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This book includes:
•	 Chapters devoted to each of 
the five auspices. In each, you’ll 
find in-character artifacts dis-
cussing the histories and lives 
of those within the auspices, 
and you’ll also find new weap-
ons for your characters: Gifts, 
rites, lodges, as well as Auspice 
Aspects that characters can 
choose to hone in on how their 
characters best embody the 
auspice they represent.

• 	A Storytelling chapter dedi-
cated to discussing how best to 
use auspice in your game from 
both a practical and theoretical 
perspective, as well as a frank 
discussion on creating new 
auspices and new Gifts. 

• 	A series of Storytelling Ad-
venture System scenes meant 
to serve as “auspice challenges” 
– these scenes are bound to 
different auspices and can be 
dropped into your games to 
highlight the importance of 
one’s moon.

For use with the World of  
Darkness and Werewolf the  

Forsaken rulebooks.
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“Who are we?
Are we who we choose to be?
Or do we have no choice at all?
Mother Moon

The Crazy Queen
It’s her game
A rigged game
The world is a playing field
These are her mad rules
And we are her pieces
Each of us knows her face
And yet, she has five faces
So what do we do?
Who are we?”
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The Future

What do you think you can “bring to the table” as an employee with us?: Nothing. I used to be 
a hard working person until I realized how fucked up people are and that everything you do in an office setting 
means very little since it all relates more to politics and psychology than to ability or talent. Besides, at this point 
I'm just in here for an interview because it's the only way to keep the unemployment checks coming in.

What do you consider your greatest strength?: My greatest strength comes in the form of my  
unabashed honesty. I'll tell you exactly the truth and nothing less because there's no reason not to. For instance, 
I know we're both pretty much wasting our time because you're going to hire the blonde woman who came in 
ahead of me. She's less qualified but she reminds you of a girl in college who rejected you so you're going to 
hire her over me so that you can boss her around and somehow get justice for your imagined mistreatment.

What do you consider to be your greatest weakness?: I know how I'm going to die, is that a  
weakness? I started dreaming about the day I was going to die when I was twelve. I know it's going to involve 
me being successful and well loved, and it all seems so happy and perfect, but the bottom line is, I'll die when I 
reach that point. I don't want to die, so I keep sleeping around on the men who would really love me for me 
and keep blowing good job interviews in my field that wouldn't interfere with my "familial” duties,

”
 like this one. It's 

all a means to keep the future at bay, because I don't want to die. It's stupid too, because all I'm really doing is 
hurting myself and other people who don't deserve it. It isn't like you can keep the future from happening, anyway. 
I'm a modern day Oedipus, or Cassandra maybe, and I'm telling you that because otherwise you might actually 
hire me, and then, well fuck, I'm going to die. 

Oh, also I keep saying shit like that.
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Not Functioning  
While Knowing

So what about the Cahalith who doesn’t learn to let it 
go? What about the Cahalith that cracks under the weight 
of predestination? Surely some try to avoid dreaming, 
turning to caffeine or harsher drugs to stay awake for long 
stretches at a time. Some seek out drugs that put them 
so deeply under that they wake not remembering having 
dreamed. Luna’s tie is not a fragile one, and for both of 

these solutions, Luna has an answer. Not remembering 
having dreamed does not mean that an unstable Cahalith 
hasn’t. In time those dreams will invade the conscious 
mind like the effects sleep deprivation have on a normal 
person.

Some take more extreme measures still, attempting to 
force their dreams to be untrue or even attempting suicide. 
Sometimes, these suffering beasts find other means to 
escape the yoke of destiny. 

Ashley G. 137
Ashley G. 032

Ashley G. 012

Ashley G. 076
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Dying Glorious

Eigner Dream Research Clinic

Dying Glorious
Death is the end for anybody, for everybody. 

While now and again the rumor of an immortal For-
saken makes the rounds, it’s probably not true, which 
means that the Uratha die, too. For the Cahalith, 

simply dying isn’t enough. To end their lives in the 
way they were supposed to have lived it demands that 
they go out like a meteor strike. 

Ashley G. 003
Ashley G. 145

Interview with Danny H. (Transcription.)

Knauss: So at this point you felt melancholy and were contemplating suicide?

Danny: No, nothing like that. I mean, I’m not some kind of whiny kid, not a man of my age. I was just 

tired of the fight. I mean, we’d been fighting for so long that I wanted a rest. It isn’t like there’s a retirement 

plan for us. I just wanted to know that if I was going to die, I’d die the kind of big-bang fireworks sort of 

death a man of my experience deserves.

Knauss: Not suicide, I understand. But you were making plans to die.

Danny: I was making plans, yeah, I guess. I was making plans to go out big. We knew of an Azlu nest 

that hadn’t been touched. My whole pack was talking about ways to take it out, but there was no way we 

were getting in and out alive. I figured if I went in there alone I could make some do some real damage and, I 

don’t know, make a real sacrifice.

Knauss: And did you go through with that plan?

Danny: Well obviously not. I mean, I figured I’d better sleep on it just in case. That’s when I saw her, in 

my dreams.
Knauss: Who was she?

Danny: I dunno, she was sort of this glimmering presence. I was dreaming that I was being eaten by the 

Azlu and my muscles were all burned in the worst way. I guess it was the host’s poison. It was so hot and I 
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just wished it was over with when there was this silver glimmer in the air. The Azlu just sort of melted away and I felt cool and calm. My body didn’t hurt, and even some old aches and pains were gone. Knauss: That’s still not really telling me who she is.
Danny: It sounds stupid. I’ve been at this for forty years and I’ve made a name for myself, sure, but when the glimmering beauty in my dream said she was a Lune I figured I’d lost my mind.Knauss: But you think this spirit was really there visiting you and not just a part of your imagination?Danny: Hey, you know the difference between a dream and a vision. So do I. She read me the riot act too. She warned me there was no glory in pointless suicide and would take no explanation. She told me that dying while fighting against unbeatable odds was well and good for lesser Uratha. She said for a man like me, my only choice is to survive those unbeatable odds. Lunes, they mark us. Crazy as it is, they’re the ones who tell us how good we’re doing. If the Lune says that path leads to no glory, well, fuck it. She’s right, because she is Glory. Or some shit.

Knauss: And you burned the nest to the ground, I’m told.
Danny: Yeah, I guess I did. It felt good and I know wherever that Lune is, she approved, but I’ll tell you something else too. I’m still tired.

My Grandfather
Brass and marble

1987
From the Sculptor: My grandfather was 

the kind of hero you only read about in books. 
He was an honorable man who lived his life 
taking risks so that others could be safe. He 
put himself at risk time and time again both as 
an artist and in his professional life. Taking risks 
made him great, and that’s why I don’t regret that 
he died like he did. He loved me very much, so 
much that when he died, he gave me a part of 
his story to carry on forever. I crafted this piece 
in honor and glory of the greatest man I ever 
hope to know, knowing that my talents would be 
hollow if he hadn’t given me a piece of himself 
when he died.

I’ll never escape the images of his final mo-
ments in my mind, the enemy circling around him 
while his wife and children escaped out the back 
of the building. He cursed and taunted, driving 
them to a bloodlust for his death so that they 
would forget the rest of his family. His satisfac-
tion in death knowing that his family would go 
on, and with his family, his story. Our story. My 
sculpture.
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Enemies Yet to Come
Long vision and a deep connection to “what may 

be” is not always foolproof, and many Cahalith find that 
knowing danger is coming is not always the same as being 
able to do anything about it. Many assume they want to 

see death coming, but the fact of the matter is most people 
don’t cope well when faced with the looming reality of 
their own end.

Knowing what dangers wait just past the horizon is a 
challenge few are prepared for, it is also what it takes to be 
born of the Glorious Moon 

Eigner Dream Research Clinic

Ashley is getting worse and worse as the days go by. When we let her mingle sometimes she tells long loving stories about the beautiful creature in her dreams. Sometimes she screams and cries, begging that we not let her sleep. Sometimes she simply lashes out and needs to be restrained before she risks the safety of the Uratha and others on site.
She’s tried to kill herself twice this month, which luckily has proven difficult for her.In the interest of keeping careful records, I have to say that I’m feeling a strong connection to Ashley and her story. She reminds me a lot of myself at her age and experience. I can hear my professors warning about sympathizing with the patients and I know it’s having its effects on me al-ready.
I saw dreamt I saw the black horse that she’s drawn all over her room. In my dreams the horse is tall and as lovely as she describes. It stands off in the distance, watching me with burning eyes. I can see the desire to approach it. It seems to be, I think, a function of desire. Maybe I need to date more, or just take some time off for me. In my dreams I want to run away with it. It’s a great distance away and my dreams tend to wander off to other things before I can head over to it. The funny thing is, a few of the other staff members and patients have mentioned dreaming about a black horse as well. Even the non-Uratha on other floors of the facility say they’ve dreamed about it. Could something be here, on site? Or is Ashley really just a vivid storyteller?

The Stuff of Legend 
Excalibur, Thor’s Hammer, Dorian Gray’s Portrait and 

Christine, the 1958 Plymouth Fury. These are all things, 
or at least ideas, famous because of the stories told about 
them. But without King Arthur, the hero, Excalibur would 
just be a sword stuck in a rock and without Artie Cun-
ningham, Christine was just a car on its way to the junk 
yard. In any good story, the protagonists carry with them 
rare items, special talents, or memorable companions to 
add style and drama. 

So it is with the Cahalith, noble storytellers and 
glorious heroes, that they must bear unique treasures and 
skills to set their stories aside. These treasures make their 
stories different and worth recounting for generations to 
come. 

The Eigner Clinic
I was so sick when I went there. I never slept, I’d close 

my eyes and lay there and for hours and hours nothing would 
happen. The days blurred together and I didn’t know which end 
was up. Now I sleep deeply. I sleep perfectly. I even dream, I 
mean, I dream so long as I’m at the clinic. When I go home, 
it’s more of the same. The doctors say it’s psychosomatic. I’m 
not so sure. 

The Eigner Clinic serves two functions for both play-
ers and Storytellers. For players, the Clinic is a Cahalith-
specific lodge that Forsaken characters can join. For 
Storytellers, the actual clinic itself can serve as something 
of a “mysterious place” that provides a number of story 
hooks for your Werewolf: The Forsaken game. Both sides 
of the Eigner Clinic are detailed, below. 
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The Eigner Lodge
to the meaning of the name, Gezu. While some point to 
the First Tongue and suggest it’s a reference to the Jungian 
concept of the self as God in analysis, others argue that it 
is unlikely that the spirit had read Jung or understood it 
enough to rename itself in such a fitting manner. To this 
day, some members of the lodge argue there was no Gezu 
before they collected their dreams together, that Gezu is 
in fact, them.)

Whatever the interpretation of their totem may be, 
the members of the lodge offer their services as both inter-
preters of dreams and therapists to those tragic Visionaries 
who cannot cope with their ability to divine the future. 
As interpreters, the lodge has been very successful. As 
therapists, their efforts have been… less successful.

Prerequisites: Formal members of the lodge are usu-
ally accomplished scientist or doctors in their own right. 
All standing members must have at least three dots in 
Academics as well as three dots in either Science or Medi-
cine. Gezu favors Cahalith with intuition and an ability to 
understand others on a gut level. To reflect this, members 
must have a point of Wisdom before joining.

Membership: Any Cahalith able to show their useful-
ness in research are welcome to join the Eigner Clinic. 
Since the inception of the information age, it is no longer 
necessary for inductees to travel to the clinic itself in 
Vienna, as they can do most of their mentorship and study 
via the Internet and telephone. 

Today, a Cahalith must approach the clinic with 
a written application and three essays describing the 
talents and abilities they would add to the Lodge through 
membership. Once the hopeful’s application is accepted, 
that Cahalith is considered a research assistant. At that 
point, he may spend a year or more working with a ten-
ured member writing his dissertation (dots in the Mentor 
Merit are not uncommon). Previous work with a tenured 
member may be considered as a part of this probationary 
period for outstanding or well-connected students. Once 
the research assistant has proven his worth either through 
written work or by unraveling a particularly intricate 
vision for an important member of the auspice, he is con-
sidered a full lodge member and given an honorary degree 
in dream analysis. 

Benefits: Doctors of the clinic have, through years 
of study and research, mastered many of the fine details 
of understanding dreams and visions. The members of 
this lodge can help other Cahalith interpret their dreams 
as per their auspice ability. The Prophetic Dreams ability 
becomes a teamwork roll — each lodge member present 
(as secondary actors) working on the interpretation must 
succeed on an Intelligence + Medicine roll. Successes are 
added as a dice bonus on the subject’s Wits + Occult roll 

Heinmen, chief lab assistant to the illustrious Professor 
Tamara Haughten, squirmed in his seat while the professor 
watched him. Her expression was distant as always, but never 
unfeeling. 

“How does that make you feel?” She fixed the glasses on 
the bridge of her nose and Heinmen nearly started screaming. 
Nearly.

“How do you think it makes me feel? I dreamed about 
the doppelganger before it attacked, but I didn’t see the signs. 
I could have stopped it if I’d just been able to understand what 
the dream was trying to tell me.”

“And so you failed,” the Professor said, deep in thought. 
She rose from her seat and began to pace the floor. “And yet, 
from your failure, there is discovery, yes? How much we can 
learn from how drastically you failed! We had recorded your 
dreams in such detail, and now we can compare them to real-
ity. This will be brilliant, Heinmen, brilliant, and for every life 
lost, a dozen saved!”

In the late 1920s, the studies of Freud’s “talking 
therapy” and his dream analysis were just beginning to 
take hold and blossom into science. It was this analysis 
of dreams that drew the attention of science-minded Ca-
halith in Austria, Forsaken who had kept in contact with 
one another through letters and meetings.

It was the interpretation of dreams — a real effort 
for clinical understanding of the symbolism in dreams, 
particularly — that piqued the Cahalith interest. What a 
thing, they thought, if somehow these analytical tech-
niques could be used to better understand the visions that 
Cahalith so frequently got and so rarely understood. 

After heated exchanges through letters, the group 
decided to hold a sort of salon in Vienna. During the day 
they debated and discussed, at night they would exchange 
tales and partake in various drugs and substances (the 
coca plant, opium) as a means to stimulate prophetic 
dreams that might be interpreted the next day. Strangely, 
most of the participants experienced the same dream, 
where they all saw a barbaric monster wolf with eyes on 
all sides of its head. It warned them that it would make 
itself known to them in three year’s time, but only if the 
gathering presented a wider collection of Gibbous Moon 
werewolves. 

So, three years later, the salon reconvened with 
representatives from all over Europe, gathering under 
the steady hand of nascent leader, Fredrik Eigner. The 
first night of the gathering, with most participants lost 
in drug-infused sleep, the wolf-spirit introduced itself as 
Gezu, and offered itself as a totem to the would-be lodge 
in exchange for their continued work studying dreams. 
(Members of the lodge speculated among themselves as 
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made to interpret omens or solve riddles conjured by her 
dreams. Additionally, members of the 
lodge enjoy a bonus Medicine specialty 
in Psychoanalysis as a result of their 
research.

The Clinic in 
Austria

Below, you’ll find details about 
the clinic itself — the physical 
location has its own side effects that 
local lodge members harness in their 
research.

Background

From Fredrik’s notes, the Clinic 
was built to the very specific specifica-
tions outlined by the lodge’s collective 
visions. The best and brightest Cahalith 
psychoanalysts and sleeping disorder 
specialists have operated the clinic since the 
late 1930s, and most of the services provided are 
totally mundane in nature. That means yes, they 
do treat normal humans — those patients actually form 
the bulk of their clientele. However, not only do they help 
Cahalith of any age interpret their dreams, their work 
with humans allows them to occasionally identify those 
Forsaken who have not yet undergone the First Change, 
Forsaken who are quite often destined to walk the path of 
the Visionary.

Description

The building built might seem uninspired and dull: 
a simple square building, tall and narrow with a pleasant 
stone façade and cheerful “homey” landscaping. Bright 
sunlight falls through the plethora of windows that set the 
design of the clinic aside from other architecture of its era. 

Within, the clinic is set up similarly to a boarding 
house: a series of one-bedroom suites with observation 
minilabs attached. The occupants have the option of 
sleeping in their suites normally, or with staff observing 
their sleeping habits through one-way glass. Any equip-
ment needed for the studies are hidden with the furniture 
when not in use, to give the suites a more comfortable 
feel. The basement is furnished with more structurally 
solid suites, and it is here where members of the lodge 
cater to visiting Cahalith in need, with doors that can be 
automatically locked in case anyone was to lose control. 
Even these basement rooms have small windows at ground 
level so that no suite is without light from outside.

The architecture of each room is unique, with walls 
and half walls at the occasional strange angle to one 
another. In the clinic’s brochures, it says that the odd wall 
placements create simple puzzles for the sleeping mind to 
focus on and dream about when the patients fall asleep. 

Mechanics

The clinic’s careful design is no accident. Indeed, all 
parts of the suites, from the window placements to the 
structure of the rooms themselves, are part of an overall 
design meant to increase the potential of the dreamer in 
sleep. 

For the most part, patients don’t really grasp the sig-
nificance (as most patients are normal mortals). However, 
when the gibbous moon is in a clear sky, and falls through 
the windows of the facility in just the right way onto 
someone sleeping within, strange things may happen.

• Luna infuses those sleeping in the facility with Es-
sence. The moonlight must be able to touch the sleeper, 
but with at least six hours of sleep, an Uratha gains two 
points of Essence. Humans sleeping within still absorb 
Essence, but they are unable to use it, it simply dissipates 
into the world around them. Spirits can anchor them-
selves to objects touched by the moonlight to gain the 
same benefit.

• Dreams are much more vivid. Cahalith sleep-
ing within have far more detail to their dreams. Once a 
Cahalith successfully interprets her own dreams (likely 
with help from lodge members, as per the lodge benefit 
on p. 135), she gains +1 dice to any rolls meant to put the 
dream’s messages and visions into action. (For example, if 
she dreamt of a spirit whose ban must be deciphered, she 
would gain +1 to rolls made in support of uncovering that 
particular spirit’s ban.) 
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• Nightmares while sleeping under the moonlight 
are similarly vivid, and thus much more terrifying. Any 
individual sleeping at the clinic must succeed on an Intel-
ligence + Resolve roll at the start of the night. Success 
means that the character is cognizant enough within the 
“dreamspace” to avoid stirring terrible nightmares. Failure 
on this roll means a truly terrible nightmare takes hold. 
Humans will likely awaken at some point, suffering one 
point of lethal damage due to thrashing or seizing. Uratha 
suffer the damage, too, but are likely to heal it. Any who 
suffer a nightmare fail to gain a Willpower point upon 
waking, and the remnants of the night terrors remain — 
any Mental rolls the character makes during this time suf-
fer –3 dice until eight hours of uninterrupted nightmare-
free sleep can be achieved.

• All rolls to resist Death Rage by a werewolf having 
slept in the facility gain +2 for the next day.

• The dreams evoked by the facility are engaging, 
be they frightening, enchanting, or mysterious. Any Wits 
+ Composure rolls made to awaken, even if physically 
threatened, suffer a –3 penalty.

Characters

Fredrik Eigner is still alive and mostly well. He’s 
pushing a hundred years old, and seems to live in a state 
similar to lucid dreaming even when wide awake. Some 
attribute his odd way of speaking and strange way of see-
ing the world to the drug use of his youth. Others blame 
his advanced age. Members of the lodge and his pack 
specifically say he’s found a way to dream consciously. 
EEG readings of his brainwaves show he never leaves the 
Delta wavelength as if he were always asleep or even in a 
coma. His role at the clinic and within the lodge is largely 
a ceremonial one, since he mostly keeps to himself and 
out of the day-to-day work. Still, many speak to him in 
private, approaching him for the vast knowledge hidden 
in his riddle-speak and rambling. 

Dr. Uli Knauss is the acting alpha of the Eignar 
Research Team, Fredrik’s pack. She is also chief of staff at 
the clinic and oversees all operations at the clinic. She 
is a deeply caring woman, but maintains a cold clinical 
exterior to ensure all patients get equal treatment. She is 
notoriously hard to work for because she demands the best 
from her inferiors (and she often feels she’s not getting 
it). This proves doubly true for the rest of her pack: three 
Cahalith studying with the lodge, an Ithaeur studying 
the spiritual side of the clinic, and a pair of large Rahu 
brothers who provide security. Her focus on the pseudosci-
entific endeavors of the lodge often distract her from the 
practical side of life as a werewolf, a trait that has put her 
pack and the clinic in danger more than a few times. Still, 

Story Hooks —  
The Secret of the Clinic

Characters visiting the clinic will quickly see 
that there is more to the facility than lab coats 
and Jungian analysis. Below are some possible 
story hooks for the Eigner Dream Research Clinic.

• Through word of mouth, the characters are 
invited to the lab to take part in a dream study. A 
simple exchange, the characters come and sleep 
in the suites for three nights, and the lodge will 
reward them for their time. All seems simple and 
straightforward until the second night when the 
pack’s dreams turn strange. A Storyteller should 
give dramatic prophetic dreams to each character, 
with focus on the non-Cahalith within the pack. 
The staff will have no idea what that’s all about, 
but will want the pack to stay for more study. By 
force, if need be. (Any dreams given in this way 
do not count against the Cahalith auspice ability.)

• Mad spirits serving the Dreameater (p. 
147) are trying to force one of the characters 
to submit to the terrible ride the Nightmare 
provides. Killing the spirits off does no good since 
the Dreameater has plenty more to send after the 
pack. They’ll have to track the spirit all the way 
back to the clinic. The Dreameater is there, hiding 
in the body of Ashley G, a hopeless patient of the 
clinic. 

• Fredrick Eigner is going to die soon and 
is looking for someone to listen to his story. 
His letters asking for help have been scattered 
around the world by spirit allies of the old wolf. 
One such letter has fallen into the hands of 
the pack Cahalith. If she agrees to help Eigner 
preserve his experiences, they are invited to 
the clinic. By day, the pack is asked to help 
the staff maintain the constant spirit problem 
Knauss is not interested in fixing directly. By 
night, the strange building plunges the pack 
into the dreams of Fredrick Eigner as he tries to 
remember who he has been. Like the old wives’ 
tale suggests, if any of the pack is harmed or 
killed in the dream, the same will happen in life. 
Problem is, this isn’t their dream. It’s Eigner’s.

her analytical abilities are second to none, and her ability 
to unravel the meanings of dreams has made her quite a 
name the whole world over.
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The Lodge of  
the Hazzan

I’ll see what I can find on the spirit for you, and because it 
involves children, we’ll discuss what you can do for me 

after you’ve destroyed the wretch.”
Shelly sighed dramatically, but they were 

between a rock and hard place, and she had no 
choice. “Deal.”

Not all werewolves toss away their 
mortal upbringing and discount their 
old faiths just because they dis-
cover spirits are real. In many Jewish 
traditions, a hazzan is a lay-person 
who leads the synagogue in prayer 
through song. So long as there have 
been practitioners of the Jewish 
faith, and so long as there have been 
Cahalith, there has been the Lodge 
of the Hazzan. 

Among Jewish werewolves, the 
Cahalith have acted is demi-clergy, 
helping Jewish-born werewolves 
interpret the Torah in ways that made 
sense with Uratha culture and condi-
tion. The Cahalith, as Lorekeepers and 
performers, fit with the Jewish require-
ments for the position of hazzan, even if 
many werewolves considered them-

selves too “unclean” to ever be fit to 
serve as rabbis. Having a hazzan isn’t the 

same as having a real rabbi to guide the people 
in tradition, but as many Jewish Uratha are fond of saying, 
“it is enough.”

Jewish folklore is rife with stories of spirits, whether 
those spirits are classified as demons, angels, or ghosts of 
the dead. Many modern branches of Judaism have left 
those stories behind as fables at best or blasphemy at worst. 
Still, much of the folklore remains written down in the 
hands of Rabbinical scholars the world over. Uratha among 
the Jewish people have long known that hidden in those 
human texts are truths about the spirit world the human 
scholars do not fathom. It is the Lodge of the Hazzan that 
safeguards these stories by protecting certain special temples 
and libraries in Jewish communities. The hazzan make sure 
their written history is not lost or forgotten. Every member 
of the lodge is expected to be an expert on the lore held by 
his local community. The lore is sacred, but not secret, and 
the hazzan can be approached by even gentile werewolves 
for information in regards to spirits that might have been 
written about. Nothing worth knowing is worth knowing 

“You came to ask me 
about, what, this demon stealing 

wolf-blooded children? I think I’ve 
heard of it. You tell me, are there 

feathers left behind, but of a bird no one 
can identify?”

Shelly motioned for Switch to empty his pockets and 
produce the feathers. “Do you know what it is? We’ve been 
tracking it for weeks and none of us can get a scent. It’s like it 
vanishes as soon as it grabs the kids. You’re the oldest in these 
parts. If anyone knew, it’d be you.”

The old man, dressed typical of Jewish orthodoxy, all 
black with a full wavy beard, seemed big and muscular under 
the traditional clothing. He made a ticking sound with his 
tongue and stood up from his couch, and moved to a wall of 
old leather-bound books on shelves from floor to ceiling. “There 
is nothing more important to a people than their children, 
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for free. Members of the lodge are renowned for requiring 
quests and favors be performed before they will answer any 
questions to Uratha from outside their community. Mem-
bers within their community have likely already proven 
their mettle to the hazzan, and so therefore rarely require 
the same level of scrutiny by deed.

Perhaps the most difficult aspect for Jewish Uratha 
to justify is the relationship with Luna, and is the place 
where members of this lodge must be both creative and 
sensitive. The Father Wolf story, it seems, is not one too 
difficult to accept at face value, and many Uratha see him 
both as a spirit and as founder of a different” lost tribe” 
of Israel. Father Wolf thereby needn’t be at conflict with 
Jewish concepts of divinity. Luna is the problem. Many 
scholars within the lodge see a great deal of Luna in the 
stories of the Shekina, an entity looked at as God’s wife or 
“helpmate.” Many ancient rabbis described the Shekina 
as God’s light, a sort of essence that would settle on good 
people when they perform good acts, Jewish or not.

Today, members of the lodge also work as matchmak-
ers finding good Jewish men to marry good Jewish women 
and promote healthy children under the Fertile Moon. 

Their totem, Sukkalaila, is described by them as the 
angel who comes to the wombs of pregnant Uratha and 
determines if the unborn will be Uratha or wolf-blooded. 
The totem then teaches the unborn the whole Torah. 
If the unborn will be Uratha, the spirit also teaches the 
Oath of the Moon. Birth makes the child forget, but to 
the Lodge of the Hazzan, all people know from before 
birth the right way to live, it’s just up to the individual to 
remember the stories that explain how.

Prerequisites: Any Cahalith of Jewish descent or 
conversion can become a hazzan so long as he has Expres-
sion •, and Academics •• with a Specialty in the Torah 
or Rabbinical Studies. Additionally, he must be of good 
standing in the community reflected by at least one dot in 
Status: Jewish Community. 

Membership: A member must be at least fifteen years 
old and have expressed talents as a singer or public speak-
er. The Uratha must do everything they can to keep to the 
laws of kahrut (i.e. “keeping kosher”), and if at any time, 
higher members of the lodge feel the Uratha is particularly 
unclean, they must take steps to cleanse themselves before 
serving in any public role outside of their pack. 

Benefits: Members of the Lodge can learn the Rite of 
Laila’s Message (see sidebar). In addition, lodge members 
also gain the 9-again quality on any Occult rolls made in 
regards to Jewish mysticism. 

Rite of Laila’s Message

Taught to the Children of Father Wolf and 
Israel, this rite assists the ritemaster in deter-
mining which members of their community are 
more likely to go through their First Change than 
others.

In the past, Jewish communities were small 
and tight-knit. The potential violence that comes 
of the First Change was often more than the 
population could bear. As a result, the totem of 
the Lodge of the Hazzan taught them a rite to 
perform over a pregnant woman to make it easier 
to keep track of which children might change and 
which wouldn’t. Since Sukkalaila is said to teach 
the Oath of the Moon to unborn babies who may 
be Uratha one day, by singing the right prayers 
and blessings to the expectant mother’s stomach, 
the ritemaster may hear whispers of the Oath of 
the Moon echoed back.

Dice Pool: Harmony
Action: Extended (10 successes are needed, 

and each roll represents 10 minutes of prayer)
Roll Results
Dramatic Failure: The child is cursed. The 

mother’s body reacts poorly to the process, and 
the result can be terrible. A miscarriage might 
occur (or the child may be born prematurely). 
It’s also possible that the infant might be Ridden 
upon birth, needing to be cleansed of the spiritual 
infection.

Failure: No successes are added.
Success: The ritemaster is rewarded with 

murmurs of the Oath of the Moon if the child will 
be a Uratha, and whispers from the Torah if the 
child is to be human or only wolf-blooded.

Exceptional Success: The child will be born 
in exceptional health, with an added +1 to his 
Health score than normal.
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Lodge of the 
Spoken Word

would evolve along with the music and art in which they lived. 
Many members of the lodge follow this deal by keeping at the very 
edge of modern hip-hop and rap, living the lifestyle to the hilt for 
better or worse. Others seek the small pockets of artistic obscurity, 
seeking out methods of communication that might evolve into the 
next big progression. The totem seems no less interested in either 
extreme.

Prerequisites: In order to be able to understand and 
converse with their peers, all members have both Streetwise and 
Expression at three dots.

Membership: Prospective members of the lodge are ex-
pected “make their bones.” With its traditions in civil disobedi-
ence and activism, most mainstream members of the lodge made 
a name for themselves by… well, fucking with elders. Tagging 
an elder’s territory with violent or prophetic hip-hop lyrics or 
embarrassing them by publicly airing their dirty laundry in rap 
performances did the trick, though creativity was always reward-
ed. In more extremist packs, actual violence or even hits against 
enemies of the street have happened. The lodge has no racial 
requirements, contrary to popular rumor, though it is home to a 
larger-than-normal African-American membership.

Benefits: Because of their intimate connection to the 
streets, members of the lodge can purchase Allies: Urban Spirits 
at half cost. In addition, members of the lodge have access to a 
Standard of Station fetish (see sidebar).

Big T slid to a stop on all fours, realizing he’d emerged from the 
Hisil on an unfamiliar street. He didn’t know where the rest of his 
pack was. He was alone. 

Then again — maybe he wasn’t. He pressed his hand to the 
asphalt, felt the heart beating there. It matched his own heartbeat, 
drumming beneath his breastbone. He didn’t know who owned this 
stretch of street, and now he didn’t have to give a fuck. He pulled 
out a can of spray paint, figured he’d leave a message behind to let 
everybody know just what was up.

In the late 1970s, an African-American Uratha by the 
name of Jasmine B publicly rejected poetic verse and epic poems 
as the means by which Cahalith should share their stories. She 
said, in essence, that the bardic poem was dead, and there was 
no reason to keep digging up Shakespeare in the hopes he’d start 
smelling better. To Jasmine, there was a new age of spoken word 
and rhythm was the only way to live up to the glories of the past.

She began a formal war against traditional storytelling. As 
she followed the roots of ethnic Africans as it grew and changed 
in the US, she witnessed the birth of hip-hop and rap. Being 
a Visionary, she could see the potential in hip-hop as it was 
bound to the heartbeat of the city. She reasoned that, since some 
Uratha were destined to be children of the cities, it followed 
that they would need to adapt to the language and culture of the 
streets. 

As Jasmine promoted her views in as many public forms as 
she could manage, some older and more established Uratha found 
her youthful demands for attention to be annoyances at 
best. Over time, as she started to develop a following, 
they began to see her and her pack as a threat, 
both because she was regularly on the scene to 
challenge the talent and value of traditional 
Cahalith, and because she had a strong and 
unsettling tie to the spirits of the city. 

No one can say for sure what pack of 
elders first reached out to try and silence 
her rabble rousing, but whoever struck first 
failed dramatically. Jasmine knew things 
because the city told her. The city streets 
seemed to bend and twist so that assassins 
could not find her easily. When they 
finally did, she was always prepared; 
spirits warned her of anyone passing 
through the urban sprawl with bad 
intentions meant for her. 

This relationship with the 
city that Jasmine and her followers 
cultivated grew into a formal lodge 
when they finally struck a deal with 
a spirit named Heart of the City. The 
totem agreed to provide its patronage for 
the lodge, so long as they never remained 
static in their message, and that they 
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New Fetish:  
Standard of Station (•••)

The Standard of Station is a piece of jewelry 
(any piece will do; gold necklace, silver watch, 
capped tooth, diamond nose ring). They’re 
usually showy, flashy items in an effort to draw 
attention. Lodge members infuse the trinket with 
a spirit of pride, usually awarded to a member as 
he’s made a particularly impressive accomplish-
ment. When the fetish is visible, the Cahalith can 
activate it. If successful, for the remainder of the 
scene, the Cahalith’s reputation bears down on 
those who would oppose him. In order to attack, 
insult, or otherwise oppose him, an assailant must 
spend a point of Willpower and make a Resolve 
+ Primal Urge roll. If the successes scored do not 
meet or exceed the Cahalith’s own Glory score, 
the would-be assailant acts with deference and 
refrains from disrespectful behavior.

Action: Reflexive

New Rite
Below is a new rite, available to Cahalith characters.

The Whelp’s Rite

It’s thought that long ago a young Visionary, much younger 
than the rest of his pack, found that he was outpaced by the rest 
in speed, strength and martial capability. Normally, this would be 
a thing corrected over months or years, and the young Cahalith 
would be expected to work hard to keep up, but at the time his 
pack was at war with a pack of the Pure and any day expected a 
deadly assault. They knew they would likely die, and the young 
werewolf knew he would be only a burden to the rest of his pack.

He went out into the night and prayed to Luna, calling out with 
his most soulful howls and pleaded with Luna that there might be a 
way he could be of aid instead of a hindrance. Luna, taking pity on 
him, gifted him with the following rite.

Dice Pool: Harmony
Action: Extended, each roll represents 10 minutes of prayer 

to Luna and the transference of self from the Gibbous to his pack. 
The rite has no set number of necessary successes — the rite-
master may continue with the rite as long as she can muster the 
uninterrupted prayer. (His packmates must be within sight for this 
to work, however.)

Roll Results
Dramatic Failure: Luna’s grace is not garnered, and the rite 

fails entirely. The ritemaster suffers a terrible wound across his 
throat, a single aggravated burn scar.

Failure: No successes are added.
Success: For every successful turn that the ritemaster har-

nesses this rite, those pack members within sight can downgrade 
all damage done — aggravated damage becomes lethal, lethal 
damage becomes bashing, and bashing damage has no effect at 
all on the members of the pack. However, this comes with a sig-

nificant downside: for every turn the ritemaster sings this prayer 
(successful or no), he suffers one point of aggravated damage. 

Exceptional Success: As with success.

Scheherazade’s Gifts
The fictitious storyteller, Scheherazade, was not a werewolf. 

However, since the earliest printings of 1,001 Arabian Nights, 
many Cahalith have looked to the doomed bride as one of the 
foremost storytellers and see her as an ideal even if she never 
existed. 

Spirits of memory and inspiration teach these Gifts so 
that most Visionaries tie to the heritage of Scheherazade. Only 
Cahalith can purchase this Gift path.

The Unending Story (•)
With a good enough yarn, a Cahalith can hold her audi-

ence captivated indefinitely, so long as she maintains the story. 
Upon activating this Gift, anyone with hearing distance of the 
story will sit down and listen for its duration, even spirits that 
might not normally understand or grasp the meaning of the tale.

To enact this Gift, the Cahalith must be able to tell a story 
in song or words. While lyrical tales happen in other art forms, 
this Gift requires spoken words.

Cost: None
Dice Pool: Presence + Expression + Glory, minus the high-

est Composure of the gathered listeners (or the highest Resis-
tance if those are spirits)

Action: Extended and resisted, each roll represents one 
minute, and the Gift can last for up to one full scene.

Roll Results
Dramatic Failure: The story stirs something vile and brutal 

within listeners. They become angry, and are likely to attack 
(this is especially true of spirits).

Failure: No successes are added. During that minute, listen-
ers are free to act as they see fit. 

Success: During a minute where the Cahalith achieves any 
successes, listeners must spend a point of Willpower and must 
succeed on a Composure + Primal Urge roll in order to take any 
action that might interrupt the storytelling. 

Exceptional Success: The story is so potent, at its end the 
Cahalith feels truly triumphant, gaining a point of lost Will-
power at the culmination of the tale.

The Storyteller’s Indulgence (••)
Since time immemorial, a storyteller sitting down to pass 

along a tale by the fireside has been granted certain indulgences. 
A man comes to town with a tale; someone will bring him a 
pint. If an aunt sits at the table to talk the old family yarns, 
someone is bound to bring her a slice of cake and some tea. 

So it is with the Cahalith. With a successful performance of 
this Gift, the storyteller begins an engrossing tale meant to keep 
his audience attention distracted from his goal. He may involve 
the people listening, or call up local history. Regardless, as he’s 
telling the story, he can make a small request of the listeners and 
they are compelled to agree.

Cost: 1 Essence
Dice Pool: Manipulation + Persuasion + Cunning, con-

tested by the listener’s Composure + Primal Urge
Action: Instant 
Roll Results
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Dramatic Failure: The target sees 
the story for what it is, an attempt to 
manipulate those listening. This may 
cause the target to respond with hostil-
ity. Regardless, the Cahalith suffers a 
–1 to all social actions against anyone 
who heard the story for the reminder of 
the scene.

Failure: There is no compulsion 
for the listener to obey the Cahalith.

Success: During the course of his 
story, the Cahalith can give a single 
command to one listener. If successful, 
the target will perform one task for the 
Cahalith without being aware of the 
manipulation. The command must be 
within the confines of the tale told, 
and must not put the target in direct 
danger. The task must be something 
that can be completed within the given 
scene.

Exceptional Success: The listener 
obeys the compulsion with greater 
fervor. On future rolls involving the 
listener, the Cahalith gains +2 to all 
pertinent Social rolls.

Perchance to Dream (•••)
Stories told at bedtime can help a child sleep, guiding her 

toward restful slumber with pleasant dreams. Here, the Cahalith 
harnesses that core idea not to necessarily provide restful sleep, 
but to grant a listener a meaningful sleep.

Cost: 1 Essence
Action: Wits + Expression + Purity
Action: Instant
Roll Results
Dramatic Failure: The story told before the target sleeps is 

inadvertently haunting and harrowing. The target suffers terrible 
nightmares — upon the target’s next awakening, she doesn’t 
gain a Willpower point.

Failure: The bedtime story has no effect.
Success: The Cahalith effectively grants the listener the 

Prophetic Dreams auspice ability — the target sleeps and has a 
meaningful dream cast in prophetic symbols. Interpretation can 
be made with a Wits + Occult roll — if the target is not a Uratha, 
however, that roll suffers –3 dice.

Exceptional Success: As above, and the target feels very 
refreshed and clear-headed upon waking, gaining +1 to all Men-
tal rolls for the remainder of the day.

Drawing the Curtain (••••)
A wise storyteller knows that when an enemy must be 

dealt with, the best story is a tragedy. Striking an enemy from 
any history the Cahalith might create is surely satisfying, but a 
dramatic end in a story long remembered may be more fitting, 
and ultimately serve as a good warning to others who would 
cross the Cahalith. Cahalith with this Gift can tell a tale of woe 
so terrible that the subject of the tale is marked by fate for an 
awful end. 

Cost: 1 Essence

Dice Pool: Manipulation + Expression + Wisdom versus 
the subject’s Composure + Primal Urge

Action: Instant
Roll Results 
Dramatic Failure: Not only does the story not stir fate to 

turn on the listener, but the listener is aware that the Cahalith 
was toying with his destiny.

Failure: The Cahalith finishes her story, but nothing hap-
pens.

Success: The story influences the listener in a dark way. 
The next time the listener’s player (or Storyteller) chooses to 
spend Willpower to add dice to a roll, tragedy strikes and the roll 
is automatically considered a dramatic failure. The Willpower is 
not actually spent, however.

Exceptional Success: As above, but the Willpower stays 
spent.

Magnum Opus (•••••)
Stories serve a number of functions for a pack: to remind them 

of past glories, educate, or inspire to future greatness. 
The inspirational potential of the story is demonstrated at its 

full potential with this Gift. The storyteller weaves an epic tale of 
how spectacular their successes will be in the near future, and the 
listeners are so inspired they are able to perform acts with success 
beyond their wildest dreams.

Cost: 1 Willpower and 1 Essence
Dice Pool: Presence + Expression + Glory
Action: Instant
Roll Results 
Dramatic Failure: The story’s effect is counter to the inten-

tion. The next time the listener spends Willpower to enhance a 
roll, no dice are added to the roll, and the listener still loses the 
point.
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Failure: Nothing happens.
Success: The story rouses greatness in its listener. 

The next time the listener spends Willpower to enhance 
an action, instead of adding three dice to the roll, add 
three successes to the total rolled. Note that the Cahalith 
can use this Gift to affect several listeners — up to her 
Primal Urge score. 

Exceptional Success: The next time the listener 
spends a point of Willpower to enhance an action, that 
action is automatically an exceptional success.

Glory Gifts
Without Glory, there would be no Cahalunim, and 

so it follows, there would be no Cahalith. Luna’s brilliant 
light falls strongest on the Cahalith who has learned not 
just how to follow her precepts, but how to follow them 
in the most memorable fashion possible. Of course, while 
a brave Cahalith seeks to live each day like it should be 
remembered for all time, a wise Cahalith leans to tem-
per himself with the talent and knowledge to perform in 
spectacular ways.

Glory Gifts require that the Cahalith have Glory 
Renown equal to the Gift being learned, even if the 
werewolf would normally be able to learn the Gift without 
raising Glory. 

Only Cahalith can learn these Gifts, taught by the 
members of the Cahalunim choir.

Relentlessness (•)
Rare is the culture that does not have stories of great 

heroes who fought their enemies for days and days at a time. 
History and myth glorify the warrior who keeps on long after 
he should be dead, from the gladiator bleeding from the belly 
who fights on regardless of his inevitable death, to the gun-
slinging desperado who manages to shrug off bullets because 
he’s got revenge to satisfy. With this Gift, the Cahalith on 
the path to Glory can shrug off even the most determined 
attempts to make her sick or poison her. What’s more, she 
laughs in the face of danger thanks to her tenacity. 

For the remainder of the scene, the character adds his 
Glory score to his Health dots. See “Temporary Health 
Dots” in the World of Darkness Rulebook, p. 173.

Cost: 1 Essence
Dice Pool: This Gift does not require a roll.
Action: Instant

The Lesson Learned (••)
It is not enough to remember the stories of the past or 

make a name for the future. A Cahalith performing in his 
role for the pack must be able to make use of his experi-
ence in a way that benefits all members of the pack. With 
this Gift, the Cahalith uses the hard lessons he and his 
pack have leaned and applies them to future confronta-
tions, pointing out where the pack went wrong in such a 
way that they can do better next time.

After a scene where a Cahalith or her pack has 
wounds while her enemy has gotten away, the Cahalith 
can activate this Gift. Activation requires the Cahalith to 
tell her pack a story about the failed encounter. The next 
time the pack encounters those opponents, they gain an 
advantage due to the lessons learned from the failure. 

Cost: 1 Essence
Dice Pool: Intelligence + Expression + Glory
Action: Instant
Roll Results
Dramatic Failure: The Cahalith’s story is particularly 

uninspiring or teaches the wrong lessons. During the next 
encounter with the named opponents, the opponents gain 
a +2 bonus to their first actions against the pack, as the 
pack is left with the sense that they cannot win easily.

Failure: The story fails to inspire the pack. They gain 
no bonus.

Success: The story is rousing and educational. Dur-
ing the next scene where the pack encounters the story’s 
opponents, each pack member gains temporary Willpower 
equal to the highest Glory rating in the pack. This gain 
can exceed her maximum. The pack must use these points 
on rolls against the opponents in question, and are lost if 
not used by the end of the scene.

Exceptional Success: The story is something of an epic. 
In addition to the effects of a success, the pack members each 
enjoy +1 to Defense against the named opponents for the 
next encounter, and cannot be ambushed by their foes.

Harvest of Glorious Fury (•••) 
What greater or more dramatic display of the People’s 

Glory is there than the Gauru form? As powerful, potent, 
and ultimately memorable as it is to take the war form, giving 
in to Death Rage is perilous. The Cahalith who make it to 
any great age or great understanding appreciate the need to 
balance purpose with focus and so the Cahalunim teach this 
Gift. With it, a Cahalith can take the Gauru form and utilize 
it as a war machine that brings him blood-soaked Glory. 

This Gift must be activated the moment the charac-
ter enters Kuruth. Any time the character kills another 
living creature in the Gauru form of Death Rage, he gains 
a series of cumulative bonuses that build with each of her 
slain targets. He gains:

• +1 to attack rolls
• One point of Willpower (though not past the char-

acter’s maximum pool)
• +1 to Defense
So, if the character kills three individuals — be they 

guard dogs, mortal thugs, or other werewolves — he now 
has +3 to attack rolls, +3 to his Defense, and three new 
points of Willpower. What is reaped, is sown. The bonuses 
to attack and defend disappear after the character leaves 
Kuruth. The Willpower points remain, however, until 
spent or otherwise lost.

Cost: 1 Essence
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Dice Pool: This Gift does not require a roll.
Action: Reflexive

Glorious Empowerment (••••)
A Cahalith need not be a power unto herself. Sepa-

rate even from the comfort and confidence that comes of 
being a pack animal, a vetted Cahalith has a lifetime of 
accomplishments to draw upon. Whereas Uratha of other 
moons may face new challenges with uncertainty, a great 
Gibbous can look at her past successes and her future po-
tential to draw on Glory itself to pull her through events 
she might not otherwise be able to handle. 

Whenever the Cahalith spends Willpower, she adds 
her Glory score to rolls instead of +3. In the case of re-
sisted actions, it also adds Glory to resistance traits instead 
of the normal +2.

Cost: 1 Essence
Dice Pool: This Gift does not require a roll.
Action: Reflexive

The Legend Lives On (•••••)
When the Cahalith witnesses death, she can turn her 

eyes or she can make a story. During a scene where she 
sees another Uratha die, the Cahalith can activate this 
Gift and develops a story to tell in honor of the fallen. 
The death is not in vain, as the Cahalith takes the lesson, 
learns from it, and inspires others with it. 

When the Cahalith tells the story, she chooses one ele-
ment of the tale to emphasize. Upon investing a bit of her soul 
into the story, she learns a single trait involved in the story. 

This can be a Skill or a Gift path possessed by the fallen. Af-
terwards, her story helps inspire others to learn the same edge.

This Gift only works once per witnessed death, and 
only on fallen Uratha.

Cost: 3 Essence
Dice Pool: Intelligence + Expression + Glory, with 

a –1 penalty per dot of the trait the dying target possesses 
that the Cahalith wishes to acquire.

Action: Instant
Roll Results
Dramatic Failure: The story is a disgrace to the 

memory of the fallen. Not only does the trait not mani-
fest in the Cahalith, but for the next seven nights she is 
besieged by nightmares of the fallen Uratha. She gains no 
Willpower upon awakening during this time.

Failure: With failure, the Cahalith’s story is not mag-
nificent enough to transfer the trait. 

Success: The story is sufficiently moving. When she 
tells the story of the fallen, listeners subtract from the ex-
perience cost one point per success when trying to learn it 
themselves. This will not reduce the cost of a trait below 
half its original cost (rounded up), and the character can 
make only one attempt to help others acquire this knowl-
edge. In addition, the character herself can automatically 
buy points in the chosen Skill or Gift path at half the 
normal experience cost. She can only tell the story of the 
fallen once per game session (i.e. “chapter”). 

Exceptional Success: With exceptional success, the 
Cahalith’s story is so inspired that any time she tells it to 
help others, she gains one experience point herself.
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Milestone Gift:  
Songs of Uplifting Glory 

Prerequisites: Glory 5
To satisfy the Cahalunim that a Cahalith is a walking leg-

end among her people, she must honor an ancient pact with 
the Gibbous choir by showing visions of the past, present, and 
future. To do this, she must arouse the interest of Luna herself, 
so that she sends her emissaries, Ubita, Uda and Egir. 

To satisfy Ubita, Lune of Glories Past, the Cahalith 
must in some way restore a story or tale that has been 
otherwise lost from the world. A snippet of private infor-
mation from a slumbering spirit is not enough, as indeed 
the story restored must be something of lasting impact. 
Revealing the past names and bans of an idigam would 
suffice, while recounting an older story about a minor rage 
spirit would simply not satisfy Ubita.

To satisfy Uda, the Lune of Glories Now, the were-
wolf must be of such fame or notoriety that Cahalith on 
five separate continents must have sung the praises of 
the character at the same time. (This usually requires the 
character having at least a Glory of four or five dots.)

To satisfy Egir, the Lune of Glories Yet to Come, 
the Cahalith must have had a vision of a terrible fate to 
befall her, and accept Luna’s cold grace. Furthermore, the 
Cahalith must have done nothing to prevent that fate from 
occurring, enduring it instead. Simply knowing that a date 
will go poorly, or that a fight might not be successful but go-
ing through it anyway will not do. In the case of Egir’s bless-
ing, the Cahalith must face some terrible reality; maybe the 
inevitable death of a packmate, or even the destruction of a 
locus, but no matter what, he face the fate unflinchingly. Of 
course, telling which visions are meant to be changed and 
which are meant to be accepted is no simple thing, and so 
this is a mark of a truly great Cahalith. 

Once the Cahalith has satisfied the Three Sisters 
in these ways, she may be considered an inspiration to 
any and all around her, but one final hurdle awaits. Once 
charged by the Three Sisters, the Cahalith must find a 
potent spirit (at least a lesser Jaggling), and tell hat spirit 
a story that evokes an emotion contrary to its nature. 
The Cahalith might seek out a spirit of murder and tell a 
tale so sad that it is driven to tears, or seek out a spirit of 
sorrow and make it laugh. With that complete, the Three 
Sisters call their choir together to sing the story of the 
Cahalith and infuse her forever with those songs of praise.

System: This Gift does not require activation. Once 
the Cahalith has learned it, its effects are permanent, 
adding additional advantage to Willpower expenditure. A 
legend of this caliber does not just succeed; she excels, she 
inspires, she overwhelms opposition. More importantly, 
she never fails when it matters.

Any time the Cahalith spends a point of Willpower 
to enhance her rolls, she does not get the traditional 
three-dice benefit. Instead, if her roll fails, count the roll 
as having a single success. If her roll succeeds with fewer 

than five successes, consider the roll to have resulted in 
five successes. If she attained five or more successes, not 
only does she not lose the Willpower point spent, but also 
she gains an additional point of Willpower, not to exceed 
her limit. With any use of this power, all those favorable 
witnesses to her greatness gain a point of Willpower, simi-
lar to the use of the Inspiring Merit.

Merits
Below, you’ll find a new Merit available to any charac-

ter in the World of Darkness.

Seductive Grace (• to •••)
Prerequisites: Dexterity •••, Expression ••
The character has mastered the nuances of seduction 

through their expressive craft. With coy looks, meaningful 
words dripping with intent, or graceful hypnotic movements 
in dance, the artist is able to soften a target to suggestion. 
The performer can subtract her rating in this Merit from a 
subject’s Wits + Composure roll to resist seduction attempts 
(see the World Of Darkness Rulebook, p. 84) when she 
uses her talents to directly allure and distract onlookers.

Cahalith Aspects
Speakers (Fiuremekir): As Uratha with a spiritual 

charge to maintain the stories of the People and the spirit 
world, the Speakers (also known as Speakers of the First 
Tongue) study the old stories in their spiritual proto-
language, empowering the half of them that is spirit to the 
detriment of the half that is not.

At Primal Urge 3: The Cahalith can speak the First 
Tongue with the fluency found amongst spirits. Social interac-
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tions with spirits receive 9-again. In contrast, the Cahalith’s 
ethereal nature sometimes slips through; consider the Ca-
halith’s Primal Urge to be one higher for the purposes of inter-
action with humans, thus inflicting a greater Social penalty.

 At Primal Urge 7: If the Cahalith knows the ban of a 
spirit, she can manipulate the subtle nuances of the Hisil 
to eradicate it temporarily. Spend a point of Willpower and 
make a Manipulation + Subterfuge + Wisdom roll, contest-
ed with the spirit’s Resistance. If successful, the Cahalith 
can remove the ban for the remainder of the scene.

At Primal Urge 10: The power of a Cahalith at this 
stage is unbridled — she may convince lesser spirits to 
destroy themselves. Such spirits do not cease to exist, 
but discorporate (see “Discorporation and Healing,” p. 
276, Werewolf: The Forsaken). To command a spirit to 
discorporate, Cahalith’s honorary Rank (see Werewolf: 
The Forsaken, p.272) must be equal to or higher than the 
spirit’s Rank. The Cahalith’s player must roll her Presence 
+ Intimidation or Presence + Persuasion (whichever is 
higher) against the spirit’s Resistance. Success indicates 
that the spirit undoes its own existence (for now).

Because the Cahalith has given too much strength to 
her spiritual half, each time she suffers Essence bleed she must 
succeed in a reflexive Resolve roll or slip automatically across 
the Gauntlet (needn’t be near a locus). Failure also lowers the 
level of the Gauntlet of the area by two for the next month.

Dreamers (Mashi): Having mastered their mundane 
dreams, Lucid Dreamers take their talents of controlling 
their own unconscious minds to the next level, influenc-
ing the future through the control of their visions.

At Primal Urge 3: Due to the clarity with which the 
Cahalith remembers his dreams, any time his auspice abil-
ity is used, for the next day all Investigation-related rolls 
receive a +3 bonus. In contrast, this clarity sometimes 
comes at a price of single-minded focus. During that day, 
any Wits + Composure rolls to react to surprise (see the 
World of Darkness Rulebook, p. 46) are at a –3 penalty.

At Primal Urge 7: At this point, the Cahalith can see the 
real-world relevance of his dreams with little confusion. Dur-
ing each game session (chapter), the Cahalith’s player can 
re-roll a number of rolls equal to her dots in Glory Renown. 
On each re-roll, she can choose one of the two roll results. 

At Primal Urge 10: While sleeping, the Cahalith can 
spend a Willpower point to impose fortunate or terrible 
dreams on any one sleeping subject. Fortunate dreams give 
the subject 9-again on all rolls for the next 24 hours. Unfor-
tunate dreams impose 24 hours of terrible luck, where all rolls 
the subject makes lose the 10-again quality, with 1’s subtract-
ing from successes. However, the Cahalith at this point con-
stantly exists in a state of consciousness half in dreams, half in 
reality. Any time the Cahalith fails a Mental roll, he believes 
he is in a dream until proven otherwise. The next Resolve, 
Composure, or Stamina roll he makes automatically fails, as 
he doesn’t understand the reality of the world around him.

Lorekeepers (Susiba): Let no story be lost so long as 
there are Uratha who call themselves Lorekeepers, and let 
no spirit question the power of knowledge in their presence.

At Primal Urge 3: The Cahalith benefits from the Ei-
detic Memory Merit. If she already possesses it, she enjoys 
an additional +2 bonus to any roll to remember facts or 
details. As a side effect of this, the Cahalith has difficulty 
ignoring things or letting them go. Mechanically, she suf-
fers from the fixation derangement.

At Primal Urge 7: The character enjoys the benefits 
of a modified version of the Encyclopedic Knowledge 
Merit that relates specifically to Uratha and spirit folklore. 
So long as there may be reason to know about a given 
subject, the Cahalith’s player can make an Intelligence + 
Wits roll to recall a story relating to it. Listeners gain the 
9-again quality on later rolls relating to the subject for a 
number of days equal to the successes gained by the Ca-
halith. Cahalith with the Encyclopedic Knowledge Merit 
already receive a +2 bonus to this roll.

At Primal Urge 10: The Cahalith with this advanced 
wisdom doesn’t even need to hear a story to be able to 
produce knowledge about a topic. She uses recurring con-
cepts and general themes from similar stories to draw like-
ly pieces of information into a coherent, mostly true story. 
Once per game session, the Cahalith’s player can make an 
Intelligence + Academics roll. Each success affords one 
“yes or no” question about the topic her player can ask 
the Storyteller, who must answer as correctly as possible. 
However, at this point, preservation of knowledge is an 
all-consuming compulsion. Any destruction of knowl-
edge, such as the death of a wise Uratha or the burning of 
a book, triggers automatic Kuruth in the Cahalith. Any 
time she enters Kuruth, she gains a severe derangement as 
a result that lasts for one week (or until she enters Kuruth 
again, gaining a replacement derangement). 

The Mad (Ithaim): The visions of the moon are ripe 
with madness, and the Mad Visionaries embrace this role 
gleefully, seeking to harness their visions to greater and 
greater levels through insanity and self mutilation. 

At Primal Urge 3: The character can look at a person 
and with a successful Wits + Empathy roll can determine 
his Virtue, his Vice or any derangements he may possess. 
She can only perform this one time on a subject, meaning 
she can only truly know one of those three elements for 
certain. The price of this knowledge is high, however. The 
Cahalith receives one mild derangement automatically 
upon attaining this Aspect’s level. 

At Primal Urge 7: With extended interactions, the 
Cahalith can manipulate others’ psyches. Roll Manipula-
tion + Empathy, with each roll requiring one minute of 
interaction; a number of successes equal to the subject’s 
Willpower is required. At this point, the Cahalith can 
force the subject to make a Harmony (or equivalent Mo-
rality) roll as he calls the victim’s morals and perceptions 
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into question. If the Cahalith succeeds, the victim suffers 
a mild derangement of the Cahalith’s choosing. If the 
subject has a mild derangement already and the Cahalith 
knows of it, she can instead exacerbate it to the severe 
level. (Note that the result of the Harmony roll does not 
cause the subject to actually lose Harmony.)

At Primal Urge 10: Once per month, a single statement 
she makes comes true. This has no direct mechanical effect, 
but the Storyteller is encouraged to choose a statement that 
has a clear potential benefit and an unexpected drawback. 
For instance, if a Cahalith states that the Pure will leave 
her territory, at some point in the month it will happen. It 
may happen because the CDC quarantines the territory due 
to an outbreak of a flesh-eating virus; the character does not 
choose all elements of the “how,” just the “what.”

Warhowlers (Huhsih): Glory waits in war. Victory 
is earned through shrieking howls and tearing claws. The 
Cahalith of this Aspect know that very well, helping urge 
her pack to greater and greater levels of martial ability.

At Primal Urge 3: The Cahalith’s howls push her pack 
to strike more quickly. When she howls, she can push her-

self and her allies to glory. By 
spending a point of Willpower 
reflexively, a number of points 

equal to her Glory score add in 
any combination to her pack’s 
Defense, Initiative or Speed for 
one scene. (If her Glory is at 
three dots, she could give one 

to each of her 
pack mem-
bers’ three 

traits, 

or she could give two to Defense and one to Speed, or all 
three to Initiative, or so forth.) She can perform this howl 
once per story. However, the howls of war are forever in 
her mind; the Cahalith cannot easily abide silence. Any 
Stealth rolls she makes automatically suffer –3 dice as she 
consciously or unconsciously strains to make herself heard.

At Primal Urge 7: Her howls at this point give her pack 
the strength to persevere. In addition to the previous benefit, 
when she howls, her pack also gains a point of armor (+1/+1) 
per point of the Cahalith’s Expression score. (Lasts for the 
scene, as above, and can only be used once per story.)

At Primal Urge 10: At this point, the Cahalith’s howl 
rallies forces outside the pack itself. In addition to the above 
benefits, when the Cahalith howls, the Hisil quakes and 
commands all those beings without higher thought. During 
a turn of howling, a number of lesser Gafflings equal to the 
Cahalith’s total Renown dots battle alongside her pack. They 
fight, they work, they assist however possible, even putting 
themselves in danger. If the Cahalith fights in the material 
world, they use their influences and Numina to aid. How-
ever, the Cahalith’s voice is so strong, it shreds the Gauntlet 
the way only Father Wolf’s could. Any time this advantage is 
used, the Storyteller rolls a dice pool equal to the Cahalith’s 
combined Renown dots. Each success lowers the strength of 
the Gauntlet by one (to a minimum of 0), which returns by 
+1 per day. Note that if it goes to zero, it’s possible that spirits 

may come through, potentially 
helping to destabilize the area 

or even form a Wound.
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Performers (Halamaaz): Virtuosos and experts in 
their fields, the Performer is the pinnacle of whatever ex-
pression of art they’ve been chosen for. The grace of Luna 
shines through their every gesture or action.

At Primal Urge 3: The Cahalith receives the 9-again 
quality on all Expression rolls. However, the Cahalith 
cannot accept his own failure to communicate. If the Ca-
halith fails a Social roll, she gains the depression derange-
ment for the next 24 hours.

At Primal Urge 7: By spending a point of Essence, the 
Cahalith can substitute his Expression Skill for any single 
Physical or Social Skill for the remainder of the scene. 
The action taken must be executed during an appropriate 
performance. For instance, a Cahalith might dance with 
swords during a fight, substituting his Expression score for 
his Weaponry score, or she might use the elaborate move-
ments of a belly dance to barter with a business associate, 
substituting her Expression score for her Persuasion. The 
Storyteller is the final arbiter of what is appropriate. 

At Primal Urge 10: The Cahalith’s presence and per-
formance is potent. When amongst her pack, her player 
may spend a point of Essence and roll Presence + Expres-
sion. If successful, she begins a captivating performance 
that empower her pack’s actions and fills their mind’s eye 
with that performance. She can affect one Attribute 
per success gained on the Presence + Expression roll 
— each packmate gains a bonus to those Attributes 
equal to the Cahalith’s Glory score. These bonuses 
last for one scene provided the Cahalith does 
nothing but continue the performance. If 
she is interrupted, the bonuses end. 

However, this has a potent down-
side, too. Her performance does 

wonders until it ceases — when she uses this ability success-
fully, ending it causes an enervating effect on her packmates. 
They feel listless and hollow, desperate again to hear her voice 
or see her writhing body. They suffer a penalty equal to her 
Glory score on all Mental- and Physical-based dice pools for 
the next 24 hours.

Antagonist:  
The Dreameater

Aliases: The Black Horse, The Nightmare
Quote: <A distant horse’s whinny and the sound of lick-

ing, consuming flames>
Background: Old wives’ tales gave birth to the 

Dreameater, and stories of its nightly rides gave it — and 
continue to give it — power. 

Nobody knows exactly where the Dreameater — some-
times called the “Nightmare” — come from. Some suspect the 
spirit comes from old Europe, born of whispered folklore that 
told of a horrible black horse that could carry you away in your 
dreams. Others say it is the product of some truly old Cahalith, 
some ancient dream-maker whose prophetic visions were not 
only suggestions of a coming future but would be born whole-
cloth from the Forsaken’s mind upon waking.

Description: The Dreameater has grown to fit 
the story it feeds off, thriving on fear and night 

terrors. Its hide is blacker than night and it ap-
pears to contain the faces 

of a thousand scream-
ing women. Its mane 
and eyes are always 
on fire, and its hoof 
tracks leave flames 
behind. 
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Since the Cahalith’s stories spread so long ago, the 
Dreameater became jealous of Luna and her ability to grant 
visions to her followers. The Dreameater thinks itself a superior 
spirit and wants to steal the prophetic ability of the Gibbous to 
grant the fear choir that follows it. Of course, it hasn’t figured 
out how to, yet, and so it sends its choir out to destroy the 
dreams of the Cahalith and leave only night terrors wherever 
they go. It does not know that Luna had children other than the 
Cahalith, but it would be less interested in them since they do 
not possess what the Dreameater covets. 

Storytelling Hints: The Black Horse is a very powerful 
conceptual spirit, even if it exists as largely a function of its own 
myth. Since the darker stories of the Black Horse have become 
so pervasive, it has in kind, become a spirit of existential evil. It 
has no demon master to drag virgins back too, but it does well off 
of the fear of concept. It now lives to maintain its own folklore, 
and satisfy an apparently recent need to destroy the Cahalith. 
Whenever possible, the Dreameater will come to Cahalith in 
their dreams and attempt to seduce them into willingly taking 
a ride. At this point, the Dreameater eats their dreams as repre-
sented below, and for the next day will ride them. 

Dreameater

Rank: 4
Attributes: Power 10, Finesse 8, Resistance 10
Willpower: 20
Essence: 25
Initiative: 18
Defense: 10
Speed: 28
Size: 5
Corpus: 15
Influence: Fear ••••
Numina: Blast, Claim, Harrow, Possession
Ban: Must eat the dreams of living beings daily. (See 
Dream Eating, below.)

Supernatural Powers:
• Ride the Willing: Unlike most spirits, this being is able 

to use the Possess Numen on willing Uratha. The Claim Numen, 
however, still does not work on Uratha.

• Dream Eating: By anchoring itself on a sleeping victim, 
the Dreameater can see, interact with, and devour dreams for 
its own gain. Invading a dream requires no roll, but assault-
ing the dream is an extended task. The Dreameater initiates 
an extended struggle, represented by a roll every half hour of 
dreaming. The Dreameater’s dice pool is Power + Finesse, the 
dreamer’s roll is Intelligence + Resolve + Primal Urge. Each 
successful roll for the Dreameater above the target costs the 
victim one Willpower point, and the Dreameater gains one Es-
sence. Each successful roll for the dreamer costs the Dreameater 
two Willpower points. If the Dreameater loses all its Willpower, 
it is expelled from the dream and cannot enter that person’s 
dreams for one month. However, if the dreamer is reduced to 
zero Willpower, the Dreameater successfully eats her dreams. 

A person without dreams gains no Willpower from rest, 
as her sleep is devoid and unfulfilling. She has to sleep twice 
as much to fight off fatigue. Also, any degeneration rolls made 
during the next day are made at a –2 penalty, due to the detach-
ment caused by the loss of dreaming. The only way to restore the 
dreams is to destroy the Dreameater, or to wait one year.

• Vision-Hungry: The Nightmare is especially fond of eat-
ing the dreams of Cahalith. While the spirit can eat the dreams of 
any individual, human or Forsaken, the dreams of the Visionaries 
seem to give it pleasure, covering the stallion with a blood-hued 
froth across its screaming hide. Any time the Nightmare suc-
cessfully eats all the nightly dreams of a Cahalith werewolf, that 
Cahalith suffers a mild derangement (the Storyteller’s choosing) 
until she gets eight hours of uninterrupted, Nightmare-free sleep. 
Rumor has it that if the Nightmare can do this to a Cahalith ten 
times in a row, the Cahalith will lose her auspice ability forever. 
No proof of this exists, but then again, how would it?

The Goddess of Nightmares: 
Aisling Tulane

I know why you’ve come out here to see me, boy, but she’s 
already dead. What do you mean ‘who’s already dead?’

Aliases: Mistress of the Spirit Wild, She-Bitch of the 
Woods, The Seer, Ithama’heme

Background: Most Cahalith have heard the story of Aisling 
Tulane, the seer who knows the future as Luna does. Every 
Cahalith knows the stories of the black she-wolf who runs with 
nightmares and bad omens instead of a pack and sometimes rips 
havoc across a city or town, with Luna ever at her back. Few 
Cahalith know that Aisling Tulane is real.

At some point, long ago, Aisling Tulane and her pack went out 
into the spirit wilds. Aisling was a potent and nurturing alpha, and 
had convinced her pack they should devote themselves to Luna in 
a way no one had before. They should, she said, run into the wild 
places fit only for the Pure, and fill them with Luna’s light. She chose 
her path, unaware of its consequences. Stories of her plight suggest 
that Aisling suffered under particularly traumatic visions when she 
slept, and that Luna often gave her dreams about which she could do 
nothing. It’s said that she was mad long before her pack, which fol-
lowed her with cult-ish, sycophantic devotion, fled to the spirit wilds. 

They say that once there, Luna sent visions to Aisling 
nightly, compelling her to do strange things during the day, odd 
rituals with no apparent meaning or changing things in their envi-
ronment with no clear purpose. More than that, Luna compelled 
the mad woman deeper into the Shadow.
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lie? Perhaps the fortune told was merely a step on the path to get the 
Uratha to do what they were destined to do. Maybe it wasn’t a lie at 
the time, but the triumphant heroes changed their own destiny. 

Another thought for Aisling is to use her as the catalyst to 
a battle against the Pure who hate her so. In this case, her mad 
visions have driven her to cripple or somehow hinder the Pure in 
question in such a way that if the characters are clever enough, 
they might be able to win the day. Of course, if it only appeared 
that Aisling was hindering the Pure, the characters could quickly 
find themselves in a new degree of danger against their ancient 
foe. It isn’t as if Aisling understands any of it, anyway.

Aisling Tulane

Auspice: Cahalith
Aspect: The Mad
Tribe: Hunters in Darkness
Mental Attributes: Intelligence 3, Wits 3, Resolve 7
Physical Attributes: Strength 3 (4/6/5/3), Dexterity 3 
(3/4/5/5), Stamina 3 (4/5/5/4)
Social Attributes: Presence 6, Manipulation 3 (2/3/0/3), 
Composure 3
Mental Skills: Academics (History) 3, Investigation 2, 
Medicine 1, Occult (Death) 6, Politics 1
Physical Skills: Athletics 1, Brawl (Claws) 4, Drive 3, Stealth 
2, Survival (Finding Shelter) 3
Social Skills: Animal Ken 1, Empathy 2, Expression (Story-
telling) 5, Intimidation 4, Persuasion 2, Subterfuge 3
Merits: Allies (Death Spirits) 5, Fast Reflexes 2, Inspir-
ing, Language (First Tongue, Spanish) 2, Striking Looks 2, 
Totem 4
Willpower: 10
Harmony: 2
Virtue: Faith. Aisling is a passionate devotee of Luna, and 
is willing to do anything for her Glorious Queen. Of course, 
no one can know the wishes of the moon, and so Aisling 
tends to assume random actions are the best way to give 
proper worship.
Vice: Wrath. Aisling’s whole existence is forfeit to Luna, 
and in her ecstatic worship, she has lost herself. While she 
cannot see it, that makes her full of anger. That anger is 
largely focused on the Pure, her goddess’ enemy, but it is 
by no means well focused.
Initiative: 12 (12/13/14/14)
Defense: 3 (in all forms)
Speed: 11 (12/115/18/16)
Health: 8 (9/11/10/8)
Primal Urge: 10 
Renown: Glory 5, Honor 2, Purity 2, Wisdom 3, Cunning 2
Gifts: (1) Death Sight, Know Name, Pack Awareness, Relent-
lessness, Right Words, (2) Camaraderie, Ghost Knife, Lesson 
Learned, Resist Pain, Traveler’s Blessing, (3) Corpse Witness, 
Hone Fury, Sagacity, True Leader, Unspoken Communica-
tion, (4) Glorious Empowerment, Word of Quiet, (5) Call of 
Glory, Legend Lives On, Vengeance of the Slain
Rituals: 4; Rites: Banish Human, Banish Spirit, Bind Spirit, 
Blessing of the Spirit Hunt, Call Gaffling, Cleansed Blood, 
Dedication, Fetish Rite, Funeral Rite, Spirit Brand, Wake 
the Spirit
Essence/per Turn: 20/5

The further Aisling went, the more of her pack died and 
the crazier she got. In time, new wolves began to run with her: 
odd, ethereal black dogs that seemed to herald doom wher-
ever they went. Eventually, lesser nightmares fell in step with 
Aisling’s mad run through the spirit wild until she was, after a 
fashion, their goddess.

But what does the mad seer do now? It seems that she is now 
mostly a function of Luna’s strange and fickle nature. The great Ca-
halith is most often found running through the Shadow following 
strange impulses that lead to trouble for the Pure, though Aisling 
seems to have no awareness of her actions. Sometimes, guided 
by moonlight, Aisling will leave the wilds, bringing her pack of 
night terrors with her, and approach the territories of the Forsaken. 
Chaos tends to follow as Aisling’s visions rarely coincide well with 
the present. She might know, for instance, that a building must be 
destroyed, and so she sets about having it destroyed, but not realize 
that the building’s end wasn’t necessary for another forty years.

Description: Though she has the appearance and upkeep 
of a wild woman, she still appears quite young for her age and 
very fertile. Her movements and gestures around human men are 
seductive and coy, like the bright coloring of a poisonous plant. 
She, like the plants, is meant as a warning. When she can be 
reminded to speak in English, she is eloquent and clever, if not 
overly educated. Most of the time she grunts, trying to force out 
human (and when she inevitably fails to communicate her ideas, 
she defaults to the First Tongue).

It’s said that if an Uratha really ought to know what will be, 
he’ll find the Goddess of Nightmares, and he’ll tell him what he 
wants to know. This is thought to be a curse as much as a blessing.

Storytelling Hints: Aisling is a catalyst and puppet in a lot 
of ways, a victim to visions of the future she cannot understand 
or ignore. Her nature was once a gentle and giving one, and that 
might have had something to do with why she chose to devote 
herself entirely to Luna. She wants to stop, but is fatalistically 
dedicated to doing “whatever it is Luna demands of her.” 

She is practically incapable of fear, since she lives her life 
at the edge of death and in her madness laughs in its face. Her 
only companions in the world are creatures that feed off of the 
fear and foreboding she creates in her wake, and the only way to 
keep on top of them and not be consumed is to have no fear. 

She does not know how much of a hindrance she has been 
against the Pure, nor does she know how much they well and truly 
hate her. It is likely that if she did know, she wouldn’t care, and in her 
devotion to Luna, she would revel in their hatred. Some argue that her 
purpose is as Luna’s tool against the Pure, but since she is often also a 
problem to Forsaken, it cannot be the sole reason for her existence.

Aisling can see limitless potential futures at all times, and 
so she often has trouble differentiating now from then and then 
from has been. It is for this reason that Uratha sometimes seek 
her out, in hopes that she can clarify some future event for them 
in ways a less potent Cahalith could not.

When using Aisling in a story Storytellers should use caution, 
just because she can see the future doesn’t mean the future she sees 
at the time is set in stone (or sane enough to be understood at all). 
Using Aisling should not be a means to steamroll characters into an 
event or end if it takes away from the story to do so. Additionally, 
Aisling is very mad, and cannot function in a way that allows her to 
tell the characters everything they want to know. 

So how should she be used? One thought is that she can tell 
the characters exactly what they don’t want to hear. Why would she 
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They circled the lip of the crater, eyes locked, both in wolf form. Their 
packs waited above, glaring at each other, occasionally snarling or mouth-
ing insults, but never speaking in English or First Tongue. This was between 
the two of them.

The full moon lit up the desert, turned the sand a bluish-white and sent the 
nocturnal critters running in circles, confused, hungry, angry. A bat snapped up a 
moth, soft body crushed under fangs and dusty wings folded into its throat. A wasp landed 
on her prey, the spider, laying eggs that would hatch into burrowing grubs. On the highway, a 
man in a truck glanced at the biker riding on his left and moved the wheel over just a touch, 
before he remembered himself and pulled back into his own lane. The biker swerved, and 
thought of the pistol in his belt. This was a killing moon. 

The two wolves lunged forward, snapped, pulled back. The battle hadn’t begun yet, be-
cause once it did, that was that. The moon was in control. The moonlight would go red, and 
the sands would be stained with the blood of Uratha. No one wanted that, because the People 
Do Not Kill the People.

But the killing moon did not know that, even though the Uratha had made these vows 
under the moon on some long-past night. Tonight, all She knew was blood, and She reached 
down through moonbeams and pushed the red wolf to strike.

The gray wolf felt no such push. He felt rage, but he felt rage no matter what the moon 
said. His pack snapped and snarled and urged him on. Across the crater, the red wolf’s pack 
also gave encouragement, but with one wary eye on their packmate, fur glimmering in the 
soft white light. 

“Come ahead, then,” said the gray wolf. 
The red wolf could say nothing. To open his muzzle would be to attack. That was the kill-

ing moon’s wish.
“Frightened? You can leave,” said the gray wolf, “and howl that this land belongs to the 

Pure—“
The red wolf surged forward, paws barely touching the sand, a mouthful of rage and 

moonlight in his eyes. He Changed, and took the Gauru form, the war form, the form of the 
killing moon. He pinned the gray wolf to the desert floor and raised dagger-claws up, and 
raked them down across the gray wolf’s face and nose. These wounds would heal, but until 
they did, the gray wolf was doubly blinded — no sights, no smells. He could hear, though, and 
he heard the words of the red wolf, struggling their way out of a throat made for nothing 
but gulping meat torn from prey. 

“Pure. No pure. Moon is Purity.”
The gray wolf swallowed, and a tiny trickle of urine left his body. He had lost. 
The red wolf took on his birth form. The killing moon was still in his eyes. “Go, and howl to 

the moon. And be glad She let me stop.”
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The full moon shines down on the Earth, the illumi-
nation haunting and somehow hollow. A howl rises from 
the hills, from the forests, from the alleys, from outside the 
door. A frightened man bolts the door and opens a bottle 
of vodka, not wanting to admit that he hears the sound.

The door explodes inward. The man barely has time 
to react to the sound before the teeth are in his throat. The 
werewolf tears out his larynx, his trachea and a chip of his 
spine, and spits this mouthful of flesh and gristle into the 
sink. And then the werewolf takes on human form and 
makes for the door. As an afterthought, he picks up the 
bottle and takes it with him. No sense letting it go to waste. 

The World of Darkness demands a certain kind of 
subtlety. Yes, the supernatural exists and monsters prey on 
humanity, but humanity, as a whole, knows not to overtly 
acknowledge it. Humans know the truth, on some level, else 
why would monster films and books still be so popular? But 
to stare out into the moonlight and try to see the monsters 
would be expressing a desire to know the supernatural, to 
understand the howls, and few people really want that. The 
supernatural has its own rules and its own routines, and hu-
man beings have theirs, and they don’t knowingly cross paths.

Rahu werewolves spit in the face of that subtlety. The 
howl long and loud, they exult in who and what they are, 
and they revel in their status as the dominant predators in 
the world. A werewolf that Luna chooses — blesses — with 
a full moon Change is destined to be his brother’s keeper, 
the one in the pack who will keep true to the Oath of the 
Moon. He is meant to feel first blood on his claws and to 
take the spoils of victory, whether they be bragging rights, 
valuable fetishes, or just a bottle of good vodka. The Rahu 
enjoys the blessings of the Fury Choir, and the greatest 
packs in the world have Full Moons leading their battles. 

Of course, it’s not always so rosy. Rahu keep the Oath 
sacred because their Lune patrons, the Ralunim, desire 
Purity, but when Full Moons become Zi’ir, they become 
peerless monsters, capable of any depravity and respecting 
nothing. A Rahu might wish to be a great leader, but not 
every werewolf that Changes under the full moon has the 
skills to inspire a pack to death or glory, or the intelligence 
to be a good tactician. The werewolf can expect other Rahu 

to teach him these things, yes, but if they don’t come easily, 
other Full Moons might suspect that the werewolf isn’t 
trying hard enough (the fact that Luna might have made a 
mistake doesn’t occur to them, or if it does, they don’t tend 
to mention it). Eventually, such Rahu become vicious bul-
lies, unable to do anything except the one thing that comes 
naturally to all werewolves: violence. 

Growing Up Rahu

At what point, a contemplative werewolf might ask, 
does Luna choose her children’s auspices? Some Uratha 
feel that she does it at the werewolf’s birth, others believe 
that in the weeks before the First Change, Luna asks for 
input from her servitors, the Lunes. In any case, though, 
many werewolves look back upon their pre-Change lives 
and find the “seeds” of their auspices long before they 
knew of their true natures. 

Rahu werewolves, pre-Change, tend to be aggressive, 
violent and single-minded. Many become heavily involved 
in whatever religious faith they are taught, not because they 
have actual religious experiences, but because they feel the 
need to place their faith into something. Politics and other 
ideologically based groups also attract Full Moon nuzusul for 
the same reasons. Interestingly, Rahu don’t rise to be leaders 
in these sorts of groups, usually because their intensity puts 
others off. They tend, instead, to be the ones knocking on 
doors, pounding pavement and looking after the group’s 
interests in more direct ways. 

Rahu also tend to get into trouble. Many are di-
agnosed with Oppositional Defiant Disorder and other 
psychiatric conditions, sometimes even serious ones such 
as Antisocial Personality Disorder. The doctors and thera-
pists often make these diagnoses with some reservations, 
however, because Rahu can function in society. They 
just feel that they should be the head of any given social 
hierarchy, and demonstrate an animalistic urge to chal-
lenge the current leader. For a child trying to “challenge” 
a teacher for the right to run the class, this can end badly, 
especially if the teacher happens to be a weak and ineffec-
tual person. If the teacher meets the child’s challenges and 
refuses to back down, the nascent Rahu becomes a willing 
“beta,” probably the best student in the class. 

Listen, you fuckers, you screwheads.  
Here is a man who would not take it anymore.  

A man who stood up against the scum,  
the cunts, the dogs, the filth, the shit.  

Here is a man who stood up. 

— Travis Bickle, Taxi Driver
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Wasn’t able to find much on these sculptures. They’re Puerto Rican, I know that much, and they look a lot like other Santos that I’ve seen. But the bite and the blood and everything? That’s new. 
I found these at a street fair in San Juan last month. There weren’t any others like them, and the guy I bought them from wasn’t sure who made them (he said, “a woman” made them, but when I asked him who she was or where he got them, he looked puzzled, like he didn’t remember). I thought at first they were supposed to represent a vampire (usually in Puerto Rico, you hear more stories about chupacabra than what we’d understand as a “vampire,” but still, I thought I’d ask). And the guy said something weird. He held up the one with the girl biting the guy and said, “No, she is not hungry. She is angry, because God turned away from her. But God turned from her because she is angry. That’s the story.”
The way he said it made me think there was more to it, so I did a little digging. And sure enough, there’s a story from the early 1900s about a girl who was just a little holy terror. Defiant, gluttonous, promiscuous (it’s implied, but never stated, that she seduced her older brother), and her folks sent her to church to be “cleansed.” The story says that she wanted to be absolved, but she was so angry that God wouldn’t grant her absolution, and that made her so angry that she couldn’t stand, so God took pity on her and turned her into a wolf so that she could be vicious and violent (and naked, I guess) without worrying about her soul.
It’s a weird story. I talked to a folklore expert, and he says usually the “wild child” stories are about kids that we’d now understand to be autistic or handicapped or whatever. He’d never heard the “turned into a wolf by God” version before, though.
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To: bloodspatter@gorydeathphotos.com
From: holeinhell@aol.com 
Subject: Awesome pix – but r they legle?
Hey, dude. I luv yer site I check it every day for new photos. I have some pix that u culd put up. Their really awe-

some, I guess a bear smashed into a hotel room and killed two ppl over the weekend. I have a bud in the precink and he 
sneaked me copies of the pix. I can send them 2 u, but I don’t want THE MAN to cum knockin on my door lol! Is it legal 
to post these? Let me know and Ill upload or snailmail

BLOOD BLOOD BLOOD, 
The Hole in Hell

To: holeinhell@aol.com 
From: bloodspatter@gorydeathphotos.com
Subject: RE: Awesome pix – but r they legle?
Hey, dude, thanks for your support and thanks too for the donations (I see you’re a Premium Member — rock 

on!). Okay, here’s the thing. If these pictures are part of an ongoing criminal investigation, then, yeah, you could get in 
trouble for posting them and so could I. But if it was an animal attack, it’s an accident and there’s no homicide, right? Go 
ahead and upload the pix; if they’re good quality I’ll post them and I’ll just make sure to edit anything that has, like, the 
hotel name or the city or whatever. 

Yours in BLOOD,
Cap’n BloodSpatter

To: bloodspatter@gorydeathphotos.com
From: holeinhell@aol.com
Subject: RE: RE: Awesome pix – but r they legle?
Ok uploaded
The Hole in Hell

To: bloodspatter@gorydeathphotos.com
From: holeinhell@aol.com
Subject: RE: RE: Awesome pix – but r they legle?
Oh something else! I talked to my bud @ the presink today and he says this dude who worked at the hotel disap-

peared that night. He said this dude had like 4 assalt complaints already and he was like violent and got in fights at the 
local shithole bar and stuff. 

OH AND GET THIS! Now there saying it wasn’t a bear it was a PACK OF WOLFS! HOLY SHIT! They found footprints on 
the ground outside that this zooologist dude said were wolfs prints OMG

BLOOD AND WOLFS!
The Hole in Hell

To: holeinhell@aol.com 
From: bloodspatter@gorydeathphotos.com
Subject: RE: RE: RE: Awesome pix – but r they legle?
Nah, I doubt it was wolves, man. Did you see the size of the hole in the wall? Bear I could believe, but wolves don’t 

go smashing through walls to kill people in hotels. The pix are *awesome*, though so thanks for that. If you can find out 
the name of the dude that disappeared, that’d be awesome, because I could post what you told me (all anonymously, 
of course). That’d make a great tag for the story.

Oh, and you totally get next year’s Premium Member package for free. These are AWESOME gory photos!
Cheers and BLOOD,
Cap’n BloodSpatter
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The First Change

Engaging in murderous slaughter during the First 
Change is common amongst all Uratha, but Rahu truly 

take it to a different level. The full moon 
seems to carry Death Rage with it, and those 
werewolves who Change for the first time in 
its harsh light enter a frenzy that does not 
recognize family, friends, pity, pain or fatigue. 
Rahu trade stories of their First Changes, 
bragging (or confessing) about the deaths 
that they caused and, more often, what the 
human authorities did to cover it up. 

Because of the extreme brutality of the 
First Change, few Rahu manage to hold on 
to their human lives after becoming Ura-
tha. Their lives are simply shattered, un-
less they have the good fortune to Change 
far away from their everyday lives. But 
even if that’s the case, a newly Changed 
Rahu feels different to his acquaintances. 
He’s always been aggressive, now he’s a 

real animal. He’s always been a little too de-
manding, now he gives people the impression that if they 
don’t perform, he’s going for their throats. And besides, 
Rahu feel the urge to lead, to dominate and to demon-
strate their might. They just can’t do that anywhere else 
but among the People. 
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Anger Management

Rahu, despite what other werewolves might think, 
aren’t any angrier than other werewolves, and they aren’t 
any more likely to fly into Death Rage — once the First 
Change actually hits. Before the Change, however, they 
tend to be constantly angry. Many werewolves see this 
as Luna preparing them for their lives as warriors and 
enforcers of the Oath, while others see this as nonsense 
— all werewolves are angry, and it’s impossible to gauge a 
nuzusul’s auspice by his anger management problems. In any 
case, a Rahu’s rage tends to “level off” when the Change 
comes, as though a pressure valve has finally been released. 

Rahu do, however, tend to see violence as the first 
choice of solutions, and their roles as the Spirit Warriors 
of the Uratha prepare them for this kind of thinking. 
Rahu train in martial techniques as a way to keep violence 
under wraps, but once the muscle memory for ripping 
someone’s throat out is ingrained, it’s hard for the Full 
Moon to switch it off. 

Every werewolf has trouble coping with human 
society. A Rahu’s focus on Purity makes coping that much 
harder, since the werewolf’s primary behavioral code is 
Uratha, rather than human. 

Rabid Wolf and Skolis-Ur sit staring at 
Luna as she wears her Warrior’s face

What the h
ell makes 

you think i
t was Winter 

Wolf? I always heard 
Black Wolf.

Rabid Wolf was ashamed of his  

sickness, and he couldn’t gaze upon the 

light of Amahan Iduth.
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Purit y 
The Uratha have many legends, of course, about 

how the various choirs of Lunes came to look for different 
qualities in the Forsaken (that is, grant the different types 
of Renown). The Rahu have always been associated with 
Purity, and this fact inspires more legends than perhaps 
any of the other choir/auspice pairings. It seems to some 

werewolves that the Elodoth, as judges and balancers, 
might be better suited to Purity than the warlike, violent 
Rahu. But ask any Full Moon to expound on what it 
means to be righteous, and that Rahu will wax as poetic as 
he can.

Purity, the Rahu feel, is enlightenment. When a 
werewolf acts within the boundaries of Purity — within the 
Oath, in the best interests of the pack — he is fulfilling the 
purpose that Luna intended for him. Other auspices doubt-
less feel this way as well when they perform deeds of note to 
their patron choir of Lunes, but the Rahu have the added 
advantage of doing so in righteous battle. In a fight, the 
situation in which werewolves can reach a state of glorious, 
savage freedom, a Rahu finds his true mission. 

Finding that Purity, making sure the werewolf is not 
violating Harmony but acting with spirit and flesh in bal-
ance, is difficult, but the Rahu would have it no other way. 
In the modern world, this is difficult, because some of the 
precepts of Harmony are difficult to observe. City life is 
frustrating, and a volatile werewolf runs the risk of killing 
out of sheer frustration. Loci are defiled and destroyed by 
human progress (in fairness, human progress also creates 
loci), and in a city, consuming human flesh is a tempting 
proposition for a spiritually weakened Uratha. 

But Purity is what allows the werewolf to cut through 
the illusions, to focus on what is truly, immediately impor-
tant. It allows the werewolf to hunt, and to lead his pack 
in hunting. 

The other “Pure” wolves mocked him and threatened him, but he could not stand in Luna’s purest light.

These wolves hid from Luna, and in 

their shame and rage, they decided Her 

light was wrong, impure, and so they 

called themselves Anshega, the  

Highest, thinking the title would make 

them greater than the moon.

“Anshega” doesn’t mean “Highest.” I always 
heard it translated as “gods of the sky.”

Skolis-Ur was the only wolf with the purity of heart to face the full moon. And so he was granted the name “Rahu,” for “Purity” and Luna chose the most worthy to succeed him.
Who the hell translated this? Go talk to some 
spirits. You need a refresher!
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In case I ever get lost, lonely, depressed, whatever:

This is the world. It is dark, it is wrong and it is confus-

ing. The world has shadows and they make it a maze. You 

can’t see for the corners and the nooks and crannies and the 

bullshit and lies. And then the full moon rises, and we can see 

again.
The full moon shows us everything. The full moon shows 

us what’s lurking in those crazy little places that the others 

don’t want to peek. It shows us the darkest places in our-

selves, and we don’t have time to be anything other than pure. 

We have to follow the rules, not because we’ll do time or pay 

a fine if we don’t. We follow the rules because if we don’t, we 

lose the moon’s light. We lose that clarity and we fall into the 

shadows. 

So many excuses. “I didn’t mean to eat him, I just lost 

control.” Bullshit! Where was your pack, man-eater? Why 

couldn’t you run? “I didn’t mean to knock her up, but we 

used a condom.” You know the law, Ghost Father! You 

knew the risks, and you fucked her anyway. “It’s just a tiny 

spirit, screw it.” “So what if he brought down an idigam?” 

So what? Tiny spirit? You respect the low and you honor 

the high, and that’s what is demanded of us. It is not fucking 

optional.
We don’t have freedom of speech. We aren’t free people. 

We’re part of a pack, even if we don’t have packmates. We’re 

Imru. We’re Uratha. And under the full moon, we have to be 

able to see ourselves for what we are. 

The world has enough shadows. Don’t make more. Look 

to the moon and howl. That is your right!

Don’t shitcan this, at 
least not yet. I want to 
read through it again. 
There’s something bugging 
me about that first 
scene.

Howl

by Kent Orwezor 
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THEME AND CREDITS

FADE IN:
EXT. FARM — NIGHT
Distant est. shot shows farmhouse, barn, tractor, all 
illuminated by full moon. It’s winter, but there’s 
no snow yet — ground is hard and frosted, no plants 
in evidence. The lights are on in the farmhouse, but 
there’s no movement. And then we hear SCREAMS, BREAKING 
GLASS and a LOUD CRASH.

CUT TO:
Three men standing by the tractor. The first, RYAN, is 
blond, muscular — would be a Captain America type, 
except for the yellow, wolf-like eyes. He is wearing 
an Army jacket and blue jeans, and is watching the 
farmhouse intently. As the LOUD CRASH rings out, he 
starts and takes a step forward.
An arm cuts across his chest from the second man, WILL. 
He is black, shirtless, and his body is covered in 
spiraling tattoos. As the moonlight hits them, they 
glimmer as though made of highly polished metal. 
The third man, HUTCH, is sitting on the tractor smoking 
a cigarette. He’s barefoot, and has a wide-brimmed hat 
on his chest. His head is shaved and he stares lovingly 
up at the moon.

WILL
Wait.

RYAN
For what?

WILL
(indicating the 
moon)

Ain’t time yet.
RYAN 

(walks to the end 
of the tractor)

Fuck.
HUTCH

S’beautiful.
WILL

You drunk, Hutch?
HUTCH

Nah, man. 
(he smiles big, 
takes a drag off 
the cigarette) 
I’m in love.

Another SCREAM from the farmhouse. Reaction from RYAN.

(CONTINUED)
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Continued:
RYAN

Jesus, Will, how long—
WILL

Until I say.
WILL’S last words are accompanied by a throaty, wolf-
like growl. RYAN backs down, cowed. 

WILL
I don’t give a fuck about her, 
and neither should you. We’re 
waiting until the zenith. Then 
it’s time. Hutch, how long we 
got?

POV SHOT of HUTCH looking up at the moon, then quick 
CLOSE-UP of his face. His eyes reflect the moonlight and 
he’s clearly lost in the beauty of it. As we watch, his 
eyes go from deep, soulful blue to the same wolf-like 
yellow as RYAN’s. 

HUTCH
Now.

CLOSE UP on WILL. His tattoos glow brighter for a 
second, and then fade. His eyes go wolf-like too, and he 
drops over on all fours, thick black fur sprouting from 
his back and face. His cheeks elongate into a wolf’s 
muzzle….

CUT TO:
RYAN, already running across the field. He pulls off his 
jacket and tosses it to the side, rips off his T-shirt 
as the fur grows from his body. As he runs, he jumps 
forward, the two-legged run changing to a four-legged 
series of leaps and bounds.

CUT TO:
HUTCH, jumping down from the tractor, already fully 
changed into a wolf. HUTCH and WILL start running toward 
the farmhouse, RYAN well ahead of them.
INT. FARMHOUSE — NIGHT

BARNARD RETT is sitting at the table. His WIFE lies dead 
on the floor, her skull caved in, in a pool of her own 
blood. BARNARD is drinking a can of beer. He has blood 
on his clothes and hands, and he’s sweating and tired, 
but not fearful or guilty. He’s obviously drunk and 
looks in poor health — bad skin, yellow teeth, smoker’s 
wrinkles around his mouth. He stares at his beer as he 
talks to himself.

(CONTINUED)
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Continued:

BARNARD
‘f I wanna have ‘nother beer, 
bitch, I’ll have ‘nother beer and 
you can’t…

(continues rambling)
A HOWL from outside. BARNARD stands up and walks to the 
large front window.

BARNARD
Goddamn coyotes. 

(pronounces it “kye-
oats”)

Where’s the fuckin’ shotgun now?

He starts looking around the room for it. The place is a 
mess from the fight, but the walls and shelves are orderly 
— his WIFE obviously kept up the place. The shotgun rack 
is empty, though. As he searches, something catches his 
eye and he squints out the window, but because the light 
is on in the room all he sees is his own reflection. 

POV SHOT BARNARD. We see the reflection of the room, and 
then RYAN (as a wolf) running up toward the window. RYAN 
leaps and smashes through the window, knocking BARNARD 
over and sending them both crashing onto the table, which 
collapses. 

CLOSE UP of BARNARD’S horrified face as RYAN worries at 
his throat. Sick chewing and STRANGLED GASPS. 

CUT TO:
POV BARNARD. He looks under the now-smashed table and 
sees the butt of his shotgun! He grabs for it, pulling it 
toward him… 

CUT TO:
The window. HUTCH and WILL leap into the room. WILL 
clamps his jaws down on BARNARD’S wrist and worries it 
back and forth until his hand comes away. 

OVERHEAD SHOT of the destroyed room. We see the WIFE’S 
corpse, RYAN and WILL tearing into BARNARD, and HUTCH 
circling the room, sniffing. 

CUT TO:
HUTCH turning and looking out the shattered window at the 
moon. He lifts up his head and HOWLS, and the other two 
look up from their victim and join in.
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The True Werewolves

Cinema, fiction and legend paint werewolves as 
slavering monsters that hunt down and devour their 
victims by night. Rahu have, of course, embodied the 
more savage, brutal and direct aspects of the lycanthropic 
condition (minus the part about devouring human prey, 
of course, since this is a grave violation of the Oath), but 
that doesn’t mean that werewolf attacks do not take place 
during the rest of moon’s cycle. Why, then, has the full 
moon come to be associated with the shapeshifter’s fury?

One possible explanation, of course, is that during 
the full moon the spirit wilds become savage and danger-

ous, even more so than usual. Werewolves are therefore 
likely to be not only active during this time, but on edge 
and spoiling for a fight. 

Uratha also recognize certain phases of the moon as 
being appropriate for certain activities; stealth and stalk-
ing during the new moon, for instance. The full moon is, 
naturally, the time to make war. This has less to do with 
mystical connotations than modern werewolves might be-
lieve. If the full moon is shining, it means more light, which 
means a better time to engage in large-scale battle because 
the chances of injuring one’s packmates are reduced.

Weird Recording	 December 21, 2008 at 1:24 am

Transcription by liloremembers: “Oh God. They’re still after me. My leg is still bleeding 
and it hurts like hell. Okay. Here’s the thing. I already called 911, but I don’t hear 
sirens. I figured I’d better call and make this post because [couldn’t hear this part]. 
Shit! Was that [static or something]. Okay. They’re wolves. Or coyotes, I guess, but 
they look big and gray. One of them bit me. I ran, but I ran the wrong way. I should’ve 
run back to my car. Oh, shit, Carrie! I can’t… I’ve gotta go back. [snarling and barking] 
Oh, shit! [screams]”

Comments:
geryon123

Total hoax. You can hear someone laughing in the background. 

liloremembers
Um, bullshit. Where?

geryon123
Right at 1:02. Right before the “snarling and barking.” 

mrmint
That’s not laughing, geryon. That sounds more like the noise my dog makes right 
before he starts barking. Like that deep warning growl thing big dogs do.

lilremembers
Exactly.

geryon123
whatev

truckerdad
No it’s okay everybody. It was a fucked-up night but I’m okay now. The bite 
looked a lot worse than it was. Carrie’s fine. I’ll post more later.
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The First Hunt

Rahu are unquestionably the most enthusiastic practi-
tioners of the custom of hunting down a werewolf about to 
Change and helping things along by scaring the hell out 
of him. Many werewolves refer to this experience as “the 
first hunt.” Of course, during the first hunt, the nuzusul is 
the quarry while the pack members are the hunters. For a 
Rahu, the first hunt is meant to be the last occasion that 
he will ever be the quarry.

The first hunt takes the werewolf out of familiar terri-
tory, driving him from his home and any means of support, 
and hopefully into the wilderness. If wilderness is unavail-
able, the Uratha generally force the nuzusul into an empty 
or sparsely inhabited part of the city. Subways make for 
superb hunts, as do warehouse districts and burned-out 
apartment complexes, any place that the pack can force 
the hapless Rahu into a corner. The thinking is that in 
such a place, the werewolf will embrace his inner Rage 
and fight back, Changing.

Differing opinions exist on whether having the pres-
ence of mind to stop and call for help, grab a weapon, or 
otherwise try to get the better of the attackers is a good 
quality in a Rahu. On the one hand, tactical thinking is 
very much a hallmark of the Full Moon. On the other, a 
nuzusul is not yet a werewolf, and some Uratha see going 
for a gun rather than simply Changing as evidence of a 
little too much human mentality lingering in the new 
werewolf. If the character Changes, it’s moot anyway — 
he becomes a Rahu (presuming he Changes under the full 
moon) and begins his life as an Uratha. 

One thing that the first hunt is definitely designed 
to do, though, is get the nuzusul away from his human 
loved ones. Many werewolves killed people during their 
First Changes, but the Rahu are notorious for slaughtering 
everyone within reach. Too many Full Moons know the 
pain of having killed someone for whom they would have 
gladly given their own lives, and the first hunt is one way 
that these Uratha can spare others the same anguish. 

booksabillion: turn on your cam

moonfucked: no fuck you

moonfucked: no way

booksabillion: ok ok fine. Where are u?

moonfucked: gone. dead. you guys should just leave me alone

moonfucked: I’m logging off now

booksabillion: no wait! 

booksabillion: you there still?

moonfucked: …

booksabillion: we thought we you were dead, man. Tara’s been crying her eyes out

moonfucked: you can’t make me feel guilty

booksabillion: that’s not what I’m trying to do. Come on, come back. We need you

moonfucked: you don’t need me. you can all fight

booksabillion: it’s not about fighting. It’s about fighting well. It’s about…shit, you know, right?

moonfucked: I don’t know

moonfucked: I never killed anything before

booksabillion: I never saw spirits before, either

moonfucked: I wrote you a letter. I’ll c/p
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make much sense. A lifelong pacifist or a clumsy, oblivious 
oaf might Change under the full moon and wonder how 
on Earth he is ever supposed to become a Rahu.

Interestingly, though, those who rail against their 
fates often wind up fulfilling them despite themselves. 
The pacifist might become a master Tactician (see p. 184) 
precisely because he is unwilling to fight unless absolutely 
necessary. The clumsy oaf might discover that standing 
still and absorbing the blows meant for his pack makes 
him a great Defender, or he might find that in Death 
Rage, he finds grace and ferocity he never thought himself 
capable of, making him a Berserker. 

moonfucked: Dear Everybody. Look, I’m sorry I bolted. I just got fed up. If it had been the half moon when 
She picked me, if I could have used a little judgment or balance, that would have been OK. But instead 
I’m a damn weapon. I grew up with weapons. I told you Dad was a cop and mom was a doormat, and 
we learned about guns from when I was 4. And then my brother shot himself, and mom left and Dad 
just gave us some bullshit about how “That’s not the gun’s fault.” Well, shit, who’s fault, then? He was 
14 and stupid. I sat there with a gun to my head five nights out of 7 for a year, waiting for the goddamn 
noises to stop and they always got worse on the full moon. 

moonfucked: But then I changed, and you guys came for me, and I have to say thank you for that. Thank 
you for pulling me out of that shit and keeping me away from my Dad. But this isn’t right. I can’t be what 
She wants me to be. I can’t be just a weapon. I’ve got to go away and figure out how to change this. 
Love, D.

booksabillion: You still there?

moonfucked: you aren’t hunting me down r u?

booksabillion: dude. no.

moonfucked: I want to come back

booksabillion: So do it. It’s ok. We all have this sometimes

moonfucked: I don’t want to hurt anybody

booksabillion: that’s the human part of you talking

moonfucked: fuck you I’M HUMAN

booksabillion: I KNOW 

booksabillion: SO AM I. We all are

booksabillion: You listen to that side now because there’s nothing to hurt

booksabillion: but when something comes for your ass, you’re going to LIKE that you can kill, trust me

booksabillion: D?

booksabillion: you there?

Doubt

Not every Rahu feels he is right for the job. All 
werewolves can fight, yes, but some young Rahu feel they 
are not cut out to be the superlative warriors that all Full 
Moons must be. Others balk at being defined by violence, 
and still others look at the mysterious Ithaeur, the cool 
and competent Irraka, the verbose Cahalith or the mea-
sured, respected Elodoth and feel that they missed their 
calling. 

Most of these Rahu eventually come to accept their 
station, but it can be a long and difficult road. Mother 
Luna chooses a werewolf’s auspice, but although the Ura-
tha don’t say it aloud often, Mother Luna is capricious at 
best, crazy at worst. Sometimes her choices don’t seem to 
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I looked him the eyes, and I knew I would have to kill him. 

In his eyes, I saw myself from ten years ago, before the night of the Harvest Moon, before I found myself. 

I saw the scoundrel who lies to women and seduces them, taking their womanhood and leaving them ruined and 

devastated. Someone should have killed me when I was that cad, but instead a woman greater than any I could 

have imagined saved me, and it is to Her that I dedicate this kill. It is through Her insight that I knew this 

man.
Can I call him a man? It was strange — my packmate, the inestimable Franz Michner — informs me 

that something from the Shadow clings to the man. A spirit, I asked? He is duguthim, then? No, said he. 

They are not bound by the spirit’s power alone, but by something within the man, some quality that reeks of death. 

And the binding is not possession, but organic, like skin grown over an embedded piece of shrapnel.

I could not fathom this, but then, Franz is a Crescent Moon and so often speaks in metaphor that I am 

ill-equipped to understand. And so I met the man, I found him at the salon and I looked him in the eyes. 

I think, then, that he knew me for what I was. I was foolish. I should have watched him from afar, for 

Franz warned me that he was not altogether a man. But I approached him and tipped my hat, and I intro-

duced myself as I do to humanity: Lord Dalton, at your service, good sir.

And he responded, Pleased to meet you, sir. I am Doctor Arthur Northrup. 

We sat together and made conversation, but I could tell he was waiting for an opportunity to leave. And so 

I pressed, keeping him firmly there, and I looked at him to see if I could kill him.

I said at the start of this that I knew I must kill him. But what I saw when I looked in his eyes by no 

means inspired me with confidence. I shall attempt to describe what I saw, but it is not easy. This language — my 

mother tongue for my life until the Harvest Moon — fails me. It does not possess the words that I want. I am 

forced to speak of “death” rather than thim, “rot” rather than… well. I shall do my best.

He is a beautiful man. His eyes are a clear blue, his hair thick and black, and his skin the rough and yet boy-

ish type that makes woman flush and avert their eyes, yet dream of things primal and savage. But why, then, did 

his eyes make me think of gravediggers? Why did his immaculate fingernails bring to mind the smell of churned 

earth? Death saturates him, death informs his every move, lingers on his every breath. And I cannot believe that 

this indicates an easy victory. I think, in fact, that a battle between us would result in lasting and painful injury, 

even illness — I suspect disease and rot plays a role in his power. 

And again, I feel I must kill him. I have already informed the pack. Tonight, the Gentleman sleeps and 

the Wolf hunts. 

This journal entered ou
r archives in 1914; 

it was written in 1887. I was reading 

through it because the tales of  

narrator’s “co
nquests” make for, well, 

stimulating reading, b
ut when I got to 

this point… I mean, doesn’t his  

description so
und like Dr. Archer? 
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Warrior’s Eye

The ability of Rahu to size up opponents is one of the 
greatest weapons in their arsenal. With a glance, a Full 
Moon can find the answer to a simple question: “If I had 
to kill this person or being, could I?” For Luna’s chosen 
warriors, this is an important point, because any given 
situation can turn into fierce battle in a matter of seconds. 

Warrior’s Eye feels different to various Rahu. Some 
see the dangers of their foes illuminated in moonlight — a 
master brawler’s fists shine silver, for instance, or a marks-
man’s eyes and gun hand. Others smell their own blood 
from a superior foe’s breath, or urine from a weaker oppo-
nent. In any case, the Warrior’s Eye is what helps a Rahu 
decide whether to pursue a fight, whether the pack needs 
to be involved and, of course, what glory there might be 
in taking on the opponent alone. 

ing bag. Rahu, therefore, often earn some resentment, es-
pecially in young packs. As the pack members learn their 
places in the hierarchy, they come to understand that the 
Full Moon’s desire to fight is no different than an Ithaeur’s 
curiosity or a Cahalith’s desire to tell stories. It’s just what 
Luna wants for the Uratha. 

Note, too, that the Rahu of a pack isn’t always the al-
pha, though he does tend to be in charge of battle tactics. 
The alpha of a pack isn’t usually determined by vote or 
even raw violence (at least not in a successful pack), but is 
something that evolves organically, in much the same way 
as it would in a wolf pack. If the Rahu becomes the alpha, 
it’s normally because the other pack members respect him, 
not because he could beat them up. 

Note, though, that this is an ideal situation. Some 
Rahu really are bullies, and rule over their packs through 
fear and violence. Packs like this might not last long, 
especially in an area with a high werewolf population. But 
in a region with only enough Uratha to compose a single 
pack, the social instinct often overrides the will to leave 
an abusive alpha. Packs whose alphas rule through intimi-
dation and violence are often feral, vicious and lacking in 
Harmony, and a Rahu that rules this way usually eschews 
Purity in favor of whatever form of Renown his tribe 
espouses.

Who’s the Alpha?

It’s easy for us to say that a pack chooses its 
own alpha, but when dealing with players, many 
of whom have difficulty taking orders from other 
players, how does a pack leader really emerge?

Just watch the dynamics in a troupe. You’ll 
see the player or players that are always moving 
things forward, that are making the final deci-
sions, that are willing to argue points if some-
thing doesn’t seem right and, more tellingly, who 
the other players look to for approval. An alpha 
doesn’t have be declared and made official. Most 
of the time, social dynamics does the work. 

That said, having a supporting character ask 
a pack member who the alpha is can also spark 
some interesting discussion. For the purposes 
of dealing with other werewolves, especially 
packs that view the alpha position as critical, is 
one pack member permitted to call himself the 
alpha? Or does the pack simply respond, “We’re 
a pack” and leave it at that?

The Other Auspices

Other werewolves tend to look at Rahu as the big 
brother that would protect them from the neighborhood 
bully, but might just haul off and smack them if he felt 
like it. This isn’t entirely untrue, but it’s not entirely fair, 
either. Rahu live in a constant state of controlled anger, 
and werewolves are the only other beings that they can 
haul off and smack (or bite) when they need to let loose 
a little. A bit of sparring allows for release of tension, and 
that’s good for a Rahu’s psyche.

The trouble is that the other auspices tend to lose 
these sparring matches, and no one wants to be a punch-
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Rahu and the World of Darkness

Have a look at this spectrogram. We really hit the jackpot here, right? I know you’re not as “up” on how 

this tech works, so let me break it down for you.

This particular spectrogram is one howl. We recorded over three dozen that night, and based on the data 

that Dr. Shaw gave us (I’ll get to that in a minute), we’re looking at a pack of at least six, probably more 

like eight to ten. Needless to say, that’s pretty darned amazing by itself — we had no idea that these woods 

supported a pack that big, and honestly the evidence we’ve found (droppings, prints, prey habits) doesn’t 

really seem to indicate it… but there it is. This data doesn’t lie.

Anyway, Dr. Shaw is a professor from our alma mater, doing research into formant frequencies of 

human speech. As I understand it, every sound has a unique signature on one of these spectrograms, and 

Shaw’s good enough at reading them that he can tell what city you’re from by looking at a speech sample 

(seriously, he demonstrated on the lab staff — we all talked into the machine with him sitting in another 

room, unable to hear us, and he nailed it; twelve out of twelve). Anyway, Shaw wanted to see some data on 

other “social” species and the sounds they made, he knew we were recording wolf howls, so here we are. 

What he came up with is pretty damned exciting.

He looked at our data for the last six months and figured out that the wolf activity spikes on the full 

moon. We knew that much, right? But here’s the really interesting thing — it gets more aggressive on the 

full moon, too. Based on his interpretation of the formant frequencies and the changes in inflections of the 

howls, there’s a much greater amount of warning and threatening sounds on the full moon than any other 

time of the month, and that’s for six straight months. There’s some other interesting stuff going on when 

you start to analyze other times of the month, too, but it’s not as consistent. Full moon, though? As soon as 

the moon rises, boom, the wolves get, for lack of a better word, angry. 

Now, we can’t get too excited yet. There are lots of holes here, not least of which is the whole question of 

how this area is supporting this many wolves without us noticing them. But there’s something else — Shaw 

says the frequencies are indicating complexity in the howls that goes deeper than anything we imagined. He 

says it’s almost as complex as human speech. 

Obviously, we need a tag-and-release mission, and we need it done yesterday. Do you have any grad stu-

dents you would trust with this? We recruited some hunters from town last time; anyone you’d recommend?

Rahu and the World of Darkness

If the first werewolf a denizen of the supernatural 
meets is Rahu, the experience isn’t likely to be pleasant. 
This isn’t because Rahu are all brutish, violent and hair-
triggered (though such Full-Moons do exist, of course), 
but because they are dedicated to protecting their packs 
and they know that the shadows are full of dangerous and 
manipulative creatures. Even human beings aren’t to be 
trusted. Any human that looks too deeply runs the risk of 
forcing a werewolf into a choice: kill the nosy person, or 
violate the Oath (Nu bath githul — “The Herd Must Not 
Know”). Of the two, a quick, clean kill is infinitely more 
palatable. 

Rahu don’t take well to attempts to study, manipulate 
or investigate them. The intentions behind such actions 
might be innocent or even benevolent, but ultimately 
such intentions are irrelevant. A werewolf pack that 
submits to questioning by, say, a human sorcerer or a group 
of people seeking to “understand” the supernatural is giv-
ing away information that might one day be used against 
it. Moreover, a pack’s activities and its beliefs, the totem 
it follows and how it reveres (or intimidates) the spirits 
around it, are all highly personal pieces of information. 
They define the pack, and they often define its territory. A 
Rahu cannot see how relaying such information to outsid-
ers could be beneficial in the long run, and this can lead 
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to clashes with the usually more gregarious Cahalith or 
inquisitive Crescent Moons.

Among other werewolves, Rahu usually feel more at 
ease. Werewolves are Imru, the People, and that should 
mean a certain degree of trust. Of course, that assumes 
that other Uratha follow the Oath, and that’s not always 
the case, but a Rahu often makes the mistake of assuming 
that other werewolves adhere to the same standards of 
Purity that he does. This kind of idealism doesn’t usu-
ally survive past one deep betrayal from another pack, 
however.

The Bone Quarry
Howls echo across the man-made canyon whenever 

the full moon shines down. When the rains come, the 
quarry fills with water, and the Uratha leave the place 
alone, except for the pack that has sworn to guard it. But 
when the summer heat leaches the water from the rocks, 
and the bottom of the quarry lies dry, dusty and white 
as bone, the Rahu come. They make a pilgrimage to the 
place where Luna fought Earth. They come to the Bone 
Valley to shed blood there, so that the peace between the 
two will continue. 

Background
It used to be a limestone quarry, but it hasn’t been 

used for more than a decade. The company that took rock 
out of the quarry released an official statement saying that 
“a geological anomaly” made the limestone brittle and dif-
ficult to mine successfully, and that it wasn’t high enough 
quality to be cost effective. The United States Geological 
Survey (USGS) backed them up, and the forest was al-
lowed to grow up around the quarry. A single, gravel lane 
leads from the service road off the interstate to the quarry, 
and only surveyors and teens from the local high school 
ever use it (and then only during the spring and fall, when 
the quarry is filled with water). During the winter, the 
road is impassable from snow. During summer, it isn’t safe 
to go to the Bone Quarry. 

The mining company learned that the hard way. 
The accident rate was triple any of their other sites. The 
USGS and the police made regular visits, looking for signs 
of cutting corners or foul play, but the company was play-
ing by the rules. Maybe the men in charge finally realized 
that it was more cost effective to shut the place down 
than to keep paying out insurance money to widows, or 
maybe it was the tall, lean man with the missing fingers 
that visited the site as the harvest moon rose over the 
quarry. Either way, no one ever tried to mine it again. 

The surviving workers had their stories, of course. 
They said the deaths always came on the full moon. They 
said the mine hated them, and would pull them into 
tunnels before they collapsed, that it would send sheets 
of rock cascading down the quarry sides with no warning, 
even that the rock walls would crumble and send heavy 

equipment down to crush unsuspecting miners. Ghost 
stories spread, of course; most of them blamed the deaths 
on the restless spirit of the first miner to die at the mine. 
Some went further back, claiming the Native Americans 
that had once occupied the land hadn’t taken kindly to 
white men ripping the ground up. Neither story even 
came close.

The Battle of Earth and Moon

This story is true.
Luna shone down upon the Earth, shone down with 

her full glory, and she demanded that the Earth recognize her 
beauty. The Earth refused, saying that Luna always kept part 
of herself hidden, whereas Earth turned and spun and showed 
her beautiful, verdant body and her boundless seas to the cos-
mos. She was proud of her beauty and her fecundity and jeered 
at Luna for her barren, rocky soil. 

Luna, of course, was offended by this accusation. Bar-
ren? The Mother of the Uratha? The consort of Father Wolf? 
She stopped her rotation and glared down at the Earth, and 
the Earth stopped her endless dance and stared back. And the 
two goddesses hurled insults at each other through the void. 
Where the Earth’s harsh words struck the moon, she developed 
pits and craters deeper than any others. The Earth called her 
ugly, inconstant and wanton, a whore and a neglectful mother. 
“I,” said the Earth, “am raising your children, for you cannot 
suckle them at your cold, rocky bosom.”

The moon responded that she was free, and that her 
children respected and loved her and sang to her, even if they 
couldn’t live on her surface. They were fragile because of their 
flesh, and they got that from their father anyway. Besides, she 
said, the Earth was a busybody, so desperate to be different 
that she brought forth creatures that would ultimately doom 
her. Humans, said Luna, would split open the Earth’s skin and 
defile her skies and her precious blue waters, and the moon 
would laugh when she was too sick to spin again. And where 
Luna’s withering gaze touched the Earth, it turned her skin to 
rock, penetrating deep and sucking the life out of her. In that 
one place — for Earth still did not turn, and so Luna’s gaze 
was focused in one, small corner of her skin — the Earth’s skin 
changed to a stone found nowhere else. 

The Uratha on Earth and the Lunes on the moon begged 
them to move once more, before all living things and all spirits 
drifted off into the blackness. And they agreed, but Earth 
refused to believe that any of her creations would turn on her. 
If ever human beings split her open, she said, they would only 
find the rock that Luna had made of her skin, and they were 
welcome to that. 

And of course the years went by, and men did split the 
Earth open. And they took the rock away in all its myriad 
forms — shining silver, study limestone, sharp obsidian — and 
Earth was furious. Luna laughed in spite, and Earth slowed in 
her rotation again, but the Uratha begged her to keep spin-
ning. The rock that humans had found, after all, might have 
been there since the beginning of time. Only at the place where 
Luna’s light had shone during their battle could the true stone 
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created by Luna’s words be found, and human beings had no 
interest in that.

Until, many centuries later, when people found that rock. 
When they started digging that quarry, the Earth howled in 
rage and pain. There were earthquakes all over the world that 
day, not that anyone made the connection. But the Uratha 
knew, and we went there to sing to the Earth and try to keep 
them from digging. 

It didn’t help, and the Earth grew angrier. Luna, of 
course, loved it. Inconstant as she is, she can hold a grudge 
forever.

The Uratha Come to  
the Bone Quarry

Whether or not Luna and the Earth Celestine 
(sometimes called Gaia) ever actually engaged in a battle 
of insults that nearly destroyed them both, werewolves 
who have visited the Bone Quarry agree that something is 
undeniably wrong with the place. For most of the month, 
things seem normal, but when the full moon rises over the 
quarry and touches the stone of the open mine, the spirit 
world grows restless and violent. This isn’t uncommon un-
der the full moon, of course, but the physical realm seems 
to follow suit. Accidents are common, injuries are worse, 
and normally timid or docile animals grow aggressive and 
cunning. The legends of the Native peoples of the area 
don’t even mention the location, and this has led the 
werewolves to believe that the violence effect only began 
after the mining operation started. 

A pack of Hunters in Darkness led by a venerable 
werewolf called Last Howl was responsible for driving out 
the miners. Last Howl, a Rahu, knew spite when he saw 
it, and over a period of months his pack made the mining 
company understand that their interests were best served 
by leaving. The USGS, as mentioned, agreed with this 
assessment, but the fact that a packmate of Last Howl had 
a brother working for that organization may have tipped 
things in the pack’s favor. 

Once the miners were out, the pack established its 
territory. They discovered that under the full moon’s light, 
the quarry became a sort of temporary, but extremely 
widespread, locus. Essence was easily available — were-
wolves could simply breathe it in, in fact, as could spirits. 
The problem was that the resonance of this Essence 
was pure, refined hostility. It wasn’t hatred or bitterness, 
exactly, it was the desire to fight, to express one’s feelings 
through the raw power of biting, clawing, swinging fists, 
causing pain. It was animalistic and pure, bloody and sav-
age. Perfect, then, for the Uratha in general and the Rahu 
in particular. 

Last Howl and his pack knew they couldn’t keep 
other werewolves away from the site. It was too natural 
a draw for the Uratha. And so the pack spread the story 
of the battle between Luna and Earth, about the anger 
of Gaia as her skin was torn open and the spite and envy 

of Luna. They told other packs that during the summer 
months, when the quarry was dry, the nights of the full 
moon were for blood. There, the Rahu of all tribes could 
come together to hone their warrior’s eyes and their fight-
ing skills, to test their mettle against a part of the world 
that hated them for their ties to Luna. And Luna, in turn, 
would see how powerful her sons had become, and both 
Earth and moon would keep spinning.

In the end, the story of the battle was just that — a 
story to lend the place an air of mystique, to keep pilgrims 
away for three quarters of the year.

Lies

The problem, though, is that the Bone Quarry is a 
mysterious place. Something causes the influx of Essence 
and the air of hostility during the full moon, and the fact 
that Last Howl’s pack made up a story to explain it doesn’t 
get anyone any closer to learning the truth. Worse, the 
story that they made up has become part of the Rahu 
culture, and Full Moons from hundreds of miles around 
the quarry are expected to journey there (with their packs 
or without) at some point in their lives. 

Drinking in the Essence there helps the Rahu under-
stand the nature of the warrior, it is said. The hostility of 
the quarry focuses what all Full Moons already feel, and 
shows them what happens if they lose sight of the human 
(or at least temperate) side of themselves. Luna and Earth, 
spirit and flesh, the Uratha are both. That is the lesson of 
the Bone Quarry. It has taken on a religious significance, 
and the werewolves of the Last Howl pack are revered as 
sacred guardians. But they have no real idea of the nature 
of the place they guard, and someday, the truth will out. 
And when that happens, the pack might well receive 
visits from dozens of Rahu incensed at putting their faith 
and dedication in a pack of liars. 

Description
The Bone Quarry is an open mine, more than 100 

feet long, 60 feet wide and 40 feet deep. Water erosion 
has smoothed the walls somewhat, but the stair-like 
pattern is still evident. The land around the mine has 
grown wild, and miles of forest separate it from the nearest 
town. Wolves, bears and other wildlife are native to the 
area, and hikers view the forest as a superb, if dangerous, 
place to explore. Hunters, too, frequent the area, and the 
werewolf protectors don’t discourage them (though they 
do take pains to hide their own activities). 

Roughly a quarter mile west of the quarry is a small 
house, originally built for use by the mining company. The 
pack lives there now. It has power (via generator) and 
well water, and the werewolves obtain their own food by 
hunting the forest. Occasionally, a pack member takes a 
jeep into town (close to 100 miles round trip!) to purchase 
supplies that they can make or grow themselves, and to 
check for visiting werewolves. 
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Mechanics
For most of the month, the Bone Quarry confers no 

mechanical penalties or bonuses. It is only during the 
nights of the full moon that the area becomes violent and 
hostile. Despite what Last Howl’s pack tells other were-
wolves, the dry seasons have no particular significance. 
By keeping the pilgrimage limited to one time of year, 
though, the pack prevents the Bone Quarry from seeing a 
year-round influx of visitors. 

This does mean, though, that on full moons dur-
ing the summer the quarry is home to as many as several 
dozen angry werewolves. Geography prevents the Uratha 
from storming out of the area and charging into an inhab-
ited area (the Rage would probably peter out before they 
reach the next town, although with the strange influence 
in the quarry, that’s not a given), but several times in the 
past the quarry has degenerated into an orgy of death. 

In terms of game mechanics, the following rules apply 
during the full moon: 

• During the days and nights of the full moon, any 
werewolf can gain Essence through simple meditation (see 
p. 51 of the World of Darkness Rulebook). Every success 
grants the werewolf one point of Essence. Spirits gain a 
point of Essence each day during the full moon automati-
cally, and if they remain stationary and take no other 
action, they gain a point per hour. 

• While the moon is actually shining on a non-
Rahu werewolf (no clouds or other cover), he can gain 
one point of Essence per turn as a reflexive action. Rahu 
can gain Essence equal to their Primal Urge ratings each 
turn instead. 

• All rolls to avoid Death Rage suffer a –3 penalty 
during the full moon (days and nights).

• Spirits and animals are more prone to hostile ac-
tion. Social rolls to deal with spirits or Animal Ken rolls 
meant to train or placate natural creatures suffer a –3 
penalty (days and nights). 

• All rites suffer a –3 penalty during the day, and a –1 
penalty at night. Gifts that require interaction with Lunes 
(such as Read Spirit) also suffer these penalties.

• The Right of the Spirit Brand suffers a –5 modifier 
— Lunes just aren’t interested in recognizing a werewolf’s 
achievements during the full moon in the Bone Quarry 
(this isn’t cumulative with the above penalty). Rahu look 
at gaining Purity at the Bone Quarry as a badge of honor. 
A Rahu attempting to gain Purity Renown at the quarry 
pays new dots x 5 — provided that someone successfully 
performs the rite. The rite functions as described on pp. 
151–152 of Werewolf: The Forsaken, save that if the 
ritemaster fails three rolls in a row, the rite fails and can-
not be attempted again until the Rahu has done some-
thing worthy of Purity again (in essence, the action he 
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took to gain the Renown is ignored). Only Rahu can take 
advantage of this benefit. 

Characters —  
Last Howl’s Pack

A pack of Hunters in Darkness claims the quarry 
and the area around it as its territory. The pack presently 
has six members, only three of whom know the truth (or 
rather, the lie) about the Bone Quarry.

Last Howl is the pack leader, and is a Rahu. He got 
his deed name tearing out the tongue of a Predator King in 
battle; he also lost three fingers in the process. Last Howl 
is nearing his 90th birthday, but his Uratha constitution 
keeps him strong and spry, at least physically. His mind and 
his soul have started to drift, and his pack knows he won’t 
have the wherewithal to lead the pack in another few years. 
Since his body has degenerated, however, he meets any sug-
gestion that he should step down as a challenge.

The other members of the pack suspect that Last 
Howl knows the truth of what is happening in the Bone 
Quarry, but that he wanted to shield his pack from the 
awful facts of the place. If that is true, he’s become far too 
addled to explain it anymore, which means he might take 
the truth to his grave. 

Last Howl is a tall, lean man, apparently in his early 
60s. He isn’t as fast as he used to be, but he makes up for 
it with two lifetimes’ worth of combat expertise. He is 
missing his thumb, index finger and middle finger on his 
right hand, and the flesh has become brown and callused 
over the years. In wolf form, his muzzle is graying and his 
left eye droops a bit, but his teeth are sharp and clean and 
moonlight shines from his many Renown tattoos. 

Dreamcatcher, also a Rahu, earned her name chasing 
down a Lune and forcing it to teach her the Luna’s Fury Gift 
(p. 117, Werewolf: The Forsaken). She has been with Last 
Howl since his First Change (they Changed within a night of 
each other, and went through their initiations into the Hunt-
ers in Darkness together), and is in many ways the alpha 
female of the pack. The two Hunters would never consider 
mating, of course — they both keep the Oath close in their 
hearts — but both of them have secretly wished that one or 
the other could be human instead of Uratha.

Dreamcatcher, like Last Howl, is feeling her years, 
though her mind is still sound. If anyone has a chance of con-
vincing Last Howl to step down, it is her, but she can’t stand 
to see her oldest friend lose what he loves most: the pack. 

Although she is younger than Last Howl by nearly 30 
years, Dreamcatcher looks about the same age. Her hair, 
lustrous and black in her youth, has become a softer shade 
of gray. She is thin and her flesh sags in places, but when 
the need (or the full moon) arises, she is quite capable of 
becoming the silver-furred nightmare of Luna’s Fury and 
meeting any enemy of the pack head-on. 

William Pine, called “Billy” by his packmates, is a 
Cahalith. He was one of the original members of Last Howl’s 

pack. He has seen packmates die in pointless skirmishes in 
and around the Bone Quarry, and though he understands 
why Last Howl felt the need to concoct the story about Luna 
and the Earth originally, he has begun to feel that it was all a 
horrible mistake. After all, not only is the pack lying to the 
People, but they are actively impeding any real exploration 
of the quarry and what the effects mean, because werewolves 
come to the quarry already “knowing” the truth. 

Pine wants to become the leader of the pack and 
work toward setting things right, but he isn’t anything 
close to the charismatic and intimidating force that Last 
Howl is, and the old wolf just won’t die. As such, he’s taken 
to sending out messages to other werewolves that he 
knows, urging clever packs to make the pilgrimage to the 
Bone Quarry, but to not take anything for granted. 

Billy Pine is a grizzled-looking black man in his late 
40s. The beginnings of a beard jut out from his bold chin, 
and a scar forming the First Tongue glyph for “Glory” is 
barely visible on his right cheek. He carries a cudgel bound 
with the spirit of a rockslide, which can knock any oppo-
nent to the ground with a successful strike. He uses it to dis-
tance hotheaded Rahu from his packmates when necessary.

Fetish: Billy Pine’s Cudgel (•••)
The cudgel is a wooden staff, just over five 

feet long. The top end sports a large knot, and a 
leather cord on which Pine strings knucklebones, 
bits of metal, and other keepsakes from battles 
and adventures. The cudgel inflicts 3B in combat, 
but Billy can forego inflicting damage to inflict 
Knockdown instead (p. 168 of the World of Dark-
ness Rulebook). Unlike most knockdown effects, 
though, the victim does not have the chance to 
resist — he feels as though he is being forced 
down by a crushing weight. 

Action: Reflexive

Lou Wendling is the youngest member of the pack. 
At 16, the Rahu is still officially listed as a missing person 
after he vanished from a party at his parents’ mansion. 
The Wendling family is rich and, worse, politically con-
nected, and so Lou has highly skilled people looking for 
him. He hasn’t bothered to share that with any of his 
packmates yet, other than Belinda, who found a Web site 
devoted to his safe return during one of her illicit forays 
into town. 

Lou still knows little about spiritual matters or were-
wolf society, but he fights well and he manages his Rage 
like few Rahu can, which earned him Last Howl’s respect 
immediately. He accepts the official story of the battle be-
tween moon and Earth unreservedly, and would probably 
be devastated to learn of his pack’s lie. 
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Lou is a handsome teenager, with smooth skin, blond 
hair and a confident, haughty expression. He spends most 
of his time roaming the woods, hunting rabbits in wolf 
form and looking for interlopers. He takes his tribal vow 
as a Hunter in Darkness very seriously, and is likely to at-
tack other werewolves on sight. 

Belinda is the other non-Rahu of the pack, and is 
easily the most in touch with human society of her pack. 
She joined the pack after the death of its previous Ithaeur, 
and Last Howl, while he wasn’t keen on the idea of allow-
ing new members, had to admit that the territory’s strange 
spiritual makeup required a Crescent Moon’s presence. 
Unfortunately, the very curiosity and spiritual acumen 
that makes Belinda such an effective Ithaeur also led her 
to ferret out the pack’s secrets in short order. She knows 
that Lou is on the run, she knows that Last Howl and 
Dreamcatcher are in love (but have never acted on it) and 
she knows that something is deeply wrong with the pack’s 
cover story. She does not, however, know the truth about 
the Bone Quarry, and so she searches for it as best she can 
under Last Howl’s disapproving eye. 

She also has a habit of sneaking away into town and 
getting on the Internet, something of which Last Howl 
strongly disapproves (he isn’t tech-savvy, but he does 
understand the dangers involved in leaving any kind of 
trail). Belinda has an impressive web presence and knows 
more about computer-spirits than many of her tribe, and 
wonders if the spirits of the mining technology might still 
be present in the quarry’s Shadow. 

Belinda — she gave up her human surname years ago 
— is in her late 20s. She has bobbed red hair and wears a 
necklace made from leather, wood, bone and metal. She 
usually carries a pair of mirrored sunglasses, allowing her 
to use Two-World Eyes at a moment’s notice without wor-
rying about witnesses seeing her starred left eye. 

Breeze, Spring is a Rahu and a member of the Lodge 
of Seasons (see p. 201 of Werewolf: The Forsaken). He 
heard about the Bone Quarry and, interested in a place 
that attracted so many Rahu, went to visit it. Upon find-
ing that it was a place of unreserved violence, he made to 
leave, but a wolf covered in silver fur and with a scent like 
spring rain blocked his path. This wolf — apparently a 
Lune — told Breeze that something was wrong here, that 
the true nature of the Bone Quarry had been lost amidst 
lies and paranoia, and that renewal was necessary. That 
was four years ago, and Breeze, though the pack accepted 
him, hasn’t been told the truth yet. They keep sticking to 
their story about the moon hurling insults at the Earth.

Breeze, meanwhile, has grown a little unhinged. 
He killed three werewolves in one full moon — a fight 
got out of hand, and he succumbed to Death Rage. He’s 
grown obsessed with the idea of “renewal,” “lost Purity” 
and “cleansing storms,” and sits on the edge of the quarry 
during the rains, watching it fill and imagining hundreds 
of werewolves trapped there, drowning, letting the quarry 

Story Hooks —  
The Secret of Bone Quarry
What’s really causing the hostility in the spir-

it world? We haven’t included a specific answer, 
but below are three possibilities. 

• Luna really did change the earth to rock 
many years ago, but it was nothing to do with 
a fight with the Earth Celestine. Luna simply 
lost her temper when her wrathful side (i.e., 
the full moon) had taken her, and she vented 
that spleen onto the side of the Earth that was 
facing her at the time. The Essence continues to 
bleed off every month, and eventually (probably 
in another decade or so) it will all be gone. The 
full moon effect actually predates the mine, but 
until the “moon rock” was laid bare, it was much 
subtler. The problem is that so many werewolves 
in the area attract the Ralunim, who report back 
to Luna. If she ever remembers what she was 
so mad about, she might turn everything in the 
quarry to stone again — including any unfor-
tunate werewolves on pilgrimage. Characters 
might arrive at the Bone Quarry to find a bizarre 
statuary garden of Uratha, or they might have 
to chase down Ralunim to prevent them from 
innocently telling their mistress something she 
doesn’t want to remember.

• An idigam lies sleeping below the lime-
stone. The miners very nearly freed it, but spirits 
of all types were working to stop them from 
breaching the ancient creature’s prison. Since Last 
Howl took over, the spirit has been absorbing 
the blood of Uratha spilled during the frenzied 
nights of the full moon. It provides the Essence 
that seems to spill forth from the land, and thus 
its progress is glacial — at the end of year, it only 
absorbs a tiny bit of blood for all of the Essence it 
is forced to expend. Yet it understands the need 
to remain predictable, to avoid suspicion, and to 
have grateful followers awaiting it when it finally 
consumes enough Rahu blood to overpower the 
full moon’s light and break free. 

• The spirit wilds are always dangerous on 
the full moon, but the Bone Quarry focuses that 
danger into three nights of utter hostility. This 
is because the quarry is the site of the death 
of one of the Firstborn. Which one is up to the 
Storyteller, though Destroyer Wolf or Dire 
Wolf would probably make the most sense. The 
monthly Essence and anger infusion doesn’t 
come from the moon, at least not directly. Luna 
sends her Ralunim to help the spiritual power of 
the area bleed off. If this isn’t done, the effect 
would spread, or the quarry might become a 
verge, allowing free passage into and out of the 
Shadow. 
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soak up their lives. He isn’t sure how this vision fits in 
with his mission, but he’s always trusted his visions before. 

Breeze is in his early 30s, and is so pale and delicate 
that other werewolves can’t believe he lives in the woods. 
They understand when he changes shape — his wolf 
forms are rugged and vicious enough to compensate. Far 
from the blond-white hair he sports in Hishu form, his 
furred forms are jet black, and his Gauru form is all but 
invisible at night. Breeze might identify with Spring, but 
he’s a Full Moon through and through. 

Ways of the Warrior
Below are some traits designed for Rahu characters, 

including a new Gift list, several lodges, and the Rahu 
Milestone Gift. 

Lodges

Lodges formed from Full Moons are, of 
course, warlike in nature. But all werewolves 
are warriors, to some degree. Rahu who are 
dedicated enough to the ideals of Purity to 
join a Full Moon lodge are fervent, zealous, 
even fanatical in their outlooks. Purity is not 
just a form of Renown. It is a way of life, an 
unbreakable code. Of course, any code followed 
too rigidly becomes destructive, and all Rahu 
lodges have members that have lost sight of the 
true meaning of Purity. 

Lodge of the 
Fury Choir

He circled the bloodsucker, foam dripping from his jaws. 
The vampire, previously sleek, seductive and fashionable, had 
abandoned pretense. It was all fangs and blood now. He had 
flayed the flesh from its side and its ribs were clearly visible. It 
did not bleed, but dust trickled from the wound.

And yet he was not winning. The vampire had bled him, 
and he staggered unsteadily. One more bite would finish him, 
and he was too exhausted to assume the war-form again.

Exhausted? said the moonlight around him. Are you 
Rahu or not?

I am, he thought back, but I am so tired.
Fight, said the voice. We fight alongside you.
He let out a roar and lunged at the undead monster, the 

very moonlight coming alive around him, carrying him, grant-
ing him the strength he needed to finish this battle.

The Fury Choir, the Ralunim, are the Lunes of the 
Full Moon, and as such are the fiercest warriors in Luna’s 
army. Only spirits of war and combat are deadlier, and 
only spirits of light itself burn brighter. Some Rahu have 
a kind of hero worship for these spirits, which is only 
natural. But Lunes are not werewolves, and do not (neces-
sarily) obey the precepts of Harmony. The Ralunim are, in 
some ways, “more Rahu than Rahu” because they are not 
and cannot ever be human.

The werewolves of the Lodge of the Fury Choir think 
this is a good thing, and ultimately something to which 
they aspire. The members of this lodge — who call them-

selves Ralurnim or “full moon spirit wolves” — believe 
that achieving true Purity means leaving behind all other 
forms of Renown, all ties to the physical world, and all 
other identifying traits except for being Rahu. 

The Lodge of the Fury Choir doesn’t have its own 
totem. The Ralunim act as patrons and allies for the 
lodge, but because Lunes cannot usually act as true totems 
for werewolves (see p. 190 of Werewolf: The Forsaken), 
the relationship is slightly more distant than other lodge 
totems. Members of the lodge regret that this is the case, 
but it must be so — the Ralurnim don’t wish to go mad.

Most of them, however, believe this in a sort of 
abstract way, just as a modern Christian might recognize 
Christ’s admonition to give away all worldly possession 
without literally doing so. The Ralurnim see the lodge as a 
way to commune with their spiritual brethren, to learn the 
best defenses against spirits, and to travel the Hisil safely. 
Actually disavowing the physical world, however, is too 
extreme a step for most of them. 

But rumors swirl about the werewolves who have ac-
tually done exactly that. Uratha outside the lodge see the 
Ralurnim as disturbed zealots, werewolves who would give 
up their own packs (the ultimate violation of Harmony, 
and therefore a mark against Purity) in order to emulate 
spirits. Inside the lodge, stories circulate of members who 
left their packs with their packmates’ blessings and joined 
the Fury Choir, becoming Lunes themselves. Again, 
though, these are only rumors. 
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Members of the lodge are not required to leave 
their packs; indeed, membership in a blessed pack (one 
werewolf of each auspice) is keenly encouraged. Ralurnim 
are expected to learn as much as possible about travel in 
the Shadow, about discovering methods of fighting spirit 
enemies (apart from discovering their bans, which is seen 
as the Ithaeur’s task), and learning any lore possible about 
the Fury Choir. The lodge studies a fighting style based on 
the combat techniques of the Lunes, which is only avail-
able to Ralurnim. 

Prerequisites: Purity ••• (members can begin the 
process of joining at Purity ••), at least five dots spread in 
some combination between Brawl, Firearms and Weaponry. 
Members are expected to maintain Harmony 7 or more.

Membership: Only Rahu are permitted to join the 
Lodge of the Fury Choir, obviously. The lodge doesn’t see 

a disproportionate number of any tribe; any Full Moon 
might appreciate the power of the Lunes.

A werewolf wishing to join the lodge must first make 
contact with one of the Ralurnim and declare his intent. At 
that point, the supplicant is taken into the spirit wilds on 
the night of the full moon, where he can expect to battle 
spirits of varying power and type with the Ralunim watch. 
If he acquits himself well during this battle — which means 
fighting with a good, practical strategy, showing reverence 
to Mother Luna and showing respect, though not mercy, to 
powerful spirits — the Fury Choir descends upon him, rais-
ing him up and giving him a second wind. If this does not 
happen, the sponsor assumes the werewolf does not have 
the requisite Purity to join the lodge, and drags him back 
into the physical world (if he is able, though supplicants do 
occasionally die during the trial).

If the Fury Choir does descend, however, the sponsor im-
mediately performs the Rite of the Spirit Brand, granting the 
supplicant a dot of Purity (which means that if a player’s char-
acter is attempting to join the lodge, he must have enough 
experience points to raise his Purity rating to at least •••). 
The Lunes take part in the right, searing the Purity rune into 
the werewolf’s flesh with such power that it glows brighter 
than his other Renown markings while in the Shadow. 

Benefits: Once per story, members of the lodge can call 
upon the Lunes to grant them extra time in Gauru form. 
This only works when moonlight is touching the character, 
meaning that he must be outdoors at night with at least the 
crescent moon showing. The player spends three points of 
Essence for a crescent moon, two for a half moon and one for 
a gibbous moon — if the moon is full, the werewolf can in-
voke this power at no cost. The werewolf may stay in Gauru 
form for a number of turns equal to his Purity. 

In addition, the character is able to learn the Fury 
Choir Fighting Style.

New Merit — Fighting St yle:  
Fury Choir (• to •••)

Prerequisites: Werewolf, member of Lodge of the 
Fury Choir

This Fighting Style is the result of observation of Lunes 
and how they fight. It takes best advantage of the werewolf’s 
ability to shapeshift reflexively, meaning that a werewolf 
using it is going to burn through Essence quickly. Of course, 
since a Rahu can shapeshift reflexively on the full moon, this 
Fighting Style becomes much deadlier during this time.

Dots purchased in this Merit allowed for special 
combat maneuvers. Each dot is a prerequisite for the next, 
so a character can’t have Savage Ambush until he has 
Shapeshift Dodge.

Shapeshift Dodge (•): The character changes form 
quickly to dodge an attack, usually to Urhan form, and then 
positions himself so as to take greatest advantage of his now 
off-balance foe. The character must change to a smaller 
form reflexively before his opponent rolls to attack. The 
character’s Defense in the smaller form is doubled and he 
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can take no further action that turn, just as if the character 
had Dodged (see p. 156 of the World of Darkness Rule-
book). If the attack misses, the player receives a +2 modifier 
to attack the opponent on the character’s next action. 

Savage Ambush (••): The character bursts into Gauru 
form, gutting his opponent before the victim knows what 
is happening. The character must change to Gauru form 
reflexively and then make an attack as usual. The opponent’s 
player rolls Wits + Composure (Danger Sense applies, but 
the opponent also takes a penalty equal to the werewolf’s 
Composure). If this roll fails, the opponent does not apply his 

Defense to this attack. The werewolf must be within reach 
of the opponent, but Gauru form has a considerable reach, 
which is why the opponent so rarely anticipates the attack.

Moonlight’s Revelation (•••): It’s impossible to 
surprise a Ralunim. While werewolves aren’t quite so 
omniscient, the members of the Lodge of the Fury Choir 
have learned to “feel” moonlight. As long as moonlight 
touches the werewolf (whether from the actual moon, 
moonlight generated by a Lune or by a packmate using 
the Moonlight Gift), he applies his full Defense against all 
incoming attacks, including Firearms. 

Lodge of the 
Second Moonrise

I’ll confess.
I was one of those Anshega bastards. I was a Predator 

King. And I did horrible things in service to my pack and the 
spirits that enslaved us. 

I remember once our pack learned that there was a wolf-
blooded girl, kin to a local pack leader. A Storm Lord. And we 
went to her home and we tore her apart. We did unspeakable 
things to her. By the time we were done, she was glad to die, but 
we didn’t even make that easy. We started at her toes and cut 
pieces off, and then we stopped the blood, just to see how much of 
her body she could lose before she died of shock and pain. We got 
up to her thighs, but then we hit the artery and she bled out.

That was what we did. That was what we were. And 
we called ourselves warriors. We weren’t warriors, we 
were monsters, cowards, brutes. We are the 
warriors. 

Mother Luna might not have chosen us, 
and She was wise not to. But we’re here now, 
and we’ve seen what a warrior can do. What a 
pack of warriors can do. And whether we have 
the markings or not, we’re warriors. Whether She 
ever chooses to send down her angels and call us 
“Rahu,” we’re warriors.

Who’s next?
The Lodge of the Second Moonrise is com-

posed of werewolves who wish to repent. Many of 
them are not truly Rahu, but they all think 
of themselves as Full Moons, self-identify as 
Full Moons, and try to live as though they 
are Full Moons. Many of them are Ghost 
Wolves, have performed the Rite of Renun-
ciation in order to atone for some horrible 
crime they committed before being “saved.”

All members of the lodge believe that 
their moment of salvation came at the hands 

of either a Full Moon werewolf, a Ralunim or Mother Luna 
herself. “Salvation” here is typically as bloody an event as 
one would expect from werewolves — most lodge members, 
in fact, barely survived it. Some committed terrible viola-
tions of the Oath. They might have habitually consumed 
human flesh, sired or bore a Ghost Child, or even betrayed a 
pack to an enemy. They might have hunted down and slain 

other werewolves with no 
particular reason for doing 

so (although killing 
the People is 

against 
the 
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Oath, killing sworn enemies such as the Pure or the Bale 
Hounds isn’t usually cause for tribal expulsion by itself). Some 
members of the Lodge of the Second Moonrise actually were 
Pure, or even Bale Hounds or Zi’ir. That, they say, is the 
power of Luna to grant salvation. Even the Empty Souls can 
be refilled. 

The lodge functions much like a religion, in that it 
requires faith that Luna will accept a non-Rahu into the aus-
pice if he is “Pure” (with reference to the Renown category) 
enough. Members look up to the true Full Moons in the 
lodge reverently and treat them as spiritual guides and lead-
ers, which, in fairness, they are usually quite qualified to be. 
It does happen, of course, that a Rahu who is manipulative 
or simply sick uses the members’ faith for his own ends, but 
when this happens, the false preacher usually ends up being 
discovered and torn to shreds by other members of the lodge. 
This, the lodge feels, is proof of their beliefs: once the lodge 
has been cleansed of impurity, all of the members will ascend 
and join the ranks of the spiritually clean, guiltless Rahu. 

Group confessions are common. The members of the 
lodge — who refer to themselves as “Rahu,” no matter what 
their actual auspice — gather together and tell stories of their 
terrible deeds pre-salvation. As is common in such situa-
tions, this frequently becomes a contest to see who can tell 
the most horrific, lurid tale of depravity, and the truth often 
gets stretched more than a little. The members have no fear 
of retribution at the confessions, however. Once “saved,” 
a member of the Lodge of the Second Moonrise cannot be 
held accountable for his prior actions, at least by the lodge. 
Other parties have certainly been known to search for a 
hated enemy only to discover that this enemy now considers 
himself a holy, penitent warrior for Luna and, worse, has a 
pack of other such warriors ready to fight for him. 

The lodge’s totem spirit is a conceptual spirit of pious 
anguish. It calls itself Isi’is-ur, “Anguished Wolf,” and it 
takes the form of a silver wolf with a bloody smear across 
its otherwise pristine face. Despite the name, the spirit is 
not a wolf-spirit and bears no relationship to the Firstborn 
or any of the other, minor wolf-spirits that act as lodge to-
tems for the Uratha. Isi’is-ur is a spirit of a rather complex 
concept, that of frenzied and often violent religious zeal. 
In fairness to the spirit, though, it is just as deluded as the 
werewolves it protects. It honestly believes that the mem-
bers of the lodge will one day be accepted as true Rahu, 
and that it, in turn, will join the Fury Choir. 

Prerequisites: No special traits are required to join 
the Lodge of the Second Moonrise, though all members 
have at least one dot in Purity Renown. 

Membership: Joining the Lodge of the Second Moonrise 
is simple. The character simply needs to find a member of 
the lodge and pour his heart out. The lodge actively recruits 
whenever it can, searching out Pure werewolves who are 
unsure of their place in their own society, Zi’ir who might be 
able to be saved, and Forsaken who teeter on the brink of 
becoming Broken Souls. They nurse them back to health, 
spiritually speaking, all the while telling them what magnifi-

cent warriors they will become and how a place at Luna’s side 
awaits them. By the time the already broken werewolf is able 
to make any true decisions, the brainwashing (combined with 
a werewolf’s natural instinct to follow the pack) has taken 
hold, and he gladly completes the initiation requires. These 
consist of an emphatic recounting of the evils the werewolf 
committed before he was “saved,” and a ritual combat. 

A Forsaken initiate does not have to renounce his 
tribe, though most do in order to make a clean break 
from their old lives. Initiates who were previously Pure 
or Bale Hounds, however, must formally become For-
saken, though they can choose to remain Ghost Wolves. 
Perhaps ironically, Pure initiates have the greatest chance 
of becoming Rahu, because they gain an auspice when 
“converting” from the Anshega to the Forsaken. 

Defection from the Pure
The Pure don’t have auspices, so if one of 

these werewolves “defects” and joins the Forsaken, 
where does his auspice come from? It depends on 
how he came to be Pure in the first place.

If the werewolf Changed with no influence 
from the Pure, then he has an auspice and leaving 
the Anshega simply reinstates it. This assumes 
that he was inducted into one of the Pure Tribes 
with no say in the matter; a werewolf who 
deliberately left one of the Tribes of the Moon 
to become Pure and now wishes to change back 
probably faces a series of spirit quests before 
Luna would consider recognizing him.

The Pure prefer to capture werewolves before 
they Change and subject them to painful, torturous 
rites that strip the auspice away. If such a werewolf 
wishes to defect to the Forsaken, he never had an 
auspice. Once he has undergone whatever spiritual 
cleansing is necessary, he might take on the auspice 
that corresponds with the moon phase on the night 
he officially becomes Forsaken. Luna might grant 
him an auspice based on the moon phase under 
which he Changed originally (he might not remem-
ber, but Luna assuredly does). 

Rumors among the Lodge of the Second 
Moonrise state, though, that a Pure werewolf 
who leaves the Anshega and in the process 
strikes some important blow for the Forsaken is 
allowed to choose his auspice. 

Benefits: While the lodge makes frequent prayers and 
supplications to Luna to grant them access to the Gifts taught 
by the Ralunim (Full Moon Gifts and Purity Gifts), she has 
yet to do so. The power that Isi’is-ur wields as a lodge totem, 
however, has enabled the members of the lodge to learn either 
Strength Gifts or Dominance Gifts as though they were affin-
ity Gifts (the character picks one list upon joining the lodge). 
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Lodge of the Starless Sky

The city has a million little hidey-holes for them. A million 
places into which they can slither. 

They? By “they,” I mean things like the Azlu. Like the 
Beshilu. Our enemies. The enemies of all of the People. Yeah, 
sure, the Pure, but you can see them. I’m talking about the 
ones you can’t see. 

They come up through the city’s cracks at night and they 
live in your mattress. They hide from you, but they hide from 
you in your apartment. They wait for you in alleys and they 
snicker when you walk past. They know where you’re 
not, and they don’t fight you. That’s what I mean — a 
werewolf would fight you. These things, they just slink 
away and wait until you’re gone.

A million cracks in the city, all filled up with dirt 
so packed down it looks solid. It looks like part of the 
pavement. But guess what — they can burrow through 
it, and they will, if you don’t watch. 

Like I watch.
Like we watch. 
Even through the smog and grime of the city, the moon 

shines down.
The Lodge of the Starless Sky is still a small lodge, 

boasting only a few dozen members. The members are ei-
ther lone wolves or, more frequently, Rahu acting as alpha 
to their packs. They believe the city is an exponentially 
more dangerous place than rural or suburban areas, but 
by the same token, cities are the most desirable territories 
that werewolves can claim.

Much of this is opinion, of course, but the lodge does 
make some valid points. Cities typically have a population 
density that allows for hiding in plain sight. The larger a 
city, the easier it is to get lost in a crowd. Yes, it places 
great impetus on a werewolf to retain self-control, to 
avoid Death Rage, but this in turn provides a strong 
motivation for staying in Harmony. The pack must learn 
to coexist with the creatures around it (that is, people) 
and this, the lodge believes, breeds a kind of humility. 
A herd of prey animals kills young predators whenever 
it can, and human beings will rise up and slaughter any 
werewolves they discover living in their midst (at least, 
they would if they did discover them, or so the lodge 
feels). Living in the city is the ultimate trial-by-fire. Ur-
ban werewolves must learn to meet their obligations, to 
protect their packs, to honor their totems and most 
importantly to hunt…all in secret.

The members of the lodge call themselves Mi-
hira, from a First Tongue word for “night watchmen” 

Lodge of the 
Starless Sky
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or “guardians.” The name of the lodge draws on the notion 
that, in the city, the stars are invisible, but the full moon 
still shines brightly. The Mihira take it upon themselves to 
police the city not just for interlopers into their territories, 
but for more insidious threats. The Hosts are some of their 
most reviled foes, because rats and spiders are functionally 
invisible in the city — and Beshilu and Azlu are usually 
only noticeable when they start changing the Gauntlet. 
The Rahu of the lodge, therefore, keep a careful eye on spir-
itual activity, make it a point to know all of the loci within 
their territory, and try to cultivate a healthy relationship 
with the powerful spirits in the area’s Shadow. The result 
is often a werewolf who is equal parts warrior and sleuth, a 
Rahu who is perfectly prepared to fight for his territory, but 
counts a true victory as avoiding a fight. 

The lodge has little in the way of direct organization, 
but the members know each other, since the lodge is so 
small. They don’t always know names, of course — one 
member in Los Angeles might be aware that a local Rahu 
left for Chicago and then took on a student with a notice-
able scar on his arm. If the LA Mihira’s student takes a trip 
to the Windy City, then, he might tell the initiate to “look 
for the guy with a scarred arm; he’s one of us.” It’s up to the 
student to suss out the Chicago Mihira’s identity from there.

The lodge’s totem is an adaptable bird-spirit called the 
Falcon that Flies on Smoke. The “Smoke Falcon” resembles 
a peregrine falcon and is usually seen flying above lodge 
members, guiding them to matters that require their atten-
tion. It never interacts with them directly. Rumor has it that 
only one werewolf, the founder of the lodge (an Iron Master 
known as Casper), has actually seen it. He advises other 
Mihira to seek the Falcon, when he meets them, as a visit 
from the Falcon can open a werewolf’s eyes to nuances and 
information that would otherwise remain invisible. Finding 
the spirit, however, requires leaving the streets and prowling 
rooftops, and many members of the lodge would prefer to stay 
on that ground. That’s where the action is, after all. 

Prerequisites: Purity ••, Stealth •••, Streetwise 
•••, Investigation ••. Members are not required to 
maintain any particular level of Harmony, but revealing the 
existence of the Uratha to a human remains a sin against 
Harmony no matter how low the Rahu’s Harmony trait 
actually falls (see p. 181 of Werewolf: The Forsaken). 

Membership: The Lodge of the Starless Sky is a 
bit haughty in its beliefs that Rahu are the truly worthy 
guardians of the city, regardless of tribes, and thus far no 
non-Rahu has been admitted. They do not discriminate on 
basis of tribe, and although their urban focus would seem to 
appeal mostly to Iron Masters, the tribes are roughly equally 
represented (again, though, the lodge is small yet). 

Gaining membership in the lodge requires living in a par-
ticular city for at least five years, and living in the city proper, 
not a suburb. Once a werewolf has done that, he can petition 
to an existing member of the lodge for membership. The lodge 
is young enough that initiation rites haven’t been formalized, 
but all existing members agree that a period of tutelage is nec-

essary. During this time, which usually lasts for three months, 
the initiate is taught about the city’s history, especially the 
criminal and occult truths that a trip to the library won’t re-
veal. The mentor reveals some (but not all) of his contacts in 
the city, both spirit and physical, to the student. He presents 
the student with challenges that require lateral thinking, 
investigative work, interpersonal contact (someone always 
knows something, after all, and you can’t always beat the truth 
out of people) and, of course, combat. The combat portion of 
the initiation isn’t judged on whether the student wins or loses 
the fight (obviously, if he dies, he’s out), but whether the fight 
takes place in a manner that leaves the neighborhood talking 
about it for weeks to come or in a manner that leaves people 
simply wondering what that loud bang was last night. 

The lodge has no formal acceptance ceremony. The 
mentor takes the student out for a drink (mentor’s choice, 
but usually whiskey of some type) and simply says, “You’re 
in.” From then on, the new Mihira is free to make his own 
way and even to accept other students, but can always 
treat members of the lodge as trusted colleagues. 

Benefits: Members of the Lodge of the Starless Sky 
can use the Warrior’s Eye (Werewolf: The Forsaken, p. 
80) differently than other Rahu. In addition to sizing up an 
opponent for direct combat, the Mihira can learn how dan-
gerous the target is considering outside factors. For instance, 
a werewolf uses Warrior’s Eye on an old Colombian man sit-
ting on a park bench. By himself, the man is no threat to a 
werewolf — but the Mihira’s power reveals that he is highly 
dangerous from influences beyond his own body. More spe-
cifically, the man’s son is the drug lord of the area, and if the 
old man should turn up dead, a small army of heavily armed 
and drug-crazed men will be searching for the killer. The 
Warrior’s Eye doesn’t reveal information beyond “dangerous 
in a fight,” “dangerous due to outside considerations” and 
“not dangerous at all,” but it does give the Mihira a slightly 
better idea of what’s in store for him.

In addition, when a werewolf joins the lodge, he chooses 
a new affinity Gift list from either Knowledge or Stealth. 

Purit y Gifts
Ralunim are uncompromising, brutal and honest. 

They might take the forms of proud, powerful warriors, 
shining silver-furred wolves, or blinding shafts of moon-
light. In addition to the Full Moon Gifts found on pp. 
116–117 of Werewolf: The Forsaken, the Lunes of the 
Fury Choir can teach Purity Gifts. 

Purity Gifts require that the Rahu in question have 
Purity Renown equal to the Gift being learned, even if 
the werewolf would normally be able to learn the Gift 
without raising Purity. For instance, a Bone Shadow Rahu 
uses Purity and Wisdom as his primary Renown categories. 
When he reaches Wisdom 3, he is eligible to learn three-
dot Gifts, regardless of his Purity rating. However, for him 
to learn The Illuminated Battlefield, he would need to 
increase his Purity rating to three. 

Only Rahu can learn these Gifts. 



179

Purity Gifts

Moonlight (•)
The silver Renown markings that all werewolves bear 

are marks of pride and accomplishment, but Purity mark-
ings have the added benefit of being badges of moral merit. 
Ralunim recognize them and the mere presence of such a 
Lune is often enough to make Purity markings glow slightly, 
even in the physical world. A Rahu with this Gift can cause 
his Purity tattoos to shine with full moonlight. This has the 
effect of providing illumination, which can be useful on its 
own, but it also cows any spirit that sees the light. 

Once this Gift is activated, the player adds the char-
acter’s Purity rating to any Social rolls made against spirits 
for the rest of the scene. If the full moon is visible, the 
player adds an additional die to such rolls. 

Cost: 1 Essence
Dice Pool: This Gift does not require a roll.
Action: Reflexive

Righteous Rage (••)
Death Rage is one of the most terrifying possibilities 

for a Rahu, because in Kuruth, the werewolf can’t tell the 
difference between friend and foe. And yet, Death Rage 
has its own purity, a complete focus on violence and kill-
ing that the Ralunim respect. 

This Gift allows the werewolf to instinctively ignore 
his own pack while in Death Rage. He can’t take part in 
pack tactics or do anything else normally prohibited dur-
ing this state of frenzy, but he never attacks werewolves 
with whom he shares a pack bond. 

Cost: 1 Essence
Dice Pool: This Gift does not require a roll.
Action: Reflexive

The Illuminated Battlefield (•••)
Ralunim can appreciate clever tactics, but they don’t 

tend to use them. To the Fury Choir, the perfect tactic 
is meeting on the field of battle and winning through 
superior strength and skill, not sneaking up behind an 
opponent and planting a knife in his back. Anyone can do 
that. A true warrior wins or loses on her own merits.

The Ralunim do recognize, however, that others 
don’t think this way, and this Gift helps to keep everyone 
honest. Once the werewolf activates this Gift, the site of 
the battle is immediately bathed in brilliant, white moon-
light, as though taking place on a clear night during a full 
moon. If the werewolf activates the Gift during the day or 
in an otherwise illuminated place, the existing light takes 
on this moonlight-like quality. 

Anyone in the fight who attempts an underhanded 
tactic — sneak attacks, taking hostages, mind control, 
etc. — reflects the light, appearing to glow. This doesn’t 
prevent the tactic from happening, necessarily, but it 
ensures that the Gift’s user knows about it. 

If the werewolf’s pack contains a traitor, he glows 
under this Gift’s effects as well. A “traitor,” here, is any 

werewolf actively working against the pack’s goals, cur-
rently breaking the pack totem’s ban, or helping enemies 
of the pack in any way. As with so many matters involving 
Ralunim, this Gift doesn’t take into account certain nu-
ances, such as double agents, and it illuminates the Rahu’s 
packmates dirty tricks just as much as their enemies. The 
Rahu is advised to use this Gift with caution. 

Cost: 1 Essence
Dice Pool: Wits + Survival + Purity
Action: Instant
Roll Results
Dramatic Failure: The Gift gets the attention of a 

Ralunim, but not in the way the werewolf intended. The 
Lune takes offense and blinds the werewolf — all she sees 
is the bright moonlight for the rest of the scene.

Failure: The Gift fails to activate, though the were-
wolf can try again.

Success: As described above, anyone involved in the 
current fight using any tactic that involves deception, trick-
ery, ambush or forcing opponents to act against their own 
side glows brightly. In addition, any werewolf belonging to 
the Gift user’s pack who is involved in actions against that 
pack, even if those actions make sense in a greater context, 
glow as well. In addition, the Rahu using the Gift adds his 
Purity rating to all Perception rolls made during the scene. 

Exceptional Success: All members of the werewolf’s 
pack (except for any “traitors” identified) add the Rahu’s 
Purity rating to their initiative modifiers for the scene, as 
they take best advantage of the Illuminated Battlefield. 

Harmony’s Reward (••••)
Observing the Oath of the Moon can have tangible 

rewards. A werewolf who lives in balance can use that 
Harmony to amplify almost any endeavor. Obviously, this 
Gift is of greatest benefit to werewolves that studiously 
cultivate Harmony and avoid violations of the Oath — 
but that’s what Rahu are supposed to do anyway.

This Gift adds the werewolf’s Harmony rating to any 
one dice pool. It can be used only once per turn, and no 
limits are imposed upon the action itself, regardless of 
whether or not the attempted action is in violation of the 
Oath of the Moon. However, using Harmony’s Reward to 
take an action that could lead to degeneration is risky, in 
that it puts the werewolf in a fragile spiritual state, making 
degeneration more likely. 

In game terms, if a player is called upon to make a 
degeneration roll during a scene in which the character 
has used this Gift, subtract one die from the degenera-
tion roll for each use. Note that it is not possible to roll a 
dramatic failure on a degeneration roll, so even if the dice 
pool is reduced below one, a roll of 8 or above on the die 
is still a success. 

Cost: 1 Willpower
Dice Pool: This Gift does not require a roll.
Action: Reflexive
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Intractable Warrior (•••••)
Once a Ralunim has chosen a foe, nothing can stop it 

from meting out its fury. Werewolves, likewise, are the great-
est hunters in the world — a single taste of blood is enough 
to allow a werewolf to track her target. A Rahu of impec-
cable Purity can learn to refine this hunting prowess, so that 
no force on Earth can stop him from chasing down her foe. 

The werewolf must be able to see her target, or else 
have previously tasted his blood, obtained some other piece 
of him or acquired an item of great personal significance to 
him. Once the character activates the Gift, the werewolf can 
unerringly track the foe. The player gets a bonus to tracking 
the target equal to the werewolf’s Purity rating (five dice). 

Once the werewolf has found the target, the true horror 
of the Gift begins. Nothing can stand in the character’s way. 
Other opponents fall aside with a casual shove (in game 
terms, the Rahu can make a reflexive attempt to touch 
(not strike) opponents other than his target; if it connects, 
the target is subject to a Knockdown effect), doors unlock 
themselves, and other barriers break or part for the hunter. 
If the target is protected by some supernatural means (magic 
that hides him, a supernaturally sealed door) the werewolf’s 
Purity rating acts as a modifier to any rolls made to maintain 
this means, positive or negative in the werewolf’s favor. For 
example, if the werewolf’s player would normally roll Wits 
+ Composure to detect a hidden character, she adds the 
character’s Purity rating to the roll. If the target would roll 
Composure + Stealth to use an invisibility power of some 
kind, the target’s player subtracts the werewolf’s Purity rating. 

This Gift lasts from when it is activated until the 
next sunrise, whereupon the werewolf can, if she wishes, 
use it again. Once combat with the target begins, the Gift 
has no further effect.

Cost: 1 Essence 
Dice Pool: Resolve + Survival + Purity
Action: Instant

Milestone Gift: Luna’s Gaze
Prerequisites: Purity 5, Harmony 7+
Any werewolf can fight, but only a few are true war-

riors. Luna sometimes sends her Ralunim to bestow this 
Gift upon Rahu who are diligent in protecting and guid-
ing their packs, and who maintain their commitment to 
Harmony no matter what the cost. 

In order to be granted this Gift, the werewolf must 
fulfill three criteria. First, he must suffer temptation to 
break the Oath of the Moon and resist it. The temptation 
that he suffers need not be commensurate with his current 
level of Harmony (that is, it might be as simple as being 
tempted to forego a hunt for a more human concern, such 
as a good friend’s wedding), but often the temptation 
involves one of the most important precepts of the Oath. 
The Rahu might meet a werewolf that he feels would 
make an ideal mate — or, conversely, that he feels the 
world would be better off without. In any case, no matter 

what justifications he might otherwise be able to make for 
breaking the Oath, he must keep to the precepts of Purity. 

Second, the werewolf must uncover a serious threat 
to his pack before it gains an advantage on him. Learn-
ing that a local vampire is gathering data on the pack 
and eliminating said muth luzuk would qualify, even if the 
vampire had no immediate plans to harm the werewolf. 

Finally, the Rahu must earn Purity in a manner that 
catches the attention of the Ralunim (since the Gift 
requires Purity 5, this is usually not a problem). 

Once the character has fulfilled all of these criteria, Luna 
sometimes, though not always, sends a Lune to open the char-
acter’s eyes. The Ralunim grasps the werewolf by the head 
and exhales moonlight into him. The character becomes 
blind, but the Lune informs him that this is a Gift from Luna 
and he must not question it. He remains blind until the next 
full moon. If he rails against his fate, curses Luna or complains 
even the slightest bit, his sight returns, but he risks degenera-
tion (roll three dice) and can never gain this Gift. If he suffers 
this test well, his sight returns as the full moon rises, and his 
eyes forever after glow with faint moonlight.

System: The character can always see in even pitch dark. 
In addition, the character is impossible to surprise. Reaction 
to Surprise rolls always succeed, but the player should still roll 
to check for an exceptional success (see p. 46 of the World of 
Darkness Rulebook). Finally, the character cannot fail rolls to 
spot hidden opponents; opposed rolls to find such characters 
always have at least one success, regardless of what the player 
rolls. In addition, ties always go to the Rahu on these actions. 
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All Rahu are warriors, and all werewolves are hunters. As 

such, the Rahu Aspects are refinements of both of these traits. 
When a werewolf Changes under the full moon, he can expect 
the remaining years of his life to bloody, but also glorious. He 
must decide how he wishes to express Purity, and how the 
mantle of the warrior will sit upon him. The First Tongue titles 
of the Rahu Aspects all include the prefix Hud, for “warrior.”

Berserker (Hudhuz): The Berserker revels in Death Rage, 
glorifying in the extra strength it grants him and the com-
plete freedom that loss of control brings. To him, Kuruth isn’t 
something to fear and it certainly isn’t something to control. He 
knows that he will fly into Rage during a fight, and he warns his 
packmates well in advance. It is then up to them to stay away 
from him when the Rage takes him. 

The Berserker relies on raw power in a fight, rather than 
clever tactics. Nothing stops him from using the Death Rage 
as a tactic, of course, but he recognizes that in a serious fight, 
he won’t be able to differentiate between friend and foe. That 
means his pack must execute any actual strategy. It also means 
they need a way to bring him out of Death Rage. Some packs 
develop fetishes for this, and some work closely with their pack 
totems to enable it. Kuruth is powerful, though, especially for 
the Berserker. Often, all the pack can do is let the Berserker ride 
it out. 

Note, too, that the Berserker enters Death Rage in a serious 
fight, a fight in which the enemy must die. A battle between two 
werewolf packs over territory or a slight to honor isn’t grounds 
for murder (the Oath prohibits it, in fact), and the Berserker, as 
a Rahu, must respect that. This means that while the Hudhuz 
surrenders to Death Rage whenever he can, a large part of 
this Aspect is knowing when not to do so and being 
able to rein in the Rage. 

At Primal Urge 3: The Berserker gains +4 when 
he makes All-Out Attacks while in Death Rage, rather 
than the usual +2 (see p. 157 of the World of Darkness 
Rulebook). He loses his Defense as usual when doing so. 
Unfortunately, the character is prone to entering 
Death Rage as soon as a fight begins, whether 
or not it is truly appropriate. Whenever the 
character enters a fight alongside his pack, the 
player must make a roll to avoid Death Rage. 
However, the player can choose to roll either 
the character’s Harmony or the character’s 
Resolve + Composure, whichever is 
higher. 

At Primal Urge 7: The 
Hudhuz has mastered the art 
of Death Rage combat, and 
blends the animal instinct to 
survive with the Uratha instinct 
to kill. Defense now applies to All-
Out Attacks made in Death Rage (but 
the +4 bonus remains). 

At Primal Urge 10: Berserkers at 
this level are legendary, almost spirit-
like emblems of mindless rage. The 
player of anyone seeing the character 
(werewolves included) in Death 
Rage must succeed on a Resolve 

+ Composure roll or be affected by Lunacy, whether or not it 
would normally apply. In addition, those who are affected by 
the character’s Lunacy suffer a –3 to their effective Willpower 
ratings. All should flee before the Hudhuz — including his own 
pack. 

However, the Rage that such a powerful Berserker feels at 
this level of Primal Urge is quite beyond his control, and it never 
really leaves him. Anyone who comes into contact with the 
character runs the risk of falling prey to that fury; it rolls off of 
him in near-palpable waves, covering and influencing anything 
nearby. In game terms, players of characters that touch or speak 
with the character must roll Resolve + Composure. If the roll 
fails, the character is infected with a driving need to kill. How 
this expresses itself depends on the character; a man who has 
harbored serious thoughts of murdering his wife will now put 
thought into action. A woman who doesn’t have a violent bone 
in her body normally might break something on impulse. Super-
natural creatures capable of frenzy (vampires and werewolves, 
for instance), immediately enter that frenzy — which, of course, 
probably sets off the Berserker himself. The character’s pack is 
immune to this effect, though the members do suffer a –2 modi-
fier to all rolls to avoid Death Rage. 

Crusader (Hudzith): It’s not enough to fight. The Crusader 
has to fight for something, and it must be greater than self, 
pack or even territory. These are worthy concerns, but the 
true Hudzith fights for faith, ideology and other lofty notions. 
A Crusader might fight in the name of someone that she finds 
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worthy — a powerful alpha, a mighty totem, or even the whole 
of her tribe — but she is still a Rahu, and that means if she fights 
on someone’s behalf, that someone must be the greater warrior. 
As such, Crusaders that start out as soldiers eventually wind up 
becoming their masters’ cause. 

A Crusader might fight to keep the spirit wilds pure of any 
infestation (whatever she considers unacceptable — murder-
spirits, Beshilu, Wounds, etc.). She might fight to do the same 
for the physical world, and a truly dedicated and tireless Hudzith 
might do both. Some Crusaders were policemen or activists 
pre-Change, and continue their pet causes as werewolves. One 
might discourage drug dealers by beating them senseless. An-
other might arrange to be arrested so that he has easy access to 
murderers and rapists, planning to escape after one blood-soaked 
rampage at the state prison. 

Crusaders are idealists, with all of the problems that 
idealism presents: disillusionment, burnout, the ends justifying 
ignoble means, reconciling their cause’s ethics with their own, 
and, especially, whether their packs share the cause. It’s possible 
for a pack to form around a Crusader’s zeal, but what happens 
when the other members abandon the quest? Will the Crusader 
choose her calling or her family?

At Primal Urge 3: Once per chapter, the Crusader can 
regain all spent Willpower by making a sacrifice in furtherance 
of her cause, just as if she had fulfilled her Virtue. This sacrifice 
must have an immediate detriment, but ultimately benefit the 
character’s crusade. For instance, a werewolf who wishes to 
cleanse the streets of drug dealers might kill one in front of sev-
eral nascent druggies, hoping to discourage them. This is risky, of 
course; if she relies on Lunacy, she has violated the Oath, but if 
she kills him in human form, she might be identified. Either way, 
she can regain all spent Willpower. 

Unfortunately, the character’s cause has become so impor-
tant to her that betraying it is a betrayal of herself. If the char-
acter takes an action that would actively harm or set back her 
cause, she risks loss of Harmony (roll two dice). Note that this is 
a risk no matter what her current level of Harmony — until she 
renounces the cause entirely (losing the Aspect and all associ-
ated benefits) or becomes Zi’ir, she must uphold her crusade.

At Primal Urge 7: At this level, the Crusader’s cause usually 
becomes more global in focus. Where before she focused on 
removing drug dealers from the streets, now she hunts down the 
people who benefit from addiction and misery and makes them 
suffer. The character receives a pool of dice equal to twice her 
Harmony that she can apply over the course of a story to any 
rolls that further her cause. For example, a werewolf with Har-
mony 6 has 12 dice to use to further her cause, but once she uses 
all 12, they do not “refresh” until the story ends.

At Primal Urge 10: Finally, the Crusader’s cause transcends 
the physical world. Here, the werewolf who formerly hunted 
drug dealers, then drug suppliers and kingpins, targets the culture 
of drugs, hunting down powerful spirits of addiction, helpless-
ness, victimization and entitlement. The Rahu knows instantly 
whether a given person is on her side or not (continuing the 
example, a drug dealer or casual user — even of a legal drug — is 
not on her side, while an ascetic would be). With those who 
do not share her cause, she receives a +3 modifier in any action 
against them, physical or otherwise (this bonus only applies 
when the character is acting against the opponent in further-
ance of the cause, but at this level, that’s probably almost all the 
time). With those who do share her cause, few though they may 

be, she does not suffer the usual Social penalties that werewolves 
do. She serves as an intense, fierce beacon to such people.

The drawback is that the character has almost literally 
become the cause. She is not capable of taking any action that 
would impede her crusade, even on a conceptual level. If she 
is forced to do so, she immediately loses a dot of Harmony, and 
her player must make a degeneration roll each day (roll two 
dice) until the werewolf can make amends for the transgression. 
“Making amends” varies depending on the transgression in ques-
tion, but the Rite of Contrition is usually appropriate. Another 
common method is to find a spirit that personifies the cause and 
grant it a boon — or find a spirit antithetical to the cause and 
destroy it. 

Defender (Hudta): Werewolves are capable of taking a 
great deal of punishment in combat, but none more than the 
Defender. He suffers damage so that his pack doesn’t have to — 
they might jokingly refer to him as the “meat shield,” but the 
truth is that whether or not he ever lands a blow against the 
enemy, he is an integral part of winning any fight that the pack 
takes on. 

Hudta are usually masters of defensive combat and grap-
pling, seeking to immobilize, rather than directly harm, their 
opponents. They trust their packmates to deliver the death-
blows, while they suffer whatever attacks their enemies can dish 
out. Some Defenders focus on provoking and then dodging their 
opponents’ attacks, seeking to lead them into disadvantageous 
positions for the pack to exploit. 

Such Rahu are seldom pack leaders, at least not at first. But 
as it becomes obvious that the Full Moon is suffering wounds 
so that the others can fight more effectively, the pack members 
usually develop a great deal of respect for him. Whether he is the 
pack alpha or not, his word carries weight, and should he ever 
actually fall in battle, the others won’t stop until they’ve torn his 
killer to pieces. 

At Primal Urge 3: Defenders have to be able to remain 
standing long enough for the pack to move in and attack. They 
are used to suffering attacks from multiple sources. As such, the 
character’s Defense does not decrease from multiple attackers 
until the number of attacks exceeds the character’s Brawl rating. 
A character with Brawl 3, for example, enjoys his full Defense in 
combat until the fifth attacker, at which point Defense begins to 
decrease normally (see pp. 155–156 of the World of Darkness 
Rulebook).

Unfortunately, Defenders take slights and assaults on their 
packmates very seriously. If a Defender witnesses someone harm, 
attack, or even taunt a packmate or someone else that he has 
sworn to protect, the player must immediately check for Death 
Rage, regardless of the character’s Harmony. The Storyteller 
should apply a positive modifier for minor slights, and a negative 
modifier for serious ones. An offhanded insult might give the 
roll a +3, while stabbing a packmate with a silver knife might be 
worth a –5 modifier. 

At Primal Urge 7: The Defender becomes even more stead-
fast and difficult to move as his power grows. At this level, the 
Defender is immune to Knockdown, and does not suffer wound 
penalties. The player can spend a point of Essence for the char-
acter to immediately escape a grapple. In addition, the player 
can spend a point of Willpower to lend the Hudta’s packmate his 
regeneration for the turn. This means that the packmate can re-
generate two points of bashing damage, or benefit from his own 
Essence and that of the Defender for healing lethal damage.
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At Primal Urge 10: The Defender gains the ability to absorb 
surreal amounts of damage in protecting his pack. His Health 
pool is increased by one for every member of the pack; the 
Health bonus applies in any form, but only when he is physically 
with his packmates. He can choose to take on any damage that 
would harm a packmate (or a non-packmate that he has sworn 
to protect, such as a mate or child) as a reflexive action. In addi-
tion, if he suffers aggravated damage while doing so, he immedi-
ately regains all spent Willpower, as if he had fulfilled a Virtue, 
except that this bonus applies once per scene rather than once 
per chapter. Finally, the character regenerates all bashing damage 
suffered on his pack’s behalf at the end of the turn, regardless of 
whether or not the player spent Essence to heal lethal damage. 

At this level of power, though, the Defender’s life is tied to 
his packmates’ in a very literal sense. If one of his packmates dies 
as the direct result of another’s actions (that is, dies in battle, is 
murdered, or dies in an accident arising from human error rather 
than natural causes), the Defender’s life is also forfeit. In addi-
tion, the Defender cannot leave a battle until his pack is safe. 

Oathkeeper (Hudinim): The Oath of the Moon is more 
than a code of conduct. It is the moral and legal code by which 
werewolves (proper, Luna-fearing werewolves, anyway) live. 
Irraka may bend it, Elodoth may interpret it, but the Rahu live it. 
They measure their Renown by it. The Oath is Purity, and the 
Hudinim make sure it stays pure.

Keepers of the Oath are the moral centers of their packs. 
They make sure the other pack members aren’t committing 
grievous violations like eating people, but they also watch out 
for more subtle problems like disrespect of elders and failure to 
hunt. A werewolf that doesn’t hunt is barely a werewolf at all, 
and a Keeper knows how easy it is to fall into complacency, using 
the power that Luna granted the Uratha to do nothing but laze 
about. Sometimes being a Keeper means meting out punishment, 
and sometimes it means waking the pack up in the middle of the 
night to hunt down an unspecified quarry. 

Hudinim must be careful not to step on the toes of 
the Elodoth. They aren’t meant to mediate or advocate, 
they simply point out when the Oath has been or is in 
danger of being broken. Sometimes a Half Moon comes 
to a Keeper for advice, and that Half Moon must be able to 
expect the Keeper to know the Oath forward and backward. 
Keepers of the Oath are often moralistic and even preachy, but 
their high Harmony also means they are more in control of their 
Rage than other Rahu. 

At Primal Urge 3: Upon accepting the mantle of Hudinim, 
the character is expected to avenge and correct breaches of the 
Oath. Fortunately, she is given the ability to seek out and assess 
those breaches. With a successful Wits + Purity roll, the were-
wolf can assess a werewolf’s Harmony rating. If the target has 
lost Harmony within the last lunar month, the character realizes 
this as well and has a vague sense of the circumstances as they 
relate to the Oath. In addition, the character gains a +2 modifier 
in battle against werewolves she knows have violated the Oath 
within the last lunar month. 

The responsibility is a serious one, though. The character 
risks degeneration if she allows a violation of the Oath — by 
any werewolf with an auspice, not just her own pack — to go 
unanswered (roll three dice). This is considered a sin against 
Harmony 1 for the character; as long as she remains a 
Keeper, she must abide by this ban.

At Primal Urge 7: When the character fights to avenge or 
correct breaches of the Oath, her Purity Renown tattoos blaze 
with silver fire, granting her strength, speed and tenacity. Once 
per scene, when acting in her capacity as Oathkeeper, the char-
acter can activate these tattoos (the player spends one Essence 
point). The character then either regains spent Willpower equal 
to her Purity, or can add her Purity rating to combat rolls rather 
than her usual +2 bonus. This effect lasts for the scene. 

At Primal Urge 10: A Keeper who reaches this level of 
power possesses a surreal degree of insight into the Oath of 
the Moon and the mind of Mother Luna herself. At night, the 
character can summon Lunes to help her prevent, avenge or 
correct a breach of the Oath. If a rival pack murders one of the 
Forsaken, the Keeper can call down Lunes to hunt and punish 
those responsible. If a young werewolf flies into Death Rage in 
front of witnesses, the Hudinim can call up Lunes to ease their 
madness into the realm of dreams. No roll is required for this 
power; the player simply expends five points of Essence. The 
number of Lunes that respond is commensurate with the severity 
of the breach. 
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However, Luna takes a personal interest in the character at 
this level. The character cannot sleep during the night, and must 
remain within view of the moon at all times. If she does not, she 
loses one point of Essence for every five minutes that she remains 
out of Her sight. Once the Rahu runs out of Essence, she loses 
Willpower, and finally Health (this damage is considered lethal). 

Tactician (Hudhesdu): The Tactician is the Rahu who 
recognizes that the victors can sing whatever song they want 
about the glorious fight, while the losers just get to limp away in 
defeat, or lie dead on the battlefield. He focuses on winning the 
battle, and doing so within the guidelines of Purity — but for 
the most part, that means not killing other Uratha. The Oath 
provides precious little guidance about battle, and the Hudhesdu 
are perfectly comfortable with that. 

Modern Tacticians train their packs in hand-to-hand com-
bat techniques, firearms and urban warfare. They use the terrain 
to best advantage, stage surprise attacks and ambushes, and see 
“fair fight” as “outnumber the opponent,” just like a wolf pack. 
They are not always the most physically imposing of werewolves, 
but wise enemies fear them just the same, because they drill their 
packs in various combat scenarios to ensure preparedness. If the 
Tactician has time to consider his approach, he’ll find a way to 
win. 

At Primal Urge 3: The Hudesdu can use Warrior’s Eye on 
situations, as well as individual opponents. The character can 
immediately decide if a situation is winnable and what the pack’s 
greatest assets and deficits are. This uses the same system as War-
rior’s Eye (p. 80 of Werewolf: The Forsaken). If the character 
successfully uses this ability and has even one turn to commu-
nicate with his pack before the battle starts, the pack members 
receive +3 to their Initiative. 

Fortune favors the prepared, however, and Tacticians are 
never quite sure that they are prepared enough. The character 
must spend three hours out of every day training, planning out 
battle tactics, drilling with his pack, or in some other way mak-
ing sure he is ready for the unexpected. Failure to do this imposes 
a –3 penalty on all rolls to avoid Death Rage — the character is 
unsure of himself, and this leads to a lack of control.

At Primal Urge 7: At this level, the Tactician gains an 
almost preternatural sense of battle and its possibilities. Rather 
than a logical, rational understanding of probability and strategy, 
though, this manifests as an animalistic gut instinct — the 
character feels the most likely outcome of the battle. When a 
battle begins, the player rolls Intelligence + Purity and adds the 
number of successes on this roll to the character’s Purity rating. 
This is the number of dice the Tactician’s player may grant to 
any packmate during the ensuing battle. Each die may be used 
only once, and the character can use those dice on himself. 

At Primal Urge 10: The truly awesome Tactician possesses 
a battle instinct bordering on precognition. Instead of adding 
dice based on the result of the Intelligence + Purity roll described 
above, he adds successes to particular dice rolls during the fight. 
In addition, he can spend a Willpower point to make any non-
reflexive action, by him or one of his packmates, into a rote 
action (see p. 134 of the World of Darkness Rulebook). A pack 
led by such a Tactician is truly a terrifying force.

Of course, such Tacticians are used to winning their battles, 
and they don’t cope well with events turning against them. If the 
pack loses a battle — fails to achieve a stated objective, is forced 
to flee, or is otherwise unambiguously defeated — the Tactician 
loses all of his Willpower and becomes unable to regain it until 

he has led the pack to victory in some endeavor — without the 
benefits usually conferred by his Aspect. 

Tomorrow’s Battle

Background: Born Elke De Keizer in South Africa in 
1960, the woman who would become Tomorrow’s Battle lived a 
life of privilege and opulence. Her father owned businesses and 
enterprises around the world, from emerald mines to oil rigs, and 
she never saw anything that would upset her. Her parents made 
sure of that. She moved to New York in 1978, and for another 
five years the blinders remained over her eyes. She moved in the 
richest circles, she supped with politicians, artists, rock stars and 
actors. Her world was a dream.

This was only barely metaphor. Elke had always felt, even 
when she was a little girl, that something was surreal about her 
life, and she was just on the verge of waking up and discovering 
it was all false. Drugs and alcohol helped to stave the feeling off 
but as she grew older, chemicals did less for her, as though her 
body was learning to ignore them. The wind spoke to her. Cars 
growled hungrily when they saw her as though they knew her 
family controlled their precious food. Women dripping with jew-
elry would nod in supplication whenever they saw her. And then 
one blisteringly hot night in August, 1983, she woke up. 

Her First Change happened far from the Manhattan fantasy 
in which she lived. She was on a ship, sailing north to avoid the 
heat, when the full moon struck her, pinned her to the deck, 
slapped her, fucked her, woke her up. She killed everyone on 
board, tore them to pieces and chummed the water with their 
flesh, and the morning found her awake, staring at the horizon, 
finally aware. 

She joined the Storm Lords within a month of her First 
Change, and joined a pack of urban werewolves. They were 
looking for a member who knew the high society ways of New 
York, just as they knew the Bronx, the street gangs, Little Italy, 
the mob, the docks. But she wasn’t interested in returning to 
that life. She was ready to leave the pack and strike out for parts 
unknown when she received a letter. It said only, “Use what you 
have,” and was signed with the First Tongue symbol for Purity. 
She listened.

Years passed, and she became a Hudesdu, a Tactician. Her 
pack was unparalleled in combat, especially in fighting foes in 
plain sight without revealing its true nature. One night, her pack 
found itself in an impossible situation — blocked into a tene-
ment as the police surrounded it, trapped between the vicious 
creature infesting the walls and the innocent men trying to serve 
the public. And Tomorrow’s Battle saw it unfold before her — 
the police would storm in. The creature would consume them. 
The pack would die in the crossfire.

And then she came to with a start, and realized that the 
battle hadn’t happened yet. She changed her strategy, stayed 
outside the building, called in a bomb threat and then burned 
the place to the ground. The police watched it burn, but kept 
the area clear. She earned the name “Tomorrow’s Battle” from 
her decision, and also earned entry into the Lodge of Crows. 

Elke still lives in New York, a society maven with a reputa-
tion for long disappearances, drug fueled insanity and spoiled, 
vapid entitlement. She once hated this image of herself, but has 
come to appreciate it as a tactic that requires her utmost com-
mitment. She takes lovers, abuses drugs and breaks bread with 
the mighty and corrupt, and under the full moon, she and her 
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pack hunt down anyone in the five boroughs that they deem a 
true threat to the city. 

Description: Elke is a beautiful woman in her early 40s. 
Her werewolf constitution has kept her young-looking, and she 
takes great pains to ensure that she isn’t obviously too young 
for her identity. She has a robust figure, short blond hair and 
pure, unblemished skin. She wears a dizzying array of jewelry, 
most of it custom made with patterns of occult symbols. These 
mean nothing to the average witness, but have just enough 
significance to confuse a scholar. Elke does not rely on fetishes, 
however — if she needs to fight, she relies on her skills and her 
pack. 

Storytelling Hints: If Elke has a regret, it’s that she never 
took a true mate or had a family. This would have been a monu-
mentally bad tactical decision, after all — if she had a child, 
she would want to raise it, protect it and love it above all else, 
but she could not compromise her loyalty to her pack this way. 
So she remains fundamentally alone. Not even her pack knows 
that she is a member of the Lodge of Crows, of course, but while 
another Rahu might regard this secret as a betrayal, she knows 
that it is for the pack’s protection.
Auspice: Rahu
Aspect: Tactician
Tribe: Storm Lords
Lodge: Crows (see p. 202 of Werewolf: The Forsaken)
Mental Attributes: Intelligence 4, Wits 5, Resolve 4
Physical Attributes: Strength 3 (4/6/5/3), Dexterity 4 
(4/5/6/6), Stamina 3 (4/5/5/4)
Social Attributes: Presence 4, Manipulation 5 (4/5/2/5), 
Composure 5
Mental Skills: Academics 3, Computer 2, Crafts (Jewelry) 2, 
Investigation 4, Occult (Spirits, Secret Societies) 3, Politics 
(Global) 4

Physical Skills: Athletics 3, Brawl 5, Drive 1, Firearms 3, 
Larceny 1, Stealth (Hunting) 3, Weaponry 2
Social Skills: Animal Ken 1, Empathy 2, Expression (Fasci-
nating Stories) 3, Intimidation 4, Persuasion 3, Socialize 
(High Society) 5, Streetwise 3, Subterfuge 3
Merits: Barfly, Contacts (High Society, National Govern-
ment, Local Government, Police, International Business, 
Corporate), Fame 2, Fast Reflexes 2, Iron Stamina 3, Lan-
guage (Afrikaans, Dutch, German, English, Italian, Span-
ish), Resources 5, Status (High Society) 5, Striking Looks 4
Willpower: 9
Harmony: 8
Virtue: Prudence. Every decision that Elke makes is mea-
sured, calculated and weighed against her own instincts.
Vice: Envy. But, sometimes she wishes she could be foolish 
and vapid again, if only for a little while.
Initiative: 11 (11/12/13/13)
Defense: 4 (4/5/5/5)
Speed: 12 (13/16/19/17)
Health: 8 (10/12/11/8)
Primal Urge: 7
Renown: Cunning 3, Honor 5, Purity 5, Wisdom 2
Gifts: (1) Call the Breeze, Clarity, Death Sight, Know 
Name, Moonlight, Partial Change, Warning Growl; (2) At-
tunement, Luna’s Dictum, Mighty Bound, Righteous Rage, 
Silent Fog; (3) Primal Howl, The Illuminated Battlefield, 
Voice of Command; (4) Harmony’s Reward, Killing Frost; 
(5) Fog of War, Intractable Warrior
Rites: Cleansed Blood, Rite of the Spirit Brand 
Essence/per Turn: 20/5
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I was born in corn, the harvest moon above my head. 
The farmer lay dead by the tractor nearby, face down in a pillow made of his own 

guts. His son — a gangly boy, probably not a boy at all, really — was draped over the 
tractor’s hood, one shoe on, one shoe off.

In the distance, their farmhouse burned.
I did that.
Eventually, they found me. They told me I was the same as them, grabbed by 

Luna during the bright full moon and made to understand the purity of her unfor-
giving light. Rahu. Full Moon. Warrior.

But over time, I came to realize that what they said wasn’t true.
I realized it when I stood over their bodies. My dead friends. My dead pack. Veins 

and arteries dangling from my claws like pumpkin guts, another harvest moon above 
my head. That, too, reminiscent of the pumpkin: fat, round, muddy and ruddy with 
orange.

Every time she comes, I harvest something. Or someone.
I think I’m going mad.
And I think that ’s what Luna wants.
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the core principles the Forsaken hold dear. They hate Luna the 
way human cultures oppressed for centuries hate their oppressors. 
They do not feel the need to maintain respect and dignity, their 
behavior shows derision and utter apathy towards the enemy. 

Luna is not a goddess; she is Usumma, the Bitch Mother. 
Forsaken are not distant cousins, they are Suuf-ur, cowardly 
dogs. Harmony be damned, the life of an enemy is always worth 
less than the life of an ally to the Pure. Should Forsaken believe 
similarly? Do their partially human natures require a degree of 
sympathy for their nemeses? The Pure cannot and will not hesi-
tate to use this sympathy as a weapon; a knife they twist until 
they confirm the kill. The fact that Pure do not possess auspice 
is a deeper driving wound, confirmation that they have rejected 
Luna, or that she has rejected them. 

Of course, some Forsaken may find sympathy there. A 
werewolf who feels shackled by his auspice may look to the Pure 
with a measure of understanding. Or, he may feel so glorified 
and empowered by his own auspice that he can only wonder 
how horrible it must feel to be outside Luna’s touch in just such 
a way. Sympathy is possible, and when it is, it’s often channeled 
through an examination of auspice (or, specifically, the lack 
thereof).

Luna in the Modern World

Luna causes the tides. Everyone who has 
ever been to a coast has felt her sway; anyone 
whose profession relates to the ocean feels her 
direct influence daily. Luna inspired men to build 
giant metal ships that carried them to a once-
unknown body. Politicians sometimes fight over 
space programs with the zeal of abortion rights 
battles. On a full moon, nine-one-one calls in-
crease measurably. Talk to the nurses in an emer-
gency room and they’ll tell you why they don’t 
want to work on the night the crazies come out. 

Luna is powerful. Luna is everywhere. 
She is not just a construct specific to Forsaken 
cosmology. Every culture of humans has given 
at least some value to the great white goddess 
in the sky. Remember this when designing your 
auspice-centric chronicles. Do not just present 
Luna as something for the werewolves. If you 
neglect her influence on the human world, the 
game loses the strength of a clear connection to 
the real world.

We live in deeds, not years; in thoughts, not breaths;  
in feelings, not figures on a dial.  

We should count time by heart throbs.

— Aristotle

In this chapter, we further examine the nature of a were-
wolf’s auspice from the vantage point of, “How do I use this 
best in my story?” Auspice is something that can be approached 
in your Werewolf: The Forsaken game from the theoretical 
(where you use it to highlight theme, mood, and concept) and 
from the practical (where you utilize auspice to create plot and 
character events that push the tale forward).

Storytelling the 
Auspices

Auspice is at the core of Forsaken existence, and this 
chapter explores how to tell stories in which auspice is a focus. 
In a few places, we break format and give mention to ways you 
can change the game to better suit your chronicle’s needs in 
order to highlight auspice. This section assumes that you have 
a working knowledge of the Storytelling chapters of the World 
of Darkness Rulebook and Werewolf: The Forsaken. Inside are 
styles, methods, and chronicle hooks to emphasize the role of 
auspice in a game.

Auspice is what separates the Forsaken from the Pure. Aus-
pice gives depth and definition to the Forsaken, past what every-
one knows from werewolf myths, movies, and other fiction. Luna 
gives the Forsaken irrefutable evidence of their cosmologies and 
mythologies. In our human societies, we often take for granted 
a number of things; economics, religion and class are prime 
examples. Auspice is a symbol, a metaphor for these things. It 
draws lines in the sand; it divides and unifies The People. What 
would the religious do if their gods slipped by and through them 
every day? Imagine the light with which the religious would then 
cast rare atheists and heretics. What would the poor do? What 
would they think if economists had a spiritual prerogative and 
predisposition towards success? It adds a layer of futility or even 
oppressed hope to those not so blessed.

For example, Irraka are the stalkers, but what happens 
when the mafia hitman changes under the Ithaeur moon? Does 
he back off and try to learn his own auspice skills, or does his 
perseverance and machismo force him to excel beyond his new 
moon cousins? 

The Pure
No discussion of auspice is complete without addressing 

the issue of the Pure. The Pure exist in stark contrast from the 
Forsaken, emphasizing differences and playing up potential 
prejudices. From the perspective of auspice, how does one look 
at the Pure?

It’s easy to cast them in an unsympathetic light: a sym-
pathetic enemy has its place, but the Pure have little place for 
sympathy. For a Forsaken to sympathize with the Pure, he may 
have to abandon fundamental philosophies and beliefs, and that 
is not an easy thing to do. The Pure have an utter disregard for 
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Early Considerations
Auspice is an inborn element of a Forsaken character, one 

chosen not by the character, but by fate (and fate is represented 
by a player in this case). It offers a contrast to the social element 
of tribe, which the character typically chooses. Immediately 
from the first hints of the change, auspice takes the driver’s seat. 
After the change, auspice guides the character, suggesting roles 
in the pack and in life. In addition, auspice affords a supernatural 
benefit in the form of Gifts unique to those changed under the 
same moon.

Auspice as Theme

A theme is essential to every good story, and essential to 
every good chronicle. Theme is the basic message that flavors 
the game as a whole, and the direction of individual stories. 
In a broad sense, Werewolf: The Forsaken’s theme is “sav-
age fury.” Your individual story in the chronicle should have a 
more specific theme; auspice can offer such a theme. Be specific. 
Examples could include:

• Rahu: Purity versus practicality; a Forsaken’s life is war; 
contravention of the Oath always leads to consequence

• Cahalith: Fate versus free will; poems and prayers are 
never sane; Glory is a path both well-lit and indelibly doomed

• Elodoth: Balance is relative; justice versus wrath; Honor 
cuts both ways

• Ithaeur: Wisdom versus knowledge; Wisdom is not 
reached by cultivating sanity; the Shadow is forever hostile, and 
so the Ithaeur must be hostile, too

• Irraka: Darkness versus light; deception to others and 
to oneself is necessary to persevere; true Cunning necessitates a 
callow or selfish demeanor

It’s important to note that you don’t need to have a pack of 
all Rahu to ascribe your game a Rahu-based theme. “All of life 
is war” may resonate with a Rahu, but it can be true for all, or at 
least true for this one particular story.

You are encouraged to mix these up — different chapters 
or stories may see the focus change from one auspice theme to 
another.

Auspice as Mood

Similarly, auspice can be highlighted as a “mood enhancer” 
for your game, too. Mood is less about a “message” for your game, 
and more about a pervasive feel that permeates each game ses-
sion. Certainly some overlap exists (and one can certainly use 
theme-as-mood or mood-as-theme). Examples include:

• Rahu: Feelings of rage; aura of zealousness; the world is 
soaked in blood

• Cahalith: Helplessness; hallucinations; insane splendor
• Elodoth: Everything is out of balance; paranoia; the 

feeling that one false step or bad call can lead to everybody’s 
downfall

• Ithaeur: The world is insane; the Shadow bleeds and 
stains everything; isolation and alienation

• Irraka: Twilight and obfuscation; the world is cruel; 
everything is a lie

Auspice in the Prelude

The most important way to heighten the importance of aus-
pice in a game is to integrate deeper focus into the before-game 
processes. Chronicle emphasis starts during the first stages, this 

foundation is essential if player expectation is to be set. During 
the chronicle, bring auspice into attention through task and 
role-related focus. Add more questions to the Spark of Life sec-
tions of Werewolf: The Forsaken and the World of Darkness 
Rulebook to build emphasis. Example questions include:

• “What role does auspice play in your character’s day-to-
day interactions?”

• “How did your character’s auspice influence the events of 
her First Change?”

• “How does your character reconcile social expectations 
created by tribe and auspice?”

• “Is she good at her expected auspice skills? Why? Was she 
skilled in them before the Change?”

• “What does his auspice moon mean to him? Does he own 
it? Is he proud of it? Is he ashamed of it?”

• “How does she break the auspice mold? How does she 
identify herself apart from her definitions of her auspice?”

Think outside the box. Develop unique questions that are 
more specific and prompts to start the gears of creativity turn-
ing in a player’s head. Suggest minor tweaks and additions to a 
background to help highlight important building blocks of your 
chronicle. “So you’ve told me your character’s father was an 
alcoholic who beat his wife and children. Would your character 
ever wonder why that only occurred on the full moon? Maybe 
this didn’t affect his First Change, but might it have built a 
certain disdain for the Lunes of his Rahu moon?”

Prelude scenes set the stage for an auspice-centric game. 
The opportunity exists to plant seeds with your players em-
phasizing the importance of auspice and Luna in a chronicle. 
Symbolism is a very effective tool for preludes, often giving 
your players a stepping-stone for further character development. 
Consider the cultural importance of the moon in the real world. 
The Internet is rife with sources for symbolism; almost every 
single human culture affords a degree of symbolic importance to 
the moon. The moon represents both wisdom and insanity. Not 
every character has to be a sage or lunatic, but keep these ele-
ments in the back of your mind while running through a prelude. 
The character might swear that a moment ago, the clock struck 
thirteen. She knows within her heart of hearts that behind the 
vault door, children are hungry and will not live another 12 
hours. The moonlight falls on the world and seems to change it; 
sometimes subtly, sometimes drastically.

The First Change

To the Forsaken, auspice is the first impression between 
moon and Uratha. Auspice helps define the First Change, which 
is easily one of the most traumatizing events of an Uratha’s exis-
tence. Both players and Storytellers should work together to talk 
about how auspice shaped the First Change. Below, you’ll find 
some visual and thematic cues that might inspire:

Irraka do not find instincts compelling them to hide wist-
fully amongst nature. They find themselves afraid of everything. 
They realize that the walls, the trees, their coffee, their friends, 
everything has eyes. Those eyes are hungry; those eyes are only 
as useful as the new Irraka is clumsy. The urge forces her into the 
shadows, into places where no eyes dare open. Sometimes it is so 
dark, even she is afraid to open her eyes.

Ithaeur do not wake up to a wondrous new world of mys-
tery and fascination. Crescent Moons suffer a rude awakening, 
seeing enemies where once there were strangers. The barista 
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who eyes him every morning is not a needy chick with baggage; 
she is a possessed cannibal who daydreams about the differences 
between the tastes of human livers. The world shudders. Some-
thing always seems like it’s “coming through” from another plane 
of existence. The Shadow bleeds.

Elodoth do not see a newfound sense of justice and duty. 
They see everything off-balance. The showerhead drips cold 
water on his back during a hot shower. His girlfriend cannot 
return all his affection equally; when she tries, she comes off as 
clingy. The part in his hair is a little far to the right, but if he 
centers it the hair just flips back to the side. The mirror did not 
break itself, he is to blame and the bigger shards hold more of his 
flaws than the smaller pieces, so in a fit he smashes it to bits with 
bloody knuckles.

Cahalith do not have the epic, prophetic dreams that make 
fantasy novels. The young, sweaty beasts cannot sleep due to 
devastating and frightening nightmares, images of a world they 
cannot hope to understand. They hear a song somewhere that 
they cannot quite decipher — they recognize it, almost, like a 
song long unheard. It’s an itch that will not be scratched deep in 
the bones, deep in the mind.

The Rahu change is not one of noble conquest; it is not 
one of purity or natural strength. A Full Moon opens her eyes, 
sees the blood beneath her fingernails, and realizes that she has 
the mother of all excuses to tell. She knows that no amount of 
money can undo the damage she has done, that no amount of 
apology will bring those people back to life. The tears of the sur-
vivors bring her no catharsis. The moonlight is bright. It exposes 
all, laying it bare of mystery and comfortable illusion.

Choosing Auspice

In a perfect world, a pack of welcoming, helpful Forsaken 
is present and ready to help integrate a fledgling into her new 
life. Circumstances are rarely so perfect, sometimes the Change 
happens alone, and in times where memory is subjective, aus-
pice is not always perfectly determined. In times past, humans 
consulted with oracles to divine the destinies of youth. Forsaken 
have an advantage in the form of Lunes, who know instinctively 
the kinship of new Uratha. 

Also in a perfect world, everybody would create characters 
knowing full well what auspices they want to play. It’s not always 
so cut-and-dried, however, so here are some questions to con-
sider when deciding on an auspice for your character:

• Who will decide the auspice? Usually, it’s the player, but 
consider the option that the Storyteller — or even the other 
players — can help decide. The pack, as represented by the 
player troupe, may know that, “We need a Cahalith’s visions” 
and so that makes the choice a bit easier.

• If the player has used the character as a human previous-
ly, choosing an auspice may not be so clear, either. Look at the 
character’s primary Skills, then compare them to the Specialty 
Skills of the auspice. Can a good match be found?

• Do you want an auspice that moves in line with your 
character’s abilities, or do you want the roleplaying conflict of 
having a character whose auspice seems to (initially, at least) 
not fit his nature? A cop who seems to be better fit toward the 
balanced Elodoth might experience his First Change under the 
Warrior’s moon — then what?

Also, consider the ramifications of integrating a new player 
into the pack. Integrating a new player into the story is easier 

if discussed by the troupe as a whole. If the player is unfamiliar 
with Werewolf: The Forsaken, this discussion can highlight the 
importance of the various auspices, and allow her to find what 
she feels most appropriate to the character. For instance, the 
Cahalith’s visions give the pack a place to start, a taste of things 
to come. Finding the Lune in question requires the hunting 
skills of the Irraka. Once found, the pack realizes that vicious 
spirits surround the resting place, spirits the Rahu must find a 
way to dispatch. The spirit itself is asleep, requiring the rituals of 
the Ithaeur to summon forth. Lastly, the Elodoth’s negotiation 
skills get the pack out alive after encountering the massive and 
temperamental Lune.

The Making and Breaking  
of Stereot ypes

In a pack, auspice offers an implied role, a predetermined 
destiny. The five auspices offer solutions for almost all the typical 
problems that Forsaken characters might face. Of course, that’s 
in a perfect world. Ultimately, Luna is fickle. Luna is arbitrary. 
Left to fester, tradition and stereotypes become crutches. Some-
times, tradition cannot apply. Unfortunately, not everyone is 
born to excel in one of five predetermined roles.

Even if characters are very close to their auspice stereo-
types, nothing guarantees success. A martial arts champion Rahu 
still has complications when confronted with Fire-Touched 
warriors. A Cahalith’s prophetic dream might tell the pack 
everything it needs to know, but that does not mean the pack 
can interpret the true value or meaning of the vision in time to 
take advantage of the gift. In the real world, incompetence at a 
job results in termination. Forsaken cannot be fired from their 
auspices. Punishing inferiority does not make the culprit any bet-
ter at something in which he is inherently inferior. 

Sometimes auspice does not correlate with the Forsaken’s 
actual capabilities. Interpretation can go a long way, as the 
previous chapters have explored. The chess captain for example 
can make a valid if nonstandard Rahu. Sometimes though, the 
clumsy, awkward kid who could not be subtle if his life depended 
on it makes her change under the new moon. In these instances, 
the character could train to compensate. This takes time and 
leads to interesting stories, but when does the pack stop allowing 
predisposition and luck as excuses? Some packs are less forgiving 
than others. Some demand that their members push to fulfill aus-
pice roles above all. A pack led by a Storm Lord almost certainly 
will require no excuses, only results. Some look at an individual 
by her strengths alone, not worrying about expectations and 
predetermined roles so much. In either instance, inadequacy and 
worthlessness can invade a young Uratha’s mind.

The Blessed Pack
A blessed pack has members of each of the five auspices. 

The concept of a blessed pack is important for two main reasons. 
Functionally, a pack of Uratha representing each of the moons is 
capable of handling most of the problems it faces. Most Forsaken 
pass on tradition orally, with a disproportionate number of sto-
ries about such packs. This comes down to bias in the storytell-
ers, and sometimes just the relative versatility of the pack. 

Why does such a pack prevail so frequently? This is a nature 
versus nurture issue. The term alone implies a certain degree of 
predestination. It implies a positive fate. Forsaken pay more at-
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an infamous idigam seems to gain power when confronting a 
multifarious pack.)

However, if you choose to use this option, consider the 
weight of failure. Visible, memorable failures make earning 
Renown a bit more difficult. To balance the advantage, pack 
members that have failed terribly in their auspice roles have to 
spend an additional three experience points to purchase dots of 
Renown until they cleanse their reputations. 

A blessed pack might have elaborate hazing rituals to allow 
membership. If a member dies, kidnapping ideal candidates 
and forcing conversion is not out of the question. If the blessed 
pack begins to believe its own legends, let hubris bite those 
werewolves right in the ass. No matter what terrible acts the 
pack commits, Lunes and other Forsaken refuse to acknowledge 
transgressions until it is too late. Then, by the time retaliation 
happens, judges see the pack as little more than rabid dogs, 
mockeries of a blessed legacy.

Changing the Game
This section deals with offering more significant changes 

during the scope of the chronicle, tweaking and removing ele-
ments of the game to bring auspice forward.

This style may not be for all troupes, and requires a deal of 
patience and understanding from the troupe when throwing cer-
tain game expectations out the window. Discuss with your play-
ers the possibilities of this type of game, and work out a style that 
best fits all players involved before character creation begins.

The easiest way to address a change in game paradigm is to 
isolate one major element of the game you wish to emphasize, 
determine why you wish to change it and using that information, 
make a decision as to how you wish to change things. Address 
each thing you wish to change this way, and you can maintain 
focus on what your goal is without bogging yourself and your 
players down in unnecessary arguments. Decide what kinds of 
stories you can and want to tell using these paradigm shifts.

Here is an example of such chronicle development, particu-
larly focused on auspices. Developed systematically, it is ready to 
plug into a game or just give ideas for your own chronicles.

After talking to his players, Harrison decides he wants to make 
auspices more important in his game. His desire for emphasis is placed 
more towards the nature versus nurture Aspect of auspices than 
the traditional game themes. Typically, his players choose auspice 
depending on their character concepts, sticking very close to char-
acter strengths with auspice strengths. To mix this up, he decides to 
randomize auspice, and only select auspices after the troupe creates 
their characters. 

He sits down with the group, coming up with very human 
concepts. For each character, he rolls a single die. On a result of 1–2, 
the character is Irraka. A 3–4 results in an Ithaeur. A 5–6 causes an 
Elodoth, 7–8 means the character is Cahalith, and lastly a 9 or 10 
makes a Rahu. Harrison does not tell his players the results yet.

He conducts a prelude for each character, revealing auspices 
through the First Change. At that point, the players determine how 
the characters met, and how they forged a pack. They work out basic 
dynamics, focusing on how they reconcile the variations and similari-
ties between their auspices and their personal skills. At this point, 
Harrison allows players the opportunity to reduce Harmony scores for 
experience points per Werewolf: The Forsaken, p.65. This allows 
characters to compensate for their shortcomings through past moral 
dilemmas and compromises. 

Auspice Gifts
The learning of auspice Gifts is the most 

common interaction Forsaken will have with 
the Lunes and by proxy the likeliest interaction 
with Luna. In a traditional chronicle, using this 
opportunity to increase awareness of Luna is 
readily available. Lunes are avatars of Luna, and 
they are aware of their importance in the cosmol-
ogy around them. Uratha are touched by their 
moonlight, but barely comparable to their purity 
of essence. So why would they go easy on Uratha 
when petitioning for Gifts? Auspice Gifts are one 
of the only measurable advantages Uratha have 
over the Pure, and Lunes know this.

Consider the angelic hosts of Milton’s 
Paradise Lost. A number of the angels looked at 
humanity as unfairly blessed. Not only did God 
build them in his image, but he also loved them 
dearly, and granted them free will. The angels 
were clearly more powerful and certainly holier, 
so why, some asked, were they devalued in God’s 
eye? Lunes may take a similar stance on the 
Forsaken. They are aware of their duties, but may 
envy or even loathe Forsaken secretly, acting out 
of a misguided “love.” To learn a Gift, Forsaken 
will often have to complete a task to prove 
worth. Lunes are terrible and unpredictable crea-
tures; these tasks aren’t always as expected, and 
rarely occur exactly as planned. No prohibition 
exists to stop Lunes from complicating matters.

For instance, a Lune tasks the Ithaeur trying 
to learn another Crescent Moon Gift to learn 
and exploit the ban of a Lesser Gaffling. During 
the Itheaur’s search for it, the Lune corrals a 
choir of pestilence-spirits to the home of the 
Gaffling, feeding and strengthening it, so when 
encountered, the Ithaeur finds more than she 
bargained for. Lunes tell the Elodoth hoping to 
learn Aura of Truce that he needs to peacefully 
resolve a pack dispute. Little does the Elodoth 
know that two packmates prone to dispute have 
been fed gruesome nightmares, heightening 
them to a point very close to Kuruth.

tention to these packs due to their “blessed” nature. With atten-
tion given, successes are exalted. However, are failures equally 
exalted? Pressure to succeed can result in underachievement. 

If the players’ characters form a blessed pack, consider 
giving a minor bonus to members when they could potentially 
reinforce assumptions as to their blessed natures. When work-
ing together towards grand, epic goals, a minor edge like the 
9-again quality on auspice skills will help to exalt their deeds, 
making them just a little more successful. (Alternately, consid-
er seeding the tale with some elements that can give strength 
to, or take strength from, a blessed pack. A powerful spirit has 
a ban that allows it to be easily defeated by a blessed pack, but 
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Ghost Wolves: Auspice as Tribe?
Tribe is typically very defining for young Forsaken, helping 

to guide them philosophically through a new existence. Packs 
give them true structure, a family, and a group of people ready 
to help carry them through the tough transition into becoming 
Uratha. Traditionally, auspice helps them find a place in their 
tribes and packs, giving them purpose and direction. When there 
is no tribe, Uratha do not receive that level of structure, and 
often have to find it elsewhere. That elsewhere is either pack or 
auspice.

As it stands, the Firstborn stand as totems for the Tribes 
of the Moon. Some of these totems tie more intimately to their 
children than others, but exist in some measurable fashion. A 
story option for Ghost Wolves is that Luna holds them in special 
regard. They do not have the mixed affiliation of tribe. Luna 
presents herself as a sort of surrogate tribal totem for the Ghost 
Wolves. Most Forsaken know that Lunes never successfully serve 
as pack totems, but what stops them from serving as personal 
guides and makeshift tribal totems? In this play option, other 
Forsaken would loathe this preferential treatment, and may 
retaliate, shunning the Ghost Wolves.

One direction to take this option brings back the tribes 
in full circle. The Lunes who are stepping in are not doing so 
because of a benevolent desire to nurture, they are doing so be-
cause as spirits they are ultimately predators and survivors. They 
are looking for the edges necessary to do their own stepping into 
the material world; they are looking for servants and protectors. 
Ghost Wolves might not see the illicit nature of this union until 
it is too late; they may be too busy reconciling their newfound 
situations, or basking in totems that pay personal attention to 
the Uratha more than other totems do. Where is the line? When 
can Lunes begin to demand otherwise ridiculous tasks of the 
impressionable Uratha?

Moon-Driven Shapeshifting

Here, we change the terms of the shapeshifting mechanic. 
Except in the case of Kuruth, Forsaken become unable to change 
forms unless the moon is visible during the shift. During a 
Forsaken’s auspice moon, he needs make no roll to change, but 
rolls to resist Kuruth receive a –2 penalty. When Uratha see the 
moon for the first time during a night, players make a reflexive 
Resolve + Composure roll to resist compulsion to change. With 
Storyteller discretion, during a time of stress or heightened 
emotion, a player can spend a point of Willpower to force the 
change at other times, but in that situation, alternate forms can 
only be maintained for a number of turns equal to the character’s 
Stamina + Primal Urge. 

From a social standpoint, this changes many core assump-
tions about the game. Uratha must be more aware of their 
surroundings, as they do not have an inherent weapon at their 
constant disposal. Hunts have to take place during certain times 
in order to take advantage of form Aspects. Forsaken acting dur-
ing the daytime must better utilize their Gifts and Rites, finding 
utility and function in new and creative ways. As well, mundane 
technology becomes more useful, as it is far more reliable than 
the moon.

(Alternately, consider the possibility that when one’s 
auspice-specific face is in phase, the character gains +3 to the 
Shapeshifting roll found on p. 170 of Werewolf: The Forsaken. 
If his auspice moon isn’t in phase, the modifier is a –3 penalty, 
instead.)

New Auspices
Werewolf: The Forsaken assumes that the First Change 

happens under one of five particular moon phases. What hap-
pens to a new Uratha during anomalies of the moon, such as 
eclipses and certain visible variants like the red Harvest Moon? 
The default answer would be, “nothing different.” However, 
this section explores alternate answers to that question, offering 
elements a Storyteller can implement in a chronicle. It also 
includes a few sample auspices, utilizing some of the options 
presented.

Okay, but Why?
Creating a new auspice isn’t something to undertake 

lightly. The game has five auspices for a reason, and they work 
as designed. Moreover, the moon only has five phases. So, how, 
and why?

First, the moon may have five phases, but as noted, variants 
are present. An alternate auspice based on one such variant 
can serve a number of functions. It could act as a catalyst for a 
legend, it could serve to upset tradition, or it could just be an 
anomaly in order to surprise players. No matter what the inten-
tion, it plays the biggest role in determining how you handle the 
inclusion of new auspices. If you intend on surprising players, 
you might consider adding a new minor Gift List, or a unique 
auspice advantage. If it is for legend’s sake, be certain to pepper 
its introduction with plenty of rumors and stories. This sort of 
thing is primarily for the benefit of players, to give play options 
and opportunities. It should never be something that highlights 
how great Storyteller characters are — putting them front and 
center as unique heroes does little to enhance the game, unless 
you’re hoping to show how the Storyteller character is more of 
a deranged or dangerous anomaly rather than a potent hero for 
Luna. If you’re using alternate auspices in any way, we suggest 
using them to highlight only the player experience. Similarly, 
if only one player out of the troupe has a character with a rare 
auspice, be sure not to make that character front-and-center in 
the story. All pack members should find focus within the game.

Theme

Each auspice has a theme, a role to serve in a pack. The 
theme may overlap another existing auspice, or could be a 
completely new role altogether. Sum this theme up with a simple 
phrase, one indicative of the implied role. Note that many lunar 
anomalies occur only during certain phases. For the purpose of 
example, below is the construction of a new selenelion auspice. A 
selenelion is a specific type of rare lunar eclipse where both the 
moon and sun are visible. Visibility and radiance are the com-
mon themes of the auspice.

Primary Renown

Auspice grants every character a single dot of Renown, and 
allows it to be purchased more easily than other Renown types. 
The default for a rare auspice would be to give the character the 
same Renown she would get if she were not a new auspice. For 
example, if changed under a lunar eclipse, Purity would be the af-
finity Renown as the character would otherwise be Rahu. Another 
option is to choose another Renown dot appropriate to the new 
auspice. This should not be a difficult decision, but if the option of 
changing or creating Gift lists is used, the Renown should reflect 
the theme of the new auspice. The example selenelion auspice, 
emphasizing visibility, has Glory as an affinity Renown.
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Specialt y Skills

Each auspice gets three specialty Skills. Existing auspices 
can be used as a model, or they can be chosen to fit the theme. 
The selenelion, auspice of radiance and impressiveness, empha-
sizes Athletics, Expression, and Persuasion.

Auspice Gifts

As it stands, each auspice confers three affinity Gifts to a 
Forsaken. One pertains directly to the auspice, and is limited 
only to those of that auspice. The other two are general Gift 
lists. Auspice Gifts stand to give Forsaken a manner of separa-
tion from the Pure, and advantages in their packs and tribes. If a 
Storyteller intends to change Gift lists for unique auspices, con-
sult Creating Gifts below. Whether or not a Storyteller intends 
on introducing a new Gift list, any new auspices should have 
some manner of auspice Gift. The selenelion auspice will keep 
the Full Moon Gift list, and add the Inspiration and Strength 
Gifts, to exemplify the impressiveness of the Uratha. For more 
information on new Gifts, see Creating Gifts, p. 195.

Auspice Abilit y

An alternate auspice could have either its own unique ad-
vantage, or it may simply share the advantage of the auspice that 
would have occurred, if not for the anomaly. If the advantage 
does not change, players or characters may not truly perceive the 
anomaly as an auspice at all. On the other hand, avoid falling 
into the trap of giving this rare auspice a unique advantage that 
outshines an existing advantage or gives clear benefit superior to 
the existing auspices. 

If the advantage is strong, counter it with a disadvantage. 
This helps to highlight the auspice as an aberration and anom-
aly, not just a source of new power. The disadvantage may work 
to give the auspice a truly unique feel in comparison to the other 
existing moons. For example, if the above-mentioned selenelion 
auspice gains the ability to glow lambently, causing fear in crea-
tures weak against the sun and negating darkness penalties, the 
drawback might be that the Uratha loses the 10-again quality 
on any actions relating to stealth. Player and Storyteller should 
work together to come up with a good balance.

The First Change

If the First Change occurs during an anomalous moon 
phase, does the circumstance of the Change reflect as well? 
Again, it comes back to the intended purpose of the new 
auspice. If a Storyteller wishes to keep the auspice a mystery, 
it might be advantageous to present the First Change just like 
any of the standard five. Presented as an anomaly, benefits exist 
in presenting the First Change as the first of many oddities in 
the new Uratha’s life. Look into the implications and stories 
surrounding your new auspice. Look to its relevance in human 
tradition. Frighten your players. If it is a player’s character, never 
let them in on the truth. Never give her the impression that 
what she is going through is in any way normal, or that survival 
is in any way a guarantee.

If our new selenelion auspice emphasizes the visibility of 
the Uratha, shower him with the pale light of the two heavenly 
bodies even when inside or in shadow. If the purpose is to add 
Helios’s patronage to the new werewolf, add a distinct golden 
sheen to the beast’s coat, unsettling all manner of nocturnal 
creatures. Perhaps all spirits can see him during the First Change 

— and that is, of course, not a good thing for the nascent 
werewolf.

Sample Auspices
Below are a handful of new auspices for introduction into 

your chronicle, or as model for further development.

Solar Eclipse, Hiriraka, the 
Chaotic Stalkers

Irraka changed under a solar eclipse, Hiriraka, are rare. A total 
solar eclipse only happens once about every eighteen months, but 
only in a given location about once per 370 years. Human legend 
sees the solar eclipse as a portent of rapid, often massive change 
in the world. Hiriraka exemplify this. They embody the principals 
of Irraka in a different manner. Instead of working through stealth 
to exemplify the nature of their Cunning, they work through 
unpredictability. They stand to protect the unknown, to surprise the 
pack’s opponents with tactics never before seen, with distractions, 
ambushes, feints, tricks, bait, and sometimes even showy displays 
of self-sacrifice. The Hiriraka are the proverbial eyes of storms, sur-
rounded by chaos wherever they go.

Primary Renown: Cunning
Specialty Skills: Intimidation, Stealth, Survival
Gift Lists: New Moon, Stealth, Evasion
Auspice Ability: The Uncertain Flesh. Solar eclipses are 

masters of changing their forms to surprise opponents. Once per 
scene, they are able to change shape reflexively without expendi-
ture of Essence. As well, they are always able to return to Hishu 
form reflexively without spending Essence.

The Change: Everything breaks down. Murphy’s Law 
strikes tenfold, anything and everything that could go wrong 
does. Technology breaks, things catch fire, people trip into traf-
fic. Often too much for the new Uratha, it typically causes the 
Hiriraka to seek seclusion and shelter.

Lunar Eclipse, Suharrahu, the 
Trickster Warrior

Slightly more common than solar eclipses, lunar eclipses 
obscure the moon at least partially. Often this tints the Moon 
an odd color due to the obscuring effects of the Earth. Lunar 
eclipses always occur during the Rahu moon. Rahu of this pecu-
liarity embody tactical advantage as a particular Aspect of their 
birthright. The Suharrahu should strike first, strike in the most 
advantageous spot, and guarantee minimal casualties on her side 
in all cases. 

Such tactics are dishonorable but effective, guaranteeing 
continued existences. Suharrahu do not hesitate to throw sand 
in the eyes of an enemy, or to hamstring recuperating victims. 
Nothing is unfair when survival is on the line, and no apologies 
are given to the fallen. (In a way, this is almost a combination of 
Rahu and Irraka — the bright purity of the full moon is obscured 
into darkness.)

Primary Renown: Glory
Specialty Skills: Brawl, Subterfuge, Survival
Gift Lists: Evasion, Full Moon, Stealth
Auspice Ability: The Hidden One. Luna obscures Suharrahu 

the way the Earth obscured her during their Change. All rolls 
to notice or remember the Suharrahu receive a –3 penalty. This 
includes rolls to notice ambushes or dirty tricks during a fight.
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The Change: Where the Rahu sees red during his First 
Change, the Suharrahu sees cracks in every wall, breaches in 
every piece of armor. Brutally efficient in their destruction, the 
lunar eclipse ends with many torn throats.

Blood Moon, Gishtahu,  
the Feasting Killer

The Blood Moon is also called the Hunter’s Moon. Tradi-
tionally, this refers to the first full moon after the one closest to 
the autumnal equinox. This auspice peculiarity, however, refers 
to an instance when the Blood Moon is tinted red and brighter 
than normal. Multiple cultures hold feasts during such an occur-
rence. In circles of knowledgeable Forsaken, the Blood Moon 
means something completely different. Uratha that Change on 
the Blood Moon are often terrible creatures, cannibals. Some 
such Forsaken suffer death immediately at the hands of their 
“merciful” would-be pack. 

Rahu of the Blood Moon can claim any Renown but Purity 
for their affinity, as Luna sees them as martyrs, examples of what 
a total breach of Purity can be. This comes down to a nature ver-
sus nurture situation; it is possible that they behave the way they 
do because of the stigma forced upon them from their Change. 
However, their monstrosity is irrefutable; they are far more prone 
to loss of control than other Rahu.

This auspice is viable for players’ characters, but note that 
their impulses make for difficult and antisocial characters. They 
exhibit brutality and break taboos. One attempting to play such 
a character should do so hoping to attempt a sympathetic char-
acter that struggles with who he is (though, should one hope to 
play an outright monster, that’s fine provided the whole troupe is 
on board with the idea).

Primary Renown: Any Renown except Purity.

Specialty Skills: Brawl, Intimidation, Survival
Gift Lists: Full Moon, Rage, Strength
Auspice Ability: The Hunger. The rare Gishtahu are pos-

sessed of a frightening mixed blessing. When eating the flesh 
of victims, he gains twice as much Essence. As well, during any 
turn when the Gishtahu feeds from its victims, he can spend 
an additional Essence to whatever ends he wishes, on top of 
whatever his Primal Urge would allow. However, this advantage 
comes at a terrible price, because gaining the auspice ability at all 
is a Harmony violation.

The Change: Gishtahu hunt for flesh. Upon changing, they 
attempt to eat the flesh nearest to them. This makes for compli-
cations if Forsaken try to mentor them.

Stellar Eclipse, Namm-Dar,  
the Adaptive

A Stellar Eclipse is a frequent situation, where the Moon 
obscures a star. However, in more uncommon cases, the result is 
a brief but brilliant flash as a bright star shortly passes behind the 
moon, revealing itself moments later. This particular phenom-
enon results in an odd variant auspice. This happens under each 
of the five major phases, so the Namm-Dar auspice fully replaces 
whatever auspice the Forsaken otherwise would have become. 
Namm-Dar are welcomed as auspicious blessings by Forsaken 
versed in folk stories. Almost every instance of a stellar moon 
Uratha includes an epic story.

Uratha set the bar high for every Namm-Dar, expecting 
them to fill the roles of any auspices unrepresented in a pack. 
Fortunately, Luna looks kindly upon them and often aids them 
in their daunting duties. The Namm-Dar embody adaptation 
and unhesitant willingness. They might not actually be the best, 
but their reputation comes from their versatility.

Primary Renown: Because of this expected versatility, 
Namm-Dar can choose any one category of Renown for affinity.

Specialty Skills: Expression, Occult, Politics
Gift Lists: Inspiration, Knowledge, Stellar Moon (See 

Creating Gifts, below.)
Auspice Ability: Luna’s Adaptation. Luna favors the bold. 

Once per chapter, Namm-Dar receive the benefit of the doubt 
when in a crisis. A player can choose to reroll one failed roll.

Doubly-Blessed, Doubly-Cursed
Here’s an option: consider the blessed pack, 

which has one werewolf from each auspice 
present. Now, consider a pack where each 
werewolf is of a variant auspice, as described 
here. Yes, they might be renowned for the rarity 
of who they are and what they might be able 
to theoretically accomplish, but this also puts 
big targets on their heads. (It also assures that, 
with every player controlling a werewolf of an 
alternate auspice, everybody gets a chance to 
play in the customization pool.)
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The Change: Namm-Dar are auspicious Uratha. Their First 
Changes are always surrounded by portentous events, but are oth-
erwise very similar to those Uratha changing under similar moons.

Creating Gifts
Here, we detail a few methods and suggestions for creating 

new Gift lists. These might be Gifts for new unique auspices, or 
they might just be new Gifts pursued by or awarded to the play-
ers’ characters. In theory, an infinite number of Gifts can exist, 
those published represent the most common and widely known. 

What this section is not is a hard and authoritative list of 
rules for any and all Gift creation. Always keep in mind what 
would and would not fit in your game. 

Where Did It Come From?
When creating a Gift, the first question you should ask is, 

“Where did it come from?” Truly new Gifts are very rare; most 
have been around for quite some time. If the list is rare, why has 
it been hidden away? 

If the Gifts are restricted to a specific, rare character type, 
such as a unique auspice, this question answers itself. However, if 
the list is an open list that any Uratha could theoretically learn, 
consider this. Is the Gift so very specific in focus that most Ura-
tha would not bother learning it? For instance, a Gift list that 
creates and manipulates light might not be seen as that useful to 
Uratha living in the modern era where one has to search hard 
to find a place with no artificial light. A highly specialized Gift 
list might not be worth the effort, as certain other Gifts might 
be able to emulate the desired effects. For example, a Gift list 
that helps with jumping abilities might be a bit too specialized; 
Uratha wishing to jump higher may just learn the Strength Gift 
Mighty Bound instead. 

Theme
Behind every Gift list is a general theme. A Gift list that 

strays too far from theme is likely too scattered to be a Gift list. 
However, a Gift list that is too specific runs the risk of being 
over-specialized and not particularly functional. A single Gift 
that allows an Uratha to see emotion could be very useful, but it 
is probably not a very useful theme for an entire Gift list. 

The theme of a Gift list can also help determine the source. 
Typically, spirits that logically know them teaches Gifts. Bear 
spirits could teach strength Gifts, Technology Gifts might be 
taught by a spirit of urban development. Keep this source in 
mind, as spirits must teach Gifts, Forsaken cannot just trade 
them amongst one another. Also, watch out for overlapping 
Gifts. 

Powers
Once the theme is settled, the next step is to create a list of 

powers. Typically, the first Gift in the list is the weakest, but it is 
often versatile or at least very iconic of the list’s theme. A good 
example is the Technology Gift list’s first power, Left-Handed 
Spanner. It causes a haywire. This is not earth shattering, but 
could be very useful. In addition, it most certainly displays the 
general theme of the Gift list. The fifth power is an extreme ex-
ample of the Gift list’s purpose. For example, the Weather Gift at 
fifth level allows an Uratha to strike a foe down with lightning. 
Powers between tend to have more specific, more far-reaching 
extensions of the theme. 

As a rule of thumb, if the theme cannot support more than 
two or three powers easily, you may consider instead designing a 
Ritual to serve the same function.

Mechanics
Having chosen the five powers, the next step is to work out 

the specific game mechanics. Below are a number of consider-
ations.

• Does the Gift require a cost? Most Gifts require Essence 
to activate; some more powerful require Willpower expenditures. 
Only very specific, relatively weak Gifts require no activation 
cost. 

• Does the Gift require a dice pool? Gift dice pools are 
usually an Attribute + Skill + Renown, and very rarely does only 
one category of Renown apply to all powers in the list. If the 
power targets other characters, is the roll resisted or contested? 
Typically, powers based on Mental Attributes are resisted with 
Resolve, contested with Resolve + Primal Urge, Social powers 
similarly using Composure and Physical using Stamina.

• What effect does success have? Does the number of suc-
cesses influence the degree of effect (i.e. increasing duration or 
damage done), or is the roll all-or-nothing

• How long does the power last? Most powers last only 
for the scene or the turn activated. Rare is the power that lasts 
indefinitely.

• Does the Gift cause damage directly? Typically, Gifts 
causing lethal damage are at least level two; attacks that cause 
aggravated damage are level four or five. If the Gift causes ag-
gravated damage, how does this relate to Harmony?

Stellar Moon Gifts
The Stellar Moon Gifts are offered as an example of a new 

Gift list, made to accommodate the new Stellar Moon auspice in 
the previous section.

These Gifts are the unique blessing of Uratha Changed 
under a Stellar Eclipse. Due to their legendarily implied societal 
roles, their packs sometimes force them into positions they’re 
otherwise incapable of filling. These Gifts help alleviate that, 
allowing them to adapt and succeed where otherwise they would 
be unable. Nammunim, a rare choir of Lunes, teaches these Gifts 
to the Stellar Moon Uratha.

These Gifts are not rolled as traditional Gifts are. They are 
considered successful when activated. Each of these Gifts can 
only be activated once per scene.

Adaptation (•)
The basic art of the Nammunim gives the Namm-Dar a 

flash of insight where otherwise there would be none. A squea-
mish computer programmer could improvise basic first aid, hav-
ing no real experience with medicine. This spark of brilliance is 
very brief, and affords no long-term knowledge. 

Note that this Gift does not allow for exhibitions of rare or 
obscure knowledge, the ability offered is purely Skill-related. A 
computer-illiterate Namm-Dar might be able to find a security 
glitch if presented with compiled code, but an hour later if a 
packmate asked her to explain what she pointed out; she would 
be at a loss for words. 

Cost: 1 Essence
Action: Instant
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Upon activation, the Uratha chooses one Skill in which he 
has no dots. For the scope of a single roll, dice pools using that 
Skill suffer no penalty for being unskilled.

Focus (••)
Sometimes, basic skill is not enough. A nurse is no surgeon; 

a baseball player is not a swimmer. With this blessing, an Uratha 
of the stellar moon can draw upon the specific knowledge of a 
field, enabling greater success in what may have otherwise been 
a mundane skill. Upon expending the Essence to fuel the Gift, 
the Uratha finds himself far more capable in one field, inspired 
and competent.

Cost: 1 Essence
Action: Instant
When activating this power, the Forsaken chooses one Skill 

Specialty. For the remainder of the scene, he has that Specialty. 
This works best on Physical and Social Skills, as it never confers 
knowledge the character would otherwise not have. This “phan-
tom Specialty” cannot be used in conjunction with any other 
Specialties.

Optimal Conditions (•••)
Often, the difference between victory and loss is the differ-

ence between desirable and poor conditions. Typically, one does 
not choose conditions, but with this Gift, their negative impact 
can be overlooked. 

Cost: 1 Essence
Action: Instant
When the Forsaken activates this power, choose one Skill. 

For the remainder of the scene, no environmental or situational 
penalties apply to use of that Skill.

Dedication (••••)
The most successful actions are those taken with passion 

and drive. Sometimes, willingness and desire make or break an 
attempt. With this blessing, the Namm-Dar acts with that devo-
tion consistently, without the true intense personal investment.

Cost: 1 Essence
Action: Instant
Upon activating this power, the Forsaken chooses one 

Skill. For the scene, all rolls with that Skill gain the +3 bonus 
as if Willpower was spent on the roll, but no Willpower need be 
spent. Willpower cannot be spent to further bolster these rolls.

Mastery (•••••)
When the best take action, the world takes notice. A true 

virtuoso moves crowds, inspires cultures, and awes the competi-
tion. The Namm-Dar awarded with this pinnacle blessing can 
tap into that level of excellence temporarily. She can crack a 
safe with a ball-point pen or sing a song that brings her listeners 
to tears. For better or for worse, the degree of acumen this Gift 
grants never goes unnoticed. When a kid from the suburbs does 
a perfect Paganini, people ask questions. The Uratha had best be 
careful in her use of this Gift, lest she draw unwanted attention. 

Cost: 1 Essence and 1 Willpower
Action: Instant
At this level of blessing, the Gift user spends a point of 

Willpower and a point of Essence and chooses one Skill. For the 
remainder of that scene, use of that Skill is a rote action (see 
World of Darkness, p134). This power is useable only once per 
day.

Using Luna  
in Your Chronicle

As a Storyteller, Luna is at your disposal as one of the most 
powerful and iconic in-game tools in your kit. In most chroni-
cles, as an entity, she should never directly enter the equation. 
However, characters feel her influence on a number of levels 
without overt influence and obvious action. Lunes are a tangible 
device to interject into a chronicle. Mythology and folklore 
assist in fleshing out the animistic side of the setting. Ultimately, 
Luna should be a source of mystery and wonder, she is not just 
another spirit or a Deus Ex Machina.

Luna is an opportunity for a Storyteller to challenge play-
ers. Luna is what makes a Forsaken a Forsaken, and not just the 
werewolves of myth and legend. She separates Forsaken from 
Pure. She presents an uncertain truth to existence and a shaky 
legitimacy to the creation myth most Uratha share. Luna exists 
between the hours when Helios lays down for sleep, until he 
arises new. She stands strong during the time when humans 
are instinctively afraid, when they look over their shoulders for 
unseen threats. This fear is rational. The night is dark, and in 
the absence of sight, most humans have only their imaginations 
to draw from. Luna is a goddess to the Forsaken, but she is not 
a benevolent, universally loving god. She is not the humanist 
god of so many monotheistic traditions in which Western people 
are so familiar. Luna is the unknown; Luna is fear, chaos, and 
change. Why then should she behave like she is not?

This section addresses ways to use Luna in your chronicle. 
This is first achieved by addressing Lunes, then by using human 
mythology and folklore in your chronicle. Using humanity as a 
grounding point will help to tell visceral, powerful stories.

Lunes
Throughout history, humankind has attached itself to 

whatever physical manifestations of divinity it possibly could. 
One could argue that its part of human nature to find the flesh 
that represents the holy, and worship it in kind. Why should For-
saken be any different? Luna presents the Forsaken with direct 
avatars. Lunes are a powerful device for Storytelling, as they add 
this form of direct connection to an otherwise ethereal deity. 
Lunes give validity to the Uratha’s story of creation, turning it 
less into a creation myth, and more into a palpable part of their 
history.

The most important thing to note about Lunes is that ex-
pectations should never be completely correct. Luna is an alien 
being; Forsaken should never be able to understand her fully. 
Her avatars should work in mysterious ways; a Storyteller should 
not feel obliged to explain their motivations or methods. The 
existence of the Lunes alone calls into question any conflicted 
stories Uratha may have about their existence, which is powerful 
enough a device without having Luna effectively on speed dial.

Do not hesitate to give personality to Lunes. While being 
mindful of the auspice the Lune represents, one can stretch 
the boundaries of what that auspice may mean in relation to 
the spirit. Under a Cahalith moon, a Lune may appear to be 
speaking out of time; it may speak statements appropriate to 
the conversation five minutes ago, or in regards to what may 
be happening tomorrow. It may appear prophetic or insane, but 
never consistent. If fueled by the Irraka moon, a Lune may refuse 
physical appearance, existing only as sound darting from one 
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place or another. Be creative. The moon is the source of creativ-
ity and inspiration in a number of cultures, run with it. 

Lunes as Divinit y

In most human religions, divinity requires agents for trans-
lation and message carrying. Luna need not be different. Lunes 
act as her voice and sometimes hand. Lunes can be the mysteri-
ous pseudo-priesthood, or even demigod figures. 

The goal is to keep Lunes accessible, while giving them an 
air of the mysterious. Luna may have a message to deliver to 
the Forsaken through Lunes. That message is never, “You need 
to be at the north Central Park pond tomorrow night.” Mes-
sages are vague and cryptic: “The moonlight slices down on 
the orchids, guarded from the filth of the black water. You will 
see the target in the esplanade, axial to the island’s develop-
ment. Then, you will have pleased the Mother.” Characters 
should be a little confused — that’s the nature of a cryptic 
cipher. But, they should also be afforded the chance to discuss 
it and solve the spirit riddles. 

Lune Totems

It’s well-known what happens when a Lune becomes a pack 
totem: the Forsaken involved go insane. What isn’t well-known 
is what Forsaken do when confronted with the situation. 
How does a pack react to an otherwise friendly pack 
that has broken a rarely encountered taboo? What 
if the pack seems completely innocent? Do other 
packs come down on them regardless?

Rumors lurk about; a pack claiming a 
neighboring territory has taken a Lune as 
a totem. Said neighbors have always done 
well to keep to themselves, is it worth 
investigating? Do they represent a threat? 
Investigated, it turns out the rumors are 
substantiated. A Lune has accepted the 
pack for its patronage. Unknown then is 
that the Lune itself is corrupted; another 
spirit has infected it. The hybrid creature 
has directed its pack to lay low, to build 
power. It plans an eventual takeover of many 
nearby loci. Do the players’ characters handle 
this issue through diplomacy, through violence, 
or do they ignore it and hope it goes away?

Auspice 
Challenges

Included in this chapter are a number 
of challenges tailor made to fit each of the 
five auspices. They are specifically designed 
to be used over the course of an ongoing 
chronicle, dropped into the story to test 
the characters when the opportunity 
for their inclusion presents themselves. 
They do not, however, provide a single 
coherent narrative. They are but the 
side dishes to the main course that is 
your chronicle.
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The Challenges
The Last Stand (p. 203) pits a Rahu against an overwhelm-

ing foe. Can he overcome the swarming enemy? Will he even 
fight to live another day? Who will pay the price for his deci-
sions?

Point of Purity (p. 204) forces a Rahu to make a choice: to 
take the easy road and sate her rage or to cling to Mother Luna’s 
dictates.

The Omen Grinder (p. 205) poses a frightening threat to 
any Cahalith. What manner of creature might haunt dreams? 
What would an Uratha do to overcome it?

Our Fallen Brothers (p. 207) cannot be honored when the 
most cherished and sacred of rites, the Funeral Rite, is corrupted. 
Will the Cahalith twist the rite to her own ends or refuse to 
dishonor the fallen?

Questions of Honor (p. 209) are raised when a character 
accuses an Elodoth of dishonorable behavior — before challeng-
ing him to a duel. Can the character reclaim his honor?

A Night of Light and Shadow (p. 211) presents a mystery. 
Two packs approach the Elodoth after a bloody confrontation 
broke out between two of their members. Can the character 
bring resolution to this feud, or will it turn deadly?

The Lonely Road (p. 213) exists in the Shadow, in the 
wilderness, even in the recesses of an Ithaeur’s own mind. This 
challenge presents guidelines for presenting a shaman’s vision 
quest.

The Witches’ Gather (p. 215) to assist an elder Ithaeur 
perform a dread rite. Can the character pull her weight, or will 
an ancient spirit of murder rise from the hard ground?

Quelling the Herd (p. 218) posits the existence of a 
reporter ready to blow the whistle on Uratha society. It’s up to 
an Irraka to fix the damage. How much does Alicia Regan know? 
Can she be stopped? Given the story that she’s already published, 
will simply killing her only lend credence to her writings?

The Con (p. 220) begins with an elder approaching an 
Irraka with a proposition: if the character retrieves a powerful 
artifact from one of the oldest packs in the region, the elder will 
sing praises of her Cunning to the spirits. There’s one twist, how-

ever; to keep the wronged pack from coming after her, the Irraka 
needs to make them think another pack did the deed.

Theme
Luna’s expectations of the Uratha take center stage in each 

of these stories. There’s always an easy way out, but rarely is the 
easy way the right way. These challenges serve as tests for the 
People, and the characters can fail them, even if they solve the 
problems presented.

Mood
These scenes present a sense of auspiciousness. Luna seems 

to take a perverse pleasure in forcing her children into situations 
that test their mettle. The warlike Rahu must always retain their 
Purity while the Elodoth, so capable of seeing every angle of a 
situation, must maintain Honor. Are members of these auspices 
drawn to such situations, or is Mother Luna behind the scenes, 
pulling their strings?

Chapters in Your Chronicle
The challenges presented here work best as short stories in 

your larger chronicle. Each presents a single decision or conflict 
that must be navigated by the character. These decisions will 
help the players understand their characters better, allowing 
them to look back at the decisions they made to uncover just 
what motivates them.

Stories by Themselves

These challenges are too short to serve well 
as individual stories, though they can certainly 
be expanded to do so. An ambitious Storyteller 
might even thread the challenges presented here 
together into a single long narrative. Doing so 
will require the Storyteller to find a theme that 
runs through the story that she wants to bring 
to the forefront, otherwise the story may come 
out fractured and confusing. The Storyteller may 
also wish to expand the challenges to involve 
more than just one or two of the characters 
each, or she will find most of the players bored 
at the table most of the time.

Setup
While most of these stories require very little in the way 

of set-up, a few require that the Storyteller fill slots in the cast 
with characters from their chronicle or establish the motiva-
tions behind the Storyteller characters. A Storyteller interested 
in using these challenges is best served by familiarizing himself 
with them, sketching out a few ideas for which characters from 
his own chronicle to use when necessary, and then keeping an 
eye open on the story for the best time in which to drop these 
challenges. Used in this manner, these challenges can offer an 
interesting new dimension to any story, fitting seamlessly with 
what you have created on your own.

About the Storytelling  
Adventure System

If this is your first Storytelling Adventure 
System (SAS) product, you’ve chosen a fine place 
to start. To keep this story kit lean and focused, 
though, we haven’t included a lot of the core 
premises and Storyteller suggestions that are at 
the heart of the SAS. Whether you’re a new Sto-
ryteller or an old hand, be sure to read the free 
SAS Guide, found at the SAS website:

www.white-wolf.com/sas
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Some of the stories below 
assume that the Storyteller uses the 

characters throughout this book or the 
denizens of her own chronicle. A few 

characters are specific to these stories, how-
ever, and they appear here.

The Omen Grinder: Maskiku
Quotes: (Intimidation) <a low, rattling hiss, the sound of claws 

being dragged across metal, and a distant scream>
(Persuasion) “Leave me be, wolf-child, and I will plague your 

enemies.”
Background: The Omen Grinder does not think in terms 

of then. The past has no meaning and the future is but the vague 
promise of more of the same. Luckily for Maskiku, that means 
more slouching in the dark corners of dreams and chewing on 
the edges, which is precisely what it desires. The creature exists 
in the now, with little to no concern for its past.

Maskiku recognizes that it is incredibly old, that it nibbled 
on the first dreams of the first dreamers, but that others hunted 
it for its crimes, and trapped it in a realm with no minds and no 
dreams. Half a century ago, the dreams of mankind reached out 
to it, to its prison, freeing it to return from its long banishment. 
Now it has focused its predations on the descendents of the 
creature that imprisoned it so long ago: the Uratha.

Description: The Omen Grinder has no constant form. 
Instead it adapts itself to whatever dream it has invaded. It often 
takes on a form that is predatory in nature, whether that of a 

vicious woodland wolf, a hazy cloud of mosquitoes or even an 
avaricious, crisp-suited banker. It occasionally adopts the form of 
accepted dream monsters such as the mare, the hag, or the suc-

cubus or incubus, especially if the dreamer seems inclined 
to fantasize about such entities anyway. Oddly, Maskiku 
won’t (or perhaps can’t) take the form of or claim to be 

Father Wolf or Mother Luna.
Storytelling Hints: While Maskiku has a rudi-

mentary ability to communicate in the First Tongue, its 
mind is an almost solely instinctual construct. Hunt, 
feed, rest, repeat. Its primary imperative is survival, and 

it will do whatever is necessary to do so. The Omen Grinder 
communicates in a manner more-or-less appropriate to its 

chosen form. (The above-mentioned banker will simply speak, 
while the cloud of mosquitoes may form words in the air or buzz 

out a halting speech.) Maskiku can easily adopt frighten-
ing forms in order to intimidate its enemies and will not 
hesitate to do so.
Name: Maskiku
Concept: Omen Grinder
Rank: 4
Attributes: Power 8, Finesse 12, Resistance 6

Corpus: 0 (see Willpower)
Willpower: 14
Essence: 50 (max)

Size: N/A
Speed: N/A
Defense: 12

Initiative: 18
Armor: 6

Influence: Dreams ••••
Numina: Dream Eating, Harrow, the Nightly Dance, 

Shapeshifting
Ban: The Omen Grinder cannot exist outside of dreams. 

While it has a limited ability to travel between dreamers (see 
below), this weakness can be used to trap it in a single mind. If 
Maskiku were somehow torn from the realm of dreams, it would 
become a weak and flailing thing, its Attributes reduced to 1.

Notes: Maskiku is a non-physical entity and cannot be 
harmed through normal combat. It can be fought in dreams, 
however. The following changes apply to dream combat:

• Attack: Highest of Intelligence, Strength or Presence + 
Combat Skill of choice. Maskiku uses Power + Finesse.

• Defense: Highest of Wits, Dexterity or Manipulation. 
Maskiku uses Finesse.

• Armor: Equal to highest of Resolve, Stamina or Compo-
sure. Maskiku uses Resistance.

• Health: Willpower.
If the Omen Grinder is reduced to zero Willpower it loses 

the mental fortitude necessary for cohesion and ceases to be. 
If the character is reduced to zero Willpower, she immediately 
awakens (devoid of Willpower). A character that regularly falls 
in dream combat to Maskiku may develop a derangement.

Supernatural Powers
• Dream Control: Maskiku becomes master of a sleeper’s 

dreams, controlling each aspect of them as a director does a film. 
This necessitates an instant action and a successful Power + 
Finesse roll. 
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• Dream Eating: After hijacking a sleeper’s dreams with 
Dream Control, the Omen Grinder can consume the dream to 
regain Essence. It rolls Power minus the subject’s Composure. 
If the Omen Grinder succeeds, it immediately regains one Es-
sence per success; furthermore, the victim gains no Willpower 
for having rested. While the roll is an instant action, Maskiku 
requires three hours to fully absorb and digest a dream (during 
which time it must remain in the dream being consumed). The 
entity may eat a single sleeper’s dreams only once per night. The 
ability to change dreamstuff into Essence seems to be unique to 
Maskiku.

• The Nightly Dance: Maskiku can, as an instant action, 
spend one Essence to leave one sleeper’s dreams and travel to the 
dreams of another sleeper within two miles. If no other dreamer 
is available, the Omen Grinder is trapped.

• Shapeshifting: Maskiku changes its form as an instant ac-
tion by spending one Essence and rolling Power + Finesse. This 
change may grant bonuses on rolls appropriate to the change. 
Maskiku may, for example, change into a being of angelic beauty, 
effectively gaining a bonus to all Social rolls; conversely, it may 
shift into a terrible monstrosity with ragged claws, gaining a 
bonus to attack rolls. This bonus is equal to the number of suc-
cesses rolled on the Shapeshifting roll.

What is This Thing?

The Uratha that have had the misfortune 
of being haunted by Maskiku only know three 
things for sure: that it claims to be incredibly old, 
that it can reap Essence from the slumber of the 
Uratha, and that it boasts great power. Unlike 
normal spirits, however, which are defined by the 
Aspect of the world they reflect, Maskiku seems 
defined by a lack of such stasis.

While the Storyteller is encouraged to 
define the Omen Grinder’s background for 
herself, this chapter assumes that it is 
one of the formless idigam (p. 37, 
Werewolf: The Forsaken). Maskiku 
has tied itself to dreams, exposing itself 
to attack through dreams. Its ability to consume 
dreams for Essence (and massive Essence pool) 
and its shapeshifting prowess are functions 
of its nature. The Storyteller needs no further 
information than that provided here to use 
Maskiku in a story, but those with an interest 
in the idigam can find a wealth of information 
on these most alien of spirits in Night Horrors: 
Wolfsbane. 

That Which Slumbers: Uspur
Quotes: <a wet, inchoate hiss, like a torch being doused in 

blood>
Background: Long ago, when life was hard and fields of 

hard-packed ice stretched from horizon to horizon, a woman 
gave birth to a baby heir to her clan’s leadership. Yet even when 

the child had been wrapped in furs and taken to his father, the 
woman didn’t stop bleeding. When told, the chief commanded 
that his wife be left behind. The savage world left no room for 
weakness. The woman’s dying grief, resentment and pain gave 
birth to a being without flesh. It traveled, stalking the clan, and 
one night fell upon it, killing one of its members. Each month 
during the Sickle Moon, it would come again, slowly culling the 
herd. When that clan finally fell apart, the spirit followed the 
boy to a new group, to begin anew.

Unfortunately for it, the new clan included a cadre of Iron 
Master sages. These wizened Uratha constructed a prison for the 
spirit, divined its name, summoned it, and bound it to the Earth. 
Every one hundred and one years, they knew, they would have to 
return to bind it again, and so they passed on the secret rites to 
their heirs. Those rites have survived to this night.

Description: A tall, lanky, monstrosity with skin the 
pinkish-gray color of spoiled ground beef, Uspur’s hairless body 
lopes forward as if always chasing something. Its red eyes oc-
casionally brim over, streaming tears of blood to the corners of 
its flat face. The spirit’s skeletal arms are slightly longer than its 
body, and it keeps them crossed over its chest (giving it a bat 
like appearance) or extended before it (as if reaching for its next 
victim). Its voice is a low, malicious hiss, giving the few words it 
speaks the quality of a whispered threat.

Storytelling Hints: Uspur is a woman’s dying hatred and 
whispered curses given form. During its time active it evolved 
into a spirit of spite, malice and murder. These things are all it 
knows. While Uspur may be willing to make a deal, it will only 
do so to preserve its existence or come closer to fulfilling its 
murderous agenda. 
Name: Uspur
Concept: Spirit of Hatred
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Rank: 3
Attributes: Power 6, Finesse 5, Resistance 7
Health: 12
Willpower: 13
Essence: 20 (max)
Size: 5
Speed: 21
Defense: 6
Initiative: 12
Influences: Anger •••

Numina: Blast (steaming mixture of boiling blood and 
freezing wind), Chorus, Claim, Gauntlet Breach, Harrow, Savage 
Rending (as per the Gift, p. 115, Werewolf: The Forsaken)

Ban: Those who wear the accoutrements of the honored 
dead, such as a death mask, significantly weaken Uspur. The 
item must be something that can be worn and constructed to 
honor the dead. Something taken from the dead doesn’t count 
(so, for example, a death mask works, but a suit taken from a 
corpse does not). Uspur’s Numina automatically fail against a 
character in such raiment, and its Defense falls to one for the 
purposes of attacks made by that specific character.

Alicia Regan
Quotes: (Persuasion) “Of course this is off the record.”
(Intimidation) “Stay back! I have a gun! I have friends in the 

police!”
Virtue: Fortitude. Alicia has never liked the idea of back-

ing down from a challenge. If she were the type to give up, she 
would never have hauled herself up from the poorest neighbor-
hoods in the city to her job as a respected reporter.

Vice: Pride. Her ego drives her forward, even when any 
sensible person would have given up. Even when she knows she 
should turn back, her need to prove her ideas right pushes her 
on.

Background: Born one of three children to a mother 
who shared a small apartment with her two brothers and their 
families, Alicia had a hard time forging a place of her own in 
the world. The public library became a haven from the madness 
of her home life, and her attraction to it helped her excel in 
school. While the other kids were getting involved in crime, she 
actually did her homework. The effort paid off and she was able 
to attend the state university on a scholarship. She majored in 
journalism, interned at the local paper, and eventually got a job 
covering crime, a job that takes her back to her old stomping 
grounds more often than she cares for.

About a year ago, Alicia was writing up a story on a group 
of gangbangers who had been severely hurt in an animal attack. 
Her editor wanted her to frame the story as Mother Nature 
fighting back against the corruption on their streets, but Alicia 
found too many loose ends to rest easy, even after the story went 
to press. The testimony of the boys involved had been too frag-
mented, too confused, and the things they described… well, they 
didn’t sound like any animal she’d ever heard of. Since then, 
Alicia’s kept a careful eye on the violent crimes in the region, 
slowly putting together a picture that scares the hell out of her. 
It’s gotten to be too heavy a burden for her own shoulders, so she 
plans to share her findings with the world.

Description: A woman in her late twenties, Alicia’s skin 
is the same dark color as diner coffee, and her hair falls in 

thick curls about her round face. She has a matronly frame that 
immediately puts people at ease, and a voice that can be cool 
and comforting one moment and hard as stone the next. Alicia 
dresses professionally at all times, as if one small tear in the 
fabric of her persona might bring her whole life crashing down 
around her.

Storytelling Hints: Alicia is a driven woman: driven by her 
pride, her need to prove herself, and her fear, both of what lurks 
in the darkness and what will result if she ever fails. Though 
her professional situation rests on solid foundations, she secretly 
fears that the whole thing is far more fragile than it appears, and 
one false move will send the whole thing crashing to the ground. 
Yet those insecurities pale in the face of the fear she has of what 
she’s uncovered over the last year. As scared as she might be of 
losing her job, she is more frightened of what might happen if 
she doesn’t expose the monsters to the world before they find out 
just how much she knows.
Name: Alicia Regan
Concept: Reporter
Virtue: Fortitude
Vice: Pride
Attributes: Intelligence 3, Wits 2, Resolve 3, Strength 2, 
Dexterity 2, Stamina 3, Presence 2, Manipulation 3, Com-
posure 3
Skills: Academics (Law) 2, Computer 1, Craft 1, Investiga-
tion (Reporting) 3, Medicine 1, Occult 2, Politics 2, Science 
1, Athletics (Running) 2, Drive 1, Firearms 1, Larceny 1, 
Animal Ken 1, Empathy (Sense Motives) 2, Expression 
(Journalism) 2, Intimidation 1, Persuasion 2, Socialize 1, 
Streetwise 2, Subterfuge 2
Merits: Allies (Media) 3, Contacts (Police, Underworld, 
Gangs) 3, Danger Sense 2, Encyclopedic Knowledge 4, 
Fame 1, Fleet of Foot 2, Resources 2, Status (Newspaper) 2
Health: 8
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Willpower: 5
Morality: 7
Size: 5
Speed: 11
Defense: 2
Initiative: 5
Weapons/Attacks: 
Type	 Damage	 Range 	 Dice Pool	 Special
Glock 9mm	 2(L)	 20/40/80	 5	 —

Beshilu Swarm
Quote: <a cacophony of mad chittering>
Virtue: Prudence. The Rat Hosts toe the line between care-

ful and cowardly. If the tide turns against them, they’d sooner 
flee than face destruction.

Vice: Gluttony. But the feast of Uratha flesh may prove too 
damn tempting to overcome.

Background: These pathetic creatures have only a tiny 
fraction of the Plague King within them, making them little 
more than common rats. As a ravenous horde, however, they 
can be quite dangerous.

Description: A slick, pulsating mass of vermin, these 
creatures’ eyes flash golden in the smallest sliver of light, 
punctuating the darkness like an endless sky of twin stars. 
They flow like water, crawling upon one another as they 
crash upon everything before them like a wave.

Storytelling Hints: They’re a mass of insane spirit 
rats with limited self-awareness. They’ll defend their 
slave drivers to the death — or until the slave drivers 
are dead, at which point they’ll scatter, melting away 
into the darkness.

Scenes
The challenges begin here and are presented in the same 

order as they are in The Challenges, above. Each challenge in-
cludes an Overview of the scene, specific Descriptions, examples 
of Actions the characters might take, and the Consequences 
thereof. Furthermore, each scene includes Variations on the 
Theme, advice for changing the scene to fit any chronicle.

Swarm Tactics

The character sheet below provides the stats for an individual Beshilu, but in this challenge these creatures 
attack in a massive swarm. To keep bookkeeping simple, use the following swarm rules:

The Beshilu swarm has a natural radius of 10 yards. However, the small confines of the sewer force them 
into a more compact swarm of 2 yards. The swarm’s bites inflict three dice of bashing damage per turn to every 
enemy within the swarm’s radius. (The damage drops to 1 die of damage per turn if they’re able to spread out to 
their natural radius, but rises to 4 dice of damage per turn if they funnel into the sewer tunnels, in which case 
the characters are literally wading waist-deep in rats.) Characters do not benefit from Defense against this roll, 
and Armor does not protect characters from the swarm unless it covers the entire body (even then, its effective 
value is halved against the swarm).

The writhing mass of rats is extremely distracting, levying a –2 to all Perception and concentration rolls 
made by characters within the swarm (even those not being attacked). The swarm can only be effectively 
attacked by attacks that affect an area, such as fire. Such attacks halve the size of the swarm when attacked 
(reducing the damage by 1 die). Five successful attacks are necessary to disperse the Beshilu swarm presented 
here.
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The Last Stand

The Last Stand 
(Rahu)
Mental ••• Physical ••••• Social •••

Overview
A general must know when to stand her ground and when 

to retreat. Werewolves must always be prepared for the possibil-
ity of assault by overwhelming odds. This challenge provides 
guidelines for just such a scene.

In this scene, the characters have descended into a sewer 
in search of a nest of Beshilu. What they find is a massive colony 
of the slavering creatures. It falls to the Rahu to get his pack out 
alive… or to die fighting.

Description
The sewer smells even worse here, a thick, fetid miasma that 

clogs your nostrils and burns your lungs. A slight tingling along your 
skin alerts you to the thinness of the Gauntlet here; you must be close. 
As you feel something semi-solid brush past your legs you hear a chit-
tering in the distance. Your ears instinctively attempt to hone in on the 
sound, to establish just where it’s coming from. Your stomach tightens 
as you realize that the sound of teeth and claws on stone approaches 
your ears from every direction. You feel the blaze of Luna’s glory 
within your heart as it pumps adrenaline to your extremities. This is 
your moment.

The characters have about thirty seconds to decide what 
they are going to do (tell them so) before a veritable swarm of 
Beshilu comes pouring out of the pipes. The Beshilu colony 
vastly outnumbers the characters and is made up of at least one 
Sewer Slave-Driver (p. 242, Werewolf: The Forsaken) per 
character and a swarm of lesser Rat Hosts (see Beshilu Swarm, 
opposite).

An undulating wave of slick fur pours forth from the pipes, slip-
ping into the water with the sound of a torrential downpour. Hundreds 
of beady golden eyes reflect the light. You feel the small forms slip past 
your ankles, their long tails whipping against you in the sewage. The 
mass splits long enough for a form to rise from it. At least as tall as 
your shoulders, the massive bipedal Beshilu’s fur is caked in sludge 
that runs from it in rivulets, dropping chunks of unidentifiable matter 
into the muck. The creature’s lips curl back as it hisses.

The characters begin in a cistern large enough for close-
quarters combat (no more than 10 square yards). The tunnels 
branching off from the cistern are narrow, perhaps only a yard 
wide, and the nearest exit to the surface is at least a hundred 
yards away. (Small pipes and ducts off of these tunnels are too 
small for characters to fit into, even in wolf form, but may 
present opportunities to clever and enterprising characters.) 
The thick muck on the floor halves the Speed of the characters 
(but doesn’t seem to hinder the Beshilu). Worse yet, only two 
of the tunnels lead to exits (and one requires wading through 
the Beshilu swarm) while the other tunnels lead the characters 
deeper into the sewers. Luckily for the characters, the slave-mas-
ters can’t get around them in the narrow tunnels. The swarm, 
however, can.

The characters, especially the Rahu, must think quickly 
and use every advantage they have to survive, much less win the 
day.

Storyteller Goals
Present the character with a threat of overwhelming odds. 

Make it harrowing, but not so hard that the characters have no 
chance of survival. Do not punish them for running. Discretion 
may, in this case, be the better part of valor.

Character Goals
Survive. Take a bastard or two down if they can.

Actions
A fight against overwhelming odds does not necessitate 

that only the characters’ pack be present. If other packs or 
groups are in the scene, it might be up to the Rahu to take com-
mand of the situation.

Taking Command

Dice Pool: Presence + Persuasion
Action: Instant
The reek of the sewers and the approaching rats becomes almost 

overwhelming, but you know what must be done. You have only mo-
ments to make the command that will damn or save your pack.

Hindrances: Each discreet friendly group, pack or unit on 
the field (–1 each), characters being commanded have more 
Renown (–1 and –1 per difference in primary Renown) massive 
size of groups being commanded (–2 to –5)

Help: The character has experience leading these groups 
(+1 to +3 or +1 per dot in appropriate Status), character has 
experience leading groups of similar size (+2), communication 
devices such as walkie-talkies or hand radios (+3)

Roll Results
Dramatic Failure: The force routs, and each group bolts, 

looking to take care of itself.
Failure: The character’s orders are ignored.
Success: The character successfully commands one group 

to perform one action or the entire gathered force to perform a 
single unified action.

Exceptional Success: The character can successfully com-
mand two groups to perform two different actions.

Consequences
This challenge can end with the utter destruction of a pack, 

so it should be used with care. If the Storyteller is willing to let 
the pack die heroically, this may be best suited for the end of a 
story or chronicle, the very height of a climax. If not, then the 
Storyteller should have an escape route ready for the characters 
(this may be as simple as allowing the pack to break apart and 
successfully run for their lives with nothing worse than a few 
scars and broken bones to show for their defeat). If the Rahu’s 
decisions lead to the failure, she should be held responsible, ei-
ther by being maimed or killed, by losing respect (and Renown) 
among the People, or losing an important Mentor or Ally.

Conversely, if the character overcomes the challenge, 
either by successfully leading her pack’s retreat or even by lead-
ing her pack to victory against overwhelming odds, she should 
be rewarded greatly. This would be an excellent justification 
for Renown. Any Renown might be appropriate, depending 
on how victory (or retreat) was achieved. While Wisdom, for 
example, might be appropriate if the Rahu leads his pack to 
retreat immediately, Glory would not be. A particularly bril-
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liant plan on the part of the Rahu (especially one that uses the 
environment against the Rat Hosts) might pave the way for a 
raise in Cunning.

Variations on the Theme

While this challenge assumes that Beshilu 
have surrounded the characters in the rank 
depths of an urban sewer, the guidelines here 
can easily be adapted for use in other situations. 
The characters may have stumbled upon a nest 
of Azlu, for example, or an army of Pure may be 
amassed at their borders.

No matter the details of the confrontation, 
emphasize the desperation, the limited decision 
time, and the need for strong wartime leadership 
and the thunderous sounds of an overwhelming 
foe, and the scene should come alive.

Storytellers with a penchant for 
foreshadowing might do so in the form of 
Tomorrow’s Battle (p. 184). This Rahu faced a 
similarly overwhelming situation and used her 
cunning to come out victorious. A story that 
features The Last Stand might begin with the 
character meeting Tomorrow’s Battle or hearing 
a tale of her deeds.

Point of Purit y 
(Rahu)
Mental •• Physical • Social ••

Overview
Blood runs hot within the children of Father Wolf, hot-

ter yet in those branded to be Luna’s rage-driven warriors. Yet 
Mother Luna holds the Rahu auspice to a high standard: they are 
associated with Purity, the adherence to the Oath of the Moon. 
But in the blood-spattered battlefields of the Forsaken, some-
times one can’t cleave as closely to the tenets of Harmony as she 
might like. Sometimes murdering another werewolf seems the 
only option. Sometimes it’s merely the most appealing.

In this challenge, the character finds a loathed enemy at 
her mercy — and begging for that very thing. Putting an end to 
the antagonist once and for all may seem the most simple and 
rewarding solution, but what price would be paid by her soul?

Description
Werewolves are creatures of high passion, and hatred is 

as strong a passion as they come. Many (if not most) of the 
People hate someone, whether mortal, spirit or werewolf. When 
claw meets claw and fang finds purchase in fur and flesh, when 
Mother Luna’s wrath flows through a warrior’s spirit as surely 
as the burning blood in his veins, how does he cling to Luna’s 
commandments?

Conflict doesn’t have to end with the conclusion of a 
battle. As a character’s nemesis rests broken on the cracked con-
crete, the hard-packed snow or the wet forest floor, how does she 
treat him who she has overcome? Does she give in to her most 
base instincts and commit murder, or can she somehow reconcile 
her duty to her wrathful soul and emotions with her duty to the 
patron goddess?

This scene can be utilized when the character has defeated 
a major foe, preferably one against whom the Rahu holds a 
personal grudge. The foe lay wounded, utterly at the pack’s 
mercy (lost all Health to Lethal damage), completely unable to 
act save to whisper a plea for clemency from his bloodied lips. 
With the contradictory passions of Father Wolf and Mother 
Luna whipping through her body, the Rahu must decide be-
tween dedication to Purity or the fulfillment of vendetta.

He coughs, and the tangy scent of blood hangs in the air. A rivu-
let of the red liquid runs from his torn lips, mingling with dark wetness 
seeping from his broken nose. His eyes are watery, but they seem to 
find you, to lock on you, then gaze beyond you. You see reflected in 
them the cold and distant moon.

“Please,” he whispers, “please. I… I give up. Please… have 
mercy…”

As you stare down on him, you remember everything he has 
done to you. Every wrong and slight, every insult, and the blood boils 
inside you, pushing you to lose your inner beast, to lash out and feast 
on this fallen foe.

But the light of Mother Luna above chills the heat of your beat-
ing heart and howling mind. You know that the Oath condemns what 
your rage demands. And yet, as you look down on his broken frame, 
you know that you can bring his depredations to an end, once and for 
all.

“Please.”
At this point, what happens is entirely in the hands of 

the character. She controls the situation. Does she believe it’s 
possible to permanently resolve whatever crisis is at play without 
killing the foe? Even if she doesn’t, can she bring herself to kill 
someone pleading for pity? 

Either way, a decision must be made. The decision not to 
murder the fallen does not guarantee the foe’s survival, either 
(which might require some quick medical work). The following 
can be used if the foe dies:

The light goes out of his eyes as his clenched jaw relaxes. A sick 
smell of urine and feces mixes with the scent of blood hanging in the 
air. The ground is slick, reflecting the shimmering moonlight. The light 
offers no judgment, neither condemnation nor vindication. It leaves 
you alone, at least for now.

Storyteller Goals
Humanize the antagonist. Emphasize what is at stake 

for the character making the decision. Can she be judge, 
jury and executioner? Can she carry that burden in her soul? 
Whatever decision the character makes, ensure that she lives 
with it. Don’t lessen the impact of the scene by ignoring the 
consequences of the character’s decision. Emphasize the ten-
sion between Purity and Honor; after all, Honor may demand 
that the enemy’s wrongs be revisited upon him. How does the 
Rahu feel when an Elodoth presses him towards murder?
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Character Goals
Navigate the narrow path between what the beast within 

commands and the Oath sworn to distant Mother Luna. Make 
sure that whatever path she chooses, the crisis is resolved.

Actions
The character must decide whether to murder the fallen foe 

(a simple Killing Blow, p. 168, the World of Darkness Rule-
book) or allow him to live (likely necessitating a Medicine roll, 
p. 61, the World of Darkness Rulebook). Before doing so, the 
character may interrogate the antagonist in the hopes of learn-
ing whether or not she has any intention of turning over a new 
leaf if allowed to live.

Reading the Foe’s Intentions

Dice Pool: Wits + Empathy – target’s Composure (if lying)
Action: Instant. (Given that the foe is dying, she can-

not actively contest this roll. Instead, her Composure acts as a 
penalty if she attempts to lie.)

“Don’t,” the wounded werewolf mutters, bloody saliva clinging 
to his teeth and red mucus bubbling from his broken nose.

Hindrances: The foe’s face or body has been damaged 
enough to make reading his intentions difficult (–1 for every two 
Health Levels lost to lethal damage or one Health Level lost to 
aggravated damage). Wound Penalties (–1 to –3).

Help: A successful Intimidation roll might grant a bonus 
die per success (but might also be construed as torture, a Har-
mony 3 sin). This action can benefit from the Teamwork rules.

Roll Results
Dramatic Failure: The character drastically misinterprets 

the foe’s intentions, possibly clouding her judgment regarding 
his fate.

Failure: The character can’t determine the foe’s motives.
Success: The character gets a strong idea of what the char-

acter’s motives are.
Exceptional Success: As success, plus the character gains a 

+1 bonus to Manipulation rolls against the foe for the remainder 
of the scene.

Consequences
If she grants the foe his life, he thanks her profusely in 

whatever manner is appropriate to the specific character. (Of 
course, the conflict doesn’t end here; the Rahu’s packmates may 
have very different ideas about what should be done with the 
foe.) This, of course, assumes that she survives; a tense attempt 
to bandage up a bleeding foe can make for an intense scene, 
whether or not it ends in the foe’s survival.

If the character kills her foe or lets him bleed to death, then 
he dies, never to be heard from again. While the consequences 
of the action (retribution from the foe’s pack or allies or police 
investigation into the grisly slaying, for example) should haunt 
the character for some time to come, resist the temptation to ac-
tually bring the character back from the grave in any form (un-
less, of course, the characters themselves work towards this end). 
The foe’s death should be final, underscoring the permanence 
of the character’s decisions. A Rahu that kills those who beg for 
his mercy will be hard-pressed to justify increases in the Purity 
Renown; furthermore, the Ralunim may be less-than-inclined to 
aid the character in any way (such as providing Gifts).

A Rahu who refrains from slaying a helpless foe may, of 
course, be eligible for an increase in Purity. Furthermore, a 
spared foe may become an indispensable ally to the character in 
appreciation for his continued existence. On the other hand, the 
decision to spare him may come back to haunt the character as 
surely as murdering him.

Variations on the Theme

This scene works best if the foe is another 
werewolf foe. It can, however, be used with a 
human foe if the Rahu in question is Harmony 6 
or higher (in which case the needless murder of a 
human calls for a roll to resist degeneration). 

A character that has fallen below Harmony 
3 (and is likely, as a result, no paragon of Purity) 
will not be as bothered by slaying an enemy as 
one who has retained balance, but such a charac-
ter may still benefit from this scene. In that case, 
the Storyteller can focus the scene less on the 
weight of the decision and more on how far the 
character has fallen. Do witnesses stare at her in 
horror? Do her packmates call for her to hold her 
attack? How does her totem react?

This scene can be further complicated if 
letting the downed foe survive would somehow 
violate the character’s tribal vow (a Harmony 
7 offense). While the breaking of a tribal vow 
is less a threat to Harmony than the murder 
of a werewolf, the former can have social 
repercussions that the latter might not (if, for 
example, the fallen foe is one of the Pure).

The Omen Grinder 
(Cahalith)
Mental ••• Physical • Social •••

Overview
The Cahalith are Mother Luna’s dreamers. One of their 

great powers lies in the dreams granted to them by their celestial 
patron. But the character has begun to suffer nightmares. Rather 
than vivid dreams tinged with the madness of the moon, the 
character experiences draining night horrors that leave her 
exhausted in body and mind. Has Luna forsaken her, or has some 
otherworldly terror begun menacing her in her dreams?

Unfortunately for her, it’s the latter. The Omen Grinder (p. 
199) is an alien entity that subsists off the gossamer stuff of hu-
man dreams. It has recently discovered the character and found 
her Uratha dreams, fueled as they are by the madness of the 
moon, particularly delicious. This leaves the character feeling 
exhausted (she ceases to regain Willpower from rest) and may be 
preventing her from receiving visions from Luna.
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As the nights stretch on, the nightmares become worse. 
Eventually the character must face her dream demons and put an 
end to the predation or face madness.

Description
A vague shadow lurks at the edge of your peripheral vision. 

No matter where you look, it seems always just out of sight. Then 
you notice the fraying… it’s as if the very landscape of this dream is 
fraying at the edges, unweaving and fading into nothingness, which is 
when the nightmare begins.

This challenge likely begins with increasingly unpleasant 
dreams narrated to the Cahalith player, possibly over multiple 
chapters. Eventually the Cahalith comes to be able to divide 
the outside presence from her own dream, possibly due to her 
connection to Luna (in which case, the Omen Grinder may be 
described as limned with a pale lunar light).

Nightmares and dreams offer the Storyteller and player 
a unique way of exploring the character’s ambitions, fears and 
anxieties. As surreal and dangerous as the Shadow can be, 
a character’s mind multiplies that, allowing for a constantly 
shifting landscape of glory or horror. Luna’s influence on the 
Cahalith’s dreams allows the Storyteller to take it even further, 
creating dreams so vivid the character should be sure that they 
are reality.

Like spirits, dreams function on their own mutable logic, 
which does not make sense to the waking mind. The Storyteller 
should feel free to free associate, to take the dream in whatever 
direction she or the player want to, exploring the vistas of the 
mind. Just keep in mind the horror of an entity with similar 
control over the course of the story is always lurking, chewing on 
the fraying edges of the Cahalith’s psyche.

The character will likely decide to turn on the creature that 
plagues her sooner rather than later. The Storyteller has a lot 
of freedom to make this impossible at first, so long as it doesn’t 
become frustrating for the player; a few near misses or hot 
pursuits through a ruined dreamscape can keep the action alive 
without bringing it closer to its conclusion. Eventually, however, 
a showdown is inevitable.

You see it lurking in the twisted shadows, its eyes the deepest 
black, its form limned with the silver light of Mother Luna. It slinks 
towards you, apparently unaware that you have seen it. In your mind 
you hear a mad chorus of whispering voices speaking a single word in 
the First Tongue: “Now.”

Storyteller Goals
Use dreams as a way to expand on the usual threats to the 

Forsaken. Bring the character’s fears and anxieties into sharp 
relief. Drive home the fear of losing one’s auspice ability.

Character Goals
Figure out what’s plaguing her and overcome it.

Actions
Combat with the Omen Grinder, explained on page 199, 

allows for fantastic and impressive displays of combat ability 
usually outside of the abilities of the Uratha and the physical 
laws of the World of Darkness. Furthermore, the Cahalith may 
borrow from her connection to Luna to manipulate the very 
environment of her dream with a bone-shattering howl, levying 
devastating attacks upon her abuser.

Forsaken Dreams

The dreams of the Uratha are not so differ-
ent from those of their mortal kin, though they 
tend to be simpler, tinged with an animal instinct 
that commands even the dreaming mind to run 
free, to hunt, to mate and to kill. A Forsaken’s 
dreams are intense, emotional and always pres-
ent in the moment (even when dreaming of the 
past or future). Generally speaking, the dreams of 
werewolves lack the subtlety of human dreams, 
with less interest in metaphor than in raw reality. 
When metaphor does intrude into an Uratha’s 
dreams, it is often the raw metaphor of nature: 
rain cleanses and redeems, blood represents 
death and birth, and a cave can be shelter or the 
embrace of the Mother.

The Cahalith, however, are a major 
exception to this. Luna’s dreamers experience 
wildly bizarre dreams twisted through the lens 
of the Shadow and touched with the Mother’s 
lunacy. Metaphors may be twisted or have their 
usual meaning undermined by context (that 
rain isn’t so baptismal when it turns everything 
it falls upon into twisted, squirming locusts 
with unnatural fangs). Cahalith also have a 
relationship with tradition, history and language 
that few other werewolves share; as a result 
their dreams often borrow from these sources.

Variations on the Theme

While the Omen Grinder is presented as a 
spirit, players with access to the other World of 
Darkness books might take a page from any one 
of those in determining the Omen’s background. 
Storytellers with access to Vampire: The Requiem 
may paint the Omen Grinder as a member of an 
obscure bloodline. Mage: The Awakening opens 
up the possibility of astral beings. Changeling: 
The Lost provides rules for numerous creatures 
that enter and manipulate dreams. Hunter: The 
Vigil provides guidelines for demons, some of 
which might haunt (or feed on) dreams. A char-
acter from Promethean: The Created might cause 
effects that resemble the Omen Grinder given 
here without even meaning to.

In short, the Omen Grinder allows a lot 
of room to bend the usual rules and themes 
of Werewolf. Borrowing from the other 
Storytelling games allows you to twist them 
even further.
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Dice Pool: Wits + Expression 
+ Primal Urge – target’s Defense and 
Armor

Action: Instant
The power of your connection to 

Mother Luna fills you. The dream seems to 
become more vibrant, more powerful, and 
you realize that it’s happening at your will.

Hindrances: Omen Grinder has 
been preying on the Cahalith long 
enough to have consumed a dream from 
Luna (–3)

Help: Glory Renown (+1 per dot)
Roll Results
Dramatic Failure: The Cahalith 

fails utterly to take control of her own 
dream. She may not attempt this attack 
again during the scene.

Failure: The Cahalith fails to wrest 
the dream from her assailant.

Success: The Cahalith dictates the 
contents of the dream for the turn and 
may inflict a point of Willpower damage 
against the Omen Grinder per success on 
the roll.

Exceptional Success: Additional 
successes are their own reward.

Consequences
The consequences for failing to 

take on the Omen Grinder are prolonged 
mental weakness (lack of Willpower) 
and a loss of what connects a Cahalith to 
Luna: her dreams. The loss of these two advantages would 
weaken her significantly in the face of the usual threats to were-
wolf existence. Even her pack may turn against her if she cannot 
pull her own weight.

Overcoming the Omen Grinder may help her reconnect 
with Luna, that she might cherish that connection all the more. 
This may lead to an increase in the Purity or Glory Renowns.

On the other hand, the character may simply drive the 
Omen Grinder out or even strike a deal with it, sending it to ha-
rass one of her enemies. In this case, the Omen Grinder remains 
out there, possibly preying on those the Cahalith cares about.

Our Fallen Brothers 
(Cahalith)
Mental ••• Physical — Social ••••

Overview
The People respect the spoken word. Theirs is a culture of 

oral histories, tales of personal valor, boasts, vows and, of course, 
Renown. The Cahalith takes on the mantle of historian and lore 
master, a role that, in the violent world of the People requires 
that she be part combat journalist, part poet, and part priest.

One 
of the most important roles of the Ca-

halith is that of speaker for the dead. The 
Uratha steel themselves against their nigh-

inevitable destruction with the knowledge that they 
will be remembered, that their deeds will be praised. One may 
not die tonight or tomorrow, but eventually he will get older, 
will weaken, or will simply take on an opponent that he can’t 
best; but he will continue to strive, even unto death, because he 
knows that a Cahalith will howl his name to the moon.

In Our Fallen Brothers, the character finds herself tasked 
with performing the Funeral Rite (p. 149, Werewolf: The 
Forsaken). Perhaps one of her packmates died during their most 
recent clash with the pack’s enemies; perhaps a werewolf of 
another pack died in a larger battle in which the character was 
somehow involved. Either way, an Uratha died and the character 
was there to witness it.

Description
Leading the fractious (and often judgmental) Uratha com-

munity in a rite to honor the fallen is a difficult proposition on 
its own. Unfortunately for the character, Mother Luna seems set 
to challenge her with an additional complication: an elder of 
either tribe or auspice (such as Aisling Tulane on p. 148) to skew 
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her retelling to inspire support or antipathy for a certain course 
of action. Some examples include:

• The Funeral Rite has been scheduled for a meeting dur-
ing which the local Uratha plan to discuss a threat from the Pure 
(or other universal menace, such as the Hosts or idigam), and the 
elder wishes the character to use her performance to emphasize 
the deceased’s bravery and skill, and inspire in those gathered a 
desire to forge stories of their own bravery against overwhelming 
odds. Conversely, the elder might ask the character to comment 
on the foolhardiness of hunting a foe one doesn’t truly under-
stand, a tactic sure to make the character less than popular with 
those close to the deceased.

• A powerful Uratha hopes to use this opportunity to fur-
ther his political agenda (not that he’d put it in such indelicate 
terms). In a story set in the Rockies, for example, Max Roman 
(p. 299, Werewolf: The Forsaken) might ask the character to 
emphasize the importance of unity across tribal lines, or Rachel 
Snow (p. 300, Werewolf: The Forsaken) may task the character 
with painting the deceased’s demise as somehow the result of Ro-
man’s liberal policies. Max would frame his request as “inspiring 
hope in a time of woe,” while Snow would construct her own 
desires as “using a moment of introspection to re-examine our 
priorities as a People.”

• If the deceased is a member of another pack, perhaps one 
of the members of that pack approaches the character to ask her 
to reframe the story in a way that benefits said pack. If the loss of 
the deceased has significantly weakened, the pack, for example, 
he might ask the character to describe and even embellish the 
story of the combat that led to the deceased’s death in order to 
make the pack seem stronger than it actually is (“You know, to 
prevent more bloodshed”). The character making the request 
may instead be making a bid for pack alpha, in which case he 
needs the character to skew events to paint him in a better 
light than the current alpha (perhaps even laying the blame for 
the deceased’s loss at the current alpha’s feet… a tactic sure to 
incense at least one Uratha). Conversely, perhaps it is the former 
alpha that died, and two different members of the pack come to 
the character to ask her to support their bid for the position dur-
ing the Funeral Rite. The characters that approach the Cahalith 
may even be willing to offer her some form of remuneration for 
her aid.

• For an extra twist, perhaps the request either aligns with 
or against the character’s tribal vow. A Storm Lord Cahalith, for 
example, may have difficulty in preparing something to say if her 
own failures (or those of a Storm Lord ally or packmate) were 
somehow responsible for the death. Similarly, an Iron Master 
may have difficulty with any request to manipulate the Funeral 
Rite if it is to be performed in her territory. Similar tension 
arises if the story of the deceased’s demise includes the character 
breaking or skirting her own tribal vows; for example, a Bone 
Shadow character may find it difficult to speak at the funeral of 
a character that died due to the character’s own negligence in 
paying a powerful spirit its due.

Whatever the Storyteller chooses, the character should 
ultimately be worried about balancing the necessities of Uratha 
tradition, her role as a Cahalith, her relationship with the 
deceased (and the companions of the deceased) and whatever 
agenda the elder hopes to push through.

Her body lay before you, cleaned, perfumed and wrapped in 
heavy linens. Without those cloths, you know, the body would fall 
apart, so badly was it mauled. The white wrap has been stained red 

with the blood of those present, each making an offering of themselves 
to the deceased, whether in love, respect, simple recognition or some 
ineffable confluence of the three. The orange glow of the dying fires 
mixes with the pale glow of the moon above, throwing the hard fea-
tures of the werewolves around you into sharp relief. Their eyes catch 
that light, reflecting it back at you. It is a convocation of predators, 
and it awaits your words.

The details, of course, are highly variable and entirely 
dependent on the locale of the story and the specifics of the de-
ceased’s demise. Who is in attendance? How do they react to one 
another? Have a pair of enemy packs set aside their differences 
for the night to pay their respects?

The Storyteller should also give thought, if he hasn’t 
before, to how bodies are disposed of in the setting. Are the 
deceased laid to rest in the ground, burned on a pyre or set to 
sea with all of their worldly possessions? Conversely, the details 
might be left to the Cahalith player, who might have his own 
ideas as to how a werewolf funeral should play out.

Storyteller Goals
Emphasize the culture of the Uratha. Make the Funeral 

Rite seem as important as it is by showing how much stock is 
put in the rite and how much respect is shown to the ritemaster. 
This also serves as an important opportunity to show players that 
death isn’t the end of their characters and that their deeds can 
and will live on in the minds of the Storyteller characters. Allow 
the player a lot of freedom in her performance of the Funeral 
Rite if she so desires — this is an opportunity for a Cahalith to 
shine.

Character Goals
Navigate the turbulent waters of the Funeral Rite, where 

Uratha cultural obligations and politics meet. Pay respect to the 
deceased without bringing offense to anyone.

Actions
The Funeral Rite is one of the rare werewolf rites with no 

quantifiable effect. It does not call forth spirits, banish humans 
or seal wounds. As a result, it is open to subversion.

Usurping the Funeral Rite

Dice Pool: Manipulation + Expression
Action: Extended (15 successes; each roll represents 10 

minutes)
The eyes peer at you in the darkness, two, maybe three dozen 

sets waiting for the words you’ve composed for the occasion.
Hindrances: Highest Composure among the witnesses who 

know the Funeral Rite (–1 to –5), the character does not actu-
ally know the Funeral Rite (–5)

Help: Character witnessed the deceased’s demise (+1), 
Character uses the Right Words Gift (p. 125, Werewolf: The 
Forsaken) (+2), Deceased was a member of the character’s tribe 
(+1), lodge (+2) or pack (+3)

Roll Results
Dramatic Failure: The character’s attempt to twist the 

Funeral Rite to his own ends becomes patently obvious to those 
gathered. The results can vary drastically (and may be quite 
violent), but at the very least later attempts to sway a member of 
the audience to the desired course of action suffer a –3 pen-
alty. The character suffers a –5 penalty on all Social rolls with 
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werewolves for the week following the botched rite, –4 the week 
after, –3 the week after that, and so forth. The –1 penalty does 
not fade, however, and remains until the character has made 
appropriate amends (and performed the Rite of Contrition to 
reaffirm her respect for the Uratha cultural traditions, p. 155, 
Werewolf: The Forsaken).

Failure: The character makes no progress towards comple-
tion of the rite.

Success: The character progresses towards completion of 
the rite. If the character garners 15 successes, she manages to 
pull off a convincing simulacrum of the Funeral Rite. Further-
more, her words had the intended effect, granting any character 
a +2 bonus on Social rolls intended to sway those in attendance 
to favor the agenda or idea put forth in the subverted rite. This 
bonus lasts for one week.

Exceptional Success: If the character garners 20 or more 
successes, the Funeral Rite is a smashing success. The effects of a 
success apply, and the character gains a personal +1 bonus to all 
Social rolls with attendees for the following month.

Consequences
Four likely conclusions await Uratha faced with this chal-

lenge: the character refuses to suborn Forsaken culture for an 
agenda and hosts a successful Funeral Rite; she refuses to suborn 
Forsaken culture and hosts an unsuccessful Funeral Rite; she 
leads a successful Funeral Rite in which she suborns Forsaken 

culture; or she leads an unsuccessful Funeral Rite in which she 
attempts to suborn Forsaken culture.

So long as the Funeral Rite is successful, the character can 
look forward to being well regarded by those present. If she man-
ages to sway a few opinions in the process, so much the better; 
the only moral authority she has to answer to is her own (and 
possibly the Lunes the next time she attempts to purchase Purity 
or Honor Renown). A particularly strong performance by the 
Cahalith may pave the way for the Glory Renown while a clever 
way of tying the Funeral Rite to whatever agenda the character 
needs to emphasize may put her on the path to the Cunning 
Renown.

If she fails in performing the actual rite, her contemporaries 
likely think she is incompetent or inexperienced, but she does 
no lasting damage to her reputation. If she fails her attempt to 
subvert the rite, on the other hand, all hell might break loose. 
The character’s reputation will be permanently tarnished (at 
least until she has proven her worth and honor again in the un-
forgiving eyes of the Uratha) and she may even inspire allies or 
packmates of the deceased to violence. Given the importance of 
the Funeral Rite, such failure may well lead to broken alliances 
or new enmities for the character’s entire pack.

Questions of Honor 
(Elodoth)
Mental ••• Physical •••• Social •••

Overview
The Elodoth uphold Honor above all other Renown. They 

are expected to keep their word, to fulfill their oaths, and to 
refrain from dishonesty. They are expected to recognize the bans 
of their totems and to bargain with and respect spirits rather 
than binding and commanding them. Werewolves expect other 
Uratha to treat them honorably.

So when an Uratha levels charges of dishonor against an-
other one of the People, everyone takes notice. In Questions of 
Honor, a werewolf makes just such a claim against the character, 
going so far as to challenge the character to honorable combat. 
The reason may be spurious, such as a simple misunderstanding 
that has grown out of proportion or the infuriated party blaming 
the character for the actions of one of his packmates (such as 
the fallout from The Con, on p. 220). On the other hand, the 
accusatory Uratha may be in the right; the life of an Uratha is 
not always clear-cut black and white, no matter how much the 
Elodoth wish it to be.

Whatever the cause of the disruption, the character has 
been called upon to make it right. How he does so depends 
largely on other factors, such as Virtue and Vice, tribe and lodge, 
totem ban, and pack philosophy and politics. A Storm Lord 
or Rahu, for example, may take up claws immediately against 
someone who questions their honor, while an Iron Master or 
Bone Shadow might find some other way to smooth things over. 
Whatever the alignment of the character, he must resolve this 
situation with honor (which includes keeping to his tribal vow 
and the Oath of the Moon), lest others question his again in the 
future.

Variations on the Theme

An important variation on the theme, and 
one that can be used in a story with little prep 
time, is the possibility that an elder will approach 
a Cahalith to perform the Funeral Rite for a 
character whose death she didn’t witness. Such a 
story can involve investigation of and interviews 
with the survivors (if there are any) of a tragic 
combat. What happens when the character un-
covers something that the deceased’s pack would 
rather remain unknown (such as, for example, 
their role in the deceased’s loss)?

Alternatively, perhaps nobody witnessed the 
death. This might happen if the character’s pack 
comes across a long-dead Uratha in a remote 
location. How does one perform the (usually very 
personal) Funeral Rite for an unknown soldier? 
It might also happen in the case of an entire pack 
being wiped out. How does a character in the 
Rockies, for example, cope with being asked to 
perform a Funeral Rite for the whole of BMX (p. 
309, Werewolf: The Forsaken) when it finally 
bites off more vampire than it can chew?

Of course, if the Cahalith does not know the 
Funeral Rite, learning it might make for a story 
all its own.
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Chapter VI: Faces and Phases

Who is the Challenger?

The character that calls out the Elodoth for 
dishonorable conduct needs to be a character 
sufficiently incensed by the character’s actions to 
do so. Chances are someone in the Storyteller’s 
motley cast fits that description. It’s okay if the 
challenger is vastly more or less physically power-
ful than the character, but the Storyteller needs 
to be aware of the thematic implications of a 
more or less powerful character and adjust her 
Storytelling appropriately. Using a more power-
ful character may lend the challenge a tone of 
an angry adult chastising a child while utilizing 
a less powerful character may make the Elodoth 
look like a bully… at least if he doesn’t pull his 
punches.

The character will generally be aware of 
the difference in power between himself and 
his enemy (and if he isn’t, his pack’s Rahu can 
usually figure it out). He must tailor his response 
to the challenge with that in mind, or else he 
may find himself validating his foe’s claims. 
There’s nothing honorable, for example, in 
beating a newly changed pup into a gore-soaked 
pulp.

Description
“You have shown great dishonor in your actions,” the werewolf 

claims, approaching you across the circle, the bonfire throwing her 
features into sharp relief. The others gathered watch each of you 
carefully, their eyes betraying some hunger for the fight that is sure to 
come. “If you value your name at all, you’ll take up claws now and 
defend it before all gathered here, Luna and the totems of our tribes. 
If you fail to do so, you are but an honorless coward. Stand up. Stand 
up and face me!”

If combat doesn’t break out the moment the accusation 
is levied, Uratha will approach characters on both sides of the 
disagreement, making sure that the terms of the challenge are 
understood and accepted. If the combat is to take place that eve-
ning, those gathered will prepare a space where the two can have 
out their differences without endangering themselves or others 
(at least no more than a fight between two werewolves requires).

Combat should not be the only way out, however. A wise 
Elodoth may be able to come to an understanding with his 
opponent and figure out a resolution that serves each equally. 
This can be an honorable path. A Storm Lord might even do 
both, talking things through with the challenger to ensure that 
whatever sparked the situation is resolved before (or after) 
answering the slight against his honor in the hard-packed dirt of 
the fighting ring.

Storyteller Goals
Challenge the character’s honor, presenting him with a 

situation where protecting his honor may not be as simple as 

fighting for it. Allow the character an opportunity to prove his 
honor before the whole of the local Uratha.

Character Goals
Resolve the challenge, whether with words or actions.

Actions
Actions in this scene may vary from hand-to-hand combat 

to an extemporaneous public speech calling for understanding 
from all involved. If the challenger is too incensed to see reason, 
however, it may be necessary to calm her down.

Talking Her Down

Dice Pool: Presence (or Manipulation) + Empathy – sub-
ject’s Composure

Action: Extended (number of successes necessary equal 
to subject’s permanent Willpower; each roll represents thirty 
seconds of conversation)

Her eyes brim with anger, and her lips are curled back from her 
teeth like a growling dog. Words have power, but you’re not sure you 
can summon up words powerful enough to blunt this primal rage.

Hindrances: The challenger’s accusations are true (–2), 
others present aggravate the situation with threats or cat-calls 
(–3)

Help: A well-crafted appeal by the player (+1 to +5), The 
Right Words Gift (+2)

Roll Results
Dramatic Failure: The character misspeaks, causing yet 

more offense to the challenger (and perhaps to others gathered). 
Combat may erupt immediately.

Failure: The character makes no progress towards calming 
her challenger. If the character fails to accumulate the required 
number of successes in a number of rolls equal to his (unmodi-
fied) dice pool, he fails to calm the subject.

Success: The character makes progress towards the goal. 
If the character acquires the required number of successes, he 
manages to calm his rival. The challenger becomes immedi-
ately more receptive to alternate approaches to rectifying the 
perceived breach of honor.

Exceptional Success: The character makes significant 
progress towards calming his challenger. If the character acquires 
10 or more successes, the challenger backs down a bit, making it 
easier to make amends with her and granting a +2 bonus to all 
social rolls to mollify, encourage or pacify her for the remainder 
of the scene. This bonus does not apply to attempts to intimidate 
the character or gauge her motives.

Consequences
The character must make some answer for her honor. He 

does so in a way that raises him above rebuke, causes him to lose 
even greater face, or leaves things as ambiguously as they began. 
If he faces the accusation without dishonoring himself further 
(or if he honorably proves that he never acted dishonorably in 
the first place) he may find himself well on his way towards his 
next dot in the Honor Renown. If, on the other hand, he shames 
himself, he will find the Honor Renown more difficult to earn 
in the future (if he doesn’t immediately lose a dot altogether, a 
fate that should be reserved for particularly egregious displays 
of dishonorable behavior). A character that conducts himself 
with honor may also gain face in the larger Uratha community, 
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earning him a Mentor or making him a figure that younger 
werewolves approach to assist them with their troubles (perhaps 
leading to A Night of Light and Shadow, below).

Variations on the Theme

Perhaps the character hasn’t wronged the 
challenger in any way. Perhaps the accusations of 
dishonorable behavior seem to come out of thin 
air, from an Uratha the character has little to no 
(or perhaps even a friendly) relationship with. 
What’s going on?

This scene may come about as part of 
another werewolf’s schemes. While it might be 
a friendly elder hoping to test the character’s 
mettle or an ally setting up the character for an 
easy victory (or a nasty loss for the challenger), 
it is more likely that the schemer hopes to harm 
the character’s reputation. In this case, the 
crimes levied against the character are likely 
even more egregious, putting increased pressure 
on the character to clear his name and prove his 
honor.

A Night of Light and 
Shadow (Elodoth)
Mental •••• Physical — Social •••

Overview
Luna anointed the Elodoth to walk between opposing 

forces, to be her judge who hears all with an open mind before 
rendering a verdict. But the Uratha exist in a harsh world that 
demands a level of pragmatic thought and action sometimes 
at odds with the ideals asked of Mother Moon. No matter how 
much an Elodoth wishes to see all things with unclouded eyes 
and make decisions based on careful observation, the reality 
of Forsaken existence necessitates a more nuanced approach. 
When those over whom one sits in judgment are his peers, how 
does he walk the straight and narrow?

Two packs with a connection to the character — perhaps 
they share a tribe or have staked out territories that neighbor 
those of the character — have come into conflict. They ap-
proach the character to resolve the conflict, swearing to abide by 
the terms he sets out. While a pair of conflicting characters (and 
their packs) is provided here, this conflict can easily be rear-
ranged to feature characters that already exist in your chronicle.

Description
Two packs, the Silent Howlers and the Second Passage, 

came into conflict when Marcus, a member of the latter pack, 
attacked White, one of the Howlers, with silver. Each combatant 
claims the fight occurred on his pack’s territory.

The Silent Howlers: Made up of Jackie K. (Ithaeur, Iron 
Master, Alpha), White Shadow (Irraka, Iron Master), and Rest-
less Screams (Rahu, Iron Master), the Silent Howlers seem more 
a techno-rock band merged with an underground computer-
repair company than a werewolf pack. These progressive Uratha 
don’t usually interact much with other werewolves, and don’t 
have any strong alliances (at least none they make public). Their 
totem, Hard Drive, is a spirit of digital piracy that demands the 
pack never pay for something they can take for free.

Interviewing members of the Silent Howlers may reveal any 
of the following information:

• The number of ghosts in the pack’s territory has been 
increasing steadily over the last few months. The largest concen-
tration of these ghosts seems to be along the border shared with 
the Second Passage. (The Second Passage denies involvement.)

• Second Passage’s Kelly has threatened the pack on 
multiple occasions, claiming that she will tip off the police to 
Silent Howler’s illegal activities. So far, nothing has come of it. 
Members of the Howlers believe that what they do in their terri-
tory is their business, and that when the Passage threatens to tip 
off the police, what it’s really threatening is to break the Oath of 
the Moon.

• The Howlers claim White noticed Marcus in Silent 
Howler territory. He asked the Uratha to leave. Then, upon no-
ticing the silver knife in his belt, White berated Marcus for his 
pack’s hypocrisy (specifically Kelly threatening to call the cops 
when her own Rahu carriers a silver weapon). At that point, 
Marcus attacked White.

• White fell back from Marcus after receiving a nasty 
wound from the silver knife. He used his auspice abilities to 
escape, but is sure that Marcus would have killed him.

The Second Passage: Composed of Noah (Cahalith, Bone 
Shadow, Alpha), Marcus (Rahu, Bone Shadow), Kelly (Elodoth, 
Hunter in Darkness) and Winston (Ithaeur, Bone Shadow), the 
Second Passage are a secretive cult of a pack that holds sway 
over an old graveyard commonly accepted to be haunted. They 
don’t have a lot of friends among the Uratha of the city, but 
rumor has it they’re connected to another, older pack that shares 
their interests (such as the Pickering Family, p. 304 of Were-
wolf: The Forsaken, if the characters are in the Rockies). Their 
totem, Final Sigh, is a spirit of death that demands members of 
the pack always offer solace and comfort to the dying.

Interviewing members of the Second Passage may reveal 
any of the following information:

• The pack claims that the Silent Howlers regularly use 
their technological know-how and close relationship with spirits 
of technology to attack and steal from businesses and residences 
in Second Passage territory. Meanwhile, they protect their own 
territory from similar attacks. (The Howlers deny this.)

• On the night in question, Marcus was patrolling the 
edges of his territory (but was still within their borders) when he 
was accosted by White, who had apparently been stalking him 
in the shadows. White threatened physical violence, at which 
point Marcus pulled his knife in self-defense. White, apparently 
incensed by the presence of the silver, attacked Marcus, who 
fought back as best he could, wounding White, who then fled 
(“like a coward,” according to Marcus).

• Marcus’s silver knife is not meant to be a weapon, but 
rather a trophy, an item he took from a monster hunter he fortu-
itously killed on the night of his First Change.
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Chapter VI: Faces and Phases

The Truth

• Of the claims above, only one is an out-
right lie: the Howlers have been focusing their 
techno-crime on the Passage’s territory. 

• Whether or not the number of ghosts have 
been increasing in the Howlers’ territory (it may 
just be their imaginations), the Passage is in no 
way involved. 

• The attack took place in an area that each 
pack claims as its own. This overlap is part of the 
tension between the two groups. Therefore, nei-
ther claim registers as a lie, even to supernatural 
powers.

• Marcus’s silver knife is a trophy, but he’d 
be lying if he claimed never to have drawn it 
against another Uratha. He won’t make that 
claim, however, owning up to its use. He has 
never killed another Uratha with it, however.

• Both Marcus and White believe they were 
attacked first. In reality, however, White was 
merely aggressive and belligerent; Marcus struck 
the first blow. Parsing this out may be difficult 
for even the best investigator. Marcus never 
intended to kill White, but rather to “teach him a 
lesson in respect.”

This information is for the Storyteller’s use. 
The purpose of the scene is for the character to 
parse out what truth he can from the testimony 
and make a ruling based on that, not to uncover 
what really happened (though he will likely 
try). Be careful not to give the player too 
much information, and don’t confirm or deny 
his suspicions (unless, of course, the character 
comes up with some way to confirm them in the 
story). 

Storyteller Goals
Provide a challenge with no right or wrong answer. Let the 

character uncover what is right and what is wrong for himself.

Character Goals
Get to the bottom of this conflict and come to a resolution 

that both parties can live with.

Actions
Investigation, Empathy, and Persuasion are all Skills likely 

to be used over the course of this challenge. If the character 
becomes completely stuck during the investigation, a Storyteller 
may allow him to make the following roll:

Putting Together the Pieces

Dice Pool: Intelligence + Investigation

Action: Extended (5 successes necessary; each roll repre-
sents 20 minutes of thought and re-examination of the evidence)

You turn over the stories in your mind, searching for the rough 
edges. Where don’t the pieces fit?

Hindrances: The character hasn’t thoroughly interviewed 
those involved (–4)

Help: The character uses the Sagacity Gift (varies); the 
character has uncovered all of the information given above 
(+2); the character talks the case through with a sympathetic 
individual such as a pack member (+3)

Roll Results
Dramatic Failure: The character comes to a faulty conclu-

sion. The Storyteller should provide a hint that points the 
character in the wrong direction.

Failure: The character makes no progress towards under-
standing. If she fails to accrue the required number of successes 
in a number of rolls equal to her unmodified dice pool, she has 
no flash of inspiration. The character (and the player) must work 
through this by herself.

Success: The character makes progress towards unraveling 
the complexities of the case. When the character has accumu-
lated the required number of successes, the Storyteller can grant 
her a hint designed to point her in a direction that will help her 
get past whatever’s got the player stumped.

Exceptional Success: If the character achieves 10 or more 
successes, she has a sudden moment of insight. The Storyteller 
can grant one piece of information from “The Truth” sidebar 
that is related to what has the character confused. It should be 
a piece of information that the character has not already figured 
out on her own. Furthermore, the Storyteller should remind the 
character there may not be a right answer, but there may be a 
best answer.

Consequences
Depending on the character’s final judgment, the conflicted 

parties may either both be satisfied, one may be satisfied while 
the other is frustrated, or neither is satisfied. If anyone is left 
unhappy with the agreement, they may approach an older, more 
experienced Elodoth. If she rules differently than the character, 
it may cause the character to lose face. Conversely, unhappiness 
on either side of the conflict may result in continued argument 
between the two packs, which will likely eventually culminate 
in violence. Ideally, the Elodoth can present a solution that will 
assuage the wounded pride of both parties while taking steps 
to eliminate the tensions between the two packs. This is easier 
said than done (though establishing firm territorial boundaries 
that both packs agree to uphold is a huge first step in the right 
direction).

Successful arbitration of this argument can lead to an 
increase in Honor and Wisdom, while a creative (and perhaps 
underhanded) solution might justify a reward of Cunning. 
Meanwhile, a botched arbitration can lead to a difficulty in jus-
tifying future purchases of Honor. Any ruling that fails to punish 
Marcus for his transgression against the Oath of the Moon may 
make Honor and Purity more difficult to gain in the future.
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Variations on the Theme

This scene can vary drastically depending on 
who the arguing parties are. A conflict between 
Jagged Sky’s Pack and the New Hope Pack from 
the Rockies will look very different than the con-
flict presented here. A conflict between two elder 
packs (such as the Silver Syndicate and the Pick-
erings) might seem even stranger. Why would a 
young character be tasked with such a duty? Is 
it because he’s theoretically unbiased? Can the 
two pack’s Elodoth not come to a consensus, and 
every other pack’s Elodoth has the good sense 
to stay out of it? Worse yet, what if the conflict 
is between two packs of very different power 
or if one pack has a close alliance with a pack of 
elders? What are the consequences of offending 
the most powerful and renowned local Forsaken?

Furthermore, the feel of the scene will be 
very different if an elder tasks the character to 
judge the conflict as it begins to get out of hand. 
The two packs will be less inclined to cooperate 
with an arbiter imposed from above than they 
would if they sought out his help.

Perhaps only the character’s honor lies 
in the balance — what if this is a setup, a 
conundrum concocted by an elder without the 
character’s knowledge? Why would another 
Uratha devise such a test? What does he hope 
to learn about the character? To what end?

The Lonely Road 
(Ithaeur)
Mental •••• Physical — Social —

Overview
The vision quest and ecstatic trance have long been im-

portant rites in animistic culture. Uratha culture is no different, 
and the Ithaeur, in their role as shaman, are those most likely 
to pursue secret truths from the Shadow — or the shadows of 
the mind. Sometimes these questing shamans seek to peel back 
the veil of What Will Be, and though the Cahalith possess a 
monopoly on prophetic dreams from Luna, the Ithaeur can and 
do pursue other paths to prophecy, whether from Gifts (such as 
those of the Insight and Knowledge lists) or even, if rumor is to 
be believed, from obscure rites and fetishes.

Description
Some Ithaeur go about vision quests the old-fashioned way. 

They travel to a remote location where they will not be both-
ered, then bring themselves to an altered state of mind through 
meditation, starvation, drug use (even if that drug is simply 
caffeine or tobacco), or sleep deprivation. Some Ithaeur disagree 

about whether the natural spiritual affinity of the Uratha grants 
them a leg up in these pursuits. Some believe the innate abil-
ity to peer beyond the physical world harms their attempts to 
realign their modes of thought into the ecstatic model, while 
others feel that such abilities provide the canny Uratha a handy 
shortcut.

Other Ithaeur believe that if the heart of the vision quest 
is communion with the spirit world, one might as well cut 
out the difficult part and travel directly to the realm of spirits. 
These Ithaeur are the most likely among the People to enter the 
Shadow alone, conversing with spirits without the intemperate 
interruption of packmates. They make bargains with the spirits 
or bind them with powerful rites in pursuit of secret knowledge. 
These Ithaeur believe that, despite the obvious dangers, the 
benefits yielded by the path through the Shadow are worth it.

As its name suggests, The Lonely Road focuses on the 
solitude of the vision quest (and, as such, may be best suited to a 
solo game, or one in which the other characters have some other 
pressing matter to attend to). It assumes a journey into the Shad-
ow in a rural, forested setting, but can easily be adapted to other 
wildernesses and approaches to the vision quest. An Ithaeur 
character may decide to take on a vision quest without sugges-
tion, or another Uratha may encourage him to do so, perhaps 
even inviting him to a location conducive to such a journey.

Vision quests are, by their nature, extremely personal 
journeys. They should be couched in metaphor that is meaning-
ful to the specific character. A character may be led by a spirit 
guide, and such an entity is likely to be unique to the character, 
though a pack totem, auspice Lune, or even a servant to a lodge 
or tribal totem may take that role. (Even if the vision quest does 
not take place in the Shadow, these are possibilities. After all, 
a vision quest that occurs entirely in the mind borrows from 
the character’s conscious and unconscious associations, which 
include such entities.)

Furthermore, The Lonely Road is designed with the idea 
of shared narrative construction in mind. The scene prompts 
the player to fill in many of the gaps from his own imagination, 
placing a large part of the burden of storytelling on the shoulders 
of the player. Ideally, the experience of The Lonely Road is a 
cooperative exploration of the character’s anxieties in a meta-

Prophecy for Profit
Note that the goal is to guide the character 

to her own conclusions. Giving an Ithaeur 
concrete advice on how to overcome specific 
obstacles or enemies through a traditional 
vision quest treads too closely on the toes of the 
abilities of the Cahalith. If, on the other hand, 
the vision quest is the result of a power that 
grants just such information, it is best to cleave 
to the specifics of that power. In that case, the 
vision quest may teach the character a bit about 
herself, but it also provides the mechanical 
benefit promised by the Gift.
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phorical backdrop driven by the player’s will. It is not a place to 
provide easy answers to those anxieties, though the Storyteller 
is certainly welcome to grant the character some guidance. The 
primary lessons to be learned from the vision quest are those of 
one’s self and one’s understanding of one’s place in the world.

The Rest of the Pack
While this scene has been designed as 

an exercise between the Ithaeur’s player and 
Storyteller, there’s no reason that the other 
players can’t be involved. Perhaps the vision 
quest isn’t entirely voluntary, and the Ithaeur’s 
packmates must find her (whether she’s wander-
ing the Shadow, the wilderness, or merely the 
urban jungle) before some harm comes to her. 
Perhaps the other characters accompany her on 
the vision quest in a support role, guarding their 
priestess but not allowed to speak to her. If the 
vision quest takes place in a dreamspace, perhaps 
a ritual exists that allows the characters to share 
it. (Such a rite would also be useful in combat-
ing the Omen Grinder, above.) In this case, the 
Ithaeur faces not only her own anxieties, but 
those of her entire pack.

Of course, the characters need not be 
involved in the scene for the players to have a 
hand in it. The Storyteller may allow the other 
players to come up with their own challenges 
or enemies for the Ithaeur to face, letting them 
be the Storyteller for a little while. The two 
approaches may even be combined, with the 
players portraying their characters as they exist 
in the Ithaeur’s mind, an approach that allows 
them to guide the Ithaeur. This even allows the 
dream characters access to information that the 
actual characters could not know.

The forest is calm tonight, the whispers of cicadas no more than 
background music. The warmth of the day is fading, and a cool breeze 
rustles the branches above, sending a few dead leaves floating to the 
ground. Above you, only a few clouds mar the dome of the sky, a glit-
tering ceiling filled with stars that seem set just above the treetops.

Prompt the player for any actions she’d like to take. When 
she is ready to continue, do so.

Your awareness of the life around you grows. These things, these 
trees and animals and fungi, they aren’t simply alive. They’re aware. 
Everything seems to have sight, everything watches you, waits for 
you, for your actions. The world seems to hold its breath, and all is 
stillness.

Allow the player to take a little more control now as she 
explores her environment. Provide vague verbal sketches of 
what she sees and finds, just enough to inspire the scene, but 
not enough to establish complete control of it. Speak as little 
as possible, allowing the player to be alone with her character’s 

thoughts and perceptions. Don’t be afraid to ask “what do you 
see?” or “what do you use?” When this dynamic becomes com-
fortable, introduce the character to her spirit guide.

The trees rustle quietly, and you sense the approach of another. 
It spreads the branches before it as it approaches you through the dark-
ness. What is it?

At this point, take on the role of the spirit guide. As the 
spirit guide, you are a mentor of sorts, but you teach with the 
Socratic method, always asking questions and pulling forth the 
answer from the player. Think of yourself as a mirror, holding 
yourself up to the character that she might see her own faults 
and strengths. 

If, at some point, the game seems to slow down, a change 
in venue seems in order. The spirit guide tells the character that 
it wants to take her somewhere. Ask the player where the spirit 
guide takes her, and then utilize the new locale to shed some 
new light on the character’s problems or as a new metaphor 
or riddle for the character to unwrap. This can be trying for a 
Storyteller on the fly (and if you need to break for a moment to 
make it work, feel free to do so), but the secret rests in finding 
the connections between the location (or what’s at the location) 
and the character’s problems. 

By allowing the player to decide where the spirit guide 
takes the character, the Storyteller already has the advantage of 
having an idea of what it is the player hopes to learn. A player 
who decides that her spirit guide takes her to the site of a grisly 
murder her pack is investigating hopes to glean some new clue 
from the trip, for example. A player who says the spirit guide 
takes her to a graveyard may be hoping to reconnect with some-
one from the past; one who asks to go to a waterfall may be look-
ing for serenity, or she may seek the power of that rushing water.

The headspace of an Uratha is no sane thing, however, and 
the scene eventually collapses into a bad trip. The Storyteller 
should play on the character’s anxieties, both those she knows 
in advance and those she gleans from this session, bringing them 
to the forefront and forcing the character to face them, all the 
while couching them in the milieu of savage horror. At this 
point the scene can become a narrative challenge, a back and 
forth between player and Storyteller, with the latter present-
ing horrific challenges of nightmare and the former presenting 
solutions that allow the character to fight through (and possibly 
overcome) her fears.

Ideally, the character comes to some greater understand-
ing of her trouble through the course of the scene. On the 
other hand, the vision quest may leave the character with more 
questions than answers, and that’s okay, too. Questions make a 
great place to start when seeking answers. When the scene has 
come to a comfortable conclusion, wrap it up. Return to the 
world of the concrete and realistic (or to the material world, if 
the character was in the Shadow), but take pains not to describe 
anything in banal terms. In the wake of even the most surreal 
vision quest, the world should now seem to the character to brim 
with life, energy, possibility and horror.

You blink, and when your eyes open again you’re back in the 
forest, far from where you started. The scents of the trees strike you 
and the stars above blaze like a million shining eyes, watching you. 
Darkness surrounds you, but a blue silver light illuminates the forest 
before you as if providing a path home.
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Storyteller Goals
Establish an environment in which the player can assume 

some control over the narrative, allowing her to comfortably 
explore the issues at play in her character’s mind. Help guide her 
to the answers she seeks, but in a way that puts the onus on her. 
When the player becomes comfortable with the format of the 
scene, take back most of the control, presenting challenges from 
which the character can learn.

Character Goals
Find answers to the questions that plague her. Survive.

Actions
Typical actions in a werewolf’s spirit quest include foraging 

(p. 77, World of Darkness Rulebook), hunting and tracking (p. 
178, Werewolf: The Forsaken), meditation (p. 51, World of 
Darkness Rulebook), solving riddles (p. 60, World of Darkness 
Rulebook), interacting with animals (p. 78, World of Darkness 
Rulebook) and combat. The following provides a mechanic for 
creating a substance that helps the character achieve the ecstatic 
state:

Preparing a Mind Altering Substance

Dice Pool: Intelligence + Medicine (or, if applicable, Oc-
cult, Science or Survival)

Action: Extended (10 successes necessary; each roll repre-
sents one minute of work)

The pungent scent of the reagents singes the sensitive hairs 
within your nostrils. Soon, the concoction will be finished. 

Hindrances: The character fails any rolls to find the neces-
sary ingredients (–1 to –5, depending on the importance of the 
ingredient), the character lacks appropriate tools for the task (–1 
to –5), the character’s first time (–3); additionally, environmen-
tal penalties (low light, concentration, etc.) may apply

Help: The character researches how to correctly ingest the 
substance (+1 to +3, depending on extent of research), the char-
acter purchases mind-altering substances from a (moderately) 
reputable source (+3)

Roll Results
Dramatic Failure: The character accidentally concocts a 

poison of Toxicity 4. Unfortunately, she’s sure she got the recipe 
right.

Failure: The character makes no progress towards her goal. 
The character may make a total number of rolls equal to her 
unmodified Intelligence + Medicine pool; if she fails to garner 10 
successes, her substance is ruined and she must begin again from 
scratch.

Success: The character makes progress towards her goal. 
Once she has accumulated 10 successes, she has produced or 
prepared a substance with the desired effects.

Exceptional Success: The character makes greater progress 
towards her goal. If she accumulates 15 or more successes, she 
produces a substance of unusual potency or quality (the player’s 
choice). A particularly potent drug’s effects may last longer or be 
more vivid, while a drug of high quality has no ill effects on the 
character’s system (or dice pools) after the effect has worn off.

Consequences
The character either learns something new or clarifies 

something about her current circumstances or she comes away 
from the encounter empty-handed. Of course, utilizing what she 
learns from the journey and applying it towards the challenges 
that face her is a sure way towards garnering the Wisdom Re-
nown. Furthermore, the character may use what she learned for 
the benefit of her pack or even local Uratha society as a whole, 
which could pave the way towards any other Renown type.

An obstinate character, on the other hand, may cause 
offense to the spirits over the course of her journey (this might 
happen even in a traditional vision quest, as the spirits are al-
ways watching). Such offense may make further vision quests far 
more difficult for the character and may even limit her chances 
of gaining Renown.

Variations on the Theme

The Lonely Road can be used if an Ithaeur 
character has been badly injured, allowing 
the Storyteller to keep him involved even as 
the character heals up. Similarly, an Ithaeur 
sidelined by a poison, toxin or disease may travel 
the vistas of the mind as her compatriots search 
for a cure or antidote. The wise Storyteller ties 
the events in the two stories together, weaving 
the threads into a unified whole. 

The Witches’ Gather 
(Ithaeur)
Mental •••• Physical ••• Social •••

Overview
While the Ithaeur are not necessarily the keepers of Forsak-

en culture (that honorific goes to the Cahalith), they do exercise 
culture in a way few other Uratha do. They are the keepers of 
ritual, the priesthood. Each rite stands as an agreement forged 
between the Uratha of the past and the spirits. Each remains 
as a story of the wisdom, strength and faith of the People. The 
Ithaeur have a singular talent for mastering rites, and as a result 
they often seek out other ritemasters in other packs to learn 
from. This creates a loose community of shared understanding 
without compare in Uratha society. So when an elder of the 
auspice speaks, the Ithaeur pay attention.

Just such an elder has called a gathering in the character’s 
region. The specific elder is open to Storyteller decision. Perhaps 
Blake Calloway (p. 74) needs assistance. Rockies characters may 
hear the call of Obadiah Pickering or Park Sun Ae (p. 304 to 
305, Werewolf: The Forsaken). Conversely, a powerful Ithaeur 
of the Storyteller’s design works just as well. The ritemaster 
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needs assistance in the performance of a massive rite of binding 
meant to renew the seals on a local ancient evil. She has prom-
ised to teach those who aid her one of the many rites she knows 
in exchange for their assistance. (This may be a rare, secret rite, 
one of the Storyteller’s design, or simply a rite the character 
desires.)

The exact nature of the evil to be sealed is left to the Sto-
ryteller. That Which Slumbers (p. 200) is presented as a possible 
choice but is certainly not the only one. The Storyteller should 
determine exactly what the evil is, if only to help convince the 
characters to help bind it. (Though, on the other hand, perhaps 
even the ritemaster doesn’t know exactly what her rite keeps 
sealed away.)

The ritemaster’s motives for binding the evil will vary with 
the ritemaster chosen by the Storyteller. While one may be 
concerned for her territory (or the region, if the sealed spirit is 
that potent), another may simply be going through the motions 
out of a sense of tradition — his pack or his family has been the 
keepers of the sacred seal for generations.

Description
The gathering occurs in a remote location deep in the heart 

of the ritemaster’s territory. The character, assuming she accept-
ed her elder’s offer, has been presented with a specific route to 
use through the area. As she follows it she senses that she is be-
ing watched (by spirits bound to that purpose by the elder). She 
may have an encounter with another member of the ritemaster’s 
pack, and tensions should be appropriately high. It is not every 
night that a group of Uratha invites others into its lands.

The ritemaster gathers those in attendance at the location 
before performing the rite. The elder explains to the characters 
how the rite is performed, ensures that they understand (perhaps 

even questioning and challenging them on the minor points), 
and then begins to lead the rite. The tension in the scene shifts 
focus to the correct recital of the rite: performance matters not 
only in the binding of a destructive spirit but also in keeping face 
among fellow ritualists. With so many local Ithaeur gathered, a 
poor performance is sure to haunt the character for a long time 
to come.

A second character, someone obviously new to the world 
of the Forsaken, accompanies the ritemaster at her behest. She 
may be a young wolf-blood, a newly changed Uratha, or even 
the least experienced member of the elder’s pack. Her presence 
should seem slightly incongruous, but if asked why she’s present, 
the elder will answer “to bear witness.”

The hair on the back of your neck stands up and you feel an 
electric chill along the surface of your arms as you step into the stone 
circle. Each stone, a massive block three feet tall, is carefully carved 
with representations of the spirits. One bears the avian features of 
an eagle or a crow. Another appears to be a stout, flat-faced bear. 
Each is stained with old blood. The largest stone, set to the north, 
is an obvious representation of Father Wolf, all rage and fangs and 
hunger. On the opposite side of the circle, facing the relic of Father 
Wolf, stands a similarly large stone carved with feminine features of 
an indefinite ethnic origin. She is represented as being draped in heavy 
gowns, and a piece of ice set into a hole in the forehead contains a 
small candle. The ice captures and fractures the light strangely, and it 
seems that as you move about the relic, the glowing ice shifts through 
the phases of the moon.

As the ritual begins, the energy in the air intensifies. Fi-
nally, the spirit is summoned. Unfortunately, the binding fails.

The air itself seems to crack, and from the rent an arm reaches, 
grasping towards you, groping with bloody claws. Those wicked 
fingers stop just before you, held back by some invisible force, before 
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slamming into the ground, digging deep furrows in the stone as the 
spirit hauls itself forth from its age-old prison. The elder witch lets 
forth a final howl, a summation of the incantation, a cry for the 
ancient beast to honor an oath sworn ages ago. For a moment the 
spirit pauses… You feel it inside you when the bonds break, a sudden 
sinking feeling in the pit of your stomach as if the floor has fallen 
away. The spirit ignores the howls of the elder, instead dragging itself 
forth from the depths, its mad, hungry eyes searching for someone to 
blame for its millennial imprisonment.

At this point, the elder demands that the character offer up 
the youthful non-participant described above in sacrifice to the 
spirit to buy her time to perform the rite again. The character 
must choose whether to throw this relative innocent to the 
claws of a spirit of murder or find some other way of putting the 
spirit down, perhaps once and for all. Unfortunately, if the char-
acter hesitates too long in making her decision, the spirit flees, 
escaping into the world.

Storyteller Goals
This is an opportunity on the part of the Storyteller to re-

ally drive home the feel of rites and their importance. Ideally you 
can inspire the player to really get into describing the rites she 
performs on her own as the chronicle progresses. This is also a 
chance to offer the Ithaeur the spotlight, allowing her to interact 
with other Uratha with similar interests. She might not hobnob 
at all, but she might establish friendships, rivalries or mentor/
pupil relationships.

The character should also feel like there’s a real danger to 
what the elder is doing. Ideas about how to heighten this are in 
the Variations on the Theme sidebar below, but at the very least 
the character should feel the danger inherent in the possibility of 
this entity escaping. Energy permeates in the air, and it is not at 
all pleasant. If the player makes a bad roll when performing the 
rite, describe the slip-up, the pulse of energy that accompanies it, 
and the fearful or angry glances from her temporary compatriots. 
If the player rolls well, have one of the other characters mess up. 
When things finally go south, it should seem almost inevitable.

Allow the player a good deal of freedom in describing the 
rite if she desires it. This is her opportunity to take the stage — 
let her run with it.

Character Goals
Seal this entity away. Learn a new rite. Establish relation-

ships with other ritemasters.

Actions
While this scene may include numerous actions such as cre-

ating art, solving enigmas, surreptitiously investigating the other 
Ithaeur, ritual combat or leaping dances, the heart of the scene 
is assisting the elder in her ritual. The “rite” is actually two: 
unique variations of Bind Spirit and Call Jaggling (p. 157–158, 
Werewolf: The Forsaken) specific to the entity being bound. 
The characters call forth the spirit while the elder focuses her 
formidable will on binding it.

Assisting in the Rite

Dice Pool: Harmony
Action: Extended (10 successes necessary; each roll repre-

sents 1 minute of ritualizing)

The ritualists form up about the elder in a semicircle, a crescent 
that recalls the moon in the sky. Mother Luna’s smiling face, her 
vicious scythe, her shadowed face. Each association seems to float to 
the forefront of your mind unbidden as the elder witch begins to chant. 
As the others take up the growling howl, the air begins to shift, like a 
breeze both cold and hot at the same time.

Hindrances: The performer suffers wound penalties (–1 to 
–3), the character knows no rites (–5)

Help: The ritemaster is in Dalu form (+1); the ritemaster’s 
auspice moon is in the sky (+1); the ritemaster meditates suc-
cessfully prior to the ritual (+2)

Roll Results
Dramatic Failure: The character makes a fatal blunder in 

the performance of the rite. The ritual immediately fails and the 
evil escapes. 

Failure: The character blunders, perhaps drawing the 
annoyed attention of his fellow Ithaeur. He makes no progress 
towards the completion of the rite.

Success: The character completes her portion of the rite. 
Unless the Storyteller has other plans, the rite is completed 
without further difficulty. The space has been specifically 
designed as a seal for this spirit (the descriptions above suggest 
a circle of stone totems, but the space might be a cave painted 
with ancient sigils or a columned temple in the suburbs osten-
sibly dedicated to Vesta, the Roman goddess of the hearth) and 
cannot be broken without great effort. The ritemaster whispers 
something to two of the ritualists, one of which might be the 
character. The words are “Once it earns Mother Luna’s pardon, 
it can go free.” 

Exceptional Success: The character performs the rite 
with incredible skill, earning approving nods from his fellows. 
If the character finishes the rite with 15 or more successes, he 
earns the respect of all gathered. He gains a second rite for his 
participation in this scene, either from the elder or from another 
impressed ritemaster. He may also find himself approached by 
younger Uratha for tutelage.

Consequences
The likeliest result of this challenge is the continued 

binding of the dangerous spirit. If, however, the spirit escapes, 
someone will have to do something about it. The character may 
be tasked with the duty if he was responsible for the failure of 
the rite (most likely if he didn’t own up to not knowing any rites 
and attempted to assist at a –5 penalty, resulting in dramatic 
failure). What the spirit does with its freedom depends on its na-
ture, but will doubtlessly be unpleasant; That Which Slumbers, 
for example, might find someone to Claim before embarking on 
a murderous rampage.

The character’s performance of the rite may turn heads or 
earn scorn, depending on how well or poorly it was done. The 
character will find her attempts to learn further rites helped or 
hindered by his actions that night. He may even find justifica-
tion for purchasing the Mentor Merit. A character that attempts 
to assist in the rite without knowing any rituals will find it 
difficult to acquire Honor or Wisdom Renown for some time; a 
character that admits to his failings and sits the ritual out, on the 
other hand, may be well on his way to gaining Wisdom (and may 
impress one of the ritemasters present with his honesty, leading 
her to offer him tutelage).
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Variations on the Theme

The Witches’ Gather is ripe for variation, 
and small twists on the scene as presented can 
dramatically alter the focus of the scene. For 
example, the scene assumes that the rite takes 
place in the elder’s territory, but a simple change 
of venue can alter the feel of the scene signifi-
cantly. What if it takes place in the wilds, where 
no Uratha holds sway; or worse yet, in an area 
known to be haunted by the Pure? The scene 
takes on a furtive danger if the characters must 
sneak to the location of the rite, perform it, and 
escape without drawing dangerous attention. 
What if the rite takes place in the character’s 
territory, representing a hidden threat and 
a secret of the past of which his pack had no 
knowledge? What else might they not know 
about their own hunting grounds, and who else 
knows it? What if the rite takes place in a rival 
pack without an Ithaeur (or whose Ithaeur has 
no interest in the rite)? Can the character nego-
tiate some understanding with these rivals for 
the greater good?

What if the rite somehow isn’t in the inter-
est of the greater good? Perhaps the character 
notices during the course of the rite that the 
way it is set up funnels power into the ritemas-
ter. Is the ritemaster lying to the characters, 
or does she not understand the full extent of 
her own ritual? What happens if a character 
recognizes a mistake in the rite, one that might 
have empowered the spirit and set it free? Can 
the ritual even be interrupted without disastrous 
results? Perhaps the ceremony is twisted in 
other ways. Perhaps it is unnecessary, a tradi-
tion established long ago to provide primacy 
to a certain pack under the guise of a universal 
threat; how does the character react when a 
pack making that very claim arrives to interrupt 
the ritual? 

Finally, what if the character is the only 
Ithaeur aside from the ritemaster to show 
up? Perhaps she only invited the character, 
or perhaps the others refused to involve 
themselves with this ritual. Either way, the 
character’s own actions bear the entirety of the 
weight of tension in the scene. How does she 
comport herself? Why was she chosen? What 
will she learn in return?

Quelling the Herd 
(Irraka)
Mental ••• Physical — Social •••

Overview
The Irraka have a complex relationship with the Herd. 

On one hand, they are stalkers and hunters of the wild without 
compare. Unlike the often unsubtle humans, an Irraka can 
steal through the most silent room unheard, cross the brightest 
room unseen, and leave no trace of his passage behind. Yet the 
Irraka have a certain affinity for the Herd. They bear the least 
of Mother Luna’s maddening touch and have the least difficulty 
hiding their feral passions from prying eyes. That places them in 
a unique position within Uratha society.

So it is that when a popular reporter like Alicia Regan sets 
out to uncover the truth about werewolves, it is an Irraka tasked 
by her pack or elders that makes sure the reporter is silenced… 
without bloodshed.

Description
Late last week Alicia Regan published an article in the 

local news about an act of violence in which individuals were 
severely mauled. These people may have even been killed. The 
details of the act are left up to the Storyteller so that she can tai-
lor it to her specific setting or story needs (possibly even making 
the act of violence one perpetrated by the characters). While the 
police have labeled the assault an animal attack (bear, dog, wolf, 
whatever is appropriate to the locale), Alicia’s story suggests that 
a group of people are responsible.

Alicia, in investigating the attack, found some piece of 
evidence that the police missed, ignored, or failed to notice the 
significance of. Perhaps it is the remains of a used talen. Perhaps 
she found a set of footprints that didn’t belong to any of the 
victims. Again, the Storyteller should tailor this to the Uratha 
involved in her setting or use this scene when the characters 
have been a bit sloppy cleaning up after themselves. Worst of 
all, Alicia claims to have evidence that this attack was only the 
most recent in a long string of violent crimes, evidence that she 
plans to publish in a special report the following week. Have the 
Uratha been found out?

If the character doesn’t take it upon herself to right this 
wrong, she may be approached by an ally, mentor or tribal elder 
and tasked with it. Obviously, Alicia can’t simply be killed: her 
sudden death would simply lend veracity to her work. Instead, 
she needs to be discredited or convinced not to run the story 
(whether by convincing her that she’s wrong about what she’s 
found or that running the article is otherwise not in her best 
interests).

The character should have a lot of freedom with what 
approach he takes to overcome this obstacle. Clever ploys that 
might normally be a little outside of the scope of realism may 
well pay off when put into action by an Irraka. Mother Luna 
smiles on her cunning children. A few possible tactics are pre-
sented below.

This scene does not assume the characters go to any 
particular location. Below is a description of Alicia’s office and 
one of her apartment. Her office is located in the building of the 
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local newspaper, accessed by a locked wooden door with frosted 
glass across which her name is emblazoned.

The office is narrow and, given the preponderance of file 
cabinets along the walls and the large desk in the middle, severely 
cramped. The orange lights of the city filter through the blinds of the 
large window that makes up the far wall, a window that likely helps 
Alicia from going utterly stir crazy. The room is neatly organized, 
mostly, but the desk itself is a disastrous mess of note pads, paper clip-
pings, and printed sheets.

If the characters somehow sneak into the office during the 
day, they might find her laptop on the desk. Otherwise, there are 
no computers in the room. Characters that thoroughly search 
her file cabinets find the evidence from the various scenes of 
attack on a successful Wits + Investigation roll. Even a quick 
glance over the evidence reveals sticky notes with the word 
“werewolf” in her handwriting.

Alicia’s apartment is in an area of town on the rise. This 
gentrified neighborhood was a slum until a few years ago. The 
buildings may be new and the paint fresh, but the sharp percep-
tion of a werewolf picks out the telling cracks in the sidewalk 
and scent of decay. A character that peers into or approaches via 
the Shadow find this heightened, and spirits of pain, drugs and 
murder haunt the shadows, hunting small but resilient spirits of 
hope.

The apartment isn’t large, but it is open, an impression aided by 
the white walls, hardwood floors and track lighting. The only furniture 
in the main room is a couch, a coffee table, and a stand for her 
36-inch television. A bar separates the main room from the kitchen, 
which is immaculately clean. A hallway to the left leads to a bedroom 
and bath. A few pieces of modern art hang in frames on the walls, 
including a piece that looks suspiciously like a subway map.

The character will find little in her home; Alicia keeps her 
home life distinctly separate from her work life. They can find 
a notebook in which she’s written numerous ideas for headlines 
and stories, a few of which have to do with the werewolf case. 
Additionally, if they search the apartment when she’s home (or 
has returned for work but left to work out, buy groceries or some 
similar activity) they might find her laptop. Unfortunately it’s 
password protected, but a successful Wits + Computer roll at a 
–3 penalty can overcome that protection. The laptop contains 
all of her notes and the drafts for most of her stories. She keeps 
her computer backed up on a portable hard drive that can be 
found hidden in her bedroom (at the bottom of her underwear 
drawer), if the characters search it and succeed on a Wits + 
Investigation roll with a penalty of –3.

Storyteller Goals
Present a situation in which the simplest solution isn’t the 

best. Encourage and reward the player’s lateral thinking.

Character Goals
Shut this woman up.

Actions
The character’s approach to this problem can (and should) 

take any number of interesting, compelling turns. Here are just a 
few examples (and their likely outcomes) of ways a clever Irraka 
might keep Alicia’s wild ideas about werewolves from hitting the 
presses.

• Blackmailing Alicia: One way of keeping Alicia quiet is 
through blackmail. Perhaps the character uncovers the sources 
of her Contacts and threatens to reveal them to the public if 
she doesn’t retract the article. Conversely, perhaps the charac-
ter simply threatens Alicia, her friends, her family, or all of the 
above. (Note that to keep Alicia from publishing, these threats 
have to be very persuasive. Pictures of the individuals being 
threatened taken at intimate moments, for example, might do 
the trick.) This has the downside of making Alicia positive that 
her article is right. These threats against her may even push her 
into a new hobby: monster hunting.

• Destroying Alicia’s Evidence: Sneaking into Alicia’s 
home and office and uncovering and taking or destroying the 
mass of circumstantial evidence she’s gathered, can serve as a 
strong step towards silencing the reporter. Unfortunately, this 
tact poses the same major disadvantage as simply blackmailing 
her: she becomes sure that she was on the right track. This may 
lead to her attempting to gather her evidence again (more subtly, 
this time) or even taking up the difficult life of a monster hunter.

• Discrediting Alicia: On the other hand, the character 
might simply skip the step of threatening to discredit Alicia and 
simply do it. The effectiveness of this tactic depends on discred-
iting Alicia in a believable manner. If it is wildly unbelievable, 
the tactic will likely fail. If, on the other hand, the characters 
uncover one or more of the less savory aspects of Alicia’s life or 
career, they may be able to ruin her. Again, however, this poses 
the threat of confirming Alicia’s suspicions.

• Killing Alicia: Murdering Alicia is problematic. Fore-
most, it is a breach of the Oath of the Moon and a sin against 
Harmony (killing her, in this case, is not necessary). Secondly, 
her evidence will still exist (and her editor will almost certainly 
attempt to find it and run it), so it will need to be destroyed as 
well. Furthermore, unless the characters do a damn good job 
at hiding the truth behind the death (by making it look like a 
believable accident, for example), her death will likely only add 
veracity to the claims she made in her paper. No matter how the 
death happens, it will clue in any local monster hunters, who 
likely suspected just such a thing to occur.

Conversely, a character might decide that keeping Alicia 
from airing her story is the wrong solution to this problem (after 
all, the public is expecting it). Instead, she might try to link the 
attacks with some other mundane phenomenon, such as gang or 
underworld activity.

Creating a False Trail

Dice Pool: Wits + Investigation
Action: Extended (10 successes necessary; each roll repre-

sents thirty seconds of crime scene manipulation)
As you glance about the scene, eyes taking in the blood splat-

tered across the walls, nose catching the chaotic, earthy scent of the 
Uratha, a picture of Forsaken violence immediately springs to mind. 
Now you have to repaint the picture.

Hindrances: The character is rushed (such as by the ap-
proach of police sirens) (–2), the character is unfamiliar with the 
details of the previous crimes (–3), witnesses if the characters 
aren’t in disguise (–5)

Help: Specialty in Crime Scenes or Falsifying Evidence 
(+1), witnesses if the characters are in disguise (+3), the char-
acter somehow ties the animal formerly accused by the police of 
the attack with the party they intend to frame (+3)
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Roll Results
Dramatic Failure: The planted evidence doesn’t fool 

anyone. Now the police are taking Alicia’s claims more seriously. 
This is a problem.

Failure: The character makes no progress towards his goal. 
If the character fails to accumulate 10 successes in a number 
of rolls equal to his unmodified Wits + Investigation, her work 
isn’t enough to throw the police (or Alicia) off the werewolves’ 
tracks.

Success: The character makes progress towards her goal. 
When the character has accumulated 10 successes, she has suc-
cessfully set the scene to turn police attention towards those the 
Irraka has decided will take the fall. A few doubters may remain 
unconvinced, however… including monster hunters.

Exceptional Success: The character makes significant 
progress towards her goal. If the character achieves an excep-
tional success, her work is so thorough that even the doubters 
believe it.

Consequences
In many ways, Cunning is a measure of how well a charac-

ter lives a virtuous life through nontraditional means. While a 
character can take an immoral (from the perspective of Harmo-
ny) approach to the problem of Alicia Regan (including murder, 
torture, or, Luna forbid, cannibalism), doing so will bar her 
from increasing her Purity and will do little towards earning her 
Cunning. A clever character should be able to solve a problem 
without resorting to breaking the Oath of the Moon.

This story is likely to end in one of four scenarios. If 
Alicia is killed, her writing (if it isn’t destroyed) may be taken 
more seriously, and hunters will be clued in to the presence 
of the unusual. If Alicia is convinced not to run her story, she 
will likely be convinced that her investigations were about to 
unearth something real, and turn digging her nose into werewolf 
business into a personal hobby. If Alicia is discredited, her career 
will be ruined, and her interest in werewolves may take on an 
embittered, vengeful hue. Finally, if Alicia or the police can be 
convinced that some other group is responsible for the attacks, 
the Uratha may well find themselves entirely in the clear. Of 
course, the character responsible for any of the above outcomes 
will bear the brunt of the fault (or praise) of that outcome.

The Con (Irraka)
Mental ••• Physical — Social ••••

Overview
Sometimes the Irraka have to bend the rules. When they 

do so, it’s always good to have someone to take the fall for them. 
An elder Irraka (either the character’s Mentor, Edward Miller, 
(p. 38), or another character specific to the Storyteller’s setting) 
approaches the character with a challenge: he wants his charge 
to liberate an item of some importance (a powerful magical talis-
man, a familial sword or simply a reminder of a lost packmate) 
from one of the city’s most powerful packs. Obviously simply 
stealing such an item could lead to extremely unpleasant retribu-
tion for both the Irraka and her elder, so another pack needs to 
look like the perpetrators. 

Variations on the Theme

One major variation on this scene involves 
a change in the focus of Alicia’s investigations. 
This is particularly useful for a pack that tends 
to be sloppy in their use of violence. Rather than 
having her notice odd things at various unre-
lated sites that puts her on the trail of the Ura-
tha in general, perhaps she has been snooping 
around the characters’ activities, and is putting 
together a case fingering them specifically. This 
raises the stakes and the tension of this scene.

Instead, perhaps none of the Uratha know 
who has been leaving this trail towards the 
werewolves for Alicia to follow. Are the Pure 
responsible? Perhaps the Hosts or some more 
bizarre shapechangers have been active in the 
area, and the Uratha seem primed to take the 
fallout? Perhaps a group of hunters planted the 
evidence of the werewolves to lure a reporter 
towards them and expose the truth. Whatever 
the case, in this variation, the Irraka must not 
only keep Alicia quiet, but also uncover the real 
culprit and put an end to his or her activities.

Conversely, Alicia may be following the trail 
of the Uratha but jumped to the wrong conclu-
sions. Violent mutilations with trappings of 
shamanism may scream “witches” to her rather 
than “werewolves.” Unfortunately, the real local 
witches have a code of discretion of their own, 
and they’re quite upset with the werewolves for 
putting them in danger. This might make for a 
good crossover session for Storytellers who own 
Mage: The Awakening or Second Sight.

Monster hunters are mentioned a few times 
in this section. While the hunters on p. 207 of 
the World of Darkness Rulebook and p. 235 of 
Werewolf: The Forsaken can serve admirably for 
such an individual, Storytellers are encouraged 
to read Hunter: The Vigil for more information 
on the backgrounds and motivations of those 
few brave (or foolish) souls who take up 
weapons against the creatures of the night. 
Perhaps, for example, Alicia Regan becomes a 
member of Network Zero or Null Mysteriis after 
her encounters with the characters. Perhaps 
she’s already a member.

Description
It’s a quiet night as you make your way through your territory. 

Nothing seems out of the ordinary. Perhaps the world even seems a 
little more calm than usual. You can feel Mother Luna above you, 
watching from the shadows, encouraging you to hide, to hunt, to be 
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one with the darkness. It’s one of those rare nights in which everything 
seems in harmony. Which is why you’re surprised when you realize a 
werewolf is standing in front of you — an Uratha you neither heard 
nor saw coming.

What help can the elder provide? He tells the character 
what the item is, hints at why it’s important, and perhaps gives a 
few suggestions as to where its current whereabouts may be. He 
also offers to sing to the Irralunim of the character’s Cunning 
and grant some other gift, whether a fetish, a secret rite, mem-
bership in a secretive lodge or simply an extended mentorship. 
Otherwise, the character is on his own. This is his challenge, 
after all. (His pack can and should support him in this, of course, 
whether a Cahalith bending her silver tongue to lies, an Elodoth 
and Rahu judging just who the pack can get away with screwing 
over, or an Itheaur enlisting the aid of the spirits.)

The make-up of the power pack can obviously vary from 
game to game. A Storyteller might use the Silver Syndicate or 
Mountain’s Proud Children from Werewolf: The Forsaken 
and Hunting Grounds: Rockies or the Architects of Steel or 
Slaughterhouse Five from World of Darkness: Chicago. A 
Storyteller without any of these books might even fashion a pack 
of (incredible) power from the sample characters in this book 
(though showing how such experienced and varied characters 
function together towards a goal might be a difficult exercise). 
Furthermore, the details of how the fetish is kept need to be 
defined, and should be based on the pack. A few possibilities 
include:

• The alpha or some other member of the pack wears the 
fetish at all times. He may take it off in the shower or during sex, 
but the rest of the time it’s on his body. The characters will have 
to abscond with it from right under his nose.

• The fetish is now considered a central spiritual focus 
of the pack, and they keep it hidden deep within their terri-
tory. Whether it has been hidden in the material world or the 
Shadow, the fetish is guarded by the pack’s totem. 

• The pack has more confidence in human technology 
than the mystical wards of the Uratha or the mercurial spirits. 
They’ve placed the fetish in a state-of-the-art safe behind an 
extensive security system.

• The fetish doesn’t belong to a single pack, but is consid-
ered a testament to the efforts of several. The fetish is passed 
between the packs at a regular interval in an elaborate ceremo-
ny. Each pack has its own way of protecting it.

• The pack that now holds the fetish has become freak-
ishly paranoid. They have slipped the fetish into a condom and 
forced one of their wolf-bloods to swallow it. When it comes 
out, they put it in a new condom, and stick it back in.

The Con is more freeform than many of the other challeng-
es presented in this book. While the core premise is relatively 
simple, the details, such as who approaches the character, what 
pack is to be conned, which is to be framed, and the nature of 
the mysterious item in question, will both limit and present 
approaches the character can take to solve the problem. Like 
the other Irraka challenge, Quelling the Herd, the Storyteller 
should encourage player creativity and allow a great deal of 
player freedom in exploring the options for tricking the group of 
wary predators.

But why does the elder desire the item? Perhaps the elder 
considers the item a danger to himself or to others, and feels 

some responsibility for securing it (perhaps because it was he 
who let the target pack have it in the first place). Perhaps the 
pack wronged the elder in some way, and the elder wants to 
teach them a lesson. Maybe the elder just wants to make a quick 
buck. Perhaps the item itself doesn’t matter, and the elder just 
wants to help the character discover the inner confidence to 
stand up to and outsmart his elders.

Whatever the reason, the way the elder presents the chal-
lenge to the character will be influenced by his rationale for 
doing so. Establishing this beforehand will make the scene flow 
more smoothly and make more sense, even if the character never 
discovers why he was tasked with this errand. One sample fetish, 
the Lionel’s Promise, is given below.

New Fetish:  
Lionel’s Promise (••••)

They say that Lionel’s Fist, a blessed pack of 
Iminir, once traveled the rough and wild trails of 
the western frontier. These fine Uratha were the 
greatest of their time, leaders without par who 
led numerous battles against the Pure before 
finally being overwhelmed and destroyed. Only 
recently have the Forsaken regained Lionel’s 
Promise, a necklace of ivory beads on a leather 
thong of deceptively simple appearance, from 
the Pure.

Close examination reveals (to those versed 
in such things) that the beads are the polished 
teeth of a fallen werewolf and the thong his or 
her tanned skin. Each bead bears a light carving 
of an Uratha glyph, though these are almost 
impossible to see when the fetish is inactive. 
When charged with spiritual energy, the glyphs 
take on a pale silver glow, wreathing the wearer 
in a mantle of power and authority. Once every 
24 hours, a character may expend one Essence 
to gain a bonus to all Social rolls equal to his 
Cunning. (The fetish was originally crafted for 
a member of the Lodge of Crows.) This power 
lasts for the scene.

Furthermore, the character seems preter-
naturally trustworthy to others. While ben-
efiting from this fetish’s power, she may roll 
Manipulation + Persuasion + Cunning versus a 
subject’s Composure + Primal Urge as an instant 
action to entice a character to reveal some 
great secret. This is almost always something 
the subject feels guilty about; the subject usu-
ally reveals the last action she committed that 
necessitated a degeneration roll, whether she 
succeeded or not. Otherwise the secret may be 
a pack or lodge secret. The subject may expend 
two points of Willpower to overcome this com-
pulsion.

Action: Instant
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Storyteller Goals
Give the character a goal that is impossible if approached 

in a straightforward manner. Inspire her to show creative prob-
lem solving, cleverness and finesse. If she succeeds, reward her 
thoroughly.

Character Goals
Get the desired item for the elder without getting caught in 

the act. Turn the wrath of the elders on some other group.

Actions
Numerous tactics might be taken to obtain the item and 

frame another group. Here are a few:
The Shapeshifter: A character with a strong command 

of the Gifts of Mother Luna might use Skin-Stealing (p. 129, 
Werewolf: The Forsaken) to imitate a werewolf of the pack to 
be framed (or of the pack to be stolen from). While this may, at 
first, seem to be the most simple and straightforward solution, 
the theft must still be performed with some manner of finesse. 
After all, the wronged Uratha may be suspicious of a thief so 
openly brazen as to allow herself to be easily seen and be more 
receptive to the framed party’s claims of innocence. Further-
more, in a culture as focused on the public telling of deeds as the 
Uratha, the list of werewolves known to possess the Skin-Steal-
ing Gift may be very short indeed.

The Sneaky Spirit: The character might enlist the aid of a 
spirit of very similar appearance to that of a known spirit ally or 
totem of the pack to be framed to steal the fetish. This approach 
poses some of the same faults as the Skin-Stealing approach, 
with the added disadvantage of being foiled by a timely use of 
the Read Spirit Gift. One major advantage to this approach is 
that it might ferment discord between the framed pack and their 
totem.

The Self Frame-Up: This convoluted strategy is an exam-
ple of something so crazy it might just work. First the character 
must start a public fight with the character to be framed. Then, 
the character steals the fetish (possibly using one of the tactics 
above), but leaves evidence pointing at herself. When the elders 
come to question her, she claims innocence, suggesting that per-
haps she’s been framed — and, of course, everyone knows who 
has the motive to do so. Of course, an Uratha with the Scent 
Beneath the Surface Gift can foil this entire plan.

The Grift: Conversely, the character may set up the pack 
to be framed by actually convincing a member of that pack to 
do the dirty work. The character must exercise incredible care 
and subtlety to convince one of the fall guys to take the fetish 
from the elder pack (by, of course, making him want it for his 
own use). Then, in the chaos that results, the character quietly 
liberates the fetish from the thief. One major advantage to this 
strategy: even if the framed character realizes he’s been cheated, 
he may not be inclined to admit it. Nobody wants to admit they 
got conned.

Consequences
The Con is a challenge with the potential to go very, very 

poorly for the character. She might make enemies of two packs 

and be branded a thief, liar or worse among the local Uratha. 
The best-case scenario, if the character is caught, is that the 
elder pack doesn’t bring the pack the character hoped to frame 
into it at all. Furthermore, failure to acquire the item and set the 
wronged pack against a pack of patsies will lead to a disappointed 
elder Irraka.

Successfully carrying out this challenge, on the other hand, 
can lead to some major rewards. The character almost certainly 
has earned her next dot in the Cunning Renown. She’s earned 
the respect of one of her elders. She may have done all of this 
without even ruffling any feathers. A particularly sharp character 
might even use this to frame up a pack that is already her enemy, 
embroiling them in a conflict with their elders. 

Variations on the Theme

The Storyteller can cook up a few easy varia-
tions on this story simply by changing who wants 
the item to be stolen and why. Perhaps the item 
is dangerous, either to the pack who has it or to 
someone else because the pack has it. An example 
of the latter: a member of the Silver Syndicate 
(from the Rockies) approaches the character to 
relieve a powerful item from Rachel Snow’s pack 
because they fear how she might use it. This chal-
lenge can also work as a tribal initiation from the 
Iron Masters, though as far as tribal initiations 
go, its one hell of a doozey.

An interesting variation might involve an 
inside job of sorts; perhaps a member of the pack 
currently in possession of the item wants it for 
himself. He can’t just steal pack property, so he 
enlists the character.

Finally, a Storyteller might place the item 
in question in the hands of other supernatural 
creatures, such as vampires, mages or 
changelings. This might allow for a bit of 
crossover, requiring the character to trick 
enemies whose powers he doesn’t understand.

Experience
Characters that participate in these challenges should be 

given an additional experience point (beyond the usual points 
granted each session) for doing so. A character that successfully 
overcomes the challenge presented to her garners yet another 
point, and a particularly novel or brilliant solution may garner 
a third point at the Storyteller’s discretion. Finally, a character 
that successfully completes an auspice challenge should usually 
be allowed to purchase a dot of her auspice Renown (if she has 
the experience to do so) as soon as she can find someone to 
perform the Rite of the Spirit Brand for her.
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With this book, Werewolf: The Forsaken 
comes full circle. The loop closes. Part of me cer-
tainly wishes it could have gone on with publication 
forever — complete with major motion pictures, 
testimonials from celebrities and more useful public 
figures about how they love the game, and a major 
shift in how we as a people look at how what we do 
every day matters in the long run. As long as I’m 
wishing, of course. But things are what they are, and 
now we must close. And though I still kind of wish it 
could continue in perpetuity, another part of me says 
we had a very good run. 

That’s no small thing, the good run. If one can-
not have perpetuity — in particular, if one cannot 
have perpetuity without sacrificing quality — then 
a good run is the best you can ask for. And when it’s 
pretty clear you’ve had a run of quality, it’s some-
thing to be proud of.

Werewolf has, overall, had fewer books than 
the other permanent game lines that match it. It’s 
something that powers me with mixed feelings. On 
the one hand, fewer books — it’s hard not to think 
“Are we just not giving out enough to our people?” 
But on the other hand, I look at the reasons we’ve 
had fewer books. 

And the reason that really sticks out is that the 
books we put out were good. I take a lot of pride in 
what the Werewolf team put together. Predators, 
Blood of the Wolf, Blasphemies, Lore of the For-
saken… the list goes on. Books that were so com-
plete and well-written that they somewhat sabotaged 
the need for subsequent generations to qualify. Up to 
this book itself, which is itself something that fills me 
with a vicarious pride. Even when I wasn’t personally 
developing books, there were such talented people 
willing to take over for me that the quality never 
stinted. In fact, I kind of suspect that the books get 

better when I’m not the one in charge. But my per-
sonal ego will gladly take the hit if it means that you 
folks — the readers — are the ones who won out.

It’s not just about the books, of course. I love 
creating books, something physical you can hold and 
revisit whenever you like, but ultimately the books 
were just a means to an end. It was about the stories. 
I have my Werewolf stories, of course. I have stories 
about playtest and neat ideas and linguistic brain-
storming and long nights at the office and discover-
ing new authors and artists, all that sort of thing. But 
some of my best anecdotes are about hearing other 
people’s stories. About listening to what people did 
with the game. How they discovered the pride of 
the underdog triumphant, how they found glory in a 
thankless struggle, how they found all the meaning 
in the world in a few city blocks. 

Those stories are what kept me going. And it 
thrills me to think that ten, twenty years down the 
line, I can pick up a Werewolf book, listen to the 
rush of the stories as they come flooding back, and 
say to myself “I was a part of this.” 

It’s a bittersweet thing to say goodbye to work-
ing on the line — to move to being simply a reader 
and a gamer again. The goodbyes have gotten easier, 
though, because of what comes next. When I turned 
out the lights on Werewolf: The Apocalypse, that 
meant I got to work on a new game — this very one. 
There was little time to mourn before we were im-
mersed in the heart of creation again. And although 
I can’t really talk about the next phase of what I’m 
up to just yet, again it softens the blow. I’m back 
at the task of creation, and it’s going to take me to 
the same inspiring place — the nexus of a thousand 
stories, mine and yours. 

I hope to see you there. Once again, I think we’ll 
have a lot of interesting things to talk about.

Ethan Skemp
June, 2009

Afterword
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