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Rites

The only way Garou may truly enter the Shadowlands
is through the use of traditional rites. Each tribe has a
different method and legend concerning passage into
the wraiths' native realm, but all of these legends are
united by one pervasive thread.

Rites intended to bestow passage into the Dark Umbra
are always at least Level Three — inexperienced Garou
have no business going there, for the most part. These
rites are always Mystical in nature, and frequently must
be learned from and empowered by death-related spirits.
Garou in the Dark Umbra universally appear as dark
patches in the Penumbra.

System: The ritemaster steps into the Dark Umbra
just as if she were stepping into the Middle Umbra. The
player rolls Wits + Rituals (difficulty of the Shroud
rating + 4, to a maximum of 10) and may not use any
more dice than the character has in Intelligence +
Occult. The ritemaster may pull others into the Dark
Umbra with her, but she must be touching them when
she performs the rite (otherwise the chain is broken and
the others cannot follow). Non-Garou may not be
taken to the Shadowlands with this rite.

Gifts

Some tribes and auspices have learned other ways of
interacting with the Dark Umbra, through Gifts taught by
enigmatic spirits. Although no Gift has been reliably
proven to take the user into the Underworld, several

reports exist of Gifts that enable their users to glean some
information about the goings-on of the dead realm.

What follows is a list of the names the tribes
use for their rites of entry into the Dark
Umbra. Persistent rumors indicate other,
darker rites are available to those who would
pierce the Shroud without the blessings of
their tribes. No specific details are provided
for the individual rites in question; each rite
works with roughly the same mechanics de-
tailed above.

Black Furies — Passage to Golgotha

Bone Gnawers — Dust to Dust

Children of Gaia — Night’s Journey

Fianna — Balor’s Cwm

Get of Fenris — Taking Death’s Mantle

Iron Riders — Rust Soul

Red Talons — After the Blood

Shadow Lords — Penance in Gaia’s Name

Silent Striders — Descent into the Dark
Umbra

Silver Fangs — Enter the Dark Umbra

Stargazers — Cheating the Cycle

Uktena — Passage to the Hunting Grounds

Wendigo — Bone Dance

Ragabash

Beyond Fear (Level Two) —
Eschewed by urbane Ragabash, this
“dark trick” shows the rarget of the Gift
a haunting vision of her own death. The
vision comes as a dream or trance-like revela-
tion. This Gift is taught by Sickness-spirits and
Wolf-spirits.

System: This Gift has no mechanical system, per se,
though the dreams it engenders are chilling enough ro give
even the bravest Garou pause.
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Theurge

Whispers From Thoth (Level Two) — This Gift
allows the user to hear across the Shroud. Conversa-
tions (if any) happening in the Shadowlands become
audible to the Garou. This is a very versatile and
discrete Gift, as there is no visible effect: The wraiths do
not know that they are being eavesdropped upon. This
gift is taught by Owl-spirits.

System: The player spendsa point of Gnosis
and rolls Perception + Enigmas (diffi-
culty of the Shroud rating + 3, to P

amaximum of 10). If the roll succeeds, the Theurge may
hear conversations within earshot across the Shroud for
the remainder of the scene.

Philodox

Wrongful Death (Level One) — This Gift allows
the Philodox to observe the final resting place of some-
one deceased and determine whether or not their death
was natural or the result of other circumstances (vio-
lence, poison, sickness, etc.). This Gift does not reveal
the cause of death, only if the death occurred by fair
order or foul. While this Gift does not actually allow
communication across the Shroud, a distinct feeling of
emptiness occurs to the Gift user if the deceased has
become a wraith, and no final delineation between
natural or unnatural death is forthcoming. This Gift is
raught by Eagle-spirits and, more rarely, Justice-spirits.

System: The player rolls Wits + Occult (difficulty 7).
Success indicates the character obtains an accurate
result, or total lack thereof...

Silent Striders

Dark Peering (Level Two) — Using this Giftallows
the Silent Strider to look through the Shroud and
witness events occurring there. She may not interact
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with events on the
other side of the
Shroud, nor may she
hear any verbal ex-
changes or other audible - ,
occurrences. This Gift is (j
taught by a Crow-spirit. /]
System: The player rolls Percep-
tion + Occult (difficulty equal to the
Shroud rating +3 to a maximum of 10). The
number of successes on the roll indicates how many
turns the Strider may see into the local area of the Dark
Umbra.

Systems

Garou stepping into the Dark Umbra are in for a
rough time. Although they are creatures of spirit, the
Dark Umbra is uncomfortable, unpleasant and often
downright hostile. Most of the rites allowing passage
into the lands of the dead are imperfect at best, and
Garou visiting there are most certainly at a disadvan-
tage.

Health Levels do not change for a Garou in the Dark
Umbra (it's similar to being in the Middle Umbra, and
Garou are creatures of spirit, after all). Regeneration
occurs as normal. If a werewolf loses all her Health
Levels while in the Dark Umbra, she dies, discorporating
into the hazy nebulousness of the dead realm.
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Gifts become more difficult to use while in the Dark
Umbra, as spiritual energy must cross the Shroud. All
Gift difficulties increase by one in the Dark Umbra,
though Gifts without difficulties work as normal.

Crossover Mechanics

If you are a member of the Shriek Legion who
demands systems for translating one set of character
Traits into the terms of another game, here you go.

Mechanically, being in the Dark Umbra is quite
similar to being in the Middle Umbra. As far as the
Umbrascape is concerned, however, the Dark Umbra is
radically different. The Dark Umbra is a realm of omni-
present death and decay. It is a depressing, macabre
place that taxes Garou souls and makes them pine
for...anywhere else. Storytellers should emphasize that
for creatures as vibrantly alive as werewolves, the mi-
asma of death-energy that surges around them is
profoundly unsettling.

For Storytellers and players using Wraith: The
Oblivion, use the following conversion system.

¢ Garou Rage is Oblivion’s playground. Werewolves
in the Dark Umbra acquire Shadows (most of whom are
Abuser, Freak or Monster Archetypes), whose Angst

scores equal the
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Garou’s Rage. Werewolf Shadows may have any Thorns
deemed appropriate by the Storyteller, but should obvi-
ously fit the “dark side” of the character in question.
(These conceits are advanced roleplaying techniques;
only troupes that wish to delve into their characters’
psychological beings should use these in play. Feel free
to discard this rule should you not wish to involve
Shadows for werewolves in your game.)

¢ Werewolves donot have and may not learn Arcanoi
(unless, of course, they die and become wraiths for some
reason — hey, don’t ask me; it’s your game). Garou may
still use Gifts, though associated difficulties increase by
one.

¢ Players may spend Rage to do all the things nor-
mally related to the Trait: healing, extraactions, shifting
forms, etc.

o Werewolves do not have Passions or Fetters, per se
(theydo not need Pathos, and they are, in truth, stillalive).

* A player may spend a Gnosis point at any time to
have her Garou character “drop out” of the Dark Umbra
and back into the physical world.

o Werewolves shine like beacons in the Underworld.
The wraiths’ inherent sense of Lifesight reveals Garou
as brightly glowing, robust creatures. Obviously,
werewolves experience great

difficulty hiding in the

Dark Umbra, as they ema-

nate such radiance.

e While we're on the
subject, werewolves don't
typically become wraiths af-
ter they die— Gaiarecycles
them back into the cosmo-
logical flow. But go ahead,
if you want to.
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Turnabout is Fair
Play

Wraiths sometimes cross the Shroud and manifest
tangibly in the physical world — particularly in the
Savage West when Shroud ratings are low. This is
often associated with the Embody Arcanos, though
the paper-thin division between the worlds of the
living and the dead enables some particularly willful
wraiths to bridge the gap.

A wraith in the physical world is described as
Marerial. Material wraiths comprise solidified spiri-
tual energy, and suffer normal damage from physical
attacks, though theymay soak as normal. Wraiths, as
beings of energy, do not suffer trauma, and are not
affected by Dice Pool damage penalties — they still
use Corpus rather than more conventional Health
Levels.
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Ghest Towns Ain't All
-Deserxted

The Bavale West 1s:dotted with numerous sites that wraiths call home. 0f course,
when those wraiths start becorning & problem for the local §arou, relations hetween
waremlves and ghosts sometimes get ugly. Just how ugly depends
~on-what town you're talking about, and whmh parncular pack

of Garou...

Werewolves and
Ghosts = =
Side-by-Side

host Towns offers a wealth of information to e
Storytellers wishing to incorporate events from -
beyond the Shroud in their Werewolf: The Wild West -
chronicles. Whether the chronicle demands area- -~ =
specific information or a well-defined system for °
integrating ghosts into the story, Ghost Towns details -~

it all. 4 unique resource for the ever-popular crossover &=
World of Darkness games, Ghost Towng isaboon™ =~ = =
to- Werewolf and Wraith plavers BikE-==r,

Ghost Towns e
“includes
e Settings for five individual ghost towns A
as well as rules on how to create an entirely
new one T
e Hints and tips for involving the Restlessn. :
~Dead in'a Werewolf: The Wild West chronicle = -
o Numerous story arcs and chronicle
foundations — and guidelines for Sturyteﬂers —
{o create their own.
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