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'T' f ; Four people | Who weregiuman stood in‘a circle in a brick cellar bur/ed

al deep in the heart of the city. They congregated around a stone bowl,

nlald with mother of pearl and resting on & wrought-iron stand, from e
which the only I/ght]:ln the roomremanated. Crystal-clear water stood

®in the bow/ and‘blue flame dariced on the waters surface, palntlng

and touched a drop @f it to his§
he'/"ilr foreh%%’d b"efovre the



—
# e m/ght be ready, that one said. "Theyre getting closer and paying him more

“So get on with it,” the man across the flame from'the'eldest said,
standing with his hands'stuffed into his jacket pockets.

growled He'looked to the auburn haired'woman' _
standing'at his left — a striking creature in the
clothes of a nightclub predator. “Knife.”

The woman held up and clicked open a switchblade,
and the eldest took it. He held the blade in the blue
flame for a moment, inspected its edge, then opened his mouth wide. In one quick draw,
hesliced'a shallow line across his tongue and then pressed the flat of the blade tho the
blood that welled up from the cut. He then handed it to the auburn-haired wom an. Her
_nostrils flared over the"blood as she took the knife, and she touched her tongue to‘the
\ crimson fluid before’ passmg it over to the next person in the circle. In moments, all'four
people had done the same, and the eldest among them held the knife again. He wiped the
blade on the cuff of HiE"’c‘J"enin‘% Jacket before folding the knife closed and handing it back to
its owner. %

"Now you know what | I<now he said, looking the other three in the eye one by one.
"Let’s'goN '
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| should get out of here, Mark thought, staring out the subway window into the rolling
darkness. The rhythmic rocking of the empty car had lulled him into a half-doze, and that
sort of state usually pulled back the curtain on how unhappy he’d become living in the city.
He had nothing specific to complain about — secure job, decent dating prospects, never
been mugged — but still, he was far from home, had no true close friends, and things had

Motten strange lately. He scratched idly at the bandage wrapped around his right hand
3 F

from where something in‘the'park’had spooked his dog, charged him and taken a chunk
out"(#ﬁmbefore runmﬁﬁ‘éf"f W&)’r had said he'didn‘t have rabies or any other sort of
infection, but it was still a'damn welrd random thlng to happen in a city park. And he’d
been seeing... things before'a ‘and since then. Things'that made him wonder if maybe this
Ilfe‘was**aﬁdre“"‘ﬁfrom" *ﬁ?‘ch“f’i‘e‘h"e’e’ded to wake up‘ﬁ lngs he didn't like to think about.

hernostrlls fléred énd a light seemed to'ge'on behlnd her eyes. The woman smiled at him,
and* Mark'c cou‘l"d"n"t"’help‘but%’nWE‘Bacl< IHe%also'couldn’t help but glance down at her,
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his eyes'drinking in every inch of her small, firm body. She didn’t have an ounce of fat
on her, and she wore a nightclub outfit that left little to the imagination. Mark looked
back'to the' woman's face, trying not to look guilty, and she gave him a knowing smile. |

She stepped into the subway'door, never taking her eyes from his, and turned so Mark | il

had to'squeeze past her. Flushing and thinking of a movie called Subway Stories he'd
seen on cablesas‘a Kid, IMark stepped off the train‘ahd walked away. When he was half-
way to the tall"turnstjlle-gate that led to the stairsihe looked back to find the woman
still standing there, Watching him. I, B i "y
g‘ &= 3k g.'.\. ‘l}fw
The next nlght the woman was alrr.eady on thetrain |
when Mark boarded. She sat next to a tall, broad-shoul- @&
dered man who wore a long'black coat and had thick,
straight black hair. The'quy’glared up at Mark wit '?
stony contempt, but the woman smiled in'that same
knowing way'and whispered something to %
her man. Mark smiled back uncomfort- 4
ably and'sat down in a seat very near
the door. He opened his briefcase on
the seat beside’him and pretended
to be deeply interested in
what lay within, rather
than looking at them.
The train got underway
and Mark rode in distract-
ed, uncomfortable silence
all the way to his stop. The
woman was unnerving de-
spite how pretty she was,
and the big fellow she'was
with certainly didnt help
set Mark at ease. They kept
looking at him, and Mark
could feel it even when he
wasn’t looking at them. When
the train finally pulled to his
stop, Mark‘grabbed his things
and made for the door. The
strange man and woman got
up too, and Mark heard them
come out through the door near-
est them. Their footsteps
rang -
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overly loud on the concrete platform, which seemed woefully desolate as"Mark’s
unease mounted. He hurried for the gate, determined not to look back.
“In a hurry?” the woman called, clearly smiling as she said it. “Stick around, why
g:_?..-don tyou?”
Y Mark’s heart raced, and it was all he could do to pretend he hadn’t heard anything.
“This is stupid,” he heard the tall guy say. “Mark, come here.” b
Mark’s bandaged hand had already started shaking, and now he just bolted. He \

hadn‘tllived in the city long, but he knew*that when strangers who knew your name
followed you off the subway onto an empty platform, you didn’t stick around to chat.
' He crashed through the floor-to-ceiling turnstile door then wedged
e his briefcaselinto it so it couldn’t keep turning. Surprised and
annoyed ) th&big Hispanic guy ran up and tr|ed to force it
. {open"""c"h‘en tried to reach through and actually grab
% W M the edge of Mark’s coat. When that failed, he .
ML grabbed the bars of the turnstile in both hands
and started shaking them, trying to dis-
lodge Mark’s briefcase. Standing stunned
a moment, Mark saw a glint of metal
tucked into the man’s belt beneath his
coat.
“Damn it, Mark,” the stranger
growled, “you'd better—".
Mark turned and fled up the
- steps, with the beautiful woman’s
laughter following him. When he
reached the street, he turned right
and barreled into a kid a few years his
junior who was wearing an "FDNY”
B T-shirt under an unbuttoned flan-
nel. The kid lost his balance and
toppled, and it took Mark a second
g to tear free and get to his feet again.
i The kid scowled, but then he took a
deep breath through his nose and a
look of recognition lit up his face.
“That'’s him, you idiot!” the
g guy down the steps shouted as
& Mark backed away, eyes
W|den|’|!ig
“Dmn,“ the kid said, kind
- of gnnmn"g‘ “You smell right,
t...|I'gliess you take after your
" R
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That bizarre statement set Mark’s head across his back drove him down onto his stom-
spinning, but it didn’t paralyze him. He turned  ach before whatever had hit him launched off in
‘airiound and took off in the opposite direction.  another direction. He lay dazed until a hard kick

a

At.about the same time, he heard something planted in his ribs, flinging him off the ground
between'a curse and a growl, followed by the  into'some trashcans by the wall.

sound of metal twisting and crashing Then™ He crashed to the ground and saw the His-
two sets of footsteps were poun dlng Lp the" ip*anic guy glowering down at him, only the guy

stairs, joined by one more'when they feached © didn‘t look right somehow. He seemed larger =
the top. Pelting'down the street, Mark cut left " than Mark had first thought, and his face was __f""
into the first alley he could fifd, .hlhrglnd blizz-  more bestial and anqular than it had looked in —
ing'with primeval terror. Part of himfalmost fluorescent light. He now had thick sideburns,

gave up when he saw that the end-of'the alley  hjs jaw bulged with long teeth, and his eyes
was fenced off, but that pargief himwasn't in - reflected'a faint yellow in the low light. He
control. Hardly thinking, he" schbled uponto  came toward Mark with a snarl on his face, and
a nearby dumpster, flung himfselflp'to the top  a sleek auburn-colored wolf el in beside him,
of the fence and hauled himself over. He tore  showing its fangs and lifting its tail aggressively.
his pants and landed heavily, wrenching his Mark'’s ribs, knee and bandaged hand

Aomap

knee and winding'up flat on his back. Crawling burned and his heart was hammering, but he
to h|S feet Seemed to take an etel’nity, but the Wasn’t afra|d anymore_ In fact, a d|m|n|sh|ng

people chasing had only made it to the mouth part éfcbﬁlgm marveled to realize, he was'getting -
of the alley behind him. Ahm’y.

“Get ba_ck here before you seriously piss me His‘teeth were grinding, and he was clench-
off!” the big guy'shouted. \ ing'his hands so tight he was starting'to'cut _

Mark elected not to comply and instead _his palms. The sound of dviums pounde?f!
took another left, back toward the parking —inside Ais skunll and a Aaze of red

deck where his car was waiting. He tried to = afosed in all avornd Aim from the limits
ignore the sounds of pursuit, but that became  of his vision.

especially difficult when the pounding foot- How dave '/’/\ey do 7(—/“5 fo /\tM
steps paused for a long moment, followed by N Tt hai
three loud, meaty thumps'before the running A o g Towled as

sounds renewed. His pursuers wereclosin 3 ;
on hirm Fow e inDde o P | thoa h he drew something long and metallic from be- ™
. . I neath his'coat.*We just wanted to taII<. Now ,

; : o
rey et et e s o
. \ 4 ¥t Mark’s body burned, like he'd JUSt El

ity of the footsteps was ch'a'r'19ing as they drew - | bath TA Ai
closer. They fell lighter and made a clicking, R R e S Ander roared in Ais
ears, the sound of his heart trying to explode.

scraping noise. And they got a whole lot faster.
il b The moonlight through the murky !‘
e
L |

Mark whined low in the back of his throat SRPL ove\’/\ead bw’hed his Sy .

and tried to speed up, but it was already too o Regd v g
late. Something low and black darted into his \ iﬁej:cc_ﬁ,‘j/"s o Al (e

peripheral vision from his left and nipped at his"
thigh, making him flinch ahd'stagger. Some:-
thing else — something sleeker and auburn=col-
ored like the girl’s hair on the subway —'came
up on his right and tore off his shoe. That
knocked him to his knees, and a heavy impact



» rtelife TMT Awffl/L towt k(wb L LotinG iT
@pened the’i‘ast"ée‘al I<eep|ng Mark in control, and '
W EUERTHING NG L DE ALK CaME ;cktha QuT.

It was like hed been hit by lightning and the bolt now lay coiled ¥ound his heart.
I.iﬁ o BESCH TURNED r7 oTH M. ..
1o sm& tmd B/KNED TROM THE I4SIPE ©UT...
ﬂt_é*rétﬂf SWELLED ana CROWDED EACH QTHER,
! TORCANG 11y TAWG LEART...
|ty CLOTHES CONGTRICTED ana TOkE
] | =il BOPY PESTROYPED THEM...

Then'he' made a sound he'd NeVer heard before'except for pale imitations in movies and
on teIeV|5|on It was an inhuman sound, full of kAérEand relief, and a whisper of longing.
It was'ah honest-to-God ﬂ@WL and it felt like'it'could carry all the way around the world

before'Markiran outof bréath. *
The big'manshtt'tip and fell'back a step'reflexively, and the auburn wolf shrank back,

her tail dipping? They"both seemed so'small noWHso weak. There was fear in their eyes and

intheir scent too,fand when“Mark plcked upiontit, he'instinctively knew that all he had to do
was'let himself'go'and he’d be'safe from them:
L
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T can't Aear over the sound of Tt*(kl ﬁl(f ‘(* P ;ﬂktb})l bl(;;.

Is that my skin or justt his sheep's clothing they've made me wear?
T can't see for the seonring /ig/\f'f’/\a'/"s b/indinﬁ me.
T can't even close my eves or fuirn them away from the BLAZING WHITE Plgk
that dominates the niﬁ/\'{’ sky.
T can't speak for the £ {(ft and bile rising in my throat to choke me.
Any sound T makKe rips ifs way ontf as a Bt;—“ *(L CR’ that no Avman ever made.
T can't feel anything but FIRE AND A5© ﬁW
as my body fears itself apart from the inside.

T can't stop shaking...
can't stop clawing at the earth...

CAN'T A& kD Ol

What's 40ing on?
M1 PYING ©AMmT being born?

Has the fife I knew been a fever dream inside a eursed and desolate womb?
T can't get ount... T can't come alfive...
Some’f/\iv\ﬁ's suffocating me, and I can't fear ont of if.
T'm not strong enongA.
AmT /\o/dinﬁ somef/\iv\j back?

SRR ERT T2 By

God, what's /\aPPenihﬁ?

M LI AELES

T can'f see...can't speak... can't feel...
Al T can Aear is the roar of my boiﬁnﬁ blood

and & HOWE ©F IN4oMAN k4Gt {NP PESIRE...
Isthatme?

Am I making that sovund?
T can't stop if...
How have T held it back this fong?

IND, GOb TakAIE ME, WHY PID | EJE& WANT T

NSILLINTSA INY
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—SmuveL Butlier,

Werewolves. The word summons up a host of images.
The full moon. The change from human to beast. The
silver bullet. The howl.

Werewolves symbolize everything humans fear about
nature — the thought of being prey for something stronger
than us, the fear that our civilization is a sham that masks
the animal in our own hearts. They symbolize a world that
cares nothing for humans, that sees us only as prey.

But what if a sentient mind lay beneath that savagery?
What if werewolves stalked among us not because they
were cursed to become less than human, but because they
were transformed into something more?

L Gme or Stvice Fury

Werewolf: The Forsaken is the story of an ancient
race, part wolf, part human. They were once lords among
man and beast in a hunter’s paradise at the dawn of the
world — but they destroyed that paradise with their own
claws. Since then, they have culled their prey in the
strange shadows of the world, cut off from the source of
their power. The Uratha are hunted by their own kind,
unable to find solace among the humans they pretend to
be. They are the Tribes of the Moon — the Forsaken.

To be a werewolf is to be born apart, not just in body,
but in spirit. A werewolf can pretend to be human, but he
can never truly convince himself. He sees too much, smells
too much, hears too much. The smell of meat, the madden-
ing warmth of a city street, the howls of dogs at night — all
remind him of the wildness that stirs within his heart. Even
if the scents and sounds of the flesh were all a werewolf
could perceive, they would still play on his instincts until he
could resist them no longer. But they aren’t.

The Forsaken are among the most fearsome hunt-
ers ever to have walked the earth — but the hunters are
hunted as well. They are stalked by their own kin, the
murderous werewolves who call themselves the Pure. The
Pure are driven by a heritage of hate, by oaths of bloody
vengeance that they cannot — and seemingly would not
— break. When the howls of the Pure echo through the
night, the Forsaken know they have been marked as prey.
And yet, another struggle bleeds over into the territories
of the Forsaken, one that may ultimately prove even
more dangerous.

There is an entirely different world beneath the
surface, a shadow world with its own predators. Within this
dark reflection seethe the denizens of Shadow, alien... enti-
ties hostile to the Uratha. Human despair and misery feeds
some of these beings that cultivate emotion and pain as a
farmer tends his crops. Others care absolutely nothing for
the welfare of humans. To them, humanity is just a passing
phase the planet is going through.

INTEANDS TO 4t (MTTL #E EATS THeEN.

WMo o Wirtree™

Werewolves are aware of this world; they’re part of it.
Some of them still care about the humans they grew up with,
and some still see humans as family. Others see only a resource
to be exploited. Still others see only prey. Werewolves inherit
and cultivate the power to hunt through this world and keep it
in balance before their own loved ones are devoured.

But not all of them care to do so. Instinct doesn’t tell
a werewolf to love the world around him — it tells him to
hunt. Worse than instinct is the terrible anger that burns
deep inside the breast of every werewolf, a fury that no natu-
ral animal could hope to match. It rises as the moon swells
and can drive a werewolf to turn against even those he loves
best. More than anything else, a werewolf is defined by this
rage. It makes him the predator, the destroyer, the beast.

This is what it is to be Uratha. This is Werewolf:
The Forsaken — the Storytelling game of Savage Fury.

TELDLCTON, LND
Wien to Bresk wrow Lt

The popular conceit of the werewolf draws most of its
strength from its familiarity. Everyone knows that a were-
wolf is uncontrollable, a wild beast on the night of the full
moon. This doesn’t make for a particularly playable game,
though. Nobody wants to take on a fictional persona, only
to have to relinquish control just when things are get-
ting interesting. This is doubly true when you look at a
Storytelling game as a social activity. The game works best
when everyone at the table is having fun, and unless the
rest of the group has tons of fun watching one person play
his character solo, everyone must have something to do.

Therefore, Werewolf: The Forsaken breaks with
several werewolf movie traditions — and a few folklore tra-
ditions as well — to create an interpretation of werewolves
that’s not just evocative and familiar, but also playable. The
bite of the werewolf does not transmit a disease, but rather
allows werewolves to find their own kind. The full moon
has a dramatic effect on what a werewolf is, but so do the
other phases of the moon. As a result, werewolves are more
than just shapechanging monsters tied to the moon, and
there’s more to do than lock themselves in the basement for
three nights every month.

Werewolf: The Forsaken also borrows heavily from
the mythology of animism — the belief that things in the
physical world have spirits. In an animistic world, a mas-
sive oak tree might have an oak-spirit whose health is tied
to the tree, and who can influence the world immediately
around its home. In the World of Darkness, however, ani-
mism takes a turn for the worse. Spirits care nothing for
humanity save as a source of nourishment and entertain-
ment, and it’s easier for spirits to derive that nourishment
by spreading fear and pain than by inspiring hope or joy.

Y A il
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To be a werewolf is to be initiated into this animistic world and
see how inhuman and uncaring the universe actually is. It’s being
faced with a universe far more primeval, even in the heart of our
sheltered civilization, than humanity ever expected.
Tre Frest Cree

Werewolves aren’t victims who become monsters due to a
random assault — they’re born monsters. They grow up believing
they’re as human as anyone else, but the killer instinct that rises to
the surface confuses them. For most, their first true brush with what
they are comes when one of their own kind attacks and bites them.
This bite does not make one a werewolf, though. It only gives the
attacker a taste of the near-changed werewolf’s blood. When the
time is right, the Uratha will be able to find their new cousin.

When it comes, the First Change has a profound effect on the
werewolf. Not all werewolves experience the Change under the full
moon, either. The phase of the werewolf’s First Change moon marks his
potential destiny. This half-blessing, half-revelation is called the auspice.

erees
Whereas an auspice is an internal quality, a tribe is a social
unit on a larger scale. It’s a gathering of werewolves who share a

common culture based on philosophical and practical grounds
— an extended family related by bonds of spirit rather than blood.

e ik
The most important facet of werewolf society, however, is the
pack. Werewolves are not solitary creatures, and many who try to live

on their own are driven mad from loneliness. If a tribe is an extended
family, a pack is true family, a group of werewolves closer than siblings.

The Frve Forns

Werewolves can take several intermediate forms as well as the
human and wolf form that is at the heart of the legend. The Dalu,
or near-man form, is a more powerful and bestial humanoid form
that retains many of the advantages of human dexterity while add-
ing animalistic strength. Mirroring Dalu form is Urshul, the primal
near-wolf form built like a wolf but much larger and stronger. The
most infamous form that werewolves can take is Gauru, the half-hu-
man and half-wolf form — a nine-foot amalgam of human and wolf
suffused with the instinct to kill and destroy.

Wrts s Fhets

Actual werewolf folklore is a tricky subject. It often contradicts
itself, and many myths of people who can change into animals are
technically myths about witches rather than shapeshifting monsters.
Furthermore, some popularly accepted elements of werewolf folk-
lore are recent inventions. (The silver bullet is largely a Hollywood
addition, for instance.) So which of these myths are true where the
Uratha are concerned, and which are human misconceptions?

Werewolves catch lycanthropy when bitten by another
werewolf: Myth. Werewolves are born to their power, although
they consider themselves human at first. A young werewolf might
be bitten by another werewolf before his First Change, but the bite
does not transmit the condition. It is more of an initiation, the
first step down the road to discovering what he really is.

Werewolves change during the night or nights of a full
moon: Part fact, part myth. Werewolves are tied to the moon, and
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each phase influences the urges of any werewolf whose First Change
occurs under it. Those werewolves who undergo their First Change
under the full moon tend to be more violent, and their rampages
often coincide with the appearance of their moon phase in the sky.
A werewolf can shapeshift regardless of the moon’s phase, though.

Werewolves can be killed only by silver: Myth, with basis
in fact. Werewolves can die from massive damage from almost any
source, but they heal so quickly that it takes a tremendous amount
of punishment to slay a werewolf. Yet silver inflicts searing wounds
that cannot be healed quickly, so a silver bullet will kill a werewolf
more readily than a steel-jacketed round would.

Werewolves are allergic to wolfsbane: Largely myth. Wolfs-
bane has some power to affect werewolves, but only when imbued
with supernatural power. On its own, it’s just another plant.

Werewolves are witches who dress in wolf skins to change:
Myth. Again, werewolves are born to their state; they do not steal
it through magical ritual.

Werewolves lose their human intellect when they shapechange:
Mostly myth. In most forms, a werewolf retains her full intelligence,
though she possesses a certain amount of predatory instinct in all
forms. The exception is the horrifying Gauru form. A werewolf who
takes this form still possesses human intelligence, but her rational side
is overridden by the desire to destroy. It takes great strength of will to
do anything but attack and kill while in Gauru form.

A werewolf can be detected in human form by signs such
as eyebrows that grow together or index and middle fingers of
equal length: Myth. A werewolf’s human form provides better
camouflage than that.

Werewolves are solitary monsters: Partly myth. Werewolves are
pack animals, like wolves. However, they do not blend in well with
human beings, and most prefer the company of their own kind.

If you cut off the paw of a werewolf in wolf form, it will
become a human hand: Fact. If a werewolf’s hand or other limb is
severed, it will revert to a human part of the body, just as a werewolf
who dies reverts to a human corpse. This even applies to the blood
a werewolf spills, confounding DNA testing as a means of proving
that werewolves exist. A werewolf in the war form can spill a gallon
of blood, but it will all register as ordinary human blood.

Tiene w0 Weon

Each story you tell will differ, drawing on different themes and
inspiring different moods, but a few things remain constant. Stories
that focus on werewolves are sure to have those things in common.

Thewe

The over-arching theme of Werewolf is to hunt or be hunted.
Werewolves are not passive creatures. Their instincts compel
them to hunt. A werewolf pack aggressively searches out potential
threats to its territory, seizing the initiative and actively hunting
down its prey — or it will be hunted in turn.

This is not to say that werewolves are always the hunters,
however. The theme of the hunt can also cast the Forsaken as
prey. Between their rival werewolves and the stranger things
that haunt the World of Darkness, werewolves can find them-
selves hunted on their own ground — or worse, discover that
their families and loved ones are targets.
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As befits a game about creatures both wolf and
human, the mood of Werewolf is two-pronged. On one
hand, werewolves are creatures of savage violence, and
a mood of fury — barely leashed or wholly unrestrained —
is sure to permeate a story. On the other hand, the world
of Werewolf is one of dark tension and strange mysteries,
of things that owe very little to the “natural” world. The
layer of spirituality adds a more subtle form of menace to
the mood. It adds a sense that the universe is more vast
and frightening than humans will ever understand.

Hew to Use Tirs Beok

This Introduction is a short overview of what to
expect from the werewolves of Werewolf: The Forsaken
and the overall game-play experience.

Chapter One reveals the world of the Uratha. It de-
tails their society and legends, as well as the entities that
hunt them and that are hunted in turn.

Chapter Two focuses on character creation and the
traits granted thereby, from the strengths granted by moon
sign and tribe to the strange powers that werewolves wrest
from the Shadow Realm.

Mechanical systems specific to werewolves are the focus
of Chapter Three. These systems represent the various capa-
bilities and challenges common to all werewolves, from their
powers of shapeshifting and rapid healing to the moral impera-
tive of Harmony and the terrible dangers of the Death Rage.

Storytelling is the main concern of Chapter Four.
Here you’ll find advice on how to fine-tune a Werewolf
game into a dramatic, entertaining ride. It also provides
antagonists to serve as the pack’s hunters or prey.

Appendix One describes the spirit world, showcasing
the animistic side of Werewolf. It shows what happens
when werewolves enter the spirit wilds, and it provides the
systems governing spirit creation.

Finally, Appendix Two covers the sample setting of
the Colorado Rockies, an area recently recovering from a
shadow war. A pack can find plenty of opportunities there
to carve out a territory and make a name for itself.

SOURCES IND TNSPLREVION

Werewolves have been interpreted in many different
ways. Yet too many werewolf movies or books either dial in
the story with sensationalism or force werewolves to share the
screen with other monster types (to regrettable effect). The
titles listed here are some of the more prominent examples of
works that focus on the werewolf sufficiently to add interest-
ing roleplaying ideas. The “Additional Inspirations” sections
include titles that don’t necessarily feature werewolves but are
thematically or dramatically suitable for consideration.

FILCtIoN
Murcheston: The Wolf’s Tale by David Holland. A story

about werewolves in the trappings of Victoriana, the real lure
of the book is the journal kept by the werewolf. The werewolf
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character both welcomes his transformation and elaborates
on the sensation of his hyper-acute senses — two things that
are rarely seen from the werewolf’s point of view.

Moon Dance by S. P. Somtow. This book paints a pic-
ture of conflict between immigrant European werewolves
and Native American werewolves in the 1880s and doesn’t
pull any punches. Very gory, but satisfying.

Additional Inspirations

King Rat by China Mieville, The Wolf by L. David
Mech.

Wovies

An American Werewolf in London, directed by John
Landis. This is sometimes held up to be one of the first
good werewolf movies since The Wolf Man. The lead
character’s visions of the dead are a unique addition to
the genre, and the transformation sequences are detailed
with loving affection. The sequel, set in Paris, suffers from
adopting CGI before CGI was ready for werewolves.

The Howling directed by Joe Dante. Released the same
year as An American Werewolf in London, this movie both-
ers less with black comedy and focuses more on pure hor-
ror. The original is a solid werewolf story, but the sequels
aren’t worth the extra effort.

Ginger Snaps directed by John Fawcett. A clever
movie that documents a teenage girl’s coming of age side
by side with her transformation into a werewolf. This
movie isn’t as cute as its title would have you believe — in
a good way. An excellent portrait of what a werewolf’s life
just before the First Change can be like.

Dog Soldiers directed by Neil Marshall. Billed as “not
a werewolf movie with soldiers, but a soldier movie with
werewolves.” It’s still a fine werewolf movie, even if the
werewolves seem a touch low-budget. The werewolves
are strong examples of how a solid pack is much more
dangerous than a lone wolf, and the soldiers demonstrate
teamwork a werewolf pack could learn from.

The Wolf Man directed by George Waggner. It never
hurts to have a foundation in the classics. This is where
werewolves begin to be inextricably linked with silver.

Wolf directed by Mike Nichols. Notable largely for the
exploration of what it might be like to have lupine instinct
guiding the way you deal with human problems. Another
interesting take on life before the Change.

Additional Inspirations

Brotherhood of the Wolf, Predator, Wolfen, Princess
Mononoke, The Blair Witch Project, Wolf’s Rain, The Ghost
and the Darkness

Criker. TASPLRLTIONS

Inspiration for a game can be found almost anywhere.
Classical music such as Holst’s “Mars, the Bringer of War”
or Mussorgsky’s “Night on Bald Mountain” can work well,
as can a selection of powerful heavy metal songs. To go
farther afield, the paintings of Goya might suggest the
visual energy of a violent encounter, while journalistic

How fo Use TAis Book
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photographs of a war zone might suggest some intrigu-
ing possibilities for a spirit world landscape. The stranger
urban legends go hand in hand with books on voodoo or
animistic myth. Keep your eyes and ears open for things
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Conwen Veams

auspice: The moon-sign that marks a werewolf’s First
Change; a specific role within Uratha society.

Azlu (ahz-loo): The Spider Hosts; a swarm entity of
spirit-shards in spider host bodies.

Beshilu (beh-shee-loo): The Rat Hosts; a swarm entity
of spirit-shards in rat host bodies.

blessed pack: A pack with five members, each one of a
different auspice.

Blood Talons: A tribe of fierce, glorious warriors who
use their full strength against the threats that leak into the
physical world.

Bone Shadows: A tribe of wise searchers in dark places
who seek to understand the spirit world that is denied them.

Cahalith (kuh-hall-ith): The auspice role of storyteller,
vision-quester and lorekeeper.

Cahalunim (kuh-hall-oo-nim): The choir of Lunes tied
to the gibbous moon; patron spirits of the Cahalith. Also, the
Fertile Choir.

Celestine: The highest and most exalted rank of spirit;
the spirits of planetary bodies or similarly immense entities.

chiminage: An offering made to a spirit in order to
curry its good will or appease its anger.

Dalu (dah-loo): The humanlike, yet animalistic form of
a werewolf.

Death Rage: The berserk rage that can consume a werewolf.

Elodoth (ell-oh-doth): The auspice role of judge and arbiter
among the Uratha and between the physical and spirit worlds.

Elunim (ell-oo-nim): The choir of Lunes tied to the half
moon; patron spirits of the Elodoth. Also, the Cloven Choir.

Essence: The energy of the spirit world that composes
spirits and empowers werewolves.

Fall, the: The Uratha’s mythical act of patricide,
through which they assumed their father’s erstwhile posi-
tion as guardians of the Border Marches, and which resulted
in the rise of the Gauntlet between the physical and spirit
worlds. Also known as the Sundering or the Dark Revolt.

Father Wolf: The legendary spirit forefather of the
werewolf race.

fetish: An object given supernatural power by a spirit
bound within.

First Tongue: The ancient language of the spirit world,
which has existed largely unchanged since the beginning of time.

Firstborn: The great wolf totems of the Uratha tribes.

Forsaken: Werewolves; used by the Pure Tribes to refer
specifically to the Tribes of the Moon. Refers to the legendary
loss of Pangaea and the state of grace werewolves enjoyed in
the dawn of the world.

fox-ridden: In the “flight” phase of a Death Rage.

LEXICON

that remind you of the shadowy spirit echo of the World
of Darkness or of the werewolves’ savage fury — you never
know when inspiration might strike.
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Gaffling: A spirit of low rank and power.

Gauntlet, the: The semi-permeable boundary between
the spirit world and the physical world. Known as the Border
Marches before the Sundering.

Gauru (guh-roo): The half-human, half-wolf war form
of a werewolf; carries with it the burden of Rage.

Ghost Child: Spirit offspring of the pairing between
two Uratha.

Ghost Wolf: A Forsaken werewolf who has not sworn
the Oath of the Moon or been adopted into a tribe.

Gift: A spiritual blessing given to a werewolf that allows
him to emulate a spirit’s power.

Hisil: The spirit world as a whole; literally, “shadow world.”

Hishu (hih-shoo): The human form of a werewolf.

Host: A monstrous amalgam of animal and spirit that
grows more powerful as more affected animals merge; see
Azlu and Beshilu.

Hunters in Darkness: A tribe of stalkers who keep their
sacred hunting grounds pure with primal magic and fury.

idigam: Moon-banished. Spirits exiled beyond the spirit
wilds in ages past.

Incarna: A spirit of great rank and power.

Iron Masters: A tribe of cunning wolves in human
clothing who maintain close ties to their human side.

Irraka (ir-rah-kah): The auspice role of scout and silent
hunter.

Irralunim (ir-rah-loo-nim): The choir of Lunes tied to
the new moon; patron spirits of the Irraka. Also, the Moon-
less or Silent Choir.

Ithaeur (ih-thay-ur): The auspice role of occultist,
tasked to learn the secrets of mastery over spirits.

Ithalunim (ih-thah-loo-nim): The choir of Lunes tied
to the crescent moon; patron spirits of the Ithaeur. Also, the
Oracle Choir.

Jaggling: A spirit of intermediate rank and power.

klaive: A fetish weapon of the Uratha.

locus: An object in the physical world around which the
Gauntlet is weaker; a source of Essence.

lodge: A specialized sub-faction generally within a tribe,
which venerates a spirit tied to one particular aspect of the
tribal philosophy.

Luna: The spirit of the moon; legendary foremother of
the werewolf race.

Lunacy: The supernatural moon-madness that over-
comes humans who see werewolves.

Lune: Lesser moon-spirits; servants of Luna

mote: The smallest class of spirit, with the comparative
size and power of an insect.
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Oath of the Moon: The sacred code of conduct by

which Forsaken werewolves swear before Luna to abide.
Pangaea: The Edenic time before the Fall.
People, the: A werewolf term for their own kind.

Pure Tribes: The three tribes who reject the idea of atone-
ment; enemies of the Tribes of the Moon. Also “the Pure.”

Rage: The mental state of fury and instinct to kill that
overcomes werewolves in Gauru form. Sometimes used to refer
poetically to Gauru form; i.e., “the mixed blessing of Rage.”

Rahu (rah-hoo): The auspice role of warrior and howler
at the full moon.

Ralunim (rah-loo-nim): The choir of Lunes tied to the
full moon; patron spirits of the Rahu. Also, the Fury Choir.

Shadow Realm: The spirit world; the spiritual reflection
of the physical world. Also simply “The Shadow.”

Spirit-Claimed: A person or animal who has been
completely possessed by a spirit. (Also, the state of such pos-
session.) The process changes the host body into something
supernatural, often with strange powers.

Spirit-Ridden: Anyone possessed by a spirit to any
degree; spirit possession in general.

Spirit-Urged: A person or animal who is partially pos-
sessed by a spirit. (Also, the state of such possession.) The
host retains much of his free will but can be influenced by
the subtle urges of the spirit.

spirit wilds: The spirit world; specifically, the sections
of the spirit world that have not been mastered by werewolf
packs (hence, the vast majority)

stepping sideways: Entering the spirit world.

Storm Lords: A tribe of fearless, intimidating alphas
who purge all weakness and dishonor from their souls.

totem: A spirit that has been forced or convinced to
support and aid a pack of werewolves.

touchstone: An object empowered with Essence from a
locus.

tribe: A loose organization of werewolves allied by a
common cause and bond with a common tribal totem.

Tribes of the Moon: The five tribes that venerate Luna
and who attempt to atone for their forebears’ sins.

tur: Neutral ground; a site on which a meeting between
packs may take place.

Uratha (oo-RAH-thah): Werewolves.

Urhan (ur-hahn): The wolf form.

Urshul (ur-shool): The bestial wolf-like form of a werewolf.

wolf-blooded: Human relatives of the Uratha who have a
measure of werewolf blood and resistance to the Lunacy.

Wound: A place of exceptionally negative energy in the
Shadow; a locus of poisoned resonance.

Zi’ir: A werewolf who has degenerated entirely into a
thoughtless, amoral monster. Also called a “Broken Soul.”

Tre FiestTense
afhal: Warlock

alath: Helpful spirit (male)
Alathru: Gift or Gifts
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Amahan Iduth: Luna (“Mother Moon”)
Anshega: The Pure Tribes

Asah Gadar: Bale Hound

Azlu: Spider Hosts

Beshilu: Rat Hosts

duguthim: Spirit-Claimed (possessed or merged)

dulesh’na: Touchstone

far’huf: Stepping sideways; entering the spirit world

Farsil Luhal: Iron Masters

gifala: The spirit wilds

gishar: A Wound; defiled place of the spirit world

gurihal: The physical or material world

Hirfathra Hissu: Bone Shadows

Hisil: The Shadow Realm; the spirit world

hithim: Hostile spirit

hithim luzak: Spirit fugitive

Hithimu: Spirit-Ridden

hithisu: Spirit-Urged

Idigathim: The Lunacy

Iminir: Storm Lords

ithagihi: Auspice; moon sign

Izidakh: Fire-Touched

Kuruth: The Death Rage

lama: helpful spirit (female)

lil: spirit of a place

Lushar Iduthag: The Tribes of the Moon

magath: A hybrid spirit without choir

Meninna: Hunters in Darkness

muth luzuk: Vampire (literally “blood thief”)

nahdar: Locus

Ninna Farakh: Predator Kings

nuzusul: A werewolf before his First Change

shartha: A Host; a fragmentary spirit-in-flesh creature

shurilam: Untouchable or immaterial; an unmanifested
spirit; the condition of Twilight

Susuru Hafarrakum: The Dark Revolt, the Fall, the
Sundering

Suthar Anzuth: Blood Talons

Thihirtha Numea: Ghost Wolves

Tzuumfin: Ivory Claws

ulal: Essence

umma: Witch or warlock

ungin: A meeting on neutral territory

unihar: A Ghost Child

uragarum: Wolf-blooded

uralath: A totem spirit; specifically, a spirit that serves
as a totem for werewolves

Urdaga: Forsaken; the Forsaken tribes
Uremehir: The First Tongue
Urfarah: Father Wolf

Zathu: The Gauntlet

zur: Chiminage

lexicon
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Goddamn it, she's up top. Those fucking things love to climb.
Makes sense — it gives them an edge the People don't have in that
environment. All legs and webs and surprises hid at an angle just be—
yond your vision.

ft smells like all hell up there, and God only knows what she's been
doing. There isn'{ a perfect English translation for the smell. Kaggath.
The closest | can come is 1o say it smells warm and wet, but those
aren{ really smells as normal people would know them,

Whatever. K doesnt matter. That Azlu bitch's guts are coming out
one way or another.

So we take the bait. We get up top. And up there, we find—

— nothing. Jack shit. She snarls and spits at us and over the side
she goes, down the column and over the edge.

The pack goes berserk. She's fucking with us, we all think. Every—
body howls, everybody takes the Gauru form. We go over the wall,
too, screaming and barking and ready {o bring an almighty ass—kKicking
to the spider.

And we jump right into their webs. A dozen Azlu, waiting for us,
chelicerae clicking.

They're hungry.
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Chapter I: The World of the Forsaken

THe WekewWol v LS HELTHER W NCL Welt
BUt A SKINLC CREITURE WETH tHe WORStT QUBLItIES CF Bt

— De. Yoetnr, Tre Werkewole et LoNDen

To become a werewolf, to undergo the First Change,
is to enter a darker, more menacing world. Werewolves
grow up with a sense that something is... peculiar about
them and that an unusual tension hangs over them. Their
instincts tell them of danger just out of sight. It is only
once they’ve discovered who and what they are that they
begin to learn about the shadow world of moonlight and
instinct and Rage that has always surrounded them.

This is that world. This is the world of the Uratha.

Susvow Arstory

What makes a werewolf a werewolf? Why are the
blessings of animal power and the curse of Rage transmit-
ted by blood, rather than a disease as the movies would
have you believe? How can these creatures even exist?
The answers may lie deep in the distant past, before his-
tory began. Everything a werewolf is — the source of his
strength and speed, the curse of silver and the bloodstain
that speaks the word “Forsaken” — is all said to tie back
to the legend of Father Wolf.

Once, as the legend goes, the world’s werewolves were
its guardians. They were loyal servants of Father Wolf,

a mighty spirit that hunted the worlds and meted out
punishment to those that broke the ancient bans. Then
the first Uratha, the mothers and fathers of the race, com-
mitted an unforgivable crime. The other lords of the spirit
world cast the Uratha aside, forsaking them.

Now the werewolves have lost almost half their
heritage. The pacts that were struck between them and
their spirit cousins are all but severed. They walk among
humans like wolves among sheep, disguising themselves in
the skins of men and women, denied the hunting grounds
of their father.

Yet they still hunt.

e Vire or Ccies

This story is true.

Everything we are and everything we were began in
Pangaea. You already know what Pangaea was. You've heard
stories of the Garden of Eden — that’s the best that humans
could do trying to remember it. You catch glimpses of it in your
dreams, and sometimes you smell something — maybe a whiff
of a healthy plant, or something about the scent of your prey
— and you almost remember. The scents are the hardest to
forget. You can’t remember it fully, though, can you? Nobody
can. Only the furst of our kind walked in Pangaea.

And they were the ones who had to destroy it.

Can you remember the scent? The world was lush and
full of promise. Spirits could enter the realm of flesh easily,
and animals and humans could walk into the cool spirit

shadow of the world. Pangaea wasn'’t the joining of continents
that geologists talk about, but the world i its first form. Hu-
mans and spirits shared a common language, the First Tongue.
We can’t remember whether Pangaea was a time, a place, or
both. All we can recall is that it was glorious, and it was lost.

When Pangaea was in full bloom, its beauty seduced the
heart of the moon itself. Mother Luna — Amahan Iduth
— grew enchanted with the world growing beneath her. She
took the form of a woman of flesh and descended to earth. She
walked among the jungles and swam in the seas. She was the
most beautiful creature in the world, and she had countless
suitors. The greatest and most valiant was Urfarah... and
you know that name, don’t you? He was Father Wolf.

Pangaea was glorious, but it wasn't a world of perfect
peace and gentleness. It was a hunter’s world. The lion still
hunted the lamb; the spirit still took what it needed from the
world of flesh. Death was a part of this hunter’s paradise, and
the greatest hunter of all was Father Wolf. He was a warrior
of the Shadow Realm and the muddy world of air and earth.
He roamed the boundaries of the physical world, keeping
everything in its place. Spirits roamed into the world of the
flesh, but not far or for long. Urfarah was all too ready to give
chase when a spirit overstayed its welcome. When necessary,
his teeth and claws pushed mortals and animals back into the
relative safety of the flesh world if they strayed too far into the
spirit world. His heart burned with supernatural strength and
conviction, a righteous Rage that made him unstoppable. But
he was the master of that Rage. He was first above us all, and
greater than any other.

Father Wolf loved Luna as she rode across the skies, and
was overcome with joy and love when he encountered her
walking through the borderlands between the spirit world and
the physical. He was not alone in either of these sentiments.
For her part, Luna found Father Wolf to be valiant and wise,
strong and handsome, and she loved him in return. They
knew one another, and she gave him children of both spirit
and flesh — the furst werewolves. Although she wore a human
body, Luna gave birth to the first werewolves as a litter of nine
pups, a sign of their future fate.

From Luna our ancestors gained the power to change
shape, just as she changes her own shape every month. From
Father Wolf they gained senses, strength and speed that went
beyond those of flesh-born wolves. From both parents they
gained a measure of spiritual power, for Mother Moon was
Queen of the Shadow Realm and Father Wolf was Lord of the
Border Marches.

After giving birth, Luna returned to the skies and Father
Wolf raised the First Pack. He taught the first Uratha the ways
of wolf and man, flesh and spirit. He showed them the roads
from the Shadow Realm through forest, mountain or desert
into the world of flesh, down trails to the tribal homes of men.
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Father Wolf raised the First Pack to aid him in his duties
as guardian of the Border Marches. They took to these duties
and helped bring order to the spirit world and the muddy
world. They were shepherds of human, animal and spirit.
They culled any herd, tribe or pack that got too large or too
dangerous, playing the role of first among predators.

Of course, some spirits and some tribes of humanity
didn’t take well to this treatment. Some fought back, and
through force of numbers, magic or strength, some wouldn’t
die so easily. Father Wolf and his pack banished the worst to
the far reaches of the spirit wilds, including mighty spirits, less-
er servants of those spirits and tribes of men who worshipped
dark powers and committed blasphemous crimes. Others, such
as the Plague King and the Spinner-Hag, opposed Father Wolf
when they could and fled when they found they could not take
on his entire pack.

We were lords of the dawn world. Our great strength
and our ability to take different forms allowed us to dominate
any man or creature. Few predators could challenge us. No
prey could resist us. Even the strongest mammoths and fiercest
predators of that eva were no match for a pack of werewolves.
It was a dark time to be human, but it was our age of glory, a
golden age painted with the bright blood of our prey.

And like every golden age, it was doomed.

e DecLive or Fitrer Worr

You see, it began with Father Wolf. Before our time,
before the humans arose and when most spirits were still
young and weak, only Father Wolf was necessary to keep the
two worlds in check. No spirit managed to linger overlong in
the physical world or gather too much power. Father Wolf’s
personal power diminished a little as he brought forth progeny
both by Mother Luna and by other spirits. He was still strong
and fast — for a time.

It took many, many years, more than could be counted,
but gradually Father Wolf began to lose his strength and speed.
His fangs began to dull, and his wisdom did not reach as far.
More spirits escaped his notice, setting up their terrible king-
doms among the humans and bloating with power. When he
caught these would-be gods of suffering and gluttony, it took
him longer to finish them off. Some even escaped — lessened
by the struggle, but free all the same. Gradually, Pangaea
was becoming a paradise for the spirits and for those humans
who accepted their rule, and a purgatory for all the rest. Our
forefathers and foremothers saw all this, and doubt began to
gnaw at them.

And what happens when a wolf pack begins to fail at
its hunts because its alpha is too weak, too slow, too blind to
lead? Either the pack dies, or the alpha must be replaced. This
question was the same, but the stakes were the whole world.
What happened next was a horrible thing that should not have
been necessary — but it was.

Ewvery spirit has bans — unbreakable laws that govern
their very nature. A spirit of pain is forbidden from healing
a living creature; a shark-spirit is forbidden rest. Father Wolf
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was one of the most powerful spirits in Creation, but even he
had a ban. He felt such a strong connection to his duty that he
would not close his eyes until someone could take his place.
His ban’s strength was such that if those who could do so were
to rise against him, he could not defend himself.

Of course, the ones best suited to take Father Wolf’s
place were his own children.

Nouw, tales of this time make it quite clear that Father
Wolf could unsheathe his claws and bare fangs against his chil-
dren in ordinary struggles for dominance. Yet if Father Wolf’s
pack truly desired to bring a killing blow against him, his very
nature left him powerless. He would not be able to defend
himself actively against such treachery, and his thick hide and
powerful muscles would prove to be no more help than the
wind and rain. So the only way to overthrow Father Wolf was
to strike to kill.

And we slew him.

With his last breath, Father Wolf let loose a howl that
shook both worlds. Humans collapsed sobbing at the sound
that stirred nothing but fear in their hearts. Spirits cowered
in their dens, struck with terror that something could have
slain the great merciless wolf-spirit. They say the werewolf
who struck the killing blow was himself instantly slain by the
sheer force and emotional weight of the howl. Upon hearing
the death-howl of her favored lover, Luna herself cried out
in anguish and betrayal, cursing all the children she had ever
borne. That curse would never be fully lifted.

It is said, then, that the soul of the planet itself stirred. As
the denizens of the Shadow Realm and the mortal creatures
of the physical realm recoiled in terror, the two worlds were
sundered. The earth shook and storms lashed the land. Ice
broke free from the north, and islands sank into the ocean.
Pangaea was no more. After the Fall, the hunters’ paradise
was gone forever.

TOLSLEN

That'’s why we are what we are. That's why we're wolf
and human. That's why we’re children of the Shadow Realm,
but Forsaken by spirit. The spirits have feared us — and
most have hated us — since that day. They fear and hate the
thought that creatures part flesh and part ephemera now have
the power to police them, and that we once had the strength
to destroy the one spirit they all feared. The humans would go
mad if they knew we're not just movie icons, but real creatures
that walk among them.

We destroyed the greatest thing we ever had because it
had to be done. We keep the spirit world in check, and spirits
can’t stand us for it. We do our best to keep humans from
maiming the spirit world in turn, and humans would despise
us for it if they knew. Our own brothers have turned on us,
hating us for doing what they lacked the courage and compas-
sion to do themselves. Only fickle Mother Luna and our wolf
totems stand with us, but that’s enough. We are the People.
We are Uratha. We are the wolves who hunt in both worlds.

We are the Forsaken, and heaven help anyone who draws
down our fury.

Shadow History




Chapter I: The World of the Forsaken

THe Hamred or THE Pire

It’s said that three werewolves of the First
Pack did not raise their claws against their
father. When the others turned on Urfarah,
these three refused to attack, out of either
cowardice or corrupt love for the decadent
place that Pangaea had become. Though the
self-titled Pure and their descendants were
banished from Pangaea and scattered across
the changing world along with their traitorous
kin, they claim that they are not the ones who
are truly Forsaken. It was not their sin, they
howl; they were loyal to Father Wolf. As this
cry went out, Dire Wolf, Rabid Wolf and Silver
Wolf — Father Wolf’s three most unforgiving,
hateful and bitter spirit children — took
particular notice. They hated the “kinslayer
tribes” for the bloody deed that ended Pangaea,
and they saw in the self-styled Pure a means
to punish the offenders. The three spirits
reached out to the three Pure with an offer of
alliance, and thus the Pure Tribes were born
— the fiercest and most relentless enemies the
Forsaken would ever know.

Bersts o e Noen

Werewolves are born monsters in human skin, never
knowing their true selves until they change under the
moon for the first time. They walk in two worlds but are
welcome in neither. They call humans and spirits “fam-
ily” but are loved by neither. Human reason wars with
bestial instinct; the ever-shifting moon pulls at the tides
of their blood.

Though the Uratha refuse to forget their dim stories
of Pangaea and the tragic but necessary death of Father
Wolf, the days of legend are long gone. Now werewolves
hunt through forests of asphalt, brick and glass as well as
the deep woods, their claws tested against gunpowder and
steel. They are the predators of the modern age.

Hretet oF tre Worr

Even if a werewolf believes that he’s still essentially
human under it all, his own heart denies that lie. His in-
stincts grow stronger over time. When hungry, he craves
meat — the fresher and bloodier, the better. When
alone, he craves company — the reassuring presence
of a pack soothes him in ways that solitude never can.
He might remain monogamous, but his sexual appetite
grows, and he becomes fiercely possessive of his mate. Lu-
pine instincts color his waking moments, and he dreams
of prey and the moon.
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His senses show him aspects of the world that he
never saw before. When he wears a human skin, he feels
claustrophobic. His eyesight is as strong as ever, but his
other senses are greatly diminished. Only when he shape-
shifts can he enjoy the full range of his senses. It seems
a small thing, but it always affects him. He’s always aware
that he’s missing things that he would otherwise hear or
smell. Over time, he becomes more alienated from wear-
ing human form and more comfortable in his Dalu form
— frightening for those who once wanted only to go back
to their human lives.

Werewolves feel emotion at levels that humans
can barely match. Their joys are more profound, their
melancholies more overwhelming. Yet nothing pulses at
the heart of a werewolf like anger. Even in childhood, a
werewolf has a short temper. As he grows older, the anger
in his soul grows stronger and becomes a brutally power-
ful force. Left alone, it would strangle the life out of him,
stifling and suffocating until he collapsed under its weight.
The anger needs release, and a werewolf finds that release
when he takes Gauru form, the form of Rage. The half-hu-
man, half-beast Gauru is a direct conduit for a werewolf’s
anger, and a werewolf enters this war form solely to
unleash his fury.

Yet the war form can take control of a werewolf,
clouding his senses in a red haze known as the Death
Rage. When overcome by the Death Rage, a werewolf
turns on anything nearby, even slaughtering his own fam-
ily and packmates in his berserk fury. There is nothing left
of the human or the wolf — only the monster remains.

As difficult as it is to govern their predatory instincts,
werewolves must still try. One who gives in to his anger
more often, who hunts when he isn’t hungry or eats the
flesh of humans or wolves becomes increasingly bestial,
until nothing remains but a primeval monster with the
vague cunning of a human being. But neither can a were-
wolf survive by denying his nature. Refusing to shift under
the moon and run as a wolf can distort an Uratha’s sense
of self to the point that he runs mad. A werewolf cannot
surrender himself to his predatory desires, but neither can
he renounce them. Only by walking the razor-thin path of
balance between human and beast can he find a measure
of peace. Such moments are fleeting, and all too fragile
by moonlight, but they are the heart and soul of why the
People fight on.

BLoop Feuo

The Forsaken are under constant siege — primar-

ily from their own kind. Whatever else may be truth or
fiction from the legend of Father Wolf, the Pure Tribes are
very real. Through the millennia, the Pure Tribes have
beset the Forsaken time and again, attacking out of the
darkness and slaughtering anyone they can catch. When
they can’t strike directly at the Forsaken, the Pure are all
too willing to strike at the loved ones of their prey — but
they can strike directly at the Forsaken often enough. The
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Pure are apparently more numerous than the Tribes of the
Moon — they are certainly numerous enough to commit
themselves to one furious assault after another.

e WerLps

Some threats come even from beyond the physical
world itself. An echo of the physical World of Darkness
exists just beneath perception, behind mirrors and at the
end of winding roads that lead nowhere. This ephemeral
shadow, the Hisil, has been tied to the physical world from
the beginning, each influencing the other.

Werewolves are aware of this world — it is part of
their heritage — but this awareness is a mixed blessing.
Knowledge of the spirit world and the entities that escape
it is more responsibility than gift. The freedom to force
one’s way past the Gauntlet — the wall between matter
and spirit — is a power that draws the spirits’ jealousy
and resentment, not admiration. Once initiated into the
knowledge of the Shadow Realm, a werewolf knows just
enough to get her into deep trouble with its denizens.

Yet just as it’s folly for a werewolf to ignore her bestial
side, it’s folly to avoid her spiritual heritage and responsi-
bilities. The Forsaken would have been hunted down and
destroyed long ago if it weren’t for the pacts they struck
with their powerful wolf totems and the supernatural
blessings of Luna. The spirit world possesses great power
for those who can wrest it from its holders — potent Gifts,
elaborate rites, even potential allies — and by making
changes in either world, a werewolf pack can evoke similar
changes in its reflection. Destroying an infestation of
disease-spirits in the Shadow can make the immediate
physical world healthier, while tearing down the aban-
doned house of a serial killer can scatter the spirits of fear
and death that congregate near it in the spirit world.

In order to claim, expand and improve their terri-
tory, werewolves must pay attention to both worlds. They
can draw on the energy of the spirit world to fuel their
supernatural powers by taking control of loci, places where
spirit energy bleeds into the physical world. Only thus can
they stand against the myriad foes, flesh and spirit, that
would tear them apart.

e ot

The hunt is the heart of werewolf existence. Few
predators in the world of flesh can even compare to an
Uratha, and fewer still are as dangerous as an entire pack
of werewolves. Uratha are creatures with the razor-sharp
senses of a beast, strength beyond any human and the
instinct of a killing machine. A werewolf cannot wait
idly for some threat to enter his life — he is compelled to
hunt. And the choice of prey defines a werewolf, setting
the Forsaken and the Pure Tribes at one another’s throats.

The Forsaken refrain from hunting human prey — for
the most part. They favor preying upon spirits that break
into the material world to pursue their alien hungers or
dangerous compulsions consistent threats. Though strik-
ing a pact with a spirit is not unheard of, most of these
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unwanted intruders find themselves the werewolves’ prey.
Some Forsaken guard the physical world out of a sense
of duty or out of love for their human families that these
invaders place at risk. Others care little for the humans
around them, but stalk rogue spirits out of hunger or
territoriality. They also hunt the descendants of Father
Wolf’s ancient rivals, known as Hosts — horrible crea-
tures part vermin and part spirit, which become stronger
and smarter as they increase in number. Werewolves hunt
humans as well, should those humans pose a threat to
their territory.

Yet they are hunted in turn: by bitter spirits who
resent these bastard half-flesh wolves’ power over the spirit
world, and by their own kind. The Pure Tribes have taken
the side of the spirits and relentlessly hound the Forsaken.
The Hosts explode out of the corners of a territory to
bring down any Uratha they find, and some other super-
natural denizens of the World of Darkness even go hunt-
ing werewolves with silver bullets, perhaps for no reason
other than cruelty.

This is the hunter’s choice. A werewolf pack must
defend its territory against incursions from outside the
boundaries, or even from the spirit world. Yet it cannot
simply wait for its enemies to make the first move. Were-
wolves who notice a foe stirring beyond their boundaries
must decide whether it’s worth the risk to take the fight to
that foe, hunting it down before it has the chance to grow
strong enough to pose a threat.

The choice is usually a quick one. The Uratha are
the finest predators to walk under the moon — and
predators hunt.

e ¥iest Crnee

The First Change is what makes a werewolf. Before it
happens, a werewolf knows little of what she is. She knows
that she’s frequently prone to fits of terrifying anger, and
her life seems to be more strange and troubled than it
should be, but she still considers herself human. Yet when
the moon hangs in the sky and the Change begins, she
discovers how wrong she was.

The time just before the First Change is terrify-
ing. Peculiar, inexplicable things begin to occur around
the young werewolf. While she lies in bed at night, she
hears whispers in a language she doesn’t recognize but
can almost understand. Squirrels and rabbits literally flee
screaming in fear, while strange dogs saunter alongside
her on the street, ignoring their masters’ commands. Time
and space lurch. She walks for five minutes and travels five
miles, or she finds herself in horrible nightmare-spaces like
eternal hallways or burning buildings with no exit. In the
middle of the afternoon. For no reason.

And then there are the others. She catches a glimpse
of a stranger watching her, or she wakes up in the dead
of night to see what looks like a huge dog sitting on
her lawn. Then it comes — the attack. Something that
might be a dog, a wolf or even a crazy human being with
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too-sharp teeth knocks her down at night — maybe even
in the safety of her own home — and bites deep into her
flesh. The wound doesn’t seem infected; in fact, it heals
more quickly than it should.

For days, her life breaks down. The world twists and
shudders around her, and finally instinct takes over. The
only escape from the wildly whirling world is to change to
match it.

When the First Change comes on her, her body
ripples uncontrollably between all five forms. She goes
through partial transformations. Her face and skin might
remain human while she extends an enormous bloody
muzzle, or her legs might turn into weak wolf’s legs while
her body’s mass remains the same. Many think they’re dy-
ing or going insane. They're wrong.

And overhead, the moon. Whatever her birth mother
was like, the werewolf doesn’t ever truly understand a
mother’s love until she rests, weeping and exhausted, in
Luna’s embrace after the First Change is complete. Then,
from that point on, her soul is marked. The phase of the
moon influences the Change itself, just as it influences the
werewolf’s life thereafter. A werewolf whose Change oc-
curs under the gibbous moon might experience a flood of
frightening, surreal visions that demand expression, while
the full moon almost always triggers a killing rage in the
werewolf whose Change occurs under its gaze. Regard-
less of moon phase, the First Change takes control of the

werewolf, and she acts on instinct until she collapses from
total exhaustion.

When she wakes, she has more sense of identity,
though that sense has... changed somewhat. Chang-
ing shape becomes a little more natural, though it takes
practice at first. She has also been marked by the phase of
the moon with an affinity known as an auspice, though it
will take her some time to comprehend what that affinity
means for her. She has been initiated through blood and
moonlight into the path of the Uratha, one she will follow
for the rest of her life.

Way s Thrs Haeeenine?

But why? What about the First Change so powerfully dis-
torts, even destroys, a werewolf’s life before it even happens?

The imminent First Change is a source of subtle
turmoil in its own right. Like ripples in a dark pond, the
forces churning in the werewolf’s heart send pulses of su-
pernatural emotion through the area around her. The fury
rising to the surface begins to warp the spirit world around
the Uratha, perhaps even temporarily weakening the wall
between flesh and Shadow.

Other werewolves notice as well. Most know what’s
going on when they see the signs, and it’s often too easy
to find their target. At this point, the young werewolf is
strung out and likely to break down at any minute. She
might also have been born to a human parent that
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possessed a small measure of the blood of the wolf. Some-
times the wolf blood can run strong in a human family,
with the result that more werewolves are likely to be born
to such a bloodline. A family with true wolf-blooded
members is the sort of resource that werewolves watch a
bit more closely.

It doesn’t take the whole pack to catch a pre-Change
Uratha. Usually just one or two members can do the job.
One might change into monstrous form and wait for the
reaction. This close to the Change, most werewolves aren’t
affected by the Lunacy — the mind-warping supernatural
terror all humans feel when confronted with a werewolf
— but if they’re smart, they're still terrified. They run to
the best of their ability, dodging and weaving and making
hairpin turns. All the hunting werewolves need to do is
get a bite and a little taste of the blood, then they leave
the frightened “human” alone until his First Change. In
some ways, that chase is the young werewolf’s first unof-
ficial rite of passage into a larger world.

Spirits whirl around the nascent werewolf, revolv-
ing through her existence, and the others in her life can’t
just ignore what’s going on. She’s just inches away from
the hidden world, and his proximity draws the spirits out.
Some of them manifest. They haunt and howl. The spirits
can sense the imminent arrival of one of their ancient
rivals — and sometimes they choose to act preemptively.

What’s worse, the spirit world gets close to a nascent
werewolf’s friends and loved ones, too. The Hisil is a place
and a thing, and it doesn’t discriminate. It’s not just the
werewolf glimpsing strange bloodstains where her cat’s been
hunting, or twisting through doors that open from the din-
ing room to the park down the street. These things happen
to her family or her neighbors or even the guy she invited
home from the bar. The spirit world itself is a place where
symbolism and poetry are more important than geography,
so it’s possible that significant people in her life find them-
selves closer to the spirit world than they want to be, even
if they’re a thousand miles away. And if that’s the case, they
have no earthly idea what’s going on. If they're lucky, they’ll
only think they’re going insane. The unlucky ones...
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It might happen that there is no local pack,
or that the local pack can’t find the emerging
werewolf. The Uratha really have no idea how
many other werewolves go through their First
Change around the world in a given month, much
less an entire year. So one of three possible fates
awaits those lost ones.

Some are eventually found, frequently
while they’re on a rampage. Werewolves are
instinctively destructive creatures, and the newly
Changed have no idea how dangerous they are.
Local spirits of wrath or violence might join the
fray, nudging the werewolf toward things that

break or bleed easily. If local Uratha hear rumors
of a new arrival around, they can usually follow
the trail with little trouble — if need be, they can
even risk the Shadow to get a more accurate view
of the supernatural disturbance.

The Pure Tribes bring other lost werewolves
in. Sometimes it’s a race between the Forsaken
and the Pure to get their hands on a newly
Changed Uratha. Some of the Pure can be very
convincing, and some of their targets respond to
their message. There are other cults of were-
wolves beyond the Pure Tribes, as well, whose
goals most werewolves can’t fathom.

Finally, some lost werewolves die before
anyone can get to them. They might goon a
killing rampage, forcing local law enforcement
to put them down. Some end up angering
powerful spirits, witches or vampires. Some
simply chase a hallucination off a cliff. Death
isn’t the most common fate, but it happens
often enough to be a depressingly notable
statistic.

erBoL TNCATLTLON

It’s a choice that can affect a werewolf for the rest
of his life, and it’s a choice that comes soon after the
Change. Once a werewolf has been calmed down and told
something of who he is, he is given the choice of entering
a tribe. No werewolf must join a tribe, and although other
Uratha might pressure him to join one particular tribe,
they cannot force him. The choice of being initiated into
one of the five Tribes of the Moon is up to the werewolf,
and nobody else. The Oath of the Moon — the vow to
abide by the principles that guide the Forsaken — is of-
fered, but not forced.

A tribe is like an extended family, providing potential
allies bound by oaths and common cause. It offers a loose
support network to guide a werewolf down a specific path
of power. Further, a tribe offers a specific goal to a lost and
frightened shapeshifter; it offers principles that may help him
master what he is. Even when a werewolf ends up on the
opposite side of a conflict from his tribemates, the tribe’s laws
provide common ground from which to work toward peace.

The five tribes that strive to hunt down the Uratha'’s
destined prey in Luna’s name are:

e The Blood Talons — Fierce, brutal warriors who
use their full strength against the threats that leak into
the physical world. They teach a philosophy of glorious
achievement, of honing oneself to be the perfect weapon
against the foes of the People.

® The Bone Shadows — Searchers in the dark places
who seek to understand the spirit world that is denied
them. Theirs is a winding path of wisdom, teaching the
necessity of understanding the many threats that emanate

from the Hisil.
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® The Hunters in Darkness — Stalkers who defend
their sacred hunting grounds with primal magic and fury.
They stress the purity of instinct, the strength of the old
ways and the importance of the wild places.

e The Iron Masters — Wolves in human clothing
who maintain close ties to their human side. Theirs is a
philosophy of adaptation, teaching that a werewolf must be
cunning enough to thrive in the city and wilderness alike.

e The Storm Lords — Fearless and intimidating
alphas who seek to purge weakness from their souls. They
teach a path of endurance and ironclad honor, taking the
responsibility to lead by example.

As noted earlier, a werewolf may declare that he is
meant for no tribe. He becomes known as a Ghost Wolf
— an Uratha with none but his pack to care for him. The
Tribes of the Moon do not treat Ghost Wolves with hatred
or prejudice, merely pity or regret.

Prck Bowos

A tribe offers training, allies and guidance down the
long road to redemption. It teaches the legacy of the past
and ways to be ready for what tomorrow brings. Yet no
bond is stronger than that of the pack. The Uratha have
all the social instincts of humans and wolves, so running
alone is virtually a punishment. Once a werewolf has been
initiated into a tribe (or has chosen to forgo that initia-
tion), she must find a pack. If the tribe is an extended
network of support, the pack is the band of brothers who
stand by her when the Pure howl, when the walls crack
and the world bleeds.

A werewolf might be adopted into a pack of expe-
rienced Uratha. This happens most often with a young
pack full of newly changed werewolves who are still
fairly open-minded toward newcomers, who don’t have a
strong identity, or who want to expand their territory and
need the body count to do so. Every pack loses at least
one member eventually — werewolves lead a dangerous,
bloody life. A pack that has suffered recent losses needs to
rebuild its numbers, and inducting fresh meat is the easiest
way to do that.

Freshly Changed werewolves rescued by several packs
in different territories at roughly the same time, however,
might be brought together into a pack of their own. This
chain of events doesn’t happen all the time, but it’s con-
sidered a good omen.

The newly Changed who join an established pack
learn that pack’s traditions and the extent of its territory
as they are brought into Uratha society. The pack gives
its new member a taste of local politics among the People,
gives her an idea of who the pack’s neighbors are, the sort
of enemies she’s likely to face and so on. The newcomer
is the omega of that pack until a new member is brought
in, and if two or more are brought in at once, they get to
jockey for a slightly loftier position.
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Then the newcomer is presented to the pack’s totem
spirit, if any, in what’s usually an all-night ritual involv-
ing fasting, ecstatic dance, ritual combat or other means
of opening one’s perceptions to the spirit world. This is
usually the last step in officially joining a pack, because a
newcomer has no guarantee that the pack’s totem spirit
will accept him. If it doesn’t, the werewolf has no other
choice but to look for a more sympathetic pack and totem
spirit in a nearby territory.

If a group of newly Changed werewolves forms a pack
of its own, those Uratha face all-new problems. The pack
must have at least three werewolves who are willing to
join before they will be seen as a pack in the eyes of their
people. They then have the option of hunting a spirit that
can be coerced into acting as their totem ally. Then they
must negotiate the terms of the spirit’s chiminage and agree
to uphold whatever ban the spirit imposes in return for its
service. Only then can they look to who will be pack alpha
and what territory the pack will carve out for its own.

These trials frequently push the pack’s members to
the limit, teaching them to rely on one another as well as
helping them realize which sort of spirit will serve them
best. Rarely does a pack know ahead of time what totem is
right for them, so the search teaches them about them-
selves and their strengths. Upon viewing the spirit that
has been attracted to it, the pack sees a spiritual mirror of
its own nature. A pack that completed its totem quest in a
desert by demonstrating notable wisdom, a sense of honor
and lethal efficiency in battle might realize that it behaved
much as a rattlesnake would and make a deal with the
sidewinder-spirit it bested along the way.

Once a pack forms, the werewolves move to take over
a territory of their own and stake out the boundaries to
announce that there are new players in town. The greater
challenges of their lives are about to begin.

Bonvs oF the Pecele

Werewolf society works best at the pack level, but it
spans the known world. There are less than half a million
werewolves in the world, and less than half of those are For-
saken. What bonds tie the People together so closely that an
American werewolf and a Siberian werewolf encounter fewer
cultural barriers than two humans of similar upbringing?

First, werewolves share a common language that no
human speaks. The First Tongue predates the societies
of Sumeria, and, carried by spirits, it hasn’t gone through
the thousands of years of evolution. Second, they have
a common, tragic mythology and history. Though the
myth can vary greatly from one place to the next, it most
frequently shares the common elements of an Edenic time
— Pangaea — and a crime against a forebear — usually

the death of Father Wolf.

Beyond those bonds, two others help the Forsaken
understand one another: those of the moon and of the soul.
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Bonvs or e Woeon: Lusecce

This story is true.

When our ancestors slew Father Wolf so that a stronger
hunter could take his place, they fell to fighting among them-
selves almost immediately. Each powerful chieftain or alpha
vied for the right to inherit the full measure of Father Wolf’s
strength and duties. Blood fell on the earth as the fighting grew
fiercer, and Mother Luna wept to see it.

Nobody knows how long this lasted. Yet however long
they fought one another instead of the enemies they claimed to
oppose, it was too long. We might still be fighting even today,
with the world suffering for it all the more, were it not for the
descent of the Lunes.

Why did Mother Luna intervene? We don’t know.
Nobody can know her mind. Some believe that she acted
from benevolence, as a long-suffering but still loving mother.
Others say it was self-interest: that we were simply the best
choice to keep an eye on the world, and this was the best way
to set us to that task. Still others claim that she was obeying
some obscure ban of her own, that she walked on the earth
only when permitted by some cryptic celestial alignment and
that granting us our auspices was merely an afterthought. And
some say she did not intervene at all — that the Lunes did
not offer blessings, but rather were brought into submission.
Nobody will ever know for sure, but such is the nature of our
fickle, ever-changing mother.

At the behest of Luna, Lunes from the five choirs de-
scended. They told us that although Father Wolf’s full power
was too great to be held by any single being limited by flesh,
each of us could inherit an equal share of his duties. They
coaxed forth memories of Father Wolf’s five roles — warrior,
visionary, judge, wise man and stalker — and the magics that
Father Wolf used in each of those roles. From these wisps of
memory, the five lunar choirs taught each Uratha to adopt one
of Father Wolf’s five roles. Luna had seen the First Change
of each of this generation of Uratha, and she saw into each
werewolf’s inner nature, so she knew which of Father Wolf’s
roles was most appropriate. She promised to give an obvious
sign to future generations of Uratha, so that every werewolf
would know what his role would be.

Now every one of us — save the heretics who call
themselves “pure” — experiences his First Change under
Luna’s watchful eye. The First Change is not only a moment
of terrible change, but a brief flicker of communion with the
lunar choir attuned to the night’s moon phase. Those born
with the souls of warriors and killers reach their full potential
under the full moon, while those with the fortitude to face the
maddening trials of the spirit world come into their own while
the crescent moon shines.

Now the People have the tools to walk the Gauntlet as
Father Wolf walked the Border Marches, and the encourage-
ment to do so. Lund’s intercession and blessing has kindled a
new hope that the Uratha will not always be Forsaken.

Every werewolf of the Tribes of the Moon has an
auspice — an affinity for given tasks and a loose social
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role determined by the phase of the moon during which
she underwent the First Change. The Forsaken bear five
auspices: the warrior Rahu (full moon), the visionary
Cahalith (gibbous moon), the judge Elodoth (half moon),
the wise Ithaeur (crescent moon), and the stalker Irraka
(new moon). Having rejected Luna’s embrace as a mark of
shame and guilt, the Pure Tribes forswear auspices. They
focus on acts of vengeance against those Forsaken enough
to bear the mark of their Mother.

Some suggest that auspice, as well as birth time,
are determined by the moon under which a werewolf is
conceived, but there is no real evidence to support that
theory. Auspices are social roles, but they are also paths
to power. Certain Lunes teach Gifts only to members of
particular auspices, so an accomplished Rahu has access to
Gifts that an Ithaeur never will.

Luna is fickle and moody. Over the course of the
month, her attitudes change just as her face changes. Her
mood is infectious, and it imprints itself on the souls of
every werewolf at the moment of birth, and again at First
Change. Luna is also a Celestine, a spirit above almost
all other spirits, so her power touches every First Change
— for she watches as it happens. Even as far away as she
is, her mood at the moment of First Change draws broad
lines across the personalities of the Uratha.

Luckily, Luna’s moods match her face. Around the
time of the full moon, Luna is said to wear her mask as
the Destroyer, angry, defiant and strong. When the moon
is full, her rage is at a peak, and that rage touches any
werewolf whose Change occurs under the warrior’s moon.
This not only denotes auspice, but also influences the form
of the First Change. During the half moon, Luna hangs in
balance — so a First Change under the half moon might
relate to crossing boundaries or making decisions between
two equally appealing choices. The First Change isn’t a
formalized rite of passage, though — it’s an involuntary
transformation that marks a werewolf from that point on.

R e Furr Weon

The Rahu is a howler at the full moon, a reflection of
Luna’s warrior face. Rahu take the lead in war, be it quiet
war against neighboring packs or open combat against
their enemies. Rahu reflect every aspect of the warrior
archetype. They are the ravening berserkers and the
calculating generals. The two contrasting styles can even
be found in the same werewolf. Uratha warriors pass down
lore of combat ranging from Caesar’s battle tactics in Gaul
to up-to-the-minute tactical manuals stolen from elite
armed forces.

Cupi it The Grerovs Moow

Every Cahalith’s First Change occurs under a gibbous
moon — one either well on its way to or just past full. The
Cabhalith is a storyteller, vision-quester and lorekeeper
among the People. If the gibbous moon is “pregnant,” the
Cabhalith who reflect that moon are pregnant with ideas,
emotions and creative energy. Some Cahalith experience
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intense dreams every night, while artistic creation drives
others to near-ecstatic madness. They are the visionaries
of the Forsaken, frequently lost in reveries that echo the
distant past or chasing faint glimpses of the future. As
the moon waxes toward full, a Cahalith looks to the next
night; as it wanes, she glances into the past.

Many Cahalith are driven to express their lunar
dreams through music. More importantly, nearly every
Cabhalith knows many epic howls and histories, and has
access to dozens more from allied spirits and Uratha.
History is alive to a Cahalith. Just as a scent can tell her
something of a person who passed by yesterday, an old
saga can tell her about the life and passion of someone
who lived long ago.

ELovertt: e Hrie Mooy

Half Moons represent Luna half-hidden. It is said
that half of them go through the First Change in the
daytime, and half at night. Every werewolf’s personality
changes slightly over the course of the month; becom-
ing more easily aggravated during the full moon and a
bit morose during the new moon. Elodoth feel that ebb
and flow more strongly than other auspices do. (Some
consider such changes to their mental state gifts from
Luna.) Many Elodoth take their role as the bridger of
gaps farther than other auspices do. They spend half
their time in each native form, experiment with sexual
partners of either gender or otherwise deliberately choose
to walk in two worlds.

This ever-changing perspective gives Elodoth unique
insight into the other auspices. As a result, Elodoth are
trusted as judges and arbiters throughout the Forsaken
territories. They are also excellent diplomats where the
fickle and hostile spirit world is concerned, and it is usu-
ally the Half Moon who has the greatest chance of talking
a spirit into or out of action. Many Elodoth believe they
understand Luna better than other Uratha do, so they’re
the ones most often nominated to stand in judgment over
violations of the Oath of the Moon, Luna’s sacred law.
Tevc: Tre Crescent Woon

As a crescent moon, Luna is hiding most of her face.
She reveals just a sliver — an eye or the line of her jaw.
Werewolves know she’s there but she’s concerned with
other matters — or she doesn’t want them to think she’s
watching them. The children of the crescent moon are
the occultists of the Forsaken, those who learn the secrets
of mastery over the spirits. Where an Elodoth sways a
spirit with sophisticated reasoning that appeals to its very
nature, an Ithaeur decisively binds it through magic or
strikes at its ban. Ithaeur maintain libraries of occult ritu-
als of all stripes — ranging from harmless prayers to sky-
shaking rites that could slaughter humans by the score.

The Ithaeur is the one who cannot walk away from
the shadowy terrors of the Shadow Realm. He’s the one
who has to master the darker side of the spirit world. Any
werewolf can parley with a Lune or wolf-spirit, but the

Ithaeur has to be the one to master spirits who would

as soon destroy an Uratha as bandy words with it. The
Ithaeur’s life is a dangerous one — and it isn’t always true
that the rewards match the risk.

Trrt: The New Woen

When Luna cannot be seen at all, then the Irraka
hunt. The Irraka are the scouts and stalkers, the cun-
ning hunters who elude the worst threats only to strike
at their vulnerable spots from behind. They ply their wits
socially as well, testing the dedication of other Uratha to
their packs, their tribes and the Oath of the Moon. The
Irraka are forever on the boundary, sometimes stalking the
borders of their pack’s territory, sometimes wandering the
boundaries between Uratha and human society. Some Ir-
raka function as ambassadors between werewolves and the
rare humans, wolf-blooded or not, who can be considered
allies. More often, though, they direct their efforts toward
distracting humans into looking at their own lives and
society rather than digging too deeply into matters best
left to the Forsaken.

The Irraka is a creature of keen wit and great clever-
ness, like the fox of ancient fables. The new moon’s path
leads through dark places, but also reveals shortcuts; an
Irraka who plans an attack will more often assemble a
cunning ambush than an overpowering direct assault. The
New Moon’s talent for skullduggery serves a greater pur-
pose — showing his packmates the shadow way. Where
the Cahalith inspires with emotion, the Irraka prods them
with cunning. By his wiles, they may hit upon the tactic
their foes would never expect.

Bownos o e Sovl: Verse

This story is true.

After the death of Father Wolf, the People had to take
his place to keep the things of the spirit world from enforc-
ing their rule on the flesh. But although Father Wolf had lost
the strength and wisdom he needed to fulfill his role, the first
packs were not yet strong enough to match him in his prime.
We needed more strength to hold our own, and we needed to
prove ourselves worthy of respect as well as fear.

Our father had sired children on female wolf-spirits only
slightly less avidly than he had sired our own ancestors on
Mother Luna. So the packs went to the spirit children of Fa-
ther Wolf. The Firstborn among them had seen Father Wolf’s
decline, and though they couldn’t love the Uratha for taking
his death upon ourselves, most of them knew our purpose.

But they were Incarnae, and proud. They wouldn’t show
their bellies to half-flesh wolves, no matter who their race’s
mother had been. If they were to give us their patronage, we
would have to fight for it.

So we did, pouring out our hearts’ blood. Many valiant
children of Mother Luna died in the struggle, but we proved
ourselves. Fenris Wolf, the destroyer, was bested in battle. The
elusive Black Wolf was tracked to his den. Death Wolf was
summoned with the strongest rites. Winter Wolf was brought
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to heel, and Red Wolf was made to swear an oath even he
could not wriggle free of.

With the patronage of our half-brothers and half-sisters,
we were now more than ever before. We were tribes.

Tribes among the Uratha are not like tribes among
primitive humans. They aren’t tied together by blood,
although blood ties within tribes are common. A par-
ticular tribe doesn’t claim a particular patch of land as a
tribal home, nor do its members roam as a group across
the steppe in search of fertile resources. Uratha tribes
have neither acknowledged chieftains nor strong political
structures — they don’t seem to need them. For example,
although the Blood Talons were scattered across the world
and separated by oceans, their tribal totem watched over
each new generation of his children. All the children of
Fenris were aware they had cousins even unto the ends of
the earth. They didn’t know exactly who or where those
cousins were, but they knew they weren’t alone. American
werewolves did have lodges unseen in Europe, and vice
versa, but otherwise the tribes remained remarkably uni-
fied despite their separation.

Two characteristics define werewolf tribes. First, all
members of a Forsaken tribe follow the same one of five
powerful Incarnae, said to be the spirit children of Father
Wolf. These totems, called the Firstborn, look over mod-
ern Uratha tribes as elder siblings.

Secondly each tribal totem has a unique ban just as
all spirits do. The totem’s ban informs its outlook and way
of life, and it’s frequently reflected in the vow that binds it
to its tribe, and its tribe members to one another.

The tribal totems are all at least half-siblings with one
another. They cooperate in the largest things but scuffle
with one another over lesser issues. They are frequently
rivals for status or particular treasures, but they also form
factions. The various points of cooperation and rivalry
among the totems are reflected within the Tribes of the
Moon, even causing strains within individual packs. It is
fair to say, however, that no rivalry among the totems of
the Uratha is strong enough to do permanent damage to a
pack’s internal loyalties.

Those strong bonds don’t exist between the Tribes of
the Moon and the Pure Tribes. Cooperation occasionally
occurs, but no packs exist that include both Forsaken and
Pure. If two totem spirits on opposite sides of that divide
happen to have a strong interest in common, they might
encourage their tribes to cooperate. Any such coopera-
tion is in the short term only, though, and likely to end
in betrayal, as the mutual antagonism between the two
groups is too great to be overcome even by great affection
between totem wolves. The Pure Tribes’ culture of hate is
simply too poisonous.

The proper choice of tribe resonates in a werewolf’s
heart — sympathy for a particular totem, agreement with
its goal, willingness to adhere to its vow and even a cer-
tain affinity for the other members of a tribe. The choice
of tribe is the choice of how best to live up to the legacy of
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Father Wolf, and the bond of a tribal totem connects the -

souls of all those who share that choice.

Tribes teach specific philosophies and specific pacts
with specific spirits, and they generally try to follow
specific paths to knowledge, wisdom, renown and power.
They also exhort their members to follow tribal agendas
and their totems’ bans in order to make the world a better
place — at least, a better place for the People.

Loxces

Most members of a tribe devote themselves
to their tribe’s broad ideals while managing their
territory, interacting with their packmates and
neighboring werewolves and so on. Some Uratha,
however, devote themselves to certain aspects
of their tribe’s totem spirit. Every tribe has a
number of “lodges,” which are societies within
the tribe that are dedicated to a particular facet
of the tribe’s totem and activities.

Lodges have associated spirits, but not true
totems, which represent special areas of inter-
est or expertise within a given tribe. Members
of lodges generally teach unique rites and Gifts
that other werewolves do not have access to, and
membership in a lodge comes with additional
responsibilities that membership in a tribe doesn’t
include. At the very least, lodgemates owe one
another more loyalty and assistance than tribe-
mates do.

Lodges are not open to the very young or
inexperienced. Every lodge has specific require-
ments for entry, and no werewolf can join a lodge
simply by asking to join. An invitation must be
extended from Uratha who are already members.

Some lodges are geographical in nature,
focusing on a particular.aspect of local culture.
There aresaid to'be many strange lodges among
the werewolves of Africa, for instance, which
teach secrets of survival in'those wolf-less lands.
Rumors also persist that some lodges cross tribal
lines, but any such societies are truly secret.

Broow Virons (Sutmae bazuta)

The Blood Talons are the most aggressive warriors
among the Forsaken. They follow Destroyer Wolf, the war-
rior and devourer. Also called Fenris, he is the fiercest of
the spirit children of Father Wolf, though not the wisest,
and he can be led into a trap by the cunning.

The Talons live by a warrior’s code. They believe that
they must emulate Fenris’ ferocity in combat. According
to their credo, any foe that can be bested in combat is an
inferior one. This belief occasionally backfires, particularly
when Blood Talons face an enemy who shows less apti-
tude for direct forms of combat yet can still outthink and
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outflank them. A corporation whose goals interfere with
a Blood Talon pack’s plans for its own territory cannot

be defeated on the battlefield, even if its minions can.
Only the wisest and most accomplished Blood Talons can
handle such a foe.

Fenris’ vow of the Oath is, “Offer no surrender that
you would not accept.” This vow makes Blood Talons
hard to deal with if they aren’t restrained by more careful
packmates.

Bone Survons Chrerreaes, Hissu

The Bone Shadows have sworn oaths to pursue the
secret lore of the shadow world. They have a broad and
deep attention span when it comes to magical mysteries
and the spirit world. They inherit Mother Moon’s inquisi-
tive nature and Father Wolf’s intrinsic awareness of the
Shadow Realm. The Bone Shadows follow Death Wolf,
the wolf that once walked into the domain of Death itself
and returned carrying strange wisdom. This is an appro-
priate totem, the Bone Shadows say, for the descendants
of a goddess who walks between light and dark and a wolf-
spirit who walked between spirit and flesh.

The Shadows endlessly seek illumination in the
darkness. They search out the greatest mysteries, learn
the unknown rites and puzzle out the bans of great bane-
ful spirits. The Bone Shadows know that Father Wolf
understood great mysteries, and they howl mournfully for
the loss of his secret knowledge. The Bone Shadows often
chase secrets even at
the expense of more
sensible daily affairs.

Many Shadows lack L,
A,

€

proper attire, money
and other effects of
modern life.

Death Wolf’s
portion of the Oath
is, “Pay each spirit in
kind” — a vow to
offer chiminage
and respect to
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spirits that deserve it, and to bring ruin to those that have
earned it. The Bone Shadows take their debts seriously.
Few debtors ignore payments owed to these masters of
darkness and magic. The Bone Shadows repay favors they
owe to spirit, Uratha, human and any other creature. They
repay treachery and violence in similar fashion.
Hunters N Dackness CNENTANG

The Hunters in Darkness care little for humans and
human society. They don’t believe that Father Wolf would
approve of the current state of the world. The Hunters’
totem spirit, Black Wolf, is by far the most primal of the
Firstborn who look after the Forsaken. Many Hunters in
Darkness strive to spend as much time living as wolves as
they can; those who take up residence within cities do so
not because they desire to live among their human kin,
but because they desire to hunt there.

Some Hunters in Darkness wish to return a large part
of the world to its primal state, bring back ancient prey
animals as well as predators, and clean the water, earth
and air in most of the world. Many tend to reflexively re-
ject modern conveniences, even when those conveniences
might help them protect their territory.

Black Wolf’s vow is, “Let no sacred place in your ter-
ritory be violated.” Of course, since there is no universal
standard for what constitutes a “sacred place,” the Hunters
in Darkness make their own estimations. Generally, the
Hunters show the greatest concern for the unspoiled wil-
derness and for endangered wild species, though some of
them prefer to work a little closer to humanity — trying to
slow the rate of humanity’s despoiling of natural resources.
Tron Wasters CFResIL Lows

Unlike the Hunters in Darkness, the Iron
Masters strive to walk among human society for
its own sake. The Iron Masters — the other tribes

simply refuse to call them the “Masters” even as
shorthand — are most likely to live in cities.
Their totem, Red Wolf, is a master of
p adaptation and cousin
- to Coyote.
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The Iron Masters believe that if they fall behind
humans technologically or socially, they are lost. The
natural advantages that Uratha have over humans (their
great strength, spirits and magic, and the Lunacy) mean
less in the face of modern technology. They draw many
of their numbers from werewolves who cared about their
human lives and who still try to hold on to a portion of
their mundane existences. This is both a strength and a
weakness — the Iron Masters often have more resources
to draw on in the form of allies or equipment, but with so
many humans that they care for, it is impossible for them
to protect them all.

Red Wolf’s vow is, “Honor your territory in all things.”
The soul of adaptation is respecting one’s circumstances
and surroundings and using the good of them in clever
ways. Therefore, in honoring their territory and respecting
the innovations of the humans who dwell therein, the Iron
Masters are best able to emulate their totem’s example.
Stoem Logps CENINTE)

The Storm Lords dominate the politics of the For-
saken. They are the personification of elemental power
and political ambition. The Storm Lords have no particu-
lar affinity for life in a particular part of a country or the
world. The Lords have two main constituencies: those
who revel in the raw power of the elements and those who
revel in power over others.

The Storm Lords are grim and intimidating. Their
totem, Winter Wolf, is a dour creature of blizzards and the
coldest nights. The Storm Lords focus on individual goals,
pack goals and tribal goals and pursue them with fright-
ening single-mindedness. Many other Forsaken see the
Storm Lords as self-righteous, ambitious politicians; the
Lords feel that the other tribes simply lack focus.

The Storm Lords believe that the Uratha should
return to their ancient roles as masters of the world — or
at least as masters of the borderlands between spirit and
flesh. Their tribal vow is, “Allow no one to witness or to
tend your weakness.” The Storm Lords do truly hold the
Uratha ideals close to their hearts and consider it their
responsibility to lead the rest of the People in upholding
those ideals. Doing so takes a firm hand and a command-
ing presence, though, so letting slip the slightest hint of
weakness is strictly forbidden.

Grost Worves CUraretas Nuwes)

The Ghost Wolves do not have a spirit patron col-
lectively — they're hardly a group at all. The term “Ghost
Wolves” is really an oblique aspersion, though more a term
of pity than contempt. The Thihirtha Numea have chosen
to walk without the patronage or ban of a tribal totem,
which affords them more freedom — at a price.

Despite not being part of a tribe, Ghost Wolves are
frequently allied with the Tribes of the Moon. They desire
to run in packs, and most have at least a faint desire to
reclaim their birthright. Many have sworn the Qath of the
Moon and count themselves squarely among the Forsaken.
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Those who join packs share in the esteem of their pack’s
totem, so clearly there is no additional animosity between
the Ghost Wolves and the spirit world itself. Other Ghost
Wolves do not join packs at all, living as loners, either
with small territories of their own or always on the move.

Many Ghost Wolves seem to actively reject the totem
spirits on their own. Some join tribes and then abandon
them. Others scoff at the very idea of tribal totems. Still
others say they feel as if something is missing — that there
must be another totem spirit that they could ally them-
selves with... somewhere.
CrineiNe \Rrpe

Sometimes, a werewolf finds himself growing away
from his totem and his tribe. A Blood Talon might
discover that he doesn’t have the stomach for battle that
he once did, or an Iron Master might grow disillusioned
with humanity and its works. In such cases, the unhappy
werewolf may undergo the Rite of Renunciation, formally
renouncing her tribe and totem, then offering herself for
initiation into another tribe. This process happens fre-
quently enough that it isn’t seen as an unforgivable insult,
but it’s still the mark of a foolish child who didn’t know
her own heart.

e Eveny

Werewolves and their protectorates are under con-
stant siege from threats both physical and ephemeral. The
most immediate major threats to a werewolf’s territory
come from the physical. Many living and unliving beings
share space with the Uratha and compete for the same
resources. Most such creatures have at least a passing un-
derstanding of the spirit world, and many of them seem to
be aware that nature spirits and Uratha don’t get along.

The bloody feud between Forsaken and Pure is in
some ways the defining conflict werewolves face. While
one Forsaken pack can certainly turn on another, even
fighting to kill, such battles erupt for personal reasons.
The Pure Tribes, on the other hand, don’t usually get to
know their Forsaken rivals before launching an attack.
Driven by religious fervor and bestial fury, the Pure are
arguably the most dangerous enemies the Forsaken have
in the physical realm.

Werewolves don'’t trust the other monsters in the
world, generally speaking, and said monsters don’t trust
werewolves. The People don’t go through open warfare
most of the time, though. Every supernatural denizen of
the World of Darkness has a vested interest in secrecy,
if nothing else. But everyone shares a common space in
the nighttime world, on the fringes of human society. It’s
a crowded niche. They struggle over territory with these
other creatures, and the Uratha struggle to make sure that
their treasures — loci, fetishes and so on — remain in
their own hands.

Werewolves might cooperate with other members of
the nighttime world in a few circumstances, though they
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much prefer the company of their own kind. Ancient
legends suggest that Uratha and vampires fought together
when the Huns invaded Rome. The Forsaken and Pure
took up arms together against the idigam when they came
back to Earth. Such alliances don’t happen often, and they
don’t last long, but they are not unheard of.

Spirit threats are frequently more subtle, but still per-
vasive, and sometimes the hardest to address. Werewolves
cannot simply destroy every hostile spirit in their domain.
The physical and the spirit worlds are interrelated, and
the destruction of spirits results in a soulless, hollow and
empty world. That sort of activity also leaves some spirits’
hosts and homes wide open for adoption by other spirits
— others that are even more hostile and destructive in
their own right. Plus, most spirits obey feudal spirit lords
that, in turn, owe their vassals defense and service. Were-
wolves who decide to cleanse an acre or two of recalcitrant
nature spirits soon find themselves with an army on their
metaphysical doorstep.

e Pure \erses

Thousands of years ago, according to the teachings
of the Forsaken, most of the First Pack of Uratha rose up
and slew Father Wolf — but not all. Some of those ancient
werewolves feared Father Wolf’s fangs. Others cared noth-
ing for Father Wolf’s growing failure to protect the physical
world adequately. (If the spirits enslaved and destroyed
humans and animals, what did it matter? The weak give
way to the strong.) Still others left Pangaea rather than take
either side of the battle, lest they choose the one that lost.

The descendants of these werewolves do not consider
themselves Forsaken; they levy the guilt of Father Wolf’s
murder entirely on the descendants of his killers. They
call themselves the Pure Tribes, or simply the Pure. The
Tribes of the Moon are only partly familiar with their
estranged siblings, though some Forsaken go over to the
other side. The Pure are known to follow Firstborn tribal
totems, brothers to the Tribes of the Moon’s totem spirits,
but over millennia the two groups have split.

What the Forsaken do know is that the Pure have
built a culture of hate. To the Pure Tribes, the world will
not be healed until the Forsaken have been scourged from
it. The two factions of werewolves rarely engage in open
war, though. When the Pure Tribes go to war against the
Forsaken, it is a guerilla war. They strike furiously against
specific targets then retreat into the darkness.

The Pure Tribes hold a great deal of territory across the
world, just as the Tribes of the Moon do. They can be found
at the center of an urban hellhole, or in the stark heart of
the wilderness; they seem to have a great contempt for the
human race, yet this does not prevent them from living
among “the sheep” as need be. Sometimes their territories
border the territories of Forsaken packs; sometimes the
nearest Pure pack is many miles away. In a few regions, the
Forsaken are strong while the Pure are rare and scattered,
but in most, the Pure hold the majority of territory and the
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Forsaken must struggle to hold on. The Pure are said to
collectively outnumber the Forsaken, and many a scarred
pack has reason to believe this is true.

The Pure Tribes seem to have a different relation-
ship with the spirit world than the Forsaken do — and
they seem to have different and stronger allies. When
their pack totems manifest, they are terrifying things,
often distorted beasts of legend rather than aspects of
actual animals. The Pure also are said to practice a great
variety of rites, many of which call on spiritual powers
unknown to the Forsaken. If the stories are true, the
Pure oppose the Forsaken’s tradition of hunting down
escapees from the spirit world. Instead, they seek to rees-
tablish the supremacy of the lords of the Shadow Realm,
forging a new Pangaea where humanity once more knows
its role under the spirit kings. Such a dark mirror to the
QOath would no doubt please the spirits greatly.

If the Pure have a weakness, it’s that they don’t pos-
sess the favor of Mother Luna. They have no auspices,
perhaps because, in their arrogance, they were never
offered her blessing. Despite their utter hatred for the
Forsaken and apparent willingness to murder their fellow
werewolves, the Pure never use silver weapons against
their cousins. Indeed, no Pure are ever seen to bear silver
in jewelry or any other form. Some Cahalith suggest that
Mother Luna’s curse weighs even more heavily on the
Pure, but exactly how that might manifest is a secret the
Pure Tribes jealously guard.

Recently, the 1990s saw dozens of coordinated attacks
by the Pure against Uratha holdings across North Ameri-
ca. The implications of these raids were very unsettling, as
the Pure were able to overcome werewolf territoriality and
work together toward a particular goal. The most coordi-
nated war effort among werewolves in years was driven by
hate, which does not bode well for the Forsaken.
F¥ree-\ovcked (LZinsi)

The Fire-Touched are the spiritual leaders of the Pure
Tribes. Far more so than the other Pure, the Izidakh hold
forth that the Forsaken are damned by default. Their
fevered sermons claim the Forsaken should be killed — in
their sleep if necessary, on the battlefield if the werewolves’
defeat will bring more defectors to the Fire-Touched side.
They label the Forsaken heretics who venerate Luna when
they should have honored Father Wolf. As long as a single
descendant of Father Wolf’s murderers remains alive, they
say, the bloodstain on their race will never be forgiven.
Only through fire can the taint be burned away, and the
ugly brands on the pelts of some Fire-Touched hint at cruel
rituals of penance.

The Fire-Touched follow Rabid Wolf, and their Gifts
draw on the power of disease and religious conviction.
The Fire-Touched are happy to accept converts from
among the Uratha, and so is Rabid Wolf. Many of the Fire-
Touched are charismatic speakers, and when they choose
to address their prey as a preface to a feud, their words are
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carefully twisted appeals that can strike doubt into the
hearts of the Forsaken. When a werewolf turns his back
on the Tribes of the Moon to side with the Pure, he most
often reappears, branded and fervent, among the ranks of
the Fire-Touched. If he reappears at all.

Rabid Wolf’s ban is that he may not let a false state-
ment lie. The Izidakh must challenge lies the moment they
are uttered, even if doing so forces them to lose face in
front of other werewolves.

Lvery Cltws CXzromed

Silver Wolf, the Ivory Claws’ totem wolf, is obsessed
with purity. He will not accept a pledge of service and
brotherhood from any werewolf who has served “Luna’s
weaklings.” Indeed, the Ivory Claws use blood magic of
their own to discern a werewolf’s lineage. If the recruit
descends from the Forsaken, rather than a Pure werewolf,
she is not permitted to join the Ivory Claws. Only the
“purest of the pure” are granted Silver Wolf’s Gifts of
blood absolution. Some werewolves abandon the Forsaken
for the Pure for their own reasons, breaking the Oath
and being stripped of Luna’s blessing, but those renegades
never join the Ivory Claws.

Where the Fire-Touched rage with passion and
fanaticism, the Ivory Claws are almost cold in their fury.
They seem to possess the greatest foresight among the
Pure and are frequently the ones who make the farthest-
reaching plans. They are the Pure most prone to maintain
some semblance of a human life, though
the humans who fall under - %
their power are said to ;
endure dire fates. o g
Young Forsaken ., et
sometimes ; _ L i
wonder o
if the
Ivory
Claws
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might not be able to be reasoned with, perhaps even en- J

couraged to strike a peace agreement, but their hopes are
all too easily clawed to ribbons. The Ivory Claws’ hatred
of the Forsaken isn’t rabid like that of the Fire-Touched
or savage like that of the Predator Kings, but it’s no less
intense.

Only those with strong bloodlines rise to positions of
power and influence among the Truumfin. Power passes
hereditarily among them, rather than being based on
merit through challenges, as it is with the Forsaken.
Crevitor Kines (NINNE BRI

The Predator Kings are primitive monsters. They fol-
low Dire Wolf, oldest of the Firstborn, and they vehement-
ly eschew the soft human lives of modern convenience.
The Predator Kings do not hate the Forsaken for the al-
leged slaying Father Wolf — anything that cannot defend
itself has no innate right to live. What the Predator Kings
cannot forgive is the loss of the hunter’s paradise that was
Pangaea. If Pangaea had been preserved, the Uratha would
have been free to hunt openly, to treat humans like the
livestock they are. In a way, they respect the Forsaken’s
ancestors for the powerful hunters they were, and in a way,
they seem to respect those Forsaken strong enough to give
them a good fight. But as long as the Forsaken work to
preserve the world as it is, the world that was can never
return. So the Forsaken must die.

The Predator Kings’ preferred battle form is Urshul,
and they scythe down opponents as enormous, ferocious
dire wolves. The Ninna Farakh are the most feared war-
. riors of the Pure Tribes,
4 and even their allies give
" them plenty of room once
a fight begins. Their
& ritual hunts are bloody,
wild affairs that often
leave a string of unsolved
murders in the files of law
R . enforcement agen-
1"‘_3"-' fli'\_‘cies‘ Generally

ik % they seem to

A follow the Ivory
Y Claws’ lead, but

it’s uncertain
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whether the Ivory Claws could actually truly control the
Predator Kings if it came to it.

Dire Wolf’s ban is that he may not choose to touch
anything made by the hand of humans except to destroy
it. He cannot walk on roads; he cannot brush up against
clothed humans he encounters. Even a sprint across a
farmer’s fallow field hurts his paws. Dire Wolf’s children
suffer a less stringent ban, but still tend to wear only
clothes they have made themselves — often from the
skins of prey.

e Bure fovans
Chstr GroLed)

The Bale Hounds aren’t a tribe. They don’t follow one
of the Firstborn or hold to the Oath — though they might
pretend to. Most are recruited from within the ranks of
one of the eight tribes, and they might still feign loyalty
to that tribe. Their true allegiances, however, lie with
spirit patrons darker in nature than even the most savage
wolf-spirit.

The First Wound was torn into the very depths of the
spirit world long ago, some say with the death of Father
Wolf. Since that time, more Wounds have opened in the
Shadow Realm to mirror the atrocities of the flesh. A
Wound is festered and swollen, thick with spirits of pain
and hatred, greed and fury, violence and sin. Nature is
fundamentally flawed, the Bane Howlers say, because the
darkest emotions are the deepest and strongest within the
human heart. In a sensible and just universe, positive, cre-
ative emotions would be the strongest emotions a human
or werewolf could feel. But that is not the way of the world
— the conceptual spirits of pain, rage, hatred and lust are
far more numerous than the spirits of unadulterated love,
joy or mercy.

The Bale Hounds want to be on the winning side.
They bow before the unspeakable lords of these negative
aspects of the world, mighty spirits who grow ever stronger
as the soul of humanity decays. If suffering and fear and
loathing and lust are the most powerful forces within the
soul, then the Bale Hounds will serve those forces on
Earth. When those forces rise to ascendancy, the Bale
Hounds will share a portion of their godhood.

So the Bale Hounds move subtly among the For-
saken and the Pure. Where they pass, more murders break
out each year. More people commit suicide. Families
self-destruct. A thick, corrupt perfume follows in their
wake, along with the whispered word “Succumb.” It’s
said that when they fall into Death Rage, they tap into
a maddened, sickening strength that exceeds that of any
Forsaken or Pure. Yet the true danger of the Bale Hounds
is that they hunt without being seen for what they are.
The marks of their allegiance are invisible to all but their
own. The depths of their cruelty and loathing are hidden
behind the healthy strength of their gaze. They could be
anywhere.

Hheests rrom
e Suavow Retln
SeLRIts

In the World of Darkness, animism — the belief that
things of the physical world have living spirit counterparts
— is one of the secret truths of the universe. Though not
everything has an active spirit reflection, many things cast
echoes in the spirit world: some animals and plants, ma-
chines, even powerful sensations like fear and pain. The
spirit world is a reflection of the world itself, and it reflects
the world’s dark nature. The spirits of animals and plants
prey on one another in a sharpened reflection of the cruel-
est side of Nature. Many spirits are hostile to the denizens
of the physical world, and almost all care about human-
ity only as a source of strength and energy. Other spirits
covet the experiences of the flesh, so they slip through the
Gauntlet to sate their alien urges.

The legend of Father Wolf describes him running
the Border Marches, hunting the worst of the would-be
intruders and either casting them back into the spirit
wilds or destroying them utterly. Now Father Wolf is dead,
and the only ones left to do this work are the Uratha. And
the spirits abhor them for it. Not for the actual death of
Father Wolf — the spirits had no love for the great hunter
that kept them in check — but for being horrible hybrids
of material form and ephemera that dare act as judges over
the spirit world. The werewolves are what stand between
spirits and the expression of their desires. They will have
to go.

Every spirit has a ban — an absolute prohibition
against certain actions by the spirit, or an unquestion-
able requirement that the spirit perform certain actions.
Related spirits tend to have similar bans, though not
necessarily identical ones. A particular fire-spirit might
not be able to use its powers during a rainstorm, while
another might be only at half strength during the winter
unless invited indoors where it can draw on the power of
the hearth. Ithaeur do their best to gather information
on various spirits’ bans, for the possibility of exploiting a
spirit’s ban is the surest way to keep it in check.

Spirits activities are tightly limited. For instance,
many are tied to their physical-world form, and they can
leave it only while their physical form is asleep or en-
chanted (if at all). Most spirits are bound up in complex
covenants that govern their activities. Ancient bargains
make sure that any warlock or werewolf who knows the
proper rituals, abasement and sacrifices can acquire a
spirit’s services. The trick, of course, is learning the proper
set of rituals to force a spirit’s cooperation.

Spirits have complex, feudal hierarchies. Nearly every
spirit pays fealty to a local lord, who pledges support and
protection to his vassal spirits. Local lords might owe their
allegiance to greater lords, eventually following a chain of

allegiance back to one of the Incarnae in the spirit wilds
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or elsewhere. The cat-spirits of a city might all bow to the
cunning and cruel Tom Bloodyhooks, who pays homage to
the Pride Mother, a monstrous feline Incarna who hunts
the darker paths of the spirit wilds by night. Some spirits act
as loose allies to the Uratha, for they owe their allegiance

to the Firstborn. Others are independently bound as pack
totems. The great majority of spirits have no love for the
fleshy children of Mother Luna and Father Wolf, though.

The more powerful the spirit is, the more likely it is
that it owes allegiance to multiple lords, that it plans to
supplant its own master or that it vies with its brethren for
a place of superiority. These rivalries and ambitions are
often the greatest weakness that a powerful spirit can pos-
sess apart from a ban — which the Uratha know well.

Tre Rrvoew

When a spirit enters the physical world, it remains
immaterial unless it takes other steps. An immaterial spirit
can still use its Numina (the supernatural powers unique
to its nature) to influence its environment, but to truly
exist as a solid thing, it must acquire a body. Some can use
their Numina to materialize. Those that can’t must resort
to other methods, and the most typical is possession.

When a spirit possesses a living creature — some-
times an animal, but usually human — the result is
something that werewolves call Hithimu, or the Ridden.
Most spirits prefer to ride human hosts, as humans can use
tools, go almost anywhere, indulge in almost any pleasur-
able (or painful) activity, and yet are weak enough spiritu-
ally to be susceptible to possession. Werewolves and other
supernatural beings are too dangerous. A spirit usually
wants to hide from werewolves, not attract their attention
by attempting to take one over.

There are two states of being Ridden — being Urged
and being Claimed. The Spirit-Urged (or hithisu) are the
less extreme examples of possession. The spirit settles
into possession subtly, only nudging the host’s desires and
impulses like a backseat driver. Conversely, the Spirit-
Claimed (or duguthim) are victims of outright possession
and control. The spirit directs every movement of its
vessel, and its more direct control can affect its host’s
very flesh. A duguthim who has been overtaken by a spirit
of glass might suffer from exceptionally brittle nails and
teeth, with shards of glass eventually growing to replace
any broken bits.

The urges of spirits have a dangerous effect on human
psyches, often driving the Ridden away from friends, fam-
ily, jobs and homes. For those in the majority of humanity
that know neither magic nor anyone with access to magic,
spirit hauntings destroy lives. Strong Hithimu don’t have
to deal with such problems, as they totally dominate their
hosts and do as they please. If the host’s life is destroyed
in the process, it doesn’t matter. The spirit finds a new life
and continues in its activities.

Weak spirits unravel lives slowly. Some strong souls
can keep spirit urgings under control with willpower
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alone, but those who can’t, turn to medication or illegal
drugs to keep themselves under control and the spirits
at bay. Some packs have even discovered humans who
deliberately opened themselves to spirit possession, either
as part of a religious ceremony or as a desperate pact for
power. Few of these humans are equal partners in the pos-
session.

The ExzLes

At the close of the 1960s, several spirit entities of
great power and almost incomprehensible form mani-
fested throughout the world. These spirits struck out at
the strongest loci, overwhelming the local spirit guardians
and squatters. Werewolves who opposed these monstrous
entities did not recognize them at first, but soon the name
from the past returned to them — idigam. Spirits that
arose before Pangaea had fully formed, spirits that Father
Wolf had banished to prisons far beyond where any were-
wolf could reach.

No werewolf knows exactly how the idigam were
released, or how they found their way back through the
deeps to Earth. None can even be sure how many had
escaped or where all the survivors went. All that mattered
at the time was opposing them. Each idigam was powerful
enough to challenge several packs at once, though, and
over the next decade, the idigam were the greatest menace
the Uratha faced.

The exile of the idigam predated the rise of the
Gauntlet, and their primary goal upon return was to weak-
en the Gauntlet and enable their own travel back and
forth to the spirit world. Beyond that, their motives were
incomprehensible. Many idigam possessed humans and
drove them to acts of bizarre organic creation, twisting
and mutilating living flesh into impossible shapes. Most of
them kidnapped other humans, broke down their bodies
and used ritual magic to reassemble them into forms that
simply did not function properly in the physical world.

The werewolves were able to capture and destroy
many of the idigam, but they could not capture them all.
Idigam still infest parts of the physical world, despite the
fact that no new exiles seem to have appeared on Earth
for more than 30 years. They are potent entities — no two
alike, but each a match for several packs.

Tre fests

Legend holds that in the time of Pangaea, Father Wolf
hunted down many powerful spirits that violated the physi-
cal without permission. Most of them were caught and ei-
ther banished to distant prisons beyond the sky or destroyed
outright. Some, however, discovered a way to escape Father
Wolf in the physical world by scattering their essence into
many hosts. But when the Gauntlet came crashing down,
they became stranded. They forgot much of who and what
they were, but the separate pieces of their essence have
since evolved into something stronger than what they were.
Gradually, these shards draw together, seeking one another
out. These are the shartha — the Hosts.

Threats from the Shadow Realm
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A Host is both one creature and many.
Each shard of the original spirit tends to reside
within a small animal, like a Ridden. But as
the shards gather and reunite, they merge. Two
shards in the bodies of rats become one, larger
and smarter than it was. A shard imbedded in
a spider the size of a basketball devours another,
smaller shard, and it too increases in size and
intellect. Eventually, the Host grows to hu-
man size, and acquires a humanlike intelli-
gence. It might then decide to disguise itself
as a human — and the only way to can do
so is to devour everything of a human but
the skin, then pour itself into that skin.
Though a stolen skin does not last forever,
it grants the shartha the ability to move
among human society, granting it an
additional measure of defense against
those who would hunt it down.

Even when slain, a Host might
not die entirely. Its body breaks
down into a flood of dead animals -
of ordinary size — if a pack of
werewolves kills a Rat Host, the
only evidence of its passing is a pile
of dead rats. And yet, one animal
among the swarm inevitably remains
alive, with a living shard within it. If
the werewolves do not quickly locate
and kill the shard-bearer before it
can escape, the Host will eventually
return — and likely remember
who did it harm.

The Uratha regularly
clash with two significant
breeds of shartha: the Beshilu
Rat Hosts, and the Azlu Spi-

der Hosts. Over the millen- 4 #J!:;. -
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nia, enough werewolves have
shared enough information .
that the picture of the Hosts’ 1 *'
history has begun to take shape. r
Now many werewolf elders believe =
they understand _ the origin, -
nature and goals
of the Rat Hosts
and Spider Hosts
to some degree. But

other Hosts are said to
exist, creatures neither

Azlu nor Beshilu — swarms of locusts that follow
African famines, or men with nests of snakes in

their bellies. The elders consider it very likely that
other forms of shartha exist in the world, but with

different compulsions that allow them
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to devote most of their efforts to staying
hidden from the werewolves.
bz
i ke Secver fosts
Myths speak of the
- bloated and nightmar-
ish Spinner-Hag, who
scuttled through prime-
val forests and under great
mountains until at last
Father Wolf caught her and
tore her to bits. Yet during
. the chase, as she ran on her 12
i spiderlike legs, she laid eggs
*  _ hundreds, thousands of
them, each one the size
of a mouse’s skull.

After the Gauntlet
came down, the eggs began to
hatch.

The Azlu don’t truly under-

stand the instinct that compels
them to weave, but weave they
must — and gather they must.
Each egg hatches a fleshy spi-
der the size of a tarantula with
a shard of spirit essence and a
glimmer of intelligence. The
original shards at the heart of
the Spider Hosts seek to unite
with one another, and they
feed on mundane spiders to
increase their bulk. An
Azlu bearing the shard of

a single egg

might even-

tually grow
4 as large as
a pigeon.
The largest
and most
potent
Azlu, with
the shards of many eggs
within them, are much worse.
Such creatures can take the forms
of horrible swarms of spiders, of
tremendous spiders the size of a
small car, of chitinous parodies
of the human form, or
even of blasphemous
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amalgams of human and arachnid. And of course, once large
enough to catch a human in its webs, it can drink out her
innards and leave nothing but a useful skin.

The Azlu are driven to weave — it is as powerful a
drive as a spirit’s ban. Loci are their favorite places to spin
— werewolves need loci to enter or leave the Shadow
Realm, and other supernaturals seem drawn to loci for
their own reasons. A locus is the perfect place to draw
one’s food into one’s web. Some Azlu are singularly power-
ful and spin alone; others weave communal webs and
share in the feasts equally.

To a lesser extent, the Azlu work to strengthen the
Gauntlet with their Numina. In part they do so in order
to seal off loci that they haven’t claimed for their own,
as a form of herding their prey toward their webs. But in
part they also do so from instinctual fear. Some part of
the Spinner-Hag’s fear of her pursuer was imprinted on
the shard within each of her eggs, and the fear remains.
Though the Azlu do not fully understand why they must
seal the spirit world away from the flesh, they all suffer
half-remembered nightmares of the Great Wolf that would
destroy them if it could find them. When the Azlu cross
paths with the Uratha, they recognize that enemy reborn.

And the werewolves do hunt them down. The Spider
Hosts work to control loci, which to some extent helps cut
down the influx of spirits, which can even aid the were-
wolves’ efforts to an extent. But they do so for horrible
ends — and they enjoy the taste of werewolf flesh. Worse,
they also strengthen the Gauntlet and close loci anywhere
but their hunting grounds. For the Azlu to push the two
worlds even farther apart would carve the heart from the
physical world, leaving nothing but shells with the faintest
semblance of life. Of course, that could be what the Spider
Hosts want — a world full of docile, half-sleeping cattle
for them to prey upon at will. A werewolf pack can easily
dispose of a solitary small Azlu, but a powerful Spider Host
is not only intelligent and strong, it has potent venom
and spirit Numina at its disposal. And when Azlu share
territory, supporting one another instead of attempting to
subsume one another — then they are a danger indeed.
Beswrrv: Te L Hosts

The Rat Hosts were born from fear, and fear drives
them. Werewolf legend tells that long ago, one of the most
persistent foes of Father Wolf was the Plague King, a great
spirit that drew power from illness and disease. But although
it could strike down mortals and spirits alike with wasting
plagues of supernatural strength, it could not do the same
to Father Wolf. Perhaps the Plague King suffered from a
ban that forbade it to face Father Wolf or that rendered its
powers useless against the great hunter. Perhaps it simply
wasn’t strong enough. When Father Wolf caught its scent, all
the Plague King could do was flee. And in its fear, it devised
a desperate plan. It broke itself into thousands of shards,
imbedding each shard into the body of a living rat in the
physical world. With its scent and essence so diffused, Father
Wolf was unable to find it and mete out his predatory justice.
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But when Father Wolf was killed and the Gauntlet
arose, the many shards of the Plague King lost their con-
nection to the spirit world. Some withered and died with
their hosts. But those that survived gradually became
stronger, and eventually became shartha in their own right.

The Beshilu, like other Hosts, are creatures driven
by an instinct they do not fully understand. It is in
their nature to gather in swarms, and they can subsume
ordinary rats into their composite forms. Some take the
form of folklore’s Rat Kings, as small groups of rats all
connected by their tails. A powerful Beshilu that has
assimilated a few shards and many rat bodies might take
the form of a tottering monster half rat and half hu-
man, or a strange, immense, long-legged rat that seems
to parody the Uratha’s Urshul form in some strange
memory of Father Wolf.

The Beshilu are the Azlu’s antithesis. Where the
Spider Hosts work to spin a stronger Gauntlet, the Rat
Hosts frantically work to gnaw the Gauntlet down. Where
the Azlu try to close down loci and control the remnants,
the Beshilu try to create as many loci as they can. Their
instinct seems driven by some unconscious belief that if the
Gauntlet is lowered, they will be able to reunite into the
Plague King again. Yet their quest for unity damages the
world around them. Perhaps it is the memory of the great
power of disease, but when the Beshilu successfully open
another area to the influence of the spirit world, it is usually
a direct font for the festering power of a Wound.

This is more than enough reason for the Uratha to take
up their Father’s work and destroy the Rat Hosts, but it’s nev-
er an easy task. Tiny tunnels prevent easy access to a Beshilu
nest, and hordes of Beshilu might share a single nest without
combining themselves. Most seem to be content with human
size and intelligence, and a pack of werewolves inevitably
finds that a group of Rat Hosts outnumbers them. When fur-
ther taking into account the powers of disease that some Rat
Hosts manifest and the frenzied state of fear-driven madness
that Beshilu fly into when confronted with the descendants
of their long-ago hunter, the Forsaken have much to worry
about when they find too many rats in their territory.

& testrie WerlDd

There are all manner of individual threats that are not
part of the werewolves’s world but that come into threaten-
ing contact with it. If anything, these threats’ seeming lack
of connection to the spirit world or to the Uratha them-
selves makes them harder for werewolves to understand.
GHOSTS

Human ghosts are at once like and unlike spirits. They
are ephemeral entities that have a subtler effect on their
surroundings, and some can even be mistaken for spirits at
first glance. On the other hand, ghosts cannot be summoned
or bound by the same rituals werewolves use to affect their
spirit prey. They are not of the Shadow Realm, nor do they
reside there. A ghost might still think like the living person

A Hostile Wor/d
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it once was, or it might be devoid of reason, understanding
only mindless passion. Most werewolves attempt to lay ghosts
to rest in accordance with their desire to protect the physical
from the ephemeral. Frequently, this is easier said than done.
Hvmsns

It’s a little misleading to list humans as “enemies”
outright, but they can often be just that. Werewolves com-
pete with humans for resources and territory. Werewolves
can rarely avoid getting into fights, sometimes in public,
in their own territory. If that territory is in a crowded city,
police and public safety officials might find out about it
and try to intervene. In particular, humans are a constant
influence on the resonance of the local spirit world, a fact
that tempts some werewolves to... reduce that influence.
No other animals can create a locus of despair so quickly,
or draw the attention of a host of hate-spirits. Werewolves
understand that humans are perhaps necessary for the per-
petuation of the People, and some Uratha who were lucky
enough to be spared difficult lives before the Change still
feel affection for their estranged relatives and friends. But
in the 21st century, many werewolves feel that there are
more humans than strictly necessary. If too many humans
affect a pack’s territory for the worse, well...

The irony is that despite their great influence, hu-
mans are even more cut off from the true spirit world than
the werewolves are. Now that the Border Marches have
been swept away and replaced with the Gauntlet, humans
just don’t feel the spirit world. They have an absence
within their souls, where spirit energy might sustain them.
Some humans attempt to fill that absence with faith;
others remain hollow forever, turning to gluttony or lust
or avarice to attempt to sate appetites they never really
understand.

Humans can still pose a direct threat to the Uratha,
however. The Lunacy is not infallible, and not every-
one who sees a werewolf in its full fury dies immediately
afterward. Humans have legends of werewolves for a reason.
Over the ages, the occasional human has managed to
survive an encounter with one (or more) of the People and
hold on to some memory of the event.

These are potentially some of the most dangerous en-
emies a werewolf can make. A human who manages to learn
that the Uratha exist might not be the physical match of a
werewolf, but modern weaponry is nothing to scoff at, and a
werewolf’s vulnerability to silver is an open secret. A dedicated
human who takes it upon himself to do something about the
monster that he knows is all too real may be the threat that a
werewolf never sees coming.

e Unknouwn

There are hungry things lurking in old tunnels,
devouring everything of their victims save the teeth.
Shadowless men drink the breath out of homeless hu-
mans they catch sleeping alone. There are strange places
within buildings where a person might sit to rest for a
few minutes, then wake up three days later with the sight
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stolen from her eyes. How does one fight such a thing or
even recognize the signs of its presence? None can say, but
sometimes a pack must find a way to learn.

Ways oF te Forshken

Werewolves share a common culture to some extent,
but they exist in much smaller social groups than humans
do. Any given werewolf deals with a mere handful of his
own kind on a daily basis; the average human being sees
more fellow humans on the drive to work than the aver-
age werewolf sees of his own people in his entire lifetime.
Yet through the powerful bonds of tribe and ritual, the
Forsaken have preserved many traditions that are common
to werewolves across the globe.

Prcks

The pack is a werewolf’s most basic and intense social
structure. Almost any werewolf will jump into a fight on
the side of his packmate against a tribemate. A tribe rep-
resents a greater ideal, but a pack is family. A regional al-
liance of packs might maintain a loose agreement to come
to one another’s aid in times of dire need, but werewolves
never hold a tighter organization together for long.

A pack ranges in size from three werewolves to at most
10. Packs with more than nine members almost always frag-
ment into two or three packs, though, and such separations
are normally peaceful ones. The ideal pack is five members,
with one of each auspice. Such “blessed packs” are regret-
tably in the minority, as it’s rare that five First Changes
coincide so neatly. This only adds to the werewolf belief
that a blessed pack is meant for great things.

The pack bond does not imply unity of minds. Just
as siblings squabble among themselves, packmates argue
and even brawl over seemingly trivial matters. But such
disagreements are rarely enough to break up the pack or
even damage its strength when the situation grows grim.
True packmates don’t leave one another’s side during a
conflict with another pack or a more gruesome foe. Packs
are families, without the trouble of blood relationships,
though some blood relationships do pop up in packs. Even
if the “family members” don’t always get along, they form a
unified front against outsiders.

teten

Many packs, perhaps most, hunt down and bind a
totem spirit. A pack’s totem represents its link to the spirit
world. It’s also the pack’s mascot, parent and ally. A pack
totem is a spirit of moderate power, frequently a spirit
of an animal. Other nature spirits are possible, however
— the Forest Nightmares’ totem, for instance, is the spirit
of an enormous oak tree at the center of that pack’s terri-
tory. Packs with multiple Iron Masters might have totem
spirits derived from buildings, monuments or even cars.

A pack totem travels with the majority of the pack,
so it’s usually immaterial but present in the physical world.
Most totems lack the ability to properly materialize, though



WY LYY A

they remain close at hand and can watch over the Uratha
who have bonded with them. A pack totem can also com-
municate with other spirits and even spy for a pack. War-
like totems might even join in battles in the spirit world,
though it isn’t always prudent to endanger one’s totem
when discretion would be the better part of valor. The
totem spirit also provides some other benefits to its pack.
It might be able to teach a few Gifts, have some mundane
knowledge it can provide or have allied spirits who could
aid a pack.

The way a pack of werewolves acquires its totem
spirit is a complicated one. Most spirits still feel great
hostility toward the Uratha, the half-Alesh usurpers who
gave themselves the authority to cull the shadow world’s
denizens. Walking through the forest alone at night, one
can still feel the lingering menace of that ban. Uratha are
rarely welcome unless their presence directly benefits the
local spirits. Most spirits simply don’t want werewolves
intruding on their turf. Some packs’ totems are rebels or
opportunists; others were compelled into service with a
mixture of respectful offerings and subtle threats.

Some Uratha have a natural affinity for a particular
totem spirit. They might find themselves attracted to art
that represents the totem, or even have unusually good
relationships with the totem’s animal. Other Uratha have
no obvious affinity but instead sympathize with the spirit’s
symbolism and ban. A werewolf who works as a paramedic
might have no sympathy toward Snake, but nevertheless
his goals and Snake’s are in concert. Most Uratha don’t
have a strong affinity for a given totem spirit, though.
Their bond with the totem comes voluntarily and intensi-
fies over time.

Spirits that might willingly serve a pack
as totem are not altogether common, but the
services they provide are too valuable for a pack
to go without. Some packs simply summon, trap
and bind their totem spirit to service. Progressive
werewolves frown on this practice as slavery, but
traditionalists point out that it’s been done for
millennia and it isn’t any worse than binding a
spirit into a fetish. The law of the spirit world is
that the strong overpowers the weak, and bind-
ing a spirit as a totem is certainly more generous
than devouring it for Essence.

Bound totem spirits might eventually
become willing and loyal servants — particularly
if they are treated and compensated well. Others
become rebellious over the years, and those that
do pose a real hazard if they figure a way around
the binding and ban.
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A pack can also lose its totem. The most likely way -
for that to happen is that the totem is destroyed because
its pack thought it could take on an enemy that was
beyond it. Also, if a pack gets too small and stays small
for too long, its totem spirit might abandon it. If a pack’s
numbers dwindle below three for more than a month, the
totem will likely run for it. Should an erstwhile pack lose
members, it behooves the remaining werewolves to recruit
some others before being abandoned or join a larger pack
if it will have them.

It’s also possible to lose a totem by offending it. It’s
hard to break the compulsions of a pack bond by simple
rudeness, but every totem has a ban that applies to both
it and its pack. Unlike spirits, werewolves can choose to
disobey a ban, but the totem can’t abide such willful dis-
obedience. Minor violations of a ban irritate totem spirits,
but concerted, repeated violations enrage them. They will
not only leave, but spread word through the spirit commu-
nity that the pack is particularly treacherous, which will
further hinder the pack’s future dealings with other spirits.
It’s best for a pack to find out its potential totem’s ban
before striking a compact so as to keep from risking the
totem’s displeasure. An egregious violation of the totem’s
ban is even enough to break a binding rite used to keep
the totem in the pack’s service.

Lrown

Werewolves have enough of a wolf’s instinct that
they form packs even when they don’t mean to. The same
instinct leads them to aggressively compete for leader-
ship positions within any social group and to avidly take
advantage of the perks of leadership once they achieve
them. The leader of a pack, just as in a wolf pack, is called
the alpha.

Among wolves, the first part of the kill goes to the
greatest in station, so the alpha eats first, while the others
just sit there growling. Werewolves are less instinctively
status-minded, but the alpha speaks for the pack and gets
first pick of anything the pack comes across. If the pack
shares a house, the alpha gets the master bedroom. If two
members of a pack are chasing a gorgeous potential mate,
the alpha wins him or her.

A pack has only one alpha at a time, and a wise
werewolf doesn’t challenge the alpha when the pack would
be weakened by the struggle. In the middle of a fight, an
investigation or even a trip across the country, it’s danger-
ous to challenge the alpha. In times of relative peace, it
becomes acceptable to challenge him and try to take his
position, but not when a leadership challenge could result
in someone getting hurt or dying. A smart alpha knows
his limitations, though, and doesn’t have to be in charge
in every situation. Most alphas of packs that last more
than a few moons defer to a packmate in a situation where
that packmate’s knowledge or ability is greater. A Rahu
alpha will usually let the pack’s Elodoth take the lead in a
spirit negotiation, for instance.

Ways of the Forsaken



Chapter I: The World of the Forsaken

Some packs don’t have a single consistent alpha in all
situations. Blessed packs in particular shift the position
of alpha from one packmate to the next based on auspice.
The Rahu leads in battle, the Cahalith or Elodoth takes
the lead during negotiations with rival packs, the Irraka
leads any hunt that relies on stealth, and so on. Though it
takes much coordination and trust to make this arrange-
ment work, the pack that pulls it off can be more efficient
and versatile than those of more traditional bent.
Discoverine tHe Newry CrNGED

All werewolves understand the responsibility of looking
out for nascent werewolves that are about to undergo the
Change — even packs embroiled in constant territorial
disputes. Primarily, most packs keep an eye out for likely
prospects in general. A Cahalith might keep a mental list of
known humans with wolf blood. Some even keep abreast of
goings-on at the local school or university, in order to have
an idea of which kids are unusually troubled or troublemak-
ers. When their borders are more secure, werewolves patrol
the territory every few nights watching out for strange
activity in the spirit world. If one particular person seems to
be roiling the Hisil wherever she goes, one of the packmates
gives her a bite (and likely the scare of her life), then shares
the taste of her blood so the entire pack can keep tabs on her.

Once the pack has found a new werewolf and caught
her, though, what’s to be done? Some werewolves spread
the word among local Forsaken right away that they've
found a newly Changed werewolf, and ask if there are
other inexperienced Uratha nearby with whom she can go
through her education. Then an established and expe-
rienced pack is given the responsibility of teaching the
newcomer(s). That responsibility is a grave one, and it’s a
sign of respect from other Uratha in the area.

Sometimes, though, a newly Changed werewolf doesn’t
have a convenient local gang to join up with. In that case,
the werewolves who found her will probably end up adopt-
ing her themselves. As long as they can get her to pay at-
tention and learn quickly, they extend their pack’s viability
by admitting her.

Leciee

The wolf-blooded (as well as werewolves before the
First Change) have an instinctive rapport with wolves.
They are able to read lupine body language and growls far
better than other humans are. This isn’t communication or
an understanding of a secret wolf language — it’s a quirk
of the blood. To some extent, this rapport extends to dogs
as well, though dogs’ blood is so debased and watered down
that the ancestral wolf nature doesn’t always come through.

Werewolves in wolf form cannot speak human
language, but they are able to communicate with one
another (and with wolves as well) through an instinctive
understanding of “wolf-speak.” Although wolf-speak can-
not transmit most higher concepts, it can be surprisingly
expressive. Werewolves in Urshul can also use wolf-speak,
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though ordinary wolves will flee when confronted by a
werewolf in this form.

Werewolves can also learn the First Tongue, the
ancient language spoken by all spirits — and, as legend
would have it, by all mortals before the fall of Pangaea.
Most werewolves have a remedial, instinctive understand-
ing of the First Tongue and can learn greater fluency from
any werewolf who knows the tongue or any spirit that
agrees to teach. Though the First Tongue dialect that the
Uratha speak is not quite the same as the spirits’ dialect
— it is adapted by necessity to their mouths and throats
— it is close enough that spirits and Uratha can easily
understand one another.

Werewolves in Urhan (wolf) or Urshul form can-
not speak human languages (their mouths are the wrong
shape), nor can those in Hishu (human) or Dalu form
speak with wolves (they lack the fur and tail that are part
of lupine expression). Those in Gauru form can speak (with
difficulty) or understand both human and wolf speech
— although when the war form is worn, the time for speech
has passed. Werewolves can speak the First Tongue in any
form but Urhan. In fact, they have the most fluent facility
with the unusual growls and subvocalizations inherent to
the tongue’s subtleties in Dalu and Gauru form.

towes

Werewolves can howl like wolves, but
they also can use howls to communicate more
than simple expressions of emotion. Such howls
aren’t dogs’ barks, wolves’ yips or even wolves’
howls. The closest human approximation to a
werewolf’s howl is a half-improvised singsong
recitation of an epic poem. A true howl might
go 10 minutes, an hour or half the night. Howls
are half faithful to the original and half impro-
vised — an art form born of the fusion of animal
instinct and human art.

Just as wolves howl along with one another,
werewolves do the same. Wolves instinctively
avoid howling on key, always adding notes of
discord to the dominant theme of a howl. A single
werewolf leads a pack’s howl, but her packmates
add commentary, nuance and ritual response.

Formal howls do have names. Some have
names such as Toothgrinder’s Saga or Mountain
Song, though most are named as howls, like
the Howl of Rage at the Banishment. Some
have been translated into human languages
for obscure purposes. A few collections molder
away in ignorant historians’ archives even
now. Uratha who worry particularly about
being exposed to humankind destroy these
translations if they can find them, but secrets
can spread in unusual ways.
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Only the alpha gets to breed in a wolf pack, and hu-
mans generally do whatever they want whenever they can
find a willing partner, depending on their cultural practices.
Uratha are somewhere in between. Their taboos forbid
taking mates among their own kind — and for good reason
— but most human mates are acceptable. Werewolves don’t
have a reliable social safety net, though, so young Uratha
are sometimes advised not to breed until they can figure
out how to deal with offspring. If a werewolf can keep a job
so her kid can eat, or if she has another scam going where
humans in her territory help take care of her kid and mate,
she’s doing well. Those who can’t arrange for their kids to
eat had best hope that their packs have some money, or
their kids aren’t going to eat. Uratha consider it dishonor-
able to have children they can’t sustain.

And yet, human storytellers thrive on tales of tragic
romance, and werewolf Cahalith do much the same. The
People tell the legend of their origin as a tale of tragic
romance. In one form or another, neatly every werewolf in
the world has howled out a lament for lost love.

A werewolf female impregnated by a human male
goes through a nine-month pregnancy just like a human
female. About one child in four that has a werewolf par-
ent is a werewolf himself. The remaining children have
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roughly a 50% chance of inheriting a stronger measure
of the werewolf blood, and being known as wolf-blooded.
What’s more, matings between wolf-blooded can occasion-
ally produce Uratha themselves. That happens only about
two percent of the time, though. Second and later genera-
tion wolf-blooded are prone to lose the wolf blood entirely
— but sometimes the blood remains strong. A werewolf
can sometimes smell the wolf blood in a human, and they
find the scent tantalizing, the sign of a good mate. But this
can also lead to tragedy — for the Pure can smell out a
Forsaken’s wolf-blooded mate or child just as easily.

Love between a werewolf and human often ends
in tragedy. The innate capacity for Rage is more than
any human possesses. On a hot summer Saturday night,
his personal space invaded by the press of a crowd, the
most furious and passionately angry human is a domes-
ticated beast of burden by comparison to an enraged
werewolf. Uratha are extraordinarily passionate crea-
tures. They love with every cell of their bodies, and
they hate just as strongly.

An angry human who has no intention of throwing
a punch might clench his fist. An angry werewolf who
has no intention of committing murder might neverthe-
less take the Dalu or Urshul form. It’s reflexive, or at least
that’s what the Uratha tell themselves. The problem is

Ways of the Forsaken



Chapter I: The World of the Forsaken

that sight of one of these forms induces Lunacy among
humans. Said to be a blessing from Mother Luna to let her
children hide among humanity, Lunacy is a supernatural
madness that manifests as a fear far beyond the ordinary
drive of self-preservation — an abject terror of the primal
monsters that once ruled the world.

The wolf-blooded are somewhat resistant to Lunacy.
Such humans might not fall into a catatonic state or a
delirious panic at the sight of a rampaging werewolf the
way many humans do, but mates still cower and children
still flee.

Uratha are territorial creatures — and wolves mate

for life. Werewolves aren’t good at dealing with the
vagaries of modern human relationships. And again, they
aren’t good at controlling their tempers. A petty dispute
that might lead to a heated argument between two hu-
mans is much more dangerous with a werewolf involved.
It could leave a beloved human mate with broken bones
or worse. A human mate who cheats on a werewolf lover
is taking his life into his own hands. If nothing else, the
werewolf’s going to be able to smell the interloper on her
mate.

Human mates and families, especially the wolf-
blooded are in harm’s way. A kin family usually lives in
the heart of a pack’s territory, where the pack can keep
an eye on them. They have to. The Pure Tribes are good
trackers, and werewolves’ enemies take their hatred out
on the werewolves’ family and property in ways they
never could against the werewolves themselves. Most
werewolves face a choice between passionate one-night
encounters with strangers or long-term relationships that
place their loved ones in great danger. The Cahalith sing
tragic howls about both.

It is a violation of the Oath for Uratha to mate with
one another, but not to love one another. The Oath comes
to werewolves in the First Tongue, and the First Tongue’s
phrases are short, harsh directives that leave room for
interpretation and nuance. There are many different
answers to the usual questions — can Uratha engage in
intercourse that does not result in offspring? What about
homosexual acts or less direct sex-play? Most Elodoth take
a conservative view, though, for they know how dangerous
things can be if a sexual relationship continues to escalate.

Uratha are creatures of both earth and spirit. They
require constant reaffirmation through breeding with
creatures of earth, real material creatures. That’s why they
breed with humans. If they don’t anchor themselves in the
physical — with the seed and wombs of humans — their
spirit natures breed together and escape.

When a mating between Uratha conceives, the
results are horrific and painful. An Uratha female who
has been impregnated by another werewolf finds herself
going through the expected symptoms of a pregnancy: a
nine-month gestation, morning sickness and the rest. She
cannot conceive during this time, and does not menstru-
ate. At the end of this false pregnancy, the Uratha mother
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experiences a relatively brief, extraordinarily painful labor
that produces only a rush of blood.

At least, there is no offspring in the physical world.
A spirit pup is born instead — a wretched, wild wolf-spirit
with the intelligence of a human. The spirit — which
werewolves call a Ghost Child or unihar — then escapes
into the far reaches of the spirit world. From the moment
of its birth on, no rite or Gift seems to work on a unihar.
They cannot be bound as other spirits are, perhaps inher-
iting that immunity from their half-Aflesh parents. Uratha
occasionally encounter unihar when the spirits are older,
wilder and more savage. They are among the most terrify-
ing enemies the People face.

CHLLDAOOD

Although werewolves can generally recognize the
scent of a fellow werewolf, this ability is much more dif-
ficult before the Change. It becomes possible only within
a lunar month or so of when the First Change is coming.
A werewolf parent has no reliable way of knowing if a
newborn, or even a young child, is truly Uratha or not; the
child might smell like one of the wolf-blooded, but even
that’s not a reliable sign. Many werewolves don’t display
any sign of the wolf blood until the Change approaches.
Likewise, the spirits don’t tend to recognize a nascent
werewolf up until about the last moon before the First
Change — and the Change doesn’t happen at a predict-
able point in life. It would certainly be easier if it always
happened when a werewolf hit puberty, after he lost his
virginity or the first time he was beaten or humiliated, but
that isn’t the way it works.

Every young werewolf seems to be human — maybe
wolf-blooded, maybe not. There’s no sign of his true po-
tential, and those who are exposed to enraged Uratha very
young still suffer from Lunacy. For many, that enraged
werewolf is a parent or possibly another relative, and these
sorts of encounters set the tone of their entire child-
hood. Some remember them as a parent’s temper or a wild
animal rampaging through the house. Others just have
childhood nightmares.

Most Uratha process their childhood experiences
as perfectly ordinary, making perfect sense. The families
on TV, in stories in books — those don’t make any sense.
In those worlds, kids have both parents all the time (or
maybe one divorced parent working hard to maintain an
“ordinary” life). Strangers respect their front door, no one
howls into the night, no one ever comes home bloodied in
a panic...

This isn’t the way life goes with a werewolf parent.

If the Uratha parent is the child’s father, he almost never
lives with the child’s mother and siblings, which is cer-
tainly for the better. The children hardly see him healthy
and happy. He comes home when he needs help or money
or to warn everyone that something dangerous is happen-
ing. He shows up only rarely to see his kids and get the
scent of them, maybe try to show them some affection, but
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mostly he has other things going on of which the kids are
vaguely aware and never a part. Yet such behavior teaches
resilience. They develop some self-reliance and learn who
they can really count on — one another, for most things,

and the Uratha parent if violence is ever called for.

Some Uratha give their kids up to foster parents
— whether friends, distant relatives or even state agencies.
Werewolf mothers, for instance, have a hard time raising
children. They possess maternal instincts, but they also
have their predatory instincts, and those two paradigms
don’t always mesh. Legends say it was not always so, but af-
ter the Sundering, the Uratha became a race that couldn’t
breed normally, which fractured the connection between
motherhood and being a werewolf. Some Uratha mothers
manage to raise their own children successfully, but this
is rare. Few can reconcile the ferocious beast’s heart and a
gentle approach to parenting.

It’s anybody’s guess whether foster parents of were-
wolves’ kids know what they’re getting into. A quarter of
those children are Uratha themselves. Every story one
hears about devil foster kids — the worst behaved with
terrible tempers and destructive tendencies — just might
be about a misplaced child. Some Uratha parents do keep
half an eye on their kids, though, since some enemies try
to get at them through their children.

The luckiest Uratha have pristine home lives before
the First Change. Maybe they’re foster kids, they’re
adopted, or both of their parents are wolf-blooded. Odds
are that the parents didn’t know what was in store for the
children. Uratha don’t tell their wolf-blooded relatives an
awful lot, mostly to protect them from knowledge that
only draws them deeper into a more dangerous world.
Many don’t even realize that they can have Uratha chil-
dren. That leads to werewolves who grow up ignorant of
what they are, but there are worse fates.

Wolf-blooded children and Uratha kids have two
noteworthy differences from human kids of the same age.
The first is anger. The wolf-blooded don’t possess the
Uratha’s potential for Rage, but they do inherit a fraction
of it without the exhilarating power that comes with a
werewolf’s fury. Pre-Change Uratha — called nuzusul in
the First Tongue — are in much the same boat. They're all
too often simply petulant or irritable, like their brothers
and cousins.

The other real difference is the spirit world. Most
spirits don’t consciously recognize nuzusul, but they do pay
a little more spiteful attention to them than they do to the
wolf-blooded. Strange, unlikely things happen more often
around pre-Change werewolves than around anybody
else. Every time an illness makes the rounds of his class,
he remains unaffected — but he falls sick when nobody
else does. Major holidays have weird weather — snow on
Easter, a sweltering Halloween, rain on Christmas. Each
potential omen is a hint that could draw the attention of
a werewolf pack — hopefully, a pack of Forsaken rather
than the Pure.
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Uratha have an instinctive understanding of hierarchy
and desire for status. Relative status is a nearly reflexive
thing among werewolves; only after the status of two
werewolves has been determined can true communication
occur. Werewolves keep a running tally of the various deeds
they have achieved, burning a series of mystical brands into
their coats that are visible to spirits, or that shine with silver
light when a werewolf stands in the spirit world.

Werewolf Renown stresses the direct and simple
virtues of Purity, Glory, Honor, Wisdom and Cunning.
The five virtues of Renown correspond to the tasks of
the five auspices and the five choirs of Lunes that watch
over them. Glory follows in the wake of a Cahalith who
lives up to the ideals of his auspice, while the Ithaeur
who excels at his tasks bears the brands of Wisdom. Each
of the five Tribes of the Moon also chooses an aspect of
Renown to honor. The Hunters in Darkness walk the path
of Purity, while the Iron Masters equate their creed of
adaptation and versatility with Cunning.

While Renown is a useful system for establishing
a rough hierarchy without undue bloodshed, it also has
ramifications in the spirit world. The more Renown a
werewolf has, the more likely it is that the more com-
mon spirits he encounters will recognize him as a superior
power. They won’t love him for it, and they won’t obey
him unless he forces them to, but they will respect his
power and standing.
ersaL v Recronsl ELYERS

The pack is the fundamental unit of Uratha society,
but it isn’t the only unit. Uratha with enough Renown be-
come known across an entire region or beyond. The most
famous Uratha may serve as detached advisors to the
werewolves of their auspice within a few hundred miles of
their homes, or as keepers of the most ancient and vital
lore. These Uratha often attain mystical lore that few oth-
ers know, and they grant access to these secrets sparingly.

The tribes don’t have tight structures, though the
lodges within those tribes often do. Werewolves with ex-
ceptionally high Renown are often treated as though they
speak for their tribe (save for Ghost Wolves, of course),
even though they have no real authority to command the
rest of their tribemates. The Uratha generally find that to
be for the best. What does an elder who lives many days’
travel to the north know about the concerns confronting
a pack’s territory? The pack must answer to the pack.

Prck Verertory

The most important possession any pack has is its
territory. A pack bleeds for the lands it claims. A pack’s
territory is more than just its home — it’s an oath of re-
sponsibility for everything that goes on within it, in both
the physical and spiritual realms.

The Tribes of the Moon are united by a blood
oath to their totems and to Luna, that they will uphold

Pack Texritory
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Father Wolf’s ancient responsibilities. Within its terri-
tory, a pack who shares that oath works to keep the spirit
world and physical world separate. Spirits are kept in the
Shadow (for the most part); the spirit-possessed are kept
under control. Similarly, a proper pack of Uratha pre-
vents humans from taking actions that unduly stir up or
feed the worst aspects of the spirit world, such as wanton
destruction, violence or ritual magic. Spirits resent this
more active “interference,” but their goodwill means less
to the Uratha than the health of the world.

Not every pack has an appropriate sense of respon-
sibility, though. Some set up fiefs within their territory,
ignoring the needs of the spirit and physical world to
concentrate on their own temporal needs. This abdication
of responsibility earns such packs the enmity of any neigh-
boring Forsaken with a stronger sense of duty, but they
usually aren’t too concerned with what goes on outside
their territory.

Most often, a pack settles somewhere in the middle.
It tends to the worst violations of the Gauntlet and the
most damaging human crimes, and it sets its territory
up to make the area pleasant and easier to defend. This
doesn’t always please their more devout neighbors, or
the spirit kings of the Shadow Realm, but Uratha hardly
worry about being popular and well loved. Loyalty to the
QOath is what matters.

CLrwmING NERLTTERY

It is rare these days that a pack can find a choice
patch of territory that no other pack has claimed — and
which hasn’t been claimed by something else entirely.
Most such spaces are the sorts no one would claim as a
first choice — a square mile of mountainside, perhaps, or a
city dump — but they are plentiful.

A pack takes a territory for three main reasons:
instinct, tactical advantage and access. Instinctively,
Uratha remain part wolf and part human — both of those
halves crave a stable home territory. A territory provides a
place to forge social bonds with humans and neighboring
Uratha, or to find and keep a mate. Wolves want a stable
hunting ground and a safe place to raise their young;
humans want a patch of land to own and rebuild to meet
their needs.

A werewolf pack with its own territory can more
easily launch attacks on local trouble spots or defend itself
against attacks in kind. The pack knows the secret places
to hide, the best sight lines across a valley or the best
place to steal a gun at 4:00 AM. A good territory also pro-
vides a safe place to heal from the (rare) serious wounds
that Uratha receive. Along the same lines, a decent-sized
territory provides werewolves a reasonably secure place
to vent their fury. In his territory, a werewolf can knock
down trees, scream, howl at the moon, kill beasts or even
humans with little worry about repercussions from other
Uratha or unknown spirits.
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Lastly and most importantly, carving out a territory
provides a pack with access to that area’s loci — places
where the wall between flesh and spirit is not as thick
— which provide access to the spirit world and to Essence.

To properly establish its claim, the pack must mark
out the boundaries of its territory and make known to
other local Uratha, spirits and other creatures of the night
that the pack claims the territory — that it is now the
law. Boundaries can be marked in whatever manner seems
appropriate — it depends on who needs to be notified
about those boundaries. An isolated territory barely needs
boundaries; the Uratha just haunt nearby areas that inter-
est them and they can reach. In a city, Uratha might use
graffiti, coded newspaper notices or Internet postings to
declare their claims. Spirits are typically notified through
the sorts of rituals that broadcast simple messages through
the local spirit world. Those rituals might have to be
repeated for a few nights to get the message across to the
entire local spirit world.

Things get much more complicated and dangerous
for werewolves who can find no acceptable unclaimed
nearby territory. They must either forage far afield or carve
out their own space from other werewolves’ territories. In
unusual cases, a pack might cede part of its territory to
another — such as when a pack with a large territory finds
its numbers greatly reduced and cannot adequately defend
its former territory.

If a pack sets its sights on land that’s part of another
pack’s territory, there will be a struggle. This doesn’t
always involve direct combat, but any other method of
resolution is fairly rare. Dedicated spirits on both sides
might duel one another or cause chaos in the streets. In
one incident in Kentucky, ghostly spirits bound to the
service of the Angry Dead pack haunted the homes of
local humans for a full month. This left the local Uratha
(the Army of Five) exhausted from dealing with all the
disturbances, which, easily pulled them away from their
locus and gave the Angry Dead a chance to negotiate for
peace from a position of strength.

The crush of humanity in the world’s overcrowded
cities cuts swaths across the spirit world. The intensity in
the spirit echo of a city reverberates across the Gauntlet,
creating more loci within cities than might be found in a
similarly sized stretch of farmland or pristine forest. With
more loci come more opportunities for packs, and those
packs claim smaller territories within a large city than
they would in a rural or wild area. It’s very hard to keep
a large urban area under proper control, particularly with
vampires, mages or other such entities staking out territo-
ries of their own.

Rural territory is well suited to Uratha activity. The
Gauntlet is thinner there, and the spirit world is generally
healthier. The greater variety of wildlife in rural areas also
leads to a greater variety of spirits. Therefore, an Uratha
pack totem is more likely to be comfortable in a rural area.
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A “rural” area really can be one of two things:
cultivated farmland or true wilderness. Most rural packs’
territories comprise both. Humans have been farming for
the better part of 5,000 years, so Uratha don’t find farming
itself to be unnatural. Some spirits (particularly spirits
of livestock and the land itself) do find it to be criminal.
Rural werewolves are more likely to face open challenges
from neighboring packs or Pure than urban Uratha are,
even though urban Uratha have more werewolves for
neighbors than rural ones do. Urban werewolves settle
into a truce with their neighbors, knowing that human
police and observers (as well as more alien enemies) are
everywhere. Rural Uratha know that they can get away
with sneaking a few acres of a neighbor’s territory without
any repercussions.

Rural packs can claim whole counties (or county-sized
areas) as their territory. A space 20 to 40 miles on a side
is not unreasonable for werewolves with modern vehicles
and communications equipment, though things can still
slip through. Werewolves in cities claim much smaller ter-
ritories. The average large coastal city in the United States
is just 50 or 60 square miles, but it might have several
packs of Uratha who claim their entire territories within
its boundaries. Cities in the center of the country sprawl
considerably more, but they still have more werewolf packs
than a rural area of the same size.

A pack chooses a territory that suits its members, its
goals and its totem — if such a perfect territory is avail-
able. Most of the time, though, the werewolves in the pack
must decide whether they’d rather live in a location they
dislike in order to appease their totem or a location they
like but which makes their totem uncomfortable.

A pack’s territory grows with its advancement in
renown, power and influence. A pack of fledglings might
be able to patrol only a few small, relatively safe towns,
but as they grow in strength and experience, they become
able to manage a territory 50 miles across. Technology and
spirits can both play a part. Cooperative spirits make a
territory easier to manage, while cell phones can have the
same effect.

Leoct

Few things are more valuable to werewolves than loci
— places where the Gauntlet isn’t as powerful and Essence
flows more freely. It’s only in the presence of a locus that a
werewolf can overcome the great burden of being Forsaken
and enter the spirit world once more.

Loci are focal points of spiritual energy in the physical
world with particular flavors, or resonances. They’re like
fountains or wellsprings, arising as Essence of a particular
resonance flows strongly enough to erode the Gauntlet, or
created by a sudden and powerful spike of resonance. A lo-
cus always has some physical form. The cornerstone of an
old sturdy building might become a locus of urban energy,
while a mass grave might become a locus of death energy.

5 ;‘i

oL
¥ kA

Loci attract spirits of allied types. They exist both
in the spirit world and the physical world, and thus allow
spirits comfortable with their resonance to manifest in the
physical world much more easily than otherwise — they
represent a kind of window through the Gauntlet through
which only allied spirits can peer. A locus can be de-
stroyed; the easiest place to do that is usually the physical
world rather than the spirit world.

A pack can use loci within its territory to “tune” the
local spirit world in harmonious ways. A locus isn’t an in-
dependent entity like a spirit is. It’s just a patch of ground,
a creature, a person or an object that has an affinity for a
particular kind of spiritual energy. A broken window in
the town’s asylum might be a locus for chaos or madness
energy, while a patch of deep old stream might serve as a
locus for elemental water energy. An enterprising pack can
refine loci, weaken them or even use them to reshape the
local Shadow.

Most packs try to claim at least one locus for their
own, in order to have a steady source of Essence. Vicious
fights can break out over the larger loci in an area, par-
ticularly between Forsaken and Pure. Once a strong locus
has been taken, a werewolf pack can transfer a portion of
its Essence into touchstones. By such means werewolves
have access to very small canteens of Essence. If they find
themselves in a dire situation, they can drink in the power
of the touchstone and use it just as they would use the
Essence gathered by other means. By use of particularly
powerful rites, a werewolf pack can even strengthen the
power of a locus, increasing the amount of Essence they’re
able to harvest.

Of course, a pack probably doesn’t want to leave
their font unguarded. Many packs leave their pack totem
spirit behind when they plan to range afield, setting the
spirit to guard the locus so they don’t have to worry about
it. Others summon and bind spirits to act as temporary
guardians, granting these shadow watchdogs a tithe of the
locus’ Essence to ensure their loyalty. While most spirits
still hate the Forsaken and are loath to do them favors, the
combination of werewolf binding and a guaranteed source
of Essence is a hard combination to resist. Still other
packs manage to strike bargains with other supernatural
beings so that they are free to make raids against their en-
emies. A coterie of vampires would probably be more than
willing to guard a locus for a night (particularly as they’re
seldom tempted to steal the Essence for themselves) in
exchange for having the brute force of a werewolf pack on
their side later on.

Crtaer Verptory hssets
A territory can have dozens of different bits that the

pack can use to perform its duties or make its collective
life easier.

® Wolf-Blooded: Wolf-blooded kin are assets for
a few reasons. They are safer to spend time with than
humans with no measure of wolf blood. As mates, they

Pack Texritory
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improve the chances of pure-blood werewolf offspring, for
those that desire such. And lastly, some can be trusted
with enough knowledge of the Uratha and their world
that a werewolf can unburden his soul, spending time with
someone other than a packmate who might come close to
understanding.

® Wealth: Humans say that money follows money.
They have no idea how right they are. Spirits of money do
collect where money collects, and spirits that feed on hu-
man emotions like desperation collect around banks and
ATMs. Large or important sums of money might attract
spirits, as might individual coins that have been infused
with significance by collectors. If werewolves have any
use for things purchased in human society and any reason
not to simply take them, it’s in their best interest to keep
money flowing through their territory.

e Utilities: In some parts of the world, electricity,
quality plumbing, gas for heating and other trappings of
modern life are absent or unreliable. Werewolves have no
need for such things, but human infrastructure is conve-
nient. A phone call can reach farther than a howl when it
needs to, and a house heated by gas can keep a werewolf’s
family warm.

e Spirits: Most spirits harbor at least quiet hostility
toward werewolves, but spirits that belong to a Firstborn’s
brood can be well disposed toward Uratha of the associ-
ated tribe. Some make alliances or non-aggression pacts
with werewolves. These spirits can provide surveillance,
notification of emergencies or even, in very rare instances,
help in a brawl. Many spirits can be coerced into teaching
Gifts to honorable werewolves, though never for free.

e Police and Military: Human law enforcement and
military can be inconvenient to active werewolves, but
packs that have such things in their territories can make
the best of the presence. The sorts of enemies who kill
humans indiscriminately can be checked to some degree
by a simple anonymous tip to a police hotline. Military
bases attract scores of war-spirits that might be put to use
if they can be appeased.

¢ Secret Movement: Sewers, subway tunnels or
forbidding terrain all provide defensive advantages to local
Uratha. Werewolves can move around without being ob-
served, which means that they can hunt in their Lunacy-
inducing forms without actually causing riots. They can
also strike at enemies from unexpected locations. Spying
is also much easier when one can move around in secret.
Werewolves can also move through the spirit world, of
course, but only from locus to locus, and the spirit wilds
outside a pack’s territory are frequently all too deadly.
Being able to move unnoticed in the physical world is a
notable asset.

e Gauntlet: The strength of the local Gauntlet can
be a problem or an asset. A strong Gauntlet keeps the spir-
its at bay, which often helps keep certain immaterial pred-
ators at bay. A strong Gauntlet also limits a pack’s ability
to draw on its spiritual resources, though. A thin Gauntlet
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allows werewolves to access their spiritual resources more
readily, but it lets spirits do the same. Areas with a thin
Gauntlet have a higher incidence of spirit invasion and
Ridden, for instance. Of course, packs with a strong sense
of duty tend to seek out territories with a thinner Gaunt-
let, for they know they will be needed there.

PreBLeENS

Certain features within a pack’s territory can make
its life more difficult, either by making its duties harder to
perform or by outright causing violence against it.

* Wolf-Blooded: The wolf-blooded are dangerous.
Some know just enough about werewolves that they might
reveal pack secrets under interrogation. They’re a danger
to themselves as well. The Lunacy doesn’t affect them
as much as it does ordinary humans, which might make
them think they’re immune to the dangers of remain-
ing near werewolves. They couldn’t be more wrong. A
werewolf’s foes hurt them to harm the werewolf, and the
Uratha’s own Rage often lashes out at her closest rela-
tives. A child’s broken arm takes weeks to heal, and every
moment of that healing is an ugly reminder of a werewolf’s
lack of control over her actions — even as it reminds the
child how lucky he was to survive in the first place.

¢ The Ridden: The spirit-possessed, whether fully
Claimed or only Urged, are all over the place. They are
more common in heavily populated areas, simply as a
function of population density. In and around big cities,
one can find a population of homeless, maddened Ridden
that need to be dealt with. These poor humans have been
driven, twisted or possessed for so long that they cannot
maintain normal lives anymore. Most Forsaken see hunt-
ing Ridden as part of the Oath that binds their race, but
the Ridden make for dangerous, devious prey.

e The Hosts: The strange composite entities called
Hosts are a constant worry, for they affect the very bal-
ance between spirit and flesh. The Rat Hosts (the Beshilu)
feverishly gnaw holes through the Gauntlet, creating new
loci that let more spirits into the physical world. Converse-
ly, the Spider Hosts (the Azlu) spin ephemeral webs that
thicken the Gauntlet everywhere but the loci that they
control. If the Beshilu run unchecked, a territory becomes
plagued with spirit intruders and dangerous resonance. If
the Azlu are not opposed, the spirit reflection of an area
withers and dies, sapping the vital spark from the physical
world everywhere but in the spiders’ hunting ground. If
the two Hosts were evenly matched and could be counted
on to cancel one another out, they would pose less of a
problem, but it’s never that easy. If the rats are strong in
an area, the spiders are inevitably weak, and the Hosts
don’t police their own numbers.

NELGHBORS
The territories of most werewolf packs border other
werewolves’ territory. A pack in the wilderness or with

coastal territory might only have one neighbor, but most
packs have a few neighboring packs.
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Every Uratha pack has its own motivation and reason
for existing, which influences the pack’s totem and vice
versa. Packs’ goals don’t always intersect. Most Forsaken
pay at least some attention to the Oath, of course, and
the first portion of that vow dictates that they protect the
physical world from the spirit. Beyond that, just about
anything goes. A pack and its neighbors probably don’t
see eye-to-eye on most matters, but they may strike a truce
— or they may become bloody rivals.

A pack must define its borders carefully and com-
pletely. If politeness and humility keep a pack from
understanding exactly where the pack next door defines
the border between territories, politeness and humility are
worthless. Misunderstandings generate just as much anger
as deliberate violations. It’s also in a pack’s best inter-
est to learn everything it can about its neighbors, from
their pack totems to their tribes and auspices. Doing so
makes it easier to predict what they’ll do in a crisis, makes
them easier to negotiate with, and might even help form
alliances and friendships. Of course, if the time comes to
throw down, it'll make that a little easier too.

Some werewolves even discover that their territory
runs up against territory claimed by a pack of the Pure
— or by something even stranger and more danger-
ous. If that’s the case, there’s no easy answer for how
to conduct oneself. The Pure might wait until they’re
certain of their superior numbers and strength before
making a move, or they might launch a seemingly
foolhardy attack, driven by some strange taboo or oath
that the Forsaken can’t understand. The only sure
factor in dealing with the Pure Tribes is that they are
still werewolves and have the same instincts as the
Forsaken. A pack of Pure might care nothing for
the Oath, but instinct still compels them to guard
their territory and follow their own hierarchy.

The other, more alien creatures and entities
are even harder to predict. At least with the
Pure Tribes, werewolves know where they
stand. Where a vampire gang or warlock
cabal is concerned, a werewolf might not see
the knife until it’s twisting in his back. -

Cretectine & Yerrrtory

The Oath says, “The Wolf Must Hunt.”
Instinct tells werewolves to defend their territory
from physical threats as well. Most werewolves don’t
feel comfortable unless they’ve hunted down any poten-
tial threats within their territory and, in most cases, the
closest threats outside their borders. An entity needn’t
be a true enemy or long-term foe to threaten the bound-
aries and control a werewolf has over his territory. Even
a vigilant pack can’t keep them all out, but they do have ¢
to be kept from disrupting one’s lands.

.
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Hvmans

Humans might not live in a werewolf’s territory at
all. Uratha who are lucky enough to claim land out in the
wilderness far from human development might not have
to put up with more than a handful of humans. That’s not
going to stop those humans from damaging it or disrupt-
ing the local spirit world, though. For example, the US
government has been giving out licenses to companies
that want to pull natural gas out of the ground. One way
companies do that is to pump air into the ground, which
forces natural gas up to where they can get at it afford-
ably. This pumped air and natural gas interact with the
local water table, and nearby creeks and streams die from
this treatment. They poison land in all directions, and if
a werewolf pack’s territory happens to be affected, then
dealing with this disruption becomes its problem.

Why care? Because a creek’s death makes its spirits
insane. Those spirits need live crawdads, healthy fish,
thriving plants. If they don’t have those things — because
the creek is dead — they must find some other focus. Such
spirits might possess humans and make them destructively
insane, or they might torment werewolves in the spirit
world, attack other local spirits at random and so on.

Most Uratha have to tolerate humans in their terri-
tory, as well, and although werewolves are human-born,
their “human nature” is simply a skin they wear. Many
come to believe the legend that they are the children
not of Man and Woman, but of Father Wolf and Mother
Moon. Werewolves had the ability to wear a human’s form
before the humans had established themselves as the ma-
jor player on the planet. They might have that ability even
if the humans bomb themselves back to the Stone Age.

Humans feel most emotions more strongly than
any other species of animal does (barring werewolves, of
course), and strong human emotion is imprinted right
onto the spirit world. Violence, hate and fear create loci
of the worst resonance, which attracts spirits of appropri-
ately cruel and predatory nature. The spirits feed off those
emotions and try to spur more, creating a self-perpetuat-
ing cycle. Many Uratha find it most expedient to kill off
the humans causing those emotions or kill off whatever’s
causing the emotions within the humans. They also have
to destroy the spirits.

Human “progress” can also reshape the spirit world,
and many werewolves choose to limit that in order to
let the spirits opposite the Gauntlet thrive. Knock-
ing down a beloved concert house in order to put up a
parking garage can leave that concert house still upright
in the Shadow until everyone in the area goes a full
day without thinking about the old place (which could
take years). At the same time, though, the spirits that
used to reside in the concert house go mad with the
loss of their focus — damaging cars, possessing them
and doing harmful things with them, or doing the same
with employees of the garage. To keep those spirits from
harming the physical world or other spirits around them,
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it behooves the pack in whose territory the concert hall
stood to find those spirits a new edifice to haunt. Maybe
some of them would be satisfied by a conservatory, others
a bar where a lot of music is played. The remainder could
be coaxed into moving to a local library.

Looking at things the other way, humans are the
most frequent victims of the spirit world when spirits or
monsters press their way into reality. They make a good
barometer of spirit activity in that fashion. Werewolves
aren’t instinctively compelled to rescue the humans, per
se, but some are still compassionate toward their human
cousins and see rescuing humans as a happy side effect of
their work. Indeed, most werewolves eventually take hu-
man mates. Those rare wolf-blooded are far more attrac-
tive to a werewolf, but when the urge strikes, Uratha can
make time with just about any willing human who strikes
their fancy. Having a territory full of attractive young
humans makes this both easier and more pleasant.
Ravir WerewoLv/es

The Tribes of the Moon have two factions of po-
tential enemies among the People — the Pure and each
other. Threats from fellow Forsaken arise when one group
wants a piece of the other’s territory. They might start to
frequent a location on the border of said territory — a
bar or a vacant lot where they’d like to gather — and the
resident pack does its best to nip this behavior in the bud.
If the usurper pack is more competent and experienced,
there’s no dishonor in offering to “buy it off.” The locals
give the outsiders a bit of land or some other form of
tribute and get them to agree that further transgressions
are off limits. If they disagree, the locals must then decide
whether to fight over that chunk of land or fall back and
hope the outsiders don’t seize more. Fighting isn’t out of
the question, even for packs of raw amateurs. Many-on-
one contests between a pack of werewolves and one single
werewolf, no matter how talented, generally go poorly for
the lone wolf. Two packs who share fealty to the Oath can
theoretically work out their differences without resorting
to fang and claw, though it isn’t always smooth sailing.

The Pure Tribes are not so complaisant. If they try to
take territory from a Forsaken pack, it’s a prelude to trying
to take those werewolves’ heads. When trouble starts,
most Forsaken opt to fight the Pure rather than holding
out the vain hope of working it out. Some Forsaken can
survive for a time with Pure Tribes for neighbors, but if
they start moving into occupied neighboring territory, ev-
eryone involved is in for an unpleasant few months. Some-
times the struggle between neighboring Pure and Forsaken
packs can be resolved with a single decisive strike — the
trick is in knowing how and when to pull it off.

It can be vital for a pack to negotiate with other local
werewolves regarding limits on movement through terri-
tory, and what is considered a “non-hostile” action. For in-
stance, if one pack has staked out and claimed a university
campus, the question arises if another pack can drop by
for lunch at a campus cafeteria? What if another pack has
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marked off a major thoroughfare? Can local werewolves
drive down Main Street without asking permission?
Serrrt DenNczens

Spirits also pose a great hazard to a werewolf’s ter-
ritory, primarily because most reside in the spirit world
where the werewolves themselves cannot easily reach
them. Some spirits acknowledge the boundaries of Uratha
territory. That acknowledgement won’t keep them from
roaming as they please unless a particular ban forbids
it, but at least they know whose territory they’re passing
through, and they might take the time to pay chiminage
to the local pack.

The problem many Uratha have with spirits is that
spirits are not rational, predictable entities of humanlike
logic. They operate under a mishmash of bindings, bans,
traditions and expectations. Spirits do what they have to
do, all else be damned. Therefore, no matter how hard a
werewolf pack works to keep its territory and its corner
of the spirit world pristine and under control, the spir-
its themselves remain beyond control, sometimes even
influence. Destroying all the nature spirits in the territory
is certainly no solution — it only reinforces the spirits’
prejudice against the murderous werewolves. Nearby spirits
start to haunt and come after the offenders or harass their
loved ones. More importantly, things in the physical world
with dead spirits are problems. They’re unnatural, un-
healthy, unholy. They no longer react the way one would
expect. They’re hollow inside even when they remain
physically strong.
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It isn’t enough simply to hold a territory or destroy the
most immediate neighboring threats. No werewolf pack
ever finds a territory in ideal condition — the world has
decayed too far for that. The first months or even years
of a pack’s existence can be solely dedicated to rooting
out all the threats that have festered in their new terri-
tory, and to securing their borders against new threats.
But most packs decide they don’t simply want to carve
out what cancers arise, they want to make their hunting
grounds healthier overall.

One method is to prune the geography of the place
in the physical world by getting rid of decrepit buildings,
changing roads or trails that interfere with the natural
flow of Essence. Essence flows more naturally through
empty rural settings than through dense urban areas, but
Essence still flows even in Times Square. Its flow is simply
more frantic there.

Another way to improve one’s territory is to eliminate
the most dangerous spirits — not just those who are a
direct threat, but those that are simply waiting for their
chance. Doing so might involve changes to the shadow
geography, as the spirit’s nest might need to be destroyed,
or spirit paths into the deep wilds from which danger-
ous spirits hail might need to be blocked or destroyed.
Otherwise, a powerful spirit that won’t just leave requires
combat or a facedown against the pack.
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Werewolves can also nurture appropriate loci. Loci
channel particular sorts of spiritual energy through an
area, and an enterprising pack of Uratha might wish to
nurture loci that match its desires. A good pattern of loci
won'’t cause physical changes in the material world, but it
will affect humans and creatures in the area. For instance,
a pack might encourage loci of suspicion and xenopho-
bia along the boundary between its territory and that of
known Pure Tribe werewolves, or loci of love and camara-
derie around a favored bar.

Werewolves also make pacts with the local spirit
world. By default, a spirit is largely hostile toward any
given werewolf. Most spirits want little to do with the half-
flesh watchdogs that have appointed themselves to govern
the Hisil, and if they can arrange for Uratha to come to
harm without exposing themselves, they do so. Were-
wolves don’t entirely understand the mentality of most
spirits, but they do know that certain rituals can bind
spirits into pacts. Each half of the covenant must swear to
uphold equally serious promises, or the ritual fails and nei-
ther side is bound by it. Not every spirit in a territory will
allow itself to be bound by a pact, but at least some will.
RaveLiNG

Many packs are loath to leave their home territory
— nervous about losing some of their turf, and particu-
larly nervous about losing their locus. Circumstances do
sometimes arise, however, that force an entire pack to
travel out of its territory.

Any pack can get away with two or three nights’
travel over the course of a month. Most enemies or
transgressors just assume that the pack remains vigilant
through that period, and don’t bother testing the were-
wolves’ borders.

Longer trips require some preparation. Most were-
wolves must lean on neighboring packs or the local spirit
world to perform some of the pack’s duties in its absence.
Allied packs don’t have problems doing this. If a pack has
no allied neighbors, it can bind a few spirits to act as tem-
porary guardians, although they have the most success in
doing this if they can call on wolf-spirits from a sympathetic
brood. Spirits are somewhat unreliable guardians; the more
trustworthy are unlikely to manifest in the physical world,
and they aren’t coherent or clever when they do. In a pinch,
though, a particularly clever spirit could handle such tasks
for a few days — which might give a traveling pack a week
to take care of its business.

EXPINDING

A thoughtful and careful pack starts with a small
territory it can control, only expanding as necessity
requires and its power increases. But few werewolves can
be thoughtful and careful on a regular basis. The typical
pack seizes new territory when it has a chance to do so,
regardless of its immediate ability to defend and patrol
that territory. A pack that seizes a new chunk of land then
loses half because it can’t adequately defend the space still
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comes out ahead. Packs can extend their territory into
unclaimed space easily. They simply start to patrol in the
new area and announce that they intend to claim it.

Expanding into territory claimed by another pack is
another affair entirely. The expanding pack might be able
to get the other pack to simply cede the desired territory
in exchange for tribute or other concessions. The expand-
ing pack might have to resort to outright challenges or
even combat. If a challenge takes place, the defending
pack has the right to choose the form of the challenge,
so the “attacking” pack had better not have any obvious
weaknesses where the defenders are strong.

Battles for territory take place depressingly often. In
fact, the Brethren War 20 years ago or so, was entirely a
series of parallel struggles to realign control of territory. By
general agreement, a pack is considered to legitimately hold
any territory that it can defend for a full month without los-
ing control of the rest of its turf. Uratha are enjoined from
murdering one another in such battles, but the Oath is not
always enough to prevent deaths on the battlefield.

THe BrerrriN War

The so-called Brethren War is an object
lesson to the Forsaken, one that still stings the
memories of veteran Uratha alive today. Roughly
20 years ago, a rash of territorial conflicts broke
out among the Tribes of the Moon as one pack
fought another over borders and status. Many of
the Forsaken’s oldest and strongest had fallen in
a terrible struggle against potent spirit enemies,
and the younger packs began to fight one an-
other to claim the prize territories that the elders’
deaths had left unclaimed. The Pure, however,
were watching for just such an occasion. They
swept down on the Forsaken, who were still
battered and bleeding from fighting one another.
The Brethren War ended with the Tribes of the
Moon being forced to put their internal conflicts
aside and repel their enemies as best they could.
Yet in the attacks that followed the Brethren
War, great swaths of land fell into the claws of
the Pure. It was a terrible loss of ground, one that
the Forsaken are still fighting to reclaim in places
such as the Colorado Rockies, the Midwestern
Rust Belt and the Pacific Northwest.

The real tragedy of the Brethren War is
that the only thing truly notable about it is
that it happened recently. Throughout history,
werewolves have frequently turned against one
another in the absence of strong leadership or
obvious external threats, only to find themselves
weakened and hard-pressed to resist their true foes.
The cautions of the past are frequently reiterated
by Cahalith, but just as with humans, werewolves
easily make the same mistakes their ancestors did.
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CONTRLCTING

A young pack typically works to keep its territory as
large as possible, seeing its reputation as being wrapped up
in the expanse it controls. And indeed, younger Uratha
give one another more respect based on the relative size of
their holdings.

Older werewolves understand that a pack can claim
only so much territory. “You can’t own Wyoming,” one
saying goes. Conservative Uratha believe that no pack
should claim more territory than it can circumnavigate in
a night. Others think that a few square miles per werewolf
is about the right number.

Regardless of the proper size, as a pack ages and loses
members to death, it cannot claim as large a territory as it
once did. Packs led by wise old dogs release some terri-
tory to their most trustworthy neighbors or bequeath it
to younger packs. Cranky or paranoid packs, by contrast,
hold on to every square inch until challenged for it.

And challenges, even outright seizures, do take place.
Packs that respect one another usually start with an open
challenge over control. The challenged pack chooses
the form of the challenge, which could range from ritual
combat between two members to a judgment by a re-
spected local third party. If the challenge isn’t respected,
or if the two packs are already hostile, a bit of combat is
likely, as the interlopers attempt to seize and defend the
new territory and all the rest of their old territory from
the neighboring pack. Low-level guerilla fighting between
the two packs can go on for weeks, even months. In many
cases, struggles go back and forth between the two packs
as they seize one another’s loci along the border.

Eventually such battles must end, either with the
death of a werewolf or with a peace covenant. The murder
of a werewolf is a violation of the Oath, and such a death
during a struggle for relatively minor chunks of land is a
bad omen. The pack responsible for the death is expected
to atone to Amahan Iduth and her servants, though it is
not expected to provide any sort of compensation to the
pack that lost a member.

A curious relationship arises between packs that
have exchanged bits of land in this fashion. The older
pack knows the territory better than the new one does,
so smart newcomers turn to the land’s previous claimants
for advice and assistance if problems arise. The older pack
might know something the newer pack might need weeks
to learn when it doesn’t have weeks to spare. This kind of
relationship is much tenser when the older pack lost its
territory to a challenge or combat, but it’s still viable if the
older pack has a sense of duty to the Oath.

GHELINGS

Werewolves are too territorial to live as closely packed
as humans do without turning on one another in anger.
Packs normally keep their distance to avoid such explo-
sions of frayed temper. Yet from time to time, it’s necessary
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for packs to meet on neutral ground. Most often, these
meetings take place between two packs to settle a bit of
mutual business, but more important affairs — such as the
initiation of new werewolves into the People — can draw
all the packs in a given area.

Most packs schedule their meetings in terms of moon
phases. It’s most common to meet on nights of the half
moon, due to superstitions stating that Luna’s Judge aspect
grants the blessing of fairness and justice to arrangements
struck under the half moon. Violence between werewolves
is usually strictly forbidden, unless the gathering is specifi-
cally called for two packs to settle their differences in fair
combat — such duels are more frequently called on nights
of the full moon. The Oath forbids the Forsaken to murder
one another; at most gatherings, the assembled werewolves
(or at least their alphas) share a mutual vow to see the
gathering through without bloodshed. At particularly
contentious gatherings — such as those intended to forge
peace between violent rival packs — attendees might
swear a spirit-bound oath of peace that includes unpleas-
ant magical consequences for violating it. Any werewolf
who engages in violence at a peaceful gathering must be
swiftly bound and ejected — and punished after the fact.

Werewolves don’t gather without a specific reason —
one serious enough that every pack involved is willing to
briefly abandon its territory. It’s important to keep abreast
of news that affects the People, which makes socialization
an important function of a gathering, but most werewolves
demand a subtext for the socialization. The larger gath-
erings may be held to gather new packs, to strike peace
accords between rival packs or to share information about
looming threats. Some meets aren’t held between packs
at all, but rather among the members of a specific tribe,
usually to share information relevant to a tribe’s goals or
to initiate a new werewolf into the tribe. A few packs even
gather for ritual celebrations, particularly after a great
threat to the area has been overthrown — but these are
all too rare.

The neutral territory that serves as the site is called
the tur, and is considered sacred ground. Usually the
pack that calls for the meeting negotiates with the other
packs to determine an acceptable patch of ground. Some
territories have an established tur that has served as a
place of gathering for werewolf packs for generations. It’s
hardly surprising that the local humans often have many
superstitions about these places, and tell each other not to
go there when the moon’s in the sky.

A gathering intended to forge newly Changed
werewolves into a single pack usually consists of the
following steps:

¢ The formal introduction of all newly Changed to
the entire assembly, performed by the newcomers’ mentor
or mentoring pack.

¢ Informal personal introductions of the newcom-
ers to one another and to the most renowned elders of
the area.
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e Games, tests or taunts at the newly Changed’s
expense, usually instigated by Cahalith who recognize the
importance of forging the new pack into a single entity.
Elder Uratha push the freshly Changed into relying on
one another by driving them through difficult tasks that
they cannot perform alone, though not necessarily hard-
core crisis activity every time. An established pack might,
for instance, challenge the newcomers to a brutal game of
rugby.

Beyond the addition of new werewolves to the local
territory, a pack might call a meeting to declare its owner-
ship of a particular piece of territory. If that chunk of terri-
tory is still under dispute, there might be open challenges
at the gathering. Otherwise, that contested area is now
considered uncontested and treated as being out-of-bounds
for other packs. Packs also use meets to introduce new
members and issue pro forma challenges against anyone
who dares trifle with their new packmates.

PoLrtics
Even though most gatherings take place under a
covenant of peace, and no serious violence is permitted

beyond ritual challenge combat, they are far from serene
occasions. Tempers still explode, of course, and things

can get dangerous — and that’s the way it goes. Incidental
injuries are inevitable when several packs come together.
Werewolves largely ignore the minor wounds, as wounds
left by teeth and claw heal easily enough. Serious, to-
the-throat combat is what starts blood feuds. Werewolves
who engage in that kind of activity must be thrown out

at once, and usually their packs with them, or else the
in-fighting could seriously weaken the Forsaken and place
them at their rivals’ mercy.

This ban on real violence makes these gatherings
places of very tense politicking. Everyone has a com-
peting agenda or a territorial dispute simmering in the
background but cannot let a disagreement come to blows.
Particularly dangerous conversation might take place
via intermediaries with less emotional investment in the
subject being discussed.

e Ot oF te Weenw

The Uratha are not beholden to the laws of human-
ity, nor does the spirit world have any code of laws that
binds them. Yet creatures of such overpowering fury can-
not simply do as they please without repercussion. Every
sin against their own nature weakens them, drives them

farther down a deepening spiral. Denying their nature




WY BRY

{4 e "
|- i N 9 ¥ J‘E

— or letting it take control of them — would turn the
werewolves into the mindless monsters human legend
already believes them to be. The Uratha recognize this
potential weakness, and they hold it in check by obeying
the taboos attributed to Father Wolf and Mother Luna.
The form this vow takes is the Oath of the Moon.

The Oath of the Moon is an oath of many parts, each
one of great importance. An Uratha is given the chance
to take the Oath during her initiation into a tribe, and
therefore into the People. The exact form of the Oath var-
ies between tribes, as each reinforces it with an additional,
special law — a vow sworn to their totem to affirm the
tribe’s purpose.

The Oath is part religious creed and part code of
law, but the most significant aspect is that it helps fight
against the rising madness in a werewolf’s soul. By taking
the Oath, werewolves swear to abide by the principles
that balance their instinct with their rationality, their
flesh with their spirit. Each clause of the Oath represents
a potential way to lose a bit more of one’s soul. The vow
“The People Do Not Murder the People” reminds the Uratha
how easy it is to degenerate into a monster by indulging
one’s bloodlust against his siblings. The price for ignoring
the Oath of the Moon is levied from within.

Not all Forsaken swear by Luna and the Firstborn
(and certainly, none of the Pure do). Some reject the
notion of the Oath entirely, while others swear to only
a portion, choosing certain laws over others. Those who
refuse the Oath become Ghost Wolves. Without a pledge
of loyalty, the Firstborn will not accept them as children.
Some Ghost Wolves still cleave to the tenets of the Oath
in spirit without formally vowing to uphold them; others
live as they choose, and laws be damned. Those who care-
lessly transgress against the ways spoken of in the Oath,
though, find themselves slipping out of balance, succumb-
ing to their bestial side and forgetting their true nature.
e Worr WustHunt

In the First Tongue, the first portion of the Oath
is phrased Urum Da Takus. Many of the Forsaken see
this as the first and foremost clause of the Oath because
it represents the duty inherited from their legendary
forebear and his First Pack. The Forsaken swear this por-
tion of the Oath first in Father Wolf’s honor, to reaffirm
their purpose and that of the Firstborn. The implica-
tion is that as the foremost predators of both flesh and
spirit, the Forsaken must hunt their sacred prey — spirits
escaped into the physical realm, the Hosts, and other
threats to a pack’s territory.

However, this clause of the Oath also is at the heart
of many clashes between rival packs of Forsaken. If a
pack is failing to keep their enemies at bay, another pack
might claim that the first pack is “failing to hunt,” and
enter their territory with the claimed intention of doing
their jobs for them. Frequently this is a quick stab at
testing a pack’s defenses or perhaps just a formal way of
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escalating an already bitter rivalry. But sometimes the
intentions are sincere — a pack sees that an infestation
of Beshilu, spirits or Ridden has grown beyond their
neighbors’ ability to control, and feels it necessary to
intervene before the other pack’s negligence causes the
situation to deteriorate further. Such an incursion usually
results in a blood feud between the two packs, regardless
of good intentions. But sometimes a brutal duel between
packs is preferable to a greater menace gaining strength
when one pack cannot keep it

Ironically, the Pure seem to hold to their own twisted
version of this portion of the Oath, though clearly not out
of any love for Mother Luna or those who honor her. The
Pure hunt as though it is their sacred duty to do so — and
the Forsaken their ordained prey.
ke Pecrre Do Nt WNurover e Pecrie

Imru Nu Fir Imru. The specific phrasing of this
law goes back even to the First Tongue. It does not say
“Uratha do not kill Uratha.” It says “the People” or “the
Tribe” or “the Family.” And the verb is “murder” in the
oldest form, not “kill.” As a result of this ambiguity, no
traveling werewolf can be sure how this tenet is interpret-
ed from territory to territory. Some packs believe that it’s
taboo to slay wolf-blooded humans as well as Uratha, even
in the heat of battle. Others believe that a werewolf may
freely kill another one in open challenge but that secret
murder is forbidden. It’s commonly held that slaying an
already beaten but not dead foe is a clear violation of the
Oath. Once a werewolf is beaten and slowly healing, it is
murder to tear out his throat.

Judging by the ballads and oral histories the Cahalith
have maintained over thousands of years, this may be the
most violated section of the Oath. The epic Mountain and
Plain War, which dates back to the first centuries after the
fall of Rome, is the best-known piece of art that pertains
to this tenet of the Oath. Many of the Elodoth judgments
described in Mountain and Plain War serve as precedent
even today.

Elodoth argue further regarding the meaning of “the
People,” for no Forsaken werewolf is quite certain whether
this tenet includes the Pure. Some Pure werewolves
seem to adhere to a code of law that prevents them from
outright killing Forsaken, but most of them seem to have
no qualms whatsoever. Some Forsaken refrain from killing
Pure werewolves, just in case; others make a deliberate
choice not to include the Pure Tribes in this law.

e Loy Hfoncr e Hrch;
e Hreh Restect tre Low

Sih Sehe Mak; Mak Ne Sih. Werewolves can see more
clearly than humans do that humanity has dominance hier-
archies of its own. Uratha society is not a democracy. It has
never been one, nor can it ever be. To reject the demands of
one’s station is to demonstrate a dangerous hubris.

Young werewolves often argue that this law isn’t
Luna’s at all, but rather an encoding of their elders’ desire

The Oath of the Moon
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to remain on top and keep the young quiet. Elders, by
contrast, feel that they've paid their dues. They took their
scars when they were young, so they deserve the benefits
of their station now. Most elders point out that they give
the young (and low) the respect that this law requires.

Ballads that illustrate this tenet follow one of several
patterns: Young Uratha rails against his low status,
disrespects his elders and is brutally put in his place; or
well-respected Uratha mistreats younger werewolves, she
begins to fall into madness, she repents and regains her
heroic stature. (Firebringer’s Redemption, which ends in the
death of the Rahu Firebringer during the third century
CE, is the pinnacle of the latter.)

Reseect Youe Crey

Ni Daha. The Uratha have sworn to be responsible
hunters — not to overtax their territory or any neutral ter-
ritory in which they hunt. When they chose to supplant
Father Wolf as guardians of the two worlds, they vowed
to respect their prey in order to show that their intentions
were more honorable than those of the spirit tyrants they
oppose. The Oath commands them to respect all their
prey, and indeed any life or spirit they might end. This in-
cludes humans — a truth that reminds young werewolves
just how alien a society they have entered.

Many werewolves exhibit no more remorse when
they must kill a particular human than when they hunt
down and kill a deer. The only real difference, to many
werewolves, is that the Oath forbids them to consume
the flesh of humans. Uratha pay the spirit of the prey the
same degree of respect in either case, and they do not kill
unnecessarily. A deer dies to provide food, while a human
usually dies for an unwitting violation of werewolf taboos.

Most modern packs give a warning to humans who
transgress against them, rather than killing them outright.
Such a warning might consist of an anonymous note, spirit
haunting, exposure to the Lunacy from the sight of Uratha
in Gauru form or terrifying stalking and property damage.
Such warnings usually prevent the human from continuing
to violate Luna’s law, thus saving the human’s life.

e Uestan Sl Clewve to tae Ko

Uratha Safal Thil Lu'u. No werewolves can be born
of mating with wolves, and one werewolf breeding with
another begets a true monster. Violating this tenet is a
sin of lust and a failure of self-control. When werewolves
— particularly packmates — succumb to physical desire,
they forget the true reason that Father Wolf led them into
the world. Some Elodoth say that Luna forces her children
to breed with humans in order to remind them that breed-
ing is a duty. Allowing love between Uratha, they say,
would distract those werewolves from their real purpose.

Other werewolves believe that unihar are “born” to
illustrate that no animal should breed too close to its
relatives, lest crippling weakness arise. By this reasoning,
all Uratha are siblings in the spirit-world. Many young
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werewolves believe that Luna places no limitation on
intercourse, or on non-intercourse sexual activity; more
conservative older Forsaken take the opposite tack.
Ballads of tragic love strike a particular chord within
the hearts of werewolves. Often, as in The Song of Axe-
breaker and Tamer, a violation of this tenet is redeemed by
the heroic death of one of the violators to save the other.
In the eyes of many more modern werewolves, this tenet
is a relatively minor one, but almost any female werewolf
who has gone through a “spirit pregnancy” stands firmly

behind the law.
Do Not Ext e FLesk or Ww ok Worr

Nu Hu Uzu Eren. The Forsaken do not consume
the flesh of either of their closest relatives — or rather,
should not, though the temptation exists. Perhaps because
humans and wolves are so close to the Uratha, perhaps
because they simply retain a fraction more spiritual power,
their flesh carries a certain spiritual... nourishment. By
devouring human or wolf meat, a werewolf can quickly re-
gain a measure of spiritual energy to fuel his supernatural
powers — at a terrible cost to his soul. The People find it
frightening and disturbing that such a path to power exists
and that lore on the act is more than speculative.

Thankfully, most Forsaken are raised in cultures
where cannibalism is taboo, so they are loath to commit
what they see as cannibalistic acts. Some tribal elders even
refuse to teach new werewolves the reason some might be
tempted to violate this law. What the young ones don’t
know, they hope, cannot tempt them.

It happens, though. A werewolf who loses himself
in the madness of Death Rage might mindlessly devour a
portion of his kill. He might even remember the taste and
crave more. Also ancient rites of questionable provenance
rely on the consumption of human or wolf flesh. Only two
years ago, a pack of Mexico City Uratha was discovered
to have subsisted on human flesh for weeks at a time. The
werewolves were driven into exile, their pack name was
stricken from the histories, and their locus was destroyed
as they watched.

e ferp Nust Net Kyow

Nu Bath Githul. Humans suffer terribly from the Lu-
nacy. The depredations of werewolves in the days leading
up to the Sundering and the humans’ forcible separation
from the spirit world have strengthened Luna’s curse.
Once torn free from their sheltering blanket of ignorance,
some humans cannot be pulled back, which makes them
pliable vessels for abusive spirits.

In reality, this law isn’t for humans’ protection as
much as it is for the werewolves. Humans have been
dangerous in numbers since time out of mind. In the
modern day, they're dangerous even in twos and threes.
The Forsaken do not dare give humans any inkling that
they exist. Humans know about silver’s effect on were-
wolves, even if they don’t believe that werewolves exist.
The last few times humans went after Uratha in large
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numbers — something that hasn’t happened since the
mid-20th century — the results were terrible and bloody
on both sides.

The rise of the Internet during the last decade of the
20th century made this law harder to uphold, but also
gave the Uratha a curious sort of protection. All man-
ner of gossip and lunatic “evidence” can be found on the
Internet, often doing more to discredit its author than
he might expect. Internet werewolf sightings — those
few that leak out past the Lunacy — are easily dismissed
as more of the same, stuff with no basis in reality. It’s a
peculiar sort of blessing, but the Uratha are thankful for it
all the same.

el Vews

Each Firstborn now serving as a werewolf tribal totem
has its own ban. The five Firstborn bound to the Forsaken
are certainly allies of Luna’s — most of the time — and
they have made it clear that the Oath of the Moon is just as
important to them as it is to Luna. They all have added their
own clauses to the Oath, however, representing their own
bans. The Firstborn’s laws range from “Offer no surrender you
would not accept” to “Honor your territory in all things.”

These differences in emphasis and rules create the
greatest difference between the tribes. Bloody feuds
between packs from different tribes have arisen over the
years — for entirely sensible reasons, in some cases. Mem-
bers of some tribes believe that by ignoring their tenet, the
other tribes are dooming themselves or actively blasphem-
ing and alienating Luna from all Uratha. Other packs are
more comfortable with alternative points of view, or their
tribal philosophy allows them to be more forgiving.

VIOLItTON D CUNISHNENT

Violation of the Oath of the Moon can be a difficult
thing to measure. In many cases, the task of formally
punishing an oath-breaker falls to his pack or the pack
that suffered as a result. If a solitary werewolf murders
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another of his kind, he might face a judgment from his
victim’s packmates that is sure to be as brutal as possible
without violating the Oath in turn. If a member of one
pack offends a werewolf of another pack, however, things
become more complicated. The offended pack has the
right to call for a punishment, but the offender’s pack may
not wish to abandon their errant packmate to what might
be overly cruel penance. Bloody brawls between packs
have broken out over less. Optimally, though, the Elodoth
of both packs (if both packs indeed have an Elodoth) will
settle on a judgment.

A minor instance of oath-breaking is an incidental
infraction, one that the werewolf committed unintention-
ally and which has no negative impact on the local spirit
world or other Uratha. This might include an ill-timed
challenge of a pack alpha’s authority and warrant any-
thing from a few harsh words to a minor injury — a
broken finger, for instance.

A serious violation of the Oath is one that is done
in full knowledge that it’s a violation, but which has a
small impact on the local spirit world or other werewolves.
Depending on the region, this might include protected
sexual intercourse with another werewolf or the murder
of a member of the Pure Tribes. Appropriate punishments
include temporary ostracism, a temporary exile to the
Shadow Realm, or more serious ritual wounding.

A major crime deliberately flouts the laws of the
Forsaken and has major effects on the local spirit world
and werewolf population. This includes deliberate con-
sumption of human or wolf flesh, sexual relations with
another werewolf that led to a Ghost Child’s birth or
consciously exposing a human to the knowledge of the
People’s existence. Major crimes, especially in areas of
the Oath that are particularly important to the judge,
may end in death, permanent ostracism or permanent
exile to the spirit wilds.

The Oath of the Moon
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CHAPTER

“Explain it again,” Dana said, rolling her spear between her fingers.
“But be quick; we're leaving soon.”

“His name’s Matthew Wilson,” the local said. *He’s in the hospital
now with a broken back, two broken legs and five fingers and toes
missing. | sniffed him out at the bottom of the north face of Long’s
Peak yesterday afternoon. | thought he just got lost and fell, but the
people who showed up to see him in ICU don't think what happened
was an accident.”

“He was attacked?” Heartsblood asked.

"Did he have any injuries inconsistent with the fall?” Kalila added.

*Mmmm,” the local said. “| asked them about the fingers and toes
that were missing, since they looked like they'd been surgically re-
moved. His friends said he was perfectly whole and healthy when they
saw him yesterday morning. They also said he wasn't a climber and
didn’t even like heights.”

“So what do they think happened?” Dana asked.

“Agnes Vaille,” the local said. “Ever heard of her?”

Dana shook her head. Her packmates did likewise.

“Famous climber in the '20s. Made the first winter climb up the
eastern face of Long’s Peak. She fell coming down on the north face
near where | found Wilson. Landed in a snowdrift and stayed conscious
a long time, though. She might've even survived, but her partner took
too long getting help. All he got for his trouble was bad frostbite that
cost him five fingers and toes.”

| get it,” Dana said. “"But why tell us? We're not even from here. If
you'd come looking tomorrow, we'd already be gone.”

“Everybody’s preoccupied with how things are changing around
here. I'd rather just do it myself, but I'm the only one who knows about
it, and if something happens to me, then who'd take care of it?”

Dana looked at her other packmates then back at the local. “All
right, we’ll come with you.”
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—CrLivve Levi-Streuss, TRistes (Rceceres

This chapter details the rules that govern building
your character, the first step in taking part in the game.
It includes information on the five lunar auspices, moon-
signs that influence a werewolf’s behavior, as well as the
five tribes (and one tribeless faction) of the Forsaken.
Finally, this chapter details Gifts, the supernatural powers
werewolves derive from the spirit world, and rites, their
system of ritual magic.

Citebcter CrRELTLEON

The act of character creation has two main parts
— creating the narrative gist of a persona and defining
his capabilities in a rules sense — both of which fuel one
another. You might find that a character concept leads you
to select some interesting traits that you hadn’t previously
considered, making your character more fleshed out as an
individual. A number of dots in a trait may lead you to
consider something about his personality, thus developing
the narrative side of your character.

Don’t be too concerned about creating a character
who can “win” in various situations, be it combat, social
situations or stealth — that isn’t the object of the game.
Your character is a werewolf, so he’s fully capable of taking
care of himself. If you worry that he doesn’t seem like a
brawler, don’t worry about rationalizing a way to add dots
of Brawl to your character sheet. There’s plenty of time in
the chronicle for him to learn self-defense, and it could
turn out to be more fun to roleplay the experience.

Ideally, you should work with both your Storyteller and
your fellow players during character creation to make sure
your creation gets along reasonably well with the others
and that everyone has plenty to do in the chronicle. One
of Werewolf’s strengths is the sheer rush of enjoyment
that comes from playing a pack rather than a collection of
individuals. When you know that you can count on your
friends to pull together when a threat arises, and to share
entertaining roleplaying, you enjoy the game all the more.

CraracTza-CrzaTioN Proczss

Use the rules from the World of Darkness
Rulebook, and add the following template to
werewolf characters during Step Five.

Choose an auspice (see p. 67).

Choose a tribe (see p. 62).

For beginning Gifts, choose one Gift from
your auspice-affinity lists, one Gift from one of
your tribal-affinity lists, and one “free pick” Gift
from the list of your choice. Players of Ghost

Wolves pick one auspice-affiliated Gift, one from
the common lists available to all werewolves (Fa-
ther Wolf or Mother Luna’s Gifts), and one from
a list of their choice. You may use the “free pick”
to take a dot.in the Rituals trait, which is pur-
chased-in the same manner as Gifts (see p. 102).

Werewolves can choose additional Merits
from a special list (see p. 79).

Morality is now called Harmony (see p. 65).

If you want to create a wolf-blooded
character rather than a full-blooded werewolf,
you may do so with the Storyteller’s approval. The
process is the same as for creating an ordinary
human as a character; use the character-creation
rules from the World of Darkness Rulebook,
and purchase the Wolf-Blooded Merit (see p.
79), which costs four of your character’s seven
dots to spend on Merits. Werewolves who have
undergone the First Change cannot have this trait,
as they are no longer wolf-blooded humans.

Ster One: Crescter CoNcert

At the heart of every character is the concept — a
quick summation of what your character is like. While some
concepts can take more than a paragraph to describe, it’s
usually best to start simple. A concept can be a two-word
phrase (“maverick cop,” “reclusive scholar”), or something
more elaborate (“a wild, over-privileged rich kid desperate
for some sort of greater truth in his life, but too caught up
in his own neuroses to find it alone”). Concept serves as
the foundation on which you build a character. The only
potential limitation is age. The First Change never happens
before the start of puberty or after the age of about 60.

Auspice and tribe choices can be part of your con-
cept, though they shouldn’t be the core of your concept.
They affect a character’s personality, but they don’t define
it. Information on auspice and tribe is provided in Step
Five. Players creating prelude characters should leave the
choice of auspice and tribe to be determined through play.

Stee e Serect Ltxprsutes

With concept decided, the next step is to flesh out your
character mechanically, representing her concept within the
rules of the game. The first and simplest thing is to prioritize
her Attributes, her raw ability and potential. How strong,
tough, smart or likeable she is. Characters have nine At-
tributes, divided into three categories: Mental (Intelligence,
Wits, Resolve), Physical (Strength, Dexterity, Stamina), and
Social (Presence, Manipulation, Composure).
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Attributes are first prioritized by category, from stron-
gest (primary) to average (secondary) to weakest (tertiary).
For example, a “dumb jock” concept would probably have
primary Physical Attributes (he’s a star athlete), secondary
Social Attributes (he has little trouble making friends or at-
tracting romantic attention) and tertiary Mental Attributes
(the “dumb” part). The character concept should help you
prioritize your Attributes, though a concept can be inter-
preted in several ways. A park ranger might have primary
Physical Attributes to represent being shaped by constant
grueling exercise, but he could as easily have primary Men-
tal Attributes to represent a keen intellect and work ethic.

All characters begin with one dot in each Attribute,
reflecting the basic capabilities of all human beings. The
priorities established in the preceding paragraph deter-
mine how many dots are allocated for each Attribute
group. You add five additional dots to the primary group,
four additional dots to the secondary group and three dots
to the tertiary group. For example, the dumb jock has five
dots to be allocated in his Physical category, four in his
Social category and three in his Mental category.

The fifth dot in any single Attribute costs two dots to
purchase. To purchase Wits 5, you need to spend five dots
(the first one comes automatically, the second through
fourth dots costs one each, for a total of three, and the
fifth dot costs two more).

Ster Tirkee: Select Skrlls

Skills are divided into the same three subcategories
as Attributes: Mental, Physical and Social. Mental Skills
are generally intellectual and knowledge capabilities, often
learned through schooling. Physical Skills are as much
trained as learned, frequently tied to natural talent. Social
Skills deal with relating to others (be they animals, hu-
mans or other beings). Some can be trained, while others
are learned through experience.

Like Attributes, Skill groups must be prioritized
during character creation. Select primary, secondary and
tertiary categories for your Skills. The primary group
receives 11 dots, the secondary group gets seven, and the
tertiary group receives four. Note that, unlike Attributes,
characters do not begin the game with an automatic dot
in any Skill. Skills dots are obtained through dedication
to a field, not simply by virtue of existing. Purchasing the
fifth dot in any Skill costs two dots.

Stee Youe:
Select Skill SeectiXTes

While most people with extensive training in a given
Skill have a wide general proficiency, some amount of
specialization is inevitable. A computer programmer might
be better with one programming language than with oth-
ers, or he might be better at writing graphics code than
retooling a word-processing program. In game terms, he
might have three dots in Computer, with a Specialty in
Computer Graphics.

N /

You may choose three Skill Specialties during
character creation and assign them as you please, even all
three to a single Skill. A character who has spent time in
an animal-rescue organization might have two Specialties
in Animal Ken (Dogs and Horses), and one Specialty in
Medicine (Veterinary). Specialties offer a bonus die to dice
pools when those areas of expertise apply.

Note that werewolf auspices, explored on p. 80, each
offer a free Specialty in one of three Skills. Your character
must possess one of these Skills to have the free Specialty. If
he does not, the extra benefit is lost. You may therefore look
ahead to buy an appropriate Skill if you know what auspice
your character will be, or you may reserve some points to
spend on Skills until Step Five of character creation to
acquire traits that coincide with the auspice you choose.

N Werzworr ORINS -

The most common myths of werewolves are
about people who transform into raging amal-
gamations of beast and man, or simply beast,
under a full moon. The reality of the werewolf
condition in this game draws from those legends
but isn’t wholly bound by them. The Uratha
can assume various forms that are progressions
between normal human and normal-seeming
wolf, for example. They can also do so under any
moon, not just a full moon.

And then there’s the legend of a man
changing into a wolf. Many Uratha are just such
creatures. While the Forsaken tell stories of
wolves that can assume the forms of men, such
beings are legendary in the modern world. None
of Luna’s chosen can lay claim to being wolf-
born first. Rumors claim that some werewolves
among the Pure Tribes do begin life as wolves
and spend most of their time in feral form, but
no one among the Forsaken can confirm this.

Stee Frve:
Loo Werewors Teneiste

The First Change. The werewolf beneath the skin awak-
ens, and your character undergoes the metamorphosis into his
true self. The supernatural transformation that your character
experiences is represented by traits that no mortal possesses.

Note that a character cannot possess multiple su-
pernatural templates, and some Merits are not available
to supernatural characters. A vampire or mage cannot
undergo the First Change, and they lose the benefits of
the Wolf-Blooded Merit (p. 79).

huserce

The phase of the moon that marks a werewolf’s First
Change is called her “auspice moon.” As the term implies,

Character Creation
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an auspice moon is a form of blessing. It grants your char-
acter a measure of supernatural aptitude for certain tasks,
which gives her a greater sense of place in her pack. A
packmate from each auspice is all the stronger for having
allies who are each strong at a certain task vital to Uratha
existence. While one’s auspice is a responsibility, it’s also a
great advantage — the blessing of Luna.

Although auspice isn’t predestined, it sometimes
seems that way. A werewolf whose Change occurs under
the full moon might have been angry and violent grow-
ing up, while one whose occurs under the crescent moon
might have been introspective before. Werewolves often
introduce themselves by auspice when they meet, estab-
lishing their relative roles among the People.

Auspice determines some of your character’s initial
allocation of Renown (defined on p. 77) and Gifts (p.
102). A werewolf character also gains a bonus Specialty for
one of the Skills that his auspice influences. For example,
the player of an Ithaeur may choose a free Specialty for
Animal Ken, Medicine or Occult, in addition to the three
Specialties that all starting characters get. If your char-
acter doesn’t have one of the Skills for which his auspice
offers a free Specialty, that benefit is lost. You may return
to Step Three, though, and reallocate dots in order to
have one of those Skills.

Beginning Renown, Specialties and Gifts by auspice
are listed on pp. 80-82.

R |
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Werewolves gather in tribes out of common cause,
bound by oath and ritual. A tribe is something like a politi-
cal faction and something like a religious community. The
ties of repentance and responsibility bind the Tribes of the
Moon, but every werewolf wants to be part of a social group.
Since they cannot truly be part of human society, were-
wolves gather in tribes to find new purpose and meaning.

Werewolves join tribes for a number of reasons. Some
human bloodlines with a trace of wolf blood are tradition-
ally associated with a given tribe. (The MacHealeys of
Jefferson County have a family line blessed by thunder
and lightning, for example, and werewolves who inherit
the power of that bloodline usually swear allegiance to the
Storm Lords as their ancestors did.) Some werewolves are
marked by the spirits early and are said to be predestined
to join a particular tribe. (Josh Coltraine, for example,
constantly dreamed of rivers of blood growing up, and had
a vicious temper that could be harnessed only through
the practice of martial arts. Upon Josh’s First Change,
the werewolves who took him in claimed to see the mark
of Fenris on his brow.) And, of course, some werewolves
join tribes out of a common ideology or outlook. (Al-
legra Winston, for example, has always considered herself
environmentally minded, and even before her Change
had more empathy for animals than for her fellow human
beings. Once she’d mostly recovered from the Change
and learned about the state of the tribes, she asked to be
taken in by the Hunters in Darkness, who value the same
things she always has.) Then again, some werewolves have
no particular reason to join a given tribe, or they reject
the idea of swearing allegiance to a tribal totem. These
“Ghost Wolves” walk the dangerous yet somewhat freer
path of the tribeless.

Look over the tribe descriptions (pp.
84-101) and choose whether your character
belongs to one of the five tribes presented,

or if she’s a tribeless Ghost Wolf. Your
Storyteller might have
some advice
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based on what’s most appropriate for his chronicle, and it’s
a good idea to consult with your fellow players to learn their
intentions. Players usually want to have unique characters,
and two or more werewolves from the same tribe might be
disappointing or redundant.

Each tribe is affiliated with a particular type of
Renown (see p. 77). That trait suits the tribe totem’s
beliefs and outlooks, and those of group members in
general, explaining their desire to collect as a society. Your
character’s tribe determines one of his Renown traits at

character creation. It also determines some of the Gifts (p.
102) available to him.
Prinar Urse

Your character’s connection to his ancestral roots,
to the world around him and to the spirit world is mea-
sured by his Primal Urge. It suggests how far he is able
to transcend a mundane understanding of reality and
perceive other possibilities and realms. Characters with
high Primal Urge are in touch with the spirit world and
the ephemeral, perceiving things that other werewolves
cannot. They master their Essence and are able to invoke
various Gifts and perform impressive supernatural feats.
Characters with low Primal Urge have little connection to
other worlds and senses or have yet to hone that aware-
ness, focusing primarily on the material. They have little
facility with Essence, are able to perform only limited
Gifts and must rely on the capabilities of their bodies.

All starting werewolf characters receive the Primal
Urge advantage at one dot for free. Primal Urge can be
increased with Merit-dot expenditure at a rate of three
to one at character creation. That is, a player may spend
three of his character’s seven Merit dots for Primal Urge 2
or spend six of his character’s seven Merit dots for Primal
Urge 3. Primal Urge is described on p. 75.

Essence

Essence is a measure of a werewolf’s energy and facility
with the spirit world. It allows him to interact with spir-
its and call upon Gifts. A character with high Essence is
capable of many miraculous, otherworldly feats. One with
low Essence is capable of tapping very little spirit power and
must rely only on his mind and body to get things done.

All werewolf characters begin with Essence points
equal to Harmony (see p. 65). That'’s 7 for most characters,
or 6 or 5 for those for whom Harmony dots are traded for
experience points at character creation. Essence points
fluctuate as your character interacts with loci, changes
forms, enacts Gifts and heals wounds. Essence is described
fully on p. 76.

Essence exists only as points that are spent for your
character. Essence is not measured in dots as a default trait
that your character always has.

ReNown
After undergoing the First Change, a werewolf tran-

scends his former, mundane life as his true birthright mani-
fests. As a rare and blessed being, a werewolf automatically
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gains a degree of recognition among fellow werewolves
and the spirits they venerate. You get three dots to spend
among Renown traits — Cunning, Glory, Honor, Purity
and Wisdom. One of these traits is determined by your
character’s auspice (see pp. 80-83). Another is determined
by his tribe (see pp. 84-101). Renown traits affiliated with
your character’s auspice and tribe are called his primary
Renown traits.

Your third dot can be allocated to any of the five
Renown types as you please. It could go toward primary
Renown type, or to another type altogether.

Ghost Wolves are the exception to the rule here,
as in many cases. They have auspices, so they receive
Renown from their connection to Luna. They also get
a single point to assign to any Renown of your choice.
Ghost Wolves lack tribe, though, so they get only two dots
of Renown at character creation. That also means Ghost
Wolves have only one primary Renown, that of auspice.

Note that it is possible to choose an auspice and tribe
for your character that both uphold the same primary
Renown, such as an Irraka Iron Master (both of which al-
locate one dot to the Cunning Renown). As a result, your
character starts play with two dots in a single trait, and he
has only one primary Renown type.

It isn’t possible (at character creation or through the
expenditure of experience points during play) for dots
in any other Renown to exceed those of your character’s
highest primary Renown. Therefore, if a character has
Purity 2 and Glory 1, and those are his primary Renown
traits, he cannot have Wisdom 3 until he raises either
Purity or Glory to 3. Or if he has Purity 1 and Glory 4 in
his primary Renown traits, he cannot have Cunning 5
until he raises Purity or Glory to 5. Dots in other Renown
types can equal dots in your character’s highest primary
Renown, but they can’t exceed those dots.

The dots in your character’s highest primary Renown
also determine the highest level of Gift that he can know.
A Cahalith Storm Lord with Glory 1 and Honor 4 can
know Gifts of up to four dots, but not five.

The various kinds of Renown are explained on p. 77.
GIFts

After a werewolf’s initiation, other werewolves summon
up spirits and coerce them into teaching the new initiate
Gifts, supernatural tools to take care of himself and his pack.
A character begins play with three Gifts. One of them must
be selected from the lists associated with his auspice (provid-
ed in the auspice section), one must be selected from the lists
associated with his tribe (listed in the tribal section), and one
can be taken from another list of your choice (except for the
lists associated with other auspices). For example, a Hunter
in Darkness Rahu might begin with his player’s choice of the
one-dot Gift from the Dominance, Full Moon or Strength
lists (due to auspice), the one-dot Gift from the Elemental,
Nature or Stealth lists (due to tribe) and the one-dot Gift
from any list of the player’s choice.

Charaeter Creation
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Chapter IT: Character

Ghost Wolves, who have no tribe, begin play with
one Gift chosen from the lists associated with auspice, one
chosen from one of the “open” lists that are affiliated with
all werewolves (Father Wolf or Mother Luna’s Gifts) and
one chosen from any list of the player’s choice.

It is possible to take one-dot and two-dot Gifts in a
single list at character creation. The list in question must
be affiliated with both your character’s tribe and auspice,
such as the Insight list for Bone Shadows and Elodoth.

In this case, your character has the one-dot Insight Gift
from, say, tribe, and then gets the two-dot Insight Gift
from auspice. You could also get a two-dot Gift in a list if,
for your character’s third selection you choose a list that is
affiliated with his tribe or auspice and from which you al-
ready have the one-dot power. For example, if you choose
the one-dot Stealth Gift as your Irraka’s auspice-affiliated
power, you could use your third, free choice to acquire the
two-dot Stealth Gift.

Be aware, however, that other criteria must be met
for your starting character to have a two-dot (or higher)
Gift. One of your character’s primary Renown traits
(explained on p. 76) must equal the highest level of Gift
chosen. Therefore, a Blood Talon Rahu could have both
the one-dot and two-dot Gifts in the Dominance list, but
his Purity (the primary Renown for Rahu) or his Glory
(the primary Renown for Blood Talons) must be 2. Or the
aforementioned Elodoth Bone Shadow would need two
dots in either Honor (the primary Renown of his auspice)
or Wisdom (the primary Renown of his tribe) for him to
have the one-dot and two-dot Gifts in the Insight list.

It is even possible to take one-dot, two-dot and three-dot
Gifts in a single list at character creation, but only under very
specific circumstances. Your character’s primary Renown for
auspice and tribe must be the same, such as Glory for both
Cahalith and Blood Talons. You must then assign your third,
free Renown dot to Glory as well, raising it to 3. Then, your
character’s auspice- and tribe-affiliated Gift lists must have
one list in common, such as Inspiration for Cahalith and
Blood Talons. Finally, you must dedicate all three of your
character’s Gift options to that list alone. You would then
have the first three Gifts of the Inspiration list, but no others
at character creation. While going this route certainly makes
your character adept in a specific area of expertise, he is ex-
tremely focused and could be vulnerable or incapable under
any circumstance that is not his forte.

For your third, “free” pick of Gift, your character can-
not acquire a power from a moon-phase auspice list other
than his own. If he’s an Ithaeur (for which the Crescent
Moon list has affinity), he cannot have the one-dot New
Moon Gift. New Moon has affinity with the Irraka aus-
pice. Nor can your character ever acquire any Gift from a
moon-phase auspice list other than his own.

The moon-phase Gift lists that are each exclusive to
their own auspices are the following: Full Moon (Rahu),
Gibbous Moon (Cahalith), Half Moon (Elodoth), Cres-
cent Moon (Ithaeur) and New Moon (Irraka).

Rituals

An alternative to choosing a Gift at character creation
is the Rituals trait. The “free” pick with which you can
normally choose a Gift from any list is traded for a single
dot in Rituals. (No more than one dot can be acquired at
character creation.) That dot grants your character access
to the rites that Uratha culture knows and teaches its mem-
bers. Presumably your character’s early days after the First
Change are spent near or with a ritemaster, or he spends
time learning how to strike pacts with spirits through rote
performances and services. The Storyteller could also de-
cide that your character acquires awareness of such rites in
the downtime of the first weeks of your chronicle.

One dot in Rituals grants your character a single one-dot
rite, as chosen from those offered on pp. 147 - 165. More one-
dot rites can be learned during play through the expenditure
of experience points (see p. 66.) Your character can know as
many rites as you like, provided you have the required experi-
ence to spend. He cannot, however, know rites with a dot
rating that exceeds his Rituals rating. So, with Rituals ®, he
cannot know any two-dot through five-dot rites.

More dots in Rituals can be acquired through play
with experience as if the Rituals trait was a Gift list with
which your character has affinity. Therefore, new dots
can be acquired at a cost of new dots times five (see p.

66). If your character does not acquire the Rituals trait at
character creation, it can be purchased during the course
of the chronicle. Rituals is considered an “affinity” for
all werewolves, so new dots times five is always spent to
increase it with experience points.

With more dots in the Rituals trait, your character can
learn rites of increasing power. Remember, however, that
he can have only one dot of Rituals at character creation.
(Furthermore, only your free pick of Gift can be traded for
Rituals. A tribe-, auspice- or general-affiliation pick — the
last for the tribeless Ghost Wolves — cannot be traded.)

Each time your character acquires a new dot in Ritu-
als, he gains a new rite of the same value. So, acquiring
Rituals ®®e grants him a free three-dot rite.

Ster Six: Select Werrts

A beginning character has seven dots worth of Merits,
which may be distributed at your discretion. These traits
should fit your character concept. For example, an Iron
Master Elodoth who was a reclusive movie geek before his
First Change shouldn’t have any dots in Fighting Style. The
Storyteller may encourage or disallow certain Merits, or
even provide a dot for free (such as a free dot in Totem to
represent a pack with a particularly strong totem). The fifth
dot in any Merit costs two dots to purchase.

See p. 79 for additional Merits available only to
werewolves.

RitEs

If you have purchased a dot in the Rituals trait, you
may purchase additional one-dot rites during character
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creation. Each Merit point invested in this fashion pur-
chases an additional one-dot rite.

StE? Seven:
Deternine Aovmtrees

Rules regarding advantages can be found in Chapter 4
of the World of Darkness Rulebook. Certain advantages
have different implications and even forms when applied
to werewolf characters.

Wrisieewer

Werewolves are frequently tested emotionally and
pushed to the brink as the challenges arrayed against
them are many. Not least of these is Rage (see p. 171),
which constantly lures a werewolf to give in to his anger
and to kill without distinction. Willpower largely oper-
ates for Uratha as it does for humans (see the World of
Darkness Rulebook), but sometimes it’s the only thing
standing between a werewolf and a battle lust that might
endanger the people most important to him.

A player may spend Essence in the same turn in
which he spends a point of Willpower. For more informa-
tion on spending Essence, see pp. 76-77.

Hpemony

Werewolves are not human. Even if a werewolf refuses
to believe she’s a fundamentally different person than she
was before the First Change, she must confront the fact
that her soul is a mixture of human intellect and preda-
tor instinct, all fueled by a blinding supernatural fury. A
werewolf’s life is forever in balance between human and
animal. The best chance she has of maintaining control
over herself is to acknowledge her nature and walk the
middle road. Therefore, the concept of Morality that
applies to human characters is replaced by Harmony, the
internal balance that a werewolf must seek in order to
avoid being ruled by her worst impulses.

As an optional rule, Storytellers may allow those
players applying the werewolf template during character
creation to trade points of Harmony for experience points.
This usually reflects some horrible trauma on the part
of the werewolf, usually during or directly after the First
Change. The character’s lower Harmony reflects mental
or emotional scarring that makes it hard to control the
monstrous instincts within, while the experience points
gained represent the character learning something from
the event. Players may sacrifice one point of Harmony for
five experience points, dropping Harmony to as low as five
(for a maximum of 10 extra experience points).

Note that reducing Harmony in this way also reduces
starting Essence at character creation.

Vietves o Vices
Werewolves use the same Virtues and Vices available to
mortal characters, though they play out differently. The Vice

of Wrath is obviously the most common among werewolves,
but all the other Vices apply. A werewolf driven by Envy
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might resent humans for being able to enjoy ordinary lives,
while a gluttonous werewolf might savor the taste of prey so
much that she hunts even when she isn’t hungry. Similarly,
the ideals represented by a Virtue are usually expressed in a
manner befitting a werewolf’s new life. A character whose
Virtue is Prudence might make a powerful shaman, able to
look on the horrors and blandishments of the spirit world
without losing focus. A character fueled by Faith might adapt
more quickly to his new life, powered by the conviction that
the Change came upon him for a reason.

N VeriraN Packs ~
Storytellers may allow their players a certain

number of experience points to spend before play

begins, representing a greater period of time be-

tween the characters’ initiation into werewolf life

and the start of the chronicle. We recommend

that this option not be used if players are new to

Werewolf: The Forsaken. It’s better for them to

learn about the setting through play until they're

familiar enough with it to create veterans.

Freshly Changed
Established pack
Scarred veterans
Lords of all they survey

O experience points
35 experience points
75 experience points
120+ experience points

Stee Erehtt Sk or Live

At this point you should have a fairly fleshed-out
character with all the mechanics to determine whether
he’ll succeed at the various tasks that will face him over
the course of the chronicle. What's left are the final nu-
ances of personality. Each trait on your character sheet
might have a story behind it — the reason your character
decided to pursue computer programming, the experiences
he had that rationalize his rudimentary Survival Skill,
and so on. Try to think of as many of these stories as you
can. Even a story that seems completely mundane — such
as learning how to fix a car from his father, who spent
most of his time trying to keep a VW microbus running
— provides another facet of your character’s personality
and another potential hook for the stories. Don’t overlook
potential physical or personality Flaws, either.

What do your character’s Attributes mean? Is his
Strength the patently obvious build of a weightlifter or a
surprising wiry power! Which Skills did he learn because
he had to, and which because he wanted to? What does
your character look like? Does he have a distinctive
appearance! Does he take care of himself? What color
are his eyes, his hair, his skin? Does he wear glasses, and
will he still need to after the Change? What does his
voice sound like? What does he look like in Dalu, Gauru,

Character Creation
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This reference summarizes the changes that apply
to werewolf characters. Use it in conjunction with the
summary of character creation on p. 34 of the World of

Darkness Rulebook.
Luserce

Choose an auspice under which your character
experiences the First Change. There are five auspices from
which to select.

Rahu (Full Moon): determined, aggressive, warlike
Cahalith (Gibbous Moon): passionate, thoughtful, expressive
Elodoth (Half Moon): discerning, observant, even-tempered
Ithaeur (Crescent Moon): contemplative, foresightful, spiritual
Irraka (New Moon): inquisitive, contrary, resourceful
SeecLiy SKILLS

A free Specialty is gained at character creation in
one of three Skills based on your character’s auspice, in
addition to the standard Specialties available. You must
have at least one dot in one of these three Skills to gain
an auspice Specialty. There’s no award otherwise.

Rahu: Brawl, Intimidation, Survival
Cahalith: Crafts, Expression, Persuasion
Elodoth: Empathy, Investigation, Politics
Ithaeur: Animal Ken, Medicine, Occult
Irraka: Larceny, Stealth, Subterfuge

erse

Choose a tribe to which your character belongs.
There are five tribes from which to select. To forsake all
tribes is to be a Ghost Wolf.
Blood Talons: warriors, defenders, champions
Bone Shadows: shaman, wise men and women, seers
Hunters in Darkness: stalkers, assassins, guardians
Iron Masters: innovators, progressives, improvisers
Storm Lords: commanders, aristocracy, alphas
Ghost Wolves: loners, outcasts, independents
Crimery Renovin

The following Renown traits are primary to the
listed auspices and tribes. Assign one dot to each primary
Renown type for your character’s auspice and tribe, and a
third dot to a Renown of your choice. Note that a Ghost
Wolf receives Renown for auspice, but not for tribe.
Cunning: Irraka and Iron Masters
Glory: Cahalith and Blood Talons
Honor: Elodoth and Storm Lords
Purity: Rahu and Hunters in Darkness
Wisdom: Ithaeur and Bone Shadows
Grrt Lrsts

The following Gift lists are affiliated with the auspices

and tribes. Choose one Gift from a list associated with your
character’s auspice and tribe, and one from a list of your

choice. The Father Wolf and Mother Luna lists are also af-
filiated with all werewolves. Ghost Wolves get one Gift from
among their auspice-affiliated lists, one from the common lists
and one from any list of the player’s choice. Your highest-dot
Gift cannot exceed your character’s highest primary Renown.
The only lists from which you cannot choose Gifts
are those that are synonymous with auspices other than
your own: Full Moon (Rahu), Gibbous Moon (Cahalith),
Half Moon (Elodoth), Crescent Moon (Ithaeur) and New
Moon (Irraka).

Your character’s third Gift at character creation
— your free pick from any Gift list — can also be traded
for one dot in Rituals, which grants one free one-dot rite
from the lists on pp. 147-152.
Rahu: Dominance, Full Moon, Strength
Blood Talons: Inspiration, Rage, Strength
Bone Shadows: Death, Insight, Warding
Cahalith: Gibbous Moon, Inspiration, Knowledge
Hunters in Darkness: Elemental, Nature, Stealth
Iron Masters: Knowledge, Shaping, Technology
Elodoth: Half Moon, Insight, Warding
Irraka: Evasion, New Moon, Stealth
Storm Lords: Dominance, Evasion, Weather
Ithaeur: Crescent Moon, Elemental, Shaping
Ceamsr Ueeoe

A character’s Primal Urge begins at 1, but Merit
points may be spent to increase it.
Essence

A character’s starting Essence points equal Harmony.
Wegsts

New werewolf Merits include Fetish (® to eeeee)
and Totem (varies; special). Wolf-Blooded (e®e®e) is a new

Merit available to normal human characters, but not to
werewolves.

Exeerience Point Costs

Trait Cost
Attribute New dots x 5
Skill New dots x 3
Skill Specialty 3

Affinity (tribe, auspice or common) New dots x 5
Gift or Rituals

Other Gift New dots x 7

Rite Rite dots x 2
Merit* New dots x 2
Totem Merit 3 per dot

Primal Urge New dots x 8
Primary (auspice, tribe) Renown New dots x 6
Other Renown New dots x 8
Harmony New dots x 3
Willpower 8 experience points

“Not including Totem, which is bought separately.

\
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Urshul and Urhan form? Picture your character as clearly
as you can, as it helps you express his image and personal-
ity when it comes time to roleplay. The more realistic and
interesting other people find your character, the more
everyone enjoys the game.

e CreLvve

You don’t have an appointment, but you barge right into
your boss’ office. You've got a file folder in one hand, trailing
printouts, receipts and curling fax papers. You slam it down on his
desk triumphantly, and your boss gapes in shock at the intrusion.

You've figured it out, you tell him. The enormous loss in
third-quarter profits last year, the skyrocketing overhead, the
jacked-up insurance premiums the company’s been subjected
to... it’s all a smokescreen. It’s all on paper and in the computer,
but the numbers in the company records don’t match up with the
bank’s records or with what the company reported to the IRS.
Looking back at all the pay-cuts the company’s had to make and
the loss of medical benefits, and matching it against the files and
records in the folder, you've figured out that the company isn't
in as dire straits as the SEC seems to think. No, someone at the
company’s been embezzling. You love the company and you're
furious at how it's been mistreated, so you offer to personally
lead the investigation to root out the criminal.

“That won't be necessary,” your boss says. “You've
already found him.”

What do you do?

The prelude in a Storytelling game is similar to Step
Eight in the character-creation process. You think about
quirks and idiosyncrasies in your character’s behavior, as
well as the events in his life that might have determined
who he is. You think about how he acts as much as you
do about who he is. Now you and the Storyteller go a step
further, describing formative scenes in your character’s
early life and discussing how he reacts to them.

Going through the prelude isn’t mandatory, and
experienced players and Storytellers might not find it
entirely necessary, but it does serve a beneficial purpose.

It provides some crucial opportunities that help fully im-
merse players and Storytellers in the shared setting they’re
about to create and helps the player get comfortable in the
role he’s chosen. It lets him try out the quirks he’s come

up with and get into the mindset of a seemingly human
creature who can change shape and sojourn in the spirit
world. The prelude also shows the Storyteller how the
player is going to play the character he’s created. If a player
has given his character a high Intelligence, for example,
the prelude reveals whether that character is a rational,
deliberate, careful thinker or a hothead who’s only later
able to piece together information coherently. That sort of
characterization can make a world of difference in crucial
moments during your story, so it’s very important to have
a sense of it before play begins.

Beyond its ordinary purpose, a prelude offers three
significant opportunities. The first is the opportunity to
tinker with the character sheet, rearrange dots and recal-
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culate derived traits. It might be that in the course of the
prelude you find that you tend to play your character as a
high-strung reactionary, rather than as the sedate intel-
lectual that the dispersal of Mental Attribute dots first
implies. If you're more comfortable playing that way, the
Storyteller will probably allow you to take a dot away from
your character’s Composure and add it to his Wits instead.
It’s also a good idea to have the Storyteller check your
math on your character’s derived traits (such as Willpower,
Initiative, Speed and Defense), just to make sure that any
changes are accounted for accurately.

Another important opportunity the prelude presents
is delivering background information necessary to the
story. Such information includes what year the story is set
in, where it takes place, and what’s been happening in the
local territories that have led up to current events. Deliver-
ing such information in a prelude is common in one-ses-
sion stories or stories that continue the lives of characters
from a previous chronicle. It’s also advisable to summarize
important information for new characters, such as who the
experienced werewolves are, where the local loci to the
spirit world are, and how pervasive the human element is.
It isn’t necessary to provide this preliminary information in
the prelude, however. The first story or arc of stories in the
chronicle could just as easily revolve around the characters’
discovering this information for themselves. Werewolf
being a horror game, a certain amount of mystery, paranoia
and terrible revelation is perfectly acceptable.

The third significant opportunity a prelude provides
focuses on the Storyteller. It’s a chance for him to show
off his advanced Storytelling capabilities. The prelude is
an excellent place to plant symbols or lay out motifs that
become increasingly prominent as the chronicle progress-
es. A story that plays up a sense of confinement to make
a point about werewolves being separated from the spirit
world might use stop-and-go traffic, velvetroped queues or
literal imprisonment in the prelude to suggest the point.
The Storyteller could also engage in foreshadowing. If a
recurring antagonist is a sinister Storm Lord, the prelude
might feature the rumbling of faraway thunder, or might
be set against a backdrop of dreary skies or rain-slicked
streets. If he wants to be really tricky, the Storyteller can
reflect the core thrust of his entire plot in microcosm
through one of the characters’ preludes. Perhaps the jeal-
ousy and mistrust a character experiences in a lovers’ spat
directly reflects the hidden feelings between two rival pack
alphas who have been at each other’s throats since they
secretly broke the Oath and conceived a Ghost Child.
Perhaps the characters learn a valuable lesson during their
initiation that they need to remember at the chronicle’s
end as they desperately try to put down a rogue idigam
that’s been plaguing them all along. This is not to say
that every Storyteller uses the mise-en-scéne of his prelude
to give away the ending of his chronicle, but the wise
player minds the experiences his character has during his
prelude, just in case.

Charaeter Creation
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You're sitting in traffic on your way home after being
fired for putting your boss in the hospital. The fact that you'd
discovered his embezzling has kept him from pressing charges,
but that's all it's done. In fact, someone else higher up is cover-
ing for him, so he won’t even be prosecuted. Now you're stuck
here, slinking home in this godawful traffic, and the people
ahead of you won'’t go already.

You glance to your left, looking for an opening in that lane,
when the driver of the car next to you catches your eye. He's sing-
ing maniacally along with the radio, and his eyes are bulging and
bloodshot. But stranger still is the fact that something is glowing
deep inside his chest. It looks like a snake made of fure, and it’s
coiled around his heart, radiating a smoldering menace. You've
never seen anything like it, yet it's somehow familiar. Before you
can figure it out, the other driver stomps on his accelerator and
slams into the car in front of him. Airbags are deployed all around
as safety glass showers the area and smoke rises.

What do you do?

SteerteLier Lovice

Just as there is no single, quintessential Werewolf story,
there is no single, formulaic way to run a prelude for your
characters. All that’s truly important is that you hash out
not only who each character is as a person, but who he is
(or becomes) as a werewolf. While saying that is all well and
good, the following are some choices that can guide you in
running your preludes and making them suit your tastes.

First, decide whether you simply want to narrate the
prelude or run it interactively with your players. Simply
narrating the prelude can be the most efficient way to
set up a story if the player has played the character in a
previous story. If you and the player both have a good
idea of who the character is and how he’ll act, you might
not need the polish of an interactive prelude. If you've
designed nothing but a simple, one-session story that isn’t
about depth or drama, a couple of sentences might be
all you need to set the scene. Should any of your play-
ers be inexperienced with either the Werewolf setting
or roleplaying in general, an interactive prelude acts as a
starter course in how the game and the mechanics work.
(A prelude can also help you iron out any nervous kinks
in your style if this is your first time as Storyteller.)

After you decide that, the next question is whether
to run a prelude for each character individually or run a
single prelude for the entire pack. The pack dynamic is the
most important social consideration in a Werewolf game,
and it’s the one over which the players have the most total
control. Putting all the characters together is a particularly
expedient and effective way to get the story off to a run-
ning start. Such an introduction might show the charac-
ters being drawn together as a pack, then questing into the
Shadow Realm to win a pack totem. Such exciting events
make for wonderful stories over a handful of actual game
sessions, but if you have an even more fantastic story in
mind and don’t want to waste time getting to it, you can
relegate the formative details to a group prelude. Should

A
PEVL- I

-~
'

L 68 4 &
; .‘
u}m- B v

{ _r &
y WM

you do so, be sure to discuss with the players how the
pack formed, how long it’s been together, who the alpha
is, what its basic social dynamic is, what its totem spirit
is like (as well as how powerful it is), what its territory
consists of and how it defends that territory.

If you’d rather run more in-depth preludes with each
player individually, that’s equally valid, but you have a
different set of concerns. Don’t look so much at what the
character’s duties as a werewolf are, but at what kind of per-
son he is based on his experiences. Is he passionate about
some cause that affects his territory (such as the plight of
the homeless or the pollution of a vital river)? Go over the
events of the first time the character was exposed to the
problem and his reaction to it. Does he have a violently
rebellious reaction to authority figures? Portray a scene
from the character’s teen years, when his werewolf nature
moved to the fore and his unknowing parents reacted to his
behavior with overprotective strictness. Does the character
have a true love whose trust gives him strength? Walk the
player through a scene in which the lover first discovered
the character’s secret (or the first time the character lied to
protect his true love from the truth).

Don’t rush the player through this process or force
him to make snap judgments. Give him time to think
about what his character (not he himself) would do in
such a situation, and discuss his answer if you don’t feel
it reflects what’s on his character sheet. It’s always best to
work out any potential disagreements of this nature during
the prelude, when a player can be most easily coached
and/or dots can still be rearranged to accommodate the
player’s style of play.

After you've decided how to structure your preludes, all
that’s left is to pick representative scenes and decide with
your players how the characters react. No list of formative
events could account for all the ways in which your players
could make characters, or for all the ways you could struc-
ture a Werewolf story, but the following are some guidelines
that help. Most werewolves go through experiences such
as these (in some way) in their lives, and how they handle
them informs the kind of people they become.

® Mundane Drama: Every werewolf lives the first
part of his life among humans, believing that he’s one of
them. As he comes closer to his First Change, however,
the others around him react subconsciously to the differ-
ence between him and them. He might be ostracized by
his peers at school, divorced or thrown out of his parents’
home for defiant, unruly behavior. Go over how the Rage
builds in him and what he does to control (or vent) it.

¢ First Animistic Exposure: As the First Change
nears, spirits pay more attention, and prospective were-
wolves even catch them at it. When that happens, a charac-
ter’s worldview changes radically, teaching him something
that no one else seems to know. If the character in question
is one of the “lucky” ones, go over how he handles it when
he peels back that corner of the veil of mystery and finds
intelligent but alien things staring back at him.
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e First Change: Whether it’s a bloodbath on prom
night or a terrifying rampage in a secluded summer home
far from civilization, the First Change is an event that ev-
ery werewolf has in common. The circumstances not only
determine the werewolf’s auspice, they often reveal his
fortitude and true identity. Go over the events that trigger
the frenzied First Change and the moments of horrified
exhaustion that follow. Ask the player if his character is
frightened, resigned or relieved to discover what he is.

e First Trip into the Shadow Realm: The thriving,
dangerous spirit world is not only the element that sets
this game apart from generic werewolf fiction, but also the
legacy that makes the Forsaken different from everyone
else. Before his First Change, a character might have
glimpsed the animistic forces that drive and react
to life on this planet, but that’s not the same as
literally crossing into the spirit world at the
threshold of a locus. Go over
his first experience cross-
ing the Gauntlet and
his first reaction to the
world on the other
side. Also decide
how he reacts to
the spirit pa-
trons who live
there, and vice
versa. <5

¢ Adoption
into a Tribe: Unless
the character is a
Ghost Wolf, he
has this ex-
perience

before he is set free to find his pack. Go over what draws him
to his tribe, as well as the conditions the local elders of that
tribe set before him. Does he have to make a tough choice
between two equally attractive tribes? Does he find the tribe
that was perfect for him with no question at all? Does a ter-
rible example set by a member of another tribe drive him to
make the choice? Will no other tribe take him?

¢ Formation of the Pack: This event usually occurs
during the first session of actual play, but that isn’t always
necessary. If you want to begin your story with a fully
formed and functional pack of werewolves, go over what
event drew the packmates together. Briefly discuss what the
other local packs think about this one, and vice versa, and

lay out any powerful dynamics between members

that affect how the pack works as a whole.

ke ¥insL QUESTIONS

*)

The following questions can help you
determine aspects of your character’s
background and personality
that you haven’t consid-
ered or defined. Even if
you don’t run a
prelude or answer
all of these ques-
tions, you should
consider answering
as many as possible,
either by writing
up a character
background
or by talking
about the
details
with

Charaeter Creation




CAapter IT: Character

your Storyteller. The more you know about your character,
the more real he will seem.

* How old are you?

When were you born? How old were you when you
underwent the First Change? How long have you been a
werewolf? Did the Change affect your emotional maturity?
For better or worse? Do you look older or younger than your
years? Are you more or less mature than you seem?

e What was unique about your childhood?

What do you remember about your early years? What
was your home life like? Was it idyllic? Troubled? Abusive?
Where did you go to school? Were you a good student? What
is your most powerful childhood memory? Did you go to high
school or college? Did you have a hometown, or did your fam-
ily mowe often? Did you run away from home? Did you play
sports? Did any of your childhood friendships last until adult-
hood? Did your nascent Rage affect your childhood?

¢ What kind of person were you?

Did you like who you were? How would you describe
yourself as a person before the Change? How would the people
who knew you best describe you? How would someone who
disliked you describe you? What about a total stranger? Did
you have an active social life? A family? A steady job? Good
friends, or simply acquaintances? How did you expect life to
go before the Change turned everything upside down?

® What experiences with the supernatural have you had?

Did omens manifest before your First Change? Did you
take particular note of them? Were you hunted and bitten
prior to the Change? Did you ever have an encounter with
a manifested spirit, Ridden or other supernatural entity?

Were you skeptical of the supernatural? Is there anything you
learned to fear?

¢ What was your First Change like?

How did your auspice moon affect your Change? What
stress brought on the Change? Did you do anything you regret?
Did your Change have ramifications in the mortal world? Are
you now hunted by the police, or by someone else? How does
your First Change haunt you today?

e Who taught you what you are?

Who was your mentor? Who brought you into were-
wolf society after your Change? Were they expecting you to
Change, or did they run across you by accident? Are you
related? Is your mentor one of the People or someone with
wolf blood? Do you come from a strong werewolf bloodline, or
were you born into a family in which the blood was weak?

e What was your tribal initiation like?

How many werewolves of your tribe were present? Do
you keep in touch with any of them? How did you feel when
the rite was completed? Did you feel proud? Frightened? What
is your Uratha name? Why were you given this name? Do you
answer to it, or do you prefer your human name? Were you
itiated into a tribe at all?

® How was your pack formed?

When did you first meet your packmates? Did you get
along with them at first? Were you brought together by elders?
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By circumstance? What is your pack totem like? Is it the
sort of totem you expected to have, or did it reveal something
strange about your own personality?

¢ Do you keep a territory?

Is there a place you consider “yours”? Do you share it
with your pack? Are you comfortable with the responsibility?
If you have no territory, do you want one?

¢ Do you retain any connections to your mortal life?

Are you a “missing person?” Have you been presumed
dead? Do you retain contact with your family or friends?
Hawe any of your loved ones been subject to danger due to
your new life? Do you have any wolf-blooded relatives?

e What motivates you?

How much do you believe in your tribe’s cause? Do you have
issues from your mundane life that still go unzresolved? Do you have
loved ones to protect, or are you in search of someone who un-
derstands? Are there wrongs in your past that need to be righted?
Have your experiences as a werewolf given you new motivation?
Do you want to hold on to a portion of your previous life? If you
could change one thing about your life, what would it be?

NN CoNvENTIONS

Many Forsaken have two names — the name
they were born with and the name they earned
as a werewolf. The concept of an earned name
(sometimes called a “deed name”) is easy enough
to grasp. Folklore and history offer plenty of
examples: Johnny Appleseed, Jack the Giant-Killer,
Crazy Horse, Catherine the Great, Vlad the Impaler
and so on. An earned name can be particularly
important to a werewolf, because Uratha culture is
based on action. It doesn’t matter who one’s human
family was. What matters after the First Change is
what your character makes of herself. It’s a sign of
the new life that he’s been born into, whether he
wanted it or not. Some Uratha honor this tradition.
Others ignore it.

A deed name is usually earned before or dur-
ing tribal initiation. This often has something to
do with how a character performs, though it can
be given in accordance to some vision or impres-
sion an elder has concerning the subject. For ex-
ample, Elias Winterborn earned his name because
an Ithaeur of his tribe saw that his soul carried a
portion of the strength of the winter storm that
raged at Elias’ birth.

Although the trend for earned names is
to merge a werewolf’s personal name with an
earned sobriquet, this isn’t always the case.
Some werewolves carry deed names that make
no reference to their lives before the First
Change, perhaps because they wish to forget
their former lives, or perhaps because they favor
a simpler name.
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Like wolves, werewolves run in packs. Like their
human and wolf kin, werewolves are social creatures, and
all feel some desire to run with a group of peers who ac-
cept them for what they are. It is expected of the Uratha.
Luna’s gift of auspices reaches its full potential only when
werewolves gather in packs. But most of all, werewolves
are strongest when they’re together. A pack can do things
that no single werewolf could accomplish on his own.

The strength of the pack bond can be difficult to
roleplay at first, but as the characters undergo more trials
and hardships, they come to rely on one another more
heavily than they do on their own flesh and blood. Not all
pack members might actually like each other, or agree on
everything, but it’s important that they share a common
bond of respect. Otherwise, they won’t be able to tackle
their common goals, motivations and obstacles efficiently.

The pack is the heart of your chronicle. Charac-
ters can join or die, but the pack remains. Because of its
nature, it’s extremely important that the players agree on
the sort of pack they want to play, as it directly impacts
the kind of stories they play. If a player decides she doesn’t
like her character two stories into a chronicle, it’s easy
enough to let her bring in a new one. If the players don’t
like the pack’s nature, it might be necessary to completely
overhaul the chronicle. The Storyteller and players should
discuss the pack’s general role and what goals it might try
to accomplish during the chronicle. Once the players de-
cide that, they can decide who fills which roles, and what
kinds of characters they want to bring together.

When creating a pack, players should attempt to an-
swer several questions ahead of time. It’s optimal to answer
these questions before creating characters or playing the
prelude, but pack specifics can be revised afterward. The
important thing is to establish a firm pack concept to give
each character context.

® Where is the pack based? — What territory does
the pack claim? Where does it range? Does it even claim
territory! Do members patrol their territory, or do they
even acknowledge such responsibilities? Do members have
their own homes, or do they live together? Is the pack
urban, rural or wilderness-based?

e How did the pack come together? — Were
members gathered by elders who wanted to see them
united? Did one member recruit the others? Did some pack
members know one another before the First Change? How
long have they been working together? Are some members
newer than others?

® Who, if anyone, is the pack alpha? — Who makes
decisions? Does leadership rotate according to the situa-
tion? How was the alpha chosen?

® What is the pack’s totem? — Why do they follow
this totem? Did it choose them, or did they choose it?

® Does the pack have friends and allies? — What
people consider the pack as a whole, rather than just a few
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members, friends? Are they wolf-blooded? Other werewolves?
Spirits? Other supernatural beings? Does the pack protect
them?

® What about enemies? — Does the pack have any
enemies? Who are they, and why do they hate the pack?
What are their motivations? Are they werewolves? If not,
what are they? Why does the pack have reason to fear
them?

EXeneLe o CHRARACTER
CrelktIoN

Michelle has just invited Jack and four other friends to
participate in her Werewolf chronicle. Michelle tells them
the chronicle will be set in the World of Darkness version
of their own hometown, centering on the college campus
from which they all just graduated. She tells them that recent
deaths and the resulting shifting of local pack territories
has opened up an unclaimed territory in the middle of the
campus community. As part of an arrangement between
the local established packs, a pack of werewolves who have
only recently gone through the First Change and completed
their Rites of Initiation are going to be put in charge of the
unclaimed territory. Jack and the other players are going to be
taking on the roles of that new pack.

The only limitations Michelle puts on character
creation at this stage is that she wants one werewolf of
each auspice present in the pack and she wants relatively
inexperienced starting characters. Other than that, ques-
tions of tribe, age, race, gender and whatnot are at the
players’ discretion. Jack uses Michelle’s copy of the World
of Darkness Rulebook and his own copy of Werewolf:
The Forsaken to get started.

Stee Oner Conceet

The first thing Jack does is come up with a general
concept of who his character is. He brainstorms some
ideas and jots them down as they occur to him. His pre-
liminary ideas include “campus cop,” “disgraced athlete,”
“know-it-all townie,” “cool professor” and “harried grad
student.” He talks them over with the other players and
with Michelle, and between them, they all agree on “cam-
pus cop” as a good starting point for the character. The
other concepts are either ones that the other players are
considering or ones that Michelle had already intended to
represent with Storyteller characters.

From there, Jack decides that his character is a recent
graduate from the university who graduated with no clear idea
what he wanted to do with his life. Nearing desperation as
various credit card and student-loan bills started to come due,
he applied with the campus police station and was eventu-
ally hired. He'd begun to lose contact with his college friends
who've graduated and moved away, though, and he’s begin-
ning to wonder if he’s going to be stuck in this town forever.

Stee Wie: Atrrosutes
The next step is to start fleshing that character out
with game traits — the most important of which are At

Charaeter Creation



-~
'

k.22 TE R
I '? v 47 .
i.}!h- .i-'/ LA Jl-g -y

Chapter IT: Character

tributes. A quick refresher from the World of Darkness
Rulebook shows what the nine basic Attributes are used
for and what capacities the various numerical ratings rep-
resent. It’s then up to Jack to prioritize the three general
Attribute categories as best suits his character.

With only a moment’s deliberation, Jack chooses the
Physical category as primary, which gives him five dots
to spend on Physical Attributes. He sees his character
as a tough, somewhat intimidating figure who spends a
good deal of his time working out and keeping in shape.
The character does so not because he is especially health
conscious or vain, but because he considers good health
and physical conditioning essential to his job. (He also
hopes to meet people with at least one common interest
at his local gym.) The first thing Jack does is add one dot
to each Physical Attribute right out of the gate. Combined
with the one free dot that every character gets in each At-
tribute, Jack’s character has a baseline rating of 2 in each
Physical Attribute, representing the human average. He
then adds one of his remaining two dots to Strength and
the other to Stamina, representing slightly above-average
capacities in each. When all is said and done, Jack’s char-
acter has Strength 3, Dexterity 2 and Stamina 3.

Next he chooses the Mental category as his secondary
priority. Doing so gives him four dots to spend, in addition
to the single free dot in each Attribute that every charac-
ter receives. Again he spends his first three dots bumping
each Attribute up to the average rating of 2, which leaves
him with one dot remaining. He spends that dot into
Wits, putting him slightly above the average rating in that
Attribute. The way he sees it, his character has received
some training to respond quickly and decisively in tense,
low-grade emergency situations, and the above-average
rating gives him a decent ability to do so. That said, his
character has Intelligence 2, Wits 3 and Resolve 2.

By process of elimination, Jack’s character’s Social
Attributes become his tertiary priority, leaving him three
dots to divide among them. He starts with one free dot
in each Attribute, then adds the remaining three evenly
to each Attribute to give him average ratings across the
board. Jack figures those ratings represent his character’s
subtle withdrawal from the community now that his col-
lege friends have moved away. As a result, Jack’s character
has a Presence, Manipulation and Composure of 2 each.
Stee Uiree: Skills

After the Attribute step, Jack assigns priorities and
dots to his character’s Skills. The Skill categories are
broken down by Mental, Physical and Social like the
Attributes are, but Jack chooses not to prioritize them in
entirely the same way. He sets his Physical Skills as his
primary category as he did with his Attributes, but he
sets his Social Skills ahead of his Mental Skills. He fig-
ures that college and his job have taught his character a
little more about relating to people and interacting with
them than they have about more scholarly, academic
concerns. As a result, Jack has 11 dots to spend on his
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character’s Physical Skills, seven to spend on his Social
Skills and four to spend on his Mental Skills.

Assigning his Physical Skill dots, Jack gives his charac-
ter two dots in Athletics to reflect the good shape he keeps
himself in and his natural physical talents. He then picks up
a dot of Stealth and two dots of Survival, reasoning that the
character enjoyed fairly regular hunting and camping trips
with his family and friends throughout primary school. He’s
hardly been hunting at all since college started, however,
which is why the scores aren’t any higher. Next, he gives
himself two dots of Drive and a single dot of Firearms, rep-
resenting the basic training he received in those activities
upon being hired by the campus police. He rounds out his
Physical Skills by putting three dots into Brawl, represent-
ing both the self-defense training he received through his
job and his own natural flair for it.

Next, Jack has seven dots to spend on his Social Skills,
and he spends his first two into Intimidation. The score
comes not only from his size and inherent predatory nature
as one of the Uratha, but from the added effect that being
armed and in uniform tends to lend him. To this, he adds a
dot of Expression, a dot of Persuasion and a dot of Subterfuge,
all representing what moderate training he’s been given in
how to deal with people who are drunk, drugged, fright-
ened, angry or otherwise agitated and get them to do what
he’s telling them to. Finally, he adds two dots of Streetwise,
reasoning that a successful, moderately intelligent campus
police officer couldn’t help but have picked up a capacity for
it in the normal course of his duty. Jack consciously chooses,
however, to leave the Empathy and Socialize Skills at 0 in
order to reflect how hard the character is finding it to relate
to his human peers since his First Change.

Finally, Jack has four dots to spend on his character’s
Mental Skills. He spends one into Computer, one into
Investigation and one into Medicine, all representing
introductory courses the character was given during his
training with the campus police. His last dot goes into
Occult to reflect the lessons the character has begun to
learn about the supernatural world since his recent First
Change. Jack isn’t thrilled with having so few dots to
spend in this category, but he knows that with so few dots
on the sheet, he’ll have an easier time buying up any Men-
tal Skills he needs later with experience points.

StEe Four: SKILL SPECLALXTIES

Once his character’s Skills are laid out, Jack then has
three Specialties to apply to them. He adds his first to his
Medicine Skill in the form of First Aid. He’s no doctor or
EMT, but he knows how to treat and stabilize an injured
person (including himself, naturally) until someone better
trained comes along to help. He puts his second Specialty
in his Brawl Skill in the form of Grappling, reasoning that
most of his self-defense training focused on infighting and
takedowns. His Intimidation Skill receives his third Spe-
cialty, which Jack lists simply as On Duty. When Michelle
asks for a clarification, Jack explains that his character
feels more confident when he’s in uniform and on the job,
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and he’s able to parlay that feeling into a more powerful
and intimidating demeanor.

Finally, Jack has the potential for one last free Spe-
cialty, depending on what auspice he chooses. Since Jack
hasn’t determined what his character’s auspice is just yet,
he leaves that fourth Specialty off for a moment.

Stee ¥rve: Werenworr Tewnerste

Jack now applies the werewolf template to what has oth-
erwise been shaping up as a seemingly normal human char-
acter. The first thing he must choose is what his character’s
auspice (i.e., moon-sign) is. As Michelle has already said that
she wants only one character per auspice, Jack opens the
discussion up to his fellow players. He isn’t entirely sure what
auspice he wants to play, but both the Irraka and the Rahu
sound like fun. Two of the other players have similar ideas,
though, so Jack turns to Michelle for advice. Looking at his
character sheet and discussing his character concept with
him, Michelle says that Jack’s character just doesn’t sound
much like an Irraka to her. Jack sees the wisdom in that and
asks to play the Rahu. Another player has an arguably better
concept for a Rahu character, however, so Michelle makes a
suggestion. She sees Jack’s character as someone standing at
a crossroads with serious decisions to make over the course of
the chronicle. She also sees him as someone who cares about
law and tradition and who stands between those who do and
those who don’t. Jack agrees with that, so Michelle recom-
mends the Elodoth auspice — the judge and law-keeper who
must arbitrate between opposing extremes. It takes a few
minutes of thought, but Jack realizes that that sounds like
what he’s had in mind all along. Michelle okays the choice
and reminds Jack to look back at his Skill Specialties. Since
he’s an Elodoth, the character gains a free Specialty in Em-
pathy, Investigation or Politics. The choice is an easy one for
Jack since the only one of those Skills his character has any
dots in is Investigation. He chooses a Specialty of Personal
Searches, representing a keen ability to tell if a person is
concealing weapons or contraband on his person.

Next, Jack must choose what tribe his character
belongs to — a choice that is entirely up to him. He likes
the sound of the Hunters in Darkness, a tribe of quiet,
clever predators who defend their territories as much with
cunning and subtlety as with ferocity and savagery. The
way Jack sees it, his character can do his job and live a
seemingly normal life among his human peers, but when
his supernatural duties to his pack and his territory call,
he needs to operate with more care and subtlety. If he
can do so, he can keep from drawing attention to himself
that could mess up the rest of his seemingly normal life.
(It is, perhaps, a somewhat naive expectation, but Jack’s
character is still a young werewolf who has yet to learn the
harder lessons that all the Forsaken have in common.)

The next part of adding the werewolf template to this
character lies in determining his supernatural aptitudes.
Those aptitudes include the character’s Primal Urge and
his Essence, both of which have a standard starting point.
Primal Urge starts at 1 for all characters, and Jack decides
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not to increase it at this time. His character has not yet
fully embraced the scope and breadth of the supernatu-
ral and has chosen to focus on the needs of the material
world for now, so a higher rating would not be appropriate.
The character’s starting Essence is equal to his starting
Harmony (i.e., Werewolf’s Morality trait), so Jack makes a
note of that. He'll cross that bridge when he comes to it.

Then it’s time to figure out the character’s three dots
of starting Renown, and two of them are easily deter-
mined. Since he’s an Elodoth, his first Renown dot goes
into Honor. Since he’s a Hunter in Darkness, his second
Renown dot goes into Purity. The allocation of his last
Renown dot is up to Jack, and he elects to spend it into
Cunning (which seems appropriate for a subtle, hidden
predator who hunts in the night).

The final supernatural aptitude a werewolf character
has is that of his Gifts (or individual supernatural powers
taught by allied spirits). Only certain categories of Gifts
are available to Jack’s character based on other character-
creation choices he has made, and the maximum levels to
which he may rise in those Gifts at this stage are limited
by his Renown. Since Jack has no Renown category higher
than one dot, he can choose only one-dot Gifts. Both
auspice and tribe determine what Gifts are available to a
starting character, and a player may choose a Gift from any
other single list he likes. Since his character’s a Elodoth,
Jack can choose between the Half Moon, Insight and
Warding lists; since his character’s a Hunter in Darkness, he
can choose between the Elemental, Nature and Stealth lists
for his second pick. He chooses the Half Moon Gift: Scent
Beneath the Surface for his auspice pick and the Stealth
Gift: Blending as his tribe pick. For his free pick, he consid-
ers the one-dot Gift from several lists, but ultimately decides
to spend the free pick on one dot of Rituals, with which
he would get a free one-dot rite. The Rituals trait allows
Jack’s character access to more rites during the course of
the chronicle, and he likes the idea of the Elodoth as ritual
judge. He chooses Shared Scent as his bonus rite.

Stee Sox Wegrrts

Like any other character, werewolf characters have
seven dots worth of Merits available at character creation.
For reasons of her own, Michelle assigns each character
one dot of Totem (which the players will later combine to
create a totem spirit) for free. She then asks the players to
purchase only those Merits that pertain to their charac-
ters’ pre-Change lives with their remaining seven dots.

Jack first takes one dot of Status to represent his stand-
ing in the local human society as a campus police officer.
Not everyone in the community respects or admires him for
what he is, but anyone who sees him in uniform knows that
he has a certain amount of authority that they don’t. Next
he takes two dots in Contacts, reflecting those people in the
community that he knows he can count on for information.
To represent the salary he makes at his job (minus living
expenses and monthly debt payments, of course), he takes
one dot of Resources. Jack tacks on a dot of Language to
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represent that his character (like he himself) speaks Span-
ish as well as English. He also takes Direction Sense (which
costs one Merit dot) to show that the character knows the
local area well and can find his way around it easily. Finally,
Jack spends his last Merit dot to purchase another one-dot
rite, picking the Rite of Dedication.

Stee Seven: Loventrces

Jack’s next order of business is to determine his char-
acter’s advantages, both those determined by his traits, and
those relating to the werewolf template. He first determines
his Virtue, Vice and Harmony (i.e., his Morality), then his
Willpower, Defense, Initiative, Health and Speed.

Looking at the Virtues and Vices, Jack sees his charac-
ter as one who upholds Justice but falls prey to Sloth. The
character wants to make the world a better place, but with
all that’s changed now, he’s adrift and doesn’t know how
to do so. Next, Jack looks at Harmony, which starts at a
standard 7. He could trade in one or two of those points for
additional experience points, but he opts not to do so, since
it seems important for his Elodoth character not to have
less Harmony than the average starting werewolf character.
That being the case, he goes back and records an Essence of
7 (as per Step Five), since the two traits start off equal.

Jack’s character’s Willpower is equal to his Resolve
+ his Composure, so he records a 4 for that trait. His
Defense is equal to the lower of his Dexterity or his Wits,
so he records a 2 for that trait since his Dexterity is a 2
and his Wits is a 3. It’s important to note, however, that
the Gauru, Urshul and Urhan form add +1, +2 and +2
respectively to a werewolf’s Dexterity, which will bump
this character’s Dexterity up to 3, 4 and 4. Therefore, his
Defense increases to a 3 in Gauru form (since his Dexter-
ity and Wits are equal) then remains a 3 in Urshul and
Urhan form (since his Wits of 3 is then lower than his
modified Dexterity of 4). The character’s Initiative under-
goes similar changes as well. Starting out in Hishu form,
this trait equals the character’s Dexterity + his Compo-
sure (which, for Jack’s character, equals 4). It remains the
same in Dalu form, but it increases to 5 in Gauru and 6 in
both Urshul and Urhan form as the werewolf’s Dexterity
increases by one in Gauru and two in Urshul and Urhan.

Next come the character’s Health and Speed, both
of which change because of two separate factors. In his
base Hishu form, Jack’s character’s Health is equal to his
Stamina + his Size. As his Stamina is a 3 and his Size is
the base human 5, his Health is 8. In Dalu, the character’s
Health jumps up to 10 since the character’s Stamina and
Size both increase by one. In Gauru form, the character’s
Stamina and Size each increase from the Hishu baseline
by two, so this character’s Health equals 12. In Urshul,
the character’s Stamina increases by two from his Hi-
shu Stamina, but his Size increases by only one, so his
Health equals 11. In Urhan form, the character’s Stamina
increases by one from his Hishu baseline, but his Size
decreases by one, so his Health remains the same in Urhan
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as it was in Hishu. (For Jack’s character, that’s an 8.) Jack
notes all of that variation down carefully on his character
sheet so as not to have to keep doing the math in his head
as his character switches forms during the story.

Speed is equally variable in terms of the character’s
Strength and Dexterity, so Jack calculates his various forms’
Speed just as meticulously. In Hishu, he adds his Strength
(3) to his Dexterity (2) as well as his species factor (5),
which yields a 10. In Dalu, his Strength increases by one,
so his Speed becomes 11. In Gauru, his Strength increases
by three and his Dexterity increases by one (from the
Hishu baseline), so his Speed becomes 14. In Urshul, the
character’s Strength and Dexterity both increase by two,
and his species factor increases by three. Therefore, his
Speed equals 17. The species factor increases by three and
the character’s Dexterity increases by two as well in Urhan
form, so Jack’s character’s Speed in Urhan form is only 15.

Jack has Michelle double-check his math on all that
before carrying on. Michelle then reminds him that he loses
one dot from his Manipulation in Dalu form (dropping
that trait to 1 in that form) and three dots from it in his
Urshul form (dropping it to effectively O in that form, since
one can’t have a negative Attribute). When they’re both
satisfied that he’s added everything up and noted it all down
correctly for all five forms, Jack moves on to Renown.

Ster Erctt Sk oF Live

Jack’s character is now all but ready to play except for
a few details. Those details include a brief story of his past
as well as his general goals for the future. They also include
explanations for why his various traits are as high or low
as Jack has made them. Jack has done most of this work
naturally in the course of crafting his character, but he
decides to add a few touches to the character’s background.
He decides that the character’s family (father, mother and
younger sister) are all unaware of the werewolf legacy he’s
inherited. In fact, he decides that his family isn’t even wolf-
blooded, and that the character is secretly the bastard child
of a one-night stand his mother had with a shady character
she hasn’t seen or heard from since. Jack also decides that
his character’s parents think he’s staying in college to attend
graduate school rather than just living in town and working
for the campus police. Only the character’s sister knows
the truth, and she uses it against him to extort money or
favors. Michelle tells Jack that she intends to go over such
pivotal character-building moments as the First Change,
tribal initiation and the formation of the pack as part of the
forthcoming prelude, so Jack decides to wait until then to
go any further. All he has left is to think of a name for his
character, and he starts with the character’s human name.
He picks Eric Russell — he just likes the sound of it — and
decides that people just call him Russell at the campus
police station. He then decides to build a potential werewolf
deed name from there; although the prelude hasn’t hap-
pened yet, he likes the sound of “Russell Sheep’s Clothing,”
and figures that it will be an appropriate eventual Uratha
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name unless something better suggests itself during the pre-
lude. Jack decides his character will likely go by this name
(in whole or in part) among his packmates, Russell among
his coworkers and the human locals, and Eric among his
family and the few college friends with whom he still keeps
in touch. With that, Jack’s character is ready to enter the
prelude and discover who — and what — he really is.

earts

The Change awakens strengths and weaknesses in
both body and spirit. A werewolf becomes aware of the
true depth of spiritual power that floods his being, which
manifests in unusual ways, but he may also gain connec-
tions in the loose society of the People.

New Lovintrce: Bronsl ree

A werewolf is born supernatural, with the soul of an
ancient predator. Her own preternaturally primal nature
grants her an inherent bond with the mystical that only
absolute neglect and self-indulgence can suppress. The
power of the werewolf’s spirit half is called Primal Urge,

and it compels werewolves in all aspects of their existence.

Gaining dots in this advantage indicates a character’s
rising potency among her own kind and spirits, and it in-
creases the power she can bring to bear through Gifts and
rites. She also becomes a formidable warrior, better able to
fuse the strengths of spirit and flesh within her own form.

75

Newly created characters start with one dot of Primal
Urge, though more dots can be purchased at character
creation for three Merit dots each. After play begins, Primal
Urge can be increased only by spending experience points.
The purchase of additional dots at character creation needs
to be rationalized before play begins. Perhaps the character
undergoes a First Change of such ferocity that he has an
unusually primal heart for his years. Perhaps he’s recognized
for particular wisdom or potential. Perhaps he belongs to an
esteemed lineage. Or maybe some time has passed between
the character’s First Change and the beginning of the
chronicle, and he has already parleyed with the otherworld.

As a character’s Primal Urge rises, she has more
power at her disposal and is able to perform more super-
natural feats at the same time or in quick succession. That
is, the total number of Essence points that she can have
at any given time increases, and the number of Essence
points she can spend in a turn rises, allowing her to use
more effective Gifts.

The higher a character’s Primal Urge is, the higher
her Attribute and Skill dots can go as well. Experience
points must be spent to increase Attribute and Skill dots.
Note, however, that Primal Urge does not limit a charac-
ter’s possible Attribute dots when she’s in forms other than
Hishu. When she’s in Dalu, Gauru, Urshul or Urhan, her
modified Attributes can rise above the cap normally
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Errects or Cronsl Uree

Primal Urge  Attribute/Skill Maximum  Max Essence/Max Essence per Turn  Social Penalty  Essence Bleed
1 5 10/1 -1 =
2 5 11/1 -1 —
3 5 12/1 2 =
4 5 13/2 -2 -
5 5 14/2 -3 — '
6 6 15/3 -3 1/day
7 7 20/5 -3 1/12 hours
8 8 30/7 -4 1/10 hours ’
9 9 50/10 -4 1/8 hours
10 10 100/15 -5 1/4 hours

applied by Primal Urge. The limitation applies only to
trait dots when a character is in Hishu form.
Furthermore, a character’s ability to take on the Gauru
form depends on her Primal Urge dots (Stamina in Hishu
form + Primal Urge in turns). Therefore, a werewolf with
Stamina 3 in Hishu form and Primal Urge 4 who assumes
Gauru form can remain in it up to seven turns. (Chapter
Three fully explains Gauru form, starting on p. 171.)
Finally, Primal Urge is paramount to a werewolf’s ca-
pacity to resist the effects of some Gifts and strange pow-
ers. The more dots she has, the more dice her player gets
to make contested rolls against these tricks. See the Gifts
listed later in this chapter for examples, and the “Super-
natural Conflict” sidebar on p. 103 for more information.

He Dieers or Bronsr Uree

All werewolves have some difficulty relating with or-
dinary humans; their innate predatory nature disturbs and
unsettles humans around them. As a werewolf draws on
more of her primal nature by increasing her Primal Urge,
this unsettling predatory aura increases in strength. All
werewolves suffer a penalty to Social rolls made to sway
humans without the Wolf-Blooded Merit, as shown on the
accompanying chart. The only exception to this penalty
is Intimidation rolls: the frightening presence of the were-
wolf makes it difficult to coerce or soothe a human, but
doesn’t hurt attempts to bully or frighten any. This Social
penalty does not apply to other supernatural creatures;
however, it does apply to Gifts that rely on Social rolls
other than Intimidation.

In addition, as a werewolf’s Primal Urge increases, the
power of her spirit half begins to exceed the heritage of
flesh. A character with Primal Urge of 6 or more becomes
subject to Essence bleed in the physical world. After the
character has spent the stated amount of time in the physi-
cal world, she loses a point of Essence. A character who
loses all her Essence in such a fashion falls into a deep sleep
and cannot wake until she gains another point of Essence.
If taken to a locus, a comatose character with zero Essence
will regain a point of Essence after twenty-four hours of rest
in its area of influence, at which point she wakes and may
regain Essence in the usual fashion.
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New Loventice: ESseNce

Just as werewolves are possessed of potent fury, they
have a reservoir of energy that connects them to the
spiritual rather than the physical. Essence is a trait that
measures how a werewolf draws upon the spirit world to
perform miraculous Gifts and rites and to blend spirit stuff
with his body to become the ultimate in Uratha existence.

Essence is measured strictly in points and is spent to
perform feats, primarily to activate Gifts. Essence and Will-
power can be spent in the same turn. As always, no more
than one Willpower can be spent per turn, while a number
of Essence can be spent per turn based on a character’s
Primal Urge. A werewolf can spend a point of Essence to:

e Activate a Gift. The various Gifts available to the
Uratha are described starting on p. 102.

e Activate a fetish automatically as if the required
Harmony roll was a success. (See “Fetishes,” p. 204.)

e Enter the spirit world without the need for a roll
while in the presence of a locus.

¢ Change form automatically as a reflexive action,
forgoing the normal Stamina + Survival + Primal Urge roll.
See the rules for changing forms in Chapter Three, p. 170.

® Regenerate a lethal wound. Doing so is reflexive,
replacing the automatic regeneration of a bashing wound
that a werewolf would normally do in a turn. (Your char-
acter can’t automatically regenerate a bashing wound for
free and a lethal wound with an Essence expenditure in
the same turn. The latter takes precedence.) See p. 168 for
the full rules on regenerating.

Spent Essence points can be recovered by a variety of
means. Primal Urge determines the maximum number of
points a character can have. (See above chart.)

e At the Storyteller’s option, a werewolf may regain
up to three spent Essence points between stories to repre-
sent time spent replenishing his reserves during downtime.
The Storyteller decides exactly how many points are re-
gained, based on the character’s recent activities and vic-
tories. If he’s suffered setbacks or has barely held his own
against enemies or in regard to spirits or other Uratha,
he regains one point. If he’s won some small victories in
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personal endeavors or against rivals, he regains two points.
If he’s won resounding victories or performed acts that
have placated or impressed spirits or other werewolves, he
regains three Essence.

® When a werewolf sees her auspice moon for the first
time in a night, she regains one Essence.

e A character may draw Essence from a locus, a place
where the interplay between the physical and spirit is particu-
larly powerful. See the rules for loci on p. 260.

e Certain rites performed by a solitary werewolf or
members of a pack can restore exhausted Essence points.
Among them is a ritual hunt made meaningful by a rite that
venerates Luna, Father Wolf, spirits or existence as Uratha
itself, and rejuvenates participants’ bond to the spirit world.

e A werewolf who eats wolf or human flesh (including
that of wolf-blooded humans, a vampire’s ghouls or a mage’s
acolytes) regains one point of Essence for every point of
damage inflicted with the intention of devouring the victim’s
meat. This is a grave sin that can lead to a loss of Harmony

(p. 181).
New Lovintree: LenNown

Wolves are social creatures that instinctively require
hierarchy among their packs, and werewolves inherit
a portion of that instinct. The spirits of the Shadow
recognize an order of rank and power, and werewolves are
connected to that structure. A werewolf might find him-
self compelled to increase his personal standing among
werewolves and spirits alike, earning the right to control
more territory and learn greater Gifts. The measure of the
recognition he craves is Renown.

Renown represents a werewolf’s reputation among
the People and among the denizens of the spirit world,
but it isn’t merely a measurement of social standing. The
trait is attained through ritual acknowledgment of one’s
deeds, and it’s as visible as a brand to spirits. In fact, when
a werewolf enters the spirit world, her Renown becomes
clearly visible to any observer as a series of bright, silvery
brands. The patterns and designs the brands take detail
the type of Renown the character has earned, while the
extent of the branding quantifies the amount. Indeed, a
werewolf with high Renown outranks many spirits, as if he
were an Incarna himself.

Renown does not imply any other sort of fame or
status, like the Merits of the same names. A powerful
werewolf might be a hermit whose name is known to no
human, but he could be widely known among spirits and
Uratha for a lifetime of sacrifice and courage.

There are five categories of Renown, each of which
is tracked separately. Each type of Renown is tightly as-
sociated with an auspice and tribe, representing the ideals
to which those affiliations aspire. The Renown categories
associated with your character’s auspice and tribe are his
primary Renown types. At no point may a character have
more dots in another Renown than he does in his highest
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primary Renown. An Elodoth Hunter in Darkness with
Honor eee and Purity ®® can have up to three dots in
any other Renown category, but cannot raise any other to
eeee without first increasing his Honor or Purity to eeee,

e Purity (Rahu and Hunters in Darkness) — Purity
reflects the lost ideals of Pangaea and the virtue to make
what decisions are necessary, even if they would damn
one who makes them. Although innocence is an illusory
dream to the Forsaken, they still attempt to purify them-
selves through sacrifice and devotion. Purity is the blessing
of Luna unveiled, the moon that does not turn her face.
The Rahu bear Luna’s greatest expectations of Purity, for
only righteous discipline can harness their birthright of
fury. Without Purity, a Rahu is nothing but a rabid beast.
The Hunters in Darkness value Purity most highly for
their veneration of the unblemished world and Uratha
tradition. Spirits respect a werewolf with great Purity, for
he has fought hard to overcome the taint of his ancestors’
deeds.

e Glory (Cahalith and Blood Talons) — Though
the Forsaken bear a burden of shame, they still take pride
in what they are. The werewolf who is renowned for Glory
is a reminder to his people that not every struggle is in
vain, nor is every task doomed to fail. Glory is the blessing
of Luna Remembering, of the moon pregnant with song
and memory. The Cahalith is the keeper of Glory, for
it’s her task to inspire her packmates with songs, howls
and actions in the bleakest moments. Blood Talons revel
in Glory, for performing great deeds makes individual
champions (and the People in general) the stuff of legend.
Spirits honor a werewolf with great Glory, for feats of
bravery and determination impress them.

¢ Honor (Elodoth and Storm Lords) — Werewolves
disguise themselves in human or wolf skin, but they
cannot hide from what they are. Honor is the measure
of a werewolf’s adherence to honesty and the laws of his
people. It’s the mark of one who respects his superiors, is
generous to his inferiors and is just to his enemies. Honor
is the blessing of Luna Divided, the moon that bears light
and dark equally. The Elodoth, who walks the half moon’s
line, is closest to the demanding path of Honor. Storm
Lords uphold Honor as a measure of stature and standing
among the Uratha, and they expect it to be respected by
others as much as tribe members. Spirits defer to Uratha
with great Honor, for they respect a werewolf’s dedication
to obey the Qath rather than the dictates of convenience.

e Wisdom (Ithaeur and Bone Shadows) — Legend
holds it was insight and understanding that led the first
Uratha to put down Father Wolf, so Wisdom is a quality
the Forsaken cherish. Wisdom is not just a measure of
knowledge, but using that knowledge to its best. Wis-
dom is the blessing of Luna Contemplating, the moon
that clutches a sliver of light to herself in the darkness.
The Ithaeur aspires to Wisdom, for the secrets of the
spirit world will devour the seeker without knowledge

Traits
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and insight. Bone Shadows recognize the importance
of Wisdom for the paths it helps them pick among
the many worlds. Spirits respect a werewolf with great
Wisdom, for she acts with understanding and seeks to
learn their ways.

¢ Cunning (Irraka and Iron Masters) — Some-
times the path to victory cannot be attained through
the paths of Purity, Glory, Honor or Wisdom. Some-
times it takes Cunning, the ability to know when one
must act counter to proper behavior for the good of the
pack. Cunning is the blessing of Luna Enshrouded, the
moon that hides her face. The Irraka is charged with
mastering the path of Cunning, which is no small task.
He must know when to use guile rather than instinct,
stealth rather than brutality. Iron Masters recognize
the value of adaptation and adoption — and therefore
Cunning — in survival. They know that if the Uratha
don’t keep up, ever-changing, they will be left behind as
another of the Shadow’s spirit-memories. Spirits recog-
nize the talents of a werewolf with great Cunning, for
only the truly accomplished can play the fool without
actually practicing folly.

GAINING tND Losine RENCWN

A character begins with three dots of Renown at
creation, of which one must be assigned to the category
associated with her auspice and one to the category associ-
ated with her tribe. A Bone Shadow Elodoth must begin
with at least one dot in Honor and one in Wisdom. The
remaining point is assigned as you please. Your character
might begin with Honor e, Wisdom ® and, say, Purity ®
(or another third trait). She might begin with Honor ee
and Wisdom e. Or she might begin with Honor ® and
Wisdom ee.

Renown may be purchased with experience points
during the course of the game, but the social aspect of
gaining Renown should be roleplayed. Details concerning
the roleplaying demands of purchasing Renown begin on
page 194.

When Renown of any kind is increased through
experience points, your character gains use of a free new
Gift at that same level. This Gift must be chosen from one
of the lists for which your character has a tribe or auspice
affinity. For example, if the Honor Renown of a Hunter
in Darkness Cahalith increases from ® to e, he gets a
new two-dot Gift from one of the following lists: Gib-
bous Moon, Inspiration or Knowledge (from his Cahalith
affinity), or Elemental, Nature or Stealth (from his Hunter
in Darkness affinity). Or a two-dot Gift could be chosen
from the Father Wolf or Mother Luna lists since all For-
saken have affinity with them.

For full details on gaining Renown in play, see p. 194.

Rules Evrects oF LENOWN

Your character cannot purchase a Gift whose level
exceeds his dots in his highest primary Renown. If your
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Bone Shadow Rahu has eee Purity and ® Wisdom, he can
have Gifts up to three dots, but no four-dot Gifts. If his
highest primary Renown is increased, higher level Gifts of
any kind can be acquired thereafter.

Renown also acts as a bonus to dice pools when Gifts
are used. Each Gift that requires a roll calls for a dice pool
of Attribute + Skill + a Renown type. There is no penalty
for using a Gift if your character doesn’t possess any dots
in the appropriate Renown category; you simply don’t gain
the benefit of those extra dice. For more information, see
Gifts, p. 102.

As a measure of esteem among tribe members,
Renown influences interaction between werewolves,
specifically those of the same tribe. When your character
interacts socially with a fellow tribe member, add your
dots in tribal Renown to your Social dice pools. Say your
Iron Master negotiates a deal with another Iron Master.
Your character has a Cunning Renown of 3. You add three
dice to your Manipulation + Persuasion dice pool. If such
interaction calls for a contested roll on the other tribe
member’s part, however, his Renown is added to the dice
pool rolled for him. So, if a contested roll is allowed for the
Iron Master with whom your character negotiates, and his
Cunning is 4, four dice are added to rolls made for him.
Such dice bonuses based on Renown do not apply to social
rolls made toward members of other tribes.

Finally, your total Renown determines your charac-
ter’s honorary Rank among spirits. (See p. 272.)

Losine ReNown

It doesn’t happen often, but werewolves sometimes
change tribes. Perhaps their ideologies stray too far
from the mainstream, or members of the tribe perform
acts or uphold values that defy ones the character
cherishes. Though a werewolf might find himself unable
to live with his former tribe, few of the People look
kindly on the prospect — it implies a certain unfavor-
able transience. The process of changing tribes is fully
explored on p. 150. For now, it’s important to know that
changing tribes costs a character a dot of Renown (and
possibly more) affiliated with his old tribe. So, if he was
an Iron Master, he loses a dot of Cunning Renown. If
he intends to regain that dot, experience points must be
earned and spent, and he must impress spirits or other
Forsaken with acts of guile.

Remember that a character’s Renown in other catego-
ries cannot exceed his highest primary Renown. If a loss of
Renown would mean that a secondary Renown trait is now
higher than any of the character’s new primary Renown,
the secondary Renown is lost as well. For example, if a
Blood Talon Rahu with Purity ®e, Glory e®e and Honor
eee renounced his tribe and lost a dot of Glory, he would
also have to lose a dot of Honor, as his Honor couldn’t be
higher than the highest of his primary Renown traits.

Also, a character doesn't forget or lose Gifts via losing
Renown; a character who drops from Glory e, Honor
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and Wisdom e, to Glory ®, Honor ® and Wisdom e still
retains use of any two-dot Gifts he learned. Requisite
Renown dots are vital for learning Gifts, not for using the
powers. Spirits demand esteem or respect for their students
before imparting Gifts (measured in Renown dots when
the power is granted), but once those Gifts are taught, they
remain a werewolf’s to use.

In order for a character to join a new tribe, he must
have at least one dot in the tribe’s primary Renown — for
instance, Glory to join the Blood Talons. A character who
lacks any Renown to join his intended tribe is considered
a Ghost Wolf in the interim, and is treated as such. One
who never joins another tribe remains a Ghost Wolf. (A
character who goes tribeless does not lose the Gifts he’s
already learned. Higher rated Gifts in those same lists are
now simply more expensive to acquire, because the char-
acter no longer has a tribal affinity for them.)
Werrts

A werewolf character can theoretically possess any of
the Merits available to ordinary humans, with a few modi-
fications. A werewolf might have a wolf-blooded relative
among his allies and contacts, for example. Conversely,
some Merits are less valuable to werewolves. Natural Im-
munity, for example, is useful to a werewolf only when re-
sisting a supernatural source of illness, due to the Uratha’s
already stellar resistance to disease and infection. Fighting
Styles cannot be used in Gauru, Urshul or Urhan form.
Note that any prerequisites necessary to acquire a Merit
are measured against a character’s traits in Hishu form.
You must be innately strong to purchase a given Physical
Merit, not make up for the lack with shapeshifting.

All werewolves have a basic understanding of the
First Tongue, enough to say sentences no more compli-
cated than “I want... you give” or to understand whether
a spirit is asking them a question, threatening them or
pleading for mercy. This represents a mix of instinctive
understanding and the tutelage received before tribal initi-
ation. A character must purchase one dot of the Language
Merit for full fluency with the First Tongue; the First
Tongue has no common written form, but the character
will be able to “read” symbols etched by a spirit.

The following Merits are designed for werewolves in
particular, and represent edges unavailable to ordinary
humans.

Fetrst (0 to eeeee)

Effect: Your character possesses a fetish, a tool or weapon
empowered by a spirit bound within. Perhaps she inherited it
from a relative, received it from another werewolf, crafted it
herself as part of her initiation or took it from a fallen ally dur-
ing the prelude. Whatever the reason, your character begins
play with a fetish that is already attuned to her.

The fetish has a level equal to the dots in this
Merit. One dot of Fetish is equal to three talens (small,
minor fetishes; see p. 205), which may be multiple
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copies of the same talen. You may purchase multiple fe-
tishes during character creation as long as the total dots
in this Merit do not exceed five. You could put four dots
into Fetish by assigning your character a Spirit Drum
(one dot) and a Mask of Life (three dots), but your
character could not begin play with a four-dot klaive
and a Fireflash (two dots). Further fetishes can be ac-
quired through roleplay as the chronicle progresses, but
cannot be purchased by experience points.

Sample fetishes are provided in Chapter Three (pp.
204-209).

Neten (VARLES: SPeCTAL

Effect: Werewolves lead a uniquely dangerous exis-
tence. They are closely tied to the spirit world and must
frequently face dangers that human beings cannot con-
ceive. To help deal with these obstacles, Uratha forge
pacts with various spirits for mutual aid and assistance.
Many packs take this practice to the next level, binding
a spirit to their pack to serve as a patron — their pack
totem. A pack’s relationship with its totem is something
like a compact between wartime allies. The totem looks
after the pack, and the pack works to aid and honor the
totem in a relationship as old as the world itself.

This Merit is shared by all members of the pack;
each member who contributes Merit points to Totem
reaps the benefits, and the totem becomes stronger.
Dots placed in this Merit are spent on the pack totem,
increasing its power in a number of ways. Full systems

for creating a pack totem are found in Chapter Three,
pp. 186-195.
Werr—Breeven (o000

Effect: Your character has blood relations with a
lineage of werewolves, and the blood of the werewolf runs
particularly strong in her. Strange things have probably
occurred around her all her life. Spirits and Uratha might
even keep tabs on her, awaiting a First Change that might
never even occur.

Your character might be fully aware of her heritage
or completely ignorant of it. In the first case, she has been
exposed to the existence of werewolves through stories,
half-glimpsed sights or full disclosure by her kin. In the
second case, she probably lives as an ordinary person,
but still suffers strange encounters that tell her that she
doesn’t quite fit among the masses.

In either case, your character automatically has the
Unseen Sense Merit (World of Darkness Rulebook, p.
109) by virtue of her strong werewolf blood. That free
Merit must be focused on werewolf and spirit activity. Fur-
thermore, she’s not as subject to Lunacy as ordinary people
are. A Wolf-Blooded character’s effective Willpower is
treated as two higher than normal for purposes of resisting
Lunacy.

Your character has a faint rapport with wolves, and
is able to read lupine body language and growls far better
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than other people can. This is not an ability to communi-
cate with wolves — a flair for relating to wolves is simply
in her blood. To some extent, this rapport extends to dogs
as well, though dogs’ blood is generally very far removed
from the ancestral wolf nature to which she is connected.
Your character gets a free “Wolf” Specialty if she possesses
the Animal Ken Skill.

This Merit can also apply to a werewolf character who
has yet to undergo the First Change. If your character later
undergoes the First Change, the Wolf-Blooded Merit is
lost. In addition, if your character becomes supernatural in
some other fashion, such as becoming a ghoul, undergoing
the Embrace or Awakening, the Merit is lost; the tenuous
connection of werewolf blood is easily disrupted.

The Wolf-Blooded Merit is available only at character
creation. Your character can’t suddenly prove in the midst
of play to have a strong strain of werewolf blood all along.

Drawback: Werewolf blood is not a blessing. Your
character is exposed to creatures and phenomena that she
can’t comprehend. She is also marked as the weak link in
related werewolves’ lives. Enemies of those Uratha might
target your character to send them a message. When
horrifying or truly bizarre events occur, any rolls made to
resist incurring a derangement suffer a —1 penalty. This
penalty doesn’t apply to degeneration rolls when sins are
committed, but to rolls such as Resolve + Composure
to remain sane before a gruesome spectacle. Relatively
frequent exposure to such scenes eventually wears down
one’s ability to remain on an even keel.

bLuserces
Rt FLL Woon, Wakrior

The Rahu auspice is technically a blessing, but few
werewolves