orders from the Crusades. One of the
newest offices is that of the Inquisition, a secretive
group formed to seek out the heretics and monsters
living among the faithful.

The Church’s official stance on werewolves is
that they human witches who have sold their souls for
the gifr of shapeshifring. (Needless to say, the Garou
don’t take kindly to that assessment.) Supernatural
creatures of all kinds are targets, and if they are found,
II‘IL’\J' dare ]Uf[ll]‘l_'\_l 'rl]“.l more l’hll“ l]l\L'l\J Pl”’ o tll_’i“ I'l das
a means of “purification.” In some cases, rhe Garou
can use this practice to their advanrage, because many
city-dwelling vampires — who are otherwise inacces-
can sometimes meet defeat (or

sible to werewolves
ar least exposure) by the Inquisition.

Since the average inquisitor is mortal, one would
think that the werewolves would not feel particularly
threatened by them, but the Inquisition is much more
dangerous than that. For one thing, the Inquisition is
organized. Its high-ranking officials expect a report on
every success and every failure. If an inquisitor turns out
to be dead or harmed, they do not take this as a sign of
defeat. Instead, they take it as a sign that they need to
send a larger, more powerful cell of inquisitors next time.
Also, inquisitors are usually braver and more mentally
resilient than most humans. After all, they believe that
they are the chosen of God, and if He protects them,
what do they have to fear?

Not all inquisitors wield the power of God as a
weapon, but even those without True Faith can be
powerful adversaries, if they are shielded by holy relics
and armed with prayers strong enough to tear an adver-
sary apart at the seams. Generally, an inquisitor'’s powers
reflect his upbringing. More militaristic inquisitors tend
toward powers of courage and valor, whereas more
studious inquisitors might gain wisdom or insight. A
“'L'”‘l‘”'llﬂllckl CL'” Uf‘ i'.[’]t.l”i.“l‘r‘.“‘ﬁ \\'Ulll\.] IWL‘ more rlli]n d
match for even an experienced pack of Garou.

Black S pIrAL
OaNnceps

The Tribe of the Fallen has learned, and perhaps
even excelled at, the subtle art of adaptation since its
unholy conception so many years ago. Necessity is,
after all, the mother of invention.

While their numbers continue to grow through-
out Ell]'UPL".‘i CU]].I’]‘.HL'H[’}]] ]l]}]inli]]lkl. I'I‘I.L’ P]lﬂl_'l\' SI““‘H]
Dancers still suffer from a significant disadvantage of
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numbers. The Wyrm is, however, a subtle force.
While the Fianna beat their chests in the highlands of
northern Scotland, howling cries of premature vic-
tory over the scattered remnants of what were once
the White Howlers and the all but roral decimarion ot
their kin, the Dancers have simply relocated. Most of
the progress that the Dancers have made throughout
the Dark Medieval has been accomplished directly
beneath Fianna and Fenrir snouts, far beneath the
surface of the land the invader tribes stole... the land
rightfully owned by the Wyrm and its legions. A series
of termite-like tunnels, established through the inge-
nuity of the Black Spiral Dancers, the engineering of
servitor Banes and the blessings of the Wyrm, con-
nects Scotland to mainland Europe and Scandinavia.
Exit points exist in the outer fjords of Norway and
within some of the more isolated islands possessed by
the Kingdom of Denmark. As effective as any moon
bridge for the purpose of long-distance locomotion (if
."-(”nk‘“'hi]l h]t“.\'k‘r)‘ rhk.‘H{' .\'lilﬂ'L‘]'l'llnCi]n routes I"lil\'c
been sealed behind the Dancers on their exodus.
Throughout the duration of its journey across the
North Sea, the Tribe of the Fallen has established a
number of grotto hives and forged many an infernal
alliance with forgotten and unknown creatures that
have never felr the sun on their cold, pale flesh.

« CHAPTER SIX -
+ THEENEMY -

.

Y 4

By 1230, the Dancers have established claw-
holds throughout much of central and Eastern Europe,
thriving, in fact, on the war-torn, Euro-Ottoman line
of demarcation where the effects of the ongoing
Crusades have hit Europe the hardest. While the tribe
has been largely unsuccessful in establishing any
semblance of a metropolitan hive in any of the major
city-states or fiefdoms that serve as the economic and
social circulatory system of Medieval Europe, its spies
and lackeys within the fortified walls of Paris, Lon-
don, Genoa, Venice, Rome, Prague, Barcelona, Buda,
Constantinople and Athens keep the Black Spiral
Dancers informed of all happenings within human
politics while spreading the vile corruption and stain
of the Wyrm in their travels.

“The Lepep Kings

Believed to have infested Europe by way of India
and China, leprosy is a chronic, mildly contagious
discase characterized by ulcers of the skin, bone and
viscera. As it advances, it leads to loss of sensation,
paralysis, gangrene and horrific deformity. The gro-
tesque, inhuman faces of lepers — victims who die
slowly and numbly to the rotting away of their own tlesh
and bone as a result of their unfortunate contraction of
the disease — are feared and despised by every class of
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medieval society. In France alone, over 2,000 leper
colonies dot the countryside. While some compassion-
ate Christian clergy have reached out to the misbegotten
and displaced “walking dead” — or “Lazarites” — the
majority of the “unclean” huddle together in camps
where they eke out an existence as best they can until the
disease that inhabits their bodies and ravages their God-
forsaken souls takes from its vessels the final tax of their
lives. In the dispossessed Lazarites of Europe, the Black
Spiral Dancers have found not only kindred spirits, but
also a legion of potential Kinfolk. Driven from their
homelands, despised by their own kind, hated for what
they are as well as what they represent, and shunned
under pain of death, thousands of lepers have raised
lidless eyes and nose-less faces to the seeming benevo-
lence of the men and women who have wandered
fearlessly and without prejudice into their colonies and
sanitariums across the European countryside. Able-
bodied warriors, trappers and craftsmen, the Dancers’
packs offer respite and a semblance of the human societ-
ies left behind by the Lazarites. The Black Spiral packs
that have infiltrated leper colonies across the continent
have found ready-made hives waiting for blasphemous
dedication in the name of the Wyrm. Despair, the
defilement of the human condition and a people all but
completely devoid of hope fortify the spirituality of the
obscene Incarna worshipped by the fallen tribe and give
opportunities for the proliferation of the Wyrm’s desires
like none that has existed before.

Since their association with the Black Spiral
Dancers, many Lazarites have become hosts for both
Filth and Breeder Banes. The process of procreation
between the Tribe of the Fallen and an unfortunate
leper is unpleasant for both parties involved, but it is
possible, nonetheless. The subsequent fruit of the
union normally ends the life of the leper mother, bur
through Gifts taught by various Banes to the Dancers,
the majority of offspring are born disease free and
(physically) healthy. Breeder Banes are grafted to the
souls of some Lazarites in the earliest stages of their
terminal condition, creating a disposable fomor for
the purposes of bolstering the overall numbers of the
tribe. As unthinkable as this crime against the most
unfortunate of humans might seem, not even the
Warders fathom the extent of the human desecration
being committed by the Black Spiral Dancers against
and towatd the multitudes of the hopeless that in-
habit the European continent.

The Dive of the Unshpiven Zealot

Founded between AD 400-432, when Scotland was
still referred to as Alba (or “Pictland”) by the Roman
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Empire, Fearn Abbey rests solidly on the banks of Loch
Flynn and serves the Black Spiral Dancers as perhaps the
most powerful hive retained by the tribe throughout
mainland Scotland. Once considered one of the holiest
places in Scotland, Fearn Abbey was, in fact, the first
permanent Christian mission erected north of Hadrian's
Wall. Ignorant of the gods and goddesses who dwelled
and thrived throughout the pre-history before the com-
ing of Christ, early Christian missionaries and clerical
orders built their churches atop burial mounds, fairy forts
and alongside monoliths erected by civilizations and
religions forgotten long before Rome was a republic.
They did so in an effort to encourage the superstitious
locals to worship the “one, true God” hand-in-hand with
their superstitions. Fearn Abbey is one such construct.

While the abbey still stands against the wind and
sleet of the northeastern coast of Scotland, the clergy
and parishioners have long-since abandoned the place
in favor of more hospitable climes and less malevolent
spiritual presences. Built solidly above a dedicated
hive, the Christians who erected the church did little
more than fortify the sinister malignancy that had
pulsated beneath the abbey’s foundation. No human
consecration could cleanse the disease that infected
the land, and many of the priests of Fearn Abbey died
in early attempts at failed exorcism of the Scottish
church’s sour grounds.

In recent years, and because of the unholy repura-
tion that the abbey has earned since its inception and
L‘U'ﬂ-‘*tl‘uctit_\ll, FL‘:II‘I‘I Abl'“:y llﬂi }_"L‘L‘l.‘“lt' d lL‘]\(.'r hU.‘\"
pice for the lowlands of Scotland and northern
England. The Black Spiral Dancers who inhabit the
hive beneath Fearn could not possibly be happier
about this dc\-'c.‘lo}‘\mcnt. Humans and Gaian Garou
alike keep their distance from the abbey (as well as the
bawn of the hive beneath it) and the Tribe of the
Fallen has been afforded the opportunity to reclaim a
hive of significant power beneath the peat of their
hereditary homeland.

Spiprruality

The Black Spiral Dancers’ beliefs are muddled,
which is not surprising, considering thar every single
member of the tribe is mad. The Dancers hold the
Wyrm as their god and father, and they work toward
the destruction of Gaia and the decimation of the
spiritual hierarchy. The degree of contemplation of
this goal varies from Dancer to Dancer. The more
stable ones hold elaborate debates as to whether the
world will remake itself to the Wyrm's desires or
simply cease to exist, bur ar the end, the Dancers wish
to see the current state of the world come crashing
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down. To that end, they work to push everything that
they can affect to the breaking point.

The Dancers are quite happy to recruit from other
tribes. This isn't easy, since most Gaian Garou would
sooner die than join their loathed enemies, but a
werewolf consumed by Rage, hatred, jealousy, lust or
bitterness has the potential of being lured to the Black
Spiral. Little is know of the recruirment process, save
that once a werewolf begins the long walk down the
Umbral Labyrinth to the Wyrm's heart, there is no
turning back. Few werewolves progress beyond the
first coil of the Spiral, but that is enough to drive them
mad and into the Wyrm's service forever (although
legends persist that the Umbral Realm of Erebus can
cleanse even the most devoted Dancer —see p. 163).

The Black Spiral Dancers have abandoned Gaia
and the Incarnae, but they have not abandoned their
spiritual lives. They conduct rites in their foul hives
dedicated to honoring the unclean spirits of the
Wyrm. These Maeljin Incarna serve in much same
capacity as similar spirits do for Gaian Garou. Their
avatars act as pack totems and patron spirits to the
hives where the Dancers fester. Their less-powertul
spirits teach Gifts to the fallen tribe. Over the years,
these Maeljin have also corrupted otherwise Gaian
spirits into the service of the Wyrm. Whippoorwill,
for example, now serves as the tribal totem for the
Black Spiral Dancers. Bat, once a totem of choice for
clever, agile packs has begun a slow decline toward
the Corrupter. Some Bane Totems aren’t even so
recognizable; names such as Dark Fungus and Kirijama
sometimes filter through layers of story and rumor to
f}“.f cdars Uf- lllL' (_]Elr“'l_i.. ThL‘ Sl‘l'(]d“\v ]JTTL[S Uf‘ Ell.‘ﬂ ern
Europe also hear the name “Kupala” with some degree
of regularity.

In game terms, Bane rotems function much the
same way that Gaian totems do. They grant their
charges (usually referred to as “bastards”) with given,
pack or story traits appropriate to the totem in ques-
tion. Bat, for example, grants his bastards extra
Dexterity, while Dark Fungus grants knowledge of
plants and poisons. Likewise, Bane totems enforce
bans. Green Dragon, for instance, does not allow his
bastards to retreat from battle, regardless of the odds.

C;rh's

The Gifts of the Black Spiral Dancers are, in
many ways, little more than corrupted reflections of
those afforded to the Garou by Gaia. While it is easy
to dismiss the Tribe of the Fallen as mockeries of
every bitas much the

Gaia’s grace, itis—atits core
werewolf as any other. The Dancers' abilities to com-
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mand the forces of nature, the spirit world and the
world of men are just as formidable as that of the
Gaian Garou.

® Bane Protector (Level One) — In rimes of need,
orwhen a Black Spiral Dancer cannot carry outa task on
hk‘]'{l\\-’]l, BE"‘ICﬁ Cdl 1-\(: SUTTINC lllcd I:Ul— nly]’i?ld purp( 1Ses to
assist her, While the Banes summoned through the use
of this Gift might choose to fight on behalf of or with the
summoner, they will not allow themselves to be bound
into fetishes or destroyed. Normally, the Banes who
respond to the call of this Gift will charge a price of the
Dancer for services rendered.

System: Spend one point of Gnosis and roll
Manipulation + Leadership (difficulty 7). Each suc-
cess summons a single Bane. The Dancer cannot
summon more Banes in one scene than his permanent
Gnosis score.

® Sense Wyrm (Level One) — As the metis Gift.

e Shroud (Level One) — The Dancer creates a
field of black, impenetrable darkness, through which
only it can see. An octopus-spirit teaches this Gift.

System: Spend one point of Gnosis and roll
Gnosis (difficulty varies: 3 for twilight, 6 for indoors,
and 9 for broad daylight). Each success scored blacks
out a 10’ by 10" by 10’ space. The player can choose
any area within his character’s line of sight. The
Dancer can see in this darkness normally, but others
cannot do so without the use of special powers (the
Gift: Eyes of the Cat or the Protean power Witness of
Darkness, for example).

® Howl of the Banshee (Level Two) — As the
Fianna Gift.

* Ears of the Bat (Level Two) — This Gift allows
the Dancer to use sound in the same manner as a bat
in order to navigate and, in fact, locate foes in abso-
lute darkness. Once the Gift is learned, its effects are
permanent. A bat-spirit teaches this Gift.

System: The Dancer can navigate and act in
complete darkness without impairment, but he can-
not actually see. Loud noises counteract this Gift.

¢ Patagia (Level Three) — The Black Spiral
Dancer is able to glide through the air at a speed not to
exceed 25 mph, much like a flying squirrel. This Gift is
taught by a corrupted squirrel-spirit or a bat-spirit.

System: Once this Gift is learned, its effects are
permanent and, in fact, present in all forms that the
Dancer assumes as dry, leathery flaps of nearly trans-
lucent and spider-veined flesh.

e Foaming Fury (Level Three) — The Black
Spiral Dancer secreres toxic, green foam from its
saliva glands that completely covers the surfaces of its




teeth, jaws, mouth or snout. A bane of contagion
teaches this Gift.

System: Spend one Gnosis point to activate the
foam. The effects last for one scene. Players of anyone
bitten by the Dancer must roll Stamina (difficulty 8),
lest their characters fly into a demented frenzy.

* Crawling Poison (Level Four) — Similar in
some respects to the Gift: Foaming Fury, this Gift
allows a Black Spiral Dancer to secrete a venom that
inhibits the regenerative ability of a werewolf if bitten
or clawed by the Dancer. A Bane of toxins teaches
this Gift.

System: This Gift is permanent once learned.
When the Dancer executes a successful bite or claw
attack, roll the Dancer’s Gnosis (difficulty of the
target’s Stamina + 4, maximum 10). The target is
unable ro regenerare damage for one hour per success.
This Gnosis roll does not fall under the usual rules
against rolling Gnosis in the same turn as rolling or
spending Rage.

* Doppelganger (Level Four) — As the Warder Gift.

* Balefire (Level Five)
will, the Black Spiral Dancer can summon and hurl
spheres of sickly, green fire toward a target. A Balefire
clemental teaches this Gift.

System: Roll Dexterity + Athletics to hit (diffi-
culty 7, modified for range). The victim must roll
Stamina (difficulty 8) to resist, and his successes must
equal or exceed the Dancer’s successes. If nor, the
Baletire begins to warp her very flesh. Any successes
not counteracted on the Stamina roll translate to
unsoakable aggravated damage. Other effects are also
common — the target loses hair, grows useless vesri-
gial eyes, loses all skin color, et cetera. Additionally,
until the target undergoes a Rite of Cleansing, she
registers strongly to the Gift: Sense Wyrm.

TFomopa

In a time and a place so completely saturated by
the overwhelming (and more often than not, over-
bearing) grace of God, it is most certainly no surprise
that demons walk among (and, in fact, within) the

men and women of the Dark Medieval. Yet nor all of

these demons are fallen angels. Some are spirits of the
Wyrm who have taken up residence in unwilling
victims. These are the fomori.

Fomori are the wretched fruit of the union of a human
or animal body and the mind of a Bane. While the Black
Spiral Dancers are symbolic of how far even a trusted and
loved warrior of Gaiacanfall within theslithering coilsof the
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Wyrm, fomoristand asan invisible testament to the absolute
power of corruprion and spiritual decay. Clergy, nobleman
and peasant all are fodder for the Wyrm. Station and birth
havelittle ornothing todowith the potential forservice that
a human being can offer a Bane in service to the Wyrm.

While humans are the host of choice for Banes in
the Dark Medieval, animals present different advan-
tages. They are stronger, faster and more loyal than
human fomori.

ﬁ\ugbts ky; the Qevils Mounts
Aughisky are fomori forged from the bonding of a

Bane with a horse. Many stories tell of dark, demonic
horses thar haunt marshes and bogs or walk slowly and
solitarily along the crossroads of central and southern
Europe. Aughisky look, at first glance, like black, muscu-
lar horses that have perhaps wandered from their stables
or thrown their riders. Closer inspection, however,
reveals the carnivorous, fang-like maw of a wolf; fiery
orange (."}'\.'?\ l]1111 ,_[lk“\' \\'Hh l}!L‘ ll]l]li(L' l‘f‘ I]L‘”ﬁfl.". L'lﬂd
hooves thatare unnaturally sharp and pointed. Aughisky
serve as war stallions for Black Spiral Dancers packs on
rare occasions, but for the most part, they tend to haunt
orchards or isolated and dark roads, far beyond the safety
of cities or hamlets, where they can feast on the bones of
travelers.

Attributes: Strengrh 7, Dexrerity 4, Stamina 4, Cha-
risma 0, Manipulation 0, Appearance 0,
Perception 3, Intelligence 2, Wits 3

Abilities: Alertness 3, Animal Ken 3, Brawl 4, Dodge
3, Intimidation 4, Occult 2, Stealth 3, Survival 3

Attack: Hoof Strike (Strength + 1), Bite (Strength +
1). Both attacks cause aggravated damage.

Health Levels: OK, OK, -1, -1, -2, -3, -3, -5,
[ncapacitated

Powers: Armored Hide, Foot Pads, Immune to the
Delirium, Regeneration

Lazapites

Lepers are profoundly effective hosts for Banes.
Possessed by Breeder Banes, Lazarites are created for
asingular purpose: procreation. When the possession
is complete and the diseased human being becomes a
fomor, she experiences a lessening of the symptoms of
herdisease for the entirety of her pregnancy (or, in the
case of men, during the actual act of procreation). Fed
by twisted and dark energies from the blackest pits of
the Umbra, the unborn child is kepr disease free.
Depending on the age of a female Lazarite, the posses-
sion might last years, allowing her to bear several
offspring as a product of the union between the fomor
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and a Black Spiral Dancer. Eventually, the body can
no longer support the Bane possessing it, or the rigors
of childbirth prove too much. Either way, the fomor
dies and the Bane is free to possess another host.
Lazarite fomori rarely — if ever — possess any
powers other than Poison Tumors. In some, isolated
cases, stronger male lepers are possessed by Banes to
serve as guardians over expectant morhers, so they
possess some more martial powers... but never any-
thing that might threaten the Dancers themselves.
Attributes: As a human.
Abilities: As a human.

Powers: Immune to the Delirium, Poison Tumors

TFomop Poweps

The following is a basic and brief glimpse at some
of the possible powers possessed by both human and
animal fomori in the Dark Medieval. Naturally, the
Storyteller should feel free to create more to make
fomori as individual — and horrifying — as possible.

¢ Armored Hide — This power grants a fomor
increased resilience against physical assaults as well as
environmental rigors. The skin of the fomor might
appear reptilian and scaly or slimy and shimmering.
Add three dice to the fomor's soak pool.

* Berserker — This power infuses the fomor
with Rage — exactly like a werewolf's — with all of
the inherent advantages and disadvantages that come
with it. Fomori rarely have a Rage rating over 3.

e Blending — The fomor has the ability to
camouflage itself through manipulation of the pig-
mentation of its flesh. While the colors of the fomor’s
flesh change, this power does not grant the ability to
mimic intricate patterns or sophisticated textures.
Add two to the difficulty to spot the fomor if it stays
still; one if it moves.

® Darksight — The fomor is capable of seeing as
well in complete darkness as it might in daylight.

e Enhanced Attribute — The fomor's narural
capabilities are bolstered to supernatural levels. While
useful where Physical Attributes are concerned, this
power is also available to Social and Mental At-
tributes as well.

* Foot Pads — The fomor’s feet are padded like
an animal’s, granting extra measures of stealth. Sub-
tract one from the difficulties of all Stealth rolls.

® Horror — The fomor’s presence is so disturb-
ing that it elicits the same effect in human beings
as the Delirium.

¢ Immunity to Delirium — The fomor is not
subject to any of the Delirium’s effects in the event
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that the host body of the fomor’s Bane is human.
Almost all fomori have this power.

¢ Poison Tumors — The fomor’s body is covered
with pus-filled tumors or open lesions that splatter
when punctured or struck, inflicting three health
levels of aggravated damage on an attacker (four
health levels if the attack bites the fomor).

¢ Regeneration — The fomor regenerates bash-
ing and lethal damage almost immediately, in the
same manner as a werewolf.

CDonsteps

In the Dark Medieval, monsters are quite real.
This is no surprise to a werewolf, who understands and
deals with the reality and threar of vampires, unclean
spirits, and the possessed on a fairly regular basis.
Some of the things that wander through the forests
and bogs of medieval Europe, however, give even the
Garou pause.

The following examples represent but a handful
of the monsters thar a werewolf might find stalking
in the darkness. Some are belched forth directly
from the putrid void of the Wyrm’s maw, while
others exist completely independent from the Laws
of Gaia acknowledged by the Garou. Where mon-
sters are concerned, the Storyreller’s imagination
should be the only limit to how dark and how
frightening the night can be even for werewolves in
the Dark Medieval.

Skull Pigs

Skull Pigs are nothing short of the maddened
remnants of the shapeshifting race once called the
Grondr — Gaia's stewards of cleanliness and disposal
who once kept the whole of Gaia free of rotand decay.
Before the War of Rage, the Grondr were a powerful
and noble people who's kin were predominantly se-
lected from the ranks of the enormous, and somewhat
vicious, European wild boar. During the War of Rage,
however, the Garou all but obliterated the Grondr.
While the Grondr were truly mighty in their opposi-
tion of the werewolves, they were no match for the
unbridled fury of the Garou. In the end, the vast
majority of the Grondr fell under werewolf claws and
fangs. Those few that survived, at least as far as the
Garou believe, became the Skull Pigs.

Skull Pigs travel in packs that are normally no
larger than six or seven rooting through cemeteries
for freshly packed grave dirt. Many incidents of grave
robbery are, in fact, the work of Skull Pigs, who dine
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on the dead flesh of human beings brought to the
grave through disease as somewhat of a delicacy.
Some Skull Pigs retain a shred of their former

intelligence. These crearures act as leaders of

their packs and can sometimes use Black Spiral

Dancer Gifts.

Attributes: Strength 5, Dexterity 4, Stamina 8, Cha-
risma 0, Manipulation 0, Appearance 0,
Perceprion 2-4, Intelligence 0-4, Wits 3-4

Abilities: Alertness 2, Athlerics 5, Brawl 5, Dodge 3,
Intimidation 4, Primal-Urge 3, Stealth 2, Sur-
vival 4

Powers: Poison Flesh (see below), Regeneration (as
(Garou)

Rage 5, Gnosis 2-4, Willpower 3-6

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

Attacks: Tusks (Strength + 1)

Image: Skull Pigs are enormous, muscular, boar-
like creatures thatare casily amatch forasingle Garou
where physical mass and power are concerned. The
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deathly pale flesh covering their skulls is so thin, and
the bone structure is so distinctive, that it is very easy
to get the impression that Skull Pigs have no flesh
covering their heads at all.

Skull Pigs regain their Gnosis by consuming the
flesh and bones of dead creatures. The more concen-
trated the Wyrm-taint within the consumed corpse’s
flesh is, the more Gnosis can be drawn forth from it.
This being the case, Skull Pigs covet the flesh of the
dead who have met their end through disease or
through mindless violence. As a byproduct of their
peculiar dietary habits, the flesh and blood of a Skull
Pig is concentrated poison. Any creature that bites
into the flesh of a Skull Pig must succeed on a Stamina

roll (difficuley 6) or take an aggravated health level of

damage. Resist Toxin defends against this effect.

Fir Bolgs

Fianna legends state that the Fir Bolgs were once
allies of the Garou, and that in ages past, their alliance
with the Fianna and the Tuatha de Danaan spelled
the doom of the Fomorians at the Plain of Towers.
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The lust for power and dominion is not a trait held
exclusively by the Garou, however, and eventually,
the Fir Bolgs — a violent and brutal race composed
almost entirely of warriors and hunters — allied
themselves with tribes who wiclded iron weaponry
against the Tuatha de Danaan in an effort to claim
Eire tor themselves. The Fianna and what remained of
the Tuatha de Danaan struck first, recognizing the
danger that the Fir Bolgs presented. The Fir Bolgs that
."'sl”‘\vi\-":d Lht' :lH.\'illlI[ were IWHnl‘.\hL‘LI t}(][]l IrClillld, Cllrﬁ(}tl
never to return again. Remnants of the race live on in
England and Scotland, however, waiting for an op-
portunity tostrike back at the Fianna and the Tuatha.
Attributes: Strength 8, Dexterity 4, Stamina 5, Cha-
risma 2, Manipulation 4, Appearance 1,
Perception 4, Intelligence 3, Wits 3
Abilities: Alertness 4, Archery 3, Athletics 5, Brawl
3, Dodee 4, Hearth Wisdom (Ireland) 5, Intimi-
dation 5, Melee 3, Occult 3, Survival 4
Powers: Armor (four extra soak dice), Regeneration
(as Garou), Immunity to Delirium
Health Levels: OK, OK, OK, -1, -1, -2, -2, -2, -5,
incapacitated
Willpower 5-9
Image: Fir Bolgs are often mistaken for the Gurahl
(or werebears) by those werewolves who know of the
werebears’ existence. Massively muscular and stal-
wart, a Fir Bolg appears as a swarthy, dark-skinned
human thar stands no less than two heads higher than
aGarou in Crinos. Despite their size and musculature,
Fir Bolgs are easily as fast and graceful in combat as a
werewolf without the added advantage of Rage.

“The Fepa

The Changing Breeds are more myth than reality
to the werewolves of the Dark Medieval, as they were
seemingly wiped out during the War of Rage. Legends
tell of a time when these creatures freely roamed the
wilds alongside the Garou, but now that age lives only
in stories rold around moot fires. The forests have
been cleansed. No one even mentions the Fera other
than a handful of the most learned Galliards, and the
other shapechangers’ place in the world has been
forgotten. The Garou are the sole protectors of Gaia
in the world.

Or so they like to tell themselves. In truth, this
belief is a gross assumption on the part of the
werewolves, which the Fera try hard not to shatrer.
Though some Changing Breeds suffered total extine-
tion, most survived the War of Rage in one fashion or
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another and have survived the intervening years by
keeping a low profile.

The Dark Medieval is a difficult time for these
shapeshifters, as they constantly struggle to keep the
illusion of extinction intact. There are very few safe
havens, with Garou stalking the wild places and
vampires infesting the cities. Even so, many of the
Changing Breeds have found ways ro survive, and
even thrive, lurking along the fringes of human and
werewolf society alike.

AANANAS

Though they were possibly the most hated and
feared of the Feraduring the War of Rage, the werespiders’
unique shapeshifting abilities helped them evade de-
struction more easily than other Changing Breeds. The
Ananasi have forms similar to the werewolves’ Homid,
Crinos and Hispo forms, the last manifesting as a giant
“pit spider” larger than a man. Their Crawlerling form
sets them apart, however, allowing them to shift into a
horde of small spiders, all under the control of a single
mind. Thisallowed the werespiders to hide in small, dark
places, and survive even if all but one of their tiny spider
bodies was killed.

In the times following the War of Rage, the
Ananasi watched patiently as the Garou gave them
up for dead. They listened to the wisdom of their
Queen, Ananasa, and carried out her subtle com-
mands, secure in the knowledge that they were only
small strands in a far greater web.

Lanos (Unoep the Wes

Most European Ananasi were forced from their
territories to seek the safety of their ancestral home-
lands in Africa, but they soon found that their Kinfolk
in those areas were hit the hardest by the Garou. Even
s0, the bulk of the existing werespiders in the Dark
Medieval lives on the African continent, with a
sparse few filtering across the Mediterranean Sea to
the north. Though most still reside in the areas
known as Outremer, those who crossed the sea settled
primarily in coastal areas, islands and the larger land-
masses of Iberia, Sicily and Greece.

Ananasi prefer to live outside of cities, nestled in
caves or other remote locations. While this practice
works to their advantage in Outremer, where a lone
Silent Strider poses little threat, it borders on suicidal
in Europe, where savage packs of werewolves prowl
even the most unassuming places, jealously guarding
their lands. As a result, the werespiders have looked
to the cities and larger towns of the Dark Medieval for




plex schemes since the be-
ginning of time.
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refuge, finding far fewer
werewolves and an abun-
dance of human prey.

Predatops
oF tbe Nicbt

Thisshift to more popu-
lated areas has brought the

The Ananasi gain
much from their associa-
tion with vampires, most
notably learning
ht“\‘ o I‘_{:li” PU“’\.‘T'
and respect among
their human prey.

Ananasi into close contact
with vampires, specifically
the Lasombra and
Assamites who
dominate the Medi-
terrancan coastal
cities. Since werespiders feed

While the vampires estab-
lished herds of humans to
feed upon, the werespiders
took a slightly different ap-
proach. At the very end of
the 12th century, an
Ananasi named Tarnrel
began a cult in a small vil-

on the blood of humans as
well, it is not uncommon for
Ananasi to impersonate
vampires, veiling their ac-
tions even further from
werewolf eyes. lage on the northern coast
While this does much of Sicily.
to shield the werespiders
from the Garou, it adds
the risk of discovery by
vampires. This lifestyle
can only be maintained
for a short time, 10 to 15
years at most, before the }
effects of aging would é
start to betray the §
Ananasi’s mortal na-
ture. Yet in that rime,
many werespiders form
strong networks of in-

fluence over human

and vampire society

alike, spinning fine

Along with a small
number of Kinfolk, this
werespider established a
community of followers,
setting himselfup asa pow-
erful avatar of agreatspider
vod (which he was, in ef-
fect). The village began to
worship the great “Mother
Spider,” becoming a safe

haven as well as a consis-
A tent source of blood.
Assuming the role of a
feudal lord, Tarntel did
his best to protect the
villagers from harm, all
webs of intrigue to fur- while trying to keep be-
ther the goals of their
Great Mother.

The werespiders see
themselves as part of
Ananasa’s greater planand
consider the small plots of
the vampires simple by
comparison. Even a plot
spanning several centuries
appears shortsighted to the

neath the werewolves’
notice.

Festivals were held in
hishonor, and youngwomen
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his favor and affection. Un-
able to truly feel love, the
¢ werespider would “reward”
these displays by drinking a
small amount of blood from
the dancer, who would then
resume her frenzied danc-
ing. After years of rebuked
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children of Ananasa, who
have been part of her com-
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advances, the dance became synonymous with unre-
quited love, for even Tamtel’s favorites felt the cold,
alien distance in his eyes.

From the dawn of the 1 2th century until the early
15th century, other Ananasi duplicate this practice in
parts of Sicily, [beria and Greece, but the dance and
the cult retain Tarntel’s name. Fearing retribution
from the Church, these festivals were confined to the
small communities in which they began, with no
mention made to outsiders of the darker spiritual
origins. Wayward travelers sometimes hear vague
tales of the dance curing poisonous hpiu.lcr bites, but
those who inquire too closely disappear mysteriously
in the night, the villagers luring them into dark, web-
filled cellars to feed their beloved patrons.

Bastet

The Bastet were created as Gaia’s eyes and ears
and as keepers of her secrets. They have five forms,
similar to the Garou, but they lack the pack mentality
of the werewolves. During the War of Rage, this
.\’ﬂli[}l]‘y warrior nature ICLI |’I]L‘l~“ to \'i.l]lt'nl Likf'dih.‘\ at
thk' L‘li“\‘." Utl [h'u.' More NnuInerous (}Hr“ll. TllL' L_;ZU‘UU
purged Europe of many of the tribes of Baster, destroy-
ing the European werelynxes utterly and forcing the
werecats deep into their homelands in Africa and
Asia. Aside from a rare werelion wanderer and a few
wereleopards holding fast to territories in Northern
Africa, the only Bastet that remain in the medieval
world are the Bubasti and Ceilican.

Stalking the S bavows
The Bubasti struggle every day to survive, their
bloodlines growing thinner with each passing gen-

eration. The slaughter and devastation of the War of

Rage focused mainly on the European continent,
largely overlooking the reclusive and secretive
Bubasti. Though many died during the conflict,
their power base remained strong in the ancient
civilizarions of Egypt.

The Bubasti’s fall from grace came much later
than that of the other Bastet. In a war with the
Sutekh, or Set,
the Bubasti suffered terrible losses, even resorting to

servants of a powerful vampire named

an alliance with the Silent Striders before ultimately
being defeated. The kyphur cats with which they bred
were hunted down by the Setites and destroyed (or
worse, enslaved). The Bubasti's power in Egypt was
broken, leaving the cats lurking in the shadows.
Their insatiable hunger for knowledge and
the decline of the Egyptian ruling class have led
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the Bubasti down some very dark paths in an
attempt to overthrow Set. Most notably, the tribe
has made a concerted effort to retrieve tomes and
scrolls that were lost when the Library of Alexan-
dria was destroyed. This has brought them into
close contact with a group of Assamite historians
residing in the city who are intent on recovering
the same information.

Tribal rumors speak of sacred scrolls that
prophesize the ultimate downfall of Set, and it is
hoped that some ancient secret or magic can be found
among them to restore the Bubasti to power in Egypt.
Local Setites have made many failed attempts to stop
the Assamites’ research, only feeding rthe werecats’
belief that some crucial picce of information can be
found among the ashes.

TFaepie Opeams

Hailing from the British Isles and Scandinavia,
the Ceilican werecats have much in common with
their Fiannancighbors, as they are given to passionate
revelry and close contact with the faerie courts. Dur-
ing the War of Rage, their fae ties gave them an added
advantage when eluding their Garou pursuers, allow-
ing them to travel magical facrie paths unknown to
the werewolves. Favors owed them by the fae nobility
provided some nasty surprises for Garou hunting
parties and contributed to a sense of “untouchable”
arrogance in the Ceilican.

Though many of the fac cats were killed during
the War of Rage, those that died often met their fate
more through this haughtiness than through the
efforts of the Garou. They would toy with their
pursuers with facrie magic and strange powers, only ro
let their guard down as one of their playthings entered
ahomicidal frenzy. This insolent behavior only served
to enrage the Garou, causing them to redouble their
efforts, driving the maneless lions that were the
Ceilican Kinfolk into extinction. The fae cats harbor
an abiding hatred of the werewolves for this, and they
deeply resent the fact that they are reduced to mating
with wild cars.

The Dark Medieval is a dangerous time for the
Ceilican, as their former allies have betrayed them.
Thcy dare not reveal themselves to any of the fae, lest
they be bound with magical chains and enslaved,
leaving them far more vulnerable to the Garou. Hav-
ing rurned their back on their Baster cousins during
the War of Rage, sometimes even laughing at their
plight, the Ceilican have nowhere to turn. The 13th
century finds them mostly in hiding, holding their
midnight revels in the deepest, most secluded forests.




Cax ando Mouse

The Ceilican are still remarkably arrogant de-
spite their plight, and they have grown adept at
hiding in plain sight and making hasty departures.
The fae cats exude flamboyance and charm, seem-
ingly more than meets the eye. They take positions as
jesters and magicians to lords and kings, run with
travelers and tinkers across northern Europe and join
acting troupes to entertain the masses. Most have
close ties with pagans and excommunicates, often
associating with hedge witches and herbalists on the
outskirts of towns.

Although they are not as powerful as their
larger cousins, such as the werelions or weretigers,
the fae cats are absolutely vicious when cornered,
and they possess strange magic unlike anything the
Garou have seen. Legends tell of lone Garou war-
riors who have tracked Ceilican into the deep
woods, only to be found cross-legged in a circle of
mushrooms, babbling incoherently and swaying
slowly back and forth. The fae cats are capricious
and vindictive, and they do not assume the role of
prey willingly.

Copax

The Corax are unique among the Changing
Breeds in that they have relatively peaceful rela-
tions with the Garou. They have three forms,
roughly equivalent to the werewolves’ Homid,
Crinos and Lupus forms, and they lead solitary
lives, much like the Bastet. During the War of
Rage, any opposition to the marauding werewolves
meant certain death, and the Corax took this into
account when determining whart role they’d play in
the conflict. Openly siding with the Garou and
aiding them as scouts, the wereravens secretly
helped threatened Fera and their Kinfolk get to
hidden places in the Umbra, saving them from the
werewolves’ wrath. Never truly betraying the other
shapechangers to the Garou, they made a show of
cooperation without actually providing the
werewolves with much useful information. Any
truly damaging reconnaissance was offset by warn-
ings to the other Changing Breeds that the Garou
were set to attack. Through this smoke-and-mir-
rors show, the Corax managed to keep the wolves
at bay and their own skins intact.

This, of course, did nothing for their relations
with the other Fera, who viewed them as collabo-
rators and spies, having doomed them to violent
and painful deaths.
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A\ Little Knowledge...

Wereravens obsess over secrets of any kind,
intent on shedding the light of Helios into the
darkest reaches of the world. As such, the Corax
have shown a keen interest in the Prophecies of
Shadow, seeking to put all the vague and some-
times confusing pieces together to form a unified
whole. Every last wereraven has committed each
prophecy to memory and is searching for some way
to interpret the meaning behind the words.

While the wereravens have friendly relations
with some tribes of werewolves, interactions with
others are strained at best, making the gathering of
information difficult. Striking up conversation with
a Fianna or Fenrir isn't usually difficult, but Red
Talons have never been exactly forthcoming with
information. Most would rather snap their teeth at
d [‘ﬁ:l.‘?:‘-ing wereraven th;-]n pause fﬂI' L’U]'l\'(.’r.‘ﬁl[i”[‘h
which is particularly frustrating considering the
source of the prophecics. Similarly, the Silver Fangs
are not too comfortable with the wereravens’ in-
quiries into the prophecies, as the dark tidings cast
some doubt on their leadership of the Garou.

Regardless, the Corax make sure to keep a close
eye on each of the tribes, paying attention to any
unusual events or behaviors that might lead to a
berter understanding of the prophecies. It is of the
utmost importance to have a witness present when
these prophecies unfold and to relay that informa-
tion through the Corax communicarions nerwork
as quickly as possible. Some Garou have begun to
see the presence of a raven in the distance as a
portent of doom, a constant reminder of the proph-
ecies looming over their heads.

]s a Oancepous Thing

While the Garou make valiant attempts to
understand the prophecies, they are limited by
distance and the difficulties of communication.
The Bone Gnawers, for example, are spread through
the cities of Europe, and a Theurge in Cérdoba will
have no way of knowing the actions of a Galliard in
Constantinople. Therefore, some tribes have made
an effort to exchange information and theory with
the Corax in exchange for a better grasp of the
“bigger picture.” The wereravens do nor enter into
these bargains lightly, as even the most gracious of
werewolves still has the potential to fly into a
killing frenzy.

Along these lines, some Garou do not want to
bargain or deal for information, feeling it should




be given freely and without hesiration. Most no-
tably, the Silver Fangs refuse to barter with the
Corax, seeing such exchanges as beneath them
and demeaning. Some have gone so far as to
capture wereravens with the intent of taking what
they want by force, harking back to the days of the
War of Rage.

This has sent a ripple of anxiety through the
wereraven community, which has been fueled by
the disappearances of a few particularly curious
Corax. Rumors have surfaced that a young
wereraven was tortured for weeks in Kiev before
finally being allowed to die, and those rumors were
supported when a large pack of Silver Fangs dis-
rupted a wereraven gathering several days later.
While the Fangs are probably at the heart of this
practice, suspicions have been raised about other
tribes as well, most notably the Warders of Men.

Cupabl

[n the early days, the werebears were re-
nowned as great healers and warriors, protecting
the sacred places of the world before the exist-
ence of the Garou. Beloved of Gaia, they were
given Gifts that granted them power over death
itself, and they used these extraordinary abilities
to return life to those who had sacrificed them-
selves to protect others.

The Garou coveted these powerful Gifts, but
the Gurahl felt that the werewolves were too im-
mature and impetuous to use them responsibly.
Among the most arrogant of the Garou, the Silver
Fangs demanded these secrets from rhe werebears
and took their refusal as a grave insult. Wild accu-
sations were brought against the Gurahl, which
served to enrage the other Garou. Surely the
werebears were in league with the Wyrm and no
lun;_:cr served Gaia. Why else would thcv refuse to
give their knowledge to their cousins, the
werewolves! They hide, weak and alone in the
wilderness, undoubredly concealing the dark se-
crets of their corruption!

This conflict escalated over time and eventu-
ally led to war. The more rash and impulsive Garou
struck first at those they thought would aid the
Gurahl, taking the rest of the Changing Breeds
entirely by surprise. By the time the War of Rage
began in earnest, few remained to stand against the
werewolves. The werebears were staunch warriors,
but they could not prevail, beset by packs of howl-
ing Garou.
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SaFety v Slumsep

The Gurahl retreated from the field, leaving
Europe to the werewolves. Some receded into
the barren wastes of Siberia, while others chose
the most inhospitable reaches of Scandinavia.
Many sought refuge in the highest mountain
ranges, finding their homes in the dark caves of
the Alps and Himalayas. They found places the
werewolves were least likely to travel and there
entered a deep hibernation, hoping ro awake in
a time when cooler heads prevailed and the
Garou had learned humility and respect.

That time has not yet come. At any given
moment, no more than three or four Gurahl are
awake in the whole of the Dark Medieval. These
serve as Grear Grandfathers or Grandmothers,
traveling Europe protecting their bear kin and
seeking to keep the healing traditions of their
totem alive. When a Great Grandfather grows
weak, poisoned by the corruption of the world,
he wakes another Gurahl to serve in his place
and enters a deep slumber to cleanse his spirit.

The werebears have five forms, similar to the
Garou. It is unlikely that a werewolf would ever
encounter a Gurahl in the Dark Medieval, but
should such meeting occur, it would most likely
turn violent. The werewolves still harbor a deep
mistrust and resentment of the Gurahl, and hor-
ror stories abound about depraved rites to dark
powers. If a werebear were discovered by a pack
of Garou, there would be little chance of avoid-
ing conflict.

Motbep ano Cuns

As the Gurahl shun relations with the Garou
tfor the most part, so too has their torem. Angry
over the fate of her children, Bear has with-
drawn deep into the spirit world, severing ties
with the werewolves. Lingering hatred roward
the Silver Fangs and the arrogance of the Garou
as a whole has made the Incarna bitter, and she
has refused to act as totem for any werewolf
packs. Even Jagglings and Gafflings of Bear shun
the Garou, and individual werewolves find it
difficult ro communicate with these wise and
powerful spirits. Those seeking to learn a Gift
from a bear-spirit must prove themselves honor-
able and in control of their Rage, often through
acts of humility and great patience. Bear has not
yet forgiven the Garou their transgressions, nor
will she for generations to come.

i
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Rarkin

Gaia created the wererats to keep the human
population in check, eating excess food stores and
culling their numbers through plague and disease.
During the Impergium, the Garou appointed them-
selves as the masters of the human race and chafed at
the wererats constant intercessions, labeling their use
of disease as a sign of their allegiance to the Wyrm.

During the War of Rage, the Ratkin were hit
especially hard, decimated as wave after wave of their
warriors fell before the Garou. Their bards assembled
to compose an epic tale of the crimes the werewolves
had commitred against the Changing Breeds, but
they were attacked and massacred, falling to the last
rat against the onslaught of the Garou. Before they
died, the bards spat venomous curses at the wolves,
promising plagues that would destroy their children
and their children’s children, telling of a day when
the Ratkin would take their revenge.

The wererats have never forgiven the Garou for
taking their bards, and none of the Fera harbor a
deeper or more abiding hatred of the werewolves. The
survivors fled into the Umbra to regroup, lick their
wounds and breed. Breeding, ever breeding, the rats
still fight the War of Rage in their hearts, awaiting the
day when they will have the numbers to overwhelm
the Garou and take their revenge.

Cuepilla Wap

The Ratkin took refuge in small niches of the
Umbra, establishing nests and burrows across the
vastness of the spirit realm. This strategy kept them
safe from the werewolves, but the Wyld energies of
the Umbra soon began to affect their minds in un-
predictable ways. Some of those who fled into the
deeper parts of the Umbra lost their physical forms
completely, becoming spirits in their own right, while
others went insane through extended contact with
the Wyld. This prolonged exposure to Wyld energies
caused the Ratkin to lose their focus and give up their
original role as keepers of humanity, focusing insread
on revenge and the breakdown of social order.

The Ratkin have now begun to reemerge into the
Realm. Establishing nests in cities and dark alleyways,
they have created a network of hiding places across
the continent. These nests and hideouts are linked by
tunnels through the ground and the Umbra, allowing
wererats to pass from one to the next undetected.
Small strike forces have been assembled to scout out
Garou activity, providing reconnaissance for covert
strikes and ambushes.

. e
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Strange Umbral phenomena called Rat Alleys
have started to form in the twisted alleyways of some
of Europe’s largest cities, reflecting flickering torches
and moonlight in dark puddles on alley floors and
allowing shapechangers to step sideways more easily.
These areas have such a thin Gauntlet that humans
and even other supernatural creatures can be lured
into the Umbra by cunning wererats, into deadly
traps. These ambushes are often chaotic and devastat-
ing, as their vicrims are taken totally unaware.

Strencth v Numsegs

The Ratkin have only three forms, roughly equiva-
lent to the Garou Homid, Crinos and Lupus forms,
though their war form is significantly less massive.
Unlike the other Changing Breeds, however, the
Ratkin have Kinfolk in abundance throughout Eu-
rope and the world, finding it easy to disappear when
the need arises. Black rats infest every city on the
continent and can be found in forests, swamps, deserts
and any number of other habitats. This gives the
wererats a distinet advantage, allowing them to hide
from their pursuers almost anywhere in the world.
Whereas the werebears and werecats are easy to track
and hunt down in their animal forms, the Ratkin can
casily flee into the teeming populations of rats in the
rapidly expanding medieval cities.

Sharing both their city homes and the Rat totem
with the Bone Gnawer tribe, the wererats have some
limited interaction with these Garou and mostly
exempt them from their campaign against the
werewolves. The Gnawers took no part in the slaugh-
ter of the Ratkin during the War of Rage, having
respect for the children of their tribal totem. The tribe
keeps this relationship secretive, not wanting to draw
attention from those Garou who would see such
interaction as consorting with the Wyrm. Members of
the tribe in difficult situations might receive unex-
pected help from mysterious sources or, more rarely,
find unlikely aid from a Ratkin war band, turning the
tide of a seeming massacre. Despire their tentative
relations, the Bone Gnawers are entirely unaware of
the Ratkin plans to outnumber and destroy the Garou,
and they might feel differently about the wererats if
that information were to become known.

Rokea

The weresharks have had very little contact with
the Garou, and they did not have a role in the War of
Rage. While the werewolves campaigned against the
other Changing Breeds on the land, the Rokea with-
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drew todeeperwaters where they could not be touched.
The sharks have little if anything to do with the ways
of the land-dwelling shapechangers, and they mostly
keep to themselves. The most important mandate to
the Rokea is survival, and interaction wirh the Garou
does not strike them as a healthy proposition.

Lecenos of the Sea

The werewolves know practically nothing about
the Rokea, and they owe their scant information to
legends passed down from eatlier generations. Fenrir
warriors among the Vikings had some experience with
weresharks during their frequent raiding voyages, and
the Black Furies had rare encounters when Athenian
ships sailed the Mediterranean. Galliards relate legends
of monstrous sharks that could swallow Viking long

/ / /

boarts whole, and sharks thar would attack the hulls of
ships to get at the men inside. Many elder Galliards use
these stories to frighten young cubs and show that there
are predators in the world even greater than werewolves.

In more recent memory, coastal villagers tell tales
of intelligenr sharks that rarget individual fishermen
who had somehow angered the spirits of the sea,
consistently destroying one man’s nets and traps
again and again. Also, Bone Gnawers and Warders
have observed instances of unusual shark activity
while traveling on merchant ships or other seafaring
vessels, sometimes recalling vague stories from around
the moot fire concerning the Rokea. None are foolish
enough to make any attempts at contact, as the only
consistent thread among all the legends is rhe
weresharks’ efficiency as killers.
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"Ragnapok! The Apocatypsel The Eno Times! ‘The Eno Tnes!

No one was listening. The slim wolfbroke offher howling and sneezed. Several sets of ears perked
up and pointed her way.

“How many times do we have to hear the same stories? How many times must we be
warned?” The Galliard walked around the circle, nipping at the younger wolves and bowing her
headtothe elders. “We've heard the Prophecies of Shadow. We've heard what is to become of our
tribe. We do not hear Unicorn’svoice. Our people die, skin falling from their bodies, and we donot
hear.” She sat down heavily in the center of the circle. The Garou of the Sept of the Olive Glade
looked on, some with interest, some with disdain. Many of them had heard her theories and
warnings before.

“Il have something new to tell you, brothers andsisters, fellow Children of Gaia. [ have seen
something horrible onthe horizon, and although lknow you willhear me now but forget mywords
as soon as the revel begins, still | must be heard.

“Let me tellyou astory.” Er

Howls-of-the-End-Times changed slowly inte Crinos form, the better to use the High Tongue
for her tale. “When | ventured west with my pack to discover the fate of our brother and Theurge, we
found a cave marked all around by the scent of a bear. | knew this because of what | sawand smelled on
my Rite of Passage, but none of my packmates knew the scent. | followed the scent into the cave, but
| stopped. | felt sadness — such sadness that:| stopped and felt...” She stopped. The High Tongue had
the words to convey her feelings, but as a lupus, she had trouble remembering them. Wolves do not
grieve. ‘| felt like weeping, like crawling away and dying, | felt the Rage leave me. And | heard a voice in
mymind. It saidthat thegreat Mother Bearwasgone fromthe Umbra, followingher childrentoanother

land, where they could be free and start afresh.”

The other Garou of the sept sat up and took notice. The Myrrhae — the Olive Glade
spirit that acted as totem to their caern — had occasionally spoken of her friend Bear, and the
Children of Gaia were distressed that the mighty spirit had never visited. Some Galliards blamed
the War of Rage, but the leaders insisted that this war was just and that Bear understood that.
“But don't think that Bear is happy! Hér voice in my head was so bitter it pushed me close to
Harano.” This did notimpress the assemblage; most of themthought that she was close to Harano
anyway. “The voice said that we — not our tribe, but the Garouas a whole —would find this new
land, and that the lives of the bears andtheir newfound allies would be forfeit.” The werewolves
glanced at each other, and then back to the slender Crinos towering above them. None knew
quite how to respond. ,

“Do you see? We again have warning! Can't we listen, once? Must the End Times come
upon us only because we were too eager to hunt, and did not heed?”

Her howls trailed off. The assembled Garou shifted restlessly. Her own pack looked at
their brethren apologetically. Finally, the Wyrm Foeleapt into the clearing and gave an sharp how,
stopping once to sneeze in an elaborate jab at Howls-of-he-End-Times. The Garou howled as
one, and charged off into the forest on their revel. Only Howls-of-the-End-Times and Eva
Gentle-Darkness, a young Ragabash, remained.

“The humans have a saying, Howls-rhya,” Eva said quietly. “They say, ‘A prophet is never
welcome in his own Country.m

The Galliard could only look to the darkening sky and howl,
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And what rough beast, its hour come round atlast,
Slouches toward Bethlehem to be born?
—William Butler Yeats, “The Second Coming”

Novice or veteran, your storytelling goals are likely the
same. You want to tell a tale that your players will delight in
now and tell stories about for years to come. As a Storyteller,
it is a tremendous compliment to hear your players remi-
nisce about a surprising plot twist, a touching scene or an
enemy whose name or theme music always makes them
shiver. This chapter provides some tips on crafting Dark
Ages: Werewolf chronicles. The Dark Medieval can be
difficult to get your mind around. With a lot of thought and
a little planning, you could have an epic saga on your hands
and players who are champing at the bit to find out what
happens next.
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Mood

The mood could be described as the underlying
cmotions of the game. Is the story ultimarely melodra-
matic! Is it triumphant? Spooky!
Desperate! Each of these emotions can create a strong

/ild? Restrained?

backbone for a story, giving you much-needed direc-
tion when you're trying to develop a plot that the
players can really sink their teeth into. One mistake

the playt

the story, if the characters have alre:

oped. Will the happy-go-lucky Ragaba

do well in a somber story? Will the Galliard Warder
get her fair share of game time if the entire story 1s
based around the concept of wildness and is set in the
deep woods? This is not to say that you should avoid
pushing the characters’ limits, because those differ-
ences can result in some of the best conflicts. The
important question is how far those limits can be
stretched before they're broken.

If the characters have not been developed, it is
important to give the players guidance during charac-
ter creation. This is not to say that you should give
away your most interesting plot twists, but clueing
them in on the mood of the story can help to ensure
that you don’t end up with a group of players (or
characters) laughing or crying at inappropriate mo-
ments in the game.

In short, it’s best to develop a mood that suits the
characters and build the story upon that rather than
developing a delightfully complex story and then trying
fitintoit. H
afew examples of mood that are suitable for Dark Ages:
Werewolf. Additional suggestions are available in Dark
Ages: Vampire, but select with caution. What is appro-
priate for the creatures of the night is not always
appropriate for the creatures of the wild.

to figure out how the characters mig

S aoness and Oespaip

One common misconception about the Dark

mes for the Garou.
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Medieval is that it’s all fun and
After all, the Wyrm is relatively
Spiral Dancers have retreated into their c:
the wilderness is thriving. Unfortunately, thi

poing as well as they seem. Most people in the Dark
Medieval are relatively isolated, and isolation breeds
distrust. This distrust breeds fear, fear breeds anger,
and anger breeds violence. Battles claim numerous
lives, and illness and poor hygienic conditions claim
still more. Everyone knows the feeling of loss, and
some succumb to it.

STORYTELLING TIPS
g torytelling is a daunting task. Here are a
few tips for experienced as well as new

Storytellers.

Moderation is Key

Players can lose interest if they’re bogged
down by too much description or too many
combats. The opposite is also true; don’t be
too sparse with information or action. Give
them enough to whet their appetite, then
move on to something else. Always leave them
ready for more.

Descriptions Should Add to the Story

When setting the scene, it's easy to go over-
board. Do the players really need to know the
scenes portrayed on every one of the 15 ornate
tapestries hung on the castle walls? Probably
not. Avoid the urge to dwell on the scenery by
picking a few key features that contribute to the
mood or provide important information. Your
players can imagine the rest.

Develop Signature Characteristics for Sto-
ryteller Characters

Major characters and adversaries are much
easier to keep straight when they have one or
two striking characteristics. Select a theme song,
use a prop or speak with an accent when playing
the character, and your players will instantly
recognize the person you're trying to portray. If
you're good, they might even favor you with a
shiver when you pull out the white gloves worn
by the sadistic Lord Wellesly.

Set the Scene

It’s nigh impossible to play a tear-jerking
dramatic scene with happy, bouncy music in the
background. Clue your players in to the mood
you're looking for by adjusting the lights, using
music or using some other appropriate detail.

Let Them Talk

As a player, nothing is quite as frustrating
as a Storyteller who won'’t let you get a word in
edgewise. This is not to suggest that you should
let your players jabber on about out-of-game
topics; in-character dialogue is the goal. When-
ever possible, allow your Storyreller characrers
to do the talking for you and keep everyone in
character. Nothing flows quite like a scene
where all of the players are fully into their
character’s mindsets.

IRYTELLIN




A plot built around the concept of sadness and
despair is difficult to run, because without some hope
on the horizon, your characters will probably fall into
Harano. The question is, how can the characters
retain their will to fight under such circumstances,
and what victories can they possibly win?

Wild ano Untamed

The wilderness is thriving. The Wyrm is relatively
weak. The Garou hold the power of the sacred places.
There is no need for them to check themselves, to hide
or to retreat. In this sort of chronicle, the Garou take a
more aggressive, active role in policing their lands and
rooting out evil (or at least outsiders).

[t is important to note that Garou in the Dark
Medieval are generally very feral. By nature, they are
aggressive. After all, few enemies have the strength
to resist them, and they know it. Chronicles built on
this concept can explore unchecked aggression to-
ward the werewolves’ enemies, but also toward other
werewolves. After all, if the Garou are confident in
theirability to keep the Wyrm at bay, there is nothing
to prevent them from indulging in squabbles with
each other. It takes a strong threat indeed to make
them work tUgL‘thCI‘.

Oespepation ano Need

[t's rare that the Garou have their backs up
against the wall, but it has been known to happen.
When they are faced with a problem that they cannot
tix, will their pride prevent them from seeking help?
This dilemma might become more complicated if the
assistance is available only from an enemy tribe or,
even worse, from a non-Garou. These campaigns
explore what happens when the characters are forced
to realize their limitations.

Of course, nothing comes for free. A request for
assistance might easily lead to a situation in which the
pack must prove itself to the Silver Fang sept leader by
locating a lost Talisman or dance on the head of a pin to
amuse a Shadow Lord hermit before he gives up a vital
piece of information. The required tasks might range
fromsimple yet humiliating chores to full-fledged quests.

‘Theme

The theme of the chronicle ties all of the story-lines
together to create the big picture. One of the easiest
ways to develop a theme is to look at the mood and the
characters (if they have already been created) and
determine the best way to create your desired mood. For
example, if your desired mood is desperation, a theme of
survival would work better with that concept than faith.
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The theme can help draw your many plot points
intoacohesive story. Without a theme, your chronicle
will be more like a bunch of short stories about the
same group of people. This is not to imply that every
session and every plotdevice must fit into your chosen
theme. You don’t want to hit your players over the
head with your theme. Instead, at the end of the
chronicle, you want them to feel like they've partici-
pated inastory about something, astory with meaning.

But what meaning do you choose! The following
lists a few sample themes for a Dark Ages: Werewolf
chronicle. Of course, you may develop your own to
suit your style and your players.

ConFluet

At the risk of pointing out the obvious, werewolf
society is based on conflict. Garou regularly engage in
physical battles as well as battles of wits or of intelligence.
Peace is a rare thing among the Garou. Chronicles built
around the theme of conflicr rend to be very action-
oriented. They can be particularly interesting for groups
of Ahroun or for packs with no Ahroun. How do they
deal with these conflicts? And, perhaps more impor-
tantly, how do they deal with losing?

When basing a campaign on the theme of con-
flict, it can be very effective to include mental as well
as physical challenges. It is very casy to concentrate
on combat tosuch an extent that the charactersare all
but forgotten. The aftermath of a battle can often be
as exciting or even more exciting to play than the
combat itself.

Powep

In order to truly protect Gaia, the werewolves
need power. But what is power? Most Garou would
argue that power lies in the land, in protecting and
maintaining it, but some of the homids (Warders and
Children of Gaia especially) argue that land is not
enough. They believe that the mortals are more
powerful by virtue of numbers than the Garou would
care to admit. They realize that the cities will not
simply collapse one day. As a result, they consider
wealth and influence to be just as important as lands.

One thing o consider is how the characters can
affect the power struggle. What power can they wield?
Thisis particularly important when the characters are
caught in a struggle berween two forces that are both
more powerful than rhey are.

TFaath

Most people contend with illness, hunger and
despair on a daily basis. What keeps them going? For




many, it is faith, a belief in something greater. The
werewolves also believe in a greater good, bur the
Church does not see it that way. It considers
werewolves to be tainted, an evil to be sought out and
destroyed in the name of God.

This creates an interesting struggle. Is the Church
ultimarely a positive force or a negative one? The
Church provides the backbone for the Inquisition
and the Crusades. [t works to seek out and destroy the
protectors of the wild places. But is its message ulti-
mately harmful? How do the Garou deal with ihe
influence of the Church and its taith on their Kinfolk
or in their protectorates! How do they deal with the
churchgoers and the priests?

Procress

The Dark Medieval is a time of exploration and
progress. New lands to the north and east have re-
cently been discovered, and the explorers have brought
back new innovarions in mathematics, philosophy
and medicine. Ciries are growing faster than ever
before and beginning to encroach on the wilderness.

Some Garou see these advancements as positive.
If the humans are increasingly self-sufficient, they
should require less policing and protection. Further-
more, some werewolves are eager to see new lands, to
visit their spirits and seek out new caerns. But in
general, the overriding attitude among the werewolves
is not a positive one. They do not approve of innova-
tions that threaten their lands or their way of life.
Also, most Garou see themselves as superior to the
humans. Any progress on the part of their inferiors
only serves to threaten their position. The question
asked in these chronicles is: What will the werewolves
do about it?

Supvimal

Life in the Dark Medieval is difficult at best.
[lIness and poverty are very common, and while the
werewolves live berter than many nobles, life can still
be a struggle. The Garou compete among themselves
for resources such a food, caerns and Kinfolk. Only
the strongest survive.

Chronicles built around the theme of survival often
force the characters to make difficult choices about what
is important to them. The situation can become even
more complicated when they are forced to work with
their competitors to defeat a greater threat such as a
Wyrm creature or a Cainite. Can the characters work
with a pack that has gained greater prestige (and with it,
possibly rights to breed with certain Kinfolk or to the use
of prime hunting grounds), or will working with rivals be
too much for them to bear?
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Pror

The plot is the framework for your story. It answers
the question, “Whar happens next?” Before running a
Dark Ages: Werewolf chronicle, you'll need to have
some general ideas about the major plot points you'd like
to explore. What scenes absolutely need to take place to
make the story work? What additional conflicts can you
add that will challenge your characters and expand on
your theme and mood? What do you need to do to make
those scenes run smoothly?

This is not to imply that you should write the entire
story from start to end. The fact is, no matter how much
planning you do, the players will undoubredly do some-
thing unexpected. (One Storyteller who outlined the
options to every game found that the players almost
always chose Option D: “Something I Didn’t Plan On.”)
One method that many Storyrellers use is to list the plot
points that have to happen to get from the beginning of
the story to the end. For example, the characters might
need toarrive at the village in time tosave the carpenter’s
daughter Elana because she must live to fulfill a proph-
ecy. The Storyteller then lists a few ways to make that
happen, realizing that the players might employ a differ-
ent tactic entirely. Regardless of how they choose to do
it, the goal is to get the characters to the village to save
Elana so that the plot can move forward.

Once you set ourt the essential plot elements,
you'll need to develop the Storyteller characters and
settings that will be involved in making them happen.
Pre-game preparation allows you to focus fully on the
players and their characters’ actions during the game,
and it can be very handy in getting yourself out of an
unexpected situation. The focus here is on flexibility.
If you tried to create every character that might
appear as well as plan every possible combat, you'd be
planning for months. The idea is to flesh out the
essential scenes in detail then develop a few addi-
tional resources to point the characters in the right
direction if they decide to go off in the wrong one.
Some of the resources that can be helpful include
statistics for Storyteller characters and adversaries,
character histories for major Storyteller characters or
adversaries, flowcharts or outlines of the plot ele-
ments, and descriptions or maps of settings (particularly
useful for large combats).

All very well, but how exactly does a Storyteller
develop a plot? The following suggestions are pro-
vided to get you started.

Oeveloping a Plot

One of the easiest ways to select a plot is to develop
amood and theme first. The plot elements then work to
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expand the mood and theme into a story. For example,
if the desired mood is desperation and the theme is
mistrust, the major plot elements might focus on a
stranger who creates mistrust among the characters.
Perhaps this stranger is a supernatural creature that has
never been seen in the area before, such as a mage. The
local werewolves don’t know how to make him go away,
and he is threatening the safety of the caern and the local
Kinfolk. The sept leader has ordered the pack to get rid
of the stranger... or else. To add a twist to the story,
perhaps one of the characters knew this stranger before
her First Change. The stranger was a neighbor or, worse,
a relative of the pack’s Galliard. This adds conflict
within the pack, as the Garou try to decide whose side
the Galliard is on. Additional plot elements could
increase the tension within the pack. The question is,
will the pack be able to work together to get rid of the
mage, or will their mutual distrust tear them apart!

One possible method for developing a plot for a
Dark Ages: Werewolf chronicle is to look at three
different elements: the personal, the story and the world.
By developing each of these types of plots, the Storyteller
can weave them together to lighten things up at some
times or to draw out the suspense in others.

“The Pepsonal Element

The personal elements of the plot can be built using
the characters’ histories, Backgrounds, Merits or Flaws.
These subplots can often help develop the main story.
For example, a Theurge character in our preceding story
about the stranger might owe a favor to the Master of the
Challenge. If the Master of the Challenge calls in the
favor and asks the pack to seck out a specific Kinfolk in
a distant village, the Theurge will be forced to choose
between her duties to the pack or paying off her debt.

Orher personal elements might not relate to the
main plot at all bur offer the players the opportunity to
develop their characters. After all, a Garou'’s life is not
based entirely on Garou business. Perhaps the character
has a family, a love interest or a friend in need. Perhaps
she has a grudge or a dark secret lurking in her past. By
exploring these story lines at the right time, the Story-
teller candraw the player’s attention away from the main
plot. What will the characters do when the Ahroun's
mate needs assistance with a difficult labor right before
their planned assault on the mage?

“The Stopy Elements

This is what people are generally referring to
when they use the word “plot.” What has to happen
to get the story from the beginning to end? In our
example, the plot elements would be the arrival of the
stranger, the sept leader’s order to find the stranger
and remove him from the area, the hunt and the
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eventual confrontation. In general, the plot elements
are essential to make the story work, while the per-
sonal and world elements help to flesh the story out
and provide more varied roleplaying opportunities.

“The Worlo Elements

Stories don't happen in a vacuum. The world ele-
ments draw our attenrion to the Dark Medieval and its
effects on the chronicle. What is the situation within the
sept and the surrounding lands! Whart is happening
politically and socially that might throw a wrench into
the works? How will the outside world be affecred by
what'shappening in the plot, and how will the plot affect
what’s happening in the outside world?

In our example, perhaps the mage is a scout for a
group of mages who live just outside of the protectorate.
In the past, they've kept their heads down because they
wanted ro avoid detection by rhe Inquisition. But now
the caern and the magical power it holds have drawn
their attention. How does the scout respond to the
unfriendly welcome that the Garou give him? Perhaps
he starts spreading rumors about the demonic creatures
in the woods and brings the Inquisition down on the
sept. Or perhaps this particular caern holds some special
significance to him, so he betrays his own people and
starts a battle between the mages and the werewolves
over the control of the caern. These elements can also
explore the Garou Nation and its relationship to the
story. What will the neighboring septs think if they are
asked for help in tracking down this mage? How will it
affect the power and repuration of the characters’ sept!

Prot Succestions

The development of personal, story and world ele-
ments is just one method of creating a plot that will
engage and delight both the players and the Storyteller.
But this type of plot takes a lot of planning and fore-
thought to develop. Unfortunately, we don't always
have that kind of time, and sometimes your players will
decide at the last minute that they'd rather play Dark
Ages: Werewolf than go to the movies. (Whowouldn't?)
The following are a few plot ideas to get you through
those last-minure games.

A Tempopapy Alliance

A powerful Wyrm creature or group of creatures is in
the area, and the sept can't handle it alone. The threat is
simply too great, so the sept sends the pack toanearby sept
to propose a temporary alliance. There's justone problem:
The two septs haven't exactly been friendly in the past.
This could be due to a personal vendetta between the sept
elders, a past ill never forgiven or forgotten, or the
influence of two tribes that just don't get along. It should
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take all the persuasive powers that the characters possess
to avoid a sound beating, let alone enlist the aid of their
neighbors. If they succeed, it just brings up yer another
problem. How well will the two septs work together? And
what happens after the threat is defeated?

CDTS'nc Wis1ons

The Master of the Rite (or a local Theurge, if the
pack does not live ina sept) has been having dreams that
foretell a great upheaval in the not-so-distant future for
the local Garou. The dreams could be about a battle or
war, a growing Wyrm presence in the area, or they could
possibly relate to one of the tribe’s prophecies. The
dreams are so consistent that she contacts the caern’s
totem for assistance, but the totem can offer no assis-
tance. [t suggests seeking out other spirits who might be
able toshed light on the mystery. Possible suggestions for
the spirit would be any of the totems of wisdom. To make
the quest a little more difficult, try Luna herself. (Reach-
ing the Incarna of Luna would require a long — and
potentially epic — Umbral quest.)

Enouping Loyalry

A young man undergoes his First Change, which is
ordinarily cause for celebration. The young man in ques-
tion, though, has declared his intention to join the
priesthood. His comparatively calm nature (perhaps he is
a Child of Gaia, or simply has a very low Rage rating) has
kept his secret safe for the moment, but there's no telling
when the Church will become interested in his more
“unusual” characteristics. Unfortunately, he refuses to
choose another vocation, having gotten the idea
somewhere that he would re-
form the Church from the
inside. (Findingoutwhoput
this idea into his head
might be the sub-

#
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ject of yer another adventure.) Can the characters con-
vince the young man to leave the church before the
Inquisition — or, worse, the Cainire Heresy — begins to
take some interest in him? Will they have toresort to force
to ensure his safety! If so, how will he react to that!

Blood of (v Blood

Late one night, aKinfolk disappears from hernearby
village, leaving only a few traces of blood on her bed as
evidence. The pack soon arrives to track down the
woman and bring her back. To the characters’ horror,
theydiscover (through the use of Gifts ordiscussion with
the spirits) that the abductor was a vampire who used his
powers of the mind to enchant the girl and whisk her
away. Their task is to track down the fiend and discover
how he managed to enter the village without any of the
local Garou finding out. Any of the clans might make for
an interesting culprit, but for extra fun, consider a
Lasombra (possible allies within the Church), a Setite
(obvious servant of the Wyrm) ora Gangrel (who might
know the nearby woods as well as the characters).

Until Oeatb Oo Us Pagr

On the eve of her wedding to a local blacksmith, a
reenage girl undergoes her First Change and rampages
through the village, destroying homes and killing a few
head of cattle. Her new husband finds her hiding in a
barn later thar nighr and, instead of protecring her from
the angry townsfolk, he rurns her in. The local priest

quickly condemns her ro death, and the com-
bined influence of the clergy and the man
she loves manages to con-
vince her that she is
pe sssessed ]‘W the

Devil.




A spirit scout (or a pack totem, if it is more appro-
priate) notifies the local Garou, and they quickly set off
to save the girl. Unfortunately, news of the situation has
also reached a small hive of Black Spiral Dancers in the
area. They see this as an opportunity to recruit another
member. Who will reach her first, and how will the
Garou react when they find out about the Wyrm-tainted
Garou living in their backyard?

]Nro New Lanos

Each new year brings stories of the wealth and
promise of newly discovered land. These stories stir
the blood of even the most settled Garou, but few dare
to leave their caerns behind. Finally, the characters
agree to travel into the new lands to explore, perhaps
under duress or with visions of glory and honor in
their minds. They travel on foot, perhaps in the
direction of Turkey. It doesn't take long before they
discover what looks to be an unclaimed caern. The
pack joyfully moves right in and begins the arduous
procedure of dedicating the caern, cleansing the bawn
and establishing a protectorate. But the Theurge (or
possibly the pack totem, if the pack is without a
Theurge) notices something odd about the caern and
the energy it holds.

Whart the characters don’t realize is that the caemn
isused by some local mages for rituals on the nights of the
full moon. Needless to say, they'll be quite dismayed to
find out that the werewolves have set up shop in their
sacred circle. But the werewolves aren’tabout to go back
to their sept empty-handed. A physical — and mysrical
— confrontation is almost guaranteed.

Nevep Trust a Stranger

City life is difficult for the Garou, but the charac-
ters survive through wits and persistence. They've
managed to avoid the notice of the Church and
generally blend in with the mortal populace. This
tentative peace is broken when a pack of lupus Garou
arrives on the scene. It's the lupus Garou’s first time
entering mortal territory, and they don’t quite under-
stand why their reception isn't a positive one. The
sight of wolves in the area is disturbing enough, but
when one of the lupus changes into Homid form and
walks the streets unclothed and obviously abnormal,
the populace begins calling for a witch-hunt.

The characters will have their hands full educating
the lupus on how to interact with mortals and calming
said mortals before the Church (and the Inquisition)
gets wind. If this isn't problem enough, the ruckus has
attracted the attention of a vampire elder in town who
rather resents the growing populace of werewolves in his
normally peaceful feeding grounds.
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A\ Brrrer Domecommic

In a village not far from the sept’s territory, a
young man returns from a crusade, to the delight and
joy of his parents and his childhood sweetheart. A
celebration is planned in his honor, and the villagers
invite their neighbors to share in their joy. A few
Kinfolk from within the protectorate happily agree to
attend the festivities. Unfortunately, the young cru-
sader is not as happy as he seems. As a result of the
atrocities he performed on crusade, he has been pos-
sessed by a powerful bloodlust-Bane and become a
fomor. At the height of the celebration, the Bane
takes control, and the crusader slaughters the villag-
ers and all of their guests.

It takes little time for the sept to hear that a
handful of Kinfolk are missing, and the elders imme-
diately send a pack of Garou to investigate. In the
meantime, the Bane has been busy gathering allies
and settling in. It likes this new vessel it’s found, and
it doesn't intend to leave.

The buNﬂNg p.aL]trT

A local sept has recently been favored with prosper-
ity and good fortune, and it is time for a celebration.
After some consultation, the council of elders decrees
that there be a hunt to begin the celebration. The
characters are chosen to lead the hunt for a powerful
Wyrm creature in the area such as a Jaggling, Black
Spiral Dancer or even a demon. Why are they chosen?
[’urh;lps this is an Opportunity to prove themselves, an
honor bestowed upon them as a reward for past valor, or
an opportunity to redeem themselves if their reputation
is less than sterling. Regardless, the whole sept is watch-
ing them. How well will they work under pressure?

Compat

It is a given that any Dark Ages: Werewolf
chronicle will involve combat at some point. Because
werewolves tend to engage in combat fairly frequently,
it’s easy to fall into a rut. A nasty creature appears.
The Ragabash, Theurge and Philodox engage the less
powerful assailants and triumph using a combinarion
of wits, Gifts and skill. The Ahroun and Galliard rip
their enemies to shreds. Howls of triumph. Lather,
rinse, repeat.

l[ can hL‘L‘U[Ili‘.‘ monotonous to engage in l‘:lttlL‘
after battle. Here are a few ideas on making combat
more interesting. .. and more deadly.

OFfrculty-1s Evepything

While it's obvious, it's still important to point
out. If the enemies are too easy to kill, combat




becomes boring awfully quickly. If it’s impossible to
win, it becomes downright frustrating. Does that
mean that you should never give the characters can-
non fodder or a challenge that their characters can't
possibly win? Not at all. But those should be the
exceptions and not the rules. In general, you want to
develop opponents and situations that challenge your
players and force them to think before they strike but
don’t completely overwhelm them.

All of thar is easy enough to say, but it's more
difficult to put into practice than you might think.
Some Storytellers reserve the right to fudge rolls
when running combats to help to even the score.
That may be appropriate for some situations. Another
possibility is to have help in your back pocket. Are
there any Storyteller characters who can occasionally
show up to help the characters when it looks like all
hope is lost? What about spirits? Or, if the pack is
decimating the Banes that you worked so hard to
create, you might have a group of Skull Pigs flank
them from the trees.

These techniques can save a combat scene that
simply isn’t going the way it needs to, but it’s impor-
tant not to use them too often. Thcy nnly work if the
players are surprised, and they won't be surprised
when Spits Scales, the Fenrir Ahroun, shows up for
the umpteenth time to pull their bacon out of the fire.
Besides, why is the pack around if you're going to have
the Storyteller characters accomplish all of the im-
portant tasks? (This is good to keep in mind in all
situations, not just combat. )

Wogrk v Oetails
Where Appropriate

In battles, werewolves tend to rely on their teeth
and claws. Without the flash of swordplay and the
rush of arrows whizzing by the combatants’ head,
combat can seem repetitive. Often, you'll have turns
and turns of combat where nothing changes. The
character claws at the frenzying Black Spiral Dancer.
The Black Spiral Dancer claws back. They repeat this
process until someone spends more Rage or botches.
Really, how much fun is that? To break out of that rut,
you can add in details to make each fight unique. The
combat could take place on an incline, forcing both of
the opponents to make Athletics rolls each round to
stay on their feet. It could take place on gravel or on
a sandy beach, and kudos to the character that uses a
Rage action to throw sand in her opponent’s eyes
before attacking. By developing unique circumstances
for each combat, you're working to make them inter-
esting parts of the story rather than opportunities to
roll a bunch of dice.
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You can also allow your players to describe their
shots after they take them. Intelligent Garou will
rarely use special moves; after all, why body slam the
fomor when claws do more damage? Those moves
usually only come into use when the werewolves need
to defeat their opponent but can’t kill him for some
reason. But that doesn’t mean that all claws and bites
are the same. After all, there is a difference berween
“Alexei Fights-for-Peace claws at the fomor,” and,
“Alexei Fights-for-Peace glances off to his left to see
the door to the cortage open. Desperate to draw the
fomor’s attention away from the escaping villagers, he
lets out a blood-curdling howl as he swipes wildly at
the thing’s exposed neck.” The second description
provides a little extra flavor and gives the Storyteller
some additional information to ponder when decid-
ing exactly what the fomor will do next.

One unique thing about combat in Dark Ages:
Werewolf is of course the different forms that a Garou
can take. In terms of description, this can be a very
important distinction. A werewolf in Homid form treads
carefully and deliberately through the forest, trying not
to make any noise while sneaking up behind the Black
Spiral camp. Her packmate, wearing the Lupus form,
pads beside her in effortless silence. Suddenly, an en-
raged Crinos crashes through the trees, letting out a roar
that wakes up the entire camp. See the difference?

Makert Visual

Without adequate information, it’s almosr guaran-
teed that your players are going to get frustrated. They all
want to attack the fomori, but they chose not to spend
Rage for this turn of combat because they incorrectly
assumed that theiropponentswere withinreach. They're
frustrared because rthey would have done things differ-
ently if they had understood the lay of the land, and
you're frustrated because you already described the scen-
ery twice and they just don’tseem to get it. But the simple
fact is that you don't have a flip-top head (ar least we
assume that you don’t), so your players can’t see the
setting as you visualize it. When it comes to combar
scenes with multiple assailants or innocent bystanders,
it's a good idea to supplement your setting descriptions
with a map or diagram. Note the use of the word
“supplement.” Maps and diagrams are flat and two-
dimensional. They're handy in plotting character
locations, but they don’t add anything to the mood that
you're trying to develop. Without the added description,
you might as well play a miniature game.

[t sounds as if there might be a lot of work in
developing maps or diagrams for the purpose of com-
bat, but it can be very easy todo so. In a pinch, you can
set down a book to represent the setting and use dice
to represent the location of the characters. One
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option is to color code the dice. For example, you
might use black dice to represent the fomori and
colored dice for the characters. Colored beads also
work well for this purpose.

[f you want to provide some additional detail, build-
ing blocks can be used to represent the buildings or other
important elements in the scene. Some Storytellers use
miniatures or figurines to represent the location of
characters. (Some Storytellers use action figures, but
that may add a little more humor than is appropriate for
your group.) And, of course, it's always a possibility to
create full-fledged maps for the climactic combats in
your game. If you're artistic, you can develop them by
hand. If you're computer savvy, you might try an archi-
tectural program. Many programs are available for
non-architects that allow you to design rooms and
gardens (and the garden features could easily be used to
design a clearing in the woods if need be).

(Make 1t Wopth
Something

On occasion, it can be fun to run combats that
aren't directly linked to your story-line. It gives your
players the opportunity to try out some new tricks and

generally have fun with their characters. But most of

the time, your combat should mean something. Re-
member that the characters have a purpose, and the
purpose is not to travel around, fight random fights
and advance in levels. In general, your games and the
combats within those games should show some progress
toward fulfilling that purpose. One suggestion is to
think of the game like a movie. At the beginning of
the movie, the protagonists fight the low-level oppo-
nents. They gradually work up to some of the more
powerful licutenanrs, all the while increasing in
strength and power. Finally, they are powerful enough
to challenge the supreme villain. They might defeat
him, or he might make a daring escape at the end. The
point is that all of their previous fights have been
preparing them, bath physically and mentally, for this
tinal moment where the story climaxes. They've
gotten this far, and they've bested their own demons
to do so. Ultimately, even if the villain escapes,
perhaps the lessons they've learned are enough to
classify the encounter as a success.

Make the Most
of the Pack

Beyond using the pack maneuvers listed in the
combat section, how does the pack funcrion in combat?
Players often direct their characters to the opponent best

-



e

. \ \ .\\

suited to their character’s abilities. The Ahroun heads
directly for the slathering, many-headed beast in the
center of the clearing, whereas the Ragabash targets the
smaller fellow slinking about in the shadows. [s this the
best approach, orwould the pack be more eftective when
working together in groups of two or three to bring down
a single opponent?

Sun’s Clopy -
A\.Chronicle Setting

Far to the east, in the land of the Bulgars, in an old,
war-broken convent cellar, the monsters speak. One is
bound, on the floor, burning. She is still conscious, Old
symbols, tributes to forgotten gods, stain her white, dead
skin. She weeps. Tears of blood fall. The others watch.

“I will not ask again. Your kind can see their holy
places. I want them all mapped.” The speaker is an
ancient, bearded thing. He has long forgotten how to
pretend to be a man. He speaks the rough German of old.
He speaks slowly, barely able to make himself understood.
Behind him, his followers, standing like priests, arms
crossed, silent.

“I want to go home,” the monster on the cellar floor
says, her voice small and tremulous. “If I do this, will you
let me leave?”

The oldest one pauses, strokes his beard. He was a
man once. His face is craggy, lined and impassive.

“Yes," he says at last. “Do this for me, and [ shall let
you live.”

He motions to his followers. They are weary, it has
been a long night, and the work of hurting the thing on the
floor has been strenuous. They loosen her chains and help
her up.

The creature stands unsteadily. Vitae reforms her
body, binding, untwisting, mending her dead flesh. She
does not speak, or cry out.

“I will make this map. I will need certain tools. But 1
will make it in veturn for my freedom,” she says, at last.

The ancient smiles, turns away. His acolytes follow
him, in silence. They leave the cellar, chaining the heavy
iron door behind them. The sky above the ruined convent
is gray with the distant dawn.

“When the sun sets, we will find her these tools. We
shall have this map.” The eldest pauses, thinking. “And
when she is done, Michael, youmay take her to Ceoris and
claim whatever reward your kind offers. I would have her
keep her unlife, and perhaps the Tremere will do likewise.
It doesn’t matter. We have stories about her kind. The
Lhiannan are not to be trusted.”

“Done,” the one named Michael says. “What then?”

“There is a valley to the west, in the lands of the
Germans, following a river, flowing south to the sea. It is
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a poor place. The kine there owe tribute to the German
emperor, but they are ignored. In that valley, none of our
kind can dwell in safery. The Lupines rule there. They
have a holy place in that valley. We have never been able
to find it. If I were to break that holy place and slay the
wolf-things, then the rewards would be great. The Lhiannan
will make that map, and she will tell us where the Lupines’
shrine is, and we will deliver that valley to whomever
wants it.”

“The sun isrising,” Michael says. “Itis time to sleep.”

Far to the west, the old Theurge stirs the last embers
of the five, and looks into the starry sky. The Leeches are
coming, she knows. Sun's Glory must be told.

|nTRodUCTION

This section derails the Sept of Sun’s Glory and
some of the personalities therein, and it sets up the
coming storm as the vampire warlord Arnulf prepares
to lure the Garou out of their sept and use them to
wreak havoc on humanity. The Storyteller should
feel free to use the sept as a base for a chronicle, a
possible destination or simply inspiration for creating
her own settings.

b1s1"o]1T oF the Sept

Guillaume Sun’s Glory was renowned for his
wisdom among the Garou. He saw the evils of the
Leeches twisting, influencing and shaping the course
of human history. He watched the Wyrm and Weaver
gain power in the world through their vampiric min-
ions. He taught other werewolves many secrets about
how to defeat the Leeches.

Guillaume’s life was changed on the night his
pack died. They had been defeated after a savage
battle with an ancient and powerful Leech. This vile
corpse slew cach member of Guillaume’s pack, leav-
ing only him alive. The vampire decided to ler his
minions have a bit of sport, so he let Guillaume flee,
only to send out his lesser vampires to hunt him down
like a wild dog.

Guillaume fled into the mounrains. Though rhe
ground was covered in snow and ice, he scaled the
mighty mountains to escape from the Leech’s minions.
Finally, after an arduous and painful climb, he crested a
peak. A Leechfollowed close behind him, but Guillaume
had no strength left in his body. He could only feel
empriness in his heart. His pack was gone. He knew that
he would die on the mountaintop in the snow. He prayed
to Gaia for a bit of strength, so that he could at least fight
to the end. The Leech reached Guillaume as he prayed.
It grabbed him and flung him over the peak, causally
breaking the Silver Fang’s bones. Guillaume lay still and
waited for the end.




Instead, the Leech screamed and burned. The
vampire was so intent on the chase, that he had lost
track of time. Now, the sun rose over the mountains.
Guillaume watched as the first rays of morning turned
the Leech to char. The vampire tried to flee, but
summoning the last vestiges of his endurance,
Guillaume grabbed the Leech and held it in the light.
Soon, the Silver Fang held only ashes.

Afterwards, as Guillaume lay in the snow, giving
thanks to Gaia, a vision came to him of the First Times.
He saw the members of the First Pack, ancestors of the
different tribes. They saluted him as they had saluted the
first Silver Fang. Then, Gaia herself appeared in his
vision and spoke to him. She told him that only the
return of the First Pack could destroy the Leeches
forever. Finally, the spirits of the mountains offered to
give his pack a home. When Guillaume woke, his
wounds had healed. He took the name Sun’s Glory in
remembrance of his victory over the vampire.

Guillaume spent many days and nights pondering
his vision. He went off into the countryside and
gathered membets of all the other tribes. Word spread
among the Garou about this Silver Fang gathering as
many werewolves as he could. Most elders scoffed,
and some accused Guillaume of attempting to lord
over other tribes just like a typical Silver Fang.
Guillaume brought his fellow werewolves back to the
mountains, where they founded the Sept of the Great
Mountains on the very peak where he had his vision.

Unlike other septs, Guillaume Sun’s Glory sent
the packs of the Sept of the Great Mountains far
across the lands to fight the Leeches. Each pack had
members of different tribes. As they crossed a terri-
toty, the pack member of the same tribe as the nearby
sept would speak for the pack. The sept had many
victories against the Leeches, and it grew in renown.
More members came to join and learn from the
wisdom of Guillaume Sun’s Glory. The sept started
accepting moon bridges from all other septs. Al-
though they fought off a few attempts to wrest control
of the caern, the moon bridges increased the prestige
of the Sept of the Great Mountains.

Guillaume's renown grew, as did the sept’s. Each
year he sent trophies of leech skulls to the other
princes of the House of Burgundy. The Sept of the
Great Mountains became the Sept of Sun’s Glory.
After many decades of tending to the sept and de-
stroying Leeches, Guillaume began obsessing about
the death of his pack. Despite all efforts, the packs he
sent out into the land could not find the one vampire
which Guillaume Sun's Glory wanted destroyed above
all others.

In 1215, war came rto this caern. Horrible crea-
tures — some say dark faeries — boiled out of the

.
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mountains and swept down on the Burgundian peoples.
No one knows why this happened, but some claim
that the invasion was a campaign against some other
foe, and it was just bad luck that brought them into
conflict with the Garou. The invasion began in the
autumn, when early snows blocked the valleys. All
through the winter, the Garou were hunred down and
destroyed. Humans offered children as sacrifice to
these new dark gods. No aid was forthcoming. The
Black Furies of [taly could not traverse the mountains;
nor could the Fianna of Gaul come south. The Fenrir
of the Black Forest were equally besieged. Moon
bridges failed, and those few messengers who opened
them found that the enemy patrolled the ways be-
tween worlds.

But Guillaume — now truly old, with 78 summers
on his brow — stood firm. He counseled patience.
The old wolf even attempted to parlay with the
invaders. He was rebuffed, but not before his warriors
were able to gain much insight into the disposition
and numbers of the enemy. Wait until spring, he said.
These are things of winter. He gathered every pack in
his realm into the safety of the caern’s bawn and
waited. He sent messages to all of the neighboring
septs. “When the snow melts,” he told them, “then we
shall utter such a howl that our enemies will tremble
infear.” The snows melted in March, and the invaders
tound themselves beset by the fierce Garou. The
werewolves offered no quarter, and the enemy was
vanquished. In the aftermath, the sept’s influence
grew even further. Other tribes sent their young to
learn under the great war-leader Sun’s Glory. The
peace that had been held by the Silver Fangs by threat
of violence was now held by respect.

But now, Guillaume Sun’s Glory lies dying, and
like carrion crows, the princes of the Garou have
come to lay claim to Guillaume’s legacy and his sept.

“The Sept of Sun’s Clopy

The Kingdom of Burgundy, is a poor, French-
speaking area of the Holy Roman Empire. Nestled in
the Sadne Valley, the kingdom is isolated from the
affairs of the French kingdoms of the west, and the
Holy Roman Empire (of which it is a nominal part).
Human authority is tenuous here, and the region’s
hetter days are long behind it.

This is a good place for the werewolves. With few
cities, heavy forestation and barren, mountainous vales
of little use to farmers, the Weaver ignores this place.

The southern reaches of the Germanic lands
remain untamed. Here, the Fenrir of the German
nations hold one of their mightiest caerns. Here also
lies the Sept of Sun’s Glory, a caern claimed by the
Silver Fangs but neutral and open to all.
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The Silver Fang House of Burgundy quietly keeps
apeace among the fractious human populations of the
region, settling disputes and making sure thar the
forces of the Wyrm were kept largely at bay. Burgundy's
isolated position played no small part in this security.
The Leeches had better things to be doing, a cynical
Ragabash once commented. But when the Wyrm’s
servants attempt to creep into the protectorate, retri-
bution is swift and final. The Kingdom of Burgundy
may seem unimportant, but Garou and foeman alike
respect the power of the House of Burgundy.

Caern: The Hidden Lake, above
Montbelliard, in the province of Burgundy in the
Holy Roman Empire.

Level: 4

Gauntlet: 3

Type: Honor

The caern, centered on the perpetually frozen
lake, was founded as the Caem of the Grear Moun-
tains. By 1230, it has become known as the Caern of
Sun’s Glory.

Tribal Structure: Multi-tribal. This is the most
important multi-tribal sept in Europe. The few
others that exist comprise only two (or at most
three tribes), and even those tend to degenerate
quickly. This one has not. Although the Silver
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Fangs and Fenrir dominate the sept, other tribes are
well represented, and travelers from other lands are
always welcome. The one exception is the Shadow
Lords. Guillaume does not trust them, and while he
does not object to an occasional visitor, he does not
allow members of the tribe to stay in his sept. Once
the sept leadership changes, of course, this policy
might also change.

Totems: Officially, there is but one totem — that
of Helios. Some Theurges speak of a strange lingering
echo of another power, though — an ancient faerie
creature that loved the sun too much, whose death
from despair froze the lake forever. Such stories are
usually written off as romantic nonsense, but it is
certain that some power keeps the valley hidden from
mortal eyes.

Ceogpapby

The valley is located high in the Alps, east of
the rown of Montbelliard. The glacial valley ap-
pears on no mortal map. A long, shallow lake that
is forever frozen, even on the hortest days of sum-
mer, cuts through the valley. The temperature is
always a lirtle chill. In the summer, when the
humid hear of the lowlands and hills rises, the
valley is a place of cool peace and repose. More
importantly, however, the only way to enter the
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valley is through a narrow pass on the west side of
the gash. The way is narrow — barely a half dozen
hand-spans wide and only one man- or wolf-sized
creature can enter at a time. Therefore, the valley
is easily defensible, even by a small number of
Garou. Such defense has rarely been needed,
though. The last time an enemy even came close
was in the battle of 1215.

The lake is fed from asmall stream, bubbling up from
a spring deep inside the heart of the mountains. This
small rivulet of chill, glacial water pours endlessly into
the lake, freezing as it touches the lake surface.

As a traveler enters the valley by the small,
winding goat’s path, she will first descend a rough-
hewn staircase, worn by generations of travelers.
The path leads down into the shadow of an an-
cient deciduous forest. The forest is not large, but
it expresses a terrible sense of foreboding; a trav-
eler who strays from the path might well be lost. A
few hundred yards later, the forest gives way to the
lake. The path continues, hard pressed against the
sheer southern shoulder of the valley walls, curv-
ing for another mile, rising to a 30-foot drop onto
the ice below.

At the western end of the valley lies a small
mountain glade that is barely covered by thin
alpine grass. A few huts stand where the permanent
residents of the caern make their homes. Beyond
lies the opening of the small cave complex where
Guillaume holds court.

“The Bawn

Technically the valley itself is the bawn of this
caern. In reality, though, the mountains and passes
for miles around are under constant watch by the
werewolves. Guillaume believes that if an enemy is
already advancing on the entrance to the valley,
then it is probably already too late. Guillaume, like
many an experienced warrior, believes in defense
in depth. The Garou patrol a large area, beginning
their defense leagues from the caern. If an enemy
were to penetrate the defenses, he would be en-
gaged many times by Garou patrols and ambushes
long before he even reached a position to threaten
the caern. Forewarned is forearmed, and knowl-
edge of an intruder’'smovement beforechand ensures
that Guillaume’s troops can make the enemy pay
dearly for every trespass.

“The Centep

The true center of this cacrn is somewhere within
the frozen lake itself. There, the Gnosis bubbles forth
and takes the form of warm spring water that melts a
little of the ice at the east far end of the valley.

-
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Craves of the balttowes Depoes

Somewhere in the forest of the valley, a traveler
might find a place littered with the bones of dead
wolves mingled with those of men. This is the final
resting place of any Garou whao dies at the Sepr of
Sun’s Glory. Only Guillaume, the Master of the Rite
and any werewolf who is abour the perform the Rite
of the Winter Wolf knows the exact location. The
area is protected by a number of warding rires, includ-
ing the Rite of the Shrouded Glen. When a new
Master of the Rite is chosen, she is shown the way to
this area. Gatherings for the Departed are performed
in the assembly area, and the Master of the Rite has
the duty of taking the deceased’s remains to the
graves. The bodies are left there to decay, as the frozen
ground does not allow for burial.

Recent Events

For three seasons, the Garou have whispered that
the sept leader, Guillaume Sun’s Glory, is dying. The
great warrior denies such rumors. He stands as tall as
ever, and his hard, lined face betrays no weakness. But
sometimes, when he thinks no one is looking,
Guillaume succumbs to harsh, racking coughs. He
spits the blood away and returns to his duty, but those
who watch him — such as pullticul rivals and the
many Garou and kin who love him — have noted that
rl‘c C(!ll}.’.}ling SPASsINs ]'l'ri\-"l_‘ in'.;l—t_'ﬁf\'cd &iﬂ\l rhi-lr thc
great lord looks increasingly frail.

The Sepr of Sun’s Glory knows, though it dare
not admit it, thar one day, and soon, the old wolf will
walk away, either to take his own life amongst the
mountains, or to seek one final battle.

Word of this has reached far and wide. Diplo-
matic visitations from other caerns, tribes and septs
have become more frequent. Many have genuine,
important business, but it is obvious that the timing is
precipitous. They come and say their pieces, but then
they watch, and they leave with both the diplomatic
responses and news of Guillaume’s condition.

Guillaume waits. He is watching the young Garou
of the sept and quietly finding out about younger
visitors to the caern. Guillaume is looking for an heir,
someone worthy of his position.

Guillaume has had two bitter failures in his life,
however. The first came on the night of his Rite of
Passage, as his neophyte pack attempted to root out a
vampiric infestation in the hills of Savoy. The rest of
the pack was lured, ambushed, trapped and annihi-
lated, but Guillaume survived. At the time, he believed
that he was fortunate. He fled back to the Silver Fangs
protectorate, expecting sympathy and healing, but he
found rejection and scorn instead. As a true Fang, he
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was expected to share his pack’s fate. He left the sept,
and set about hunting vampires. He slew six, and most
assumed that they were the same Leeches that killed
his pack. In fact, those Gangrel were long gone. He
did manage to slay several Cappadocians as they slept
in their monastery. Though he was held as a hero for
his deeds, the secret shame pushed him toward greater
things and bigger risks.

He came to lead another pack, enforcing the will
of the House of Burgundy throughout the region, and
as an experienced pack leader, he decided ro hunt
down an ancient vampire. The vampire’s influence
was growing, and the thing had slaughtered several
champions of the Fenrir and Fianna who had tried to
hunt it. They were fools, lesser Garou, Guillaume had
decided, and went hunting. Yet, the vampire broke
Guillaume’s new pack, disabling each and feeding
them to its children. Guillaume's closest friend in the
pack, the Ragabash Sarah of Lyon, sacrificed herself
to allow Guillaume’s escape. The vampire’s children
hunted Guillaume through the night, until one of
them found Guillaume in the mountains. That night
changed Guillaume forever.

His second shame changed him, made him a colder,
uncaring man, but also gave him vision, forced him to
think on a grander scale than that of a Garou warrior,
leading a pack of only five fellows. Guillaume became a
great leader of the Garou and the master of the Sept of
the Great Mountains. Eventually, the Garou drove the
ancient vampire from the region and into torpor.

But now, the War of Princes flares among the
vampires of Europe. The Garou of Guillaume's sept —
now named for him — strike ar any Leeches they can
find, regardless of which vampiric overlord they serve
(not rhar the werewolves would know the difference, or
care in any event). One of the Leeches has decided to do
something about it. The warlord Amulf has asked for
quarter from all sides in the War of Princes, and asked
that all recognize this other threat. The vampires have
refused, but most factions have agreed to recognize the
neutrality of those who are hunting werewolves.

The Garou of the Sun’s Glory sepr are sitting on the
crossroads of three vampiric empires; the Fiefs of the
Black Cross, the Courts of Love and the Sea of Shadows.
The Gangrel warlord, Arnulf, has not declared alle-
giance to any of the factions in the War of the Princes.
Indeed, he believes that his brood should remain aloof
from these quarrels, except in return for reward. He
knows thar the rwo major factions — the Black Cross
and the Courts of Love — would pay handsomely to sce
the Lupines cleared out of the Alps.

Arnulf remains a neutral mercenary, but the
question remains: Where does his true loyalty lie!?
Some suspect that due to his conracts in the East, he
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has ties to the voivodate and the eastern Tzimisce.
Others note that his messengers travel even further
cast at times, and they wonder what he knows about
the lands beyond.

Arnulf secks to stir the Garou from the Rhéne
and Sadne Valleys, as well as the surrounding hills
and mountains. His hope is that they will attack their
vampiric enemies in the cities, and, in the process,
destroy the human civilization. His experience with
the Garou has led him to believe thar they are wild
beasts, like himself, who are too often constrained by
human law. Arnulf himself is a Feral, and he wishes to
see civilization tumble. Vampires are too dependent
on humanity and its works to be of any help. There-
fore, he intends to use the Garou as his siege machine
against mankind.

His childe, Wulfrick, has not been rold the ulti-
mate goal of Arnulf’s campaign, and he dimly plans to
deliver this land to the Gangrel as a domain of their
own, neutral from rhe struggles of the High Clans.
Such a plan will necessitate great slaughter of the -
werewolves, but if it could be done, Arnulf would be
considered a great leader among the Gangrel. The
Low Clan Gangrel could then demand more respect
from the High Clans as well.

Arnulf, however, has little faith in his childe.
Wulfrick was Embraced to slay Lupines, not to
indulge in politics. He haslittle interest in a Gangrel
“territory” — to him, all the wilds belong to the
Ferals. He does not wish to see the Gangrel named
among the hypocritical and ineffectual High Clans.
He does wish ro see Burgundy cleared of werewolves,
though, and he does wish to deliver the province to
whichever of the factions of the War of the Princes
offers him the greatest reward, since he expects the
war to destroy whatever it touches anyway. To this
end, he has made an alliance with the young and
ambitious Tremere sorcerer, Michael. Michael and
Arnulfhave come torespect each other, but Michael
has plans of his own.

Two Tremere Covenant Houses lie in the prov-
ince —asmall coven in Marseilles, far to the south,
and another operating from an old Hermetic chantry
in the Alps north of Lyon. Michael knows that if
the region wete to be cleared of the Lupines, the
Tremere covens of the western reaches of the Holy
Roman Empire would have the breathing space to
become powerful and secure bases of operation. His
star in the clan would then rise considerably as a
result. Perhaps the Tremere could become a power-
ful, feudal clan, capable of standing shoulder to
shoulder with the Ventrue or Toreador.

Arnulf remembers Guillaume from that cold night
on the mounrains, and he recognized even then the
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fire in the werewolf's heart. Arnulf is not stupid — he
has no intention of challenging Guillaume directly,
even with the Garou in his weakened state. Arnulf
has hunted werewolves before, and he knows enough
about them to fear their powers, especially on their
“holy ground.” Nor does he wish to send any of his
favorites against what is a dangerous, but ultimately
irrelevant foe. He has assembled a small coterie of
vampires to do his work for him. This coterie is there
to work as spies and enforcers, and to tell him when
the time is right to spring his trap.

Stopytelleg Chapacteps

Many of the characters described here are not
given game statistics for two reasons. The first is
simply a space consideration on our part. But more
important, it allows you as Storyteller to give them
any traits you see fit, which personalizes them to your
chronicles. The characters that are given statistics are
the ones the are most likely to interact with the pack
on a level that requires knowing this information
(i.e., combat), but you may of course feel free to add
or subtract from those numbers to suit the needs of
your chronicle.

“The Werewolves

Guillaume's pack still dominates the sept’s politics.
The pack, Helios's Fury, consists of Guillaume, Mont-
gomery, Adalmund, Childeric and the German,
Albrecht. They still command a great deal of respect.
The Furies, as they are known, are all old men (with the
exception of Childeric) — grizzled wolves with many
winters on their brow, and many a kill to their names.

Montcomepy; the Ritemaster

Montgomery is a Silver Fang Philodox who was a
monk before his First Change. Now Montgomery is a
historian, and he has traveled widely across Europe,
recording the histories and legends of the Garou. He
took an cmpty bound book from the corpse of a
Tremere magician, and although the book is cursed
and sick with Leech magic, Montgomery uses it to
record the secrets of the Garou. Montgomery tran-
scribed the Prophecies of Shadow, and other visions
of the future, but he remains obsessed with history.
Montgomery is the voice of reason and restraint in the
sept, and he makes a good foil to Guillaume's warlike
instincts. He holds the position of Master of the Rite.

Adalound, the Trusted Squipe

Adalmund is a Bone Gnawer Theurge, born of a
minor Aquitainian merchant family. The spirits
claimed him early, and his studies into the forbidden
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arts ruined his family’s meager wealth. The Bone
Gnawers took him in, raught him the secrets of the
Garouand watched over his First Change. Adalmund
is clean, for one of his tribe, hearty and seemingly
ageless. He is an adept politician, and he has been
given the right to choose an heir for Guillaume if
Guillaume dies before doing so. Guillaume has in-
formed him of his choice of heir — Silver Howl —
but Adalmund »ccrctly doubts that the young
Philodox is up to the task. Despite being a member
of Guillaume's pack, Adalmund holds no official
position at the sept.

Chilvepic, the New Adortion

Childeric is a Silver Fang Galliard, and he is the
youngest member of the Helios’ Fury pack. When the
previous Galliard died in the 1215 war, Childeric was
but a young warrior, newly made fostern. He im-
pressed Guillaume by jumping into the fray with a
war-song on his lips, and the Sept Leader allowed him
to fill the vacancy in his own pack. Childeric is older
and more experienced than many of his sept-mates,
but still feels awed by his pack. He holds the position
ot Talesinger.

Albrecht, the Aging ConFroant

Finally, Albrecht is a Fenrir Ragabash, who is
roughly the same age as Guillaume. He came to sept
shortly after Guillaume claimed leadership, stating
that he had followed a falcon there, and he has never
elaborated. In his youth, Albrecht often played Devil’s
Advocate, taking up a contrary position to Guillaume,
but as the years have worn on, Albrecht simply
doesn’t have the energy anymore. Albrecht held the
position of Truthcatcher until recently, but he has
abdicated this post.

Two other members of the Sepr of Sun's Glory are
also noteworthy.

Siver Dowt,
the Reluctant Depess

Silver Howl, the character featured in the Legend
of the Garou that opens this book, is a Philodox
recently made adren. Guillaume’s words to her
that she would be the sept leader — have terrified her,
and she has not revealed them anyone. (Neither has
Guillaume, as it happens.) Silver Howl is a capable
warrior and a superb tracker, but her potential as a
leader has not yet been tried.

Position: None
Breed: Lupus
Auspice: Philodox
Tribe: Silver Fangs
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Physical: Strength 3 (5/7/6/4), Dexterity 4 (4/5/6/6),
Stamina 3 (5/6/6/5)

Social: Charisma 3, Manipulation 2 (1/0/0/0), Ap-
pearance 3 (2/0/0/0)

Mental: Perception 4, Intelligence 3, Wits 4

Talents: Alertness 3, Athletics 4, Brawl 4, Dodge 3,
Empathy 2, Expression 2, Intimidation 3, Pri-
mal-Urge 4

Skills: Animal Ken 4, Eriquette 3, Leadership 2,
Melee 1, Stealth 3, Survival 4

Knowledges: Hearth Wisdom 2, Investigation 1,
Linguistics 1, Politics 2, Rituals 4

Backgrounds: Ancestors 3, Pure Breed 5

Gifts: (1) Eye of the Falcon, Hare’s Leap, Heightened
Senses, Scent of the True Form, Truth of Gaia,
Sense Wyrm; (2) Sense the Unnarural, Strength
of Purpose; (3) Wrath of Gaia

Rank: 3 (Adren)

Rage 5, Gnosis 6, Willpower 7

Rites: (Accord) Cleansing; (Caern) Opened Caern;
(Mystic) Totem; (Punishment) Ostracism, The
Hunt

Fetishes: None.

Image: In her natural Lupus form, Silver Howl is
a beautiful white-furred wolf. In strong sunlight, her
pelt appears to glimmer as though surrounded by a
halo. In Homid form, she is an attractive, if pensive,
woman in hCl— L‘llrl\; 20\ S]]C l‘lilf; p:lll;’ .\']\'il‘l 'd]-lil l‘lﬂnd
hair, and she dresses in loose furs.

Roleplaying Notes: Your twin revelations the
night before the eclipse — that Guillaume has chosen
you to lead the sept and that you are not ready to take
up that role — have shaken you to the core. You want

nothing more than to serve Gaia, but you don't know
if leading the sept is the best way to do it. You're sure
on some level that you can be a leader, but you aren’t
certain if you have the will to be the kind of leader
that Guillaume would want to leave behind.

History: Silver Howl is a relation of Guillaume
Sun's Glory through his sister, a Silver Fang who later
mared with a Kinfolk wolf. She experienced her First
Change, her Rite of Passage and both of her rank
challenges within the bawn of the Sun’s Glory, and
she hasnever known any leader other than Guillaume.
Her biggest handicap toward her ascension to leader-
ship of the sept is that, as a lupus, she does not think
of herself as an alpha. She must somehow learn that
a true leader is not always the strongest or the fastest,
but simply the best suited to lead. This rather nebu-
lous concept will doubtless prove difficult for her to
accept, but she must if she is to assume the mantle of
sept leader.

Laughs-in-the Face-ofFthe Wyprm,
Porential Trautop

The young Fenrir who challenged Guillaume for
sept leadership and lost, Laughs-in-the-Face-of-the-
Wyrm, broods in frustration. He feels that he won
the challenge, but that Guillaume arranged the
“victory” and even the attack that distracted him
ahead of time. He also believes (not necessarily
incorrectly) that he could best Guillaume in physi-
cal combat. He knows full well, however, that another
challenge wouldn't be recognized and that to simply
attack Guillaume would be suicide. Though the
young Ragabash does not wish to actually lead the
sept, he desperately wants to see Sun's Glory re-
moved from power.

Otbeps

The following are all outsiders, present for politi-
cal purposes.

Antonio is a Silver Fang Ahroun, sent by the failing
House of the Conquering Claw in the Italian city-states,
to attempt to negotiate an alliance between the House
of Burgundy (and Guillaume’s heir) and his lords. Anto-
nio is a merchant by profession, but he is also a keen
warrior. He is middle aged now, and most of his battles
are political. He is an experienced politician, but his rage
might get the better of him.

Helen of Genoa is a Black Fury Galliard, an attrac-
tive woman in her 30s, who was summoned from her
convent school to the ways of Gaia. An intensely
intelligent and aggressive woman, she seeks to increase
the Furies' influence on the Sept of Sun's Glory. Capable
of defending herself, composing lyrics and driving a
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ruthless bargain, she is a complex and challenging figure
who has a bright future ahead of her.

Harold of Burgundy is a Silver Fang Ragabash who
seeks to solidify the House of Burgundy’s control of the
Sept of Sun’s Glory, enforce Silver Fang dominance and
eventually drive other tribe members out. His days as a
trickster are over, so he puts his Ragabash skills to more
political use instead. A thin, endlessly grinning man of
middle years, he puts one in mind of a favorite uncle.

Baldar, Son of Thunderhowl, is a young Ahroun
prince of the Fenrir, the son of the great Fenrir leader
Lorkush Thunderhowl, and grandnephew of Guillaume’s
blood brother Albrecht. Baldar sees the caern as belong-
ing to the Fenrir by right and to him by heritage. Only
he can match the deeds of the great Sun’s Glory and
reclaim the caern to its true owners. He is arrogant and
blunt. He has little interest in diplomacy. Yet Baldar is
a quick learner, and he proves adept at playing the
intrigues of the elders. He is brave and utterly honorable,
however, and he will not take the caern by trickery.

‘The \’Ampt]zes

These Cainites form a small coterie assembled by
Amulf for the purpose of rousing the Lupines to action.
Assuch, he considers them all expendable, including his
own childe. The Tremere he has recruited have their
own reasons for following him and are ultimately loyal to
their own masters, but Amulf would be quick to slay
them if he thought they were betraying him in any way.

Racbael, the Sopcegess

Rachael is a pale, beautiful and cold young woman.
A former mortal sorceress, she is an academic and
problem solver. She would rather flee than fight, espe-
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cially in the face of such ficrce foes as werewolves. Her

mission is to observe the enemy'’s strength. She has no

qualms about sacrificing a few of her “friends” for the

mission. She dresses in a severe nun-like habit. Under

the habit, she has a trim physique and blond, boyishly

short hair that frames with a hard Germanic face.

Clan: Tremere

Sire: Melchett

Generation: 9th

Embrace: 1190

Physical: Strength 2, Dexterity 2, Stamina 2

Social: Charisma 3, Manipularion 4, Appearance 3

Mental: Perception 4, Intelligence 5, Wits 4

Talents: Alertness 3, Brawl 1, Dodee 2, Intimidation
2, Subterfuge 3

Skills: Eriquette 3, Melee 1, Stealth 1

Knowledges: Academics 3, Investigation 4, Linguis-
tics 4, Medicine 3, Occult 4, Politics 3

Disciplines: Auspex 3, Dominate 2, Thaumaturgy 3
(Rego Vitae 3, Creo [gnem 1)

Virtues: Conscience 4, Selt-Control 4, Courage 3

Road: Humanity 7

Willpower: 6

Wl Frick, the Waglops Chiloe

WLI“‘“CL d LIL'\‘i\lU\'\ creature UI- !llll(l\ l(‘\‘\' cun-
ning. Hardly “intellectual,” he knows enough to do

his master’s bidding. He has ambitions, though.
Wulfrick is an ugly creature of indistinct years and
many bestial features. His hair was once blonde, but
now it is a yellow and gray mess. A big, ratty beard and
heavy eyebrows dominate his face. His fangs are long,
protruding out of his mouth, often cutting his lip. He
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has killed werewolves before, and he believes he is

ready for them.

Sire: Arnulf

Clan: Gangrel

Generation: 7th

Embrace: 1178

Physical: Strength 4, Dexteriry 5, Stamina 3

Social: Charisma 2, Manipulation 1, Appearance 2

Mental: Perception 3, Intelligence 2, Wits 4

Talents: Alertness 4, Athletics 4, Brawl 4, Dodge 4,
Intimidation 3

Skills: Animal Ken 5, Stealth 4, Survival 4

Knowledges: Medicine 3, Area Knowledge 3

Disciplines: Animalism 4, Fortitude 4, Protean 5

Virtues: Conscience 4, Self-Control 1, Courage 5

Road: Beast 5

Willpower: 7
Otbep Vampires

Michael is Rachael’s superior in the Tremere.
A former priest turned magus and then vampire,
Michael still wears priestly garh, and his hair is
shaved as a penitent. He speaks softly, usually in
Latin. His mission is to find out every aspect of the
werewolves' defenses before committing his
master’s plan into action. He is nor a combarant,
but he has enough power to hold off even a
determined assault from a Garou. Alrthough
Wulfrick is Arnulf's childe, Michael is the one
Arnulf trusts to get the job done.

Dietlar is a Ventrue knight of the Fiefs of the
Black Cross who has been dispatched to Montbelliard
to observe Arnulf's mission and to ensure that the
mercenaries do not threaten the interests of the Black

Cross. Dietlar, despite his Germanic name, is of

Frankish stock, and he was born in Cluny. His masters
consider him a local expert, but Dietlar has no real
wish to become an expert in any of the goings-on in
the Sadéne Valley. He will fight bravely — he has a
duty after all — but he attempts to flee if an opportu-
nity presents itself.

[nTRODUCING

the Cbagacteprs

The Sept of Sun’s Glory accepts cubs of any tribe,
and many packs of grear renown have made their
Rites of Passage under the guidance of the sept. Arany
given time, up to adozen cubs of all tribes and from all
across Europe, can be found at the caern in prepara-
tion for their Rites of Passage. This would make an
obvious hook to guide the characters into the story,

and it offers new players an opportunity to experience
the existence of the werewolves from the beginning.

Alternatively, many young cliath Garou fre-
quently travel to Burgundy to study the lore of the
knowledgeable elders or to learn Gifts or rites. On
occasion, Errants have .\I.rzl\,'cd into the sept's bawn
and been brought to the caern for help finding
their way again. More than once, such Errants
have joined packs of their fellows and rejoined the
Garou Nation.

As Guillaume ails, Garou from other septs have
come supporting diplomaric initiatives or perhaps to
challenge Guillaume’s heirs when Sun’s Glory dies.
Such characters need nort be politicians — they could
be messengers, spies or soldiers. Old friends of the sept
might even have dispatched them in order to ensure
that no “undesirable” heir dares to claim the name of
Sun’s Glory and his sept. Others might simply wish to
ensure that the politics do not undermine the sept’s
true goal — taking the battle to the Wyrm.

Stopy ]OeAS

The following are story seeds involving rthe Sept
of Sun’s Glory. Feel free to fold, spindle and mutilate
them as necessary to better suit your rroupe and what
they want to get out of Dark Ages: Werewolf.

‘The pAssrng oF Suns C;LOFT

The most obvious story to use with this setting is
that of Guillaume Sun’s Glory’s death and the ascen-
sion of a new sept leader. This is an important story,
one that could form the basis of an entire chronicle.
Some things for the Storyteller to consider:

® How did Guillaume die! If he dies suddenly in
his sleep or in battle, Adalmund and Silver Howl
are the only two Garou who know of his wishes for
the sept. If he is murdered, the chronicle can
become a kind of whodunit as the characters (who,
perhaps, are outside parties or are deemed capable
and worthy of investigating the matter) search for
who had a motive for killing him and was able todo
so. An obvious suspect would be Laughs-in-the-
Face-of-the-Wyrm. Depending on what kind of
story you wish to tell, he could make a good culprit
or an excellent red herring.

If, however, Guillaume left the sepr to perform
the Rite of the Winter Wolf, he almost certainly
makes his wishes known before leaving. The charac-
ters must then contend with the multitudes of
challenges aimed at Silver Howl. Per
nates the characters as R]\L‘-:in] guardians or
peacckeepers and secretly asks their advice on how to
run the sept.

haps she nomi-
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* Who else is present! A number of other
tribes — the Fenrir and the Shadow Lords in
particular — would love to take over the sept.
Perhaps the characters are even representatives of
these interests and could attempt to wrest control
of the area from Silver Howl. If not, they might be
able to ferret out such attempts and report or
simply thwart them.

® What are the vampires doing? Arnulf and his
minions don’t understand the nuances of Garou
politics and society any more than werewolves
could name the major players in the War of Princes,
but when the great howl of sorrow erupts from the
mountains upon the death of Guillaume Sun's
Glory, even the Leeches know that something is
going on. Arnulf — or the more canny Michael —
might take that opportunity to strike against the
sept in some way.

* How do rthe spirits react! Helios granted
special favor to Guillaume, but he is a proud and
fickle spirit, and he might not respond well to any
turmoil surrounding the passing of the torch. He
might demand a quest to slay the vampire that
killed Guillaume’s pack (Arnulf’s sire, Pard, as it
happens), or the sept might send a pack to venture
to Actheria to visit with Helios and gain his bless-
ing for the new leadership. If Helios withdraws his
favor, the caern itself could fall.

Emissapies

The sept is loosely allied to three “nearby” caerns
— the Sept of the Blood Fist in the Black Forest,
Diana’s Mirror in Italy and the Great Caern of the
Lake east of the mountains. Relations are strained,
however. Frequent political “issues” crop up, upset-
ting relations and leading to bloodshed. While the
septs can communicate by magical means or open
moon bridges, it is still considered better manners not
to waste Gnosis or upset the sept’s totems by using
such methods. Sun’s Glory has always relied on mes-
sengers traveling by land. This allows the sept to both
impress their fellows and gather inrelligence along
the way.

The characters, someone decides, would make
perfect emissaries. They can deliver messages —
traveling across hostile country and then having
to negotiate on behalf of the sept. In times of
trouble, characters could be called upon to jour-
ney even further afield. Such stories would make
interesting changes from the routine of the
chronicle, as well as offering opportunities to
encounter different challenges and engage in long-
distance politics.

{ / y
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Wagr b1sro]ues

Though they might deny it, the war in 1215
worries the Garou of the Sept of Sun’s Glory. Asking
one of the sept elders will result in a shrug and “They
bled well enough” in response. Bur they do worry.
They are especially worried that the enemy might
return. During that strange winter, the enemy swept
across the mounrains, heading westward. Fianna
Theurges claim that these warriors were of the fac —
dark knights of the Unseelie Court. Montgomery
especially would well reward any pack of youngsters
who learn the narure of the foe.

Learning such a thing would require investiga-
tion and dealing with undesirables — from the faerie
folk themselves, to such creatures as Feral vampires
and mortal sorcerers.

But, as an added complication, those faerie knights
did not entirely retreat to their homelands. They left
spies behind to watch for potential foes, and a troop
of those knights would be more than a match for any
young werewolf pack.

A\SSASSINATIONS

A major enemy of the sept — be it a Shadow Lord
emissary from Hungary, a vampire prince or a priest of
the Circle of Red — is rraveling in the region, and the
elders want her dead. The characters are given rhe
thankless job of plotting her murder.

This story could have many twists and turns. The
enemy might know that she is marked for death and
take appropriate steps. Or conversely, the enemy
might be fleeing some other enemy, and the pack
finds itself facing a three-way battle uncomfortably
close to the sept bawn or amongst the humans of the
surrounding towns.

The pack could murder the enemy in her bed and
return to the sept with her head, only to be given no
renown. After all, they just committed a cowardly
murder. If the enemy’s friends come looking, they will
be looking for the pack, and perhaps the pack will be
out of favor with the sept. The elders do not wish to
be seen stooping to such tactics. The character might
make excellent patsies.

Or the enemy (if she is a Garou) might have come
to make her peace with the Sept of Sun's Glory.
Maybe she arrives at the sept, and peace will be made,
and a celebration will be held. But maybe the pack
finds her first.

Frozen bezqu"s

The spirit that chills the lake is not dead but
sleeping. During a long, hot summer, the spirit stirs in its




sleep, and she calls to her faerie kin to take her home.
The characters notice the strange phenomena — mad-
dening music just beyond hearing, the lake ice melting
or perhaps dream of a terrible sadness and loss.

Maybe only the pack hears it, by dint of their pack
totem (whatever it happens to be). The elders mighrt
acknowledge the characters’ concerns but not devore
much energy toward it. (After all, they can’t hear the
music.) Depending on the pack’s standing, the elders
might ignore their warnings entirely.

But as they wait, old and powerful faeries are gath-
ering and moving closer, and they might be powerful
enough to reclaim the hidden valley for themselves.

,3\ Dan oF goc-

A poor monk has settled in one of the moun-
tain vales close by. A decent and incorruptible
man, he ministers to the shepherds and country
folk of the region. He even performs small miracles
for people. The man’s faith is staggeringly power-
ful. Even in the sept's bawn, the monk’s faith seems
to dampen rituals and summonings. Moon bridges
flicker and die, and spirits do not answer. As time
passes, it becomes clear that the man’s presence is
the cause. The pack could be assigned to “solve”
the problem.

The monk will not defend himself if the Garou
come near, but God will not let them harm him
without cost to them. Bursts of shining, painful
light blind them; their blood burns, their Gifts fail.
If he is to be killed, he must be killed with claws or
l"il]'L‘ }'lil[‘ld.\'.

[f the characters take a different approach and speak
to the monk, they find themselves in the presence of a
truly pious Christian. Worse, the man is likeable, funny,
charismaric and has a host of stories to tell. Perhaps he
even knows the Garou for what they are. He wants to
learn more about them. He will feed them, trade stories
about the world outside and even help them out on
occasion. If the monk is properly respected, he could be
a valuable ally.

But that doesn’t change the fact that his faith
is disrupting life among the Garou. The monk
could perhaps be persuaded to move further away
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from the sept, but that will make life even harder
for him and his flock. If the characrers take too long
to reach a solution, the elders of the caern might
take action themselves.

Rumops of Wap

A human magus, who claims to belong to the Order
of Hermes, finds his way into the sept’s heart and
demands an audience with Guillaume (or whoeveris the
new leader). If threatened, his magics are powertul
enough tohold a determined attack off, but he will do his
best to deliver his message. Guillaume Sun’s Glory
apparently owed the magus a boon.

The mage isan upstart. He isdisrespectful and snide,
and many of the Garou favorkilling him as soon as he has
said his piece. But his news is useful. The Order of
Hermes wishes to strike at the vampire magi of the
mountains. He offers the sept a deal — help him destroy
the nearby Tremere stronghold, and in return, he will
ensure that they do not come back. The elders appreci-
ate this, knowing that if the fortress were to be destroyed,
there would be good hunting among the flecing Leeches.

Maybe the characters are assigned the thankless
task of escorting the irritating, arrogant and conde-
scending magus while he is in the mountains, or helping
him prepare for a strike on the vampire chantry. The
mage will use his power to intimidate the characters into
co-operation. He also makes it very clear that there are
other mages waiting for word from him — if anything
were to befall him, they know exactly where he went.
Perhaps the characters are asked to spy on him as he
prepares. If the mage and his allies notice, they will
respond violently. Or perhaps the mage has another
agenda — to steal the power of the caern. The mage has
allies based in Geneva, which is known to be host to a
powerful sect of human mages. The elders have always
btlspcutu] that this sect will become aware of the \-';llluy,
sooner or later, and that they might make moves to steal
it from the Garou.

Even if things go according to plan, expect many
double-crosses. Neither side wishes to have dealings
with the other, neither side trusts the other, and the sept
elders would be very pleased to see the holder of an
unpaid favor either satisfied or disposed of.
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“Thomas SkyFire Looked To the beavens

and asked the spirits which way was home. When they answered, the young Galliard assumed
Lupus form and began to trot east toward the city of Acre.

The evening had been disappointing. He had hoped to find the mysterious old wolf-
spirit again and perhaps learn a new Gif't (or at least be teased withsome riddle or prophecy),
but he had waited in the Umbral desert and seen nothing but rats, snakes and the occasional
Gaffling, Perhaps there was a way to summon the spirit, but Thomas was no seer. In fact, his
home sept didn't know quitewhat to make of him. Born under the gibbous moon, Thomas had
enteredhis First Change onthe same night as a fiery star had streaked across the heavens. That
starhad earned him his name, but even the wisest Theurges had noidea what it might portend.
A sound of panting stopped Thomasinhis tracks, and he looked overto see ared wolf padding
acrossthesandtoward him.Hisheart Ieapt-—- itwas the wolf-spirit! Perhapshe couldstill learn
something tonight. g - g

He was expecting the onF—spmt to pad L_p and sniffat him, as it often did, then settle
down and converse with him. He was not at all éxpecting it to assume a man’s form. The man
looked old— not merely aged, buthaggard, as theyears had treated himroughly. He had ashort
beard and graying hair, and he stood naked on the dune. Thomas assumed his Homid form as
well, but he could not think of a greeting,

“Thomas,” the man said, “l have little time to explain or to stay. | have come to give you
aprophecy.” Thomascouldonlynod. “Are you ready then? Good." The man took adeep breath
and cast his eyes downward at the sand while he spoke.

“I saw new lands, and old lands made new. | saw the Weaver ascendant and the Wyrm
not far behind. | saw a great king crushed beneath the heel of a mighty warrior. | saw a great
beast with an ever-changing face walk alongside a pack of wolves and thenleave. | sawso many
things that | could not possibly remember them all, and then finally, | saw a great bird rise,
carrying another Garou on herwings, and lknew that this Garou would see the end, not 1. And
| wept then, and asked Gaia, ‘Have | noksworn to earry your words?” And she answered, Songs
of Shadows, you have, but your poor heartwouldburst ifyou saw the end. | have but one more
sight to show you.' And she showed me the sun blackened and the humans running confused,
andtherest ofthe Garou arguingand remembering the prophecies | had brought them before.
| saw that they remembered my words, but | did not see if they heeded them. | only knew that
the great darkening of the sky was a beginning.”

The man slumped to the ground, exhausted. Thomas knelt next to him. “Is that all,
Songs of Shadows-rhya?”

“Isn’t that enough, Thomas Skyfire? Now, take that to your people and let them do as
they may with it. | must return home, where | mtcnd to die near my friends and mate. | have
sung enoush songs, | think.” ' A r

Thomas rose and the elder Garou began to fade. As he disappeared, Thomas looked
through his transparent form and saw something he could not understand — a place of great
spires and uncountable humans — all marching in time to the Weaver's song,

And Thomas Skyfire knew that someday, it would all end. But somehow, after the last
prophecy had come to pass, there would be something else.



APPENDIX

“Wealthis lentws, friends are lent us, manislent, kin
is lent, all this earth’s frame shall stand empty.”

—"“The Wanderer,” author unknown

In this chapter, players and Storyrellers will find sample
fetishes, talens and spirits, along with the totems that the
Garou follow and what responsibilities those totems place
upon their children.

S ample Fetisbes

Fetishes are often difficult to come by, as most sept
leaders would rather keep these powerful items hidden
than allow them to fall into unworthy hands. Legends tell
of immensely powerful fetishes that are used in bygone
days, but most of these are either lost to the mists of time
or hidden within the most secretive caerns. Beyond this,
the Church looks upon many fetishes as pagan symbols
and satanic tools and destroys them when possible. Some-
times, though, fetishes are assumed to be holy relics and
are taken into Church custody, which is almost as bad.




Nevertheless, fetishes are still popular as sym-
bols of prestige and as powerful weapons against the
Wyrm. The following is a list of sample fetishes
available for use in a Dark Ages: Werewolf
chronicle. They are ranked from 1 to 5, corre-
sponding to the Fetish Background. Characters
with this Background begin the game with one or
more fetishes, up to their level in the Background,
and Storytellers are encouraged to create fetishes
beyond this small sampling.

While most ferishes are not designed for com-
bat, every tribe occasionally fashions such items.
Different regions often develop different variations
on a similar theme. For example, a klaive made by
the Fianna might have spiral or knotwork designs
on a fairly wide, straight blade, while a klaive
forged by a Silent Strider might be narrow, curved
and engraved with Arabic writing. Each tribe also
has certain weapons it favors, such as the war-
hammers and mauls of the Fenrir or
double-headed axes of the Black Furies. The varied
tribes use swords, bows, spears and other simple

the

weapons, cach respecting the ancestral weapons of
their culture.

The Gnosis rating indicated is the difficulty on
a Gnosis roll to successfully activate the fetish in
question. Once activared, a fetish remains active
for an entire scene. Remember that a character
cannot use Rage and Gnosis in the same turn,
meaning that Garou usually activate their fetish
weapons before charging into battle, if possible.

ANkLet oF False “Trails

Level One, Gnosis 5

When activated, this fetish anklet will disguise
the trail of its wearer as that of another animal. An
Anklet of False Trails is made from the braided fur
or skin of the animal whose trail will be mimicked.
For example, a braided deerskin anklet will leave
the tracks of a deer, while a rabbit-fur anklet will
simulate the trail of a rabbit. This fetish contains a
mockingbird- or chameleon-spirit.

€yeof the Leech

Level One, Gnosis 6

The dried, preserved eye of a vampire, this
fetish is normally kept in a small leather pouch tied
around the neck. When activated, this fetish “cries”
blood through its surface if its user is being actively
watched by a vampire. Garou who spend time in

cities greatly value these items. A leech-spirit is
used to create this ferish.

Owl Featbep

Level Two, Gnosis 6

A single owl feather taken from a living bird, is
braided into the Garou's hair or fur. When acti-
vated, this fetish subtracts one from any difficulties
involving stealth or quiet and allows its wearer to
move with roral silence while in the Umbra. An
owl-spirit must be bound into this fetish.

Owneps Bridle

Level Two, Gnosis 6

This simple leather bridle allows a werewolf to
mask its predatory nature from a riding animal for
atime. When activated and placed on a mount, the
animal will respond to the user of the fetish as if she
were its owner. The mount will become friendly or
skittish, depending on its relationship to its owner,
but it will not have the instincrual fear of being
approached by a predator. The effect lasts one hour
per success on the activation roll. A trickster- or
chameleon-spirit is bound into this fetish.

Oonys1an Dopn

Level Three, Gnosis 7

This drinking horn is usually decorated with
engravings of satyrs and revelers dancing and feast-
ing. When activated, any liquid poured into the
Dionysian Horn becomes a potent wine. This wine
restores health levels up to the number of successes
on its activation roll (including aggravated dam-
age), but it also increases all difficulties involving
Perception or Dexterity by one for the remainder of
the scene. A grain-spirit is bound into this fetish.

S hield oF Agprows

Level Three, Gnosis 7

A peasant with a crossbow can be just as dan-
gerous as a trained knight with a sword, and a line
Uf tr:]il]CLl erCllL‘rS lthS h[‘.’t‘[] kl]““’l] [0 turn tllU IILIL‘
of a pitched battle. While larger shields provide
some cover, their weight and size detract from their
usefulness in close combat. This small shield pro-
vides protection from missile attacks while retaining
maneuverability.

When activated, the Shield of Arrows adds two
to the difficulty of all ranged artacks made against
its user. Most arrows, bolts and other projectiles
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that would ordinarily inflict damage impact against
this small shield instead and fall to the ground. For
melee purposes (or when the shield is not acti-
vated), it acts as a small shield. A turtle-spirit or
earth elemental is bound into this fetish.

Aloulet of ‘Tongues

Level Four, Gnosis 8

This small wooden talisman is hung around
the neck on a leather cord. When activated, its

wearer can understand all language and forms of

communication, including spirit speech. This fe-
tish does not grant its wearer the ability to speak
these languages, nor does it give insight into the
written word. It instead acts as a sort of spiritual
translator, uncovering meaning in otherwise for-
eign speech patterns. A cuckoo- or cockroach-spirit
is bound into this fetish.

KlLaave

Level Four, Gnosis 6

Klaives are honored and respected among the
Garou, serving as symbols of prestige and used in
ritualistic duels. Made of pure silver, these ceremo-
nial daggers are deadly for Garou to forge or wield.
A werewolf who carries a klaive loses one point
from her effective Gnosis rating (see p. 92). These
fetishes usually conrain lmuml war-spirits, allow-
ing them to inflict aggravated damage upon
non-Garou enemies. Klaives without spirits exist,
but they do not inflict aggravated damage to non-
werewolves. A Garou does not need to attune a
klaive that has no spirit within, however.

Drawing a klaive on another Garou is a serious
matter, as such duels are usually to the death.
These duels are rare, resulting from gross insult to
a Garou's honor.

The difficulty to attack with a klaive is 6, and
it inflicts Strength + 2 damage. Because it isasilver
werewolves can not soak this damage
except in breed form (for homid and lupus Garou;
metis can not soak this damage at all).

Crano KLae

Level Five, Gnosis 7

weapon,

Tales of heroes wielding these legendary weap-
ons can be heard at moot fires across Europe. As
large as swords, these fetishes are made of silver
like their smaller counterparts. A Garou who car-
ries a grand klaive loses two points from her effective
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Gnosis rating (see p. 92). Like the smaller klaives,
these fetishes usually contain bound war-spirits,
allowing them to inflict aggravated damage upon
non-Garou enemies. Grand klaives without spirits
donot inflict aggravared damage to non-werewolves
and need not be attuned.

Exceedingly rare, these extraordinary weapons
are often handed down through werewolf families,
especially among the Silver Fangs, Fianna and
Shadow Lords. Often, a second spirit is bound into
the fetish, sharing in the honor and legendry of the
sacred weapon. These secondary spirits are varied
in nature, but Gnosis-spirits such as Englings are
common. [n some unique grand klaives, these spir-
its provide the fetish with some additional power or
ability beyond its standard use as a weapon.

The difficulty to attack with a grand klaive is 7,
and it inflicts Strength + 3 damage. Because it is a
silver weapon, werewolves can not soak this dam-
age except in breed form (for homid and lupus
(Garou; metis can not soak this damage at all).

uNIcOFh;E ]pe

Level Five, Gnosis 8

This powerful fetish lance looks to be made of

smooth ivory, with a handle resembling a unicorn’s
horn. When activated, the lance inflicts Strength
+ 5 aggravated damage to creatures serving the

Wyrm or tainted by its influence. It will do no

SCARFETISHES
s a reward for glorious deeds or sign nf
greataccomplishment, many C

gifted with ritual scars. These scars
bound with spirits in elaborate ceremonies, and
they subsequently become fetishes. The spirit
involved usually has some relation to the deed
accomplished, and war-spirits are particularly
common for Battle Scars. The Storyteller should
feel free to come up with unique powers for these
¢ of the

tetishes or simply copy the powers of o
fetishes listed here.
The Garou gains renown for having such a

scar, and it serves as a token of respect among his
tribe and other werewolves. The Fianna, Fenrir
and Red Talons often use scar fetishes, but these
markings are rarely seen among the other tribes.
Warders and Bone Gnawers, however, some-
times use fine tattoos that are not so painful to
acquire and stand out less in huma '

| - DARK AGES: WEREWOLF -

g s



\ \ \ \
damage to creatures or items free of taint, however.
Instead, it passes through harmlessly without leav-
ing so much as a mark. A Jaggling of Unicorn is
bound into this fetish.

Sample ‘Talens
Aprmor Beetles

Gnosis 7
are found in the deep
but they can be convinced to serve as

These spirit beetles
Umbra,
talens in the physical world. A Rite of Binding is
performed when this agreement is made, and the
Armor Beetle turns to onyx. When activated, these
talens return to life and can be swallowed, harden-
ing the skin of the user and granting extraprotection
from attack. Soak dice are added cqu;ll to the
number of successes on the activation roll. The
effects last for the remainder of the scene.

Bane Arpows

Gnosis 4

These obsidian-headed arrows seck out Banes
whether they are visible or not, automatically deal-
ing three dice of aggravated damage (in addition to
any successes rolled). This arrack is so agonizing to
Banes that they cannot help but scream our in pain.
Some minions of the Wyrm can sense these talens
and might attack before the archer has a chance to
fire. Spirits of war, air or pain must be bound inro
these talens.

Canole ‘Talens

Candle talens have a variety of uses. These
candles must be used indoors, and they alter the
mood of a single room or hallway when acri-
vated. For example, a candle lit in a chapel will
affect the chapel itself, though not an attached
rectory. Candle talens can be
simple or ornate, but they last only three hours

confessional or

before the bound spirit is released. If the candle
is snuffed sooner, it can be activated and lit again

at a later time, functioning for the remainder of

its three-hour duration.

Harmony Candle

Gnosis 6

Any spirit of tranquility or peace can be bound
into this talen. While the candle burns, frenzy
difficulties increase by three.

/ 7 - 4

Purity Candle

Gnosis 5

Any spirit that opposes the Wyrm can be bound
into this talen. While the candle burns, Wyrm-
tainted creatures in the room must make Willpower
checks to keep from coughing violently.

Sanctuary Candle

Gnosis 8

Any non-aggressive spirit can be bound into this
talen. While the candle burns, no creature within the
room can intentionally do harm to any other.

Pecasus Teaps

Gnosis 5

These talens look like smoorth, clear pebbles,
almost like beads of the purest crystal. In fact, these
small stones are dewdrops given solid form by the
water spirits within, bound during the first rays of
aspring morning. When activated, a single Pegasus
Tear can be swallowed to counter the effects of
poison or any other ailment that comes as the result
of food or drink. This talen works similarly to the
Gift: Resist Toxin, but also negates supernatural
effects, such as faerie magic.

Seeos of Rewipth

Gnosis 7

When activared and dropped on the ground,
these seeds quickly burrow into the soil and begin
growing. Within minutes, a rangle of dense brush
will grow from that spot, blocking roadways or
obscuring forest paths. For each success on the
activation roll, five square feet of brush is created.
Variations on this talen create different types of
foliage, depending on the type of spirit contained
within. For example, a hedgchog-spirit could be
bound to create thorn bushes, or a woodpecker-
spirit for a thicket of trees.

Sample S pqzn's

The examples given here are in no way meant
to be all-inclusive. Everything in the world has a
spirit; use these as guidelines when creating such
beings for your chronicles.

ANmal Spiprts

Garou have a great deal of interaction with
animal spirits. When a Garou kills an animal for
food, it is customary to seek out a spirit of that




animal type to appease and thank it. Failure to do
so can bring the anger of their patron spirirs, result-
ing in fewer of those animals being born into the
world. For example, offending a deer-spirit could
result in a popularion decrease that causes many
wolves to starve.

The following are some sample animal
Gafflings:

Bear

Willpower 8, Rage 7, Gnosis 7, Essence 22

Charms: Armor, Healing

Deer

Willpower 4, Rage 4, Gnosis 6, Essence 14

Charms: No special Charms

Falcon

Willpower 10, Rage 6, Gnosis 5, Essence 21

Charms: Swift Flight

Elementals

These four spirits are the manifestations of
the basic elements of nature, the building blocks
of life. They can range in power anywhere from
Gatfflings to Incarnae, sometimes having their
own elemental domains. The following are ex-
amples of minor elementals that Garou Theurges
can contact.

Air Elemental

Willpower 3, Rage 8, Gnosis 7, Essence 18

Charms: Create Wind, Updraft

Earth Elemental

Willpower 10, Rage 4, Gnosis 5, Essence 19

Charms: Armor, Umbraquake

Fire Elemental

Willpower 5, Rage 10, Gnosis 5, Essence 20

Charms: Blast Flame, Create Fires

Water Elemental

Willpower 6, Rage 4, Gnosis 10, Essence 20

Charms: Cleanse the Blight, Healing

Enclings

These Jagglings of Gaia are spirits of Gnosis
that the Garou hunt during moots. After a success-
tul hunt, the participants thank rhe Engling for
giving itself to strengthen the Garou. If the cer-
emony is performed properly, the participants regain
all their Gnosis, and the Engling reappears else-
where in the Umbra.

Willpower 5, Rage 1, Gnosis 10, Essence 16

Charms: No special Charms

———
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lunes

Jagglings of Luna, these spirits appear as shim-
mering ribbons of light surrounded by blue and
gold auras. Their demeanors are tied closely to the
phases of the moon, and they suffer madness dur-
ing the full moon. Lunes have the ability to open
any moon bridge at will, which they sometimes
perform for Garou who successfully petition them
(adaunting task, to be sure). Moon Bridges opened
by Lunes that are suffering from lunar madness
lead somewhere entirely different from where a
Garou requested to go.

Willpower 8, Rage 4 (8 during the full moon),
Gnosis 7, Essence 19-23

Charms: Open Moon Bridge

Stopmcprows

Stormcrows act as the eyes and ears of Grand-
father Thunder, the totem of the Shadow Lords.
They are in constant communication with him and
often serve as pack totem avatars for the Children
of Thunder.

Willpower 9, Rage 7, Gnosis 6, Essence 22

Charms: Create Wind, Tracking

The Wito hunt

The Wild Hunt is a spiritual manifestation of
fury and vengeance, serving Stag, the tribal totem
of the Fianna. Called in times of dire need, the
Wild Hunt is an unstoppable force of Rage that is
directed against only the staunchest minions of the
Wyrm. It is not called lightly, as those Garou who
join the Hunt can just as easily be consumed by it.

The Huntsman and his pack of Hounds are not
individual entities so much as they are wild spiritual
energy. If it is “killed,” the Hunt will disappear into
the Umbra, only to reappear when called again.

The Huntsman: A powerful Jaggling servant
of Stag, the Huntsman appears as a tall, stag-
antlered man following his hounds.

Willpower 10, Rage 10, Gnosis 5, Essence 25

Charms: Armor, Tracking

The Hounds: These Gaffling servants of the
}—l untsman l]f‘ill‘cllly dppear as a group ‘.]f‘ninc [ [Ullll‘..l.‘;,
though Theurges tell of Hunts with three times that
number. These black-coated beasts have eyes of
glowing green fire, and they can easily pace a Garou
in Lupus form. They relentlessly pursue their quarry,
utterly tireless for the duration of the Hunt.




Willpower 6, Rage 7, Gnosis 2, Essence 15
Charms: Tracking

Tpatie S PIRITS

The Garou have as many enemies among spir-
its as allies. In fact, many spirits oppose the very
ideals by which werewolves live. While Banes act
as antagonists most easily, remember that Weaver
and Wyld spirits also make good opponents.

Weaver Sprts

Although the Weaver's myriad children are
most common in the Umbral realms, many of them
traverse the Gauntlet to ensure the continuing
growth of the Pattern Web. To aid them in their
work, the Weaver grants all her spirits the Charm:
Solidify Reality.

Pattern Spider

As the Partern Web continuously grows, so
does the number of Pattern Spiders in the Weaver's
service. These arachnids are the most common
Weaver-spirits the Garou encounter. They are crea-
tures with bodies of stained glass and worked meral,
with alembics to disgorge their web-fluid, and fac-
eted lenses for eyes. While primarily working to
build and strengthen the Pattern Web, they do not
hesitate ro defend ir against threats by calcifying
victims onto it.

Willpower 4, Rage 4, Gnosis 5, Essence 13

Charms: Calcify, Solidify Realiry

Weaver-Shields

Weaver-Shields are recent and rare additions
to Grandmorher Spider’s children. In facr, as far as
anyonc knows, the Garou had their first encounter
with them shortly after Constantinople fell. The
city’s disastrous fate made the Weaver strengthen
her grip around any of her domains that need
protection against intrusion. Consequently, these
spirits, created to guard and protect, often enter the
Realm in growing cities where science and devel-
opment have a strong presence.

Weaver-Shields assume the form of geomids (in-
credibly precise geometric shapes) whose size varies
depending on what they protect. Despite being able
to materialize, however, they seldom do. Asaresult of
their presence, everyone within the protected area
becomes more focused and orderly. They even affect
intangible things such as smells and sounds by reduc-
ing them in strength and volume. Meanwhile, the
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Gauntlet grows thicker and bars the Garou from the
spirit worlds.

Minor Weaver-spirits, such as Pattern Spiders,
accompany Weaver-Shields and act as a first line of
defense in case of attack.

Willpower 8, Rage 8, Gnosis 10, Essence 26

Charms: Airt Sense, Calcify, Blast (stone
shards), Drain Gnosis, Impose Order, Materialize,
Umbraquake, Realm Sense, Solidify Reality

¢ Impose Order: This Charm allows the spirit
to impose changes to both the surroundings and
sentient beings within the area it protects. Everyone
within the protected parameter automatically be-
comes more orderly in the modes of thinking and
acting. Meanwhile, rolls involving the Crafts Abil-
ity are at —2 difficulty. Acring against law and order
is difficult, although feasible with a successful Will-
power roll (difficulty 6, or 8 for normal humans).
Should the roll succeed, the individual is free to act,
but he remains uneasy about proceeding with the
deed. Detecting smells and sounds are ar +2 diffi-
culty, as is the difficulty for entering frenzy. In
addition to these changes, the Gauntlet is automati-
cally raised to 8. Essence Cost: 3

Webs

Of the numerous Weaver-children, many con-
sider the Webs as the most beauriful ro behold.
Witnesses describe them as circular shaped spider-
webs that soars through the skies, appearing in
light-blue and white while glimmering like the
purest snowflake. These warriors are constantly on
the watch, attacking as soon as they spot an in-
truder in their domain. Once they do, rhey gather
in groups of five and move in a rapid speed to
surround their enemy before using their bolts of ice.
The Weaver created them with a single purpose
from which they never deviate — to protect her
minions and domains.

Willpower 6, Rage 7, Gnosis 6, Essence 23

Charms: Airt Sense, Blast (ice), Materialize,
Solidify Reality

WyLs Spipats

Every Garou learns from birth that she should
stay away from the powetrful and unpredictable
Wryldlings. Spawned by the Triatic entity of chaos
and pure energy, the spirits wage a constant war
against both Weaver and Wyrm, who desire to
diminish the Wyld’s might and glory. Just like their
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master, the Wyldlings are able ro bend reality irself
through the use of the Charm: Break Reality.

Chaos Matter

Chaos Matters are prime examples of what life
is without the Weaver to grant solid shape. Records
kept in attempts to identify the spirits are in vain,
as they always appear as entities of swirling matter
and energy.

Just as their appearances warp, so does reality
wherever they pass. Their chaotic energy negates
any Weaver-granted forms, leaving only blurred
shadows of what things originally looked like.
Meanwhile, creatures that are capable of feeling
emotions are immediately filled with a spark of
primordial energy that drives them into berserk
frenzy even if they are not normally capable of such
ferocity. Their presence also reduces the Gauntlet
to non-existence in its vicinity.

Wherever Chaos Martters dwell, chaos and in-
stinct reign supreme. The werewolves revere and
fear them, since these Wyldlings are able ro reduce
even the most intelligent of them into nothing but
simple beasts.

Willpower 8, Rage 10, Gnosis 10, Essence 28

Charms: Airt Sense, Berserk Frenzy, Disori-
ent, Disrupt Reality, Materialize, Shapeshift

® Disrupt Reality: While this Charm bestows
the same powers as Break Reality, it differs in that
it always has one extra aspect that is always in
effect. Wherever the spirit goes, everything within
[ 50 meters loses its solid shape. For example, trees,
animals, humans and werewolves lose their forms
and color, appearing as dark and blurred shadows of
what they once were. Garou may attempt to resist
this effect by succeeding on a Willpower roll (dif-
ficulty 7). Should the roll fail, the werewolf loses its
physical form until it can escape the spirit or defeat
it. While under the Charm’s effect, the character
attacks and soaks with his permanent Gnosis rat-
ing. Werewolves who survive Disrupt Reality suffer
a Bartle Scar automatically. Essence Cost: None

® Berserk Frenzy: Attempting to avoid enter-
ing the state of berserk frenzy, when one is within
500 meters from the spirit, requires a successful
Willpower roll (difficulty 9). Essence Cost: None

Storm Clouds

Storm Clouds are small rornadoes that vibrare
with blasts of lightning. They are extremely unpre-
dictable spirits that act as the Wyld's shock troops.

¢ /[
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As the embodiment of primordial energies, their

attacks always inflict aggravared damage.
Willpower 6, Rage 7, Gnosis 7, Essence 22
Charms: Airt Sense, Materialize, Blast (light-

ning), Create Wind, Swift Flight, Break Realiry

Wyrm Spiprts

Garou call Wyrm-spirits Banes for a good rea-
son. They embody destruction, deception and
corruption. Areas where these emotions and im-
pulses are strong attract Banes in large quantities.
Consequently, they are more common in expand-
ing cities than in less populous settlements.

Banes view Earth as a landscape filled with
pain and misery, yielding prosperous harvests of
grief, agony and destruction. While they are crea-
tures of darkness, however, many mist ake them for
being the cause of everything evil. This is not true.
They are able to create impulses that are commonly
considered to be evil, but Banes would rather nur-
ture pre-existing evil than seed it.

Banes are nearly as varied in power as Gaian
spirits. The weakest Bane Gafflings are scarcely a
match for even a young werewolf (though they do
tend to attack in swarms). More powerful Wyrm-
spirits have correspondingly higher traits and
deadlier Charms.

Garmlings

Garmlings appear as gigantic wolves with rot-
ting flesh and open wounds full of crawling maggots.
Dry blood mixed with mud tarnishes their fur,
while their large, sharp claws burrow deep into the
ground as they prowl. Driven by astirring hunger to
kill, these warrior-spirits fight for their creator,
Beast-of-War.

Willpower 7, Rage 8, Gnosis 3, Essence 18

Charms: Airt Sense, Blighted Touch, Materi-
alize, Tracking

Pestifers

Although found anywhere — from the small-
est hamlet to the largest city — these Banes are
most common in the rural areas of Europe. Despite
their secretive nature, the arrival of Pestifers is
casy to detect for those who know what to look
for. Rats gather at the edge of the city, while
swarms of bats blot out the moon. Some witnesses
even describe hearing the faint ringing of cowbells
in the distance just before a black cloud emerges
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from the ground and marerializes as a
man-sized creature concealed by a
dark hooded cloak.

These Banes walk through the
town, spreading disease and death
among the populace. Some
peasants even sacrifice their

daughters to please them.
While they gladly accept
the gift, Pestifers show
no mercy to anyone.
Fear and terror nour-
i.‘\h&'h t}'lL’Ill a8 Iln[l]lng
else can, and to their vic-
tims, a swift death is a gift
from the Lord.

Should the hood of their
cloaks ever fall back, these crea-

and convul-
sions. Supernatural
beings may at-
tempt a
Stamina roll
(difficulry 5; 9
for Kinfn”{),
to avoid its ef-
fects. A failed
roll causes imme-

tures appear in all their
horrifying glory. A
scabby rat’s face, crawl-
ing with insccts, A
provokes the effects of {§¥§]
the Delirium. Their
eyes burn with intense red
diate illness, reducing all
physical Attributes to 1
until cured. Meanwhile,
a botch indicates the same
lethal infection thar hu-
mans suffer. Unless aided by magical

and yellow flames that
put many onlook-
ers in mind of the
fires of Hell. Be-
neath the cloak,
r]‘l‘.' B.lnc> CUHL'C.I].
razor-sharp claws, and a pair of hairy healing within a week, the victim dies. Each
day, the character suffers one level of aggra-

rentacles.
/ vated damage.

Willpower 10, Rage 8, Gnosis 7, Es-

sence 27

| Pack Torems

Werewolf packs form close bonds with
spirits called totems. The choice of a totem
is of extreme importance to a pack, for this

Charms: Airr Sense, Blighted
Touch, Infection, Marerialize, Song of
the Night

® Infection: Upon penetrating a |
victim's skin, the spirit infects him with |}
a lethal disease. To do so requires a suc-
cessful arrack  roll
(difficulty 7). Humans 4 i)
lack the stamina re- { i [ Lf, o
quired to resist it, ' : / [
and they die it Feci ik

W L &
,'u

spirit will protect them in times of need and
serve as a guiding light for the Garou to
follow. This choice functions as a petition to
the totem spirit, who then decides whether to

\
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from fever - Ly A

adopr the pack members as his “children.”
— 3 Totems are
Incarnae.

within days /ey \




They are most often animal spirits, but some
packs choose elemental spirits or mythical beings
to be their totems. These spirits rarely take an
active hand in rending their packs, instead send-
ing Jaggling representatives to serve as “avatars”
for their children. Totems and avatars gain power
from the devotion of their packs and offer boons
in rerurn, providing their children with some of
their own powers to help the Garou survive and
wage their wars.

The traits that totems provide fall into one
of three categories. Given traits are permanent
additions to the characters; each member of the
pack receives the trait and only loses it if the
totem withdraws its favor. Pack traits are shared
between the Garou; only one member can use
the trait per turn (unless additional points are
spent to increase the rotem’s power; see p. 89).
Pack traits are usually Abilities, and use of these
traits may take a given pack member’s rating
over 5 temporarily. Story traits form a pool from
which any pack member may draw, but once the
pool is empty, it is not refreshed until the end of
the story.

“Totemws oF Respect

These spirits represent virtue and honor and
are looked to for guidance in matters of leader-
ship and diplomacy. Some of the greatest Garou
leaders have chosen these ancient spirits as to-
tems, gaining great loyalty and admiration from
their followers.

Falcon

Background Cost: 5

Falcon is a strong and noble spirit, much like
the Silver Fang tribe he serves. He has great
insight into the hearts of the Garou, holding
honor and dignity paramount. Falcon guides his
chosen tribe with strength and confidence, com-
manding the utmost respect from spirits and
werewolves alike. With the popularity of fal-
conry among the wealthy elite, Falcon keeps a
close eye on the human nobility, helping rthe
Silver Fangs insert themselves more easily inro
this privileged community.

Traits: Two points of temporary Honor (given);
Leadership 3 (pack); four points of Willpower (story).
Silver Fangs often look on Children of Falcon as
lesser nobility and afford them greater respect.
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Ban: “Death before dishonor” is absolute to
Falcon’s children. If they lose a permanent point of
Honor Renown, they must try to somehow right
the wrong. If that proves impossible, a Rire of
Contrition must be performed before plunging into
suicidal combat with a powerful minion of the
Wyrm, effectively cleansing their actions with their
own blood.

g}lANOFATbeF “Thunoep

Background Cost: 7

Thunder teaches his children patient ven-
geance, how to slowly gather great strength before
striking with devastating force. More feared than
respected, his is the way of seduction, manipula-
tion and the will to power. He rarely takes an active
hand with packs, preferring to have his Stormcrows
tend them. Many Garou have difficulty trusting
Children of Thunder, for political intrigue in the
Dark Medieval often includes sudden death hy
poison or drowning. Ambition is most often met
with suspicion during these uneasy times.

Traits: One point of temporary Honor (given);
Etiquerte 3, Intimidation | (pack); five points of
Willpower (story). Shadow Lords take a close in-
terest in pack activities.

Ban: Thundet’s children have no respect for
the weak. If an individual they consider somehow
inferior attains a station equal or superior to them,
they must actively work to undermine that success
and “put the cur in his place.”

bOFSG

Background Cost: 6

Horse is responsible for most of mankind’s
success leading into the Dark Medieval, serving as
a symbol of progress and strength. Nobles, mer-
chants and even some peasants rely upon Horse for
prestige, commerce, travel, farming and their ad-
vantages in combat. Warders sometimes favor this
totem for its connection with travel and cities, but
most werewolves look down on Horse for its close
connection with humans.

Traits: One dot of Stamina, no penalties when
riding horses (given); Animal Ken 3, Ride 2 (pack);
three Willpower points (story).

Ban: Most Garou have little respect for packs
associated with Horse, it being a domesticated
animal. All Social rolls involving werewolves
(other than Warders) add two to their difficulry.
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Also, Horse asks that his children never harm
domesticated animals if it can be avoided. This
means that the pack must find wild prey, rather
than domesticated cartle or livestock, unless it
has reached the point of starvation and has no
other option. This only applies to live animals, as
it is impossible to harm an animal that is beyond
feeling. For example, eating a roast prepared for a
banquet is acceptable, but ordering a cow slaugh-
tered for the feast is not. If a pack does make a
meal of an already slaughtered domesticated ani-
mal, Horse asks that the Prayer for the Prey be
Dl.‘l'f-ﬂl'lnl.‘d for it.

Pecasus

Background Cost: 4

Pegasus is the protector of sacred places, and
with many churches being built on pagan holy sites
during this period, the totem is often at odds with
the unchecked growth of Christianity. Because of
the longstanding feud between the Fenrir and the
Black Furies, packs with even one Fenrir member
are not accepted. Pegasus teaches Gifts associated
with travel and air.

Traits: Two points of temporary Honor (given);
Animal Ken 3, Empathy 2 (pack); 3 points of
Willpower (story). Black Furies are well disposed
toward Children of Pegasus.

Ban: The Children of Pegasus must always aid
females of all species, young females in particular
(of course, this excludes any females tainted by the
Wyrm, although Pegasus admonishes her children
to cleanse, not kill, when possible).

Stag

Background Cost: 6

Anancient spirit, many Fianna Galliards claim
that Stag was revered by the fae long before being
claimed as their tribal torem. The rotem has a dual
nature, known both as a creature of peace and
compassion, but also as a force of unchecked fury.
In his lighter aspect, Stag is a spirit of quiet nobil-
ity, teaching responsibility toward humans and
nature, and leading lost Garou to safety or aid.
Conversely, Stag's darker aspect as master of the
Wild Hunt strikes fear into even the vilest of the
Wyrm’s minions, summoning the raw, unbridled
power of nature. The Fianna tribe embraces this
duality, singing and dancing during times of peace,
but showing no mercy on the battlefield.
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Traits: One point of Stamina (for long-dis-
tance running only), three points of temporary
Honor (given); Survival 3 (pack); three points of
Willpower (story). Stag’s children are well received
among the Fianna and honored among the fae.

Ban: Stag requires that respect be shown to-
ward all prey, including the performance of a Prayer
for the Prey after a successtul hunt. Also, his chil-
dren must always aid the fae and their kin.

“Torems oF Wap

These spirits are generally fierce predators and
legendary warriors. They are most often associated
with Rage and Glory, sending their packs into
battle against the Wyrm and striking fear into the
hearts of their enemies. These spirits are not as
revered as the Totems of Respect, but their accom-
plishments on the battlefield are undeniable.
Warriors and scouts tend to choose these totems,
stalking the forests of the Dark Medieval and fight-
ing the dual threats of the Wyrm and human
encroachment.

Creat Fenypus

Background Cost: 5

Savage and bloodthirsty, Grear Fenris is the
destroyer of the weak and patron of the powerful
Fenrir. His limitless rage drives the tribe in their
unending battle against the Wyrm, giving no quar-
rer and expecting none in return. Fenris often
favors Garou crusaders, recalling the great con-
quests of the Viking Age.

Traits: One dot in any Physical Attribute of
the player’s choice, two points of temporary Glory
(given). Fenrir respect Children of Fenris more
than other “outsiders,” bur they will continually
test their mettle, inviting them on frenzied hunrs
and pitched battles against powerful enemies.

Ban: Children of Fenris must never pass up an
opportunity to fight.

(;]uFFm

Background Cost: 4

Griffin is a cold, vicious hunter who kills with
blinding speed. He mourns all creatures lost to
extinction and blames humankind for each of these
crimes. His Red Talon children are strong and
proud, still enforcing the Impergium in many places,
and Griffin is enraged by the slow encroachment of
man into wild territory.




Traits: Two points of temporary Glory, can
communicate with birds of prey without a Gift
(given); Alertness 3 (pack).

Ban: Griffin forbids his children from associat-
ing with humans, and any who foolishly stray into
his domains are hunted and killed. Griffin never
accepts packs with even one homid Garou.

Rax

Background Cost: 5

Relying on stealth and cunning, Rat is a spirit
of guerilla warfare, survival, and subterfuge. Prefer-
ring ro rely on numbers and crippling attacks, she
can turn vicious when cornered and is a dangerous
adversary if pressed. Rat can speak to her children
through any rodent, and she has spies everywhere
— especially in the expanding cities of the Dark
Medieval. Some Garou avoid packs associated with
Rat, knowing that where rats run unchecked, plague
often follows.

Traits: -1 difficulty to bite attacks and rolls
relating to stealth or quiet (given); five points of
Willpower (story). Bone Gnawers are likely to aid
the Children of Rat whenever possible (as long as
their own lives are not at stake), but other tribes
will often be wary.

Ban: Ratasks that his children neverkill vermin.

Totems of Whsdom

These spirits seck the mysteries of the un-
known and find knowledge in dark and forgorten
places. Although they are respected by Theurges
and those who search for hidden truths, more
straightforward Garou distrust these spirits, for they
often speak in riddles and layered meanings.

Cockpoach

Background Cost: 6

Cockroach sees great potential for growth in
the wake of human achievement. Technological
spirits are scarce at best, but they are gradually
emerging within the expanding cities of Europe.
Cockroach sees the opportunities created by the
Weaver’s expansion, but in humanity’s often-insu-
lar society, it struggles to even access these emergent
forms of communication and technology. In the
meantime, the totem continues to adapt and pros-
per, hiding among the filth of mankind and patiently
observing from the shadows.
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Traits: -2 to all difficulties dealing with tech-
nology or human affairs (commerce, alchemy, the
Church, etc.), including any interactions with
spirits closely tied with humanity's technological
advancement, such as Weaver-Shields (given).
Timely communication is often the key to sur-
vival, and the totem has given his packs the ability
to communicate over great distances. Any of his
children may give a short message (two or three
sentences) to any cockroach along with the names
of a specific city and another follower of the
totem. Cockroach will relay this message through
a cockroach Gaffling the next time the named
Garou enters the specified city. This communica-
tion takes at least one day, and the message is
forgotten if the target is not found within two
weeks. This is a pack trait.

Ban: Pack members must take pains to avoid
killing cockroaches.

OwL

Background Cost: 7

Silent and enigmatic, Owl watches over the
dark places in the world, gathering secrets long
forgotten. Owl holds hidden wisdom and is of-
ten associated with the mysteries of death and
the Dark Umbra. At this time, many Garou
view Children of Owl (and often the Silent
Strider tribe as a whole) as harbingers of death,
so they seek to avoid them. In regions where
plague is rampant, such packs might be blamed
and driven away.

Traits: Owl’s children gain wings in the Um-
bra, allowing them to fly at the same speed they can
run in Hispo form, as well as two points of tempo-
rary Wisdom, -2 to difficulties involving stealth or
silence (given); three dice to any Gift involving
air, travel or darkness (pack). Owl's children are
often gifted with premonitions of danger and the
locations of mystic places long forgotten. Silent
Striders might appear mysteriously to aid the pack,
bur Ratkin and Children of Rar do not get along
with Owl’s children, due to Owl's predatory nature.

Ban: Owl asks that bound or helpless rodents
be left in the woods for him and his kind.

R 2EN

Background Cost: 5
An ancient companion of wolves, Raven is
a clever and cunning totem. While he lacks the




strength to bring down prey alone, Raven often
leads wolf packs to their quarry, picking over
the carcass after the kill. This often leads the
totem to have close ties with lupus Garou,
though the refuse created by human cities has
served to feed his unending hunger and bring
him into closer contact with homid werewolves.
Just as he never lacks food, his packs never lack
the wealth or resources they need, never suffer-
ing from want of bread or coin. Raven is asecker
of knowledge and hidden things, and his follow-
ers are incredibly interested in the fulfillment
of the prophecies. Children of Raven pursue
even the wildest claims about the revelations, if
only ro find the riniest grain of truth or piece ro
the puzzle.

Traits: One point of temporary Wisdom
(given); Enigmas 1, Resources 1, Subterfuge 1,
Survival 3 (pack). Those who follow Raven have
favorable relations with his true children, the Corax.

Ban: Raven asks that his Children carry no
wealth, instead trusting him to provide for them.

Umicopn

Background Cost: 7

Unicorn is a totem of peace, purity, healing and
harmony. She is the embodiment of the all-encompass-
ing love of Gaia, and she extends this bliss to her
children. Some packs dedicate themselves to bringing
Unicorn’s purity and strength to even the darkest cor-
ners of the medieval world, becominghunters of vampires
and other creatures of the Wyrm.

Traits: Double movement speed in Umbra, three
points of temporary Wisdom (given); -2 to all difficulties
involving healing and empathy, three dice for Gifts of
healing, strength or protection (pack). Children of Gaia
will always aid and usually side with the pack in disputes.

Ban: Unicorn’s children must aid and protect the
weak and exploited, provided that doing so does not aid
the Wyrm. They suffer a +2 difficulty to harm any Garou
not of the Wyrm.

- APPENDIX -
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