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Minotaur	[Scarred	Lands]	▶	THE	MASKS	Judges	of	Doom	A	secret	society	devoted	to	instilling	fear	in	their	The	Judges	of	Doom	strike	fear	deep	into	the	heart	of	enemies,	the	Masks’	dedication	to	their	dark	arts	is	the	Garou	Nation	by	seeking	out	and	destroying	Garou	so	fanatic	that	they	purportedly	practice	ritualized	who	flagrantly	violate	the	tenets
of	the	Litany.	They	pursue	mutilation	upon	themselves	to	inspire	greater	horror	their	agenda	with	ruthless	zeal.	Pitiless	and	remorseless,	in	their	victims.	Since	the	unknown	is	the	playground	they	show	no	mercy	as	they	hunt	down	and	destroy	Ga-	of	fear,	no	true	Mask	ever	reveals	their	membership	in	rou	—	even	entire	septs	—	who	have	allowed	a
caern	to	the	camp	to	outsiders,	save	for	those	who	are	targeted	be	violated	or	committed	some	other	wholesale	violation	for	indoctrination	into	their	numbers.	of	the	Nation’s	laws.	No	Litany-breakers	are	immune	to	their	scrutiny	and	justice.	Leadership	within	the	tribe	consistently	claims	to	have	stamped	the	Masks	out	of	existence.	Whether	Lords	of
the	Summit	this	is	accurate	or	not	remains	to	be	seen,	but	Shadow	Lord	Galliards	still	sing	many	of	their	tales	as	a	warn-	A	Lord	of	the	Summit	will	do	anything	to	achieve	power,	ing	to	others.	and	once	he	achieves	it,	will	not	sacrifice	it	for	any	reason.	Invoking	the	Litany,	Lords	with	authority	state	that	sinceder’s	children.	Regardless	of	their
individual	paths	to	the	the	Apocalypse	is	at	hand,	there	is	no	longer	any	illusion	ofsummit,	Shadow	Lord	camps	all	serve	one	ultimate	goal	peace	under	which	their	rulership	may	be	honorably	chal-—	the	ascension	of	their	people	over	any	who	would	op-	lenged.	These	Lords	hold	many	leadership	positions	withinpose	them.	Power,	they	believe,	is	more
respectable	than	the	tribe	(and	the	Nation),	where	their	continuous	states	ofpersonal	honor;	any	personal	power	gained	serves	the	“martial	law”	promote	and	preserve	their	tyranny.whole	of	the	tribe.	Revolutionary	GuardBringers	of	Light	This	secret	Shadow	Lord	camp	consists	mostly	of	high-	The	Bringers	of	Light	seek	inner	strength	by	continu-
powered	Philodox	and	their	Ahroun	allies	from	around	theally	testing	themselves	against	the	taint	around	them.	Time	world.	They	meet	in	secret	at	each	Shadow	Lord	Grandand	time	again,	they	seek	out	the	temptation	of	the	Wyrm,	Moot	to	plot	the	usurpation	of	the	Silver	Fangs’	rulershipinteracting	with	vampires,	Black	Spiral	Dancers,	fomori,	of	the
Garou	Nation.	The	Guard	command	great	militaryand	other	Wyrmfolk.	Although	many	have	fallen	while	power,	and	have	strong	internal	coordination.	Thoughtrying	to	embrace	this	camp’s	tenets,	the	Bringers	believe	they	hatch	their	plots	in	secret	and	carry	out	their	actionsthat	the	strongest	(and	truly	worthy)	do	not	succumb	to	without	coordination
from	within	the	Shadow	Lord	hier-the	darkness;	they	overcome	it.	archy,	they	operate	with	the	tacit	blessing	of	the	highest	levels	of	tribal	authority.	Many	high-ranking	ShadowChildren	of	Crow	Lords	aspire	to	join	the	Revolutionary	Guard,	and	being	tapped	for	membership	is	considered	a	tremendous	honor.	Not	all	power	is	gained	through	personal
aggran-dizement.	Children	of	Crow	know	this,	and	by	forgoing	SOCIETY	OF	NIDHOGGthe	call	of	individual	ambition	for	the	sake	of	politicalexpediency,	they	gain	power	by	serving	those	more	pow-	All	Shadow	Lords	understand	the	power	oferful	than	themselves.	Such	servants	will	never	attain	darkness,	but	none	so	deeply	as	the	members	of
thispositions	of	personal	authority.	They	sacrifice	chances	secretive,	mystic	camp.	So	strong	is	their	fanaticismto	gain	power	for	themselves	in	order	to	serve	the	tribe	that	they	claim	that	sunlight	itself	is	a	threat	to	theby	catching	details	in	their	environment	and	uncovering	forces	of	Thunder,	and	seek	to	plunge	the	world	intosecrets	buried	in	the
hearts	and	minds	of	others.	They	eternal	darkness	(the	better	to	carry	out	their	tribe’suse	this	information	not	only	to	destroy	enemies	of	the	rise	to	power	unfettered	by	Helios’	unyielding	rays).Garou	and	fight	the	Wyrm,	but	to	build	a	foundation	The	official	tribal	word	on	this	camp	is	that	it	has	beenupon	which	those	of	other	Shadow	Lord	camps
may	eradicated	due	to	possible	associations	with	vampiresbuild	their	towers	of	power.	and	other	creatures	of	the	Wyrm;	some	believe,	how-	ever,	that	they	have	merely	slipped	back	into	their	beloved	darkness	to	regroup.APPENDIX	499Silent	Striders	fortune	telling,	Harbingers	seek	new	ways	of	interpreting	old	warnings.	Harbingers	are	renowned	as
some	of	the	tribe’s	Strider	camps	tend	to	be	brotherhoods	that	specialize	most	lethal	warriors,	venturing	where	others	fear	to	treadin	a	single	broad	field.	Striders	in	camps	recognize	each	in	order	to	reap	—	and	deliver	—	their	deadly	messages.other	as	members,	aid	and	support	each	other	when	pos-sible,	and	sometimes	keep	their	own	unique
secrets	and	Seekerslore.	Most	recruit	new	members	from	cubs	and	cliath,finding	young	Garou	whose	interests	are	similar	to	theirs	Originally	travelers	who	quested	for	odd	scraps	ofand	convincing	them	that	doing	this	one	thing	is	vitally	spirit	lore,	unique	fetishes,	or	news	of	foreign	lands,	inimportant	to	the	health	and	safety	of	the	tribe.	the	days
since	the	Striders	were	driven	from	Egypt,	the	Seekers	have	dedicated	themselves	to	finding	a	way	toThe	Bitter	Hex	break	the	tribal	curse.	They	are	some	of	the	cleverest,	best	informed,	and	most	knowledgeable	members	of	the	tribe;	Members	of	the	Bitter	Hex	wield	one	of	the	most	they	gather	lore	like	misers	gather	gold.controversial	and
dangerous	tools	known	to	the	tribe:the	curse.	While	members	keep	their	association	with	Swords	of	Nightthe	camp	secret,	the	camp	as	a	whole	makes	no	bonesabout	its	existence.	They	want	the	rest	of	the	world	to	Striders	hate	the	undead,	but	none	more	fervently	thanknow	that	their	tribe	has	suffered	enough,	and	the	Hex	the	Swords	of	Night.	This
camp,	spawned	long	ago	as	thehas	plenty	of	mojo	to	avenge	any	wrong,	no	matter	how	Daggers	of	Nut,	want	nothing	more	than	the	impossible:slight,	against	the	Striders	and	their	Kin.	to	destroy	every	Leech	who	mars	the	face	of	Gaia	with	their	unclean	presence.	While	many	Garou	respect	theirThe	Dispossessed	fervor,	they	sometimes	stir	up
problems	for	septs	that	have	resigned	themselves	to	an	impasse	with	the	vampires	in	Since	the	day	the	Striders	were	banished	from	their	their	area;	wary	peace	is	an	unacceptable	compromise	tohome,	the	Dispossessed	have	sought	a	new	one	for	them;	the	Swords.	All	Leeches	must	die.unfortunately,	they	cannot	agree	on	where	that	new	home-land
should	be.	They’ve	tried	to	establish	replacements	Wayfarersfor	Khem	several	times	over	the	past	thousand	years,	buteach	one	has	(thus	far)	been	a	dismal	failure.	Dispossessed	Loyal	to	Gaia,	to	the	tribe,	and	the	Garou	Nation,are	mostly	homid;	wolf-born	rarely	understand	the	camp’s	Wayfarers	ply	their	mercenary	trade	as	a	way	of	compen-
obsession	with	one	patch	of	land	over	any	other.	sating	for	the	curse	that	drove	them	from	their	homeland.	Unable	to	build	the	support	structure	that	possessing	mul-Harbingers	tiple	caerns	and	established	flocks	of	Kinfolk	can	allow,	they	barter	their	skills	on	the	battlefield	(and	beyond)	Part	of	the	Seekers	until	the	tribe	was	driven	from	with	those
whose	are	not	so	hampered.	In	doing	so,	theyKhem,	the	Harbingers	carry	warnings	of	danger	to	those	wise	not	only	enrich	the	Striders	with	the	resources	they	claim,enough	to	listen.	Wielding	the	twin	swords	of	prophecy	and	but	with	the	ties	they	build	to	other	tribes	as	well.	Silver	Fangs	EATERS	OF	THE	DEAD	Officially,	the	Silver	Fang	tribe	has	no
camps;	their	dogma	is	to	present	a	united	front	to	all	“lesser”	tribes.	Consume	the	brain	of	your	enemy	and	learn	all	of	his	Behind	the	scenes,	however,	they	are	as	schismatic	as	anysecrets:	a	vile	but	useful	ritual.	Unfortunately,	the	burden	other	group	of	Garou,	breaking	themselves	into	Lodges,borne	by	those	who	practice	such	rites	is	often	heavier
Houses,	and	even	some	secret	camps.	These	divisions	runthan	the	knowledge	they	gain.	All	who	consume	the	along	political,	philosophical,	and	practical	lines	that	evenflesh	of	others	slowly	go	insane	and	reek	of	the	Wyrm’s	members	of	the	tribe	often	rarely	completely	understand.stench.	Some	even	develop	an	addiction	to	fresh	brains,and	will	kill
innocent	and	guilty	alike	in	order	to	feast.	Lodges	Other	Striders	seek	out	and	destroy	those	suspected	Serving	as	an	official	declaration	of	focus	and	intent,of	being	Eaters	of	the	Dead.	These	efforts	have	driven	the	every	Silver	Fang	is	expected	to	choose	one	of	the	two	Lodgesremnants	of	the	camp	underground	where	they	are	ru-	soon	after	their
First	Change.	Some	delay	this	decision	andmored	to	practice	their	profane	rite	amongst	the	shadows.	others	refuse	to	ever	make	it,	but	such	a	refusal	hampers	their	progress	in	the	rank	and	tribal	positions.	If	they	can-	not	prove	their	commitment	to	the	principles	espoused	by	a	Lodge,	they	cannot	be	trusted	with	the	commitments	of	an	important
sept	post	or	a	responsible	role	in	the	tribe.500	WEREWOLF	THE	APOCALYPSE	20TH	ANNIVERSARY	EDITIONLodge	of	the	Moon	The	first	Fang	Lodge,	created	to	win	back	the	love	ofLuna	and	gain	her	forgiveness	for	the	tribe’s	allegiance	toHelios,	the	Lodge	of	the	Moon	still	focuses	predominantlyon	the	esoteric:	spiritual	and	mystical	matters,
emotions,and	the	morale	of	its	king’s	subjects.	Insight	and	intuitionare	the	tools	of	Luna’s	Lodge,	and	while	most	of	its	mem-bers	are	homid,	the	majority	of	the	tribe’s	lupus	make	theirloyalties	to	the	Lodge	of	the	Moon.	Lodge	of	the	Sun	Created	in	response	to	the	formation	of	the	Lodgeof	the	Moon,	the	Lodge	of	the	Sun	concerns	itself	withthe
material	world:	history	and	current	affairs,	inter-septand	inter-tribal	relations,	tracking	the	movements	of	theEnemy,	and	the	like.	Its	methods	are	order	and	reason,and	the	lodge	is	dominated	by	homids.Houses	Of	the	thirteen	tribal	Houses	that	once	existed,	onlyseven	remain:	Seven	Silver	Fang	leaders	guiding	thedestiny	of	the	tribe	from	around	the
globe;	seven	SilverFang	families,	each	with	their	own	perspective	on	howthe	tribe	—	and	the	Nation	—	should	be	run.	House	Austere	Howl	(Great	Britain)	Austere	Howl	has	recently	been	savaged	by	allegationsof	corruption	and	Wyrm-taint	through	sacrificial	HellfireClub	rituals	amongst	their	Kinfolk.	Their	Queen	has	dis-appeared	and	the	House
scrambles	to	try	to	redeem	itself.	The	Blood-Red	Crest	(Asia	and	India)	For	thousands	of	years,	The	Blood-Red	Crest	was	thetribe’s	only	successful	foothold	in	the	East.	Now,	plaguedby	infertility,	The	Blood-Red	Crest	teeters	on	the	edgeof	wholesale	Harano.	Clan	Crescent	Moon	(Russia)	Preferring	to	refer	to	themselves	as	a	Clan	rather	thana	House,
Crescent	Moon	relies	on	codes	set	by	their	his-tory	and	ancient	tradition	more	than	most	do,	which	hasled	to	both	their	downfall	and	their	rebirth.	House	Gleaming	Eye	(Northern	Europe)	Calculating,	ruthless,	and	more	than	a	little	mad,House	Gleaming	Eye	watches	the	rest	of	the	tribe	(andthe	Nation)	with	a	vigilant	gaze.	Their	inquisitors	seekto
root	out	any	Wyrm-taint	within	the	tribe	before	it	canbecome	an	epidemic.	House	Unbreakable	Hearth(Canada	and	American	Midwest)	Priding	itself	on	its	role	as	an	inter-tribal	facilitator,Unbreakable	Hearth	has	done	little	recently	to	quell	theconflicts	raging	across	North	America,	instead	turninginsular	after	an	unknown	foe	destroyed	several	of
itsmain	caerns.	501House	Wise	Heart	(Mediterranean	and	Middle	East)	Philosophical	Divisions	Long	considered	to	be	a	bastion	of	wisdom	within	the	Not	truly	Lodge,	nor	House,	nor	camp,	these	philo-tribe,	Wise	Heart	has	begun	hoarding	their	secrets	even	sophical	parties	form	yet	another	fault	along	which	themore	closely	of	late,	leading	some	to
suspect	they	may	be	Silver	Fangs	divide	themselves.	Not	all	Fangs	belong	todabbling	in	knowledge	Garou	were	not	meant	to	know.	one	mind-set	or	the	other,	and	not	everyone	who	believes	in	line	with	one	of	the	parties	self-identifies	as	a	Renewal-	House	Wyrmfoe	(American	Northeast)	ist	or	a	Royalist,	but	the	division	is	significant	enough	to	warrant
mention.	The	most	modern	tribal	House,	Wyrmfoe	is	known	forits	mavericks:	its	bold	and	individualistic	kings.	They	rely	Renewalistsmore	on	their	own	instinct	and	wits	than	on	tradition.	Sometimes	confused	with	the	clandestine	usurpers	whoCamps	call	themselves	“Renewal,”	the	Renewalists	seek	to	“fix”	what	they	believe	to	be	a	problem	in	the
tribe:	excessive	Spanning	various	Lodges	and	Houses,	most	Silver	adherence	to	ceremony	and	tradition	in	the	face	of	urgentFang	camps	are	secretive	groups	whose	members	would	need	for	new	solutions	to	modern	problems.	Some	urgelikely	be	shamed,	punished,	or	worse	if	their	association	kings	to	rely	not	on	past	wisdom,	but	on	present	intel-with
the	camp	was	known.	Others	revel	in	their	secrecy	ligence.	Others	call	for	a	spiritual	reinvigoration,	a	returneither	because	it	suits	their	camp’s	goals,	or	to	keep	their	to	times	when	ancient	kings	would	consult	the	local	spiritinformation	out	of	the	public’s	eyes	—	or	both.	leaders	before	taking	any	action	that	would	affect	the	area.	Grey	Raptors
Royalists	A	society	of	Silver	Fangs	who	strive	to	punish	those	Royalists	look	to	the	past	to	answer	questions	of	thewho	insult	or	ignore	their	tribe’s	ancient	right	to	rule,	the	present;	they	believe	that	the	Fangs’	ancient	traditionsGrey	Raptors	keep	their	identities	secret,	but	their	actions	provide	an	answer	for	any	situation	—	if	followed	cor-are	overt.
Terror	and	torture	are	their	bread	and	butter	rectly.	They	abjure	modern	changes	or	adaptations	toin	their	attempt	to	enforce	ancient	oaths	of	fealty	that	the	tribe’s	way	of	doing	things,	clinging	to	the	past	withfew	Garou	outside	of	the	Fangs	remember	or	recognize.	fanatical	devotion.	Ivory	Priesthood	Stargazers	When	the	First	Wolf	died	to	save
Gaia,	it	learned	Nothing	is	perfect;	reality	is	inherently	flawed.	Eventhe	“Secret	of	Death.”	The	Ivory	Priesthood	is	a	secret	a	tribe	such	as	the	Stargazers	is	fractured	into	fragmentssociety	of	Fang	Theurges	who,	after	undergoing	a	series	of	that	only	catch	part	of	the	mirrored	whole.	Some	arespiritual	trials	and	tests,	begin	learning	these	same	secrets
simply	tribe	members	gathering	together	for	a	specializedabout	what	lies	beyond	the	shroud	of	Death.	purpose,	focusing	on	a	single	Gaia-given	task.	Others	organize	themselves	apart	from	the	tribe	in	a	spirit	of	Masters	of	the	Seal	divisiveness	and	collapse.	No	Child	of	Falcon	would	ever	admit	to	being	a	mem-	Ana-gaminber	of	this	camp	and	to
accuse	one	of	it	would	result	in	ademand	for	honorable	challenge.	The	reason	is	simple:	Known	as	the	“Non-Returners,”	some	believe	theMasters	of	the	Seal	are	thieves	one	and	all,	stealing	secrets	Ana-gamin	to	be	nothing	but	a	legend.	Depending	onfrom	the	spirits	and	from	other	tribes.	While	they	keep	which	story	is	told,	they	either	accept	or
kidnap	tribaltheir	identities	secret,	they	divulge	what	they’ve	learned	members	that	they	feel	are	worthy	to	accompany	them	onto	others	in	the	tribe	who	can	use	the	information	to	best	their	journeys	through	the	Umbra.	They	seek	to	releasepromote	the	Fangs’	communal	interest.	themselves	from	the	fetters	of	reality,	and	believe	that	soon,	all
Stargazers	will	go	to	the	Umbra,	free	of	their	Renewal	mortal	chains,	and	never	return	to	earth.	There	are	rivals	to	the	power	of	the	Silver	Fangs	even	oTfhteheHDeaveemnolyn-SEuactceerssorswithin	the	halls	of	the	white	wolves.	The	secret	societycalled	Renewal	dares	to	dissent	from	tribal	orthodoxy	and	Labeled	an	Apocalypse	cult	by	many,	the
Successorsseeks	to	replace	the	old,	inbred,	senile	leaders	with	fresh	dedicate	themselves	to	defeating	and	destroy	the	demonsand	sane	ones.	They	don’t	want	the	Silver	Fangs	as	a	tribe	who	drink	Gaia’s	soul	like	hungry	tumors	—that	is,	vam-to	relinquish	power	over	the	other	tribes,	since	they	think	pires	and	other	undead.	While	not	in	battle	with
theirthis	will	spell	doom	for	the	Garou	Nation.	They	merelybelieve	that	change	from	within	must	happen.	They	haverecently	made	overtures	to	the	Stargazer	group	called	theInner	Path,	and	are	exploring	ways	the	two	groups	canwork	together.502	WEREWOLF	THE	APOCALYPSE	20TH	ANNIVERSARY	EDITIONdemons,	members	of	this	camp	are
often	indistinguishable	THE	METASTIC	BIRTHfrom	other	Stargazers.	But	when	faced	with	their	enemy,they	don	green	robes	in	homage	to	Zhong	Kui,	the	first	of	These	Stargazers	believe	that	the	Wyrm	is	nottheir	number,	and	attack	with	single-minded	fanaticism.	caged,	but	in	is	a	cocoon	undergoing	metamorpho-	sis,	preparing	for	a	new	reality
being	birthed	by	theThe	Inner	Path	Weaver.	Once	it	has	finished	its	metamorphosis,	it	will	burst	from	its	chrysalis	and	usher	in	the	new	The	Inner	Path	is	a	covert	faction	of	Stargazers	dedicated	world.	The	Stargazers	who	follow	this	camp	believeto	taking	over	the	Silver	Fangs	by	mind	control	and	shap-	this	is	a	good	thing,	and	that	the	tribe	should
helping	policy	from	within.	They	believe	that	someone	must	others	prepare	for	it,	not	fight	it.control	the	insane	Garou	leaders	for	the	good	of	Gaia	andthe	Nation	as	a	whole.	They	are	very	secretive	and	operate	The	World	Treewithout	the	knowledge	of	their	tribal	masters.	The	Inner	Pathhas	succeeded	in	winning	converts	within	the	Silver	Fangs,	The
World	Tree	seeks	to	spread	enlightenment	notmost	notably	the	Silver	Fang	secret	society	called	Renewal.	just	among	the	Garou	but	also	to	humans,	mages,	and	the	Changing	Breeds.	They	also	travel	farther	in	the	realmsKlaital	Puk	of	spirit	than	most,	having	learned	to	send	their	minds	into	the	Astral	Umbra	in	search	of	lore	while	their	bodies	Led	by
a	reincarnation	of	Klaital,	the	first	Stargazer,	remain	rooted	to	the	earth.the	Puk	follow	their	mentor’s	guidelines	for	cultivationof	enlightenment.	They	feel	that	understanding	from	The	Zephyroriginal	wisdom	is	to	be	more	valued	than	wisdom	from	amind	tainted	by	the	modern	world.	Recently	the	camp	has	Members	of	the	Zephyr	travel	among	other
Garou,been	devastated	because	the	spirit	of	Klaital	has	not	been	joining	packs	and	spreading	their	wisdom	through	example.reincarnated	to	lead	them.	Some	believe	this	to	be	a	sign	Experience	is	their	goal,	for	in	its	twisting	fates	they	hopethat	the	last	days	of	the	Apocalypse	are	upon	the	Nation.	to	gain	visions	unobtainable	otherwise.	Kai	Lin	is	said
to	have	been	the	first	of	this	camp.	Some	say	the	ZephyrOuroboroans	was	originally	formed	around	a	dojo	for	the	training	of	Kailindo.	But	like	the	wind	spirits	they	commune	with,	They	seek	to	free	the	Wyrm	of	Balance	from	the	Web.	they	cannot	stay	put	in	one	place	for	long	and	roam	withInstead	of	striving	against	the	Weaver,	they	use	their	the
storms.energies	to	seek	out	the	Wyrm	in	all	its	forms	in	hopes	ofdiscovering	the	secret	of	freeing	it.	Only	by	following	the	UktenaWyrm	to	its	cave,	rather	than	fighting	its	minions,	do	theyfeel	they	may	truly	influence	the	outcome	of	the	Final	War.	Uktena	camps	tend	to	be	groups	of	like-minded	tribe-members	who	bind	themselves	together	in
searchThe	Sacred	Thread	of	certain	secrets.	Each	camp	has	a	particular	focus	and	seeks	a	specific	kind	of	knowledge.	Some	wish	to	explore	Members	of	this	camp	feel	that	the	Garou	Nation’s	only	the	secrets	of	the	material	world;	others	look	to	thewerewolf-centric	focus	will	be	their	undoing,	and	that	spirit	lands	or	even	places	that	should	remain
hidden.only	by	fighting	the	Wyrm	where	it	lives	—	in	the	heartsand	minds	of	mankind	—	can	the	War	be	truly	won.	The	Bane	TendersSacred	Thread	travel	into	the	darkest	hearts	of	humanpopulations	and	act	as	instructors,	counselors,	and	men-	A	dedicated	group	of	powerful	Medicine	Workers,tors	for	the	people	they	find	there,	offering	education	of
this	camp	demonstrates	a	fanatical	devotion	to	keep-many	kinds	to	help	strengthen	the	human	spirit.	ing	what’s	left	of	the	Pure	Lands	pure.	Most	have	little	time	for	being	involved	with	a	sept	or	pack;	they	spendTrance	Runners	all	their	time	focused	on	their	charges:	the	Great	Banes	bound	into	Umbral	prisons	by	the	Uktena	who	first	came
Sometimes	mistaken	for	members	of	the	Silent	Strider	to	the	Pure	Lands.tribe,	this	camp	belongs	to	an	ancient	tradition.	Lung-gom-pa	—	wind	meditation	—	grants	them	physical	prowessto	fulfill	their	duties:	transmitting	messages,	items,	andsecrets	from	caern	to	caern	or	court	to	court.	Throughmeditation	and	other	mystic	practices,	they	are	able
toachieve	near-weightlessness,	allowing	them	to	run	acrosswater,	scale	forbidding	obstacles,	and	perform	other	featsof	dexterity,	speed,	and	endurance.APPENDIX	503Earth	Guides	master.	Some	seek	understanding	from	their	connection	to	the	Weaver;	others	seek	healing	or	a	reconnection	with	The	Earth	Guides	preserve	the	traditions	of	Native
city-dwelling	kin	who	might	otherwise	be	lost	to	the	tribe.American	—	and	now	other	—	peoples,	learning	thedances	and	stories,	arts	and	crafts,	rituals,	and	beliefs	of	Wyld	Childrenwhatever	human	stock	they	come	from,	and	making	certainthe	old	ways	are	not	lost	or	forgotten.	Their	focus	is	not	Uktena	who	forsake	their	tribe	and	packs	to	heed
thesolely	upon	human	traditions,	however.	Some	dedicate	call	of	the	Wyld,	members	of	this	camp	wander	far	intothemselves	to	learning	and	preserving	the	songs	and	ways	the	most	remote	spots	of	the	world,	engaging	in	privateof	the	wolf	from	the	lupus-Kin,	or	even	(when	permitted)	vision	quests	and	inner	journeys	in	order	to	grow	closerthose	of
other	of	Gaia’s	Changers.	to	Gaia.	They	rarely	emerge	from	their	secret	places,	but	sometimes	will	attend	a	Great	Council	to	deliver	somePath	Dancers	obscure	message	or	warning.	Probably	the	most	secretive	society	of	the	Uktena,	Wendigothe	Dancers	supposedly	practice	magics	unknown	to	otherGarou,	although	their	true	secrets	are	revealed	only
to	The	Wendigo	are	few	in	number	and	closely	knit;those	deemed	worthy	to	join	their	numbers.	they	could	not	survive	the	splintering	that	some	tribes	seem	built	upon.	But	just	as	their	human	Kin	have	manyScouts	societies	in	their	tribes	—	warrior	societies,	police	societ-	ies,	educational	societies,	and	more	—	so	do	the	Wendigo	The	Scouts	have
served	the	tribes	as	messengers	and	gather	in	some	camps.	While	these	groups	create	manyexplorers	since	the	Uktena	came	to	the	Pure	Lands.	In	the	differences	of	opinion,	they	are	united	in	their	lineage.past	they	acted	as	go-betweens	for	Umbral	spirits	and	theshamans	among	their	Kinfolk,	appearing	as	“spirit-wolves”	Gluskap’s	Lodgewith
otherworldly	wisdom.	Today,	they	act	as	messengersbetween	the	scattered	septs	of	the	tribe	and	keep	contact	A	curious	camp,	Gluskap’s	Lodge	works	to	teachwith	Uktena	who	have	joined	mixed	septs,	as	well	as	the	ways	of	the	humans	to	the	tribe,	in	order	to	allowvisiting	solitary	Bane	Tenders	to	help	tend	their	needs	them	to	better	understand	their
human	Kin	and	the	restand	bring	news	of	their	vigils	back	to	the	rest	of	the	tribe.	of	human	society.	Any	breed	—	including	metis	—	can	join	Gluskap’s	Lodge,	although	the	camp	is	led	by	homid	Raiders	(sub-faction)	Garou,	the	better	to	teach	human	ways.	A	splinter	faction	of	the	Scouts,	the	Raiders	specialize	Myeengun’s	Lodgein	conducting	raids
against	the	minions	of	the	Wyrm	andWeaver	in	order	to	recover	stores	of	magic	which	have	Counterpart	to	Gluskap’s	Lodge,	Myeengun’s	Lodgefallen	into	the	possession	of	Leeches,	witches,	and	other	serves	to	teach	the	tribe	more	about	the	way	of	the	wolf.Wyrm-kind.	Like	its	brother-lodge,	Myeengun’s	welcomes	any	breed,	but	its	leaders	are
always	lupus	Garou.Skywalkers	The	Sacred	Hoop	Skywalkers	explore	the	Deep	Umbra,	combing	the	farreaches	for	spirit	allies	and	for	powerful	spirits	to	bind	into	This	camp	walks	amongst	other	tribes	more	than	anyfetishes.	Skywalkers	see	their	travels	across	the	Gauntlet	as	other	Wendigo	group,	and	aids	the	tribe	in	working	to-vision	quests
undertaken	for	understanding	and	for	power	gether	with	the	Nation	against	their	enemies.	The	Sacredto	defeat	the	Wyrm.	In	addition,	they	search	for	signs	of	Hoop	speaks	of	beauty,	youth,	and	brotherhood	among	allthe	spirits	of	their	lost	Croatan	brothers.	peoples,	and	strives	to	bring	the	Nation	together	despite	the	harsh	lessons	history	has	taught
them.Society	of	Bitter	Frost	The	Secret	Hoop	The	Bitter	Frost	has	given	up	on	peaceful	and	co-operative	measures.	They	want	it	all	—	the	recovery	of	Dire	times	call	for	dire	measures,	and	many	Pure	Onesstolen	Uktena	caerns,	powerful	fetishes,	knowledge,	and	are	more	than	willing	to	risk	triggering	the	End	Times	inpower	—	even	if	that	means
using	the	Wyrm’s	tools	to	order	to	have	a	chance	at	driving	the	Wyrmbringers	out	ofaugment	their	own,	or	slaying	European	Garou	to	reclaim	the	Pure	Lands.	The	Secret	Hoop	are	all	that	keep	theseUktena	items	of	power.	warlike	Pure	Ones	enthralled	in	their	wary	tensions	with	each	other,	which	is	the	only	thing	(the	camp	believes)Web	Walkers
that	keeps	them	from	turning	their	full	attention	on	eradicating	the	Wyrmbringers.	Close	allies	with	the	Glass	Walkers,	Web	Walkers	revelin	technology,	but	treat	it	as	a	servant	rather	than	their504	WEREWOLF	THE	APOCALYPSE	20TH	ANNIVERSARY	EDITIONThe	Warpath	who,	for	one	reason	or	another,	do	not	hold	tribal	affiliations	with	any	of	the
Thirteen	Tribes	of	the	Garou	Nation.	They	may	say	otherwise,	but	the	hearts	of	the	membersof	the	Warpath	have	been	turned	to	vengeance,	and	they	Boli	Zousizheseek	only	to	repay	their	sufferings	with	violence.	They	arefierce	warriors	who	have	done	much	to	protect	and	benefit	The	Boli	Zousizhe	are	considered	by	some	to	be	atheir	tribe,	but	when
their	attention	turns	to	other	wolf-	China-based	faction	of	the	Glass	Walker	tribe;	at	thechangers,	they	can	do	as	much	damage	to	their	brethren	very	least,	they	are	a	tribe	of	Garou	who	are	both	urbanas	they	are	capable	of	bestowing	upon	the	Wyrm.	and	technological	in	focus	and	revere	Cockroach.	If	they	were	originally	part	of	the	Glass	Walker
tribe,	however,Pan-tribal	Camps	the	split	came	thousands	of	years	in	the	past,	as	the	Boli	Zousizhe	have	their	own	history.	Over	time,	they	have	While	most	camps	are	limited	to	members	of	a	single	been	everything	from	craftsmen,	warriors,	and	farmerstribe,	some	breach	tribal	barriers	to	form	alliances	of	of	Pre-Dynastic	China	to	the	businessmen,
geomancers,sometimes	unlikely	members	for	a	single	purpose.	Some	thugs,	and	arms	dealers	of	today.are	open	to	members	of	all	tribes.	Others	represent	coop-eration	between	members	of	two	specific	tribes,	and	are	The	Boli	Zousizhe	are	unique	among	all	the	Garou	inlimited	to	the	tribes	of	their	origination.	that	they	have	a	one-tribe	creation	myth,
suggesting	that	there	were	no	other	tribes	in	China	back	in	their	legend-Fang	Breakers	ary	days.	According	to	their	myth,	the	world	formed	of	two	forces	of	which	each	was	itself	two-fold	—	a	yin-yang	Militant	members	of	the	Red	Talons	and	Wendigo	within	a	yin-yang.	One	force	was	that	of	life	and	death,forged	an	unusual	alliance	to	return	control	of
the	Na-	the	other	of	chaos	and	order.	Originally	they	were	tied	totion	over	to	its	fiercest	warriors	and	return	to	a	policy	of	one	another	in	balance	and	substance,	but	as	they	split,containment	of	the	human	population.	They	have	few	the	Umbra	and	Earth	formed.allies	outside	of	their	respective	tribes,	as	their	hostilitytowards	humans	offends	those	who
have	worked	to	cul-	In	each	thing,	living	or	inanimate,	every	forcetivate	strong	ties	with	humanity.	existed,	but	no	creatures	were	so	perfect	as	the	humans	and	the	wolves.	The	wolves	were	the	greatest	of	killersGhost	Dancers	and	exemplified	perfect	chaos,	and	humans	were	creators	and	the	most	ordered	of	beings.	Consisting	of	both	Uktena	and
Wendigo,	this	campreveres	and	preserves	the	native	traditions	of	the	tribes’	According	to	the	myth,	five	men	came	forward	asKinfolk,	searches	the	Umbra	for	spirits	of	their	lost	Croatin	greater	than	all	others.	The	first	was	Fu	Xi,	the	Ox-Tamer,brothers	and	sisters,	and	dedicates	themselves	to	the	re-	who	learned	how	to	farm	the	land	and	make	a
family.purification	of	the	Pure	Lands	through	a	spiritual	return	The	second	was	Sheng-Nong,	the	Divine	Farmer,	whoto	the	old	traditions.	invented	the	plough	and	the	hoe.	And	then	Huang	Di,	the	Yellow	Lord,	who	created	the	bow	and	arrow,	boats,Lazarite	Movement	silk,	writing,	and	ceramics.	Another	man,	Yao,	created	the	calendar	and	ritual.	And
last,	Yu	created	flood	control.	Some	metis	will	not	deny	their	ambition	for	the	sake	ofthe	sins	of	their	parents.	The	Lazarites	seek	to	bring	political	These	five	great	men	also	fit	into	the	five	auspices,unity	to	metis	Garou.	Originally	founded	by	a	Child	of	Gaia	and	the	Boli	Zousizhe	often	hold	them	up	as	examples.metis,	the	camp	was	quickly	adopted	by
many,	including	Yu,	who	tricks	nature,	is	a	Ragabash;	Yao	is	a	Theurgesignificant	numbers	of	Shadow	Lord	metis.	Their	roving	for	obvious	reasons.	Fu	Xi	creates	relationships	and	is	abands	of	the	“unclean”	descend	upon	septs	and	attempt	to	Philodox,	Sheng	Nong	a	Galliard,	while	Huang	Di	is	anrecruit	metis	into	their	movement,	or	turn	them	against
Ahroun.their	homid	and	lupus	brethren.	As	the	War	deepens,	theLazarite	Movement	has	begun	to	gain	a	great	deal	of	support	According	to	legend,	thanks	to	these	five	great	men,from	the	Nation’s	desperate	metis	population.	the	Chinese	were	remarkably	advanced.	By	3000	BCE,	they	had	farming,	spears	and	basic	tools,	animal	domes-The	Outsiders
tication,	excellent	mathematical	skills,	and	the	ability	There	is	more	to	the	world	of	werewolves	than	the	Garou	to	carve	jade.	According	to	the	myth,	the	wolves	sawNation	and	its	Black	Spiral	Dancer	foes.	Not	every	lupine	what	the	humans	had	done	and	saw	that	they	had	noneshape	shifter	fits	neatly	into	one	side	or	the	other,	despite	the	among
themselves	who	could	match	the	accomplishments.Nation’s	wish	that	it	be	so.	The	following	are	groups	of	Garou	Turning	to	Luna,	who	favored	them,	they	begged	her	for	the	chance	to	do	as	great	things	as	the	humans.	And	she	turned	them	into	Garou.APPENDIX	505In	amongst	the	Asian	Fera,	insect	imagery	is	associ-	it	judiciously	is	a	wise	thing.	A
true	warrior	wouldn’t	turnated	with	the	Wyrm.	As	a	result,	the	Boli	Zousizhe	aren’t	away	those	hungry	or	those	in	need	of	his	help,	nor	wouldwell	received	in	the	Emerald	Courts.	he	strike	without	provocation.Hakken	•	Straightforwardness	—	The	idea	behind	this	notion	is	appearing	to	be	straightforward,	unruffled	or	forthright;	Some	Western
werewolves	think	the	Hakken	—	Garou	however,	this	façade	may	or	may	not	penetrate	into	thewho	follow	Grandfather	Thunder	and	dwell	in	the	Japanese	layers	of	a	warrior’s	soul.	In	truth,	most	Hakken	are	deftisles	—	are	just	Shadow	Lords	in	samurai	guise.	But	the	politicos;	a	typical	outsider	would	never	realize	she’d	beenHakken	and	their	world
view	go	far	beyond	Shadow	Lord	brutally	insulted,	thanks	to	a	Hakken’s	straightforwardstereotypes.	Their	goals	are	a	blend	of	Gaian	philosophy	conversational	style.	After	all,	the	Hakken	are	still	Shadowand	bushido	(the	way	of	the	warrior).	They	are,	for	all	Lords	to	some	degree.intents	and	purposes,	a	unique	group	unto	themselveswith	only	tenuous
ties	to	the	Shadow	Lords.	•	Wisdom	—	A	Hakken	must	know	her	own	strengths	and	limitations	before	she	can	hope	to	truly	know	anything	The	Way	of	the	warrior	has	several	key	tenets,	fol-	or	anyone	else.lowed	closely	by	Hakken:	•	Loyalty	—	Allegiance	and	constancy	to	one’s	sworn	•	Benevolence	and	unselfishness	—	The	Hakken’s	daimyo	(alpha	or
leader)	are	extremely	important	to	thetwo	swords,	katana	and	wakazashi	(collectively	called	the	Hakken.	Faced	with	a	choice	of	either	death	or	betrayaldai-sho),	are	the	symbol	of	his	authority	and	rank.	To	the	of	the	daimyo,	most	Hakken	will	gladly	accept	death.	ToHakken,	using	a	sword	is	a	sign	of	mercy	among	his	fel-	foreswear	loyalty	is	to	lose
face	and	honor	almost	irredeem-low	werewolves;	the	dai-sho	are	far	less	lethal	(to	other	ably.	However,	unlike	human	samurai,	Hakken	are	far	lessshapeshifters)	than	tooth	and	claw.	Wearing	the	dai-sho	likely	to	commit	ritual	suicide	over	minor	infractions;	areminds	the	Hakken	to	check	his	power	and	show	mercy	dying	race	cannot	be	quite	as	strict
if	there	are	to	be	anyas	appropriate;	as	a	result,	the	Hakken	never	bind	spirits	future	generations.into	their	blades.	Power	is	a	serious	responsibility;	to	use506	WEREWOLF	THE	APOCALYPSE	20TH	ANNIVERSARY	EDITION•	The	maintenance	of	quality	in	all	things	—	From	Kucha	Ekundupersonal	appearance	to	politeness	at	social	gatherings,the
Hakken	strives	for	perfection.	Vengeance,	art,	war,	Long	ago,	a	pack	of	Red	Talons	asked	the	Mokolé	ofor	love	—	no	matter	what	the	task,	a	Hakken	seeks	to	what	is	now	Africa	for	the	right	to	dwell	in	those	lands.practice	it	to	the	highest	level	of	distinction.	The	Dragon	Lords	agreed	but	tasked	the	Talons	with	taking	up	the	responsibility	of	protecting
and	strengthen-	•	Eternal	obedience	—	To	the	Hakken,	the	daimyo	ing	their	canid	cousins	who	dwelled	in	those	grasslands.is	chosen	—	imbued	by	Gaia	with	the	wisdom	necessary	Today,	those	Talons	are	called	Kucha	Ekundu,	and	theyto	uphold	his	responsibility.	Therefore,	the	warrior	will	run	the	vast	plains	of	Africa.	Their	numbers	are	small,follow
the	daimyo’s	dictates	to	the	utmost	of	his	abilities.	having	been	ravaged	by	disease,	but	they	are	rebuilding.If	a	Hakken	feels	that	she	cannot	meet	his	daimyo’s	orders,she	may	choose	to	become	Ronin	(p.	509).	Usually,	this	is	The	Kucha	Ekundu	are	true	Talons	even	if	they	arenot	done,	not	because	the	Hakken	fears	a	loss	of	personal	not	true	wolves.
The	African	hunting	dogs,	small	andhonor,	but	because	he	doesn’t	wish	to	contribute	to	the	brindled	in	ways	that	no	wolf	in	the	world	has	seen,	faceclan’s	loss	of	honor,	or	because	the	daimyo	has	lost	her	many	of	the	same	threats	from	humans	that	wolves	do.ability	to	be	a	just	and	strong	leader.	In	spite	of	romanti-	Cars,	poachers,	disease,	and
poisons	claim	many	of	them,cized	notions	of	ronin	in	film,	this	isn’t	a	path	to	choose	and	shrinking	habitat	also	endangers	these	predators.lightly;	being	outside	the	status	quo	carries	serious	social	However,	the	Red	Talons	defend	these	new	Kin	as	fiercelyrepercussions.	The	Hakken	are	still	werewolves;	being	as	they	do	any	European	or	American
wolf,	protectingpart	of	a	pack	is	still	in	their	nature.	them	from	humans	and	Wyrm-creatures	alike.	Although	they	welcome	Talon	visitors	at	their	Caern	of	the	Bloodied	•	Acceptance	of	punishment	for	failure	—	The	Hak-	Rock,	true	wolves	are	often	uncomfortable	in	the	climate,ken	don’t	offer	excuses	for	mistakes;	they	take	responsibility	and	their
“native	tongue”	differs	somewhat	from	what	thefor	their	deeds.	Often,	this	means	they’ll	likewise	have	to	rest	of	the	tribe	speaks.accept	punishments	for	their	actions.	On	the	other	hand,a	daimyo	who	metes	out	discipline	must	be	just	and	wise	African	hunting	dogs	are	slightly	smaller	than	wolves,in	his	chastisement.	and	hunt	in	a	vastly	different
fashion.	While	wolf	packs	use	smell	to	track	and	stalk	their	prey,	hunting	dogs	use	•	Acceptance	of	a	just	fate	for	injustices	done	to	sight	and	do	not	pay	attention	to	wind	direction.	Wolvesothers	—	This	is	karma;	if	a	Hakken	makes	someone	else	tend	to	hunt	under	cover,	but	hunting	dogs	simply	chargesuffer	unfairly,	one	day	he’ll	get	his	just	reward.
On	the	their	prey,	relying	on	their	speed	(up	to	35	mph/56	kphother	hand,	some	acts	of	injustice	may	be	necessary	due	for	more	than	a	mile)	to	bring	down	prey.	They	don’tto	a	command	by	the	daimyo.	The	Hakken	must	weigh	fight	over	kills,	but	rather	allow	young	and	disabled	packhis	loyalty	and	obedience	against	his	karma	in	such	cases.	members
to	eat	first.	They	are	very	affectionate	towardAgain,	if	the	matter	involves	mere	personal	suffering	or	each	other,	and	although	they	have	a	hierarchy,	it	isn’tloss	of	honor,	the	Hakken	will	fall	to	the	will	of	the	clan	as	firmly	established	(or	at	least	not	as	obvious)	as	thatand	daimyo	every	time.	of	wolves.	Red	Talons	descended	from	African	hunting	dogs
therefore	make	the	following	alterations	(pending	Dedicated	to	protecting	both	the	lands	and	peoples	Storyteller	approval):of	Japan,	the	Hakken	became	isolated	from	the	rest	of	theGarou	Nation	during	the	Edo	period.	Eventually,	they	Attributes:	In	Lupus	form,	add	+3	to	Dexterity	butdrifted	away	from	their	ancestors’	tribal	structure,	instead	no
bonus	to	Strength.	Pursuit	difficulties	drop	by	one.imitating	feudal	Japanese	mortal	culture.	Unfortunately,in	this	process,	their	wolf	kin	were	neglected,	becoming	Senses:	Perception	rolls	based	on	scent	only	receivefewer	and	fewer	with	every	passing	year.	Eventually,	the	a	–1	difficulty,	rather	than	the	usual	–2.	Rolls	based	onlupus	Hakken	dwindled
so	much	in	number	that	they	(and	sight,	however,	have	their	difficulties	reduced	by	two.their	extremely	rare	wolf	kin)	dwell	only	in	the	extremenorthern	Islands.	A	few	homid	Hakken	realize	that	the	Pure	Breed:	No	Kucha	Ekundu	may	have	a	Pureloss	of	their	wolves	will	cause	dire	consequences,	but	—	Breed	score	higher	than	three.due	in	no	small
part	to	their	intolerance	both	of	changeand	of	outsiders	—	their	options	are	difficult	and	limited.	The	Kucha	Ekundu	respect	the	Silent	Striders	almost	to	the	point	of	reverence.	This	is	likely	because	on	the	Unlike	in	the	Western	World,	the	Hakken	do	not	flatlands	of	Africa,	catching	prey	is	as	much	a	matter	ofalienate	themselves	from	Eastern	Fera.
Where	the	Garou	speed	as	endurance	and	teamwork,	and	no	one	beats	thehave	their	Nation	formed	entirely	of	Garou	Tribes,	the	Striders	in	a	foot	race.Hakken	belong	to	the	courts	of	the	hengeyokai,	whichinclude	other	Fera	as	equals	and	peers.	While	the	Kucha	Ekundu	follow	Griffon	as	their	tribal	totem,	they	are	often	inclined	towards	Lion	as	a
pack	totem.	Normally,	Lion	is	very	hidebound	and	tradition-APPENDIX	507oriented,	but	when	he	acts	as	a	Talon	pack	totem,	“he”	The	truth	of	the	matter	is	that	the	Siberakh	wantexhibits	“his”	more	predatory	side	(which	means	that	Lion	nothing	to	do	with	the	Western	Concordiat,	preferringas	pack	totem	is	actually	often	female,	as	the	lionesses	do
to	answer	only	to	themselves	and	serve	their	goddess	inmost	of	the	hunting).	Natural	Cape	hunting	dogs	and	their	own	way	and	by	their	own	means.	If	it	is	Gaia’s	willlions	don’t	really	get	along,	but	then,	neither	do	wolves	that	the	Siberian	sub-tribe	leave	their	homeland	to	fightand	wolverines.	Her	war	on	other	fronts,	then	perhaps	one	day	they	will.
Up	to	now,	however,	the	Siberakh	have	made	no	gesturesSiberakh	towards	such	an	endeavor,	nor	do	they	choose	to	com-	municate	with	other	werewolves.	A	combination	of	Silver	Fang	and	Wendigo	genet-ics,	the	Siberakh	are	not	acknowledged	as	a	sovereign	Their	caerns	are	not	open	by	moon	bridge	to	anytribe,	nor	do	they	have	a	voice	in	the
Garou	Nation.	others	anywhere	in	the	world,	and	finding	the	SiberakhThe	Wendigo	respect	them	and	afford	them	the	solitude	is	an	epic	undertaking	in	and	of	itself.	Siberia	is	a	verythey	have	chosen	to	live	in	while	the	Silver	Fangs	—	large	place.	It	is	assumed	by	those	in	the	Nation	who	knowespecially	those	within	the	former	Soviet	Union	—	deny	of
the	sub-tribe	that	they	are	busy	tending	to	business	intheir	existence	outright	or,	at	best,	consider	them	a	Siberia	that	the	Silver	Fangs	either	view	as	beneath	themcamp	of	dirty-blooded	ronin.	Of	those	who	know	of	or	are	ignorant	of.the	Siberakh’s	existence,	many	believe	that	they	areGaia’s	ace	in	the	hole	where	the	War	of	Apocalypse	is	Siberakh
have	almost	all	the	spiritual	advantages	(in-concerned,	representing	the	purity	of	heart	of	the	Sil-	cluding	a	sense	of	righteousness)	of	other	Garou,	withoutver	Fangs,	and	the	untamed	ferocity	and	sheer	strength	the	obstacles	posed	by	Garou	Nation	politics.	They	areof	the	Wendigo,	combined	with	none	of	either	tribe’s	the	werewolves	of	the	Siberian
wilds,	classic	monsters	ofweaknesses,	prejudices,	or	dementia.	the	wild	places.	They	are	very	few,	and	have	no	greater	support	network	to	back	them	up.508	WEREWOLF	THE	APOCALYPSE	20TH	ANNIVERSARY	EDITIONSABLE	tainted	legacy	that	has	blackened	their	lives;	the	blessings	Gaia	offers	are	more	a	curse	than	a	birthright.	Background
Cost:	5	Sable,	a	Totem	of	Respect	for	the	Siberakh,	is	For	these	few	and	far	between,	the	only	answer	is	to	the	invisible	hunter	in	the	snowdrifts.	She	is	the	choose	a	road	separate	from	the	rest	of	werewolf	society	small	survivor,	strengthened	by	her	surroundings	in	search	of	a	destiny	which	is	not	bound	to	the	Great	and	tempered	by	her	solitude.
Sable	represents	the	War	their	brethren	fight.	They	take	the	cross	of	their	unexpected	huntress	and	the	survival	of	the	fittest	existence	upon	their	own	shoulders	and	walk	away	from	against	the	harshest	of	odds.	Garou	society	forever.	The	Garou	word	for	these	wayward	Traits:	Sable’s	children	gain	one	dot	in	Survival	werewolves	is	Ronin.	and	two
dots	in	Stealth.	Each	pack	member’s	Dexterity	is	increased	by	one	permanently,	and	he	can	use	the	Ronin	has	another	meaning	as	well	—	or	rather	there	Gift:	Call	the	Breeze	once	per	day.	In	addition,	Sable	is	another	route	to	that	status-less	state.	Not	all	who	packs	are	completely	resistant	to	the	effects	of	extreme	choose	the	Ronin	path	do	so	of
their	own	free	will.	When	cold	for	the	purposes	of	lethal	damage.	a	Garou	has	committed	misdeeds	so	heinous	or	with	such	Children	of	Sable	are	regarded	as	allies	by	wind	frequency	that	scandal,	throating,	and	punishment	rites	spirits	and	can	speak	to	them	freely	without	the	Spirit	are	not	sufficient	to	deal	with	them,	she	may	be	banished	Speech
Gift.	However,	Falcon’s	spirit	brood	views	from	the	Nation	entirely	—	forced	into	a	Ronin	existence	all	Children	of	Sable	as	dishonored,	half-breed	sav-	whether	she	chooses	it	or	not.	ages	and	under	no	circumstances	will	Falcon’s	brood	communicate	with	a	Siberakh,	or	abide	a	Siberakh’s	In	some	ways,	the	life	of	a	Ronin	is	a	life	free	of	the	yoke
membership	in	a	pack	that	he	has	chosen	as	his	own.	of	Garou	responsibility;	the	world	becomes	a	far	different	Ban:	Sable	relies	on	her	children	to	protect	her	place	for	a	werewolf	with	no	pack,	sept,	or	tribe.	Political	lands;	therefore,	no	pack	with	Sable	as	their	totem	may	intrigue	exists	for	the	Ronin,	but	only	to	the	degree	that	cross	the	borders	of
the	Siberian	region	for	any	reason.	the	Ronin	seeks	it	out	(or	that	it	seeks	him	out).	Because	of	a	complete	lack	of	the	social	boundaries	that	would	nor-	Siberakh	begin	game	play	with	4	Willpower	and	mally	retard	such	associations,	the	werewolf	can	attempt	tomay	not	take	the	Allies	or	Resources	Backgrounds.	strike	deals	with	other	supernatural
entities	such	as	mortalAdditionally,	it	is	advised	that	Siberakh	characters	take	wizards	and	immortal	vampires.	Without	the	responsibilityat	least	one	dot	in	Survival,	given	the	brutal	nature	of	of	a	higher	cause	that	might	be	endangered,	the	Ronin	cantheir	homeland.	do	what	he	likes	in	the	knowledge	that	the	only	one	he	puts	at	risk	is	himself.	To
some	degree,	a	Ronin	is	free.	ForRonin	the	most	part,	however,	the	life	of	the	Ronin	is	one	spent	The	Garou	are	in	a	constant	state	of	warfare,	besiegedon	all	sides	and	on	many	different	fronts	by	an	almost	THE	ENEMY	OF	MY	ENEMYendless	roll	of	enemies,	many	of	which	represent	thecomplete	and	total	destruction	of	everything	that	the	While
some	Ronin	flee	the	Nation	in	an	attemptChosen	of	Gaia	hold	dear.	to	avoid	being	a	part	of	the	Great	War,	the	Garou’s	enemies	are	unlikely	to	see	them	as	conscientious	ob-	While	most	Garou	are	psychologically	and	spiritually	jectors.	While	a	single	Ronin	may	present	a	less	visiblesuited	to	take	up	arms	against	the	corruption	of	the	Wyrm	target	than
an	entire	Sept,	they	also	lack	the	defensesand	the	cold	and	calcifying	assimilation	of	the	Weaver	that	membership	in	a	tribe	or	caern	can	provide.with	the	rest	of	the	Garou	Nation,	some	—	a	small	minor-ity	indeed	—	never	are.	For	some,	the	ways	of	the	Garou	Some	enemies	of	the	Garou	try	to	recruit	Ronincreate	a	conflict	within	the	soul	that	cannot
be	resolved	over	to	the	other	side,	feeling	the	nomadic	shapeshifterthrough	adherence	to	dogma	or	inner	reflection.	For	them,	has	already	done	a	large	portion	of	their	work	for	themthe	blood	dripping	from	the	claws	of	their	ancestors	is	not	in	leaving	the	Nation.	Others	might	toy	with	him,a	symbol	of	the	righteous	cleansing	of	dark	evils,	but	a	using	a
(relatively)	weak,	solitary	werewolf	as	practice	for	hunting	those	who	run	in	larger	groups.	Regardless,	while	a	Ronin	may	be	attempt	to	ignore	or	avoid	the	conflicts	that	are	part	and	parcel	of	membership	in	the	Garou	Nation,	it	is	unlikely	that	those	conflicts	will	return	the	favor.APPENDIX	509in	spiritual,	as	well	as	physical,	exile	from	everything
that	chronicle	with	a	Ronin	character	and	the	Storyteller.makes	him	who	and	what	he	is.	However,	even	players	who	function	more	comfortably	alone	in	a	roleplaying	setting	may	lose	out	on	a	lot	of	theTo	Play	Or	Not	To	Play	experience	of	Werewolf	by	choosing	the	life	of	a	Ronin.	From	a	player’s	perspective,	the	life	of	the	Ronin	Playing	a
Ronincharacter	is	one	which	should	not	be	chosen	lightly.	Theobvious	complication	that	playing	a	Ronin	will	bring	to	A	few	things	are	of	paramount	consideration	in	creat-the	table	is	the	complete	and	total	lack	of	Garou	allies	ing	a	Ronin	character:of	any	sort,	save	perhaps	other	Ronin	that	your	charactermight	encounter	in	her	travels.	Werewolves
act	best	in	Spiritual	Vacancy:	Ronin	are	what	they	are	for	onenumbers	and	as	a	cohesive	unit	—	but	not	just	for	the	sake	of	two	main	reasons:	either	they	have	chosen	the	rockyof	being	an	overwhelming	force	of	nature	in	combat.	The	and	perilous	road	they	walk	at	their	own	risk,	or	they	havefellowship	of	brothers	and	sisters	in	arms	and	in	philosophy
committed	a	crime	so	serious	that	they	have	been	banishedmakes	the	life	of	the	average	werewolf	somewhat	more	from	Garou	Society	forever.	When	a	Garou	walks	awaylivable.	They’re	never	too	far	from	someone	who	feels	or	is	cast	out	from	his	tribe	(and	the	totem	spirit	that	hasand	understands	Rage,	and	who	can	honestly	relate	to	chosen	that
tribe)	it	is	almost	as	if	a	part	of	her	soul	isany	dilemma	another	of	their	number	might	feel.	lost	as	well.	Many	spirits	will	not	cooperate	with	Ronin	for	many	reasons,	and	some	—	depending	on	the	situa-	Not	so	for	the	Ronin.	The	Ronin	is	alone,	totally	and	tion	surrounding	each	individual	Ronin’s	creation	—	arecompletely.	She	has	no	spirits	to	guide
her	on	either	side	outright	hostile,	if	not	violent.of	the	Umbra.	There	is	no	healer	available	to	soothe	ordress	her	wounds	after	combat.	No	mentors	will	volunteer	For	a	spirit	to	deal	in	any	way,	shape,	or	form	with	ato	supervise	her	advancement	through	the	ranks	of	Gaia’s	Ronin	is	to	share	in	the	shame	of	the	Ronin’s	existence.army,	or	take	her	on	as
a	protégé.	There	are	no	Kinfolk	This	is	a	pill	that	few	Umbral	denizens	are	willing	toshoulders	to	cry	on	for	the	Ronin	on	the	nights	when	the	swallow.	In	short,	when	she	turns	her	back	on	her	tribeanger	burns	inside	and	the	taste	of	human	blood	in	her	(and,	symbolically,	Gaia),	most	sprits	turn	their	backs	onthroat	drives	her	to	despair.	Humans,
wolves,	and	espe-	her.	Most	Wyld-spirits	and	some	Triatic	spirits,	however,cially	werewolves	are	pack	animals.	The	social	drive	to	be	care	less	for	Gaia	than	for	their	own	agendas	and	desires.among	others	of	one’s	kind	and	to	run	in	packs	outweighs	While	pack	and	herd	animal-spirits	certainly	shun	thethe	desire	for	solitude	and	life	on	individualist
terms.	Ronin,	more	solitary	animal-spirits	may	be	sympathetic	to	the	needs	of	the	Ronin	and	treat	her	as	somewhat	of	a	From	a	practical	perspective,	this	means	that	playing	kindred	being.	Spirit	members	of	a	Tribal	Totem’s	brood,a	Ronin	werewolf	in	a	game	where	the	other	players	are	however,	will	afford	the	Ronin	little	or	no	consideration.playing
Garou	of	the	Nation	will	set	one	player	apart	fromthe	rest;	the	ultimate	violation	of	the	“Don’t	split	up	the	Loss	of	Renown:	Renown	is	used	in	Garou	societyparty”	rule.	Ronin	will	rarely	be	welcome	to	interact	with	to	determine	a	werewolf’s	standing	within	the	Nation.a	sept,	will	not	be	trusted	on	a	caern’s	bawn	in	anything	For	a	Ronin,	there	are	no
songs	sung	of	their	glory	orbut	the	most	unusual	circumstances,	and	interacting	with	accomplishments;	only	shame	and	regret	exist	in	theira	Ronin	is	likely	to	bring	suspicion	or	shame	to	the	rest	places.	Without	renown	and	a	name	in	Garou	society,of	the	players’	characters.	This	may	work	for	a	few	game	other	werewolves	regard	the	Ronin	as	little
more	than	asessions,	or	with	a	player	who	can	only	attend	occasion-	warm-blooded	animal.ally,	but	Storytellers	may	find	it	difficult	to	balance	canonand	provide	positive	game	experience	for	all	their	players	Lack	of	Growth:	In	addition,	where	there	is	no	Re-when	trying	to	integrate	a	Ronin	into	a	Werewolf	game	nown,	there	is	no	advancement	in	rank.
Where	there	is	nothat	focuses	mostly	on	characters	of	the	Garou	Nation.	advancement	in	rank,	compounded	by	a	virtually	complete	lack	of	spiritual	communion,	a	Ronin	can	learn	no	new	One	option,	should	players	wish	to	explore	Ronin	Gifts,	except	under	extremely	special	circumstances.	Theexistence,	is	for	the	game	to	be	focused	on	a	group	of
Gifts	she	possesses	at	the	time	of	her	departure	are	likelyRonin	who	have	banded	together	in	a	Shame	(p.	511).	the	only	Gifts	she	commands	for	the	duration	of	her	life.This	will	bring	its	own	challenges	(as	noted	in	Living	andLearning	below)	as	septs	discourage	Ronin	from	working	Pariah:	The	Nation	views	the	problem	with	thetogether	anywhere
near	their	territories.	However,	by	growing	number	of	Ronin	Garou	not	just	as	a	simpleforming	a	Shame,	the	group	can	stay	together	while	still	inconvenience.	Ronin	weaken	the	Nation	by	leaving	itsexploring	many	of	the	themes	inherent	to	Ronin	Garou.	ranks	and,	in	many	cases,	fall	to	the	Wyrm	more	easily	than	their	non-Ronin	counterparts.	Thus,
as	a	pariah,	a	Another	situation	that	can	be	used	for	a	player	who	Ronin	can	be	considered	an	enemy	of	the	Garou	Nationwants	to	explore	Ronin	themes	is	to	run	a	one-on-one	as	a	whole.	Many	Garou	hunt	and	destroy	Ronin	in	an510	WEREWOLF	THE	APOCALYPSE	20TH	ANNIVERSARY	EDITIONeffort	both	to	gain	Renown	and	to	prevent	any
collateral	Payment	may	include	instruction	on	low	level	Gifts,damage	that	a	werewolf	falling	to	the	Wyrm	might	bring	but	a	Hyena	is	still	regarded	as	an	outcast,	if	not	a	traitor,about.	While	a	Ronin’s	former	sept	might	be	content	with	by	any	sept	she	will	work	for.	Some	payments,	regardlesscasting	her	out	and	erasing	her	from	their	history,	others	of
the	service	rendered,	are	just	taboo.	Her	chances	ofwithin	the	Garou	Nation	have	no	reason	to	be	so	lenient.	earning	any	sort	of	fetish	for	her	own	use	is	less	than	nil;	even	if	a	sept	were	to	be	so	unwise	and	dishonorable	to	These	are	the	risks	that	face	the	Ronin	every	single	agree,	it	is	unlikely	the	spirit	bound	to	the	fetish	would	notminute	of	her	life.
There	is	no	glamour	in	loneliness,	and	see	this	as	a	violation	of	their	contract	and	seek	revengethe	adventures	that	might	befall	a	Ronin	on	any	given	on	both	the	Ronin	and	their	former	owner.day	are	far	from	cinematic.	Most	Garou	cannot	survivethe	severance	from	the	Nation.	Those	that	do	not	fall	However,	it	is	not	unheard	of	(although	it	is
somewhatinto	the	slow	wastrel’s	death	of	Harano	are	easy	prey	for	uncommon)	for	a	sept	to	lend	talens,	fetishes,	or	otherthe	forces	that	serve	the	Wyrm.	However,	some	Ronin	artifacts	to	the	Hyena	to	help	her	achieve	her	bounty,do	survive,	and	a	small	number	of	them	quickly	become	especially	if	she	has	previously	served	them	in	the	pastvery	good
at	living	their	lone	wolf	lives.	without	betraying	their	trust.	However,	this	extension	of	trust	will	surely	spell	out	her	doom	in	the	event	that	sheLiving	and	Learning	fails	to	obtain	the	bounty	she	has	agreed	to	hunt	or	return	a	sept’s	artifacts	to	them.	Many	septs	have	absolutely	no	While	it	is	difficult	for	a	Ronin	to	learn	Gifts,	it	is	issue	with	ending	the
life	of	a	Hyena	who	fails	to	deliver.not	impossible.	While	the	tribes	loathe	the	practice,	someRonin	manage	to	teach	each	other	Gifts	in	exchange	for	Shames	and	Redemptionsvaluable	consumables	such	as	silver	ammunition,	talens,and,	in	many	cases,	money	to	get	from	one	bus	station	A	Ronin’s	life	is	a	grim	one.	However,	beneath	theto	the	next.
carnage	wrought	by	claws,	fangs,	and	fury,	Werewolf	has	always	been	a	game	about	something	more	inspirational	This	takes	time,	however,	and	it	is	never	a	good	idea	and	enduring:	hope.	Despite	the	odds,	despite	the	foes,for	a	Ronin	to	spend	too	much	time	in	any	one	place...	there	is	always	hope,	and	the	Ronin	are	no	exception.especially	in	the
company	of	another	Ronin.	The	tribescan	be	intolerant	of	such	associations,	and	downright	The	majority	of	tribes	who	create	Ronin	(or	allowunforgiving	where	the	exchange	of	Gifts	between	two	Ronin	to	walk	away	from	them)	keep	very	good	tabs	onRonin	is	concerned.	A	single	Ronin,	stunted	by	being	cut	them.	Whether	by	means	of	spirits,	mystical
tattoos,	oroff	from	the	Nation,	doomed	to	wander	endlessly,	is	like	a	communication	with	septs	known	to	employ	Hyenas,	thissingle	feral	dog	haunting	the	edges	of	a	town	—	undesir-	is	done	in	the	hopes	that	one	day	the	Ronin	will	return	toable,	dangerous,	but	nothing	that	couldn’t	be	put	down	her	tribe	and	seek	redemption	from	her	totem	spirit
andif	it	got	too	bold	or	aggressive.	A	pack	of	wild	dogs,	on	her	brethren.	Unsurprisingly,	this	rarely	happens.	Truethe	other	hand,	is	more	likely	to	be	seen	as	a	threat	worth	changes	of	heart	are	rare,	even	amongst	those	who	havedealing	with	here	and	now.	Ronin	who	draw	attention	to	experienced	the	hardships	of	Ronin	life,	and	amongstthemselves
by	running	in	groups	or	attempting	to	create	those	few	who	would	seek	redemption,	most	are	not	upany	sort	of	structure	or	organization	to	their	status	outside	to	the	challenge	of	trying	to	prove	themselves	to	the	tribethe	Nation	are	drawing	a	target	on	themselves	—	one	they	have	abandoned	or	been	cast	out	of.	Those	rare	soulsthat	their	former
associates	are	often	all	too	eager	to	pull	who	succeed	often	credit	their	Shame	for	supporting	themthe	trigger	on.	in	their	efforts.	Not	all	Ronin	are	content	to	drift	aimlessly,	picking	Shame	and	Prideat	the	scraps	of	society,	however.	Driven	by	desperation—	or	a	violent	nature	that	demands	appeasement	—	some	Shames	(sometimes	referred	to	as
prides	by	the	RoninRonin	resort	to	lives	as	mercenaries	for	hire.	who	forge	them)	are	rag-tag	packs	of	Ronin	who	band	together	for	mutual	protection	and	companionship,	and	Hyenas	are	Ronin	who	hunt	rogue	werewolves	for	to	make	an	attempt	at	the	reclamation	of	some	of	whatsepts	other	than	those	that	they	have	abandoned	or	been	they	have	lost
—	through	redemption,	stealth,	or	force.cast	out	of.	By	doing	another	sept’s	dirty	work	and	allow-ing	them	to	keep	their	own	hands	clean	of	fratricide,	a	While	joining	a	Shame	benefits	the	Ronin	involvedRonin	can	barter	for	supplies,	tolerance,	or	even,	rarely,	in	many	ways,	the	practice	of	their	forging	is	somethingeducation	in	Gifts	that	may	give	her
the	ability	to	eke	out	that	puts	the	Garou	Nation	on	edge.	Much	like	a	pack	ofa	life	for	herself	for	a	little	while	longer.	While	a	Hyena’s	wild	dogs,	a	Shame	presents	a	larger	potential	for	harmlife	is	a	dangerous	one,	the	reward	of	being	taught	Gifts	should	their	desperation	or	ill	intentions	turn	them	on	theas	a	bounty	for	the	hide	of	an	offensive	Garou
criminal	is	“civilized”	folk	nearby.	While	a	Shame	may	be	the	Ronin’san	exceptionally	tempting	option	for	a	Ronin.	greatest	possibility	of	having	the	support,	encouragement,APPENDIX	511and	sheer	strength	to	tackle	whatever	glorious	act	might	earnthem	redemption,	they	also	could	be	the	start	of	somethingthe	Nation	would	not	approve	of:	a	hive,
should	they	fall	tothe	Wyrm,	or	—	perhaps	even	worse	—	the	beginnings	ofa	Ronin	Nation	that	offered	Garou	all	of	the	conveniencesand	benefits	of	the	Nation	without	tying	those	privilegesto	their	sacred	duty	and	sacrifice.	Such	a	happening	wouldsurely	be	a	major	blow	to	Gaia’s	forces,	and	no	dutiful	septcould	allow	such	a	possibility	to	evolve.	No
matter	which	of	the	myriad	reasons	they	use	forjustifying	it,	any	sept	is	likely	to	regard	the	movement	of	aShame	onto	their	bawns	as	an	act	of	aggression.	Regardlessof	the	Shame’s	intent,	they	are	likely	to	find	their	presenceanswered	with	an	attempt	to	neutralize	the	Shame	in	a“shoot	first,	ask	questions	later”	mentality.Creating	a	Ronin	Ronin	are
created	just	like	any	other	werewolf.	Whenthe	character	is	banished	from	her	tribe	or	chooses	the	lifeof	the	Ronin,	her	Renown	effectively	freezes.	The	Roninmay	keep	any	Gifts	that	she	learned	before	becomingRonin,	but	she	has	no	Rank	within	the	Garou	Nation	andno	ability	to	gain	additional	Renown.	She	does	not	lose	herWillpower,	tribal
weakness	(if	employed	by	the	Storyteller),or	any	of	her	Backgrounds,	but	also	cannot	benefit	fromany	advantages	that	might	be	inherent	to	the	tribe	of	theirbirth.	If	the	Ronin	is	lucky	enough	to	ever	be	adopted	byanother	tribe,	she	enters	her	new	tribe	as	Rank	One	andreceives	the	reduced	cost	for	Tribal	Gifts	of	that	tribe.	Inthat	situation,	however,
she	can	no	longer	buy	her	originaltribe’s	proprietary	Gifts	(i.e.,	ones	only	taught	by	that	tribeor	their	totem’s	brood)	regardless	of	the	cost.Skin	Dancers	One	of	the	most	often	overlooked	threats	to	the	Ga-rou	Nation	is	the	ever-increasing	number	of	Kinfolk	who,driven	by	feelings	of	inferiority	and	resentment	towardstheir	Garou	relations,	turn	on	their
families.	These	Kin	aremotivated	by	vicious	desperation,	hungry	for	a	birthrightthey	feel	has	been	denied	them:	the	First	Change.	For	centuries,	Garou	turned	a	blind	eye	to	the	discontentof	these	Kin;	there	was	nothing	the	Kinfolk	could	do	butcomplain	about	the	unfairness	of	it	all.	There’s	no	way	fora	Kin	to	become	Garou,	they	knew.	Gaia	alone	can
createa	new	shapechanger.	They	were	wrong.	The	first	of	the	Kin	to	successfully	uncover	the	roadto	a	stolen	werewolf	nature	was	Samuel	Haight,	a	Child	ofGaia	Kinfolk	whose	blasphemous	discovery	earned	him	thetitle	“the	Skinner.”	Unsatisfied	with	being	denied	what	hefelt	was	his	rightful	heritage	as	a	shapeshifter,	Haight	trav-512eled	the	world,
poring	over	occult	tomes	and	observing	RITE	OF	SACRED	REBIRTHstrange	rituals,	searching	for	some	way	to	seize	for	himselfthe	power	of	being	Garou.	Level	Five	Finally	he	succeeded.	He	discovered	the	Rite	of	This	blasphemous	rite	allows	a	Kinfolk	to	trans-Sacred	Rebirth:	a	rite	designed	for	Kinfolk	to	become	form	himself	into	a	Garou,	but	only
after	the	success-werewolves	themselves.	All	that	was	required	for	the	rite	ful	acquisition	and	preparation	of	five	Garou	hides.to	work	was	the	skins	of	five	Garou	—	and	Haight	gotthem.	Although	he	was	eventually	slain,	the	Skinner’s	System:	Each	of	the	hides	must	be	taken	underlegacy	lives	on.	Several	Kin	have	now	managed	to	steal	the	same	lunar
phase;	if	the	first	werewolf	slain	byenough	skins	to	make	themselves	shapeshifters,	and	they	the	Skin	Dancer	was	slain	under	a	gibbous	moon,	allcontinue	to	find	new	recruits	and	teach	them	their	ways.	subsequent	hides	must	be	gathered	under	a	gibbousAlthough	connected	no	tribe	of	Gaia,	they	nonetheless	moon	for	the	rite	to	be	enacted
successfully.gather	together	to	gain	the	strength	of	the	pack,	hopingto	someday	attain	the	full	heritage	of	a	true	Garou	tribe.	The	final	ceremony	of	the	rite	must	be	conductedThey	are	the	Skin	Dancers.	under	a	moon	that	matches	the	phase	under	which	the	hides	were	claimed	and	preserved,	and	mustInside	Job	conclude	exactly	an	hour	after	it	is
initiated.	No	one	knows	a	werewolf	better	than	his	own	blood.	The	ritemaster	rolls	Wits	+	Rituals	against	aThis	fact	in	itself	makes	Skin	Dancers	the	perfect	natural	difficulty	of	9.	Only	one	success	is	required	for	thepredators	for	Garou.	With	the	noted	exception	of	the	Black	transformation,	and	there	is	no	known	rite	of	reversalSpiral	Dancers,	there
are	few	beings	in	the	Tellurian	that	once	completed	successfully.	If	successful,	the	pre-know	more	of	Garou	secrets,	lore,	and	inherent	weaknesses	served,	stitched	hides	of	the	slain	Garou	meld	ontothan	Kinfolk.	When	the	Urge	of	Corruption	whispers	malice	the	ritemaster’s	body,	permanently	becoming	a	partto	the	hearts	of	resentful	Kinfolk	and
ignites	the	spark	of	of	the	ritemaster’s	body	and	spirit.familial	hatred	from	inside	a	potential	Skin	Dancer,	thefoundation	for	a	life	of	obsession	and	fratricide	is	laid.	Unless	the	Garou	who	were	slain	by	the	rite-	master	gave	their	lives	to	him	willingly,	the	Wyrm	Because	of	their	inherent	antagonism	towards	Ga-	will	grievously	taint	the	ritemaster.rou,
Skin	Dancers	are	even	more	difficult	to	work	into	astandard	Gaian	chronicle	than	Ronin.	Still,	they	enjoy	Dancers	begin	with	4	Willpower,	and	all	are	technicallythe	autonomy	of	a	Ronin	with	a	greater	potential	to	gain	homid	(thus	beginning	with	1	Gnosis).spirit	allies	(unsavory	though	some	of	them	may	be),	andtherefore	present	an	interesting	option
for	a	chronicle	that’s	The	second	way	to	create	a	Skin	Dancer	character	isvery	different	in	feel	from	a	standard	Werewolf	game.	much	more	involved,	but	ultimately	more	rewarding.	This	method	begins	with	creating	a	Kinfolk	character	as	describedCharacter	Creation	in	this	Appendix,	and	then	roleplaying	through	at	least	one	werewolf	hunt
(preferably	all	five)	to	gain	the	skins	necessary.	There	are	essentially	two	ways	to	create	a	Skin	Dancercharacter.	The	simplest	way	is	to	bring	the	character	Before	attempting	to	enact	the	ritual,	the	characterinto	play	after	the	rite,	by	creating	a	standard	Werewolf	must	have	5	dots	in	the	Rituals	Knowledge	(by	anycharacter,	with	a	few	exceptions.



The	character	begins	combination	of	character	creation,	freebie,	or	earnedplay	with	only	one	Level	One	Gift,	although	this	can	be	experience	points	expenditures),	and	spend	10	experiencetaken	from	any	breed,	auspice,	or	tribe	list,	even	the	Black	points	for	a	pseudo-version	of	the	Rites	Background.	IfSpiral	Dancers’	(presumably	the	character	has
bribed	some	the	rite	is	successful,	those	experience	points	will	equatespirit	to	teach	him	a	Gift).	The	character	must	buy	the	to	five	dots	of	the	Rites	Background	for	the	new	Skinrequisite	five	dots	each	in	the	Knowledge:	Rituals	and	Dancer	character	(but	with	the	Rite	of	Sacred	Rebirththe	Background:	Rites	to	represent	his	knowledge	of	the	as	the
only	“free”	rite	learned.)	If	the	rite	is	unsuccessful,Rite	of	Sacred	Rebirth.	He	may	not	buy	the	Ancestors,	the	experience	points	are	lost,	and	the	character	mustPure	Breed,	or	Spirit	Heritage	Backgrounds.	re-acquire	10	experience	points	(not	to	mention	the	pelts	and	other	physical	components	of	the	rite)	before	it	can	Many	Skin	Dancers	live	on	the
periphery	of	human	be	attempted	again.society,	the	better	to	lie	low,	and	so	possess	strong	ratingsin	Survival,	Crafts	(with	focuses	on	metallurgy,	taxidermy,gunsmithing,	or	fletching),	Stealth,	and	Firearms.	SkinAPPENDIX	513SKIN	DANCER	TOTEM:	MINOTAUR	Background	Cost:	6	Minotaur	is	the	embodiment	of	the	man	that	becomes	the	beast:
the	sentient	being	who	craves	animalistic	power.He	respects	strength	and	holds	contempt	for	the	weak,	and	thus	has	come	to	favor	the	Skin	Dancers,	who	parlay	a	smallstrength	into	a	much	greater	one.	Although	not	a	direct	servant	of	the	Wyrm,	Minotaur	bears	a	faint	touch	of	Beast-of-War’s	taint.	He	hates	and	envies	Pegasus,	particularly	her	high
status	among	other	Gaian	spirits.	He	is	misogynisticto	some	degree,	although	a	strong	female	Skin	Dancer	can	earn	his	respect	in	ways	that	a	human	female	never	could.	Traits:	Minotaur	places	his	children	in	contact	with	spirits	that	can	teach	them	Gifts,	and	thus	his	children	canlearn	most	Gifts	of	Rank	Three	or	lower	(at	out-of-tribe	costs,	of
course).	He	also	grants	each	of	his	children	an	extradot	of	Stamina	and	an	extra	dot	of	Survival.	Ban:	Minotaur	demands	that	his	children	hurt	and	slay	any	of	Pegasus’	children	that	they	meet.	They	do	nothave	to	exact	Minotaur’s	vengeance	immediately,	but	they	can	never	let	a	Black	Fury	or	other	werewolf	who	followsPegasus	live	in	peace.	Once	the
character	successfully	performs	the	rite,	he	When	activated,	the	wearer	of	the	goggles	gains	thebecomes	a	Skin	Dancer	—	in	essence,	a	pseudo-Garou	—	ability	to	track	Garou	movement	via	residual	traces	ofand	gains	the	ability	to	shift	forms,	step	sideways,	regener-	their	Gnosis	signatures	through	virtually	any	terrain	(evenate,	and	the	like.	He	loses
any	Pure	Breed	he	possessed	as	a	water).	However,	this	fetish	will	not	allow	its	wearer	toKinfolk,	and	cannot	purchase	the	Ancestors	Background.	track	a	Garou	camouflaged	by	supernatural	means.Learning	Gifts	Meatsuit	While	the	totem-spirit	broods	of	Gaian	Garou	will	refuse	Level	4,	Gnosis	6to	work	with	or	assist	the	Skin	Dancers	in	any	manner,
theSkin	Dancers	have,	in	the	past,	forged	alliances	with	Banes	This	fetish	is	normally	created	from	the	patchworkand	unassociated	spirits	with	a	modicum	of	success.	In	some	“practice	stitch”	suits	of	human	flesh	that	are	used	by	acases,	the	Storyteller	may	opt	to	allow	Black	Spiral	Dancer	few	potential	Skin	Dancers	to	perfect	their	mastery	of
theGifts	to	be	learned	by	Skin	Dancers.	While	this	is	perhaps	“art”	of	flaying	and	tanning	the	hides	of	large	creatures.not	the	most	desirable	of	arrangements	for	the	Skin	Dancer	The	Meatsuit	is	woven	with	authentic	catgut,	preservedor,	in	fact,	for	the	Banes	involved,	it	is	the	most	readily	ac-	and	tanned	in	a	marinade	of	human	fat,	and	finally
boundcessible	avenue	to	spiritual	power	for	the	mock-werewolves.	with	a	Bane	of	deceit	once	complete.	Skin	Dancers	have	no	rank,	but	the	sort	of	spirits	that	When	activated,	the	wearer	assumes	the	appearance,instruct	them	can	be	convinced	to	teach	them	higher-	manner,	height,	weight,	build,	and	even	eye	color	of	alevel	Gifts	at	an	additional	cost.
Skin	Dancers	buy	all	various	combination	of	the	victims	who	once	inhabitedGifts	(other	than	those	specifically	listed	as	Skin	Dancer	the	flesh	quilt.	Genetic	details	such	as	hair,	saliva,	andGifts)	higher	than	Level	One	at	a	cost	of	Gift	level	x	6.	fingerprints	also	change.	The	number	of	total	hours	that	the	Meatsuit	can	maintain	the	charade	is	equal	to
theSkin	Dancer	Fetishes	wearer’s	permanent	Gnosis	rating.	The	following	are	a	few	optional	fetishes	that	Skin	Moon	TrapDancers	(or	disgruntled	Ronin	allies)	might	find	usefulin	their	arsenal.	Level	5,	Gnosis	7	Goblin	Eyes	This	fetish	is	created	through	the	use	of	a	normal	wolf	or	bear	spring	trap.	The	trap	is	bound	with	a	corrupted	Level	3,	Gnosis	5
Lune	and	then	plated	in	sterling	silver.	The	full	effects	of	the	trap	are	determined	by	the	phase	of	the	moon	that	This	fetish	is	normally	created	using	a	pair	of	face-	the	trap	is	created	under.	Any	Garou	unfortunate	enoughfitting	sunglasses	or	protective	goggles.	The	goggles	are	to	spring	the	trap	takes	4	health	levels	of	damage	(treatsmoked
completely	black	by	the	soot	released	from	the	as	silver).	However,	if	the	Garou’s	auspice	matches	theburning	of	a	wolf	cub	skeleton	and	then	bound	(normally	moon	phase	in	which	the	fetish	was	created,	she	also	losesforcibly	or	via	blackmail)	with	an	owl-spirit.	all	of	her	temporary	Gnosis.514	WEREWOLF	THE	APOCALYPSE	20TH	ANNIVERSARY
EDITION515516Afterwords	My	Own	Prophecy	of	the	Phoenix	Our	gang	of	trippers	decided	in	the	middle	of	the	night	to	take	a	walk.	As	we	got	deeper	into	the	maze	of	backstreets	of	I	went	by	the	old	office	last	weekend.	I	mean	the	office	Richmond’s	Fan	district,	we	encountered	less	people	and	soonthat	housed	White	Wolf	when	I	moved	to	Atlanta	to
take	the	streets	were	empty	of	anyone	but	us.	When	we	hit	Boule-custodianship	of	the	brand-new	Werewolf:	the	Apocalypse	line	vard,	a	prominent	thoroughfare	running	past	the	Museum	ofway	back	in	1992.	Back	then,	we	only	had	half	the	building	Fine	Arts,	the	place	was	disconcertingly	deserted.	A	fog	had(we	later	took	over	all	of	it).	Lots	of	crazy,
deadline-wracked	descended	—	I	kid	you	not	—	and	we	were	alone	on	a	street	that,madness	went	down	in	that	place.	The	building	is	now	home	even	at	that	hour,	should	have	seen	some	traffic.	It	was	eerie.to	a	fireplace	renovation	business.	It’s	nice	to	know	that	thepeople	there	are	tending	other	people’s	hearths.	Only	much	later	did	I	realize	that	I
had	been	in	the	Umbra.	I’ve	got	a	secret	to	tell	about	my	encounter	with	Werewolf	I’m	not	joking.	It	was	exactly	what	stepping	across	thefrom	before	the	game	really	existed.	I’ve	never	written	about	Gauntlet	into	the	Penumbra	would	have	been	like	at	thatthis,	because	it’s	all	rather	strange.	I	didn’t	even	put	the	pieces	spot.	Rationally,	it	sounds
ridiculous,	but	on	acid,	I	was	in	atogether	and	realize	what	had	happened	until	many,	many	deeper	reality.years	after	the	event.	It’s	all	so	compellingly	synchronistic,	inthe	Jungian	sense,	that	I	might	as	well	use	this	time	—	twenty	This	wasn’t	the	end	of	my	prophetic	introduction	to	theyears	on	—	to	share.	world	of	the	Garou.	After	everyone	else
decided	to	crash,	I	walked	across	the	street	to	my	own	apartment.	Sleep	wasn’t	While	I	was	writing	The	Hunters	Hunted	for	Vampire,	happening,	so	I	wandered	about	checking	things	out	in	mybefore	the	who	and	what	of	Werewolf	had	been	worked	out	altered	state.	At	some	point,	I	thought	it	might	be	cool	to	stareby	Mark,	Sam,	Rob	and	the	rest	of
the	gang,	I	had	my	first	acid	into	a	mirror.	As	I	looked	at	myself,	my	face	began	growing	furtrip.	I	had	previously	avoided	mind-altering	drugs,	even	though	and	a	dog’s	nose	—	just	like	Lon	Chaney	Jr.	in	The	Wolfman.many	of	my	friends	were	experienced	psychonauts,	but	I	finallydecided	to	bite	the	silver	bullet	and	give	it	a	shot.	While	it	never	I	swear
I	am	not	making	this	up.	This	was	months	beforereached	a	Lucy-in-the-Sky-with-Diamonds	level	of	visual	weird-	I	knew	I	would	be	involved	with	Werewolf.ness,	the	evening	took	on	a	meaningful	and	revelatory	aura.	But	that	wasn’t	the	end	of	it.	I	just	had	to	keep	looking.	As	Nietzsche	said,	if	you	stare	into	the	abyss	too	long,	it	staresAFTERWORDS
517back.	I	felt	the	most	existential	dread	I	had	ever	known	by	map:	Russian	and	Slavic	and	Greek	and	Nordic	cultures	as-simply	looking	into	the	pupils	of	my	own	eyes	in	the	mirror.	serted	themselves,	shoving	aside	the	English	and	French	andA	deep	sense	of	horror	and	nihilism	overwhelmed	me.	My	trip	Italian	prominence	that	you	usually	see	in
American	works.had	become	a	Bad	Trip.	Of	course,	there	were	plenty	of	cockups	in	the	presentation	—	but	working	on	Werewolf,	I	got	to	actually	experience	a	wider	I	had	somehow	stumbled	into	the	Black	Spiral	Labyrinth.	world	through	contact	with	the	fans.	Freelancers	in	England	and	Australia;	fans	from	Germany	and	Brazil	who’d	email	me;	I	was
lucky	—	I	had	a	pack.	I	went	right	back	across	the	the	ability	to	reach	out	on	the	Internet	and	ask	for	advice	fromstreet	and	found	a	still-awake	compatriot	who	knew	how	to	people	halfway	around	the	world.talk	me	out	of	my	nightmare.	And	of	course,	there	was	the	focus	on	ecological	and	envi-	In	that	one-night	acid	trip,	I	had	viscerally	experienced
ronmental	concerns.	The	other	guys	at	the	office	liked	to	jokethree	major	elements	of	the	game	world	I	would	spend	the	next	about	me	being	a	hillbilly	from	“Skemp	Mountain”	—	but	I	wasfew	years	developing.	Oh,	I	know	this	could	all	be	written	off	as	always	proud	to	have	grown	up	in	a	rural	area.	Sure,	we	had	ourapophenia	—	imposing	meaning	on
randomness.	But	still,	it’s	benighted	ignoramuses,	but	there	was	also	the	land	—	forests	inawfully	coincidental	to	the	path	my	creative	life	would	take.	autumn,	snow	on	the	mountaintops	in	winter,	buds	and	flowersMakes	you	wonder.	in	spring,	warm	showers	in	summer.	Werewolf	was	a	game	that	cared	about	that.	Yeah,	it	played	out	well	in	the	cities
—	but	at	Twenty	years	later,	what	does	all	this	mean?	For	one,	I	its	heart	it’s	a	game	that	says	the	places	an	hour	away	from	a	barthink	the	answer	to	the	question	“Where	do	you	get	your	scene,	even	an	hour	away	from	a	gas	station,	they	matter.ideas?”	is	far	from	simple,	and	two:	Don’t	go	into	the	Umbrawithout	packmates.	All	these	things	were
there.	The	issues	about	the	eugenics	and	forced	breeding	were	still	present	(and	worth	addressing),	Bill	Bridges	but	when	I	held	the	whole	of	the	line	in	my	hands,	it	was	like	holding	the	world.	Werewolf	contains	immensities:	human	Stone	Mountain,	GA	frailty	and	hope,	responsibility	to	the	land	as	well	as	your	people,	cities	and	wild	lands,	the
material	and	the	spiritual,	history	•••	and	mythology,	culture	and	counterculture.	It’s	transgressive	and	tradition-minded,	liberal	and	conservative,	faithful	and	It’s	funny	how	the	game	that	shapes	your	entire	life	is	one	iconoclastic.	If	you	spend	any	time	looking	at	it	at	all,	you	willyou	never	see	coming.	find	something	of	yourself	in	there.	I	would
argue	that	more	than	any	other	World	of	Darkness	line,	Werewolf	encompasses	I	was	in	college	when	the	World	of	Darkness	hit.	My	gam-	the	world	—	larger	than	humanism,	larger	than	civilizations,ing	circle	looked	at	the	planned	release	schedule	in	the	back	larger	than	spirituality.	It’s	about	everything,	and	why	everythingof	Vampire	and	started
divvying	games	up	in	advance.	“I’ll	run	matters	in	its	own	way.Vampire,”	said	one	friend.	Others	claimed	Werewolf,	Mage,Ghost,	Faerie…	I	can’t	recall	which	one	I	thought	I’d	run.	You	can’t	run	a	Werewolf	game	(or	a	line)	without	learningWe	never	played	them	all	before	graduation,	but	we	did	spend	a	lot	along	the	way:	science,	myth,	culture,	all
sorts	of	things.some	time	kicking	around	with	Vampire	in	which	we	played	Even	after	all	these	years,	I	feel	that	I’ve	only	done	a	very	littlethe	sort	of	characters	many	people	would	condemn.	(Ask	me	bit,	and	worked	with	an	army	of	giants.	It	makes	me	humble,about	my	Flaw:	Haunted	sometime	if	you	want	to	be	deeply	and	reminds	me	how	much	I
have	yet	to	learn	—	and	I	couldn’tdisappointed	in	me.)	be	prouder	to	have	been	a	part	of	that.	Flash	forward	a	couple	of	years.	One	of	my	best	friends	ever,	Ethan	SkempKathleen	Ryan,	had	wound	up	interning	at	White	Wolf,	andthen	working	for	them.	She	arranged	for	me	to	get	an	editing	Lilburn,	GAtest,	and	soon	I	landed	an	open	editor	position	at
the	companythat’d	provide	me	with	some	of	the	best	friends	I	ever	had,	•••including	the	one	I	wound	up	marrying.	Then	Bill	decided	tomove	on,	and	I	got	nominated	to	take	over	Werewolf.	As	I	sit	here	atop	Arthur’s	Seat,	I’ve	got	pretty	much	all	of	Edinburgh	in	front	of	me.	I	come	up	here	when	I	need	to	get	The	interesting	thing	is	that	I	had
originally	kind	of	set	some	distance	from	the	streets	and	buildings;	even	though	it’saside	Werewolf	as	a	focus.	In	all	honesty,	the	idea	of	manda-	part	of	the	city,	it	still	feels	wild	enough	that	it’s	an	appropriatetory	breeding	for	the	good	of	the	species	was	something	I	found	place	to	think	about	Werewolf.repugnant	—	it	smacked	of	eugenics	and	horrible
men	doinghorrible	things	for	the	sake	of	an	“heir,”	things	I	have	always	The	world’s	changed	a	lot	in	the	last	twenty	years.	Societyassociated	with	antagonists.	But	then	there	was	everything	else.	no	longer	fears	the	looming	millennium,	but	that	fear’s	beenAnd	I	mean	everything	else.	replaced	by	a	growing	sense	of	powerlessness.	We’re	more	con-
nected,	thanks	to	the	massive	penetration	of	smartphones	and	There	was	the	focus	on	animals,	both	biological	and	mythic.	social	networks,	but	we’re	more	isolated	than	ever	from	the	peopleThis	was	a	setting	where	knowing	carnivore	biology	was	useful,	we	meet	face-to-face.	People	who	don’t	remember	the	Exxonparticularly	if	you	could	also	back	it
up	with	animal	mythol-	Valdez	know	all	about	the	Deepwater	Horizon.	Companies	set	upogy	—	where	Bernd	Heinrich’s	The	Mind	of	the	Raven	stoodalongside	Pacific	Northwest	myths	about	Raven-the-trickster.	There	was	the	embrace	of	other	cultures.	Even	when	itwas	focusing	on	European-origin	cultures,	it	went	all	over	the518	WEREWOLF	THE
APOCALYPSE	20TH	ANNIVERSARY	EDITIONcorporate	shell	games	to	avoid	paying	their	share	or	treating	their	—	just	look	at	Beowulf.	The	Garou	are,	by	their	very	nature,workers	like	human	beings.	Governments	preach	hatred	of	the	incredibly	good	at	killing	things.	But	killing	people	won’t	savepoor	and	downtrodden	as	a	smokescreen	for	their	own
corruption.	the	world.	Doesn’t	matter	how	many	oil	company	executives	you	tear	to	shreds,	or	if	you	can	reduce	every	corrupt	politician	I	probably	have	a	different	take	on	Werewolf	to	a	lot	of	the	to	chunky	salsa	in	a	single	night.	Someone	else	will	always	steppeople	who	wrote	it,	because	I	grew	up	in	the	north	of	England	up,	because	you	can’t	kill	an
idea	—	and	that’s	without	feedingduring	the	1980s.	I	watched	people	losing	their	jobs	because	of	spirits	of	pain	and	murder	with	such	wanton	violence.ideology	and	rhetoric.	Politician	after	politician	mired	them-selves	in	scandal	and	sleaze	but	nothing	changed	and	nobody	Despite	pointing	out	the	tragic	angle	in	Werewolf,	Iseemed	to	care	enough	to
do	something	—	anything	—	about	don’t	want	to	end	on	a	downer.	Direct	action	is	a	good	thing,it.	I	was	angry,	but	I	didn’t	have	a	direction	for	that	anger.	whether	it’s	violence	in	the	game	or	protests	and	marches	in	real	life.	It	draws	people’s	attention	to	the	problems	you	see	in	When	I	was	fourteen,	a	friend	introduced	me	to	Werewolf:	the	world.	If
it’s	done	right,	you	can	slow	those	problems	longThe	Apocalypse.	The	first	thing	that	grabbed	me	was	the	very	enough	to	work	out	a	lasting	solution.	That’s	very	much	inpowerful	image	of	doomed	heroes	throwing	themselves	into	the	theme	for	Werewolf	—	though	the	best	way	for	the	Garou	tomaw	of	the	beast,	but	that	was	just	the	surface.	Werewolf
was	stop	a	problem	usually	involves	more	violence.—	and	is	—	an	explicitly	political	game.	It	says	“Doing	thesethings	is	corrupt,”	it	gives	corruption	a	face,	and	the	game	gives	Werewolf:	The	Apocalypse	is	very	much	a	game	about	theits	protagonists	a	sacred	duty	to	kick	the	shit	out	of	said	face	of	highs	and	lows	of	trying	to	change	the	world.	That’s
why	it	speakscorruption.	Yeah,	that	spoke	to	me.	to	me,	and	that’s	why	I’m	so	excited	to	take	the	game	forward.	It	took	me	a	while	to	realize	the	great	tragedy	behind	the	Stew	WilsonApocalypse.	It’s	not	that	the	Garou	can’t	win.	You	can	stilltell	a	story	of	heroism	and	triumph	if	everyone	dies	in	the	end	Edinburgh,	UKAFTERWORDS	519Werewolf	taps
into	something	primal.	Not	just	in	Back	in	high	school,	I	discovered	Vampire.	As	athe	sense	that	the	characters	are	part	wolf,	but	in	that	it	rare	gamer	girl,	I	was	hooked.		After	college,	I	startedtouches	on	one	of	our	strongest	urges	—	to	have	some-	my	own	game.		I	told	my	players	to	make	whateverthing	great	to	die	for.	they	wished.	To	a	man,	they
made...	werewolves?	I	had	no	idea	what	I	was	doing,	and	most	of	that	first	Vampire	was	unique	in	that	your	worst	enemy	was	session	was	by	the	seat	of	my	pants.	Yet	the	aura	ofyourself,	your	own	beast	and	vice.	Werewolf	took	a	dif-	love,	loss,	and	family	was	something	vampires	couldferent	tactic	—	you	were	a	beast	who	railed	against	a	never	match.
	I’ve	run	countless	games	since	then,world	so	utterly	corrupt	that	the	Apocalypse	had	become	told	more	magnificent	stories,	but	none	of	haveinevitable.	Instead	of	giving	up,	though,	you	stood	with	come	close	to	that	joy:	the	first	day	a	pack	becameGaia’s	warriors,	refusing	to	concede.	a	family,	and	a	caern	became	a	home.	It	drew	equally	from	the
black	heart	of	the	World	Michelle	Robertsof	Darkness	and	the	core	truth	of	what	it	means	to	be	OWbN	Silver	Fang	Tribal	Narratora	hero.	It’s	no	wonder	why,	then,	that	its	legacy	hasendured	over	20	years.	For	me,	the	appeal	of	Werewolf:	The	Apocalypse	was	the	grandeur	of	playing	the	tragic	hero.	With	their	Ric	Connely	efforts	doomed	from	the
start,	the	Garou	could	only	Chairman,	Mind’s	Eye	Society	hope	to	die	gracefully,	their	deeds	remembered	by	their	pack	and	sept.	Of	course,	when	I	started	storytelling,	I	Starting	a	new	game	can	be	tough	sometimes;	found	it	difficult	not	to	fall	in	love	with	the	enemies	grasping	the	system	and	meeting	the	other	charac-	my	characters	had	once	fought.
Pentex:	what	a	marvel-	ters	can	be	jarring.	Werewolf	encourages	players	to	ous	villain!	An	opponent	for	all	seasons,	I	found	that	I	help	each	other	out	and	build	a	sense	of	community	could	incorporate	that	evil	corporation	into	just	about	simultaneously.	It	quickly	becomes	more	than	just	a	any	game.	With	such	great	protagonists	and	wonderful	game,
your	pack	becomes	your	family	and	you	learn	adversaries,	it’s	little	wonder	that	people	at	my	table	to	rely	upon	them	as	such.	Hearing	about	W20	gets	would	take	to	howling	and	growling!	me	excited	to	know	that	not	only	will	a	system	that	I	love	be	honored,	but	it	will	also	provide	opportunity	Dave	Martin	to	those	who	haven’t	experienced	it	to	look
at	a	Wrecking	Crew	game	that	challenges	how	they	think	about	gaming.	Caity	Grace	OWbN	Girls	Information	about	White	Wolf	redoing	old	World	of	My	experience	with	Werewolf:	the	ApocalypseDarkness	stuff	was	like	a	bright	sign:	“Behey,	You	weren’t	started	around	ten	years	ago.	It	was	a	breath	of	freshthere	to	participate	with	the	classic	WoD
lines	from	the	air	compared	to	my	experience	with	Vampire:	thebeginning,	so	this	is	your	second	chance.	Don’t	screw	it	Masquerade.	It	allowed	my	friends	and	I	to	exploreup”.	The	idea	of	these	ultra-complete	compendium-books	different	themes,	to	explore	different	mythologieswas	something	almost	from	the	dream	—	all	clans	and	and	histories	in
bringing	to	life	our	view	of	were-tribes	revealed	and	explained,	all	dread	powers	cataloged	wolves	in	their	eternal	struggle	against	imbalanceand	described.	All	in	user	friendly,	not	metaplot-heavy	in	the	world	and	the	threat	of	the	Wyrm.	It	stilldeluxe	editions	with	the	greatest	WoD	artists	and	writers	stands	as	my	favourite	White	Wolf	game	because
itinvolved.	When	with	Polish	WoD	fansite	Asylum	we	encourages	players	to	work	together,	to	team	up	andlaunched	“The	Werewolf	Month”	to	celebrate	a	W20-	experience	camaraderie	in	war	as	well	as	allowingevent	—	it	was	madness.	Within	a	few	hours	we	had	internal	conflict.10	guys	willing	to	back	the	project.	After	many	yearsWerewolf:	the
Apocalypse	still	lives.	Liam	Draper	(Stafford,	United	Kingdom)	Jakub	“Behalior”	Roczniak	(Krakow,	Poland)	W20	Project	Coordinator	for	Asylum,	Polish	WoD	Fansite520Come	for	the	Game,	stay	for	the	Mythology.	When	I	Werewolf:	The	Apocalypse.	I	was	hookedfirst	approached	W:tA,	I	had	no	idea	I	would	find	a	deep,	since	the	very	first	game	in	‘98.	I
was	fascinated	thatthought-provoking	setting	that	takes	our	present	world	the	same	character	thought	differently	in	differentand	changes	it	ever	so	slightly	for	the	worse:	darker	alleys,	forms;	I	was	intrigued	by	the	impossibilities	of	thecountless	enemies	at	every	step,	and	a	battle	already	lost	Umbra	and	the	idea	of	a	war	on	such	an	epic	levelfrom	the
beginning.	This	has	always	struck	me	as	a	game	and	playing	someone	who	was	a	very	small	part	ofof	dualities:	man	and	wolf,	Gnosis	and	Rage,	material	and	that.	I	have	never	learnt	so	much	about	thinkingspiritual,	revolution	and	tradition;	and	the	Garou	sit	right	outside	the	box	in	my	life	then	from	playing	this.	Itin	the	center	of	all	these	crossroads.
This	complexity	of	is	definitely	the	most	dramatic	of	all	the	games	I’vethemes	has	been	the	common	ground	that	allowed	me	played	with	players	always	looking	for	ways	to	have	ato	meet	so	many	of	the	people	that	I	call	friends	today.	magnificent	glorious	last	stand,	solve	mind	bending	riddles,	and	weave	stories	that	would	make	Hercules	Marco
“Vittek”	Donghi	(Triuggio,	Italy)	jealous.	I’ve	loved	every	minute.	Kaputt	Mundi,	Italian	Werewolf	Fansite	Peter	Houston	(Dublin,	Ireland)	When	I	opened	the	Werewolf	book	for	the	first	I	hadn’t	discovered	roleplaying	games	until	mytime,	I	was	amazed	at	the	amount	of	story	there	was.	freshman	year	of	high	school.	Vampire	was	my	secondEach	of	the
tribes	has	so	much	history.		I	think	my	game,	after	RIFTS.	We	picked	up	Werewolf	as	a	supple-favorite	part	of	the	Garou	genre	is	the	rich	tapestry	ment	and	only	used	it	for	antagonists.	When	I	reachedof	oral	tradition.		There	are	the	genre	stories	in	the	college	I	played	in	my	first	actual	Werewolf	game	andmain	book	and	the	clan	books,	and	then	in
the	game	everything	changed.	These	weren’t	static,	Rage-filledyou	build	your	own	story	around	them.	Not	only	that,	monsters.	They	were	balanced	soldiers	for	the	Earth.but	it	has	helped	me	to	become	a	better	speaker	and	The	tribes	feuded	just	as	much	as	the	clans,	but	withwriter.	This	book	will	be	such	a	staple	in	the	Garou	a	spirit	of	unity.	Politics
were	more	difficult	and	moreCommunity	and	I	cannot	wait	to	become	a	part	of	rewarding.	Werewolf	remains	my	favorite	game	to	LARPits	rich	story.	and	is	among	my	top	games	to	tabletop,	even	years	later.	Barbie	Smith	Josh	Wasta	(Cedar	Rapids,	IA)	OWbN	Girls	I	remember	the	claw	marks	on	the	Werewolf	front	For	almost	fifteen	years,	in	a	simple
old	buildingcover	and	picking	it	up	to	see	what	the	fuss	was	about.	in	the	city	centre	of	Delft,	young	people	have	gath-Eight	years	ago,	I	stepped	into	a	Werewolf	LARP	and	ered	under	the	blue	caress	of	the	moonlight	everyfound	the	most	community-bound	setting	that	I’d	ever	month,	to	engage	in	a	game	of	Honor,	Glory	andseen	in	gaming.	Years	of
grand	memories	and	moments	Wisdom.	As	part	of	the	longest	running	chronicleof	elation	with	friends	who	sat	around	a	moot	fire	telling	in	the	Netherlands,	here	players	have	written	manystories	and	evoking	a	sense	of	camaraderie	later?	I	know	legends,	and	characters	have	died	many	deaths	in	thewithout	doubt	that	Apocalypse	is	the	prime	and
ideal	name	of	Gaia.	Though	the	composition	of	the	septcooperative	storytelling	setting.	No	one	can	be	more	has	seen	many	changes,	since	the	first	dawn	on	ourexcited	than	I	am	about	the	twentieth-year	rebirth	of	caern,	we	have	not	missed	a	single	moot.	If	nothingsuch	a	rich	world.	else,	the	Bluepelt	Sept	is	one	of	persistence.	Justin	Quigley	Players
of	the	Bluepelt	Werewolf	Chronicle	(Delft,	the	Netherlands)	OWbN	Assistant	Changing	Breeds	Coordinator	521I’ve	been	part	of	the	Bluepelt	Delft	chronicle	since	its	I	heard	my	first	howl	in	1995,	felt	the	soundinception	almost	12	years	ago	and	I’ve	been	a	Storyteller	of	the	drums	of	the	moots	resounding	in	my	chest,for	that	group	for	over	10	years
and	100	sessions.	It’s	tasted	the	Rage	of	the	Garou	for	their	desperateone	of	the	most	detailed,	long-running	and	fun	settings	and	lonely	fight	against	the	Wyrm	and	witnessedI	have	ever	played.	Of	course,	there	have	always	been	the	miracles	of	Gaia	in	the	last	caerns.	For	years	Iepic	events	in	those	years,	but	in	the	end	it	has	always	was	the
Storyteller	of	a	huge	chronicle	that	helpedbeen	the	mundane	that	gave	scope	to	the	magnificent.	me	find	my	best	friends,	week	after	week	prepared	to	feel	that	something	primal	the	game	gave	to	us,	The	most	beautiful	thing	however	is	the	legend.	our	chance	to	save	the	beauty	and	spiritual	in	theHumble	characters	from	the	start	of	the	chronicle	are
world.	Nowadays,	our	pack	is	scattered	but	we	willnow	legends	with	the	new	players.	Sjoerd,	Sean	O’Neill,	always	have	the	werewolves	in	our	hearts,	ready	forPawnbreaker	and	The	Bullet	Dodger	for	example	are	one	last	fight.legends	not	because	we	wrote	them	to	be	so,	but	becausethey	lived,	fought	and	sometimes	died	in	such	a	way	that	Ibon
Presno	González	(Bilbao,	Spain)it	was	talked	about	in	the	gameworld	as	well	as	in	thereal	world	of	other,	far	away,	groups	and	settings.	When	I	am	what	many	would	consider	a	newcomer	tothose	players	came	to	us,	the	legends	that	we	forged	Werewolf	the	Apocalypse.	I	never	had	a	chance	to	playourselves	where	already	there.	until	late	2009,	but
once	I	did	start	playing	and	reading	it,	I	was	completely	hooked:	the	desperate	struggle	of	It	has	been	my	privilege	to	be	a	part	of	that,	as	a	these	wild,	savage	beings	that	fight	not	only	against	anplayer,	a	character	but	most	of	all,	as	a	storyteller.	insidious	enemy	but	also	against	the	monster	they	all	harbor	within	was	something	that	made	me	fall	in
love	Mark	de	Ruijter	(Delft,	The	Netherlands)	with	the	game.	And	the	extreme	contrasts	the	game	has,	like	the	in-pack	camaraderie	and	the	cutthroat	political	Looking	back,	I	can	different	phases	of	my	life	games	in	a	sept,	the	various	tribal	philosophies	that	clash	reflected	in	this	game.	I	went	from	dual	klaive-	with	one	another,	the	Garou’s	relation
with	the	Triat…	wielding	Renown-hunting	Wyrmslayers	in	my	late	all	these	themes	and	many	more	are	what	kept	me	in	beer-binging	teens,	to	exploring	the	darker	sides	of	love	with	the	game.	Werewolf	in	my	early	twenties.	Tribal	politics	were	my	big	thing	when	I	got	a	more	serious	corporate	job.	Bruno	Hermenegildo	(Braga,	Portugal)	Nowadays	—
halfway	past	thirty	—	my	games	turn	Werewolf:	the	Apocalypse	Storyteller,	into	Gordian	knots	of	intertwined	morals,	wants	and	Immortal	Vigilance	needs	which	arguably	resemble	the	complications	of	running	a	family	with	two	toddlers.	And	there’s	I’ve	had	many	great	experiences	with	WtA,	and	still	plenty	left	to	find	in	there.	Thanks	for	running	this
is	my	highlight:	The	pack’s	bonding	extends	along,	here’s	to	the	day	when	both	my	boys	will	play	to	players	as	well.	They	begin	thinking,	acting	and	their	Werewolf	Rite	of	Passage!	roleplaying	as	a	pack,	celebrating	and	mourning	together.	And	that	goes	beyond	the	game,	forging	a	Mark	Otting	(Delft,	the	Netherlands)	great	friendship	that	stands	the
test	of	time.	Fueled	by	this	affinity,	players	lead	their	respective	char-	From	twenty	years	ago	to	nowadays,	Werewolf:	The	acters	battling	the	Wyrm	with	an	ever-increasingApocalypse	has	attracted	its	share	of	fans.	Vocal	and	pas-	determination.	They	know	it	is	a	hard	struggle	forsionate	in	its	defense	and	backing,	eager	to	set	aside	any	the	Garou,	and
they	fear	that	they	cannot	win.	Yetdifference	in	playstyles	to	enjoy	a	good	game,	Werewolf	they	keep	fighting	until	the	Apocalypse,	with	theenthusiasts	are	a	reflection	of	the	Garou:	fierce	in	battle,	aforementioned	bond	giving	them	the	will	to	carrytribally	divided	but	still	united	for	Gaia.	This	game	does	on	against	all	odds.	Fulfilling	as	it	is	to	run
throughbest	at	showcasing	the	inner	conflicts	beneath	the	violent	a	successful	campaign,	this	kind	of	friendship	issurface;	I	saw	one	combat	player	surprise	everyone	by	invaluable...roleplaying	a	deeply	troubled	character	begging	for	themoral	support	of	his	pack.	And	now,	this	W20	serves	Manolis	Kemerlis	(Chania,	Crete,	Greece)both	as	a	homage	to
the	spirit	of	those	special	momentsand	an	encouragement	for	the	now-Elders	to	teach	thecubs	how	to	Rage.	David	García-Brazales	Santiago	(Madrid,	Spain)522I	was	always	more	of	a	Vampire	player	to	be	honest.	Sometimes,	you'll	watch	a	movie,	read	a	book,	or	playI	used	to	think	Werewolf	was	a	game	for	guys	who	want	a	game	that	feels	like	it	was
made	just	for	you.	For	me,	thatto	play	some	macho	beast	which	rolls	too	many	dice.	I	games	was	Werewolf.	The	spirit	world,	the	tribal	culture,decided	to	try	it	anyway	and	a	new	world	opened	before	the	rawness	and	open-wound	depth	of	the	setting...	Gah.me.	Werewolf	is	so	much	more	than	what	I	thought	it	No	words.	They	should've	sent	a	poet.was!
The	connection	between	players	is	a	lot	tighter,	thebattle	more	intense	and	the	drama	greater.	Werewolf	is	a	Werewolf	changed	my	life	from	the	moment	I	pickeddramatic	tail	of	heroes	standing	alone	against	that	which	it	up.	It	changed	the	way	I	played	RPGs,	it	changed	therots	us	from	within.	Are	they	brutal	killing	machines,	way	I	wrote,	and	it
changed	the	entire	path	of	my	career.stuck	in	their	ways	and	errors?	For	me	they	aren’t	—	they	Before	Werewolf,	I	was	going	to	be	a	paramedic	whoare	the	true	heroes	in	the	World	of	Darkness.	fancied	himself	an	author.	Now	I'm	an	author	who	wor-	ries	he'll	never	write	anything	as	good	as	this	damn	game.	Martijn	Kruining	(Antwerp,	Belgium)
Aaron	Dembski-Bowden	New	York	Times	Bestselling	Author	Since	the	very	first	day	in	1994,	Werewolf:The	Apocalypse	really	got	personal	for	me.	In	ourso	called	“Personality”	setting,	we	played	ourselves,being		drawn	into	the	abyss	of	the	WoD.	I	slippedinto	a	Silver	Fang’s	noble	pelt	and	this	escortedme,	despite	other	games,	until	our	final	nights
andbeyond.	Suddenly	we	saw	several	well-known	or	rarevisited	places	from	another	viewpoint.	“In	this	groveI	fought	my	first	Dancers.	This	megalithic	grave	is	ourcaern.”	Later,	with	the	money,	came	travels	throughEurope.	The	Harz,	Paris,	several	other	metropolises,and	in	a	way	the	WoD	was	always	there	too.	So	theWhite	Wolf	systems	gave	me	an
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ANNIVERSARY	EDITION	BACKERS	537A	General	Index	BAbilities	Amnesia	477	Backgrounds	135-140,	206,	332,	at	character	creation	112,	114,	116,	Ananasi	400-401	gaining	244	Ancestor	Ally	482	pooling	backgrounds	140-142,	371	126-135	Ancestors	(Background)	114,	136	discouragedandrestricted91,97,135,425	lupus	restrictions	76	restrictions
83,	91,	97	see	also	individual	Backgrounds	cost	to	increase	244	see	also	Ancestor	Ally,	Insane	Ancestor	see	also	knowledges,	skills,	talents	Anchorhead	69,	211,	318	Bad	Sight	473	Animal	Ken	129Ability	Deficit	478	mechanics	affecting	373,	484	Bad	Taste	472	rolls	using	160,	163,	167,	176,	182,	186,Absent-Minded	478	Banes	439-448	198,	240,	430,
Bane	Charms	367Abyss	316,	328-329	Animal	Magnetism	480	Moon	phase	chart	328	Animal	Musk	473	Bitter	Rages	441	Anosmia	473	Drattosi	442Academics	132,	anruth	71,	Dream	Makers	443	rolls	using	154,	240,	Appearance	117,	125	Gray	Men	443	for	lupus	76	mechanics	affecting	75,	76,	189,	258,	Grey	Masses	443	Nexus	Crawlers	444acid	255,
368,	445	260,	286,	382,	474,	Ooralath	445	see	also	Aggravated	Damage	rolls	including	167,	169,	174,	279	Phantasmi	446	automatic	feats	Scrags	446actions	126,	144,	232-233,	see	feats	Psychomachiae	446	automatic	269	Arcadian	Gateway	329	Scryers	447	chart	237	Arcanum,	the	469	Wyrmholes	447	extended	237	archetypes	486-491	see	also
Immune	to	Wyrm	Emanations	multiple	233-234	see	also	character	creation	reflexive	232,	269	armor	291-292	Banned	Tranformation	483	resisted	238	mechanics	affecting	258,	300	and	health	levels	148	rating	chart	292	Barren/Sterile	382	see	also	teamwork	supernatural	177,	366	Athletics	126	Bastet	402-405Acute	Sense	472	combat	use	288,	289,
296,	298,	299,	300,	mechanics	affecting	152,	407,	472	Battle	Scars	259-260addiction	258	rolls	using	156,	158,	159,	174,	178,	192,	to	cannibalism	201,	500	Battleground	316,	330	193,	195,	196,	197,	200,	224,	241,adren	53,	71	270,271,272,415,428,434,435,437	bawn	55,	69,	206	Renown	251	athro	53,	71,	252	Atrocity	Realm	316,	329-330	Bear	(spirit)
374Aetherial	Realm	316,	329	attack	see	combat	Berserker	476age,	aging	74,	261	Attributes	123-126	chart	74	purchasing	with	freebie	points	114	biology/physiology	of	werewolves	31-32	for	Rokea	420	mechanics	affecting	154	see	also	character	creation,	individual	bite	286-287,	296Ahroun	46,	79,	112	Attributes	mechanics	affecting	157,	159,	160,
172,	Gifts	170-172	auspice	32,	46,	69,	73,	76-77,	203	Rank	chart	251	character	creation	chart	112-113	182,	201,	260,	374,	473,	Gifts,	see	individual	auspices	forChangingBreeds405,413,415,419,421aiming	293-294	Renown	and,	251	for	Formori	431,	432,	435,	439,	Renunciation	204-205,	253	see	also	Jaw	Lock,airts	71,	319	see	also	individual	auspices,
Changing	see	also	Moonlit	Airts	Breeds	Black	Dog	Game	Factory	see	page	XX	Awen	71Aisling	71,	306	Black	Furies	46,	56,	59,	80-81,	217,	374	at	character	creation,	113Ajaba	398-399	Camps	491-492	Gifts	173-174Alcohol	Tolerance	472	see	also	PegasusAlertness	126	Black	Spiral	Dancers	64,	66-67,	424-428	rolls	using	131,	159,	161,	179,	180,	193,
see	also	White	Howlers	198,	240,	273,	275,	322,	377,	426,	Blight	69,	117,	247,	314,	366	431,	435,	439,	476	see	also	Charm:	Cleanse	the	Blight	mechanics	affecting	374	Blind	(Flaw)	474Allies	(Background)	114,	135-136,	140	see	also	blind	fighting	restrictions	113	see	also	Contacts	blind	fighting	292Ambidextrous	472	blindness	298	poor	eyesight
409ambush	125,	126,	237538	WEREWOLF	THE	APOCALYPSE	20TH	ANNIVERSARY	EDITIONsupernatural	blindness	189,	415	rolls	using	146,	153-155,	157,	158,	Disarm	296	fomori	432,	437	160,	161,	164-167,	169,	170,	Evasive	Action	299	seealsoperception,OneEye,Blind(Flaw)	172,173,177-181,184-187,189-191,	Flank	or	Rear	Attacks	297
194,201,203,205,208,210,214,216,	Grapple	297block	289-290	218,240,277,279,330,331,394,395	Hamstring	299	see	also	parry	Jaw	Lock	299	Charms	367-	Kick	297Boar	(spirit)	374	Airt	Sense	366	Leaping	Rake	299	Armor	366	Low	Blow	298Boli	Zousizhe	505	Blast	366	Pistol	Whip	299	Gifts	183	Cleanse	the	Blight	366	Punch	298	Control	Electrical
Systems	366	Sweep	298Bone	Gnawers	47,	51,	82-83,	135,	250,	374,	480	Create	Fires	367	Tackle	298	at	character	creation	113	Create	Wind	367	Taunt	300	Camps	492-493	Flood	367	Wishbone	300	Gifts	174-177	Freeze	367	see	also	Pack	Tactics	Kinfolk	381	Healing	367	see	also	combat	see	also	Rat	Illuminate	367	Materialize	366	Common	Sense
474botch	147,	235-236,	256,	302	Open	Moon	Bridge	367	and	Rage	145,	261	Peek	367	Computer	132	on	extended	actions	203,	237	Realm	Sense	366	rolls	using	184,	185,	232,	240,	on	teamwork	actions	239	Re-form	366	hacking	280-290	see	also	failure	Shapeshift	367	restrictions	76	Shatter	Glass	367	see	also	technologybows	294	Short	Out	367	see
also	combat,	ranged	Swift	Flight	367	Computer	Aptitude	474	Tracking	367Brawl	127	Umbraquake	367	Concentration	475	in	combat	288,	289,	296-300	Updraft	367	rolls	using	167,	173,	174,	194,	197,	Bane	Charms	367	Concord,	the	38-39,	69	maneuvers	see	combat	maneuvers	Weaver	Charms	367-368	mechanics	affecting	175,	374	Wyld	Charms	368
Conniver	480breeds	32,	43-44,	69,	73-76,	115,	256,	262	chases,	see	pursuit	Contacts	114,	136-137,	140	at	character	creation	112	Restrictions	89,	93,	105	breed	Gifts	152-161	Children	of	Gaia	47,	52,	56,	84-85	see	also	Allies	for	Kinfolk	380	at	character	creation,	113	Renown	249	Camps	493-494	Corax	406-407	see	also	individual	breeds,	Changing
Gifts	177-178	see	also	Unicorn	Corruption	69	Breeds	see	also	Wyrm,	the	Chimera	(spirit)	375Bunyip	388-289	Coyote	(spirit)	376	Gifts	394-395	chiminage	55,	69,	319	Crafts	129-130C	claw	296	rollsusing152-154,175,182,199,272,294Calm	Heart	476	cliath	43,	48,	53,	112,	251	credibility	277	see	also	Rankcarrying,	see	Strength	Crescent	Moon	see
Theurge	carrying	silver,	see	silver	climbing	270	mechanics	affecting	152,	197,	Crinos	44,	45,	69,	286caern	52,	55,	69,	151,	248,	309,	310-311,	386	see	also	Delirium,	metis	Caern	Rites	206-208	Cockroach	(spirit)	375	Wyrm	caerns	64,	65-66	Croatan	390-391	Code	of	Honor	476	Gifts	395-396camps	see	Tribal	Camps	Compulsion	476	cub	42-43,	47,	53,
306Camp	Enmity	481	combat	236,	239,	257,	259,	267,	288-303	Cuckoo	(spirit)	376Camp	Goodwill	479	blind,	see	blind	fighting	close	296	Curiosity	477Celestine	69,	326-327	ranged	293	avatars	212	Renown	246	Cursed	483	in	live-action	play	30changelings	457-458	see	also	combat	maneuvers,	weapons	CyberRealm	316,	330Changing	Breeds	398-421
combat	maneuvers	296-300	CyberSolutions	see	Pentex	see	also	individual	Changing	Breeds	Bite	296	Blinding	298	Dcharacter	creation	overview	112-114	Body	Slam	298	Claw	296	Damage	255-259freebie	point	purchases	114	Curbstomp	298	see	also	healthkinfolk	379-382	GENERAL	INDEX	Danger	Sense	483character	sheet	110	Daredevil
472Charisma	117,	124,	Dark	Fate	485	Dark	Secret	480	Dead	Man’s	Hand	467-468	Deaf	474	Deep	Umbra	69,	318-319	539Deformity	474	Empathy	127	creating	213	mechanics	affecting	481	Kinfolk	Fetishes	384-385Delirium	69,	262-263	rolls	using	154,	155,	157,	164,	166,	169,	Apeskin	(Level	1)	221	effects	chart,	263	Amulet	of	Kinship	384	see	also
Veil,	the	170,	177,	178,	186,	188,	193,	240,	Baneskin	(Level	3)	223	273,	279,	384,	407	Beast	Mask	(Level	3)	223Demeanor	see	Archetypes	(Gift)	see	Gift	Index	for	the	Gift:	Chameleon	Skin	(Level	2)	223	see	also	character	creation	Empathy	Cup	of	the	Alicorn	(Level	2)	222	Dagger	of	Retribution	(Level	2)	223Deranged	478	Endron	Oil	see	Pentex	Dream
Stealer	(Level	2)	223	D’siah	(Level	3)	223Derangements	485-486	Enemy	480	Fang	Dagger	(Level	3)	224Developmental	Neogenetics	Amalgamated	Feathered	Cloak	(Level	4)	224	Enigmas	132	Grand	Klaive	(Level	5)	226	see	Pentex	caerns	310	Harmony	Flute	(Level	1)	221	mechanics	affecting	375,	376,	407	Horn	of	Distress	384Dexterity	123,	124,	rolls
using	146,	160,	161,	167-169,	174,	Ironhammer	(Level	4)	225	and	drugs	258	Jarlhammer	(Level	5)	226	and	initiative	267-268	179,	189,	195,	196,	197,	198,	200,	Klaive	(Level	4)	225	in	extreme	cold	259	207,	282,	330,	371,	Klaive	Hammer	384	mechanics	affecting	75,	76,	154,	177,	see	also	Investigation	Labrys	of	Isthmene	(Level	4)	225	Magpie’s	Swag
(Level	1)	221	184,	191,	260	Erebus	316,	330-331,	Mirrorshades	(Level	1)	222	rolls	using	156,	159,	174,	175,	189,	192,	Monkey	Puzzle	(Level	4)	225	Etiquette	130	Nyx’s	Bangle	(Level	1)	222	194-200,	240,	mechanics	affecting	373,	Partridge	Wing	(Level	3)	224	restrictions	76	Personal	Umbral	Digital	Applicationdice	pools	126,	233	rolls	using	189,	240,
273,	and	Appearance	125	(Level	4)	226	and	damage	254	experience	243-344	Phoebe’s	Veil	(Level	3)	224	maximum	233	experience	costs	table244	Sanctuary	Chimes	(Level	3)	224	splitting	266	Spirit	Tracer	(Level	2)	223	see	also	individual	attributes,	traits,	and	Expert	Driver	475	Spirit	Whistle	(Level	4)	225	Sun	Whip	(Level	3)	224	actions	Expert
Knowledge	135	Truth	Earring	(Level	1)	222	Unbroken	Cord	(Level	4)	226difficulties	234	Expression	127	Wind	Whistle	(Level	3)	224	rolls	with	untrained	Skills	129	rolls	using	156,	161,	169,	170,	178,	179,	Talens	Bane	Arrows	228Dirty	Fighting	see	combat	maneuvers	180,	201,	279,	300,	Chiropteran	Spies	228	Death	Dust	228Disarm	296	extras	254
Dire	Call	385	see	also	Storyteller	characters	Gaia’s	Breath	229Disconnection	319	Hero’s	Mead	384	eye	contact	Long	Whispers	385disease	257-258	powers	requiring	174,	185,	394	Moon	Glow	229	Moon	Sign	229Docile	484	F	Nightshade	229	Test	Vial	384dodge	289	facedown	see	dominance	Wind	Snorkel	229	Wyrm	Scale	229Domains	69,	314-315
faeries	see	changelings	see	also	Near	Umbra	Fianna	47,	57,	86-87,	failure	234	at	character	creation	113dominance	54	see	also	botch,	success	Camps	494-495	see	also	Renown	Gifts	178-180	Fair	Glabro	472	see	also	StagDouble	Jeopardy	474	Falcon	(spirit)	373	fire	258Double-Jointed	472	falling	258	Firearms	130downtimes	265	damage	from	290
Family	Support	479	readying	a	weapon	270dream	and	omen	interpretation	281	rolls	using	190,	288	see	also	Enigmas	fast-talking	278	use	of	and	maneuvers	293-295Driving	Goal	478	Fate	(Background)	137Drive	130	Favor	479	rolls	using	275	Stunt	driving	276	feats	restrictions	76	physical	270-276	see	also	vehicles,	Expert	Driver	social	276-279
mental	280-285drugs	see	poisons	Fenris	(spirit)	374duel	see	dominance	Fenris’	War-Avatar	182E	Fera	see	Changing	Breeds,	individual	BreedsEidetic	Memory	476	Feral	Appearance	382elder	53,	253	and	rites	203	Fetish	(Background)	114,	137-138	Renown	251	restrictions	113	Fetish	(Merit)	383	Fetishes	221-229540	WEREWOLF	THE	APOCALYPSE
20TH	ANNIVERSARY	EDITIONFirst	Change	41,	42	H	Jaggling	69,	327	summoning	212flank	attack	297	Half	Moon	see	Philodox	Jaw	Lock	299Flashbacks	478	Hakken	506-507	jumping	271Flaws	382-383	Gifts	189	see	also	individual	Flaws	K	Harano	64,	69,Flux	316-317	kick	297	Harano	Prone	484Foe	from	the	Past	484	Kin-Fetch	42,	120-121	Hard	of
Hearing	473following	see	shadowing,	tracking	Kinain	71	Hatred	478Fomori	428-439	Kinfolk	69,	377-387	Health	147-148,	256-257	character	creation	379-380Forced	Transformation	484	supernatural	healing	171,	172,	211,	229	Kinfolk	Background	138	see	also	armor,	damage	Gifts	383-384forms	44,	285-287	Fetishes	384-385	Hierarchy	53-54	Renown
386-387fostern	53,	251	see	also	Rank	Hispo	69,	286-287	Kitsune	410-411Fox	(spirit)	377	Hobby	Talent	129	Klaive	see	FetishesFrenzy	144,	250,	261-262	homid	knockdown	292	roll	modifiers	144,	262	breed	43,	69,	73-74,	112	form	44,	286	knowledges	132-135Full	Moon	see	Ahroun	Gifts	152-155	see	also	individual	knowledgesG	Honor	see	Renown
Kucha	Ekundu	507-508	Gifts	186Gaffling	69,	327	Howls	58-59	summoning	212	see	also	Black	Spiral	Dancers	LGaia	69,	321	Huge	Size	473	Lack	of	Scent	472Gall	382	Hunted	481	Lame	474Gallain	see	Kinfolk	hunters	458-459	Language	475	see	also	natural	linguistGalliard	69,	78-79	I	at	character	creation	112	Larceny	130	Gifts	169-170	Immobilized
292	rolls	using	162,	163,	185,	240	Renown	251	Immune	to	Wyrm	Emanations	483	Law	133,gamecraft	see	dominance	rolls	using	240	Impatient	477Gauntlet	69,	309-311	Leadership	(Skill)	127-128	Gauntlet	rating	chart	309	Incarna	69,	212,	327	caerns	310	see	also	caerns,	Periphery	see	also	spirits	mechanics	affecting	215,	373	rolls	using	164,	166,
167,	168,	169,	170,geography	59-64	Incognito	see	Pentex	171,	172,	183,	191,	194,	240,	279,Get	of	Fenris	47,	57,	88-89	Inferiority	Complex	382	at	character	creation,	113	Legendary	Realm	317,	332	Camps	495-497	initiative	267-268	Gifts	180-182	yielding	269	Lexicon	69-71	see	also	Fenris	Pack	initiative	168	Lightning	Calculator	475ghosts	see
wraiths	Inner	Strength	476	liftingGibbous	Moon	see	Galliard	Insane	Ancestor	484	see	Strengthglabro	69,	286	Intelligence	125-126	The	Litany	50-52,	69	and	drugs	258Glass	Walkers	47,	57,	90-91	rolls	using	154,	162,	163,	164,	166,	170,	Long-Distance	Runner	472	at	character	creation,	113	Camps	497-498	175,	178,	180,	185,	187,	193,	196,	long
running	271-272	Gifts	182-185	198,	199,	201,	203,	206,	211,	213,	see	also	movement	see	also	Cockroach	232,240,272,277,281,282,283,383	Lucky	483Glory	see	Renown	Intimidation	127,	279	mechanics	affecting	189,	329,	373	lupusglossary	see	lexicon	rolls	using	154,	157,	162,	165,	171,	173,	breed	43,	69,	76,	112	form	44,	286Gnosis	37,	110,	116,
146	179,180,181,190,191,194,240,277	Gifts	158-161Gnosis	(Merit)	383	interrogation	278	MGood	Old	Boy	(or	Girl)	382	Intolerance	477	Magadon	Pharmaceuticals	see	PentexGovernment	agents	459-460	Investigation	133	mages	455-456	rolls	using	240,	274,	283,	284,Grandfather	Thunder	(spirit)	373	Malfeas	317,	332	Iron	Will	476grapple	297
maneuvers	see	combat	maneuvers	JGriffin	(spirit)	374	Jack-of-All-Trades	476guns	see	firearms,	weaponsGullible	481Gurahl	408-409	GENERAL	INDEX	541Manipulation	125	New	Moon	see	Ragabash	Persistent	Parents	481	mechanics	affecting	286-287,	376,	377	rolls	using	135,	154-157,	160,	161,	162,	Nightmares	477	Philodox	46,	69,	77-78	at
character	creation	112	165,	166,	168-170,	173,	175,	176,	No	Partial	Transformation	473	179,	181,	182,	184,	186-190,	193,	Gifts	166-169	195,	199,	201,	214,	233,	240,	273,	Notable	Heritage	480	277,	278,	300,	330,	331,	395,	Renown	251	Noted	Messenger	480Mark	of	the	Predator	484	Phobia	477	Notoriety	481Mechanical	Aptitude	475	Physically
Impressive	472	Nuwisha	416-417Medicine	133-134	Pierced	Veil	484	mechanics	affecting	374	O	rolls	using	173,	174,	178,	190,	199,	383	Pitiable	479	O’Tolley’s	see	PentexMelee	131	poisons	and	drugs	258-259	in	combat	288,	290	Occult	134	see	also	Alcohol	Tolerance,	Immune	to	rolls	using	189,	194,	241,	292,	296,	299,	mechanics	affecting	226,	376
see	also	weapons	rolls	using	156,	159,	164,	165,	174,	179,	Wyrm	EmanationsMembrane,	the	318	180,	182,	189-193,	197-201,	213,	Primal-Urge	128,	273	322,	330,	395	mechanics	affecting	75,	332,Mentor	(Background)	114,	138	rolls	using	144,	154,	156,	159,	160,	161,	restrictions	91,	95	One	Arm	474	166,	168,	169,	175,	180,	181,	182,Merits	382-383
One	Eye	473	185,	187,	274,	277,	283,	284,	285,	see	also	character	creation;	individual	331	oration	279	merits	Professional	Skill	132	Outsider	382Metamorph	473	Prophecies	of	Shadow	40	Overconfident	477metis	44,	69,	74-76	protectorate	70	at	character	creation	112	Owl	(spirit)	375	see	also	pack,	sept	deformities	74-76	P	punch	298Metis	Child	482
pack	54,	70,	118-120	Pure	Breed	(Background)	114,	138Minotaur	(spirit)	514	Restrictions	83,	91,	113	Pack	Tactics	300-301	see	also	Silver	FangsMixed-morph	472	Pack	Mentality	477	pursuit	272Mokole	412-413	see	also	tracking	Pangaea	317,	332Monochrome	Vision	473	R	parry	290Monstrous	474	radiation	and	toxic	waste	259	Peeking	313	see	also
poisonsMood	342-343	see	also	Penumbra	Ragabash	46,	69,	77Moon-Bound	482	Pegasus	(spirit)	373	at	character	creation	112Moon	Bridge	69,	320	Pentex	460-467	see	also	caerns;	Gift:	Open	Moon	Bridge;	Black	Dog	Game	Factory	XX	Gifts	161-164	CyberSolutions	465	Rite	of	the	Opened	Bridge	Developmental	Neogenetics	Renown	251Moonlit	Airts
320	Amalgamated	466	Rage	116,	144-145	see	also	Moon	Bridge	Endron	Oil	462	at	character	creation	112-113,	114	Incognito	462	gaining	and	regaining	145moot	56-57,	70,	206,	249,	Magadon	Pharmaceuticals	463-464	purchasing	114,	O’Tolley’s	464	spending	288movement	269	Sunburst	Computers	462	uses	144-145	Tellus	462multiple	actions	233-
234,	266	Board	of	Directors	461	Thrall	of	the	Wyrm	262	mechanics	affecting	146,	148,	183,	254,	see	also	Frenzy	see	also	actions	Penumbra	70,	306,	312-313	Rank	143-144Mute	474	Perception	125	Advancing,	251-253	and	drugs	258	Frenzy	bonus	chart	144N	mechanics	affecting	75,	173,	193,	260,	see	also	individual	RanksNagah	414-415	286,	287,
328,	332,	375	Rat	(spirit)	374	rolls	using	131,	156,	157,	159,	160,	161,Naïve	481	Ratkin	418-419	162,166,167,168,173,176,179,180,Natural	Channel	483	185,	187,	188,	190,	191,	193,	196,	Raven	(spirit)	376	197-200,	207,	240,	241,	273,	274,Natural	Leader	480	277,281,283,322,330,371,377,384	Realms	see	Umbral	RealmsNatural	Linguist	476	Perfect
Balance	472	Recognize	Garou	382Natural	Weapons	473	Performance	131,	279	rolls	using	166,	169,	170,	184,	221,	240,	Red	Talons	47,	57,	92-93Nature	at	character	creation,	113	see	archetypes	279,	394	Camps	498	see	also	character	creation	Gifts	185-188	Periphery	312-313	see	also	Griffin	(spirit)Near	Umbra	70,	315-317	see	also	Deep	Umbra,
individual	realms542	WEREWOLF	THE	APOCALYPSE	20TH	ANNIVERSARY	EDITIONreflexive	actions	232-233	Silver	256,	259	Strength	124,	see	also	actions	see	also	Silver	Tolerance	feats	270-271	mechanics	affecting	160,	169,	174,	177,Renown	142-143	Silver	Fangs	47,	57,	98-99	Awards	chart	246-250	at	character	creation,	113	181,	193,	201,	286-
287	see	also	Hierarchy	Camps	500-502	rolls	using	156,	157,	171,	182,	190,	192,	Gifts	193-195Repair	272-273	see	also	Falcon	(spirit)	233,	240,	241,	297,	301,	see	also	Mechanical	Aptitude	Silver	Tolerance	483	Strict	Carnivore	473Reputation	480	Skills	129-132	stunned	292research	237,	283-284	see	also	Abilities;	individual	skills	see	also	Academics;
Occult;	Science	Subterfuge	129,	Skin	Dancers	199,	512-515	in	combat	298,Resources	(Background)	114,	138-139	Gifts	199	restrictions	83,	93,	97,	101,	105,	135	Rite	of	Sacred	Rebirth	212,	513	mechanics	affecting	376,	377,	407	see	also	Glass	Walkers	see	also	Minotaur	(spirit)	rolls	using	153,	161,	162,	173,	174,	175,Rite	of	Passage	217	Slip
Sideways	484	176,	184,	189,	190,	198,	199,	214,	see	also	cub;	cliath	233,	240,	277,	278,	279,	376	sneaking	275rites	201-203	success	234	see	also	index	of	rites	soak	256,	290	automatic	236	see	also	damage;	health;	Stamina	complications	237Rites	(Background)	114,	139	see	also	botch;	difficulties;	failure	restrictions	Society	of	Leopold	469	Summer
Country	317,	332-333Rituals	Soft-Hearted	477	rolls	using	Sunburst	Computers	see	Pentex	specialties	123Rokea	420-421	see	also	Abilities	Supernatural	Companion	480Ronin	70,	509-512	Speech	Impediment	477	Supporter	480running	Spirit	Heritage	(Background)	114,	139	Survival	131	see	movement	mechanics	affecting	201,	373,	376	see	also	long
running	Spirit	Magnet	482	rolls	using	162,	174,	177,	178,	180,	188,S	spirits	365-371	192,	193,	199,	211,	274,	283,	395,	Charms	366-367Sable	(spirit)	509	see	also	Banes,	individual	Totem	spirits	sweep	298	see	also	kickScar	(Realm)	317,	332	Stag	(spirit)	373	Tscene	264,	267	Stamina	124	and	drowning	259	Tackle	298Science	134	caerns	310	rolls
using	165,	184,	185	Taint	of	Corruption	485	mechanics	affecting	76,	194,searching	284	rolls	using	154,	160,	161,	167,	169,	177,	Talents	126-129	see	also	Abilities;	individual	talentsseduction	279	178,	180,	181,	182,	183,	184,	189,	192,193,198,218,224,240,241,254	targeting	295Seldom	Sleeps	476	see	also	soak	see	also	aimingSelf-Confident	476
Stargazers	47,	57,	100-101	teamwork	239	at	character	creation,	113Sensing	273-274	Camps	502-503	Technology	134-135	Gifts	195-196sept	55-56,	70,	see	also	Chimera	(spirit)	rolls	using	240Shadow	Lords	94-95	stalking	prey	see	shadowing,	tracking	Tellurian	70,	307	at	character	creation,	113	Camps	498-499	Stealth	131,	Tellus	see	Pentex	Gifts
188-191	mechanics	affecting	189,	191,	222,	376,	see	also	Grandfather	Thunder	(spirit)	temperature	extremes	259	377,	394Shadowing	274-275	rolls	using	161,	176,	275	Territorial	478	see	also	trackingshapechanging	285-287	stepping	sideways	70,	309-310	Theme	341-342	see	also	GauntletShort	473	Theurge	46,	69,	77	Storyteller	characters	339	at
character	creation	112Short	Fuse	478	Banes	441	Gifts	164-166	extras	254	Renown	251Shy	477	fomori	429	see	also	individual	creature	types	throwing	296Siberakh	508-509	see	also	weapons,	ranged	Gifts	194	Streetwise	128-129	caerns	310	time	239-240Sign	of	the	Wolf	484	mechanics	affecting	376,	377	see	also	aging	rolls	using	162,	175,	176,	274,
281,	332Silent	Striders	47,	62,	96-97	Time	Sense	475	at	character	creation,	113	Camps	500	Totem	70	Gifts	191-193	Background	140-142	see	also	Owl	(spirit)	Personal	totems	140	Pack	totems	371-377	see	also	Spirits,	individual	Totem	spirits	GENERAL	INDEX	543tracking	284	W	in	Frenzy	145,	261	rolls	using	74,	75Triat,	the	308,	321-326	War	of
Rage	38	using	147,	259	see	also	Weaver,	Wyld,	Wyrm	regaining	147	War	of	Tears	40	see	also	DeliriumTribal	Camps	491-505	Pan-tribal	Camps	505	Ward	481	Wisdom	see	Renown	See	also	individual	Tribes	Weak-Willed	478	witches	see	magesTribes,	Thirteen	Tribes	see	individual	Tribes	Weapons	302-303	Wits	126True	Love	483	at	a	game	30	and
initiative	267-268	disarming	296	rolls	using	135,	146,	152,	159,	162,	163,turns	265-266	length	296	melee	302	166,	169,	170,	174,	175,	176,	178,Twisted	Upbringing	481	readying	270	179,	180,	184,	188,	191,	192,	195,	ranged	303	196,	198,	202,	206,	207,	208,	210,U	thrown	302	212,	213,	232,	240,	262,	263,	276,	see	also	Melee	281,	282,	294,
299,Uktena	(Tribe)	47,	57,	102-103	at	character	creation,	113	Weaver,	the	70,	308,	323-324	Wolfhome317,	333	Camps	503-504	Gifts	196-199	Weaver-Sprits	448-450	Wolf-sense	382	see	also	Uktena	(spirit)	Atomic	Spirit	449	Chaos	Monitor	450	Wolf	Sight	472Uktena	(spirit)	376	Hunter	Spider	449	Net-Spider	449	wraiths	456-457Ulterior	Motive	382
Pattern	Spider	448	Stasis	Vector	450	Wyld,	the	70,	308,	322-323Umbra	70,	305-310	Structural	Geomid	449	see	also	caerns;	Deep	Umbra;	Gauntlet;	Wendigo	(Tribe)	47,	57,	104-105	Wyld-Spirits	451-453	at	character	creation,	114	Echo	451	Near	Umbra	Camps	504-505	Nameless,	the	453	Gifts	199-201	Sand	of	Time	452Umbral	Realms	193,	218,	247,
315-317	see	also	Wendigo	(spirit)	Serpentine	451	rules	328-333	Spark	451	see	also	individual	Realms	Wendigo	(spirit)	374	Twister	452	Unraveler	452Unicorn	(spirit)	376	White	Howlers	392-393	Vector	452	Gifts	396-397	Vortex	452Untamable	476	see	also	Black	Spiral	Dancers	Wyrm,	the	70,	308,	324-326V	Willpower	117-118,	146-147	at	character
creation	113-114	Wyrm	Elementals	448vampires	453-455	caerns	310	Furmlings	(Balefire)	448	for	spirits,	365	Hoglings	(Smog)	448vehicles	276	cost	to	increase	244	H’rugglings	(Sludge)	448	see	also	Drive	Wakshaani	(Toxins)	448Veil,	the	51,	70	Wyrmholes	70,	447-448	see	also	DeliriumVeiled	383Vengeful	478544	WEREWOLF	THE	APOCALYPSE
20TH	ANNIVERSARY	EDITIONAll	Gifts,	Alphabetically	by	NameAdaptation	192	Chains	of	Mist	198	Elemental	Gift	160Allies	Below	426	Chameleon	156	Empathy	193Apecraft’s	Blessings	152	Channeling	195	Endurance	of	Heimdall	182As	in	the	Beginning	166	Chaos	Mechanics	185	Eve’s	Touch	383Assimilation	155	Chill	of	Early	Frost	201	Exorcism
165Attunement	176	Circular	Attack	196	Eye	of	the	Cobra	169Attunement	193	City	Running	152	Eye	of	the	Eagle	159Aura	of	Confidence	188	Clap	of	Thunder	189	Eye	of	the	Falcon	193Axis	Mundi	159	Clarity	196	Eye	of	the	Hunter	185Balance	195	Claws	of	Frozen	Death	(see	Fangs	of	the	Eyes	of	the	Cat	157Balefire	428	Fabric	of	the	Mind	170Balor’s
Gaze	179	North)	Faerie	Kin	179Bane	Protector	426	Clenched	Jaw	172	Faerie	Light	178Banish	Totem	198	Cocoon	155	Fair	Fortune	179Battle	Mandala	164	Coils	of	the	Serpent	197	Fair	Path	(Level	1)	189Beast	Life	160	Cold	Voice	of	Reason	189	Falcon’s	Grasp	193Beast	Speech	169	Combat	Healing	171	Falling	Touch	170Beastmind	186	Command
Spirit	164	Fangs	of	Judgment	166Beat	of	the	Heart-Drum	199	Command	the	Gathering	167	Fangs	of	the	North	180Beautiful	Lie	427	Control	Complex	Machine	184	Fatal	Flaw	188Between	the	Cracks	175	Control	Simple	Machine	182	Feed	the	Pack	186Beyond	Human	155	Cooking	174	Fenris’	Bite	182Billabong	Bridge	395	Cornered	Rat’s	Ferocity	175
Feral	Lobotomy	165Black	Mark	193	Coup	de	Grace	173	Fetish	Doll	199Blink	176	Cowing	the	Bullet	154	Fetish	Fetch	197Blissful	Ignorance	161	Crawling	Poison	428	Firebringer	163Blood	of	the	North	201	Create	Element	155	Flame	Dance	179	Crocodile’s	Cunning	394	Foaming	Fury	427Bloody	Feast	201	Crocodile	Pact	186	Fog	on	the	Moor	180Blur
of	the	Milky	Eye	161	Curse	of	Aeolus	173	Form	Mastery	156Blurring	the	Mirror	165	Curse	of	Hatred	156	Fu	Xi’s	Honor	183Body	Shift	154	Curse	of	Lycaon	187	Full	Moon’s	Light	172Body	Wrack	174	Cutting	Wind	200	Gaia’s	Vengeance	187Break	the	Bonds	168	Cybersenses	183	Gate	of	the	Moon	193Breath	of	the	Wyld	173	Dam	the	Heartflood	193
Geas	168Bridge	Walker	170	Dance	of	the	Lightning	Snakes	395	Gift	of	Dreams	170Brother’s	Scent	177	Dark	of	Night	189	Gift	of	the	Porcupine	157Bunyip’s	Spell	394	Dazzle	178	Gift	of	the	Skunk	175Burning	Blade	194	Desperate	Strength	174	Gift	of	the	Spriggan	180Burrow	156	Diagnostics	182	Gift	of	the	Termite	175Bury	the	Wolf	154	Direct	the
Storm	190	Glib	Tongue	179Call	Earth	Spirit	395	Disquiet	154	Gnaw	160Call	Elemental	198	Distractions	169	Gorge	187Call	Great	Fenris	182	Divine	Wind	189	Gorgon’s	Gaze	174Call	of	the	Cannibal	Spirit	201	Dona	Nobis	Pacem	383	Grandmother’s	Touch	177Call	of	the	Wyld	169	Doppelganger	184	Grasp	the	Beyond	165Call	of	the	Wyrm	169	Dream	of
a	Thousand	Cranes	189	Great	Leap	192Call	the	Breeze	199	Dreamspeak	169	Gremlins	162Call	the	Hunt	180	Durance	190	Guise	of	the	Hound	175Call	the	Rust	175	Ears	of	the	Bat	426	Halo	of	the	Sun	178Call	to	Duty	166	Echoes	384	Halt	the	Coward’s	Flight	180Calm	the	Savage	Beast	154	Electroshock	184	Hand	Blade	193Camouflage	199	Elemental
Favor	184	Hand	of	the	Earth	Lords	199Catfeet	159	Elemental	Favor	186,	see	mechanics	184	GEGNIEFRTAILNIDNEDXEX	545Hands	Full	of	Thunder	184	Mark	of	the	Wolf	154	Scabwalker	Curse	187Hare’s	Leap	158	Mask	Taint	199	Scent	of	Beyond	167Harmonious	Unity	of	the	Emerald	Mother	196	Master	of	Fire	152	Scent	of	Running	Water
161Haunting	Howl	396	Mastery	194	Scent	of	Sight	159Head	Games	170	Mental	Speech	157	Scent	of	Sweet	Honey	174Heart	Claw	173	Merciful	Blow	196	Scent	of	the	Oathbreaker	167Heart	of	Fury	171	Mercy	177	Scent	of	the	True	Form	166Heart	of	Ice	201	Messenger’s	Fortitude	192	Scream	of	Gaia	160Heart	of	the	Mountain	181	Might	of	Thor	181
Scrying	198Heavens’	Guidance	191	Mindblock	194	See	Past	the	Skin	199Heightened	Senses	158	Mindspeak	169	Seizing	the	Edge	188Hero’s	Stand	181	Monkey	Tail	159	Sense	Balance	167Hidden	Killer	185	Mother’s	Touch	164	Sense	Magic	196Horde	of	Valhalla	182	Name	the	Spirit	159	Sense	of	the	Deep	397Horns	of	the	Impaler	426	Obedience	191
Sense	Prey	159Howl	of	Death	187	Odious	Aroma	175	Sense	Silver	156Howl	of	the	Banshee	179	Open	Moon	Bridge	162	Sense	the	Unnatural	159Howl	of	the	Unseen	179	Open	Seal	161	Sense	Wyrm	156Howls	in	the	Night	169	Open	Wounds	190	Serenity	178Huang	Di’s	Sacrifice	183	Pack	Tactics	171	Shadow	Cutting	190Ice	Echo	200	Pain-Strength
397	Shadow	Pack	191Icy	Chill	of	Despair	190	Para	Bellum	177Infectious	Laughter	161	Paralyzing	Stare	190	Shadow	Weaving	188Infest	176	Part	the	Veil	155	Shadows	at	Dawn	198Inner	Strength	195	Patagia	427	Shadows	by	the	Firelight	170Inspiration	171	Pathfinder	162	Shadows	of	the	Impergium	186Intrusion	184	Paws	of	the	Newborn	Cub	195
Shell	157Invisibility	198	Perfect	Recall	169	Sheng-Nong’s	Eyes	183Invoke	the	Spirits	of	the	Storm	201	Persuasion	153	Shield	of	Gaia	188Iron	Resolve	195	Phantasm	180	Shroud	197Jam	Technology	153	Plug	and	Play	183	Sidestep	Death	194Jam	Weapon	177	Power	Surge	184	Sight	from	Beyond	164Kali’s	Tongue	173	Predator’s	Arsenal	159	Signal
Rider	184Katanka-Sonnak’s	Spear	396	Predator’s	Many	Eyes	186	Silence	191King	of	the	Beasts	167	Preternatural	Awareness	196	Silence	the	Weaver	160Kiss	of	Helios	172	Prey	Mind	159	Silver	Claws	171Kneel	173	Primal	Anger	156	Sky	Running	201Lambent	Flame	193	Protean	Form	157	Smell	Fear	426Lash	of	Rage	157	Pulse	of	the	Inevitable	165
Smell	of	Man	153Laugh	of	the	Hyena	175	Pulse	of	the	Prey	161	Snarl	of	the	Predator	180Ley	Lines	179	Quicksand	187	Song	of	Heroes	170Liar’s	Craft	162	Rat	Head	156	Song	of	Rage	170Liar’s	Face	161	Rattler’s	Bite	157	Song	of	the	Earth	Mother	190Lightning	Reflexes	180	Razor	Claws	171	Song	of	the	Great	Beast	160Living	Treasure	189	Reach	the
Umbra	193	Song	of	the	Siren	170Lonesome	Voice	of	the	Bunyip	394	Redirect	Pain	181	Speak	with	Wind	Spirits	200Lover’s	Touch	178	Render	Down	186	Speech	of	the	World	154Luna’s	Armor	177	Rending	the	Craft	198	Speed	Beyond	Thought	193Luna’s	Avenger	194	Renew	the	Cycle	195	Speed	of	Thought	191Luna’s	Blessing	162	Reshape	Object	154
Spider’s	Song	161Maddening	Howl	397	Resist	Pain	166	Spirit	Drain	165Madness	157	Resist	Temptation	195	Spirit	Friend	178Mad	Strength	397	Resist	Toxin	174	Spirit	of	the	Bird	198Malleable	Spirit	166	Riot	176	Spirit	of	the	Fish	198Man’s	Skin	173	Roll	Over	167	Spirit	of	the	Fray	171Mark	of	the	Death-Wolf	192	Salmon	Swim	200	Spirit	of	the
Lizard	197	Spirit	Snare	164546	WEREWOLF	THE	APOCALYPSE	20TH	ANNIVERSARY	EDITIONSpirit	Speech	164	Thousand	Forms	163	Visage	of	Fenris	180Spirit	Ward	155	Thousand	Voices,	A	426	Visceral	Agony	174Spur	Claws	171	Totem	Gift	158	Visions	of	Dust	191Staredown	154	Touch	of	the	Eel	428	Wall	of	Granite	168Steel	Fur	184	Trackless
Waste	187	Wasp	Talons	174Stoking	Fury’s	Furnace	172	Trash	is	Treasure	175	Weak	Arm	167Storm	Winds	Slash	189	Tread	Sebek’s	Back	192	Web	Walker	165Strength	of	Gaia	160	Trick	Shot	183	Whelp	Body	162Strength	of	Purpose	167	Troll	Skin	181	Whisper	Catching	189Strength	of	the	Dominator	191	True	Fear	171	Wind	Claws	172Strength	of
Will	172	Truth	of	Gaia	166	Wind’s	Returning	Favor	196Strike	the	Air	178	Turtle	Body	395	Wings	of	Pegasus	174Stronger	on	Stone	396	Turtle	Shell	395	Wisdom	of	the	Ancient	Ways	167Summon	Net-Spider	185	Two	Tongues	179	Wisdom	of	the	Seer	196Surface	Attunement	195	Ultimate	Argument	of	Logic	166	Wither	Limb	157Survivor	176	Umbral
Camouflage	165	Wolf	at	the	Door	185Take	the	True	Form	168	Umbral	Tether	164	Wrath	of	Gaia	194Taking	the	Forgotten	162	Uncaught	Since	the	Primal	Morn	178	Wuxing	195Talons	of	the	Falcon	194	Under	the	Gun	190	Wyld	Resurgence	173Tech	Speak	185	Unicorn’s	Arsenal	177	Wyld	Warp	174Territory	187	Unity	of	the	Pack	194	Wyrm	Hide
426Terror	of	the	Dire	Wolf	160	Unstoppable	Warrior	172	Yao’s	Commands	183The	Living	Wood	178	Venom	Blood	181	Yu’s	Endurance	183Thieving	Talons	of	the	Magpie	163	GEGNIEFRTAILNIDNEDXEX	547Index	of	RitesMinor	Rite	of	the	Opened	Caern	206	Rite	of	the	Loyal	Pack	205	Rite	of	the	Questing	Stone	211	Rite	of	the	Glorious	Past	206Bone
Rhythms	220	Rite	of	Wounding	217	Rite	of	the	Winter	Wolf	209Breath	of	Gaia	220	Rite	of	the	Fetish	213Greet	the	Moon	220	Level	Two	Rite	of	the	Totem	213Greet	the	Sun	220	Rite	of	the	Omega	Wolf	215Hunting	Prayer	220	The	Great	Hunt	218	Satire	Rite	215Prayer	for	the	Prey	220	Rite	of	Accomplishment	217	Rite	of	Becoming	211	Level	FourLevel
One	Rite	of	Passage	217	Rite	of	Praise	217	The	Badger’s	Burrow	206Baptism	of	Fire	210	Rite	of	Reawakening	218	Enchant	the	Forest	205Gathering	for	the	Departed	209	Rite	of	Renunciation	204	The	Rending	of	the	Veil	216Last	Blessing	209	Rite	of	Spirit	Awakening	212	Rite	of	the	Opened	Bridge	207Moot	Rite	206	Rite	of	Summoning	212	Rite	of	the
Opened	Sky	205Rite	of	Binding	210	Rite	of	the	Winter	Winds	218	Rite	of	the	Shrouded	Glen	207Rite	of	Boasting	216	Stone	of	Scorn	214Rite	of	Contrition	204	Voice	of	the	Jackal	214	Level	FiveRite	of	Growth	210Rite	of	Heritage	211	Level	Three	Gaia’s	Vengeful	Teeth	216Rite	of	Ostracism	214	Rite	of	Caern	Building	208Rite	of	Talisman	Dedication	211
Descent	into	the	Underworld	213	Rite	of	Sacred	Rebirth	(Kinfolk	Rite)	212Rite	of	the	Cardboard	Palace	211	The	Hunt	215Rite	of	the	Jackdaw	214	The	Long	Vigil	219548	WEREWOLF	THE	APOCALYPSE	20TH	ANNIVERSARY	EDITION	Page	2	to	the	point	of	insanity.	Its	pain	ceases	only	when	it	can	direct	philosophy,	but	one	with	which	some	cubs
andpare	back	creation,	destroying	the	Weaver’s	order	and	cliath	just	cannot	agree.	A	heretical	idea	is	spreadingpolluting	the	Wyld’s	purity.	The	Wyrm	can	suborn	even	throughout	the	Western	Concordiat:	The	Garou’s	realhuman	beings,	especially	when	they	practice	destructive	enemy	isn’t	the	Wyrm,	but	the	Weaver.	After	all,	it	is	theand	malicious
acts.	Wherever	the	Earth	is	despoiled	and	Weaver	that	is	responsible	for	the	largest	human	cities.befouled,	the	Wyrm	grows	stronger.	Wherever	order	is	She	was	the	primal	force	that	first	drove	the	Great	Serpentperverted	and	law	is	denied,	the	Wyrm	shudders	in	glory.	insane,	and	she	brings	her	own	brand	of	suffering	on	theWhen	humans	fall	prey
to	darker	emotions,	succumbing	to	world	as	she	continues	her	mad	designs.vice	and	spite,	the	Wyrm	gains	more	victims.	It	is	beyondreason,	and	its	servants	are	legion.	Most	elders	are	horrified	by	this	idea.	Some	refuse	to	send	packs	to	investigate	the	mad	Weaver’s	activities,	and	The	Wyrm’s	strength	is	such	that	it	now	overpowers	some	even	refuse
to	award	renown	for	succeeding	in	suchthe	efforts	of	the	werewolves	to	contain	it.	In	prophecies,	enterprises.	Nonetheless,	a	new	generation	of	cubs	hasin	visions,	and	in	the	world	around	them,	the	Garou	see	dedicated	itself	to	shredding	the	Weaver’s	webs,	regard-evidence	that	this	treacherous	evil	is	achieving	its	goal	to	less	of	what	their	mangy,
crusty	old	elders	might	believe.destroy	all	creation	and	free	itself	forever.	Therefore,	theworld	that	remains	is	cold	and	bleak.	As	prophecy	has	Garou	Societyforetold,	the	werewolves	must	fight	to	the	last	to	defeat	The	society	of	the	Garou	is	what	keeps	werewolvesthe	Wyrm.	Now	is	the	time	of	the	final	confrontation:	the	from	devolving	fully	into
monsters.	If	they	relied	only	onApocalypse.	Confronted	by	a	dying	world,	the	Garou	have	their	Rage	and	their	destructive	impulses,	they	would	becontained	their	rage	for	far	too	long.	This	is	the	final	battle,	bestial	beyond	reason.	But	the	laws	and	traditions	of	theand	so	shapechangers	are	returning	from	the	shadows,	bring-	People	provide	a	vital
structure.	They	show	a	nobler	goal,ing	heroism,	valor,	and	horror	back	into	the	light	of	day.	and	encourage	werewolves	to	achieve	their	potential	as	Gaia’s	chosen	warriors.The	Weaver’s	Webs	Fanatical	werewolves	believe	that	their	only	duty	inlife	is	to	defeat	—	or	even	kill	—	the	Wyrm.	It’s	a	veryCHAPTER	ONE:	A	WORLD	OF	DARKNESS	49The
Litany	fully	in	the	thrall	of	the	Wyrm?	Should	he	be	destroyed?	Is	a	Wyrm-spirit	really	destroyed	if	it	is	“killed,”	or	will	it	just	The	laws	of	the	People	are	ancient.	Their	traditions	re-form	somewhere	else?	Can	werewolves	expect	to	changevary	from	tribe	to	tribe,	but	all	Garou	must	remember	the	course	of	history	by	destroying	all	of	the	Wyrm’s
servants,and	hold	to	the	central	code	of	law	called	the	Litany.	In	or	should	they	choose	their	battles	more	carefully?	Shouldits	full	form,	it	is	as	much	an	epic	poem	as	a	legal	code.	the	Weaver	be	challenged	as	well?	Many	questions	ariseChanting	it	in	its	entirety	can	take	hours.	Four	times	a	in	the	course	of	debating	this	law,	in	an	age	where
there’syear,	the	werewolves	of	the	Fianna	tribe	gather	in	their	little	time	to	spend	finding	the	correct	answer.tribal	homelands	to	recite	it	in	its	entirety.	Respect	the	Territory	of	Another	While	it	takes	the	greatest	scholars	to	master	the	en-tirety	of	the	Litany,	most	werewolves	learn	it	in	the	form	The	Law:	When	one	werewolf	approaches	another’sof
13	basic	precepts.	Each	precept	has	a	practical	basis,	but	territory,	she	must	announce	herself	first	and	ask	permis-not	all	of	them	are	universally	upheld	as	unquestionably	sion	to	enter.	The	traditional	method	involves	the	Howlmoral.	Each	tribe	has	its	own	views	on	right	and	wrong.	In	of	Introduction,	reciting	one’s	name,	sept,	totem,	tribe,fact,	many
perceive	a	hypocritical	gap	between	what	Garou	and	home	sept.	Many	Silver	Fangs	and	Shadow	Lords	alsoelders	preach	and	what	werewolves	actually	do.	Masters	insist	on	a	visitor	reciting	her	lineage.	In	addition	to	theseof	Garou	law	can	cite	dozens	of	examples	of	precedent,	precautions,	a	werewolf	should	mark	her	territory,	whetherbut	as	fewer
cubs	learn	to	chant	the	details,	more	argue	with	scent	or	clawed	sigils,	to	keep	peace	with	other	Garou.ways	to	bend	the	rules	in	their	favor.	The	Reality:	As	the	population	of	humans	in	theGarou	Shall	Not	Mate	With	Garou	world	keeps	growing,	A	Garou’s	howling	and	urinating	on	trees	to	mark	territory	becomes	impractical.	In	urban	The	Law:
Werewolves	should	mate	only	with	humans	caerns,	some	technologically	proficient	werewolves	(likeor	wolves.	The	law	forbids	the	creation	of	metis	because	of	the	Glass	Walkers)	prefer	emails,	telephone	calls,	andthe	deformities	and	insanity	that	settles	on	the	wretched	texting,	and	some	set	up	apps	to	work	with	GPS	systemschildren	of	Garou-Garou
pairings.	This	stricture	forms	the	to	keep	track	of	territories	electronically.	As	pressurebasis	for	some	of	the	greatest	tragedies	of	Garou	culture.	mounts	from	outside,	many	young	Garou	argue	that	theMany	ancient	songs	tell	of	werewolves	who	loved	deeply	territories	that	remain	should	be	more	communally	man-and	carelessly,	only	to	be	undone	by
their	passion.	aged	—	though	progressive	human-influenced	thought	has	a	difficult	time	winning	over	a	wolf’s	territorial	urge.	The	Reality:	Every	year,	more	metis	are	born.	Mod-ern	Garou	often	claim	that	prejudice	against	the	metis	Accept	an	Honorable	Surrenderis	a	primitive	and	foolish	mindset.	Homids	are	increas-ingly	prone	to	conceive	metis	as
well,	as	modern	ideals	The	Law:	A	warrior	people	typically	settles	its	griev-frequently	stress	romance	in	a	relationship,	rather	than	ances	with	bloodshed.	The	Garou	have	a	long	duelingthe	old	custom	of	arranged	marriages	for	political	gain.	tradition,	stressing	trial	by	ordeal	and	single	combat.	Many	werewolves	have	lost	their	lives	to	overzealous
practicesCombat	the	Wyrm	Wherever	It	such	as	these;	they	mayhave	died	honorably,	but	theirlossesDwells	and	Whenever	It	Breeds	are	keenly	felt	all	the	same.	A	werewolf	being	attacked	by	another	Garou	can	traditionally	end	a	duel	peacefully	The	Law:	The	Wyrm	is	a	source	of	evil	in	the	world.	by	exposing	his	throat.	The	loser	shouldn’t	suffer	a	loss
ofGaia	created	the	werewolves	to	protect	the	world,	and	the	reputation	or	renown	for	doing	so,	but	a	victorious	GarouWyrm	is	the	greatest	enemy	the	world	has.	The	fastest	way	for	should	be	praised	for	his	mercy.	Theoretically,	any	duelinga	werewolf	to	become	respected	is	to	prove	himself	in	battle	Garou	is	honor-bound	to	accept	a
surrender.against	the	servants	of	the	Wyrm.	If	any	Garou	neglects	thisduty,	the	Apocalypse	draws	that	much	nearer	to	eruption.	The	Reality:	In	practice,	peaceful	werewolves	invoke	this	law	freely,	but	some	are	far	more	selective.	After	all,	The	Reality:	These	are	the	Final	Days.	So	say	all	the	in	the	heat	of	battle,	anything	can	happen.	Even	the
mostelders.	The	Wyrm	is	too	strong	to	kill,	and	even	if	it	were	feral	and	violent	werewolf	struggles	to	obey	this	law,	butpossible,	many	suspect	it	would	only	delay	the	inevitable.	when	blood	begins	to	flow,	instincts	overcome	reason.Jaded	elders	are	distracted	by	other	tasks,	such	as	secur-	Some	warriors	are	infamous	for	“accidentally”	overlookinging
territory,	contesting	for	political	power,	and	crippling	a	surrender	and	sinking	their	teeth	into	an	exposed	throat.their	rivals.	Few	want	to	accept	that	the	Apocalypse	hasbegun,	for	it	would	mean	sacrificing	personal	ambition	Submission	to	Those	of	Higher	Stationto	accept	a	painful	truth.	The	Law:	Like	the	wolves	with	whom	they	breed,	As
straightforward	as	this	tenet	seems,	it	also	raises	ques-	werewolves	maintain	a	strictly	hierarchical	society.	Whentions.	What	happens	to	a	Garou	that	is	possessed,	but	not50	WEREWOLF	THE	APOCALYPSE	20TH	ANNIVERSARY	EDITIONone’s	pack	or	sept	is	not	pure	family,	the	hierarchy	of	alpha	even	when	fully	lucid.	Most	man-eating	Garou	act
alone,and	lord	becomes	necessary.	The	concepts	of	Renown	and	concealing	it	as	best	as	they	can	from	any	packmates,	or	run-Rank	are	integral	to	Garou	society.	A	werewolf	must	always	ning	without	a	pack	in	order	to	keep	up	their	appetites.	Somehonor	reasonable	requests	from	higher-ranking	Garou.	gather	in	groups	to	take	part	in	forbidden	feasts,
though	—	the	Bone	Gnawers,	Silent	Striders,	and	Red	Talons	are	all	said	The	Reality:	The	weakening	bonds	of	Garou	society	to	have	secretive	camps	that	ritually	devour	human	flesh.have	done	little	to	reinforce	this	tenet	among	the	young.Too	many	elders	don’t	understand	or	can’t	cope	with	the	ARlelspAercet	oTf	hGoaseiaBeneath	Ye	—human	world.
Each	tribe	has	its	own	culture,	and	not	all	ofthem	believe	in	kowtowing	to	tyrants	or	humoring	egotisti-	The	Law:	The	Garou	ancestors	of	legend	pledged	tocal	alphas	just	because	they	have	long	lineages.	A	werewolf	become	the	world’s	protectors,	so	they	must	respect	everywill	honor	the	elders	of	his	tribe	generally,	but	opinions	creature’s	place	in
the	natural	world.	Every	werewolf	isvary	when	it	comes	to	the	highly	ranked	of	other	tribes.	likewise	worthy	of	respect.	The	Garou	believe	in	an	ani-	mistic	and	warrior	version	of	noblesse	oblige,	and	chivalrous	Bone	Gnawers	are	highly	egalitarian,	and	although	behavior	is	a	respectable	way	to	gain	Renown.they’ll	show	their	bellies	if	the	need	is
there,	they	tend	tomake	a	note	of	it	and	plot	a	later	payback.	Children	of	Gaia	The	Reality:	Many	cubs,	cliath,	and	metis	Garou	haveand	Silent	Striders	respect	personal	choice,	and	therefore,	learned	the	hard	way	that	this	tenet	isn’t	always	enthusiasti-they	prefer	to	earn	obedience	rather	than	demanding	it.	The	cally	enforced.	Shadow	Lords	and	Get
of	Fenris	quantifyGet	of	Fenris	respect	only	those	elders	who	can	best	them	“respect,”	and	give	those	beneath	them	only	what	theyin	combat.	Red	Talons	prefer	not	to	hear	“monkey	babble”	believe	is	“fairly	earned.”	Bone	Gnawers	just	laugh	at	thisabout	complicated	hierarchies;	you	should	know	your	place	precept.	They	sure	as	hell	don’t	get	respect,
and	who	couldinstinctively.	Shadow	Lords	and	Silver	Fangs,	on	the	other	be	lower	in	station	than	them?hand,	enforce	this	law	with	iron	fists	and	sharpened	claws.	The	lupus	are	often	stronger	at	respecting	this	tenet.The	First	Share	of	the	Kill	Particularly	noble	Garou	have	even	been	known	to	mournfor	the	Greatest	in	Station	the	passing	of	their	foes,
earning	the	respect	of	others	in	the	process.	The	Law:	This	“kill	clause”	originally	applied	tohunting,	but	has	also	had	a	long	tradition	of	being	invoked	The	Veil	Shall	Not	Be	Liftedregarding	spoils	of	war.	In	theory,	the	most	renownedGarou	has	a	right	to	the	most	powerful	fetishes	or	other	The	existence	of	the	Garou	must	remain	secret.	Here,valuable
goods	found	by	her	packmates.	Silver	Fangs	and	the	law	and	reality	are	the	same.	Werewolves	must	beShadow	Lords	demand	what	they	see	as	their	due;	other	discreet	when	acting	among	humans.	This	practice	is	fartribes	accept	grudgingly.	more	than	simple	respect	for	the	Concord	or	humanity’s	right	to	its	own	civilization.	The	world	is	a	dangerous
place.	The	Reality:	Pack	mentality	may	be	a	strong	instinct,	Humans	have	more	powerful	weapons	every	year.	Ancientbut	not	everyone	thinks	the	same	way.	Again,	modern	vampires	and	far	more	sinister	supernatural	creatures	areconcepts	of	egalitarian	or	democratic	philosophy	tend	capable	of	acting	on	what	humans	learn.	And,	of	course,to	get	in
the	way.	Only	the	strongest	or	the	most	trusted	the	servants	of	the	Wyrm	are	lurking	everywhere,	exploit-Garou	are	able	to	repeatedly	invoke	this	tenet	for	their	own	ing	the	weak.	If	werewolves	choose	to	act	like	monsters,benefit,	and	even	then	it	can	strain	the	bonds	of	a	pack.	other	creatures	will	hunt	them	like	the	beasts	they	are.Ye	Shall	Not	Eat
the	Flesh	of	Humans	Garou	also	have	an	obligation	to	protect	humanity.	When	human	see	werewolves	lumbering	about	in	Crinos	The	Law:	Grotesquely,	this	tenet	arose	not	from	com-	form,	insanity	grips	them,	and	they	concoct	all	sorts	ofpassion,	but	from	practicality.	Not	long	after	the	Concord,	outrageous	rationales	for	what	they’ve	seen.	Fear
mounts,Stargazer	mystics	noticed	that	many	werewolves	took	a	bit	panic	results,	and	the	populace	resorts	to	drastic	measurestoo	much	pleasure	in	devouring	human	flesh.	Such	cannibals	of	defense.	Rampaging	werewolves	can	cause	almost	asfound	themselves	vulnerable	to	the	corruption	of	the	Wyrm.	much	damage	as	the	Wyrm-creatures	they
hunt.Elders	grown	fat	off	human	stock	also	became	weak	at	stalkingand	killing	more	challenging	prey,	like	the	Wyrm-spirits	they	Do	Not	Suffer	Thy	Peopleshould	have	been	hunting.	In	the	21st	century,	this	law	is	more	to	Tend	Thy	Sicknessthan	a	simple	spiritual	matter.	Human	beings	now	consumea	frightening	amount	of	preservatives.	Their
chemical-laden	The	Law:	The	warrior	who	cannot	fight	or	huntdiet	makes	their	flesh	unwholesome.	also	weakens	those	who	must	care	for	him.	Long	ago,	an	infirm,	aged,	or	mortally	wounded	Garou	would	be	torn	The	Reality:	Werewolves	can	still	lose	control	of	to	pieces	by	his	septmates.	Such	a	pitiable	hero	shouldthemselves	in	a	frenzy,	and	some
still	feel	a	certain	hungerCHAPTER	ONE:	A	WORLD	OF	DARKNESS	51not	suffer	further.	These	days	the	merciful	and	dignifiedpractice	is	to	let	such	an	elder	choose	how	to	end	his	ownlife.	In	Garou	legends,	many	of	the	greatest	heroes	simplyset	out	on	one	last	journey,	never	to	return.	The	Reality:	The	Children	of	Gaia	despise	this	law.They	believe
in	a	natural	death,	caring	for	their	elderlythrough	the	most	prolonged	and	horrifying	illnesses.	Afew	older	Garou,	especially	those	crippled	by	depressionand	remorse,	simply	return	to	human	or	lupine	society	todie,	making	peace	with	the	life	they	left	behind.The	Leader	May	Be	Challenged	atAny	Time	During	Peace	The	Law:	A	werewolf’s	pack
mentality	may	be	strong,but	he	should	not	tolerate	a	weak	alpha.	If	no	immediatethreat	is	nearby,	any	Garou	of	sufficient	rank	may	challengethe	pack	leader	for	his	position.	In	a	pack,	the	challengetakes	the	form	of	a	quick	and	decisive	duel,	test	of	wits,	orsnarling	display	of	intimidation.	In	a	sept,	the	assembledwerewolves	watch	the	challenge	play
out	as	high	ritual.	The	Reality:	Many	tyrannical	leaders	resist	challengeby	simply	being	too	strong	to	defeat.	Some	mutinous	packschallenge	their	leader	one	at	a	time,	wearing	him	down	untilhe	must	relent.	It’s	also	an	uncommon	tactic	for	werewolfleaders	to	declare	a	state	of	constant	war,	denying	any“peace”	in	which	a	challenge	would	be
appropriate.	Cun-ning	werewolves	insist	on	choosing	the	type	of	duel	thatshould	result,	playing	off	their	rivals’	known	weaknesses.TDhueriLnegaWderarMtimayeNot	Be	Challenged	The	Law:	Every	military	relies	on	a	clear	and	deci-sive	chain	of	command,	and	the	Garou	are	no	different.Obedience	in	a	pack	is	essential.	Once	a	fight	begins,the	alpha’s
word	is	law.	A	packmate	who	disobeys	maybe	punished	or	assaulted	by	his	companions,	or	possiblyeven	by	his	sept,	after	the	danger	has	passed.	The	Reality:	As	previously	mentioned,	some	alphasdeclare	a	constant	state	of	wartime	to	abuse	this	tenet.Those	who	disobey	usually	have	some	chance	to	defendtheir	actions,	standing	before	a	Philodox	in	a
form	ofcourt	martial.	If	a	werewolf	was	under	magical	control,corrupted,	or	possessed	by	the	Wyrm	—	or	if	the	alpha	wasjust	startlingly	incompetent	—	such	disobedience	may	beexcused,	especially	if	the	action	saved	a	pack	or	the	sept.Unfortunately,	any	renown	the	wolf	would	have	receivedfor	her	valor	may	be	canceled	out	by	her
insubordination.YCaeuSsehsaall	CTaaekrne	tNooBAectVioinolaTtehdat	No	Garou	argues	against	this	tenet.	Caerns	surgewith	mystical	energy	and	the	lifeblood	of	the	Earth.	Ifone	is	destroyed	or	corrupted,	part	of	the	Earth	dies,	and52so	does	the	power	of	the	Garou.	A	werewolf	who	leads	a	A	werewolf’s	instincts	and	thousands	of	years	of	tribalproven
or	potential	enemy	to	a	hidden	caern	is	punished	conditioning	reinforce	the	need	for	a	hierarchy.	Packseverely,	even	if	the	act	was	unintentional.	instincts	demand	it.	Every	werewolf	has	his	place.	Elders	rarely	need	to	demonstrate	power	by	abusing	their	lessers,Justice	and	their	vassals	are	usually	content	to	serve.	Though	it	may	seem	abusive	and
unequal	to	many	modern	Garou,	the	To	keep	a	law,	one	must	be	willing	to	enforce	it.	The	hierarchy	does	have	its	roots	in	merit.	The	strongest	andGarou’s	code	of	punishment	ranges	from	simple	and	quick	wisest	rise	to	the	top	—	or	so	the	ideal	goes,	at	any	rate.reprimands	for	minor	crimes	and	mistakes	to	elaboratetrials	or	ordeals	for	complicated
transgressions.	Loss	of	Based	on	their	renown,	each	werewolf	also	holds	aRenown	is	a	common	punishment,	but	when	the	Litany	certain	rank	in	Garou	society,	and	he	is	often	addressedis	violated,	the	consequences	are	usually	more	severe.	by	his	proper	title.	For	instance:	Each	sept	and	tribe	has	its	own	methods	of	conducting	—	Cubs	are	at	the
bottom	of	the	pecking	order,	treatedtrials.	Get	of	Fenris	and	Red	Talons	prefer	trial	by	combat.	as	little	more	than	children.	They’re	eager	to	learn,	andShadow	Lords	favor	cunning,	elaborate	arguments,	ensnar-	they	ask	many	confusing	questions.ing	their	opponents	within	their	words	and	intimidatinginto	silence	those	who	try	to	circumvent	the
process.	—	Once	a	cub	completes	her	Rite	of	Passage,	sheBone	Gnawers	convene	a	jury	of	peers	to	pass	judgment,	becomes	a	cliath,	a	young	Garou	enlisted	continuallya	democratic	if	sometimes	corruptible	approach.	Uktena	to	perform	all	sorts	of	tasks	for	her	sept.	Some	travel	allsummon	spirits	to	discern	the	truth,	while	Glass	Walkers	over	the
world,	completing	missions	and	learning	aboutemploy	modern	criminology.	While	one	or	two	tribes	may	werewolf	society.dominate	a	sept,	many	caerns	attract	a	wide	array	of	Garou.In	these	cases,	the	sept	leader	may	choose	the	methods	—	As	cliath	continue	to	gain	esteem,	they	eventuallyof	her	tribe,	the	tribe	of	the	highest-ranking	Philodox,	or
become	fostern.	These	Garou	have	risen	high	enough	tothat	of	the	offender	himself.	Political	consequences	arise	act	as	emissaries	between	septs.	At	this	stage	in	life,	anfor	each	choice.	entire	pack	may	undergo	a	period	of	fosterage	in	a	distant	and	seemingly	alien	caern.	Once	sentence	has	been	passed,	a	sept	enacts	a	formalrite	to	punish	the
offender.	If	a	criminal	escapes,	the	Garou	—	Adren	outrank	fostern,	often	taking	on	some	ofmay	offer	a	bounty	for	his	capture…	or	his	skin.	One	of	the	the	lesser	political	positions	in	a	sept.	By	this	time,	a	packworst	punishments	is	formal	ostracism,	an	offense	feared	of	adren	usually	limits	its	travel	to	a	handful	of	caerns.more	than	a	clean	death.	Most
Garou	believe	that	great	Political	rivalries	develop	over	time.heroes	are	reborn;	some	even	have	visions	of	past	lives	toprove	it.	An	outcast,	declared	a	“rogue”	or	Ronin,	is	shut	—	Athro	outrank	all	these	commoners.	They	are	typi-out	forever	from	his	brothers	and	sisters.	Unless	he	can	cally	swept	up	in	some	of	the	most	perilous	and	compellingcommit
some	great	deed	to	prove	his	valor,	he	remains	adventures	their	tribes	can	offer.	Silent	Strider	messengersmistrusted	and	alone.	Sadly,	fatalistic	werewolves	con-	have	been	known	to	travel	around	the	world	to	summonvince	themselves	that	there	is	no	future	for	the	Garou	as	the	right	pack	of	athro	for	critical	adventures.the	Apocalypse	draws	closer.
Entire	packs	of	Ronin	nowwander	the	Earth,	rejecting	the	strictures	of	the	Litany	—	Only	the	most	esteemed	and	highest-rankingcompletely.	Garou	are	addressed	as	elders.	Even	if	an	elder	does	not	currently	serve	as	a	tribal	elder,	as	a	sept	leader,	or	someHierarchy	other	esteemed	position,	a	werewolf	with	enough	renown	is	still	treated	with	the
greatest	respect.	Werewolves	need	strong	leaders.	A	strong	chain	ofcommand	helps	them	focus	their	Rage	with	discipline,	When	two	Garou	of	vastly	different	rank	interactwithout	the	stress	of	wondering	who	to	lead	and	who	to	—	as	in	a	conversation	between	young	cliath	and	theirobey.	In	most	small	gatherings,	an	alpha	proves	his	domi-	elders	—
their	relative	positions	are	fairly	obvious.	Whennance	by	brute	force.	In	larger	gatherings,	however,	doing	two	werewolves	have	roughly	the	same	Rank	or	Renown,so	is	impractical.	If	a	ruler	has	to	fight	off	rivals	constantly,	social	niceties	are	not	so	clean-cut.	When	heroes	of	equalhe	will	soon	become	too	weak	to	govern	properly.	status	disagree,
matters	may	come	to	blows.	Fortunately,	Garou	society	has	developed	protocols	for	dealing	with	Garou	society	establishes	hierarchy	through	a	system	such	conflict:	tests	of	dominance	that	are	usually	basedof	Renown,	a	measure	of	a	hero’s	deeds	and	service	to	her	on	the	type	of	problem	facing	the	sept.sept.	Constant	infighting	wounds	and	weakens
a	sept,	butthis	system	channels	such	energies	in	a	positive	direction.	Leadership	may	pass	from	one	werewolf	to	the	next	based	on	immediate	need.	In	large	groups,	the	leader	may	even	change	from	hour	to	hour.	A	werewolf’s	moon-sign	is	the	first	qualification.	For	instance,	the	highest-ranking	Ahroun	will	usually	lead	a	tribe	or	sept	in	battle.
OnceCHAPTER	ONE:	A	WORLD	OF	DARKNESS	53the	skirmish	is	over,	if	the	group	is	confronted	by	a	de-	The	Packvious	group	of	spirits,	a	clever	Theurge	challenges	thewarrior	in	a	riddle	contest	to	claim	the	leadership	role.	If	The	strength	of	the	wolf	is	the	pack.	One	wolf	cannegotiating	skills	are	needed	shortly	thereafter,	a	Philo-	be	strong,	but	he
can	help	bring	down	a	creature	10	timesdox	known	for	his	social	acumen	might	then	challenge	his	own	weight	by	working	with	brothers	and	sisters.the	alpha	to	a	different	type	of	contest.	When	a	Garou	is	Werewolves	are	no	different.	Packs	are	the	smallest	socialespecially	renowned	for	his	skills,	a	wise	rival	steps	down	unit	and	the	very	foundation
of	Garou	society.	Septs	mayfrom	a	challenge	once	he	realizes	he’s	outclassed.	Note	be	conquered	and	tribes	may	argue,	but	a	pack	works	to-that	outright	challenges	are	rarely	necessary	at	the	pack	gether	despite	all	adversity.	Werewolves	from	tribes	thatlevel,	where	the	members	already	know	one	another’s	are	bitter	rivals	may	be	closer	than	blood
kin	when	theycapabilities	intimately.	have	run	in	a	pack	long	enough.Dominance	and	Submission	Packs	range	in	size	from	two	to	10	werewolves.	Preferably	each	of	the	five	auspices	has	a	representative,	By	law	of	the	Litany,	when	a	group	isn’t	in	the	middle	but	necessity	may	demand	otherwise.	Frequently	a	packof	immediate	danger,	its	leader	is
open	to	be	challenged	at	is	simply	made	up	of	whatever	young	Garou	have	beenany	time.	Millennia	of	conflict	have	refined	three	particu-	recently	gathered,	regardless	of	auspice.	Some	packs	arelarly	common	methods	of	testing	dominance:	facedown,	composed	entirely	of	one	tribe;	others	are	more	cosmo-gamecraft,	and	duel.	If	the	pack	or	sept	faces
a	crisis,	the	politan.	Some	break	apart	among	Rank	lines,	and	sometype	of	problem	influences	the	type	of	challenge,	such	as	even	go	Ronin.a	duel	fought	to	see	who	leads	a	midnight	raid.	Otherwise,the	challenged	werewolf	is	allowed	to	choose.	Each	pack	also	shares	a	common	purpose.	The	purpose	may	be	a	simple	declaration	(“hunt	down	the
enemies	The	facedown	is	a	contest	of	wills.	The	challenger	of	our	sept”),	an	ambitious	crusade	(“Recover	the	loreinitiates	it	by	growling	at	his	opponent	and	staring	him	of	the	White	Howlers	from	the	dens	of	the	Black	Spiralin	the	eye	with	an	unblinking	gaze.	The	first	werewolf	to	Dancers”)	or	an	esoteric	agenda	(“Travel	to	the	East	andback	down
loses.	A	simple	contest,	but	still	potentially	share	knowledge	with	other	supernatural	creatures”).	Thedangerous.	Once	a	werewolf’s	hackles	are	up,	he	may	work	pack	may,	of	course,	decide	to	take	on	many	other	typeshimself	up	into	a	frenzy	and	attack.	Should	this	happen,	of	tasks	along	the	way,	but	its	unity	often	comes	fromthe	frenzied	werewolf
loses	not	only	the	confrontation,	dedication	to	one	purpose.but	Renown	as	well.	Some	packs	focus	on	a	particular	strength,	bringing	Gamecraft	is	a	test	of	skill,	cunning	or	wits.	It	may	together	werewolves	with	similar	or	complementary	tal-be	a	riddle	contest,	a	game	of	chess,	a	test	of	knowledge	ents.	A	pack	can	take	on	a	wide	range	of	adventures,
but(such	as	the	hierarchies	of	spirits),	or	some	similar	mental	it	excels	at	its	specialty.	One	may	be	dedicated	to	mon-exercise.	The	victor	is	the	one	who	demonstrates	superior	keywrenching,	sabotaging	businesses	that	work	with	theintellect	—	or	sometimes	cunning,	in	the	case	of	Ragabash	servants	of	the	Wyrm.	Another	may	be	obsessed	with	thewho
are	willing	to	cheat.	spirit	world,	traveling	continually	deeper	and	deeper	into	mystic	realms.	A	third	may	be	intensely	political,	travel-	The	duel	is	straightforward	single	combat.	The	chal-	ing	among	a	handful	of	septs	and	becoming	embroiled	inlenged	Garou	may	choose	the	type	of	weapons	used;	such	intrigue	and	espionage.	A	pack	can	take	on
almost	anycontests	are	rarely	to	the	death…	at	least	formally.	But	adversity,	but	elders	learn	quickly	what	they	do	best.as	with	facedowns,	duels	may	trigger	frenzies	of	violence.Some	septs,	such	as	those	dominated	by	Get	of	Fenris,	Totemsrely	on	duels	almost	exclusively.	Each	pack	also	dedicates	itself	to	a	particular	totem	The	loser	of	a	test	of
dominance	must	show	some	sign	when	it	is	first	formed.	Many	of	these	totems	are	greatof	submission	immediately	—	an	“honorable	surrender,”	animal	spirits,	such	as	Raven	or	Bear.	Others	are	elementalas	the	Litany	puts	it.	Doing	so	might	involve	kneeling,	entities	such	as	Grandfather	Thunder	or	spirits	of	mythicfalling	to	the	ground,	exposing	the
throat,	or	lowering	form	such	as	Pegasus	and	Chimera.	They	may	also	followthe	head	and	whimpering.	Gamecraft	has	its	own	signs	strange	animistic	incarnations	of	ideals	such	as	the	Musesof	submission,	from	the	chess	master	who	knocks	over	his	or	Almighty	Dolla.	During	an	intense	and	mystical	rite,	theown	king	to	the	storyteller	who	bows	with	a
flourish	and	pack	pledges	fealty	to	a	patron	whose	aims	and	strengthsbuys	his	rival	a	drink.	In	a	physical	contest,	if	the	loser	reflect	their	own	purpose.	The	pack	then	receives	a	totemdoes	not	show	some	sign	of	relenting,	the	winner	may	spirit,	a	spiritual	incarnation-servitor	of	the	totem	that	actsfollow	through	with	a	quick	attack,	cuffing	or	clawing
as	their	guardian,	guides	them	through	the	spirit	worldhis	lesser	until	recognition	is	given.	and	even	lends	them	mystical	power.54	WEREWOLF	THE	APOCALYPSE	20TH	ANNIVERSARY	EDITIONOn	some	occasions,	the	pack	gathers	expressly	to	serve	power,	mystics	form	powerful	moon	bridges	betweena	specific	totem,	and	all	the	cliath	who	serve	it
are	first	the	largest	caerns.	Because	of	this	ability,	septs	are	alsobrought	together	to	form	a	pack	with	this	affinity	in	mind.	gathering	places	for	travelers.	The	elders	of	a	sept	mayA	Wendigo	sept	deciding	to	form	a	Raven	pack	would	welcome	a	wandering	pack,	allowing	them	a	place	to	restgather	together	the	most	infamous	tricksters	and	sagest	and
perhaps	granting	some	resources	for	their	errand.	Thismasters	of	knowledge.	Once,	it	was	easy	for	elder	Theurges	honor	usually	demands	that	the	visitors	pay	some	formto	simply	summon	these	guides.	However,	since	magic	is	of	chiminage	in	return.	This	payment	may	be	a	simple	asdying	rapidly	in	the	world,	many	packs	now	undertake	a	reciting	a
story	of	their	journey,	as	esoteric	as	bringinggreat	quest	into	the	spirit	world	to	find	their	totem	spirit.	back	something	valuable	from	the	nearby	spirit	world,	orUntil	it	does	so,	the	pack	travels	without	such	guidance.	as	onerous	as	performing	a	brief	task	for	the	sept’s	benefit.	Some	pack	bonds	are	lifelong.	Others	are	content	Older	Garou	settle	down
eventually	into	one	septto	disband	after	many	years	of	cooperation,	especially	as	that	they	particularly	favor,	usually	assuming	a	politi-they	achieve	or	give	up	on	ambitions.	If	the	pack	makes	cal	position	there.	An	old	wolf	grows	fond	of	his	den,this	decision,	such	as	when	their	purpose	is	accomplished,	and	eventually	plans	to	die	there.	For	this	reason,
eldersthey	ceremonially	release	their	totem	spirit.	commonly	offer	younger	Garou	the	chance	to	perform	missions	on	behalf	of	their	sept	as	a	dangerous	but	clearThe	Sept	path	to	honor	and	glory.	Septs	are	the	societies	that	form	around	caerns,	usu-	Every	sept	has	a	sept	leader,	the	overall	master	(or	asally	for	the	purpose	of	defending	these	sacred
sites.	The	some	would	put	it,	the	true	alpha)	who	organizes	the	septoldest	septs	are	dominated	by	one	or	two	tribes,	usually	and	directs	the	local	packs.	The	highest-ranking	Theurgenot	far	from	their	tribal	homelands.	These	days,	most	septs	becomes	the	Master	of	the	Rite.	She	performs	many	of	theare	increasingly	multi-tribal.	Only	with	the	strength
of	day-to-day	rituals	that	maintain	the	sept,	and	cares	for	thediversity	can	the	Garou	hope	to	overcome	the	peril	of	spiritual	center	of	the	caern	where	werewolves	meditate.	Thetheir	dwindling	numbers.	caern	Warder	protects	the	area	surrounding	the	caern,	known	as	the	bawn,	and	keeps	an	eye	out	for	trouble.	Many	young	The	primary	task	of	a	sept
is	guarding	its	caern.	metis	are	enlisted	to	help	him	in	this	task.	Septs	often	haveThrough	powerful	mystic	rites,	a	sept	can	help	heroes	a	wealth	of	other	positions,	from	the	den	mother	or	den	fathertravel	great	distances	to	aid	them.	Drawing	upon	Luna’s	55who	watches	over	cubs	to	the	Talesinger	who	chronicles	its	Hearings	may	be	convened	at	any
time,	usually	when	ahistory.	Every	werewolf	has	a	place	in	Garou	society,	and	pack	returns	from	a	great	adventure.	They	involve	debriefing,most	are	eager	to	speak	to	young	heroes	in	need	of	advice.	exchanging	information,	and	awarding	Renown.	The	sept	leader	decides	which	elders	are	vital	to	the	discussion.	CleverThe	Tribe	werewolves	keep	a
close	eye	on	the	elders	during	hearings,	as	their	reactions	to	the	pack’s	account	often	reveal	volumes	Themostoverreachingsocialunitisthetribe.Thetribe’s	about	political	struggles	within	the	sept.	Not	everyone	in	thebonds	are	familial	and	ideological,	and	inspire	loyalty	—	sept	is	required	to	attend	a	hearing,	although	many	eldersand	schisms.	Each
one	has	a	very	different	hierarchy,	from	hate	to	be	the	last	ones	to	hear	the	latest	news.the	formal	nobility	of	the	Silver	Fangs	to	the	ever-shiftingmeritocracy	of	the	Glass	Walkers.	A	tribe’s	ideology	has	Sept	Moots	are	the	regular	monthly	meetings	of	aa	great	impact	on	those	septs	where	the	tribe	is	strong.	sept.	Any	Garou	is	theoretically	welcome,
although	thoseYoung	cliath	serve	their	pack	first	and	their	sept	second,	from	outside	the	sept	—	particularly	those	whose	tribe	isn’tbut	when	a	tribe	has	a	pressing	issue	that	only	werewolves	represented	at	the	sept	—	typically	meet	with	some	levelof	that	tribe	can	truly	understand,	an	elder	may	call	upon	of	suspicion.	This	meeting	is	more	than	a
simple	voicingthe	tribe’s	cliath	to	aid	him,	possibly	with	the	help	of	their	of	complaints;	it	often	resolves	with	a	raucous	celebration.packs.	Some	tribes	place	extra	pressure	on	the	need	to	obey;all	offer	Renown	for	those	loyal	scions	who	aid	them.	Grand	Moots	are	convened	to	discuss	the	weightiest	matters,	often	those	that	affect	an	entire	tribe.	All
were-	Every	tribe	also	includes	smaller	societies,	groups	of	wolves	of	the	specific	tribe	within	a	reasonable	distancewerewolves	who	share	a	common	purpose	but	who	don’t	are	required	to	attend;	others	may	be	invited	as	well,	butnecessarily	belong	to	the	same	pack.	These	groups	are	only	with	special	permission.known	as	camps.	A	Glass	Walker	may
find	herself	drawnto	the	esoteric	goals	of	the	Mechanical	Awakening,	or	Concolations	are	the	largest	moots,	called	only	forthe	rough	pragmatism	of	Dies	Ultimae.	Camps	are	usually	the	most	serious	of	purposes.	All	werewolves	nearby	areloosely	connected;	even	those	packs	whose	members	are	required	to	attend,	regardless	of	pack,	sept,	or	tribe.
Theall	of	one	tribe	rarely	are	all	of	the	same	camp	as	well.	gathering	is	announced	during	a	normal	moot,	and	it	always	requires	at	least	five	elders	of	five	different	tribes	to	supportMoots	it.	Once	the	decision	has	been	made,	messengers	are	sent	out	from	region	to	region	and	caern	to	caern.	The	event	Werewolves	gather	regularly	in	moots,	events
that	is	held	exactly	three	months	later	at	the	exact	same	site.serve	a	variety	of	social,	political,	and	religious	functions.	Legends	speak	of	a	few	grand	concolations	where	messengersThese	gatherings	reinforce	the	common	ties	that	all	Garou	are	dispatched	to	retrieve	some	of	the	greatest	heroes	inshare	by	emphasizing	ritual,	purpose,	and
camaraderie.	the	world,	but	such	an	event	has	not	occurred	in	decades.Moots	usually	convene	every	full	moon,	or	when	thesept	has	need	for	a	specific	gathering.	The	moot	is	a	vital	Tribal	Mootsfunction	for	any	werewolf	who	seeks	to	earn	Renown,	hearnews	of	the	war	from	other	septs,	or	simply	continue	to	A	tribal	moot	operates	on	the	scale	of	a
Grand	Moot.prove	her	good	standing	among	her	allies.	Tribal	elders	call	them	as	a	show	of	solidarity	to	reinforce	a	tribe’s	political	power.	Once	it	was	rare	for	one	tribe	to	Moots	always	take	place	at	caerns,	sometimes	with	scheme	directly	against	another,	but	vengeful	elders	havepowerful	spirits	summoned	as	part	of	the	proceedings.	increased	the
conflict	between	tribes	as	tensions	mountTheurges	perform	great	rites,	Philodox	oversee	protocol	and	the	End	Times	approach.and	any	pronouncements	of	judgment	necessary,	Galliardsexchange	lore	and	oversee	such	ceremonies,	and	Ahroun	Black	Furies	gather	in	their	most	sacred	tribal	hold-organize	duels	and	keep	an	eye	on	moot	defenses.	The
ings,	isolated	lands	of	deep	Wyld	free	from	the	touch	ofmoot	is	as	formal	an	affair	as	Garou	ever	hold,	though	civilization.	Choral	chants	and	sacred	hunts	are	commonthe	Ragabash	are	certain	to	make	sure	that	the	voice	of	pursuits,	along	with	tribal	rites	no	man	has	ever	witnessed.common	sense	can	still	be	free	to	undercut	poor	displays	of	As	more
of	their	tribal	lands	fall	before	their	enemies,policy.	Werewolves	dispatch	their	packs	on	dangerous	tasks,	Black	Furies	have	also	begun	hosting	far	less	traditionalcelebrate	heroes	who	have	returned	triumphant,	argue	or	gatherings	in	the	cities	or	exurbs.brawl	over	political	matters,	and	judge	those	Garou	who’vebeen	accused	of	violating	the	Litany.
Most	importantly,	Bone	Gnawers	rarely	hold	formal	moots.	Their	ideathe	spiritual	energy	expended	keeps	the	caern	alive,	for	of	bonding	is	usually	some	level	of	debauchery	—	steal-as	the	Garou	prosper,	so	do	the	sacred	sites	they	attend.	ing	food	and	booze,	going	on	a	roundabout	tour	of	their	territory,	settling	old	grudges,	and	paying	off	old	debts	as
There	are	many	types	of	moots,	varying	in	size,	purpose,	the	opportunity	presents	itself.grandeur	and	attendance:	Children	of	Gaia	moots	range	widely,	from	contem-	plative	to	raucous.	Some	are	serene	affairs	focusing	on56	WEREWOLF	THE	APOCALYPSE	20TH	ANNIVERSARY	EDITIONmeditation,	quiet	discussion,	and	solemn	introspection.
generations-old	tradition;	the	old	practices	are	the	mostOthers	are	wild	revels	that	may	include	hallucinogenic	honorable.	White-robed	nobles	lead	candle-lit	proces-reveries	or	even	sacred	communion	through	orgiastic	sions	to	isolated,	idyllic	locales;	silver-furred	Garou	dancegroup	sex	with	humans	and	wolves	present.	elaborate	reels	with	exacting
precision	and	sing	ancient,	beautiful	songs.	The	Fianna	are	known	for	two	styles	of	tribal	moots.During	the	holidays	at	each	solstice	and	equinox	they	hold	The	Stargazers	favor	moots	with	little	formality	andsolemn	affairs	where	they	recite	or	sing	great	epics	and	no	time	wasted	on	empty	traditions.	Their	gatherings	arepreserve	their	bardic	history.
Their	other	tribal	moots	are	simple	affairs	where	they	exchange	information	quietly,wild	celebrations,	sometimes	including	friends	or	possible	challenge	one	another	to	riddle	games	or	other	intellectualallies	from	other	tribes	who	have	been	invited	to	share	in	contests,	or	simply	meditate	in	silence.song,	dance,	and	drink.	Fianna	Galliards	spend
monthsrehearsing	for	performances	at	both	types	of	events.	Uktena	moots	are	an	unknown	to	outsiders.	The	Uktena	favor	elaborate	mysticism	of	the	most	cryptic	Get	of	Fenris	moots	are	raw,	physical	affairs	where	sort,	binding	their	affairs	within	the	pacts	they	have	withthe	Fenrir	compete	in	tests	of	endurance,	howling,	drink-	their	spirit	allies.
Sometimes	the	true	purpose	of	a	mooting,	eating,	and	of	course	fighting.	Informal	brawls	merge	isn’t	evident	until	it	is	underway:	it	is	enough	to	say	“itwith	ritual	gauntlets,	ceremonial	burning	or	scarification,	is	necessary”	to	bring	the	Uktena.	Once	the	moot	is	inand	inspiring	sagas	from	the	skalds.	Even	their	dances	are	progress,	only	then	do	the
elders	reveal	its	purpose,	oftenviolent,	as	much	mosh	pit	as	anything	else.	through	divination	rites.	Glass	Walker	moots	are	constantly	evolving,	taking	Wendigo	derive	many	of	their	traditions	from	theon	new	forms	as	the	tribe	borrows	new	leadership	and	practices	of	their	local	Kinfolk	relatives,.	One	gatheringorganizational	techniques	from	human
agencies.	They	may	may	involve	vision	quests	and	peyote,	while	anothertake	the	form	of	corporate	meetings	that	stress	“agility”	might	employ	sacred	tobacco,	fire	dances,	or	ritual	com-and	organize	objectives	as	though	they	were	fiscal	quarter	bat.	Some	moots	employ	Umbral	travel,	such	as	whengoals,	or	they	may	appear	like	drug-fueled	raves	that
use	the	entire	assembly	placates	a	great	spirit	and	hunts	itpulsing	music	to	disguise	planning	sessions.	into	the	Penumbra.	Red	Talons	gather	in	the	wild,	far	away	from	the	influ-	Revelryence	of	humans	or	even	homid	Garou.	Hunting,	howlingand	running	with	the	nearest	wolf	pack	are	all	common	The	greatest	moots	typically	end	with	a	revel,



inpursuits.	Some	of	the	tribe’s	most	secretive	Talon	moots	which	werewolves	transform	into	Crinos	form	and	runinvolve	far	darker	rites,	often	enacted	as	a	mockery	of	madly	about	the	area	to	clear	away	anything	that	may	posehuman	rituals.	Human	sacrifice	features	prominently	in	a	threat.	This	rampage	is	often	so	strenuous	than	somethese,	such	as
when	Talons	string	an	eviscerated	human’s	elders	fall	behind	the	cubs	and	cliath,	or	even	die	tryingentrails	around	a	“Yuletide	tree.”	to	keep	up	the	pace.	The	revel	isn’t	a	pack	affair;	the	sept	begins	the	run	as	one,	then	fragments	into	smaller	groups	Shadow	Lords	honor	Grandfather	Thunder’s	ways	as	the	night	proceeds.	Individual	werewolves	may
workhigh	atop	mountains,	beneath	stormy	skies.	Great	pomp	themselves	into	a	frenzy,	possibly	becoming	a	danger	toand	circumstance	celebrate	rank,	conspiratorial	accom-	themselves	and	others.	Most	run	themselves	to	exhaustion.plishments,	and	the	latest	intricacies	of	the	tribal	hierarchy.	The	strongest	continue	until	dawn,	immediately
gainingThundering	drums	and	solemn	Gregorian	chants	speak	renown	for	their	great	stamina	and	fervor.of	the	grandeur	of	the	tribe.	Some	Garou	suspect	theShadow	Lords	even	offer	human	sacrifice	at	their	tribal	The	revel	is	not	performed	every	time	the	sept	gath-moots	now	and	again.	ers,	but	is	instead	reserved	for	special	occasions.	Urban	septs
often	bypass	or	reroute	the	revel,	given	the	amount	Silent	Strider	moots	are	very	rare,	given	the	tribe’s	of	damage	it	can	do	to	a	territory	or	to	the	Veil.	Examplesscattered	nature	and	lack	of	strong	sept	holdings.	Their	of	modern	revels	include	Fianna	pub-crawls,	Bone	Gnawermoots	are	something	like	traveling	carnivals	—	one	feasts,	Glass	Walker
“fragfests”	on	networked	computers,night	an	empty	field,	the	next	a	mix	of	campfires	and	and	Uktena	drumming	circles.tents	where	dozens	of	Garou	exchange	stories	about	theirtravels	under	the	starry	sky.	Sometimes	the	moot	takes	Languageplaces	deep	in	the	Umbra,	but	it	rarely	stays	in	one	placefor	long.	Races,	relays	and	long	hikes	are	typical
rituals	Werewolves	have	a	number	of	ways	to	communicate.to	complement	the	storytelling.	Homids	know	at	least	one	of	the	languages	of	the	human	world,	and	most	metis	learn	the	same.	Lupus	can	commu-	Silver	Fangs	prefer	the	tried	and	true.	It’s	a	rare	nicate	very	simply	when	they	are	in	wolf	form,	often	bything	to	see	anything	at	a	Silver	Fang
moot	that	isn’t	a	using	a	great	deal	of	body	language.	Each	breed	can	learnCHAPTER	ONE:	A	WORLD	OF	DARKNESS	57the	other’s	language,	but	conversation	can	be	difficult.	Lupus	Call	to	Hunt	—	A	long,	low	ululation	informs	therarely	communicate	concepts	that	use	more	than	a	hand-	pack	of	the	position	of	its	prey.	When	performed	properly,ful	of
verbs	and	nouns,	while	homids	find	it	frustrating	to	it	may	also	identify	what	the	prey	is,	describe	its	wounds,limit	their	speech	while	in	a	wolf’s	skin.	Even	homid	Garou	or	even	coordinate	the	tactics	of	the	hunting	pack.from	distant	lands	have	difficulty	speaking	with	each	other.	Chant	of	Challenge	—	This	howl	begins	like	the	Howl	Werewolves	have
developed	a	separate	language	over	of	Introduction,	then	rolls	into	a	vicious	mockery	of	anthousands	of	years	to	bridge	the	gap.	Galliards	know	this	enemy’s	deeds,	ancestry	and	personal	habits.	The	Fiannaworldwide	language	as	the	“High	Tongue”	or	“Garou	invented	this	howl	as	a	method	of	initiating	duels,	thenTongue.”	Most	claim	that	the	Fianna
conceived	it	first.	later	elevated	it	to	a	satirical	art	form.	Everyone	hearing	theAll	Garou	are	taught	the	High	Tongue	immediately	chant	can	discern	exactly	why	the	challenge	is	taking	place.following	their	Rite	of	Passage,	although	differences	inregional	accent	and	dialect	do	come	up.	Garou	language	Curse	of	Ignominy	—	This	discordant,
snarlingdepends	as	much	on	body	language	and	tone	as	on	actual	whine	is	used	to	insult	violators	of	the	Litany.	As	morewords.	Much	of	it	is	instinctive,	accented	by	pheromones,	werewolves	lend	their	voices	to	the	whine,	it	becomesgrowls,	and	whines.	A	few	spoken	words	cannot	be	repro-	increasingly	painful	to	hear.	The	strain	on	a	listener
doesduced	by	a	human	or	wolf	throat,	as	they	require	partial	not	subside	until	he	joins	in	the	cry.	Garou	who	havetransformation	to	articulate.	These	words	represent	some	fallen	into	disfavor	are	subjected	to	this	cacophony.	Theof	the	loftiest	concepts	tied	to	Garou	culture.	Some	lupus	sounds	convey	a	mocking	account	of	a	villain’s	failuresnever
really	master	this	language.	They	prefer	to	speak	as	and	shortcomings.	An	entire	sept	can	memorize	all	of	thesimply	and	plainly	as	wolves	do.	excruciating	details	by	sharing	in	the	chant.	Garou	in	Lupus	or	Hispo	form	(halfway	between	Lupus	Cry	of	Elation	—This	howl	signals	an	impending	actand	Crinos)	may	communicate	freely	with	wolves.	This	of
possible	great	glory.	It	essentially	means	“Look	at	me”same	“lupine	language”	can	be	used	in	other	forms,	buta	greater	chance	of	misunderstanding	arises.	While	theformal	and	complex	Garou	High	Tongue	requires	train-ing,	any	werewolf	in	Lupus	form	can	speak	in	“lupine”instinctively.	The	first	time	a	homid	or	metis	shapeshiftsinto	a	wolf,	he	can
communicate	with	other	wolves.Howls	A	werewolf	howl	is	not	an	inarticulate	cry	—	it	cancommunicate	a	great	deal	of	information.	Many	howlsincorporate	the	Garou	language,	although	not	all	of	themare	as	“high-falutin’”	as	the	High	Tongue.	Just	as	everyPhilodox	studies	the	Litany,	any	Galliard	should	be	well-versed	in	all	the	common	howls.	Given
the	regional	“accents”	from	sept	to	sept,	anattentive	Galliard	might	even	be	able	to	recognize	a	per-former’s	tribe	or	auspice,	or	possibly	part	of	his	personality.Optionally,	a	Storyteller	may	allow	a	Galliard	skilled	inexpression	or	performance	to	convey	further	information.Thirteen	of	the	most	commonly	used	howls	are	listed	here,though	one	is	not	a
call	of	the	Garou	Nation.	Anthem	of	War	—	This	howl	is	a	call	to	battle.Ahroun	use	it	to	lead	an	attack;	Galliards	use	it	to	rallythe	troops	and	boost	morale.	The	howl	can	convey	theenemy’s	rough	location	and	numbers,	as	well	as	how	soonreinforcements	are	needed.	Call	for	Succor	—	A	werewolf	uses	this	howl	tosummon	his	packmates	if	he	is	in	great
danger.	Somefind	it	embarrassing,	since	it	sounds	like	a	puppy’s	barkfor	his	mother.	An	expressive	howl	may	include	sensoryimpressions	of	what	danger	is	near.58or	“Watch	this,”	though	it	may	convey	further	informa-	TRIBAL	REPRESENTATIONtion,	such	as	the	intended	target	of	the	forthcoming	deed.	The	geographical	survey	presented	here	calls
out	Dirge	for	the	Fallen	—	This	dirge	is	a	somber,	low-	a	few	tribes	for	their	noteworthy	influence	in	certainpitched	howl	used	as	a	requiem	for	the	honored	dead.	Its	places	at	certain	times.	This	is	by	no	means	the	fulllength	depends	on	the	status	of	the	fallen.	story.	Other	tribes	have	had	often	dramatic	influence	in	these	places,	even	if	it	hasn’t	proven
as	enduring	as	Howl	of	Introduction	—	The	Litany	commands	that	of	the	mentioned	tribes.	For	instance,	althoughwerewolves	to	respect	the	territory	of	others;	this	howl	is	the	Black	Furies	are	not	noted	for	ruling	many	septsthe	result.	It	details	a	Garou’s	breed,	tribe,	and	auspice.	outside	of	their	ancestral	Mediterranean	lands,	theySome	werewolves
include	parts	of	their	lineage.	have	certainly	influenced	events	in	the	lands	to	which	their	Kin	have	emigrated,	with	the	Finger	Snarl	of	Precedence	—	This	short,	violent	outburst	Lakes	region	of	New	York	state	being	one	example.is	directed	against	a	chosen	foe,	marking	them	as	thewerewolf’s	prey.	Packs	use	these	snarls	to	coordinate	their	Keep	in
mind	that	just	because	a	tribe	isn’t	calledtactics,	establishing	who	is	attacking	whom.	A	higher-	out	in	the	survey	doesn’t	mean	its	members	don’tranking	Garou	does	not	have	to	recognize	this	howl	—	exist	in	those	lands	or	that	they	haven’t	contributedand	he	even	has	the	right	to	“steal	the	kill”	from	a	lesser	to	its	legends.werewolf	—	but	most	react
to	a	well-executed	snarl.	The	Garou,	of	course,	followed	humans	in	their	migra-	Song	of	Mockery	—	Not	a	howl	in	its	own	right,	this	tions.	Even	when	a	human	tribe	would	set	down	roots	foris	more	of	a	pitch,	a	sort	of	“sarcastic	tone”	that	Ragabash	many	centuries	in	a	particular	land,	it	would	eventuallyadd	to	other	howls.	It	is	the	equivalent	of	an
obscene	move	on,	taking	with	it	the	werewolves	hidden	in	its	midstgesture	given	alongside	a	speech.	as	well	as	the	secret	seeds	of	new	generations	of	Garou	waiting	in	its	bloodlines.	Symphony	of	the	Abyss	—	The	Black	Spiral	Dancerswhine	this	insane,	reverberating	howl	as	they	stalk	their	As	the	Garou	came	to	new	lands	and	establishedprey.
Victims	who	listen	too	closely	can	identify	the	fate	caerns,	they	marked	those	lands	as	their	own.	Theirthat	lies	in	store	for	them;	not	knowing	that	fate	is	nearly	pacts	with	the	local	spirits	ensured	the	continuity	of	theiras	terrifying.	ways	even	when	no	Garou	was	present	to	enforce	them.	A	tribe's	territorial	claims	were	written	not	just	in	the	Wail	of
Foreboding	—The	Anthem	of	War	alerts	minds	of	Garou	and	upon	the	land,	but	in	the	indeliblewerewolves	of	an	attack,	but	the	Wail	of	Foreboding	is	ink	of	the	spirit	world	as	well.	The	roots	these	tribes	settypically	used	for	natural	disasters,	unusual	phenomenon	in	down	over	vast	areas	in	ancient	days	marked	what	wouldthe	Umbra,	or	anything
strange	that	bears	further	investi-	become	their	ancestral	lands.gation.	A	practiced	Galliard	can	give	cryptic	impressionsof	what	the	danger	may	be.	The	tumultuous	human	migrations	of	the	last	few	centuries	have	had	their	effect	on	the	Garou's	ancient	Warning	of	the	Wyrm’s	Approach	—	A	sharp-	territorial	claims.	As	Kinfolk	emigrate	to	new	lands,
theypitched	howl,	followed	by	a	series	of	brief	staccato	bursts,	take	tribal	bloodlines	with	them.	Conflicts	arise	as	tribesannounces	the	presence	of	the	Wyrm’s	minions.	If	a	scout	"invade"	the	lands	of	other	tribes	through	the	process	ofcan	scent	the	true	form	of	these	creatures,	he	may	be	able	human	migration.	This	has	created	more	diverse	septsto
describe	it.	All	who	hear	the	howl	can	see	and	feel	the	and	caerns	than	were	common	in	past	ages,	as	multiplefoulness	that	surrounds	them.	tribes	rub	shoulders	to	share	limited	spiritual	resources.	While	fresh	unity	has	arisen	in	many	cases,	old	enmitiesRage	Across	the	World	are	only	further	enflamed	in	others,	causing	Garou	to	Human	prehistory	is
clouded	by	the	passage	of	years	spend	precious	time	sparring	with	rival	tribes	while	theand	forgotten	traditions.	It	is	the	way	of	humans	that,	forces	of	the	Wyrm	creep	ever	closer.as	they	migrate	to	new	lands,	they	adapt	to	new	ways.While	they	preserve	some	traditions,	others	die	out	as	Even	lupus	are	not	immune	to	these	modern	migra-their
practitioners	pass	on.	tory	challenges.	As	the	areas	in	which	wolf	populations	can	thrive	continue	to	shrink,	the	tribes	again	come	into	Not	so	with	Garou.	They	remember.	Even	when	conflict	over	dwindling	ranges.generations	pass	with	no	new	true	Garou	birth	and	nolineage	holder	to	pass	on	the	knowledge	of	the	ways,	thespirits	remain.	Their
ancient	pacts	with	the	Garou	ensurethe	continuity	of	tradition,	of	memory,	and	of	the	tally	ofpast	wrongs	that	must	one	day	be	avenged.CHAPTER	ONE:	A	WORLD	OF	DARKNESS	59One	of	the	key	challenges	facing	Garou	in	this	pre-	tribes.	Most	European	Garou,	however,	forcibly	“repatri-carious	time	is	the	matter	of	sharing	Mother	Gaia	with	ated”
caerns	from	the	natives,	driving	the	Pure	Tribes	intoeach	other,	before	the	Wyrm	takes	all.	retreat	with	their	kin	onto	reservation	lands,	where	they	would	continue	to	nurse	grudges	well	into	modern	times.North	America	As	the	Weaver	expanded	across	the	continent	in	When	humans	first	migrated	to	the	North	American	the	form	of	telegraph	wires
and	railroad	tracks,	the	Glasscontinent,	Garou	came	with	them.	Three	tribes	distin-	Walkers	followed,	enamored	of	the	energy	and	vigor	thatguished	themselves,	known	as	the	Three	Brothers:	Uktena	arose	from	the	mix	of	old	and	new.	The	Bone	Gnawers(Older	Brother),	Croatan	(Middle	Brother),	and	Wendigo	feasted	well	in	the	growing	cities,	still
ensconced	among(Younger	Brother).	Unlike	the	way	things	developed	in	the	poor	and	downtrodden	but	now	taking	advantage	ofthe	Old	World,	these	Garou	lived	in	close	harmony	with	opportunities	and	freedoms	denied	to	them	and	their	Kinhumans,	wolves,	and	spirits.	The	Impergium	was	less	about	in	the	Old	World.	Even	the	Silver	Fangs	left	their
fiefs	todominance	and	submission	than	a	carefully	guided	train-	establish	new	territories	among	the	rich	and	powerful	ofing	in	co-existence.	the	Americas,	vying	with	the	Shadow	Lords	for	influence	over	the	halls	of	power.	The	three	tribes	spread	out	across	the	land,	eachclaiming	areas	for	their	own	while	still	maintaining	ties	By	modern	times,	every
one	of	the	13	Tribes	was	rep-of	kinship	and	friendship.	The	Wyrm,	of	course,	was	here,	resented	in	North	America,	mostly	in	multitribal	septs.but	it	could	be	defeated	by	heroes,	and	its	minions	could	Even	the	all-wolf	tribe	of	Red	Talons	has	a	strong	place,be	subdued	through	vigilance.	It	became	common	practice	for	North	America	has	some	of	the
world's	most	resilientamong	Garou	septs	to	bury	the	defeated	monsters	under	wolf	populations.powerful	wards,	the	knowledge	and	keys	to	which	werekept	by	the	Uktena	Banetenders.	Unfortunately,	as	the	Garou	spread,	so	did	the	Wyrm,	despite	the	Garou’s	best	efforts	to	hold	it	back.	That	these	Moon	bridges	between	tribal	caerns	were	rare.	There
efforts	often	strengthened	it	is	something	all	but	thewas	simply	little	need	for	them.	It	was	better	to	travel	Children	of	Gaia	too	often	try	to	deny.	Today	the	Wyrm’sacross	the	land,	not	only	so	that	the	spirits	of	place	could	foothold	on	the	continent	is	stronger	than	ever	and	stillbe	encountered	and	parleyed	with,	but	also	that	any	Wyrm	growing.	The
institution	of	capitalism	and	corporatethreats	could	be	sniffed	out	and	chased	down	before	they	dominance	through	unfettered	money	has	given	it	a	uniquecould	take	root.	The	Three	Brothers	did	not	count	on	the	way	to	spread	into	every	territory,	easily	circumventingEuropean	invasion.	the	paltry	democratic	oppositions	that	occasionally	arise	against
its	minions’	plots.	The	American	experiment	has	When	Europeans	first	arrived,	bringing	new	forms	of	proved	that	corruption	can	be	bought	for	a	surprisinglyWyrm	stench	with	them,	the	terms	“Pure	Ones”	and	“Pure	low	price.	The	rise	of	the	global	conglomerates	has	madeLands”	were	increasingly	adopted	by	the	native	tribes.	this	reach	worldwide.
While	Garou	are	still	largely	local,These	words	had	been	used	before,	but	in	celebration.	struggling	to	fight	for	their	caerns	and	often	squabblingNow	they	were	terms	of	exclusion	and	condemnation	of	with	rival	septs	for	limited	resources,	the	Wyrm	forces	havethe	“impure.”	When	the	Wyrm	manifested	in	an	early	banded	into	megacorps	that	can
wield	power	centrally	andcolony	in	Roanoke,	the	Croatan	sacrificed	their	lives	to	direct	it	anywhere	across	the	globe.	The	Garou's	moderndrive	it	away.	They	believed	in	the	continuity	of	their	challenge	is	to	overcome	their	past	enmities	and	unitelegacy:	that	new	Croatan	would	be	born	to	their	kin,	to	against	this	many-tentacled	enemy.remember	and
honor	their	sacrifice.	But	the	Eater-of-Soulsdid	not	go	easily,	and	it	devoured	the	very	soul	of	the	tribe	The	most	pressing	contemporary	form	of	Wyrmishas	it	was	banished	from	the	land,	ending	the	lineage	of	poison	in	North	America	is	the	environmental	devasta-the	Croatan	forever.	tion	wrought	by	corporate	natural	gas	and	shale	oil	ex-	traction	—
“fracking”	and	the	Canadian	tar	sands.	The	This	tragedy	drove	a	wedge	between	the	two	remaining	practice	of	fracking	involves	injecting	a	toxic	blend	ofbrother	tribes,	a	rift	made	deeper	by	the	“Wyrmcomers,”	chemicals	at	high	pressure	into	the	earth	to	free	up	gasthe	Garou	arriving	from	Europe.	These	immigrants,	not	deposits.	Scientists	have
linked	this	to	increased	instancesknowing	the	history	of	the	continent	or	of	the	Croatan’s	of	earthquakes.	As	the	Garou	have	discovered,	the	pur-great	sacrifice,	smelled	the	Wyrm	in	ascendance	and	felt	ported	purpose	of	fracking	is	not	what	it	seems	to	be:	Itit	was	their	duty	to	take	charge	of	the	land	and	lead	the	hides	a	vast	conspiracy	to	search	out
ancient	Banes	buriedwar	against	corruption	—	to	hell	with	any	native	Garou	long	ago	by	the	Pure	Tribes	and	to	erode	their	wards	withwho	would	stand	in	the	way.	the	toxic	chemicals.	Those	chemicals,	of	course,	contain	supernatural	elements	invisible	to	human	scientists,	all	Some	tribes,	such	as	the	Fianna	and	Get	of	Fenris,	in-	courtesy	of	Pentex
R&D.tegrated	into	some	of	the	native	caerns,	establishing	moonbridges	to	better	link	to	reinforcements	from	their	own60	WEREWOLF	THE	APOCALYPSE	20TH	ANNIVERSARY	EDITIONWhereas	once	the	frontlines	of	the	battle	were	in	THE	SPIRITSCAPEsaving	forests	and	endangered	creatures,	now	they’re	inpreventing	the	creeping	invasion	of
pipelines	and	refiner-	Just	as	important	as	the	socio-geographic	mapies	meant	to	poison	what	is	left	of	the	Earth.	One	glance	is	the	spiritual	map	—	the	invisible	land	that	sup-at	the	tar	sands	operation	in	Alberta,	Canada,	and	one	ports	and	sustains	the	living	world.	The	ecosystem	ofcannot	deny	that	the	Apocalypse	is	near.	spirits	embedded	into	the
land	is	the	true	concern	of	Garou	everywhere,	although	they	often	allow	moreSouth	America	human	concerns	to	blind	them	to	it.	Garou	cannot	truly	live	on	the	land	without	some	relationship	with	Although	the	Pure	Tribes	traveled	into	South	America,	those	beings	that	are	the	land	—	the	spirits	of	tree,only	the	Uktena	settled	in	any	notable	numbers.
Other-	rock,	and	stream,	and	all	the	creatures	that	run,	leap,wise,	the	place	was	home	to	few	Garou	until	the	European	crawl,	creep,	slither,	and	fly.colonization,	but	even	then	werewolves	were	few	and	farbetween,	with	only	the	Bone	Gnawers	as	the	modern-day	The	sheer	diversity	of	spirit	life	prevents	an	easyexception.	For	the	most	part,	these
lands	have	tradition-	survey.	The	nature	of	spirits	is	that	they	are	veryally	been	owned	by	the	Fera	—	the	other	shapechangers	so	particular.	Even	though	a	badger	spirit	is	much	thepoorly	mistreated	by	the	Garou	in	the	War	of	Rage.	same	in	Germany	as	it	is	in	North	America,	its	place	in	the	land	is	unique	to	that	land,	and	its	knowledge	The	Fera	have
remained,	even	after	the	bloody	conflicts	of	its	neighboring	spirits	is	its	own.	Nonetheless,	bywith	the	invading	werewolves	(such	as	the	Shadow	Lords	ancient	pacts,	certain	spirits	know	the	old	ways	ofworking	with	the	Spanish).	They	have	even	infiltrated	the	the	Garou,	and	can	be	asked,	coaxed	and	even	com-Garou’s	Kinfolk	populations,	causing
extreme	surprise	when	manded	to	teach	them	to	new	generations	of	Garoua	First	Change	results	in	a	werejaguar	rather	than	a	werewolf.	who	might	not	have	the	advantage	of	direct	training	from	fellow	tribe	members.	This	teaching	is	limited	One	of	the	reasons	the	continent	still	remains	a	mystery	and	tends	to	produce	very	a	local	variation	on
tribalto	most	werewolves	is	the	relative	lack	of	moon	bridge	ways,	but	it	helps	sustain	the	Garou	in	places	whereaccess	to	its	caerns.	They	are	often	intentionally	closed	by	their	bloodlines	have	proven	barren	for	too	long.the	native	septs,	to	keep	out	the	bullying	foreign	Garou,but	many	have	been	lost.	There	are	some	caerns,	deep	It	is	easy	to	speak	in
generalities	about	Silverin	the	jungles	and	forgotten	by	all	but	half-remembered	Fangs	or	Children	of	Gaia	or	Get	of	Fenris,	but	thelegends,	waiting	for	intrepid	Garou	or	Fera	to	seek	them	truth	is	that	each	tribe	is	unique	and	has	adaptedout	and	reclaim	them…	before	the	Wyrm	finds	them.	not	only	to	the	local	ways	of	its	human	Kinfolk	but	as	well	to
the	quirks	and	odd	customs	of	its	spirit	Likewise,	many	bloodlines	of	Kinfolk	have	been	lost,	neighbors.	As	moon	bridge	connections	betweentheir	spirit	fetches	unable	to	track	them.	The	rare	few	caerns	worldwide	become	increasingly	common,	theGarou	born	here	unknown	to	their	kind	are	threatened	cultures	of	the	tribes	have	tended	to	become
moreby	Wyrm	minions,	who	seek	them	out	to	turn	them	before	universal,	at	the	cost	of	honoring	local	lifeways.they	know	any	better.	Sometimes,	under	the	pressure	of	global	concerns,	the	proper	chiminage	owed	to	a	local	spirit	is	rudely	For	the	last	few	decades	of	the	20th	Century,	the	disrespected	or	forgotten.	The	Garou	cannot	affordAmazon
rainforest	was	ground	zero	in	one	of	the	Garou’s	to	lose	allies	this	way,	but	it	is	hard	to	convince	agreatest	common	efforts	against	the	Wyrm.	The	Amazon	spirit	to	think	globally	while	acting	locally	—	theWar	caused	uncounted	casualties	on	all	sides	and	continues	smaller	the	spirit’s	rank,	the	more	purely	local	it	is.with	no	clear	winner,	although	the
conflict	has	cooledgreatly	as	the	oil	companies’	expansion	has	been	stalled.	ous	werewolf	legends	still	displayed	in	movies	and	comicNo	matter	—	Pentex	has	moved	its	oil	operations	to	other	books	originated	in	the	Delirium-induced	glimpses	caughtzones,	as	witnessed	by	the	drilling-rig	oil	spills	in	the	Black	by	European	humans	of	their	Garou
overlords.Sea	and	the	Gulf	of	Mexico.	There	are	few	werewolvesto	protect	the	seas	and	oceans.	The	Wyrm,	too,	was	powerful	and	fecund	in	Europe,	and	its	machinations	proved	too	powerful	for	the	GarouEurope	here	as	cities	grew	and	forests	shrank.	Medieval	legends	of	evil	spirits	and	dragons	hint	at	the	rampant	excursions	of	Europe	was	home	to
what	was	once	the	thickest	density	Wyrm	minions.	The	term	Garou	use	for	humans	possessedof	tribes,	before	colonial	emigration	dispersed	them.	The	Fi-	by	Banes	—	fomori	—	originated	from	the	Fianna	in	theiranna	have	roots	in	the	Celtic	lands	(predominantly	Ireland,	epic	wars	to	defend	their	lands	against	Wyrm-creaturesScotland,	Wales,	and
Brittany),	the	Black	Furies	originally	spawned	beneath	the	sea.hail	from	the	Mediterranean,	the	Get	of	Fenris	from	theScandinavian	and	Teutonic	regions,	and	the	Shadow	Lordsfrom	the	mountain	chains	of	Eastern	Europe.	The	numer-CHAPTER	ONE:	A	WORLD	OF	DARKNESS	61The	Shadow	Lords	have	long	vied	against	one	of	the	affected	by	the
Arab	Spring.	Uprisings	against	tyrannicalmore	insidious	evils,	the	vampires	of	Carpathia.	These	governments	have	mobilized	the	younger	generations,so-called	Kindred	might	deny	their	allegiance	to	the	and	the	sense	of	new	possibilities	has	infected	even	theWyrm,	but	the	Garou’s	spiritual	sense	of	smell	has	always	Garou.	An	alliance	of	Glass
Walkers	and	Striders	playedrooted	it	out.	The	harsh	attitude	and	methods	attributed	a	role	behind	the	scenes,	using	the	spirits	of	Internet	andto	the	Shadow	Lords	can	perhaps	be	forgiven	when	one	smart	phone	technology	to	unite	protestors	and	prevent	theencounters	the	body-horrors	wrought	by	their	ancestral	suppression	of	their	message.	But
the	uprisings	have,	unfor-land’s	Leech	neighbors.	tunately,	shown	little	change	in	the	fortunes	of	the	Wyrm	minions	ensconced	here	in	the	oil	extraction	industries.	Despite	the	diaspora	of	many	of	their	Kinfolk,	the	The	Libyan	revolution	did	provide	cover	for	a	number	oforiginal	tribes	still	hold	ground	in	their	ancestral	lands,	Garou	attacks	against
Pentex	oil	fields	and	refineries,	butalthough	they	often	have	to	share	their	caerns	with	new-	it	remains	to	be	seen	how	much	of	a	dent	the	Garou	cancomer	tribes.	The	Fianna	are	witnessing	the	blowback	of	inflict	on	the	corrupt	oil	infrastructure	amidst	the	chaos.their	Kinfolk’s	colonization	via	the	British	Empire	withthe	increasing	birth	of	other	tribes’
Garou	—	including	The	Wyrm	corruption	on	the	continent	isn’t	confinedStargazers	—	among	their	lands’	recent	immigrant	Kinfolk.	to	the	oil	industry	in	the	north.	It	infects	the	horrendousIf	they	were	honest	about	it,	they’d	have	to	admit	that	the	genocides	and	coups	being	fought	in	many	nations.	Pov-diversity	of	allies	has	helped	their	struggles.	erty,
racialist	tribalism,	and	Colonialist	ideology	have	all	contributed	to	a	breeding	ground	of	Wyrm	corruption.	Unfortunately,	as	the	pressure	of	accommodating	While	the	Fera	have	done	remarkably	well	at	keepingnew	immigrant	communities	and	their	unique	cultures	incursions	into	their	wild	territories	at	bay,	they	have	leftthreatens	to	change	the
cultures	of	Europe,	xenophobia	the	human	populations	with	little	protection	against	thegrows.	The	challenge	for	the	Garou	is	to	resist	the	worst	horrors	inflicted	by	Wyrm-tainted	armies.	Increasingly,instincts	of	their	Kin,	for	the	Wyrm	has	learned	well	how	Garou	activists	call	for	more	involvement	on	the	conti-to	exploit	them.	Many	werewolves
believe	the	financial	nent,	hoping	for	an	effort	similar	to	that	which	sparkedcollapse	that	has	hit	Greece,	Spain,	and	Ireland	especially	the	Amazon	War	in	South	America.	Sadly,	it	seemshard	is	no	mere	mortal	conspiracy	or	fraud,	but	surely	has	werewolves	are	more	ready	to	throw	themselves	into	theWyrm	motives	behind	it.	As	class	tensions	rise	and
riots	fray	when	the	ecology	is	at	risk,	but	are	less	eager	whenbreak	out	in	the	streets,	the	Garou	are	having	trouble	the	chief	aim	is	relieving	human	misery.figuring	out	just	which	enemy	to	target.	AsiaAfrica	Asia	is	a	huge	continent,	so	any	description	of	Garou	As	they	are	in	South	America,	Garou	are	rare	in	Africa	history	and	activity	there	varies	by
region.	Garou	have	hadand	even	less	welcome.	Most	of	the	continent	is	the	territory	relatively	little	influence	in	the	Middle	Eastern	nations.of	mysterious	and	antagonistic	Fera,	shapechanger	tribes	The	Striders,	by	no	means	numerous,	have	perhaps	had	thewith	a	long	hold	on	the	continent.	The	legends	of	myriad	most	impact	of	any	single	tribe,	but
that	is	still	negligibleAfrican	peoples	tell	of	the	wise	but	untrustworthy	spider	compared	to	the	Garou’s	role	in	the	West.gods,	the	sinister	Ananasi	werespiders	that	lurk	in	dankcaves,	as	well	as	the	Mokole-Mbembe,	the	dragons	of	the	Afghan	and	Iraqi	Red	Talons	have	used	the	recentdeep	jungles,	and	the	vicious	werelions	and	panthers	who	wars	to
boldly	attack	humans	who	encroach	on	their	ter-rule	the	savannas	and	treetops.	Even	the	legends	of	men	who	ritories,	often	to	cruel	effect	on	poverty-stricken	nomadswalk	as	rats	points	to	the	Ratkin,	thriving	in	the	disease-	and	villagers.	Unfortunately,	they	have	yet	to	form	anyridden	villages	and	following	the	misery	left	in	the	wake	strategy	for
sniffing	out	and	hunting	down	the	Wyrmof	the	many	rebel	armies	that	plague	the	war-torn	regions.	minions	who	are	likewise	exploiting	the	wars	to	their	own	ends.	The	wolves	of	Pakistan,	whose	Kinfolk	are	Northern	Africa	is	more	hospitable	to	the	Garou,	mostly	guided	by	Stargazers,	have	engaged	in	no	such	at-and	indeed	one	tribe	has	a	long
lineage	here:	the	Silent	tacks.	The	Stargazers	consider	the	Talons’	behavior	to	beStriders,	whose	ancestors	once	trod	the	lonely	deserts	barbaric,	playing	into	stereotypes	of	evil	wolves.	As	such,and	traveled	down	the	Nile	in	days	of	old.	Their	golden	they	argue	that	the	Red	Talons’	cathartic	expressions	ofera	was	the	dynastic	period	of	Ancient	Egypt,
but	their	rage	will	ultimately	hurt	their	wolf	populations.might	has	been	diminishing	ever	since.	They	are	joinedin	increasing	numbers	in	the	densely-populated	cities	of	India	is	territory	in	conflict	between	rural	Red	Talonsthe	coasts	by	Bone	Gnawers,	while	the	Red	Talons	are	and	more	village-oriented	Children	of	Gaia.	The	twoknown	to	haunt	the
jackal-infested	scrublands.	tribes	argue	over	the	best	means	to	relieve	the	suffering	in	this	country,	although	both	are	in	agreement	about	the	Dramatic	happenings	among	humans	cannot	fail	to	punishment	meted	to	Wyrm	minions	responsible	for	suchaffect	the	Garou,	and	this	is	certainly	so	among	the	nations62	WEREWOLF	THE	APOCALYPSE	20TH
ANNIVERSARY	EDITIONdisasters	as	last	century's	Union	Carbide	plant	explosion.	The	Silver	Fang	camp	of	Siberakh	still	survives,	althoughThey	both,	likewise,	resist	the	rise	of	the	Ratkin	in	the	in	greatly	diminished	numbers,	and	its	members	havecoastal	cities,	and	worry	about	the	whispers	of	a	return	had	to	accept	lesser	roles	in	Red	Talon	septs
without	theof	the	Nagah	to	their	ancient	nests	—	the	wereserpents	leadership	rights	to	which	they	aspire.	The	mystery	of	thewho	were	long	thought	extinct.	barren	caerns	still	vexes	the	Russian	Garou.	Russia	has	long	been	a	stronghold	of	the	Silver	Fangs,	Mongolia	still	boasts	a	strong	Red	Talon	population,although	they	have	degenerated	here	as
elsewhere,	holding	peppered	with	occasional	Stargazers	and	Silver	Fangs,only	a	shadow	of	their	former	glory.	The	Bolshevik	revolu-	although	Tibet	has	lost	many	of	its	already-sparse	Garou.tion	shattered	the	power	of	their	traditional	Kinfolk	among	Stargazers	have	fought	vile	Banes	disguised	as	Chinesethe	aristocracy.	Beset	by	unprecedented	evil	in
the	form	of	overseers,	and	many	lost	their	lives	resisting	the	Wyrm’sthe	vampire	hag	Baba	Yaga,	a	new	strain	of	Fangs	rallied	to	role	in	the	Chinese	crackdown.	Their	sacrifices,	however,meet	her	challenge.	Declared	the	return	of	the	Bogatyrs	of	have	done	little	to	change	the	course	of	human	affairs	here.old,	this	new	generation	of	Silver	Fangs	led
armies	of	Garouagainst	the	Zmei	dragons	and	even	allied	with	vampires	to	Much	of	the	Far	East	remains	mysterious	to	thefinally	overthrow	the	hag’s	supernatural	Shadow	Curtain	Western	Garou.	Even	the	Stargazers	who	wander	herethat	prevented	news	and	reinforcements	from	coming	to	reveal	little	to	their	tribe	members	in	the	West,	feelingthe
Garou’s	aid.	The	victorious	Fangs,	however,	have	been	more	kinship	to	the	strange	shapeshifters	of	these	lands,less	lucky	in	reclaiming	their	control	over	the	humans	who	the	hengeyokai.	These	bizarre	and	still	largely	misunder-run	the	country,	as	their	Kinfolk	bloodlines	have	little	stood	races	evaded	much	of	the	War	of	Rage,	althoughinfluence	over
the	corrupt	gangsters	who	are	increasingly	they	still	hold	grudges	against	interfering	Garou.	Theybecoming	the	true	powers	in	human	affairs.	are	strongest	in	Indonesia,	but	also	hold	sway	in	China	and	Japan.	Western	packs	of	Garou	in	Hong	Kong	have	Siberian	werewolves	suffered	terribly	under	the	recently	spread	to	the	new	factory	cities,
searching	forShadow	Curtain	regime.	By	the	time	the	Curtain	fell,	so	Wyrm	sign,	but	have	spent	as	much	time	fending	off	thetoo	had	many	septs	and	caerns,	vanished	or	left	abandoned	local	hengeyokai	as	they	have	in	putting	a	stop	to	Wyrmishwith	no	trace	of	their	guardians,	either	spirit	or	Garou.	plots,	such	as	melamine-laced	food
products.CHAPTER	ONE:	A	WORLD	OF	DARKNESS	63The	more	modern	and	affluent	cities	of	Asia	have	at-	ity	in	1934,	the	Bunyip’s	tribal	soul	died	with	it,	and	theytracted	the	Glass	Walkers,	who	by	now	have	breed	true	to	bred	no	more	true	Garou.	The	last	of	them	soon	enteredenough	local	generations	that	they	consider	themselves	a	the
Dreamtime	and	were	seen	no	more.native	tribe	rather	than	a	newcomer.	Indeed,	some	GlassWalkers	claim	responsibility	for	the	ascendancy	of	finance	Many	of	the	Garou	who	inherited	the	Bunyip’sand	tech	enterprises	in	Singapore,	Seoul,	Hong	Kong,	lands	have	suffered	from	Harano,	the	epic	sorrow	of	griefand	Tokyo	—	as	well	as	control	over	the
underground	over	the	loss	of	that	which	cannot	be	brought	back.	Tocrime	gangs	(although	they	vie	with	Shadow	Lords	for	further	highlight	the	foreign	nature	of	the	Garou,	manythat	“honor”).	packs	have	disappeared	over	the	years,	lost	or	taken	by	unknown	means.	The	only	clue	is	the	occasional	track	of	The	Japanese	samurai	code	of	bushido
resonates	well	a	Tasmanian	wolf.	Ghost	stories	about	vengeful	Bunyipwith	the	Garou	Litany,	and	is	appreciated	by	Glass	Walkers	spirits	caused	Garou	to	seek	out	them	out	to	placate	them,and	Shadow	Lords	alike.	The	Hakken	maintain	the	feudal	but	they	were	never	found.	Recently,	new	signs	point	notculture	even	when	it	means	coming	into	conflict
with	their	to	ghosts	but	to	Wyrm	creatures	and	spirits	exploiting	theWestern	Shadow	Lord	cousins.	A	small	population	of	Uk-	ancient	Songlines,	special	pathways	in	the	Penumbra	andtena	still	keeps	the	old	ways	among	the	Ainu	tribes,	as	well	Dreamtime	that	follow	different	laws	than	those	known	toas	near	Shinto	shrines	in	the	rural	glens	and
mountains.	most	Garou.	The	Bunyip	had	mastered	them,	but	withoutWestern	Garou	activists	recently	shamed	the	Hakken	for	their	vigilance,	they	seem	to	have	fallen	to	the	Wyrm.not	doing	enough	to	prevent	dolphin	slaughters	and	whale	Garou	now	face	the	challenge	of	recovering	ancient	lorehunts,	but	the	Hakken	firmly	maintain	that	their	role	as
that	they	themselves	once	inadvertently	worked	to	destroy.wolves	in	Gaia’s	ecosphere	is	to	guard	the	land,	not	thesea.	The	emptiness	of	this	defense	was	made	clear	when	New	Zealand	hosts	a	small	Garou	population,	but	itthe	tsunami	destroyed	the	Fukushima	nuclear	power	plant,	is	one	dedicated	to	keeping	modern	development	fromgiving	the
Wyrm	its	biggest	Asian	toehold	in	ages.	encroaching	into	the	pristine	wildlands	of	this	beautiful	island	chain.	They	avoid	the	waters,	however,	for	they	The	Garou	have	fought	numerous	secret	battles	have	been	known	to	host	hostile	Rokea	—	the	strangeagainst	toxic	Banes	spawned	by	the	radioactive	release.	and	alien	weresharks	spoken	of	in
Polynesian	legends.The	local	spirits	have	gone	largely	dormant,	and	must	The	Garou	believe	that	the	sharks	have	Kinfolk	amongbe	coaxed	awake	again	by	Garou	Theurges	in	dangerous	the	Maori	population.sojourns	into	the	Penumbra,	where	the	waters	roused	bythe	tsunami	sometimes	still	stir.	This	is	a	problem	that	Antarcticawill	be	many	years	in
the	mending.	This	frigid	land,	so	inhospitable	to	life,	is	no	friend	toAustralia	the	Garou.	Nonetheless,	certain	Garou	eco-activists	see	it	as	a	bastion	in	the	defense	of	the	last	pure,	untouched	Australia	is	a	strange	place	even	for	Garou.	Its	spirit	places	on	Earth.	The	waters	surrounding	the	continentworld	is	unique,	maintaining	much	of	its	original
ancient	have	proven	to	be	a	battleground	in	human	eco-activistform	thanks	largely	to	the	persistent	spirit	traditions	of	the	struggles	to	stop	whaling.	The	Garou	aid	these	when	theyAborigines.	The	Dreamtime	has	a	weaker	barrier	than	the	can,	but	most	prefer	not	to	be	stuck	on	a	boat	for	monthsGauntlet	in	most	other	wild	places,	and	is	home	to	the
spirits	on	end	with	no	ready	means	of	escape	—	or	convenientof	many	animals	that	are	extinct	in	the	material	world.	enemy	to	claw.	For	now,	their	aid	comes	mainly	in	the	form	of	Glass	Walker	hackers	helping	to	identify	the	locations	The	tragedy	of	the	land	is	that	the	Western	Garou	of	whaling	vessels	and	then	anonymously	tipping	off	thecould	not
put	aside	their	pride.	They	harried	and	hounded	eco-activist	vessels.the	native	Garou	tribe,	the	Bunyip,	out	of	existence.	Thisunusual	tribe,	once	celebrated	for	their	enduring	wisdom	Garou	decry	the	increasing	military	and	scientific	basesof	the	Dawn	Times,	used	their	ancient	knowledge	of	that	keep	appearing	here	and	have	even	tried	to	infiltratethe
Songlines	and	spirits	to	gain	the	secret	fecundity	of	them	now	and	then,	before	giving	up	and	retreating	tothe	harsh	land,	allowing	them	to	breed	with	marsupial	warmer	climes.	The	rumors	of	a	Black	Spiral	Dancer	caernthylacines.	As	their	human	Kinfolk	were	forced	deeper	somewhere	deep	under	the	ice	in	a	buried	ancient	cityinto	the	Outback,	the
Bunyip’s	fertility	magic	began	to	have	sent	some	packs	hunting	across	the	wastes,	but	it	hasfail	them.	The	immigrant	Silver	Fangs	and	Shadow	Lords	so	far	eluded	them	—	if	it	even	exists.	Still,	expeditiongave	them	no	respite	as	they	forced	them	aside	to	take	members	speak	of	a	faint	and	persistent	Wyrm	stench	thatover	the	stewardship	of	the	land.
The	interlopers	didn’t	they	could	not	root	out.	They	have	begun	a	campaignunderstand	the	delicate	spiritual	balance,	and	more	often	to	gain	help	from	Gurahl	Ice	Stalkers,	in	the	hopes	thethan	not	caused	worse	Wyrm	incursions	than	they	fought	polar	werebears	might	be	willing	to	travel	from	Arctic	toback.	When	the	last	living	Tasmanian	wolf	died	in
captiv-	Antarctic	and	aid	a	new	search.64	WEREWOLF	THE	APOCALYPSE	20TH	ANNIVERSARY	EDITIONThe	Wyrm	these	possessed	creatures	are	“spiritually	weak,”	already	overcome	by	sin	or	dark	emotions	such	as	lust,	greed,	envy,	Savage	and	brutal	and	bestial	though	they	may	be,	or	wrath.	In	some	rare	cases,	they	may	even	override
theirwerewolves	are	not	the	greatest	monsters	in	the	World	victim’s	free	will.	More	often,	however,	they	attempt	toof	Darkness.	That	honor	belongs	to	the	Wyrm	and	all	its	influence	their	prey	into	acting	on	preexisting	desires.twisted	spawn.	Wherever	the	Garou	hunt	the	cruel	and	Once	a	victim	has	been	possessed,	the	whisperings	of	theoppressive,
they	often	find	the	traces	of	the	spiritual	cor-	Wyrm	urge	him	to	commit	further	horrible	acts.	Banesruption	brought	on	by	the	Wyrm.	can	also	manifest	physically,	creating	as	loathsome	a	form	as	possible	to	unnerve	those	who	oppose	them.	The	Fenrir	describe	the	Wyrm	as	the	Great	Serpent	ofDarkness,	spawning	monsters	that	must	die	at	their
claws.	The	The	diversity	of	Banes	is	nearly	endless.	Because	al-Bone	Gnawers	see	its	touch	among	the	poor	and	desperate,	most	any	spirit	can	be	corrupted	into	becoming	a	Bane,forced	to	live	in	filth	and	eat	trash	to	survive	—	even	those	they	range	from	warped	and	twisted	spirits	of	animalswhohavehomesandbuyprocessedfood.BlackFuriesdescribe
and	elements	to	philosophical	abstractions	of	sin,	horror,a	father	of	spiritual	despair,	lurking	near	families	devastated	and	insanity.	Some	defy	taxonomy,	seeming	to	have	beenby	domestic	violence	and	abuse.	The	hydra	has	a	thousand	spawned	with	no	obvious	purpose.	Common	theory	holdsheads,	each	one	stretching	out	to	sink	its	barbed	fangs	into
that	Banes	serve	masters	tied	to	the	great	themes	of	evil:the	weak,	the	helpless,	and	the	easily	tempted.	Hatred,	Pollution,	Seduction,	and	so	forth.	But	the	ef-	forts	to	catalogue	Banes	are	almost	futile	—	and	arguably	The	Garou	are	certain	that	the	Wyrm	has	an	actual	a	waste	of	time.	They	are	legion	and	numberless.	Whoincarnation	—	a	body	hidden
deep	somewhere	within	the	has	time	to	study	them	carefully?	They	must	be	fought.Umbra.	No	living	werewolf	has	ever	seen	or	interactedwith	it	(save	perhaps	the	elders	of	the	Black	Spiral	Danc-	Wyrm	Caernsers,	if	their	prophets	are	to	be	believed),	but	they	know	itcoils	somewhere	in	the	dark.	Its	near-omnipresent	nature	The	Garou’s	sacred	sites
devoted	to	Gaia	are	reflectedreveals	itself	through	the	influence	of	intangible	spiri-	by	tainted	caerns	created	by	the	minions	of	the	Wyrm.tual	corruption,	and	the	actions	of	warped	minions	that	Some	are	former	Gaian	caerns,	captured	and	desecrated;carry	out	perversion	and	ruination.	It’s	difficult	for	even	others	are	newly	christened	loci	of	foulness
crafted	anewthe	wisest	Theurges	to	determine	just	how	much	of	the	on	sites	of	great	pollution.Wyrm’s	own	intellect	directs	the	actions	of	its	underlings.Even	if	its	colossal	mind	has	only	indirect	influence	on	The	first	Wyrm	caerns	were	created	deep	underground,the	armies	that	march	in	its	name,	the	Garou	speak	of	marked	by	the	green,	cold	light	of
their	toxic	balefires.it	directly.	The	armies	and	the	cause	are	the	same:	The	Horrors	writhed	there,	deep	below	the	surface	of	the	earth,enemy	is	the	Wyrm.	but	the	surface	remained	free	of	their	cancers.	The	Garou	were	stronger	then,	and	if	any	beast	pulled	its	way	free	Mystics	recognize	three	major	aspects	of	the	Wyrm,	to	the	surface,	its	murderous
activities	would	be	silencedeach	with	its	own	legion	of	servitors.	The	Beast-of-War	before	long.	Human	memories	of	these	nightmarish	raidsgluts	itself	on	violence,	destruction,	and	entropy.	The	have	gradually	evolved	into	human	myths.	Beowulf	andEater-of-Souls	seeks	to	devour	all	of	creation,	feasting	on	Grendel,	St.	George	and	the	Dragon,	Marduk
and	Tiamatmatter,	energy,	and	spirit	with	equal	relish.	The	Defiler	—each	story	masks	a	more	horrible	truth.Wyrm	is	the	most	insidious	aspect,	a	force	of	corruptionand	violation.	Near	the	end	of	the	20th	century,	human	activ-	ity	brought	these	pollutants	to	the	surface.	DisastrousBanes	mistakes	heralded	the	dawn	of	the	End	Times.	Nuclear	warfare,
biological	havoc,	and	ecological	devastation	on	If	it’s	difficult	to	determine	just	how	much	any	mortal	an	unprecedented	scale	overwhelmed	the	werewolves’	ef-soldier	is	influenced	by	the	Wyrm,	it’s	much	easier	to	tell	forts,	summoning	the	Wyrm	into	the	world	in	forms	neverhow	strong	its	hold	is	on	its	legions	of	twisted	spiritual	witnessed	before.	As
below,	now	so	above.	Throughoutservitors.	Banes	are	those	spirits	born	of	the	Wyrm,	or	so	the	last	century,	the	Wyrm	established	and	befouled	morefully	polluted	that	their	very	essences	are	now	corrupted.	caerns	on	the	surface,	rejoicing	in	landfills,	toxic	waste,Like	all	spirits,	they	must	follow	their	nature,	and	their	na-	ecological	devastation,	atomic
tests	sites,	and	urban	hell-ture	is	defiled.	Some	are	near-mindless,	others	are	cunning	holes	surrounded	by	crime	and	human	suffering.and	highly	intelligent.	All	are	loyal	to	their	Dark	Father.	The	Wyrm	caern,	whether	on	the	surface	or	still	below	Banes	are	strongest	in	the	Umbra.	There,	they	use	it,	does	not	advertise	itself	openly.	Its	guardians	do
notspiritual	powers	called	Charms	to	seduce,	corrupt,	or	assault	mark	their	territory.	Instead,	the	signs	are	read	on	the	facestheir	enemies.	Powerful	Banes	possess	humans	or	animals	and	bodies	of	the	humans	who	live	there.	Children	arein	the	physical	world,	using	them	as	vessels.	Typically,	born	wrong;	the	land	goes	sour.	The	horrors	are
hiddenCHAPTER	ONE:	A	WORLD	OF	DARKNESS	65by	these	sullen,	xenophobic	communities	who	have	no	and	captured	its	greatest	heroes,	dragging	them	into	theidea	how	wretched	their	fate	truly	is.	depths	of	the	underworld.	The	survivors	emerged,	named	after	the	corruptive	Black	Spiral	that	transformed	them.	That	is,	of	course,	save	for	those
caerns	that	once	werededicated	to	Gaia.	The	forces	of	the	Wyrm	delight	in	claim-	For	almost	two	millennia,	the	Black	Spirals	spawneding	the	sacred	places	of	their	enemy	for	the	Dark	Father.	in	tunnels	beneath	the	earth,	waiting	for	the	time	whenThe	Garou	keep	the	memory	of	each	caern	that	is	taken	they	would	be	numerous	enough	to	decimate
their	Garouand	desecrated,	for	no	insult	or	wound	is	harder	to	bear.	rivals.	That	time	has	arrived.	They	are	ready	for	the	Apoca-	lypse	to	erupt	in	earnest,	now	that	they	easily	outnumberWyrm	Corruption	the	combined	strength	of	the	two	largest	tribes	of	Garou.	But	even	as	they	whip	their	maddened	foot	soldiers	into	The	Wyrm’s	minions	claim	many
victims,	yet	the	a	frenzy,	the	great	minds	of	the	Black	Spiral	Dancers	alsomost	prized	are	the	Garou	themselves.	No	target	is	more	continue	their	millennia-old	game	of	corrupting	the	Ga-desirable	than	the	defender	of	Gaia.	Nothing	brings	darker	ian	Garou.	The	Dancers	didn’t	survive	and	flourish	bydelight	than	the	fall	of	a	once-noble	wolf.	Though	the
breeding	alone.	They	have	always	been	recruiting.Garou	revile	the	works	of	the	Wyrm,	they	have	provenfallible	time	and	again.	Far	too	many	werewolves	have	While	it’s	easy	for	the	Gaian	tribes	to	assume	that	allgiven	into	Rage	or	darker	lusts,	and	found	the	Dark	Father	Black	Spirals	are	utterly	and	completely	insane,	the	truthwaiting	to	embrace
them.	Heroes,	packs,	even	septs	have	is	that	insanity	does	not	necessarily	dictate	functionality.fallen	to	the	Wyrm	—	and	once,	an	entire	tribe.	Black	Spiral	cubs	and	Garou	initiates	are	dragged	to	a	realm	of	the	Underworld	known	as	Malfeas,	where	they	How	does	one	tempt	one	of	Gaia’s	Chosen?	It’s	a	are	forced	to	walk	a	spiral	labyrinth	containing
unimagi-subtle	game,	particularly	if	the	tempter	doesn’t	want	to	nable	horrors.	Those	that	survive	and	return	to	the	surfaceend	his	days	bleeding	out	from	a	mortal	wound.	The	first	world	are	forever	changed.	But	while	many	become	littlestep	is	identifying	a	possible	target,	one	that’s	been	weak-	more	than	frothing	berserkers,	others	are	still	very
func-ened	somehow.	Perhaps	his	faith	in	his	elders	is	faltering.	tional	in	their	madness.	The	cracks	in	their	psyche	don’tPerhaps	he	has	done	things	he	regrets.	Perhaps	he	feels	he	keep	them	from	formulating	intelligent	plots;	the	flawshasn’t	done	enough.	The	tempter	takes	some	innocuous	in	their	logic	don’t	render	them	unable	to	infiltrate	andform,
flesh	or	spirit,	and	begins	to	prey	upon	the	target’s	seduce	other	Garou	to	their	side.	Black	Spiral	Dancersemotions.	Many	werewolves	feel	terribly	isolated	by	their	still	possess	a	measure	of	free	will,	and	many	can	operateRage,	and	a	tempter	may	offer	camaraderie	or	a	place	to	intelligently	on	that	free	will	—	even	if	their	perspectivetruly	belong.
Others	crave	power,	and	the	Wyrm	has	that	may	be	warped	beyond	repair.to	spare.	Perhaps	the	bait	is	a	prized	birthright,	a	fetish,forgotten	lore,	or	the	chance	at	revenge.	In	return,	the	Madness	and	insight	combined	breed	great	power.tempter	asks	a	little	favor:	information,	an	act	of	violence,	Centuries	of	exposure	to	balefire	and	radiation	have
twistedor	perhaps	an	item	that	“no	one	will	miss.”	If	the	target	the	Black	Spiral	Dancer	bloodline.	Many	display	bizarreisn’t	discovered,	then	perhaps	the	tempter	can	play	up	fears	deformities,	especially	in	their	Crinos	form.	Sharklikeof	discovery	and	offer	further	aid	with	the	secrecy.	If	he	is	teeth	or	serpentine	fangs,	leonine	or	batlike	ears,
sicklydiscovered,	then	he	may	need	a	new	place	to	turn.	gray	green	fur	and	wrinkled	scabrous	hides	are	typical	genetic	changes.	The	Black	Spirals	hold	no	qualm	against	The	Garou	fear	traitors	almost	more	than	any	other	spawning	legions	of	metis	shock	troops.	They	always	haveenemy.	A	corrupted	werewolf	is	as	strong	and	cunning	as	more	subtle
agents,	particularly	those	who	were	turnedhis	former	brethren,	and	has	inside	knowledge	of	many	rather	than	born	under	the	Wyrm’s	talon.secrets.	He	may	know	about	caern	defenses,	the	weaknessesof	elders,	attack	plans	or	long-term	goals.	In	their	fear	to	Black	Spiral	Dancers	breed	in	Hives,	vast	undergroundstamp	out	corruption,	septs	too	often
grow	tyrannical	and	lairs	as	connected	to	spiritual	corruption	as	a	Garou	caernxenophobic	—	throwing	up	more	barriers	and	alienating	is	to	the	energy	of	Gaia.	Rumors	speak	of	vast	networks	oftheir	own	in	the	process.	Thus	a	new	generation	becomes	underground	labyrinths	that	extend	into	the	spirit	world,open	to	temptation.	connecting	one	hive	to
another.	Here	the	wan	light	of	balefire	illuminates	blasphemous	rites	and	dementedBlack	Spiral	Dancers	moots,	with	weird	and	forgotten	creatures	from	the	bowels	of	the	Earth	moving	among	the	polluted	Garou.	Heaven	Few	things	are	more	painful	to	admit	than	the	fact	help	the	humans	dragged	down	from	above	to	feature	asthat	the	largest
werewolf	tribe	of	all	is	the	Black	Spiral	entertainment,	spiritual	offering,	or	food	for	the	gather-Dancers	—	the	loyal	soldiers	of	the	Wyrm.	Once	they	ing	—	or	all	three.were	a	Gaian	tribe,	the	White	Howlers.	Subtle	corrup-tion	suborned	them	over	generations,	until	the	minions	The	tribal	totem	of	the	Black	Spirals	is	Whippoorwill,of	the	Wyrm
conquered	the	last	White	Howler	caern	a	strange	corrupted	avian	spirit	that	has	taken	on	aspects66	WEREWOLF	THE	APOCALYPSE	20TH	ANNIVERSARY	EDITIONof	doom	and	nihilism.	A	Whippoorwill	pack	on	the	hunt	Spiral	Dancer	packs	get	“care	packages”	of	resources;	Banesmimics	its	haunting	cry,	calling	out	their	desire	for	the	breed	and
swarm	around	corrupt	manufacturing	facilities.souls	of	their	victims.	But	with	the	legion	of	Banes	at	Pentex	even	has	elite	shadow	teams	of	mercenaries,	hiredthe	Wyrm’s	beck	and	call,	the	Black	Spiral	Dancers	are	soldiers	possessed	by	Banes,	ready	to	be	dispatched	to	rainspoiled	for	choice	where	pack	totems	are	concerned.	Their	silver	bullets	down
on	the	Garou.Bane	totems	offer	hideous	spiritual	gifts	of	pollution	anddegradation,	coloring	the	packs	in	insidious	ways.	A	pack	How	does	one	fight	a	megacorporation,	though?	Notthat	follows	a	totem	of	corrupted	water	may	command	all	of	Pentex’s	activities	have	spiritual	resonance,	and	itpolluted	rivers	or	lurk	in	a	rusted-out	water	treatment	hires
far	too	many	people	for	all	of	them	to	have	someplant,	while	a	pack	devoted	to	a	spirit	of	fear	haunts	and	form	of	Wyrm	taint.	Most	of	its	employees	are	perfectlyterrifies	its	prey	long	before	they	deliver	the	final	strike.	normal	people,	not	much	worse	off	than	wage	slaves	at	similar	corporations.	It	takes	a	very	cunning	werewolf	toPentex	and	its
Subsidiaries	successfully	find	the	trail	of	spiritual	pollution	in	a	Pentex	facility,	sorting	out	the	genuinely	corrupt	from	those	who	The	most	mortal	of	the	Wyrm’s	pawns	is	also	one	are	simply	sacrificing	their	hopes	a	little	bit	in	order	to	makeof	its	most	diverse	and	dangerous.	Pentex	is	one	of	the	the	next	paycheck.	Such	tactics	will	have	to	be
mastered,largest	corporations	in	the	world.	As	with	many	institu-	though,	and	soon.	If	not,	the	Garou	will	be	stuck	playingtions,	it	hides	vast	conspiracies	behind	layers	and	layers	of	a	purely	defensive	war	—	one	they	cannot	hope	to	win.corporate	security.	Originally	investing	in	oil	and	mining,Pentex	has	since	become	a	holding	company,	diversifying
Fomori	its	resources	into	hundreds	of	subsidiaries.	Organizationslike	Magadon	Pharmaceuticals,	Endron	Oil,	Sunburst	Every	army	needs	foot	soldiers.	In	the	spirit	world,	theTechnologies,	and	even	the	Black	Dog	Game	Factory	con-	Wyrm	marshals	its	legions	of	Banes.	In	the	material	world,sume	the	resources	of	the	earth	and	spit	them	back	out	as
however,	it	needs	pawns	of	flesh	and	blood.	Through	strangeconsumer	goods	tainted	with	the	corruption	of	the	Wyrm.	mutagens,	eldritch	radiations	and	balefires,	or	chemicalsWhile	many	Garou	know	of	its	various	subsidiaries,	fewer	ridden	with	Wyrm-taint,	a	person	or	animal	can	be	ren-are	as	aware	of	the	connections	between	them,	for	Pentex
dered	more	susceptible	to	spiritual	possession.	Once	fullydoes	not	show	much	of	a	public	face.	Working	through	possessed	by	a	Bane,	a	mortal	form	may	warp	and	twistits	corporate	pawns,	Pentex	holds	monopolies	in	many	into	something	unnatural,	a	grotesque	beast	called	a	fomor.areas	of	the	world,	acts	as	a	leader	in	the	global	economy,provides
jobs	for	countless	employees,	and	continuously	The	Fianna	were	the	first	to	name	the	fomori.	Humanspawns	corruption	and	despair.	myth	reflects	the	term	by	speaking	of	a	race	of	monster-	men	that	bred	in	vast	undersea	kingdoms	off	the	shores	of	Pentex’s	prime	agenda	is	weakening	human	society	the	British	Isles.	Other	myths	of	ogres,	chimeras,
dragons,and	the	ecological	immune	systems	of	the	world,	so	that	undersea	monsters	and	worse	hint	at	other	encounters	withthe	Wyrm	can	claim	precedence.	Conveniently,	many	beasts	that	had	been	twisted	by	the	touch	of	the	Wyrm.of	the	tactics	that	industries	use	to	turn	maximum	profit	To	this	day,	the	Wyrm	continues	to	twist	mortal	framesserve
this	agenda.	A	company	that	saves	money	by	opting	into	fomori,	though	animals	are	no	longer	as	prominent	aout	of	environmental	regulations	manages	to	devastate	target;	humans	are	far	preferable.	A	human	that	becomesthe	local	ecology,	weakening	the	spiritual	allies	of	the	a	fomor	can	be	as	bestial	and	monstrous	as	any	corruptedGarou.	Pentex
takes	this	one	step	further.	Its	subsidiaries	animal,	but	has	the	added	benefit	of	malevolent	intellect.work	to	produce	toxins,	mutagens,	and	carcinogens	asvarious	“byproducts”	of	their	manufacturing,	then	release	A	fomor’s	mutative	gifts	are	designed	for	pain	andthem	into	the	world	to	pollute	the	area	around	caerns	bloodshed.	A	single	fomor	is	an
easy	kill	to	a	werewolf,and	Wyld	lands.	Similarly,	the	sort	of	chemical	additives	true,	but	it’s	rare	that	a	single	fomor	goes	hunting	for	Garou.and	distracting	technologies	that	make	humans	fat	and	They	run	in	packs,	driven	so	strongly	by	their	dementedsluggish	and	complacent	produce	the	double	bonus	of	urges	that	it	matters	little	to	them	if	three-
quarters	of	theirturning	excellent	profits	and	weakening	the	human	ability	number	die,	as	long	as	they	make	their	kill.	The	Banesto	resist	corruption.	that	possess	them	grant	an	arsenal	of	unholy	powers,	from	supernatural	strength,	warped	additional	limbs,	or	Like	many	real-world	corporations,	Pentex	incorpo-	toxic	glands	to	mental	mutations	that
grant	maddeningrates	numerous	strategies	and	tactics	to	cover	up	its	viola-	psychic	powers.	The	victim’s	soul	becomes	as	warped	andtions.	They	have	an	army	of	slippery	lawyers,	underworld	twisted	as	his	body.	The	farther	gone	a	fomor,	the	morecontacts	and	government	shills	who	will	do	whatever	it	likely	it	is	to	become	a	stalking	horror,	an	urban
legend,takes	to	keep	suckling	at	the	Pentex	teat.	Worse,	the	money	or	a	backwoods	horror	drawn	to	feed	on	what	victims	itthey	have	is	able	to	bankroll	supernatural	threats.	Black	can	catch	alone.	That	said,	those	that	retain	the	greater	portion	of	their	will	are	even	more	dangerous.	The	fomorCHAPTER	ONE:	A	WORLD	OF	DARKNESS	67that	is	able
to	pass	for	human,	whose	mutations	hide	be-	the	world	and	grind	it	to	glass	under	their	heels.	It	takesneath	the	skin,	can	work	its	schemes	from	within	human	subtlety	to	sever	threads	of	the	Weaver’s	schemes	—	asociety,	furthering	the	urges	of	its	Bane	rider.	kind	of	campaign	that	werewolves	were	not	designed	to	fight	so	easily.	Many	fomori	are
created	by	incidental	corruption,but	Pentex	and	its	subsidiaries	see	no	reason	to	leave	Crude	tactics	don’t	work.	Outright	anarchy	andthings	to	chance.	They	spread	the	toxins	and	blight	that	wholesale	destruction	may	damage	the	Weaver’s	influence,makes	humans	vulnerable	to	Bane	possession,	and	then	but	strengthen	the	Wyrm	—	to	say	nothing	of
rendingarrange	for	people	to	be	exposed	in	various	ways.	Some	the	Veil	and	inviting	retribution.	Weaver-oriented	mon-work	camps	and	offices	have	a	high	“employee	turnover,”	keywrenchers	find	more	success	when	they	attempt	tocarefully	culling	those	workers	who	are	showing	signs	of	cut	apart	the	spidery	spawn	directly	in	the	Umbra,
thenweakening	from	the	prolonged	exposure.	Some	subsidiaries	shut	down	the	Weaver’s	favored	weapons	in	the	physicaleven	work	to	directly	create	fomori	in	laboratory	environ-	world.	Of	course,	the	Weaver’s	minions	are	frequentlyments.	But	many	play	a	particularly	long	and	insidious	coldly	intelligent,	well-organized,	and	technologicallygame,
simply	releasing	doses	of	toxin	and	taint	into	the	well-equipped.	They	are	no	easy	targets.world	as	consumer	goods	or	byproducts	of	manufacturing.More	and	more	fomori	are	spawned	every	year	as	a	result	At	present,	some	septs	recognize	the	effort	of	strugglingof	these	schemes,	making	it	increasingly	difficult	for	the	against	the	Weaver,	while	many
more	find	it	a	potentialGarou	to	cut	off	the	corruption	at	the	source.	distraction.	Packs	all	too	often	don’t	earn	renown	awards	for	fighting	the	Weaver	comparable	to	those	they	earnThe	Weaver	for	opposing	the	Wyrm,	even	if	the	danger	is	very	similar.	It	sometimes	takes	various	secret	societies	and	camps	to	As	the	strands	of	the	Weaver	choke	the
world	further	acknowledge	their	efforts.	Yet	sometimes	the	danger	ofand	further,	many	Garou	wonder	if	the	grand	spider	is	also	the	Weaver’s	minions	just	cannot	be	denied.	In	moderna	threat	on	the	level	of	the	Wyrm.	According	to	legend,	nights,	more	and	more	septs	howl	the	glory	of	those	whothe	Weaver	ran	mad	first,	and	then	drove	the	Wyrm
insane	defended	their	caern	against	the	encroaching	steely	websas	well.	Now	her	favored	children,	humanity,	stand	astride	of	the	Weaver.68	WEREWOLF	THE	APOCALYPSE	20TH	ANNIVERSARY	EDITIONCommon	Parlance	Domain:	A	mini-Realm	in	the	Umbra,	usually	connected	to	a	larger	Realm	in	the	Deep	Umbra.	These	words	are	in	common	use
among	the	Garou.	Fera:	Garou	term	for	shapeshifters	other	than	werewolves;Anchorhead:	A	spirit	gate	between	the	Near	and	Deep	most	are	presumed	extinct.	Umbra.	(See	Membrane.)	Feral:	Slang	term	for	lupus.Apocalypse:	The	age	of	destruction,	the	final	cycle,	the	birth	of	death,	the	everlasting	corruption,	and	the	Fomori	(singular	“fomor”):
Humans	who	have	turned	to	end	of	Gaia.	A	word	used	in	Garou	mythology	to	the	Wyrm	and	who	draw	their	power	from	it.	Com-	describe	the	time	of	the	final	battle	with	the	Wyrm.	mon	enemies	of	the	Garou.	Many	consider	this	time	to	be	the	present.	Gaffling:	A	simple	spirit	servant	of	a	Jaggling,	Incarna,Auspice:	The	phase	of	the	moon	under	which	a
particu-	or	Celestine.	Gafflings	are	rarely	sentient.	lar	Garou	was	born,	which	is	thought	commonly	to	determine	personality	and	tendencies.	The	auspices	Gaia:	The	Earth	and	related	Realms,	in	both	a	physical	include:	Ragabash	(New	Moon;	Trickster),	Theurge	and	a	spiritual	sense;	the	Mother	Goddess.	(Crescent	Moon;	Seer),	Philodox	(Half	Moon;
Judge),	Galliard	(Gibbous	Moon;	Moon	Dancer),	Ahroun	Garou:	The	term	werewolves	use	for	themselves.	(Full	Moon;	Warrior).	Gauntlet:	The	barrier	between	the	physical	world	ofBane:	Evil	spirits	that	follow	the	Wyrm.	Many	different	Earth	and	the	spirit	world	of	the	Umbra.	It	is	strongest	kinds	of	Banes	exist,	including	Scrags,	Kali,	Psychoma-
around	technological	(Weaver)	places	and	weakest	chiae	and	more.	around	caerns.Bawn:	A	boundary	area	around	a	caern,	patrolled	and	Glabro:	The	near-man	form	of	the	Garou.	monitored	carefully.	Harano:	Inexplicable	gloom,	inexpressible	longing	forBlight:	Any	corrupted	area	in	either	the	spirit	world	or	unnamable	things,	and	weeping	for	that
which	is	not	physical	reality.	yet	lost.	Some	say	it	is	depression	caused	by	contem-	plation	of	Gaia’s	suffering.Breed:	The	ancestry	of	a	Garou:	wolf,	human	or	other	Garou.	Hispo:	The	near-wolf	form	of	the	Garou.Caern:	A	sacred	place;	a	meeting	spot	where	the	Garou	Homid:	A	Garou	of	human	ancestry.	Occasionally	used	can	contact	the	spirit	world.
disdainfully	by	ferals	(e.g.,	“That	boy	fights	like	a	homid.”).	Also	the	human	form	of	the	Garou.Celestine:	The	greatest	spirits;	the	closest	things	the	Ga-	rou	have	to	gods.	Examples	are	Luna	(the	Moon)	and	Impergium:	The	3,000	years	immediately	following	the	Helios	(the	Sun).	birth	of	agriculture,	during	which	strict	population	quotas	were
maintained	on	all	human	villages.Chiminage:	A	form	of	“favors	done	for	services	rendered.”	A	werewolf	may	perform	a	task	as	chiminage	in	order	Incarna:	A	class	of	spirits;	weaker	than	the	Celestines,	to	repay	a	spirit	for	teaching	him	a	Gift,	or	to	repay	but	still	greater	spirits	by	any	measure.	a	sept	for	allowing	him	to	use	its	caern.	Jaggling:	A	spirit
servant	of	an	Incarna	or	Celestine.Cliath:	A	young	Garou,	not	yet	of	any	significant	rank.	Kenning:	The	empathic	calling	some	Garou	performConcolation:	A	great	moot,	wherein	many	tribes	gather	when	howling.	to	discuss	matters	that	concern	the	Nation	of	Garou.	Kinfolk:	Those	humans	and	wolves	who	are	related	toConcord,	The:	The	agreement	all
the	tribes	reached	the	Garou	and	are	not	prone	to	the	Delirium,	but	nearly	9,000	years	ago,	after	which	the	Impergium	who	are	not	actual	werewolves.	ended.	Its	traditions	are	still	obeyed	today.	Klaive:	A	fetish	dagger	or	sword,	usually	of	great	spiritualCorruption:	The	act	of	destroying,	devolving,	or	debas-	potency	and	nearly	always	made	of	silver.
ing	life;	also,	the	often	overwhelming	effects	of	the	Wyrm’s	actions.	In	the	present	age,	it	often	refers	Litany:	The	code	of	laws	kept	by	the	Garou.	specifically	to	the	ecological	ruin	humans	wreak	upon	the	environment.	Lupus:	A	Garou	of	wolf	origin.	Also	the	wolf	form	of	the	Garou.Crinos:	The	half-wolf,	half-human	war	form	of	the	Garou.	Membrane,
The:	The	barrier	between	the	Near	andDeep	Umbra:	The	aspects	of	the	Umbra	that	lie	outside	Deep	Umbra.	To	breach	it,	an	Anchorhead	must	be	the	Membrane.	Reality	becomes	more	and	more	found.	Alternatively,	the	Garou	can	travel	through	fragmentary	the	farther	one	travels	from	the	Realm.	the	Dream	Zone.Delirium:	The	madness	and	memory
loss	suffered	by	Metis:	The	sterile	and	often	deformed	offspring	of	two	humans	who	look	upon	a	Garou	in	Crinos	form.	Garou;	generally	reviled	by	Garou	society.	Moon	Bridge:	A	gate	between	two	caerns;	it	most	often	appears	during	moots.CHAPTER	ONE:	A	WORLD	OF	DARKNESS	69Moot:	A	sept	or	tribal	conclave	that	takes	place	at	a	caern.	while	a
pack	totem	is	an	Incarna	avatar	(a	JagglingMule:	Slang	for	metis.	equivalent).Near	Umbra:	The	spirit	world	surrounding	the	Gaian	Triat,	The:	The	Weaver,	the	Wyld,	and	the	Wyrm;	the	Realm.	trinity	of	primal	cosmic	forces.Pack:	A	small	group	of	Garou	bound	to	each	other	by	Tribe:	The	largest	social	unit	of	Garou.	Tribe	members	ties	of	friendship
and	mission	as	opposed	to	culture.	are	often	bound	by	bloodlines,	similar	totems	and	lifestyles.Penumbra:	“Earth’s	Shadow”;	the	spirit	world	directly	surrounding	the	physical	world.	Many,	but	not	all,	Umbra:	The	spirit	world.	terrain	features	have	reflections	there.	Veil,	The:	A	poetic	term	for	the	false	assumption	thatProtectorate:	The	territory
claimed	and	patrolled	by	a	the	supernatural	does	not	exist,	which	the	Delirium	pack	or	sept.	reinforces.Reaching:	Traveling	into	the	spirit	world.	Ways,	The:	The	traditions	of	the	Garou.Realms:	The	worlds	of	“solid”	reality	within	the	Tellurian.	Weaver,	The:	Manifestation	and	symbol	of	order	and	Earth	is	often	referred	to	as	“the	Realm,”	implying
pattern.	Computers,	science,	logic,	and	mathemat-	its	primacy.	ics	are	examples	of	the	Weaver’s	influence	on	the	material	plane.Ronin:	A	Garou	who	has	chosen	or	been	forced	to	leave	Garou	society.	It	is	a	harsh	fate	to	become	a	“lone	wolf.”	Wyld,	The:	Manifestation	and	symbol	of	pure	change;	the	chaos	of	transmutation	and	elemental	force.Sept:
The	group	of	Garou	who	live	near	and	tend	an	individual	caern.	Wyrm,	The:	Manifestation	and	symbol	of	evil,	entropy,	and	decay	in	Garou	belief.	Vampires	are	often	consid-Stepping	Sideways:	Entering	the	spirit	world.	Many	elders	ered	manifestations	of	the	Wyrm,	as	are	toxic	waste	consider	this	term	flippant	and	disrespectful.	and
pollution.Tellurian:	The	whole	of	reality.	Wyrmhole:	A	place	that	has	been	spiritually	defiled	byTotem:	A	spirit	joined	to	a	pack	or	tribe	and	representa-	the	Wyrm;	invariably	a	location	of	great	corruption.	tive	of	its	inner	nature.	A	tribal	totem	is	an	Incarna,70	WEREWOLF	THE	APOCALYPSE	20TH	ANNIVERSARY	EDITIONVulgar	Argot	Athro:	Teacher,
Mentor.	Awen:	The	sacred	Muse,	the	creative	impulse.	Some	sayYounger	Garou	use	these	words	to	help	distinguish	them-	selves	from	their	elders.	she	is	a	spirit,	but	she	has	never	been	found.	Moon	Dancers	go	on	quests	for	her	periodically.Cadaver:	A	derogatory	term	for	a	vampire.Flock,	The:	All	of	humanity,	particularly	those	humans	Brugh:	Any
sort	of	mystic	place,	whether	a	Garou	caern	or	a	Wyrmhole.	Often	a	glade	or	cave	located	some-	from	whom	the	Garou	recruit	their	members.	where	in	the	wilderness.Gremlin:	A	malevolent	spirit.	Charach:	A	Garou	who	sleeps	with	another	Garou	or	hasLeech:	See	Cadaver.	done	so	in	the	past.	Often	used	as	a	word	of	anger.Run:	A	ritual	hunt	or	revel
that	takes	place	at	the	con-	Fostern:	Your	pack	brothers	and	sisters;	those	who	are	clusion	of	a	moot.	your	family	by	choice.Sheep:	Humans.	Gallain:	The	Kinfolk	of	the	Garou.Throat:	To	best	another	in	ritual	combat.	Used	as	a	verb	-ikthya:	“Of	the	Wyrm”;	a	suffix	appended	to	a	name.	Inceptor:	A	Garou	who	guides	another	through	a	rite.	(e.g.,	“Elder
or	not,	I’ll	throat	him	if	he	gets	up	in	my	face	one	more	time”).	An	inceptor	is	also	called	a	ritemaster.Old	Form	Kinain:	The	relationship	among	Garou	who	are	related	by	blood	through	an	ancestor.	This	term	of	endear-These	words	hail	from	the	distant	past	of	the	Garou.	ment	and	pride	is	never	used	when	referring	to	metis.	They	are	no	longer	used
frequently,	but	all	Garou	know	these	terms.	Moon-Calf:	Idiot,	simpleton.	Pericarp:	The	Near	Umbra	around	each	Realm.Adren:	A	pupil	or	a	student	who	learns	from	a	Mentor.	Phoebe:	An	Incarna	of	Luna,	representing	the	Moon.Airts:	The	magical	paths	within	the	spirit	world	(e.g.,	Praenomen:	The	guardian	spirit	of	a	pack.	-rhya:	“Greater	in	station”;	a
suffix	appended	to	a	name.	Spirit	Tracks,	Moon	Paths,	etc.).	Urrah:	Garou	who	live	in	the	city;	also,	the	tainted	ones.	-yuf:	“Honored	equal”;	a	suffix	appended	to	a	name.Aisling:	A	journey	into	the	spirit	world.Anamae:	“Soul-friend”;	most	often	a	bond	with	a	pack	totem.Anruth:	A	Garou	who	travels	from	caern	to	caern	but	is	bound	to	none	of
them.CHAPTER	ONE:	A	WORLD	OF	DARKNESS	71Chapter	Two:	The	Garou	Three	important	characteristics	shape	the	werewolf.	breed	form	than	their	mother’s.	The	father	still	contributesBreed	is	the	birth	form	and	heritage,	whether	born	to	hu-	some	genetics	to	the	child,	but	affects	breed	only	if	he’smans,	wolves,	or	Garou	alone.	Auspice	is	the
moon	phase	a	werewolf	as	well.	A	female	lupus	Garou	who	takes	onunder	which	he	was	born:	a	mystical	blessing	illuminating	human	form	and	mates	with	a	human	man	will	bear	wolfhis	spiritual	path.	Tribe	is	the	specific	Garou	society	unit	cubs	or,	perhaps,	a	lupus	cub	or	two.to	which	he	belongs.	These	three	characteristics	are	thefoundation	for	a
Werewolf	character’s	background	story.	Female	werewolves	who	bear	offspring	always	wear	their	breed	form	when	giving	birth.	The	only	exceptions	to	this	Breed,	auspice,	and	tribe	should	inspire	you	as	a	player	rule	are	those	pregnant	with	metis;	they	give	birth	in	Crinosto	create	an	interesting	combination	of	traits,	interpreting	for	the	sake	of
survival.	Werewolves	can	be	born	without	ahow	the	intersection	of	these	three	axes	provides	guidelines	werewolf	parent	as	well.	Some	come	from	Kinfolk	lines	withfor	a	fascinating	character.	Naturally,	these	three	aspects	no	immediate	Garou	parentage.	Every	so	often,	a	werewolfare	merely	starting	points	—	inspirational	archetypes,	not	child	is	born
to	an	ordinary	human	or	wolf	mother	whopre-programmed	personality	traits.	In	play,	your	character	may	be	many	generations	removed	from	werewolf	and	Kin.may	become	the	Platonic	ideal	of	these	archetypes,	or	hemay	break	away	from	assumptions	to	define	himself	in	an	Each	breed	has	its	own	strengths	and	weaknesses,	andentirely	unexpected
fashion.	each	group	has	a	slightly	different	connection	to	Gaia.	Lupus	have	a	stronger	connection	to	the	wild.	Homids	haveBreeds	the	experience	and	talent	to	move	in	human	society.	Even	metis,	despite	their	flaws,	have	remarkable	advantages	Werewolves	are	wolf,	human,	and	spirit	melded	into	thanks	to	having	their	natural	form	be	Crinos	war-
form.one.	But	they	have	to	come	from	somewhere.	A	were-	Breed	should	inform	your	character	both	with	interest-wolf’s	breed	is	a	function	of	immediate	parentage,	never	ing	mechanics	and	inspiring	possibilities	for	a	backstory.perfectly	balanced,	always	slightly	askew.	Each	Garou’sbreed	is	determined	by	his	or	her	mother’s	natural	form.
HomidHomids	are	born	to	human	or	homid	Garou	mothers;lupus	are	born	to	wolves	or	lupus	Garou.	Only	metis,	the	Your	mother	was	human,	Kin	or	not,	or	a	homidchildren	of	Garou-Garou	pairings,	are	born	in	a	different	Garou.	You	grew	up	among	humans	and	learned	how	to	live	in	their	society.	Yet	something	always	set	you	apart.CHAPTER	TWO:
THE	GAROU	73WOLF	YEARS	of	living	only	in	your	Crinos	body	(the	natural	form	of	a	metis),	to	finally	undergo	your	First	Change.	Whether	your	Lupus	and	metis	reach	maturity	more	quickly	than	parents	raised	you	—	as	an	outcast	among	the	sept	—	or	homids.	A	metis	hits	adolescence	between	eight	and	long-suffering	but	devoted	Kinfolk	did,	you’re
now	ready	10,	and	a	lupus	is	usually	full-grown	after	just	a	year	to	take	your	place	in	the	sept.	Unlike	homids,	you	have	or	two.	However,	all	breeds	age	at	the	same	rate	once	a	lot	of	knowledge	about	werewolf	society	already	—	the	they	undergo	their	First	Change.	A	lupus	can	outlive	nobility,	the	brutality,	the	wisdom,	the	spite.	generations	of	wolves,
although	rumors	circulate	of	unlucky	souls	somehow	cursed	to	age	as	wolves	do,	dying	Metis	characters	have	no	restrictions	on	Abilities.	Like	before	their	second	decade.	Even	so,	most	werewolves	homids,	they	have	early	experience	with	abstract	thought,	are	theoretically	capable	of	reaching	the	hundred-year	and	are	often	introduced	to	technology,
education,	and	mark	or	even	beyond.	It	is	the	rare,	rare	werewolf,	other	human	creations	early	on	as	part	of	being	raised	at	however,	who	has	the	luxury	of	dying	from	old	age.	the	sept.	But	like	their	wolf	relatives,	the	metis	also	have	a	strong	connection	to	their	animal	nature.	They	haveOther	kids	reacted	unconsciously	to	the	predator	within	the
strengths	of	both	sides	to	some	degree.you,	and	to	the	vicious	temper	that	you	couldn’t	alwayskeep	under	control.	Strange	dreams	marked	your	child-	On	the	other	hand,	all	metis	bear	the	mark	of	de-hood,	and	as	you	grew	you	remembered	more	and	more	of	formity.	To	attempt	to	hide	this	shame	is	consideredthem	—	dreams	of	the	moon,	of	the	taste
of	blood,	of	the	dishonorable;	to	wear	it	openly	is	to	attract	the	contemptsmell	of	war.	Maybe	they	found	you	before	your	Change,	of	many	other	werewolves.	Another	flaw	of	this	breed	ismaybe	after,	but	now	there’s	no	going	back.	You	are	what	that	all	metis	are	sterile;	none	can	sire	or	bear	children.you	are	—	you’re	as	much	wolf	as	human	now.	It’s
faintly	ironic	that	Garou/Garou	pairings	are	the	only	matings	that	invariably	produce	werewolf	offspring	—	and	Homid	characters	have	no	limits	on	what	Abilities	yet	they	are	no	way	to	ensure	the	future	of	the	People.they	may	purchase	during	character	creation.	They	haveplenty	of	experience	with	the	abstract	thought	that’s	newer	Nicknames:	Mules,
Bastards,	Obscenitiesto	their	lupus	cousins,	and	they	usually	grow	up	surroundedby	human	technology.	No	werewolf	is	better	able	to	deal	Initial	Gnosis:	3with	the	many	peculiarities	of	human	society.	In	their	breedform,	homids	can	also	handle	silver	with	no	Gnosis	penalty.	Beginning	Gifts:	Create	Element,	Primal	Anger,	Rat	Head,	Sense	Wyrm,	Shed
The	human-born	advantages	at	navigating	humansociety	are	balanced	against	weaker	connections	with	the	Deformities:	Every	metis	character	has	at	least	onewolf	and	spirit	portions	of	their	nature.	Homids	are	generally	deformity,	chosen	during	character	creation.	While	someless	intuitive	and	perceptive	than	lupus	or	metis.	They’re	deformities	may
have	minor	benefits,	the	bad	always	out-likely	to	rely	on	what	they	see	and	hear,	rather	than	what	weighs	the	good.	Storytellers	should	encourage	players	tothey	feel.	Moreover,	their	innate	spiritual	connections	choose	defects	that	complement	their	character	concept.are	weaker,	as	represented	by	their	low	starting	Gnosis.	Some	possibilities	for
metis	deformities	include:Humanity	has	simply	grown	apart	from	the	spirit	world.	•	Albino	Nicknames:	Apes,	Two-Legs,	Monkeys	Initial	Gnosis:	1	You	have	no	melanin	in	your	body,	in	any	form.	Your	Beginning	Gifts:	Apecraft’s	Blessings,	City	Running,	skin	is	faintly	pink,	and	it	burns	easily.	Your	hair	is	starkMaster	of	Fire,	Persuasion,	Smell	of	Man
white	(not	silver)	and	your	eyes	are	pinkish	to	blood	red.	Take	a	+2	difficulty	penalty	on	all	Perception	rolls	if	you’reMetis	trying	to	operate	in	bright	light	without	your	protective	clothing	or	sunglasses.	Born	to	two	werewolves	who	broke	the	Litany	for	loveor	lust,	you	were	a	child	that	shouldn’t	have	been	—	but	•	Blindone	raised	among	the	Garou
anyway.	You	endured	a	hard,thankless	life,	stemming	both	from	the	deformity	that	is	Whether	you	have	two	eyes	in	the	right	place	that	don’tyour	birthright	and	your	place	at	the	bottom	of	the	social	work,	or	no	eyes	at	all,	you	are	totally	blind.	You	fail	anyladder.	Many	other	Garou	pointed	to	your	deformity	as	a	rolls	involving	vision	automatically.	At
the	Storyteller’ssign	that	you,	like	all	other	metis,	are	a	living	affront	to	discretion,	though,	you	may	take	occasional	bonuses	withGaia	—	others	said	it’s	a	likely	side	effect	of	the	over-con-	other	sense	groups.centration	of	already	powerful	werewolf	blood.Whateverthe	case,	you’ve	survived	from	a	hard	birth,	through	years	•	Fits	of	Madness	Mental
illness	plagues	you	on	a	periodic	basis.	What-	ever	your	malaise,	you	tend	to	fall	to	pieces	when	you	get	stressed.	The	Storyteller	may	call	on	you	to	make	a	Willpower	roll	(difficulty	8)	whenever	situations	get	tough.	Scoring	fewer	than	three	successes	means	that	you	become	non-functional	for	a	period	of	time,	losing	your	lucidity.74	WEREWOLF	THE
APOCALYPSE	20TH	ANNIVERSARY	EDITION•	Hairless	you	a	negative	social	stigma	(+1	difficulty	penalty	to	Social	rolls),	and	it	also	impedes	your	movement,	adding	a	+1	You	have	no	hair	or	fur	in	any	of	your	forms.	Take	difficulty	penalty	to	all	Dexterity-based	rolls.a	+1	difficulty	penalty	to	all	Social	rolls.	You	might	beable	to	avoid	this	penalty
among	humans	when	you’re	in	•	No	Sense	of	SmellHomid	form,	although	some	people	may	be	put	off	by	yourcomplete	lack	of	hair	even	then	—	you	don’t	have	body	Your	sense	of	smell	is	nonexistent,	even	in	Lupus	form.hair	where	it’d	be	expected,	not	even	eyebrows.	You	fail	all	Perception	rolls	involving	smell	automatically,	and	you	suffer	a	+2
difficulty	penalty	to	track	prey	using	•	Horns	your	Primal-Urge.	You	have	a	pair	of	horns	in	every	form.	They	may	be	•	No	Taillike	those	of	a	ram	or	goat,	or	like	a	small	pair	of	antelope-like	antlers.	You	might	even	have	a	single	short	horn	like	Not	having	a	tail	creates	serious	communicationa	unicorn’s.	Whatever	the	form,	you	suffer	a	+1	difficulty
problems	with	others	of	your	kind.	You	take	a	+1	difficultypenalty	to	all	Social	rolls,	and	you	are	likely	to	be	even	penalty	in	all	social	situations	while	in	Lupus,	Hispo	ormore	heavily	scorned	by	your	fellow	Garou.	(Horns	are	a	Crinos	forms.	In	addition,	your	sense	of	balance	suffers.mark	of	prey,	not	of	a	predator,	after	all.)	If	you	actually	You	take	a	+1
difficulty	penalty	to	Dexterity	rolls	as	welltry	to	attack	with	your	horns	(which	may	do	Strength	+1	while	wearing	those	forms.bashing	damage	at	best),	you	will	likely	lose	some	amountof	Glory	Renown	for	fighting	like	a	prey	animal	instead	of	•	Seizuresa	Garou.	Passing	as	a	human	is	particularly	difficult	for	you.	When	you’re	under	the	gun,	you	lose
control	of	your	•	Hunchback	body.	When	you	botch	an	important	roll,	make	a	Willpower	check	(difficulty	8).	Scoring	less	than	three	successes	You	were	born	with	a	front-to-back	or	side-to-side	makes	you	writhe	uncontrollably	until	the	Storytellercurve	of	your	spine	that’s	worsened	as	you’ve	aged.	It	gives	tells	you	to	make	another	roll.	You	can	take



no	actions	while	experiencing	a	seizure.CHAPTER	TWO:	THE	GAROU	75•	Tough	Hide	“spirit	logic”	than	the	more	educated	reasoning	of	hu-	mankind.	Some	of	this	is	reflected	in	their	high	starting	Your	skin	is	tough	as	old	leather,	and	considerably	Gnosis.	However,	lupus	characters	have	little	opportunityless	attractive.	You	have	no	coat	to	speak	of,
merely	a	few	to	learn	many	useful	skills	before	their	First	Change,	andpatches	of	fur	here	and	there	across	your	wrinkled,	dry	are	therefore	limited	during	character	creation	regardinghide.	Your	Appearance	can	never	be	greater	than	1,	and	the	Abilities	they	can	purchase.unbearable	itching	and	hot	spots	are	constant	aggrava-tions.	On	the	positive
side,	you	get	an	extra	die	on	soak	Nicknames:	Ferals,	Four-Legs,	Fleabitersrolls,	but	it’s	only	a	small	advantage	to	weigh	against	yoursmelly,	scratchy	hide.	Initial	Gnosis:	5	•	Wasting	Disease	Beginning	Gifts:	Hare’s	Leap,	Heightened	Senses,	Predator’s	Arsenal,	Prey	Mind,	Sense	Prey	Your	constitution	is	notably	weak.	You	cough	andwheeze,	and	have
extreme	difficulty	with	the	long-term	Restricted	Abilities:	Beginning	lupus	charactershunts	and	endurance	runs	where	humans,	wolves,	and	cannot	take	the	following	Skills	and	Knowledges	withGarou	normally	excel.	Take	a	+2	difficulty	penalty	on	all	their	initial	dots.	You	may,	however,	use	freebie	pointsStamina	rolls,	including	soak	rolls.	to	purchase
them,	perhaps	as	a	result	of	your	character’s	prelude.	Similarly,	you	can	use	experience	points	to	add	•	Weak	Immune	System	these	Abilities	as	a	result	of	training	or	“life	experience”	in	the	course	of	the	chronicle.	Werewolves	are	normally	very	resistant,	even	immune,to	ordinary	disease.	You	lack	that	level	of	supernatural	Skills:	Crafts,	Drive,
Etiquette,	Firearms,	Larcenyconstitution,	and	in	fact	are	more	vulnerable	to	ailmentsthan	most	humans	are.	Because	of	your	condition,	you	Knowledges:	Academics,	Computer,	Law,	Science,have	no	Bruised	health	level.	When	marking	damage,	Technologybegin	at	the	Hurt	level.	Auspices	•	Withered	Limb	Gaia	is	the	Mother,	but	werewolves	also	feel	a
powerful	You	have	four	limbs,	but	the	muscles	of	one	are	at-	spiritual	bond	to	her	sister	Luna.	Whatever	else	happens,rophied,	leaving	it	withered	or	paralyzed.	Depending	on	when	the	moon	is	in	the	sky,	the	Garou	feel	stronger.	Theyour	form,	you	can’t	walk	well,	and	you	run	more	slowly	influence	of	Luna	provides	a	blessing	at	birth	that	guidesthan
other	werewolves.	You	incur	a	+2	difficulty	penalty	each	werewolf’s	spiritual	path.	This	path,	this	blessing,on	all	Dexterity	rolls	when	trying	to	use	this	limb.	is	called	the	auspice.Lupus	An	auspice	is	many	things.	It	may	influence	the	were-	wolf’s	general	personality	traits,	attitudes	and	interests;	it	None	are	closer	to	nature	and	the	hidden	face	of	Gaia
strongly	influences	his	duties	in	the	pack.	All	auspices	arethan	you	are.	You	were	born	a	precocious	pup,	already	show-	important,	for	no	werewolf	can	be	all	things	to	his	people.ing	remarkable	intelligence	above	that	of	your	siblings.	Each	specialty	strengthens	the	pack	as	a	whole	when	theyWhen	the	Change	overcame	you,	and	you	discovered	focus
as	one.	Auspice	also	determines	the	inner	Rage	ofyour	true	nature,	the	world	itself	became	something	you	the	werewolf.	Some	Garou	mothers	try	to	use	herbs	orhad	never	expected.	other	methods	to	induce	labor	under	a	specific	moon,	which	is	one	of	the	reasons	that	Ragabash	and	Ahroun	Lupus	are	quite	capable	of	abstract	thought,	but	much	are
roughly	as	common	as	the	other	three	auspices,	evenof	their	experience	with	the	concepts	governed	by	such	though	the	full	moon	and	new	moon	appear	only	half	asthought	comes	after	the	First	Change.	They	pick	up	the	often	as	any	other	phase.basics	of	Garou	speech	very	quickly,	and	the	basics	ofhuman	languages	with	surprising	speed,	but	the
small	nu-	Each	young	werewolf	studies	with	an	elder	of	the	sameances	and	connotations	frequently	elude	them.	They	are	auspice,	learning	particular	Gifts	and	the	role	Luna	hasaccustomed	to	the	socialization	of	a	pack,	not	of	a	greater	decreed	for	him	in	werewolf	society.	Many	werewolvessociety	—	which	can	be	particularly	problematic	if	they
introduce	themselves	by	auspice	and	tribe	to	one	another:were	raised	in	a	traditional	wolf	pack,	which	is	more	of	a	“Kolvar	Irontongue,	Ahroun	to	the	Shadow	Lords”	saysnuclear	family	than	anything	else.	volumes.	Whether	the	werewolf	was	born	under	a	waxing	or	waning	moon	also	shows	some	influence	on	his	auspice	The	advantages	of	the	lupus
are	several	—	many	of	and	temperament.	The	waxing	moon	is	a	sign	of	risingthem	spiritual.	The	wolf-born	lack	the	spiritual	discon-	Rage,	while	the	waning	moon	hints	at	a	cooler,	morenection	that	the	homids	have	gradually	developed,	and	somber	personality.	Players	might	take	this	aspect	of	athey	are	also	free	of	the	spiritual	“static”	that	comes	with
character’s	auspice	into	account	when	considering	somethe	blood	of	the	metis.	They	have	a	knack	for	mastering	of	the	character’s	minor	personality	quirks.the	animistic	rituals	of	the	Garou,	as	they	are	closer	to76	WEREWOLF	THE	APOCALYPSE	20TH	ANNIVERSARY	EDITIONAuspice	is	an	influence,	not	a	law.	Some	werewolves	massing	on	our
border.	I’ve	overheard	their	plans,	and	theydiscover	they’re	badly	suited	for	the	blessing	of	their	birth	were	largely	the	same	as	yours.	Perhaps	you	might	like	tomoon.	Even	though	doing	so	is	a	direct	insult	to	Luna,	rethink	your	approach?they	may	change	auspices	by	renouncing	their	formerauspice	and	identity	through	a	Rite	of	Renunciation.
Theurge:This	rite	is	a	grave	thing	for	any	werewolf	to	consider.	The	Crescent	Moon,	The	SeerIn	addition	to	losing	any	former	rank	and	Gifts	to	beginin	his	new	auspice	at	Rank	1,	he’s	sure	to	face	the	deep	The	sickle-shaped	crescent	moon	grants	the	gift	ofmistrust	of	others	until	he	has	proven	his	decision	more	insight.	The	Theurges	are	the	mystics	of
the	Garou,	closerthan	justified,	if	not	for	the	rest	of	his	life.	than	any	to	the	Umbra	and	its	denizens.	They	peer	deep	into	the	shadowed	recesses	of	the	spirit	world,	and	areRagabash:	tasked	with	dealing	with	the	secrets	they	find	there	—The	New	Moon,	The	Trickster	one	way	or	another.	The	Ragabash	is	the	mythic	trickster,	the	fool	who	Some	call
these	seers	the	daydreamers	of	the	were-is	alternately	foolish	and	wise.	He	plays	the	role	of	the	wolves,	and	many	do	seem	to	be	a	bit	detached	from	theircontrary,	questioning	tradition	in	order	to	find	the	wisest	brethren.	They	can	see	and	hear	things	that	others	can-path.	Although	the	New	Moon	may	seem	disrespectful,	not,	as	if	they	live	half	in	the
world	of	the	physical	andhis	wry	humor	and	incisive	insights	are	meant	to	serve	the	half	in	the	world	of	the	spirit.	For	all	her	alien	solitude,greater	good	of	the	Garou.	The	clever	Ragabash	doesn’t	though,	the	Theurge	holds	an	important	place	in	any	pack.question	every	decision	—	only	those	that	need	it.	In	the	Without	her,	the	werewolves	would
forget	the	spiritualfield,	the	New	Moon	is	a	cunning	scout	and	unconven-	side	of	their	nature.	They	might	wander	lost	and	blind	iftional	tactician,	leading	the	enemy	into	ambushes	and	they	did	not	have	her	visions	and	dreams	to	guide	them.striking	at	their	soft	underbellies	when	they	least	expect	it.	Initial	Rage:	2	While	other	auspices	have	fairly	set
roles	within	theirsept	and	tribe,	the	Ragabash	is	usually	left	to	his	own	Beginning	Gifts:	Mother’s	Touch,	Sense	Wyrm,	Spiritdevises.	He	has	the	gift	of	flexibility:	the	opportunity	Snare,	Spirit	Speech,	Umbral	Tetherto	explore	options	usually	off-limits	to	other	Garou.	Hisinsights	are	sometimes	unwelcome,	but	frequently	worthy.	Stereotype:	The
Crescent	Moons	can	be	strange	andWhen	there’s	tension	in	the	air,	the	Ragabash	is	usually	enigmatic,	prone	to	falling	into	the	convoluted	symbolicthe	one	to	lift	it,	even	if	it	means	putting	himself	at	risk	of	logic	of	the	spirits	they	truck	with	rather	than	the	moreviolence	at	the	hands	of	a	humorless	Ahroun.	But	the	New	familiar	logic	of	humanity.
Those	Theurges	born	under	theMoon	frequently	risks	it	anyway	—	what	sort	of	trickster	waning	moon	frequently	have	a	harsher,	more	adversarialwould	he	be	if	he	was	afraid	to	do	something	unpopular?	relationship	with	the	spirit	world	—	they	tend	to	excel	at	binding	and	forcing	spirits	to	their	will,	and	are	more	Initial	Rage:	1	vicious	when	battling
spirits.	Theurges	born	under	the	waxing	moon	tend	to	be	more	generous	and	open	with	Beginning	Gifts:	Blur	of	the	Milky	Eye,	Infectious	the	spirits,	charming	and	cajoling	rather	than	intimidat-Laughter,	Liar’s	Face,	Open	Seal,	Scent	of	Running	Water	ing	and	threatening.	Stereotype:	The	Ragabash	born	under	the	waxing	Quote:	I	hear	their	voices.
The	earth	grows	hot	withnew	moon	is	usually	light-hearted	and	capricious,	while	anger.	The	wind	is	cold	with	scorn.	They	are	all	around	us,one	born	under	the	waning	new	moon	has	a	slightly	more	awaiting	my	call.wicked	and	ruthless	streak.	It’s	a	rare	Ragabash	indeed	thatlacks	a	keen	wit	and	the	capacity	to	find	some	humor	in	any
Philodox:situation,	no	matter	how	bleak.	Many	other	werewolves	are	The	Half	Moon,	The	Mediatorslow	to	take	the	Ragabash	seriously,	though,	as	it’s	difficultto	tell	the	difference	between	a	New	Moon’s	mockery	that	The	half	moon	is	balance	and	duality,	standing	be-points	out	a	grievous	flaw	in	a	plan	and	similar	mockery	tween	two	worlds.	The
Garou	is	both	wolf	and	human,that	simply	amuses	him.	Sometimes	a	Ragabash	points	flesh	and	spirit,	fury	and	wisdom,	savage	and	savant.	Theout	that	the	emperor	has	no	clothes	—	but	sometimes	Philodox	embraces	this	duality,	attempting	to	harness	itthey’re	the	first	to	cry	wolf,	so	to	speak.	with	balance.	The	Half	Moon	acts	as	counselor,	mediator
and	law-keeper	to	his	pack.	Where	the	Ragabash	must	Quote:	Oh,	what	you’ve	described	is	technically	a	plan,	I	question	the	laws,	the	Philodox	must	interpret	them,suppose.	The	sort	of	plan	a	drooling,	brain-dead	savage	might	finding	the	wisest	answer	out	of	many.create,	but	still	a	plan.	Hey,	easy!	I	wasn’t	talking	aboutyou	—	I	was	talking	about	the
drooling,	brain-dead	savages	Half	Moons	are	called	to	judge,	for	better	or	for	worse.	Theirs	is	the	task	to	set	punishment	when	the	Garou	stray	from	the	path,	and	to	determine	when	a	werewolf’s	actionsCHAPTER	TWO:	THE	GAROU	77are	particularly	meritorious.	They	are	frequently	leaders	Galliard:in	times	of	peace,	but	often	cede	command	to
Ahroun	or	The	Gibbous	Moon,	The	Moon	DancerGalliards	when	war	breaks	out.	The	Galliard	sings	the	soul	of	the	Garou	to	the	near-full	Initial	Rage:	3	moon,	howling	of	their	joys	and	sorrows,	their	triumphs	and	losses.	She	is	the	voice	of	the	People,	calling	them	Beginning	Gifts:	Fangs	of	Judgment,	Persuasion,	Resist	to	battle	and	inspiring	them	to
greatness	in	life	and	inPain,	Scent	of	the	True	Form,	Truth	of	Gaia	death.	She	is	also	a	keeper	of	traditions,	carrying	the	lore	of	tribes	all	the	way	back	to	the	beginning.	Stereotype:	Buried	so	heavily	in	his	role	as	impartialjudge	and	jury,	the	Philodox	may	seem	aloof,	even	sur-	A	Galliard	can	rouse	the	pack	from	self-pity	and	suffer-prisingly	cold-
blooded	for	a	werewolf.	Those	born	under	ing	when	their	claws	are	needed	for	battle.	She	can	speakthe	waxing	Half	Moon	may	seem	unusually	serene	and	caution	to	a	Ragabash,	draw	a	Theurge	from	his	reverie,disaffected,	their	emotions	only	emerging	when	their	soften	the	heart	of	a	Philodox,	and	soothe	the	anger	of	anRage	comes	to	a	boil.	The
waning-moon	Philodox	is	Ahroun.	The	Galliard’s	art	and	performance	may	take	manymore	incisive	and	judgmental,	his	all-seeing	eye	always	forms	—	she	might	be	a	dancer,	a	storyteller,	a	musician	or	acarefully	watching	his	packmates	and	colleagues	for	any	bit	of	everything	rolled	into	one.	She	may	even	be	a	leaderdeparture	from	the	expected.	The
Half	Moons’	opinions	in	times	of	war.	When	the	battle	is	done,	hers	is	the	voiceare	somewhat	feared,	yet	highly	respected	—	a	word	of	first	raised	to	praise	the	sacrifices	made	by	the	fallen,	and	thepraise	or	condemnation	means	much	coming	from	those	triumphs	of	those	who	still	live	to	fight	again.born	to	see	both	sides	of	every	struggle.	Initial	Rage:
4	Quote:	You	abandoned	your	post	to	aid	a	packmate.	Tosave	another	Garou’s	life	is	commendable;	to	think	of	your	Beginning	Gifts:	Beast	Speech,	Call	of	the	Wyld,packmate	before	yourself	is	proper.	But	to	put	the	sept	in	Heightened	Senses,	Mindspeak,	Perfect	Recalldanger	is	foolish	and	disregards	the	lives	of	your	fellows.	Youmust	pay	the	price	for
that.	I	levy	the	punishment	of	ordeal.	Stereotype:	Where	the	Philodox	is	stoic,	the	GalliardPerhaps	your	love	of	your	pack	will	encourage	you	to	excel	is	a	creature	of	unbridled	passion.	The	Gibbous	Moon	ishere	and	wipe	the	stain	from	your	honor.	a	fiery	muse,	and	stirs	its	children	into	great	heights	and78	WEREWOLF	THE	APOCALYPSE	20TH
ANNIVERSARY	EDITIONdepths	of	emotion.	While	all	Galliards	are	prone	to	im-	veterans	of	other	auspices.	Their	elders	are	few	—	it’s	amense	mirth	and	immense	melancholy,	those	born	under	rare	Ahroun	that	survives	the	countless	battles	that	are	hisa	waning	moon	fall	more	readily	into	dark,	consuming	birthright	—	but	all	the	more	terrifying	for
their	experi-passions;	they	are	the	tragedians	of	the	Garou,	mastering	ence.	Like	the	Galliard,	the	Ahroun	is	an	inspiring	leadertales	of	doom,	ruin,	sacrifice	and	loss.	Conversely,	their	in	time	of	war,	but	he	leads	with	deeds	and	action.	He	iswaxing-moon	cousins	sing	of	triumph	and	conquest,	of	first	into	battle	and	last	to	retreat	—	if	he	ever	retreats
atthe	pounding	heart	and	the	love	of	life.	They	tend	to	be	all.	In	times	of	peace,	he	relinquishes	command	to	others,the	soul	of	their	pack’s	morale	—	when	the	Galliard	is	but	remains	ever	vigilant,	knowing	his	talent	for	war	willwilling	to	go	on,	so	too	are	all	the	others.	be	needed	again	all	too	soon.	Quote:	You	should	be	afraid,	brothers	and	sisters.	This
is	Initial	Rage:	5Kyrrth’takla,	Beast	of	a	Thousand	Mouths,	they	have	awoken.The	stories	of	its	strength	are	terrifying.	But	I	know	you.	I’ve	Beginning	Gifts:	Falling	Touch,	Inspiration,	Packbeen	honored	to	fight	alongside	you,	and	I	know	you	will	not	be	Tactics,	Razor	Claws,	Spur	Clawsafraid.	What	you	want	is	the	glory	of	tearing	this	abominationapart
—	and	my	brothers	and	sisters,	we	will	have	it!	Stereotype:	The	Ahroun	is	the	archetype	of	the	werewolf	as	murderous	beast,	though	they	range	fromAhroun:	unapologetic	berserkers	to	hardened	veterans	temperingThe	Full	Moon,	The	Warrior	their	Rage	with	discipline.	Their	high	levels	of	Rage	put	them	on	the	edge	at	all	times	—	the	Full	Moon’s
bless-	The	Garou’s	connection	to	the	moon	is	much	more	ing	is	a	hair	trigger,	among	other	things.	Those	closer	toextensive	than	human	legends	state.	Every	phase	has	its	the	waxing	moon	tend	to	exult	in	the	glory	of	the	war,secret,	but	human	myth	comes	close	to	understanding	the	while	those	closer	to	the	waning	moon	are	more	viciouslytruth	in
one	aspect:	the	full	moon	floods	the	Warrior	with	pragmatic,	ruthless	in	their	bloodthirst.	Every	Ahroun	isRage.	The	Ahroun	is	the	living	weapon	of	Gaia,	the	lord	a	dangerous	individual	to	be	around,	but	when	the	forcesof	bloodshed.	He	is	the	warrior	among	a	race	of	warriors,	of	the	Wyrm	attack,	their	packmates	are	glad	to	have	athe	champion	of	a
martial	people.	He	is	ever	ready	to	kill,	Full	Moon	warrior	at	the	front	of	the	charge.and	to	die	if	need	be.	Quote:	No	more	running.	No	more	surrender.	Here	The	Ahroun	are	respected,	but	also	treated	with	some	we	stand	and	here	we	fight.	We	do	not	walk	to	Gaia’s	armslevel	of	dread.	Their	killing	instinct	is	inborn;	even	a	Full	tonight	—	we	will	swim
there,	in	a	river	of	our	enemy’s	blood!Moon	just	past	his	First	Change	is	more	lethal	than	many	Let	them	hear	your	howls	and	know	true	fear!CHAPTER	TWO:	THE	GAROU	79The	Black	Furies	are	the	living	incarnation	of	a	woman’s	or	tyrant,	the	tribe	isn’t	united	by	active	misandry.	Certainlyanger.	They	are	the	daughters	of	Luna-as-Artemis,	the
Huntress	some	Furies	will	never	forget	or	forgive.	But	others	are	willingof	the	Moon.	Their	legends	trace	their	origins	back	to	Greece	to	accept	men	as	partners,	helpmates,	lovers,	equals	—	butand	Asia	Minor,	where	they	were	appointed	defenders	of	the	nothing	more	than	equals.	Lupus	Furies	have	less	of	an	im-Wyld.	Wherever	there	are	tales	of
women	who	take	up	arms	mediate	connection	to	the	hardships	of	human	women,	asfor	honor,	vengeance	or	blood	ties,	the	spirit	of	the	Fury	dwells.	female	wolves	have	no	real	discrimination	to	bear,	but	they	The	Furies	are	almost	exclusively	female.	Any	human	or	are	deeply	tied	to	the	Wyld	and	learn	great	empathywolf	cub	of	a	Fury	who	breeds	true
is	sent	to	another	tribe	for	for	their	human	and	homid	sisters.adoption;	Pegasus,	their	tribal	totem,	will	not	accept	maleGarou.	The	sole	exception	is	the	male	metis:	Pegasus	accepts	Hatred	claims	the	hearts	of	many	Furies,these	disfigured	sons,	perhaps	out	of	mercy,	perhaps	out	of	a	but	it’s	not	a	tribal	virtue.	The	true	tribaldesire	to	ensure	the	Black
Furies	remember	their	own	misdeeds.	virtues	are	honor,	pride,	the	mysticism	ofTo	make	up	for	these	losses	of	potential	tribemates,the	Furies	actively	recruit	disaffected	and	the	Wyld,	and	the	will	to	exact	change.angry	female	Garou	who	chafe	under	an-	A	Fury	aspires	to	keep	her	word,	toother	tribe’s	banner.	stand	tall	rather	than	bend	a	knee,	to
The	tribe	holds	that	guard	and	exult	in	the	wildest	places,women	are	worthy	of	and	to	fight	until	her	dying	breathrespect,	honor,	some-	to	make	the	world	a	better	place.times	even	venera-tion.	Though	no	The	Black	Furies’	tribalBlack	Fury	will	suffer	rituals	emphasize	tradition	andthe	hand	of	a	man	act-	sisterhood.	They	hold	privateing	as	master
tribal	moots	frequently.	Kuk-	lokhoros	are	informal	moots,	often	where	the	Furies	conceal	their	werewolf	nature	and	invite	human	women	to	at-	tend	and	learn	the	particulars	of	woman’s	spirituality.	Ulaka	magelis	are	more	exclusive	moots,	open	only	to	the	Furies	themselves.	These	meetings	involve	more	physically,	mentally,	and	emotionally
demanding	ritu-	als,	exposing	the	raw	and	bleeding	heart	of	a	wolf-woman’s	oaths	to	Gaia.	Like	other	tribes,	the	Black	Furies	gather	in	like-minded	camps	internally	(see	p.	491).	The	Furies	call	their	camps	kukloi,	or	“circles.”	Each	kuklos	answers	largely	to	itself,	although	all	must	be	held	eventually	accountable	to	Inner	and	Outer	Calyxes,	the	high
councils	of	the	tribe.	The	Outer	Calyx	is	the	more	public	one:	the	elders	who	sit	on	this	council	are	publicly	initiated	with	much	ceremony,	and	their	names	spread	across	the	tribe.	The	Inner	Calyx	is	more	of	a	mystery	(or	a	mystery	cult),	its	members	and	their	directives	unknown	to	the	tribe	at	large.	Ancient	tradition	and	mod-	ern	attitude	frequently
clash80	WEREWOLF	THE	APOCALYPSE	20TH	ANNIVERSARY	EDITIONwithin	the	tribe,	though	they	aren’t	STEREOTYPES	always	at	odds.	Black	Furies	grow	up	aware	of	the	many	evils	af-	Bone	Gnawers:	They	defend	people	who	need	flicting	women	around	the	world.	them,	same	as	we	do.	Shame	they	often	aren’t	as	Elders	and	cubs	alike	participate
courageous	about	it.	in	struggles	against	modern	slav-	ery,	sex	trafficking,	abuse,	and	Children	of	Gaia:	Trustworthy.	There’s	a	reason	other	offenses	that	are	all	too	males	of	our	blood	usually	go	to	Unicorn	when	Pegasus	persistent.	A	generation	gap	won’t	have	them.	still	persists	in	the	tribe	—	many	of	the	elders	Fianna:	It’s	good	to	have	allies	who
take	the	joy	are	crones	who,	if	of	life	as	seriously	as	the	necessity	of	war.	Pity	they	rumors	are	cor-	favor	the	former	a	little	too	much….	rect,	are	at	least	a	hundred	years	old,	Get	of	Fenris:	I	can’t	stand	anyone	who	thinks	and	with	the	set-	being	stronger	means	being	better.	in-their-ways	stub-	Glass	Walkers:	They’re	examples	of	both	why	bornness	to
prove	it.	Some	cubs	know	it’s	important	to	have	friends	in	the	Scabs	and	why	we	nothing	of	the	Wyld	places,	and	want	can’t	trust	anyone	else	with	the	Wyld	places.	to	focus	their	efforts	on	the	Scabs	where	they	grew	up	and	where	their	sisters	Red	Talons:	I	understand	their	anger,	but	theyare	still	suffering.	But	all	the	Furies	are	united	in	their	Rage.
have	too	much	of	it.	A	rabid	wolf	is	a	danger	to	her	own	pack.	Appearance:	Furies	with	strong	Pure	Breed	have	particu-larly	dark	fur	in	Crinos,	Hispo,	and	Lupus,	often	with	white,	Shadow	Lords:	If	you	have	anything	a	Shadowgray,	or	silver	highlights.	Pure	Breed	is	rarer	among	Fury	metis,	Lord	wants,	keep	it	a	secret.	They	don’t	want	ouras	their
fathers	are	inevitably	of	other	tribes.	burden,	of	course	—	but	keep	quiet	about	the	grottos	hidden	around	them.	Kinfolk	&	Territory:	The	Furies	stake	vicious	claim	tomany	of	the	last,	secluded	virgin	places	of	the	Wyld.	Their	Silent	Striders:	They	go	almost	everywhere	andspirituality	is	deeply	tied	to	these	sacred	groves	and	islands,	see	almost
everything.	It’s	easy	to	dismiss	a	wolf	withoutbut	necessity	drives	them	to	take	territories	in	more	human-	a	territory,	but	listen	to	them.settled	lands	as	well.	The	Black	Furies	don’t	practice	muchethnic	preference	with	their	Kin.	They’re	prone	to	“adopt”	Silver	Fangs:	A	dying	tree	with	many	rottenthe	Kinfolk	from	other	tribes’	bloodlines,	specifically
women	branches.	A	few	are	still	strong	and	healthy,	but	thosewho	found	themselves	poorly	treated	by	their	relatives.	They	last	are	hard	to	find…value	their	male	Kin,	even	if	a	male	Kinfolk	is	unlikely	toever	participate	in	any	of	the	tribe’s	inner	spiritual	traditions.	Stargazers:	Navel-gazing	at	this	late	hour	might	find	the	answers	we’re	looking	for,	but
what	if	it	doesn’t?	Tribal	Totem:	Pegasus.	The	great	winged	horse-spirit	hasa	strong	resentment	of	men,	implying	there’s	some	truth	to	Uktena:	Like	us,	they	know	wisdom	is	found	inthe	myth	of	Bellerophon.	Some	Furies	use	“the	bridle	of	Bel-	many	lands	and	many	hearts.	But	we	know	better	thanlerophon”	as	a	poetic	metaphor	for	the	hand	of	Man	as
it	tries	to	go	delving	in	the	darkest	places…to	master	the	most	sacred	things	of	the	Wyld.	Other	totemsvalued	by	the	Furies	include	Panther,	the	Muses,	and	Medusae.	Wendigo:	We	can	understand	what	it’s	like	to	suffer	and	to	have	Kin	who	suffer.	Pity	they	see	us	as	Character	Creation:	Black	Furies	have	a	proud	martial	part	of	the	problem,
too.tradition,	and	encourage	training	in	Brawl	or	Melee.	Survival,Occult,	and	Rituals	are	also	common	among	those	entrusted	Initial	Willpower:	3with	the	Wyld	places.	Beginning	Gifts:	Breath	of	the	Wyld,	Man’s	Skin,	Height-	ened	Senses,	Sense	Wyrm,	Wyld	Resurgence	“You	dare	condemn	us	for	standing	as	a	sisterhood?	For	choosing	to	help	women
first?	Yes,	women	shouldn’t	need	our	help.	Gaia	shouldn’t	need	Her	Furies.	But	they	do.Now	stand	the	hell	aside	before	I	show	you	real	pain.”CHAPTBELRATCWK	OFU:	TRHIESGAROU	81Many	disdain	the	Bone	Gnawers	as	living	proof	of	how	But	it	does	work,	or	at	least	it	has	so	far.	The	Childrenfar	the	Garou	have	fallen	from	grace.	Ragged	and
luckless,	of	Rat	have	access	to	all	manner	of	interesting	secrets	thathunting	territories	no	other	tribe	wants	and	breeding	with	come	from	listening	to	people	other	Garou	disdain	as	partKin	no	other	tribe	claims,	the	Children	of	Rat	come	across	of	the	herd.	They’ve	mastered	a	variety	of	vicious	guerillaas	mongrel	scavengers	taking	whatever	castoffs
they	can.	The	tactics	suited	to	their	hazardous	environments.	They	knowBone	Gnawers	see	it	differently.	They’re	the	most	populous	where	to	find	food,	or	even	how	to	conjure	it	out	of	trash.tribe	in	the	Garou	Nation.	They’re	not	the	picture	of	failure	The	Gnawers’	major	weakness	is	that	the	other	tribes	tend	to—	they’re	the	picture	of	success,	because
they’re	playing	the	keep	them	at	a	distance,	so	they	have	fewer	true	allies.	Butgame	of	survival.	even	this	weakness	has	contributed	to	their	strength	of	self-	reliance,	out	of	necessity.	The	tribe’s	actual	origins	likely	lie	somewhere	in	or	acrossa	band	of	land	that	stretches	from	Northern	Africa	to	India,	Another	unfortunate	weakness	is	a	gradual
thinning	ofbut	the	Gnawers	stopped	keeping	track	a	long	time	ago.	They	the	wolf	blood.	The	Bone	Gnawers	have	some	lupus	Kin,	butspread	out	to	follow	humanity,	and	always	attached	themselves	not	many,	and	have	kept	up	their	numbers	mostly	with	humanto	the	wretched	and	downtrodden.	Their	oral	history	is	full	of	partners.	They’re	also	thick
with	metis,	which	accusers	claimrevolutionary	stories	of	the	oppressed	defying	and	overthrowingtheir	oppressors.	Bone	Gnawer	folk	heroes	are	creatures	of	the	shows	little	respect	for	the	Litany.	There’s	a	hintRobin	Hood	and	John	Henry	mold	—	if	somewhat	more	bes-	of	truth	in	that	—	plenty	of	Bone	Gnawers	havetially	violent	when	dealing	out
retribution	and	social	justice.	given	in	to	forbidden	desires	—	but	the	Gnaw-	The	tribe’s	mongrel	reputation	is	bolstered	by	their	ers	are	also	prone	to	adoption.	Many	a	metisseemingly	haphazard	traditions.	Their	septs	are	usu-	was	abandoned	by	its	parents	in	other	tribes,ally	surprisingly	democratic.	Their	fetishesand	rites	are	scavenged	from	Gaia-
knows-	but	brought	in	to	be	a	good	soldier	of	Rat.where.	They	propitiate	bizarre	totemslike	modern	urban	legends	or	strange	Bone	Gnawer	pragmatism	doesn’t	over-pop-culture	zeitgeists.	They	strike	odd	rule	Renown,	however.	Honor,	Wisdom	andalliances	with	other	supernaturalslurking	in	the	lower	strata	of	hu-	Glory	still	matter	to	them,	and,
theman	society,	maybe	even	Leeches	slurs	of	other	tribes	to	the	contrary,or	wererats,	if	the	stories	are	they	aren’t	all	Ragabash.	Admittedly,true.	They	thrive	in	cities,occupy	decaying	subur-	their	catch-as-catch-can	character	shinesban	wastelands,	even	through	even	in	these	higher	ideals.prosper	in	run-down	An	honorable	Bone	Gnawer	Philodoxrural
backwaters.	The	isn’t	afraid	to	lay	down	an	unorthodoxBone	Gnawer	creed	is“Whatever	works.”	twist	on	a	law.	Likewise,	a	sagacious	Theurge	might	be	mistaken	for	a	filthy	homeless	person,	babbling	to	herself	about	the	voices	of	trash	and	desperation.82	WEREWOLF	THE	APOCALYPSE	20TH	ANNIVERSARY	EDITIONEven	though	they	might	build
shrines	to	fallen	celebrities	STEREOTYPESor	hold	sacred	rites	tied	to	human	sporting	events	like	the	SuperBowl	or	World	Cup,	the	Bone	Gnawers	zealously	guard	some	Black	Furies:	Shit	yeah,	fight	the	power.	Helpvery	old	traditions	at	their	heart.	They	honor	hospitality	and	people!	Oh	wait,	you’re	just	gonna	help	half	of	them?generosity	as	a
measure	of	a	Garou	—	the	Gnawer	who	has	very	Well,	I	guess	it’s	something.little	but	gives	it	away	freely	is	as	esteemed	as	was	any	gift-givingNordic	king.	They	treat	their	tribe	like	a	family;	their	elders	Children	of	Gaia:	Some	of	’em	like	to	talk	aboutconsider	“mother”	and	“father”	the	most	prestigious	forms	of	dreams	and	better	times	and
compassion	and	all	thataddress.	On	the	surface,	their	traditions	look	like	reflections	of	bullshit	and	some	of	them	get	down	in	the	trenchesthe	patchwork	nature	of	modern	culture	—	deep	down,	they	with	us.	Guess	which	ones	are	worth	anything?represent	the	bonds	that	have	allowed	humans	and	Garou	tosurvive	as	long	as	they	have.	Fianna:	You
must	have	it	pretty	good	if	you	can	even	pretend	that	life’s	a	party.	Appearance:	Bone	Gnawers’	wolf	appearance	is	ragged,often	mismatched	or	particolored;	some	can	be	mistaken	for	Get	of	Fenris:	First	thing	you	do	is	find	a	reasondogs	at	a	distance,	though	even	a	Gnawer	who	looks	something	to	cut	one.	Then	you	try	to	survive	him	kicking	yourlike
a	yellow	dingo	is	clearly	an	animal	that	was	never	tame.	ass.	Sure,	your	ass	will	be	kicked,	but	he’ll	treat	youTheir	blessings	as	Garou	make	them	surprisingly	healthy	in	better	from	then	on	if	he	thinks	you’re	not	a	coward.comparison	to	impoverished	humans:	most	have	strong	(ifcrooked)	teeth	and	wiry	muscle	under	the	dirt.	Glass	Walkers:	These
guys	get	cities,	same	as	we	do.	They	just	deal	with	the	comfy	upper-crust	side	Kinfolk&	Territory:	The	Children	of	Rat	interbreed	where	you	always	know	where	your	next	meal’s	comingwith	the	savviest,	toughest	and	meanest	people	that	have	from.	Who	can	blame	’em?	been	ground	down	by	society.	Lupus	Kin	are	rare,	and	tend	tobe	found	in
hardscrabble	rural	territories.	The	Gnawers	also	Red	Talons:	Holy	shit.	You’ve	never	met	a	hu-stake	out	territories	that	are	difficult	to	challenge	—	places	man	you	liked?	That	fucking	scares	me,	and	not	forthat	nobody	else	wants,	but	that	they	can	defend	easily	enough.	the	reasons	you	think	it	should.Urban	decay	supplies	plenty	of	junkyards,
abandoned	build-ings,	underpasses,	burned-out	wrecks	and	other	patches	of	real	Shadow	Lords:	Fighting	dirty?	Yeah,	awesome,estate	that	anyone	in	their	right	mind	avoids.	Rural	Gnawers	about	time.	Catching	other	tribes	in	the	blast	radius?prefer	isolated	valleys	or	mountain-tops,	swamps,	and	dead-	Uh-huh,	same	shit,	different	day.end	roads.	But
the	tribe	also	feels	protective	of	institutionsestablished	for	the	average	citizen’s	betterment:	museums,	Silent	Striders:	Freaks.	How	do	you	spend	sohomeless	shelters,	public	libraries	and	so	on.	much	time	outside	of	any	one	territory	and	wind	up	knowing	so	much?	Ain’t	right.	Tribal	Totem:	Rat.	The	Bone	Gnawers	venerate	theirtribal	totem	as	a
maternal	figure,	queen	of	a	brood	of	ragged	Silver	Fangs:	These	bastards	have	been	usingsurvivors.	They	also	strike	pacts	with	bedraggled	spirits	such	us	as	an	object	lesson	since	there	were	sixteen	tribes.as	raccoon-spirits,	Lost	Dogs,	and	spirits	of	junk	and	rust.	Well,	who’s	the	healthy	ones	now,	huh?	Character	Creation:	Bone	Gnawers	have	a
penchant	Stargazers:	I	don’t	even	know	what	in	the	fuckfor	Traits	that	represent	adaptability,	such	as	Stamina,	Wits,	you’re	talking	about.	Can	you	put	that	in	“here	andand	Manipulation,	and	Abilities	such	as	Survival.	Ancestors	now”	language?and	Pure	Breed	are	restricted	Backgrounds;	Resources	arediscouraged.	Uktena:	Pretty	savvy	folks,	all
taking	whatever	they	need	from	wherever	they	can.	Wouldn’t	be	sur-	Initial	Willpower:	4	prised	if	their	ethics	work	the	same	way.	Beginning	Gifts:	Cooking,	Desperate	Strength,	Resist	Wendigo:	You’ve	had	a	fucking	man-eater	for	yourToxin,	Scent	of	Sweet	Honey,	Trash	is	Treasure	totem	since	the	Impergium	and	you	haven’t	fallen	to	the	Wyrm	yet?
Cold	and	hard	as	ice,	man.	“You	see	this	shit?	This	is	where	the	war’s	always	been	at	its	worst.This	is	where	the	Wyrm	kills	and	twists	and	fucks	up	people	because	it	knows	nobody	cares.	We’re	the	bastards	who’ve	been	on	this	battlefield	forever.	Remember	that.”CHAPTBEORNTEWGNOA:	WTHEERSGAROU	83The	Children	of	Gaia	seem	to	be	a
study	in	contradiction.	it’s	because	they	shrink	from	combat	—	but	that’s	not	true.They	are	Gaia’s	warriors,	yet	they	want	nothing	more	than	They	do	well	by	adopting	other	Garou,	any	who	ask.	They	arepeace.	No	Garou	work	harder	and	plead	more	humbly	for	co-	especially	respectful	of	metis,	treating	them	as	equals.	Theyoperation	between	the
tribes	than	they	do.	None	grieve	more	have	less	of	an	advantage	with	lupus	numbers,	though	severalwhen	forced	to	shed	the	blood	of	a	fellow	werewolf.	More	than	wolf-born	that	grew	up	not	understanding	the	concept	of	“war”any	other	tribe,	they	value	compassion	for	all	Gaia’s	children,	find	the	Children’s	ideal	most	natural.even	those	that	hold
them	in	contempt.	Many	Garou	mistakethis	compassion	for	weakness,	—	only	to	discover	that	the	Unicorn’s	children	are	less	concerned	with	strict	rank	andChildren’s	hatred	of	war	doesn’t	preclude	the	ability	and	will	hierarchy.	Though	still	powered	by	wolf	instinct,	they	favorto	fight	—	and	fight	well.	fairly	loose	pack	and	sept	organization.	Each	sept
has	two	elders	who	must	excel	at	mediation:	the	Voice	of	the	Goddess	The	tribe	has	its	origins	in	the	days	of	the	Impergium,	(always	female)	and	the	Arm	of	the	Goddess	(always	male).when	they	protested	the	practice	of	culling	humans	and	fight-ing	over	territory.	When	the	Garou	Nation	came	to	an	accord	The	Children	constantly	involve	themselves
in	the	arenaand	agreed	to	end	the	Impergium,	the	peacemakers	who	had	of	human	politics,	more	so	than	many	other	tribes.	They	faceled	the	effort	formalized	a	pact	with	Unicorn	and	became	the	the	same	limitations	that	all	werewolves	do	where	subtlety	isChildren	of	Gaia.	They	are	the	only	tribe	born	from	an	act	of	concerned,	but	still	they	use	what
influence	they	can,	particu-peace,	and	they	take	great	pride	in	of	this	origin.	larly	through	their	Kin,	to	promote	agendas	of	compassion,	peace	and	tolerance.	The	tribal	creed	states	that	the	war	for	The	Children	of	Gaia’s	primary	purpose	is	that	of	all	Gaia	can’t	be	won	without	loyal	human	hearts.	It’s	an	uphillGarou	—	fight	the	Wyrm,	wherever	it
breeds	and	wherever	battle,	though,	and	boundlessly	frustrating.	When	the	timeit	dwells.	But	their	chosen	secondary	purpose	is	to	mediate	comes	for	war,	more	than	one	Child	of	Gaia	lets	out	a	pent-updisputes	and	alliances	among	septs	and	packs,	strengtheningthe	Nation	as	a	whole.	It’s	a	difficult	job,	made	more	difficult	Rage	that’s	horrifying	in	its
strength.by	the	contempt	they	face	from	many	more	martial	tribes.	Butas	they	argue,	it’s	critical.	The	Children	of	Gaia	are	a	com-paratively	numerous	tribe.	Rivals	claim84	WEREWOLF	THE	APOCALYPSE	20TH	ANNIVERSARY	EDITIONWith	the	Apocalypse	so	close	at	hand,	the	Children	STEREOTYPESof	Gaia	are	facing	many	internal	crises	of	faith.
Humanityseems	to	come	so	far,	and	then	it	falls	back	into	old	patterns	Black	Furies:	They	have	such	great	reservesof	hatred	and	bloodthirst.	There	are	so	few	Garou	to	protect	of	wisdom	about	the	world,	but	they	guard	them	sothe	world,	and	they	turn	on	each	other	so	quickly.	Many	of	jealously.the	tribe	have	fallen	into	Harano	as	the	enormity	of	their
taskseems	to	be	overwhelming.	Some	Children	even	argue	that	Bone	Gnawers:	They	care	more	than	they	letthe	secrecy	of	the	Veil	prevents	them	from	properly	educating	on,	but	it	still	breaks	your	heart	to	see	them	turn	theirhumans	—	that	they	would	have	the	allies	they	need	if	they	backs	on	the	rest	of	us	in	the	name	of	survival.could	just	show	the
humans	what’s	going	on.	These	argumentscause	rifts	even	within	the	tribe.	Fianna:	There	aren’t	many	who	mourn	their	losses	more	keenly,	or	prize	their	victories	more	joyously.	All	told,	the	odds	seem	impossible.	But	if	they	were	togive	up,	the	elders	growl,	they	wouldn’t	be	the	Children	of	Get	of	Fenris:	You	can	admire	their	bravery	andGaia.	They
wouldn’t	be	Garou.	strength,	but	at	the	end	of	the	day,	this	war	is	some-	thing	that	we	abhor	and	that	they	seem	to	cherish.	Appearance:	Strong	Children	of	Gaia	Pure	Breed	usually	It’s	horrifying.manifests	as	a	white	dappling	on	a	gray	or	brown	coat.	Themost	renowned	Children	have	a	calm	and	serene	bearing	that	Glass	Walkers:	They	can	be	relied
on	to	listencan	be	intimidating	in	its	own	right.	to	reason,	even	if	their	logic	takes	them	places	maybe	no	Garou	was	ever	meant	to	go.	Kinfolk	&	Territory:The	Children	of	Gaia	are	particularlyinclusive	when	it	comes	to	choosing	mates.	Their	Kin	usually	Red	Talons:	I	can’t	help	but	wonder	what	theydisplay	great	passion	for	progressive	causes	that
match	the	might	have	been,	if	things	had	turned	out	differently.tribe’s	goals.	However,	the	Children	haven’t	had	a	dominant	Sometimes	you	can	almost	see	it.	Almost.presence	in	their	ancestral	homelands	—	the	Fertile	Crescent,particularly	the	areas	of	former	Canaan	—	for	a	long,	long	Shadow	Lords:	Hard	to	tell	what	they	love	best:time.	They	claim
territories	across	the	world,	particularly	in	their	methods,	their	ambitions,	or	their	successes.North	America.	Silent	Striders:	They	may	seem	disaffected,	but	Tribal	Totem:	Unicorn.	The	Children	of	Gaia	tribal	to-	they	have	such	deeply	wounded	hearts.	It’s	not	goodtem	is	a	powerful	spirit	of	purity,	compassionate	in	peace	but	for	any	wolf	to	walk
alone.also	ferocious	in	war.	They	prefer	to	strike	pacts	with	totemssuch	as	Dove	and	Narwhal,	as	well	as	gentle	spirits	of	glade	Silver	Fangs:	Of	all	the	failures	we’ve	endured,and	starlight.	the	Silver	Fangs’	failure	to	keep	the	Nation	unified	has	perhaps	hurt	all	of	us	the	most.	Character	Creation:	Many	Children	of	Gaia	stress	SocialTraits	at	least	a
little,	in	order	to	make	themselves	heard.	Stargazers:	They	understand	harmony	so	well,They	don’t	neglect	their	combat	skills,	but	Abilities	such	as	they’re	almost	our	closest	brothers	—	but	how	can	youEmpathy,	Leadership,	Streetwise,	Performance	and	Etiquette	describe	love	and	compassion	as	shackles,	even	in	jest?are	all	valued.	Uktena:	I	wish
they	trusted	us	more.	I	wish	they	Initial	Willpower:	4	trusted	anyone	more.	They’re	more	alone	than	they	let	on.	Beginning	Gifts:	Brother’s	Scent,	Jam	Weapon,	Mercy,Mother’s	Touch,	Resist	Pain	Wendigo:	They	seem	to	expect	the	world	to	end	in	ice.	If	it	does,	they’ll	be	well-suited	for	it	—	but	it	doesn’t	have	to.	“We’re	Garou.	85We	draw	out	the
toxins	from	our	Mother’s	blood,	cut	away	Her	cancers,	slay	the	parasites	feeding	on	Her	flesh.	But	once	the	surgery’s	done,	you	have	to	bind	the	wounds	back	up,	too.”	CHAPCTHEILRDTRWENO:OTFHGEAGIAROUGrief	and	joy,	love	and	war,	life	and	death	—	life	is	a	series	their	own.	Their	Galliards	have	a	particular	place	of	honorof	contradictions,
and	the	Fianna	embrace	them	all.	The	Tribe	within	the	tribe,	but	every	auspice	is	expected	to	learn	lessonsof	Stag	are	passionate	Garou	who	exult	in	the	pleasures	of	the	from	the	past.flesh	as	well	as	the	more	abstract	delights	of	a	song	well-sung	ora	battle	well-fought.	Their	philoso-	The	Fianna	trace	their	origins	back	to	Western	Europe,phy	is	far
from	a	shallow	“live	in	the	where	they	had	a	particular	fondness	for	the	Celtic	peoples.now”	concept,	though.	The	Fianna	They	stress	this	cultural	identity	perhaps	more	than	most	otherare	prominent	lore-	tribes	do;	members	aren’t	as	prone	to	marry	outside	Celtic-keepers	and	bards,	descended	bloodlines,	and	they	prefer	to	adorn	their
weaponsfascinated	with	and	fetishes	with	knotwork	representative	of	“the	old	days.”	Theythe	history	endure	plenty	of	old	rivalries	with	other	European	Garou	thatof	all	tribes	challenged	their	borders,	as	well	as	the	Uktena	and	Wendigo,as	well	as	who	were	their	enemies	during	the	European	migration	to	the	Americas.	The	Fianna	try	to	be	generous
and	forgiving	where	these	rivalries	are	concerned,	remembering	but	not	making	too	much	of	it	—	an	attitude	their	rivals	rarely	share.	Strong	passions	and	a	powerful	social	streak	run	deep	within	the	tribe.	Their	mirth	is	powerful,	their	loves	intense,	and	their	despair	deep	and	prone	to	increasing	into	Harano.	Introverted	Fianna	are	rare,	and	don’t
earn	much	sympathy;	their	tribemates	tend	to	harass	them	to	“loosen	up”	and	enjoy	the	raucous	gatherings	more.	Metis	have	it	much	worse.	Fianna	tradition	holds	that	a	deformed	body	reflects	a	deformed	spirit,	and	treat	their	metis	cubs	with	great	sever-	ity	—	metis	never	hold	positions	of	real	authority	within	the	tribe.	It’s	sadly	ironic,	then,	that
the	Fianna,	with	all	their	hot-running	pas-	sion	and	love	of	the	romantic,	are	particularly	prone	to	sin	with	other	Garou	and	create	these	luckless	children.	The	passionate,	mercurial	nature	of	the	Fianna	manifests	itself	even	in	their	wolf-born.	Fianna	lupus	take	to	art	read-	ily,	though	of	course	they	prefer	songs	and	howls	above	all.	Some	(both	inside
and	outside	the	tribe)	suspect	that	this	commonality	represents	a	dose	of	fae	blood	—	there	are	plenty	of	old	stories	of	the	Fianna	fighting	alongside	the	sidhe	lords	of	Faerie,	and	engaging	in	tragic	romances	with	the	Old	Ones.86	WEREWOLF	THE	APOCALYPSE	20TH	ANNIVERSARY	EDITIONIn	some	ways,	the	Fianna	consider	themselves	the	guard-
STEREOTYPESians	of	Garou	culture.	They	glorify	the	war	every	werewolf	isborn	to	fight,	they	sing	tales	of	romance	that	stress	the	impor-	Black	Furies:	Best	take	them	seriously,	even	thetance	of	clinging	to	one’s	Kin,	and	they	keep	the	stories	of	old	ones	who	see	only	half	the	picture.	They’ll	open	a	holevictories	and	defeats.	They	leap	into	battle	with
exuberance,	in	you	if	they	think	you’re	being	patronizing.hoping	to	inspire	their	cousins	to	do	the	same.	But	even	withno	other	tribe’s	eyes	upon	them,	the	Fianna	fight	as	ferociously	Bone	Gnawers:	They	know	a	lot	about	loyaltyas	any	Garou	can.	and	friendship,	especially	in	hard	times.	Good	friends	to	have	if	you	can	earn	their	respect.	Yet	thanks	to
old	rivalries	and	quick	tempers,	the	Fiannacan	be	a	divisive	presence	as	easily	as	a	unifying	influence.	It’s	Children	of	Gaia:	Good	folks	to	have	at	anyhard	for	them	to	resist	a	particularly	well-crafted	taunt,	or	to	moot,	even	if	it	takes	more	effort	to	howl	‘em	into	ashake	hands	with	a	rival	who’s	spoken	ill	of	or	mistreated	Kin.	proper	battle	fury	when
the	need’s	there.Some	Garou	don’t	take	them	seriously;	others	aren’t	able	tolaugh	off	a	Fianna’s	bouts	of	temper	so	easily.	It’s	a	good	thing	Get	of	Fenris:	Berserks	and	murderers,	addictedfor	the	tribe	that	they’ve	practiced	the	silver	tongue	as	long	to	the	taste	of	blood.	There’s	the	remnants	of	a	tribeas	they	have.	Certainly	whatever	happens,	the
presence	of	a	we	could’ve	called	friends	somewhere	in	there,	but	itFianna	is	prone	to	keep	things	lively	and	interesting.	was	buried	millennia	ago.	Appearance:	Fianna	Pure	Breed	manifests	itself	as	shining	Glass	Walkers:	Strange	sense	of	beauty	they’vered	or	black	fur,	and	often	surprisingly	large	Lupus	form.	Fianna	got,	picking	a	stinking	city	over	a
stretch	of	cool	wood.often	use	Gifts	to	make	their	eyes	glow	green,	and	teach	their	Probably	got	spiders	a-spinning	behind	their	eyeballs.cubs	to	howl	with	beautiful	eloquence.	Red	Talons:	Strong	and	primal	and	all	those	Kinfolk	&	Territory:	Although	they	always	prefer	places	things	we’d	adore	if	weren’t	for	the	damned	hatred	ofthat	remind	them	of
“the	old	country,”	such	as	rolling	green	every	person	we	love.hills	and	thick	old-growth	forests,	Fianna	can	be	found	nearlyanywhere	their	predominantly	Celtic-descended	Kinfolk	have	Shadow	Lords:	Smart	and	vicious	and	effective,settled.	Outside	the	British	Isles,	they	are	most	common	in	but	anyone	who	doesn’t	respect	his	king	on
principleAustralia	and	New	Zealand,	Canada	and	the	United	States	needs	to	be	watched.(particularly	Appalachia).	The	Fianna	are	exceptionally	protec-tive	of	their	Kinfolk	—	most	of	their	bloody	skirmishes	with	Silent	Striders:	Give	me	the	chills,	they	do.	Youother	tribes	erupt	over	Kin	issues.	Most	of	their	wolf	Kin	live	in	think	you’re	spinning	a	truly
tragic	tale,	and	they	justNorth	America,	save	for	a	few	hidden	on	protected	European	look	back	at	you	as	if	to	say	“Is	that	it?”estates	and	parks.	Silver	Fangs:	We	owe	them	our	loyalty,	and	it’s	Tribal	Totem:	Stag,	who	exemplifies	the	Fianna	love	of	a	hard	debt	to	pay	sometimes.life.	Stag’s	brood	largely	comprises	animal	spirits	such	as	Rab-bit,	Impala,
the	White	Hart	and	the	Hind,	and	some	Naturae	Stargazers:	We’re	Garou.	We	need	to	burn	out,such	as	the	Brook,	Dawn	and	Grain.	not	wither	away!	Character	Creation:	The	Fianna	are	a	social	tribe,	and	Uktena:	Shadow	Lords	for	politics,	Uktena	forstrong	Social	Traits	are	common	among	them.	They	encourage	spirits	and	the	Umbra	—	all	this
secret	brokeringmost	members	to	at	least	dabble	in	Performance.	makes	me	a	little	nervous.	Initial	Willpower:	3	Wendigo:	Not	all	of	our	songs	end	well.	The	lay	of	us	and	the	Wendigo	isn’t	over	yet,	but	it’s	been	a	Background	Restrictions:	No	restrictions.	tragic	mess	forever	and	might	not	get	better	in	time.	Beginning	Gifts:	Faerie	Light,	Hare’s	Leap,
Persuasion,Resist	Toxin,	Two	Tongues	“The	blood	of	heroes	is	on	fire	within	us!The	ghosts	of	our	ancestors	swell	with	pride	to	see	us	stand	strong	and	true!	The	Wyrm	itself	trembles	when	we	howl!	AAAAUURROOOOO!”CHAPTER	FTIWANON:	TAHE	GAROU	87Even	among	a	race	of	warriors,	the	Get	of	Fenris	are	the	taking	family	ties	exceptionally
seriously.most	warlike.	The	Fenrir,	as	they’re	also	known,	value	a	glori-	This	is	a	double	standard	for	the	Kin,	ofous	death	over	a	peaceful	old	age.	They	wear	their	scars	with	course:	their	werewolf	relatives	hold	thempride,	howl	the	glory	of	their	victories,	and	revel	in	the	fear	to	brutally	high	standards,	but	also	defendthat	they	spread	among	the
minions	of	the	Wyrm.	To	the	Get,	them	with	great	passion.compassion	is	a	luxury,	not	a	virtue	—	the	greatest	virtues	arevalor	and	strength.	At	every	level,	tribe	society	idealizes	strength	above	all.	The	Fenrir	have	their	origins	in	Europe,	where	they	once	Wisdom	and	cunning	arecalled	Germanic	tribes	and	Nordic	raiders	Kin.	Yet	even	themost	brutal
and	violent	sagas	of	the	regions	pale	before	the	loreof	the	Get.	Their	Galliards	(or	skalds)	joyously	recount	grim	talesof	bloody	death	against	impossible	odds,	of	the	eternal	glory	tobe	found	on	the	battlefield.	They	have	told	stories	of	Ragnarok,of	the	Apocalypse,	for	millennia	—	and	they	are	ready	for	it.	Blood	alone	doesn’t	make	a	Get	of	Fenris.	A	cub
couldhave	the	finest	Pure	Breed,	but	if	he	can’t	make	it	throughthe	bloody	tribal	Rite	of	Passage,	he’s	of	no	use	to	the	Fenrir.Some	cubs	don’t	even	survive	that	first	test.	Harsh	as	it	is,the	Rite	of	Passage	reflects	the	grim	and	fatalistic	nature	oflife	among	the	Get.	The	battles	against	the	Wyrm	will	be	nogentler,—	and	the	Fenrir	never	run	from	battle.
Every	child	ofGreat	Fenris,	no	matter	his	or	her	auspice,	must	be	readyto	die	gloriously	for	the	Mother.	This	creed	often	seemscontradictory	to	lupus	cubs,	who	are	used	to	survival	as	thefirst	and	most	pressing	mandate.	Luckily,	enough	wolf-bornfind	their	Rage	that	the	Get	haven’t	fallen	too	far	behindin	their	ratio	of	homid-to-lupus	members.	To
make	matters	worse,	many	Get	of	Fenrisembrace	very	elitist	attitudes	not	just	to	strengthand	valor,	but	even	to	sex	and	ethnicity.	Thishas	been	a	source	of	internal	conflict	withinthe	tribe	for	many	years.	Although	modernGet	are	less	prone	to	outright	racism	andsexism,	the	old	prejudices	against	weaknessrun	deep	and	take	many	forms.	These
haven’tdone	the	tribe’s	reputation	among	the	rest	ofthe	Garou	Nation	any	favors.	Although	it’s	not	easy	for	outsiders	to	see,the	Fenrir	do	possess	admirable	virtues	beyondtheir	courage.	There	are	long-standing	traditionsof	females	doing	as	well	as	males	in	many	Get	septs—	they	frequently	have	to	work	very	hard	to	earnrespect,	but	this	struggle	is
part	of	what	earns	themtheir	status.	Metis	can	excel	as	well,	if	their	deformi-ties	don’t	impede	their	actual	strength	—	one	who’sugly	as	sin	and	has	a	terrible	speech	impediment	willstill	earn	much	glory	if	he	can	fight	to	the	tribe’s	exactingstandards.	Many	Get	also	care	very	deeply	for	their	Kinfolk,88	WEREWOLF	THE	APOCALYPSE	20TH
ANNIVERSARY	EDITIONvalued,	but	as	a	complement	to	might,	not	a	substitute.	Fenrir	STEREOTYPESleaders,	or	jarls,	must	earn	their	position	through	gruelingphysical	trials,	and	be	prepared	to	hold	them	in	the	same	way.	Black	Furies:	A	warrior	is	defined	by	fang	and	clawTribal	moots	are	full-moon	affairs,	beginning	with	a	vicious	and	klaive,	not
by	a	womb.	You	want	respect?	Earn	it.gauntlet-running	to	determine	who’s	worthy	to	participatein	the	rites	of	the	tribe.	Rites	of	Renown	entail	bloody	runes	Bone	Gnawers:	You	can	run	at	my	back	if	you’recarved	into	werewolf	hide;	even	mystical	rites	dealing	with	too	afraid	to	take	the	lead.	But	if	you	abandon	me,	I’llspirits	involve	ritualized	combat
between	rite-master	and	spirit	carve	you	apart	like	the	dog	you	pretend	to	be.as	often	as	not.	Even	their	belief	in	an	afterlife	reflects	theconcept	of	Valhalla,	a	grand	battlefield	awaiting	its	heroes.	Children	of	Gaia:	You	think	you	were	given	these	teeth,	these	claws,	so	you	could	sit	about	and	talk	of	And	for	all	their	faults,	the	Get	of	Fenris	produce
many	dreams	of	peace?	Fight,	you	sheepfuckers!heroes.	Their	creed	of	strength	is	simple,	but	not	simplistic	—	itteaches	many	Fenrir	to	master	their	Rage,	to	serve	as	examples	Fianna:	Your	ancestors	were	almost	as	strong	asof	courage	to	the	rest	of	the	Nation,	and	to	win	battles	that	ours,	and	you’re	almost	as	strong	as	we	are.	What?	It’sothers
would	lose	or	abandon.	They	are	remarkably	loyal	to	a	compliment.those	who	earn	their	respect,	and	their	harsh	standards	en-courage	other	Garou	to	fight	harder	if	they	want	to	keep	the	Glass	Walkers:	The	old	ways	are	hard	and	painfulFenrir’s	allegiance.	With	the	Apocalypse	at	hand,	no	tribe	and	merciless.	Not	surprising	that	cowards	will	findis
more	ready	to	tear	the	Wyrm	apart	regardless	of	the	cost.	any	excuse	to	disdain	them.	Appearance:	Strong	Fenrir	blood	manifests	as	huge	gray	Red	Talons:	I	admire	a	wolf	who	picks	a	warwolf	forms	with	broad	shoulders	and	vicious	jaws.	There	are	because	he	feels	it	must	be	fought,	not	because	heprecious	few	Get	whose	hides	aren’t	marked	with
scars	and	thinks	he	can	win.tattoos.	Some	even	brand	their	fur	or	ceremonially	carve	runesinto	their	flesh.	Shadow	Lords:	Their	schemes	against	the	other	tribes	are	treacherous,	which	is	why	they	are	not	friends.	Kinfolk	&	Territory:	The	Get	of	Fenris	claim	their	Their	schemes	against	the	Wyrm	are	brilliant,	whicholdest	homelands	in	Europe,
ranging	from	Scandinavia	to	is	why	we	haven’t	cut	them	down.Germany.	They	have	followed	their	original	Kin	throughoutmany	lands,	and	adopted	new	bloodlines	wherever	the	local	Silent	Striders:	They	remind	me	of	the	ravens:human	population	produced	strong	children.	They	favor	rural	keen-eyed	and	clever,	but	better	at	scouting	thanterritories,
particularly	where	the	weather	is	harsh,	and	are	fighting.involved	in	more	territorial	conflicts	than	any	other	tribe.Their	largest	protectorates	are	in	the	Black	Forest	of	Germany	Silver	Fangs:	Speak	with	the	voice	of	a	true	king,and	the	wilderness	of	Scandinavia.	and	we’ll	follow.	You’re	too	weak	to	be	worth	it	any	other	way.	Tribal	Totem:	Fenris,	the
Great	Wolf,	one	of	the	mightiestof	war	totems.	Other	spirits	allied	to	the	Get	include	Aegir,	Stargazers:	You	want	to	master	your	Rage	byHrafn	the	raven-spirit,	the	Norns,	and	Surtur,	spirits	both	avoiding	battle?	Why	not	master	fire	by	eating	rawwarlike	and	wise.	meat	all	your	life	while	you’re	at	it?	Character	Creation:	The	Fenrir	naturally	stress
combat	Uktena:	Our	ancestors	found	dark	things	in	theirand	survival	Traits.	They	almost	never	purchase	Contacts:	lands	when	we	were	at	war.	Was	binding	these	thingsthey	want	true	friends,	not	associates.	the	only	way	to	stop	them	—	or	a	way	to	keep	them	in	reserve?	Initial	Willpower:	3	Wendigo:	You	still	want	to	fight	us	over	the	deeds	Beginning
Gifts:	Lightning	Reflexes,	Master	of	Fire,	Razor	of	our	ancestors?	There	are	more	productive	ways	toClaws,	Resist	Pain,	Visage	of	Fenris	commit	suicide.	“Pain	is	my	lover.	Death	is	my	sister.Gaia	is	my	Mother,	and	Great	Fenris	is	my	Father.	You	have	NOTHING	for	me	to	fear!”CHAPTGEERTTOWFOF:ETNHREISGAROU	89The	Glass	Walkers	are
werewolves	unlike	any	other.	organizations,	bind	spirits	into	technological	devices	to	createThey	have	largely	abandoned	the	ancestral	ways	in	favor	techno-fetishes,	create	artworks	that	incorporate	fashionableof	a	cutting-edge,	always-adapting	blend	of	technology	and	trends	and	techniques,	even	preserve	some	of	their	tribal	lore	inshamanism.	They
actually	prefer	urban	life	to	the	wilderness,	shamanically-encrypted	hardcopies	rather	than	keeping	to	theand	defend	the	Scabs	as	centers	of	a	vibrant	ecology	all	its	oral	traditions.	These	practices	can	give	them	a	much-neededown.	Even	if	that	ecology	is	often	wounded	or	diseased,	it	can	edge	—	after	all,	most	of	the	forces	of	the	Wyrm,	including
thebe	made	healthy,	the	Glass	Walkers	argue.	Theother	tribes	often	call	them	urrah,	or	tainted	Black	Spiral	Dancers,	haven’t	adaptedones	—	but	the	children	of	Cockroach	won’t	quite	as	well.give	up	the	advantages	of	modern	achievementjust	to	repair	their	reputation.	But	their	focus	on	humanity	and	its	works	has	also	weakened	the	The	name	“Glass
Walkers”	makes	refer-	Glass	Walkers	in	some	ways.	Theyence	to	the	vast	skyscrapers	of	the	modern	have	few	wolf	bloodlines	left	toworld.	Before	there	were	cities	of	glass,	the	tribe	them	—some	of	their	lupus	childrenwas	known	as	Iron	Riders,	having	embraced	the	find	the	tribal	tenets	too	confusingtrains	and	machines	of	the	Industrial	Age.	In	and
seek	refuge	with	another	tribe.the	times	before	then,	they	were	the	CityWarders,	associating	themselves	with	They	treat	their	metis	well,	but	theurban	life	throughout	the	ancient,	number	of	metis	in	the	tribe	speaksmedieval,	and	Renaissance	eras.	to	an	all-too-human	tendencyAnd	before	there	were	even	to	make	bad	romantic	decisions.cities,	they
were	the	Ward-	They	have	more	enemies	thaners	of	Men,	a	tribe	thatgathered	where	humans	most	tribes:	vampires	are	thick	indid	and	watched	what	the	cities,	and	don’t	care	to	havetheir	cousins	would	do	urban	werewolves	muscling	in	onnext.	Other	tribes	say	their	turf.	Glass	Walker	Theurgesthis	proves	they	have	are	often	over-specialized:
they’reno	pride	in	their	iden-	masters	at	dealing	with	spirits	oftity	—	but	the	GlassWalkers’	identity	lies	in	electricity	and	the	Weaver,	butadaptation.	have	more	difficulty	with	older	spirits	of	Gaia	or	the	Wyld.	If	the	The	Glass	Walkers’	Garou	as	a	whole	have	troublefascination	with	human	balancing	their	wolf	and	humanachievement	carries	through
totheir	tribal	customs.	They	bor-	natures,	the	Glass	Walkers	arerow	political	structures	from	a	particularly	skewed	example.human	governmentand	corporate	Some	say	the	tribe’s	in	danger	of	forgetting	that	they’re	Garou.	It	may	even	be	true	for	some	—	but	the	rest	make	very	dangerous	enemies	of	the	Wyrm.90	WEREWOLF	THE	APOCALYPSE	20TH
ANNIVERSARY	EDITIONThey	establish	urban	caerns	that	give	their	territories	a	STEREOTYPEScentralized,	organized	source	of	spiritual	power.	They’vemade	an	art	of	sabotage,	and	delight	in	“monkey-wrenching”	Black	Furies:	We’re	all	for	helping	you	with	thecompanies	or	organizations	that	prey	too	heavily	on	Gaia’s	troubles	in	the	human	world.
But	you	have	to	comecreation.	They	followed	enough	data	streams	and	paper	out	of	the	Wyld	places	and	focus	on	human	societytrails	to	assemble	a	more	complete	picture	of	Pentex	and	to	make	lasting	progress.its	activities	than	any	other	tribe	possesses.	They	know	howthe	system	works.	They	know	how	to	pull	strings.	And	when	Bone	Gnawers:	It’s
hard	to	believe	they’re	downthe	time’s	right	to	hit	the	Wyrm	with	high	explosives,	silver	in	the	gutters	by	choice.	They’re	either	very	brave,	orbullets,	and	anti-personnel	ordnance,	they	still	remember	completely	crazy.	Probably	some	of	each.how	to	use	their	fangs	and	claws	as	well.	Children	of	Gaia:	You	have	to	respect	the	will-	Appearance:	Glass
Walkers	have	the	easiest	time	blend-	power	it	takes	for	a	Garou	to	try	for	compassion	insteading	in	with	other	humans,	but	even	they	have	a	predatory	of	Rage.	It’s	like	quitting	smoking	every	day	of	your	life.presence	that	bleeds	through	from	time	to	time.	They	haveno	Pure	Breed,	and	their	wolf	forms	are	frequently	mottled,	Fianna:	Usually	pretty
reliable,	even	if	they	leanmulticolored,	or	brindled.	on	storyteller’s	logic	more	than	the	real	thing.	Kinfolk	&	Territory:	Glass	Walkers	tend	to	treat	their	Get	of	Fenris:	I	guess	we	need	all	the	weaponsKin	almost	like	“human	resources,”	with	all	the	subcontracting	of	mass	destruction	we	can	get,	but	I’d	honestly	preferand	delegation	that	implies.	They
breed	almost	exclusively	with	not	to	have	a	hair-trigger	on	a	nuke.humans	that	catch	their	eye,	save	for	a	few	protected	packsof	wolves	on	privately-owned	land.	Naturally,	their	territories	Red	Talons:	It’s	not	my	damn	fault	you	didn’tare	almost	entirely	urban,	usually	tied	to	some	human	source	adapt,	and	I’m	not	going	to	let	you	wreck	my	homeof
power	—	corporate,	scientific,	or	even	criminal.	and	murder	my	Kin	just	to	cope.	Tribal	Totem:	Cockroach	may	not	be	pretty,	but	it’s	an	Shadow	Lords:	They’ve	got	their	heads	in	theavatar	of	adaptation	and	survival.	The	Glass	Walkers	honor	right	place	when	it	comes	to	pragmatic	solutions.	ICockroach	and	its	brood	of	technological	and	adaptive	enti-
don’t	know	about	their	hearts,	mind.ties	such	as	Gremlins,	Scab	Birds,	and	the	bizarre	financialMula’Krante	or	“money	spiders.”	Silent	Striders:	If	it’s	information	someone	put	into	a	computer,	you	don’t	need	a	Strider	for	it.	But	Character	Creation:	Glass	Walkers	favor	modern	skill	they’re	good	at	finding	the	other	stuff.sets,	such	as	Drive,	Firearms,
and	Computer.	Mentor	is	a	dis-couraged	Background:	the	Glass	Walkers	don’t	believe	much	Silver	Fangs:	Are	we	seriously	still	pretending	thatin	the	old	ways.	Their	restricted	Backgrounds	are	Pure	Breed	a	hereditary	monarchy	has	some	sort	of	intrinsically(which	they	stopped	cultivating	centuries	ago)	and	Ancestors	superior	value?	Blood	will	get
you	only	so	far.(their	lack	of	interest	in	the	past	has	eroded	their	spiritual	tiesto	its	wisdom).	Most	have	at	least	a	dot	or	two	of	Resources.	Stargazers:	I	don’t	know	if	you	guys	noticed,	but	the	war’s	going	on	in	the	material	world	right	now.	Initial	Willpower:	3	Uktena:	They	study	all	kinds	of	things	we	barely	Beginning	Gifts:	Control	Simple	Machine,
Diagnostics,	even	know	about.	That’s	respectable,	and	also	enoughPersuasion,	Plug	and	Play,	Trick	Shot	to	give	me	the	cold	sweats.	Wendigo:	I	always	feel	they’re	looking	at	me	like	they’re	imagining	my	head	on	a	pike.	Makes	it	hard	to	extend	the	olive	branch,	you	know?	“Look,	a	city’s	like	any	other	spider	web.	There	are	sticky	strands,	and	there
are	clean	strands.	If	you	stay	on	the	clean	strands	you	don’t	get	caught	—and	you	have	a	good	foothold	in	case	you	need	to	cut	something	loose.”CHAPTGELRASTSWWOA:LTKHEERGS	AROU	91The	Garou	sing	old	tales	of	the	time	when	humans	cowered	to	follow	their	wolf	hearts	first,	and	emulate	humans	only	if	ab-around	their	campfires	and	feared
the	fangs	in	the	night.	Most	solutely	necessary.	Internally	they	organize	themselves	as	wolveshowl	of	the	Impergium	as	something	to	be	regretted	—	but	not	do,	treating	their	packs	as	families	with	the	alphas	in	the	Fatherthe	Red	Talons.	These	fierce	werewolves	claim	that	the	only	and	Mother	role.	They	constantly	test	one	another’s
dominance,mistake	made	in	the	Impergium	was	choosing	to	end	it	—	that	in	the	name	of	keeping	the	pack	healthy:	the	strongest	mustGaia	would	never	have	become	this	imperiled	without	the	lead.	They	stress	the	tenets	of	the	Litany	that	are	clearly	derivedpestilence	that	is	humanity	running	out	of	control.	The	Red	from	the	wolf	side	of	Garou	nature
(such	as	“The	First	Share	ofTalons	refute	their	human	side	almost	entirely:	apart	from	a	few	the	Kill	for	the	Greatest	in	Station”).metis,	the	tribe	is	entirely	wolf-born.	Their	anger	and	sorrowand	hatred	are	born	from	watching	their	wolf	kin	diminish	The	Talons’	almost	entirely	lupus	perspective	is	in	someand	humans	spread	—	painful	emotions	that
define	the	tribe.	ways	beneficial	for	the	Garou	Nation.	In	every	other	tribe,	the	wolf-born	are	a	fading	minority.	Every	Red	Talon	knows	what	Of	course,	the	Talons	are	still	werewolves,	not	simple	it’s	like	to	transition	from	the	immediacy	of	an	animal’s	mind	towolves	—	they	are	capable	of	tool	use,	language,	and	all	the	the	complicated	half-spirit
intelligence	of	the	Garou.	Even	theirsophisticated	traditions	of	the	Garou.	much	as	the	Talons	hate	few	metis	are	steeped	in	the	lore	of	the	lupus,	and	keep	ancienthumanity,	they	do	not	argue	the	necessity	of	sometimes	usinghuman	things	—	only	a	foolish	Talon	would	rites	that	have	never	known	the	influence	of	hu-walk	naked	in	a	city	man	tradition.
The	Talons	are	a	reminderif	his	hunt	took	that	the	Garou	were	once	intendedhim	there.	But	to	be	equal	parts	human	and	wolf,they	prefer	before	the	balance	was	lost	long	ago.	But	the	Red	Tal-	ons	are	them-	selves	ailing.	They	are	a	small	tribe,	refusing	as	they	do92	WEREWOLF	THE	APOCALYPSE	20TH	ANNIVERSARY	EDITIONto	take	human	mates
or	adopt	homid	cubs.	Their	hatred	STEREOTYPESfor	humanity	weighs	them	down	immensely,	causing	riftswith	the	other	tribes	who	rightly	fear	for	their	human	Kin.	Black	Furies:	Every	problem	you	complain	aboutYet	not	every	Talon	wears	this	hatred	in	the	same	way.	Some	is	a	problem	invented	by	apes.	If	you	were	wiser	youcall	for	the	outright
extinction	of	humanity,	but	others	advise	would	see	your	enemy	is	not	man,	but	human.that	what’s	needed	is	a	return	to	the	old	days	when	humans	andwolves	were	roughly	equal	in	number.	Some	are	viciously	cruel	Bone	Gnawers:	You	crawl	on	your	belly	and	lickto	their	two-legged	prey;	others	act	with	a	quick	mercy,	refusing	the	humans’	feet.	Have
you	not	seen	how	they	beatto	sink	to	their	enemy’s	level	by	killing	for	sport.	and	chain	their	dogs?	Many	Garou	fear	it’s	a	matter	of	time	before	the	Red	Talons	Children	of	Gaia:	What	you	call	“peace”	is	justfall	to	the	Wyrm.	Some	argue	it’s	already	happening	—	that	long,	slow	surrender.	You	have	been	giving	up	for	sothe	rumors	of	murderous	rites
performed	on	human	captives	are	long	you	don’t	even	realize	you’re	doing	it	any	more.based	in	barely-concealed	truth.	Even	within	the	tribe,	some	ofGriffin’s	chosen	wonder	if	they	go	too	far.	But	for	most	of	the	Fianna:	They	remember	much	of	how	the	worldRed	Talons,	the	answer	is	as	simple	and	straightforward	as	any	was,	and	how	it	could	be
again.	But	without	action,truth	known	to	wolves:	They	are	Garou.	They	have	been	given	all	their	howls	are	hollow.Rage	in	order	to	fight	a	war.	They	are	simply	set	against	a	muchmore	numerous	enemy	than	any	other	tribe	is	willing	to	admit.	Get	of	Fenris:	They	understand	what	it	is	to	have	enemies	beyond	counting.	And	they	understand	why
Appearance:	Pure	Bred	Talons	tend	to	be	large	wolves	we	were	given	Rage.with	unusually	sharp	claw	and	ruddy	brown	fur.	Regardlessof	Pure	Breed,	every	Red	Talon	bears	a	shock	of	blood-	or	Glass	Walkers:	Look	at	them!	They	are	the	future?flame-red	fur	somewhere	on	his	or	her	body.	They	rarely	take	Fear	a	world	where	all	the	Garou	have	given
up	theHomid	form,	but	when	they	do	they	are	usually	ill-groomed,	wolf	and	crawled	into	a	metal	web	to	wait	for	the	end!stormy-eyed	humans	with	a	predatory	glare	and	a	certainawkwardness	that	stems	from	their	unfamiliar	balance	and	Shadow	Lords:	A	strong	leader	takes	what	iscomparatively	limited	senses.	rightfully	his,	and	commands	respect.
Why	would	you	play	your	snake-tongue	games	if	not	to	hide	that	Kinfolk	&	Territory:	Red	Talons	viciously	guard	their	wolf	you	are	not	strong?Kin,	and	indeed	any	wolves	they	may	encounter.	They	favorterritories	as	far	from	humans	as	possible,	but	often	must	settle	Silent	Striders:	Without	packs,	without	territo-for	stretches	of	land	near	human
settlements.	They	do	their	ries,	a	wolf	runs	mad.best	to	make	these	territories	undesirable,	and	many	a	bleakparcel	of	land	spawns	urban	legends	about	the	people	said	to	Silver	Fangs:	The	leader	that	turns	on	her	owngo	missing	there	—	or	is	adorned	with	the	bones	of	trespassers.	pack	must	be	driven	out	for	the	good	of	the	rest.	Tribal	Totem:	Griffin,
a	totem	of	animalistic	anger	and	Stargazers:	Why	do	you	close	your	ears	and	callskill	at	the	hunt.	Red	Talons	also	pact	with	ancient	spirits	it	listening?	The	wolf	in	you	will	tell	you	what	yousuch	as	Sabertooth	and	Mammoth,	with	mythical	spirits	like	need	to	know,	if	you	do	not	reject	it.Simurgh	and	Sphinx.	The	fallen	totem	of	the	White	Howlers,Lion,
now	runs	with	Griffin’s	brood.	Uktena:	Caching	is	for	food	you	will	need	later,	not	for	fetishes	and	spirits	you	should	never	have	picked	up	in	the	first	place.	Wendigo:	They	understand	us	the	most,	I	think.	They	grow	more	like	us	every	moon.	Character	Creation:	There	are	no	homid	Red	Talons.	Red	Talons	favor	physical	Traits	and	high	Perception;
they	naturally	favor	Abilities	such	as	Survival,	Brawl,	Primal-Urge,	Animal	Ken,	and	Intimidate.	Allies	and	Contacts	are	discouraged	Backgrounds	for	Red	Talons;	Resources	is	restricted.	Their	only	Kinfolk	are	wolves.	Initial	Willpower:	3	Beginning	Gifts:	Beast	Speech,	Eye	of	the	Hunter,	Hidden	Killer,	Scent	of	Running	Water,	Wolf	at	the	Door“I	would
rather	die	than	see	a	world	without	wolves.	I	will	gladly	kill	to	prevent	it.”CHAPTERRETDWTOA:LTOHNES	GAROU	93The	strong	dominate;	the	weak	submit.	This	is	thecore	of	Shadow	Lord	philosophy.	Intensely	political	andcoldly	pragmatic,	the	Shadow	Lords	practice	a	rigidinternal	hierarchy	and	promote	an	equally	unforgivingvalue	system	for	the
Garou	Nation.	Their	very	presenceis	divisive.	Other	tribes	view	their	manipulative	tacticsas	a	reason	to	distrust	the	Lords,	or	complain	thatanyone	so	ruthless	is	marked	for	eventual	corruption.Some	would	argue	that	they	should	be	cast	out	of	theNation	entirely	—	but	the	Shadow	Lords	are	far	toovaluable.	Their	methods	are	often	dishonorable
andsometimes	cruel,	but	they	get	results.	Life	among	the	Lords	is	one	part	oppressive	and	onepart	inspirational.	Cubs	are	taught	to	fear	their	elders	asmuch	as	revere	them.	But	the	tribe	is	also	a	meritocracy—	those	who	have	the	ambition	and	skill	to	succeed	willgo	farther	than	those	who	rely	on	a	misguided	sense	of	entitle-ment.	The	lupus	of	the
tribe	usually	start	by	mastering	this	instinctivedominance	before	they	begin	to	hone	their	more	humanlike	capac-ity	for	deception	and	politics.	Metis	begin	with	the	deck	stackedagainst	them	—	but	are	in	a	unique	position	to	begin	learningthe	tribe’s	manipulative	tricks	almost	as	soon	as	they	can	talk.	The	Shadow	Lords’	tribal	strength	is	that	they
producevery	strong,	cunning	champions;	their	elders	and	leaders	haveearned	their	position	by	constantly	honing	themselves.	Their	tribalweakness	is	that	every	Shadow	Lord	contends	against	his	brethren.Those	below	you	covet	your	position;	those	above	you	don’t	wantyou	coveting	theirs.	Their	constant	struggles	for	dominance	havedealt	them	more
than	one	setback	in	theirongoing	quest	for	power.	This	ruthless	tribal	philosophy	has	beenat	the	tribe’s	heart	ever	since	its	foundingin	what	is	now	Eastern	Europe.	During	theImpergium,	they	showed	no	mercy	in	cullingtheir	charges	—	and	when	the	Impergium	ended,they	still	believed	it	necessary	that	humans	fear	thedark.	Over	the	years,	the
Shadow	Lords	have	made	allmanner	of	alliances,	only	to	turn	on	their	compatriotswhen	the	opportunity	and	the	excusewere	there.	Many	of	these	allianceswere	even	with	other	creatures	of	thenight	such	as	vampires.	Of	course,	it’snot	fashionable	to	be	seen	consortingwith	a	Leech,	even	if	you	plan	toeventually	turn	on	it	—	becauseof	course	it	will
eventually	turn	onyou	—	so	the	Shadow	Lords	aren’t	seendoing	so.	Not	if	they	can	help	it.94	WEREWOLF	THE	APOCALYPSE	20TH	ANNIVERSARY	EDITIONAs	ambitious	and	callous	as	they	are,	most	Shadow	Lords	STEREOTYPESare	still	loyalists	to	the	Gaian	cause.	They	work	to	undercut	anddethrone	weak	leaders,	but	a	strong	and	cunning	leader
earns	great	Black	Furies:	There’s	more	to	them	than	justloyalty	from	the	tribe	of	Grandfather	Thunder.	They	play	one	the	righteous	anger	they	broadcast.	They	have	manyGarou	against	another,	testing	the	loyalties	of	both.	If	someone	in	irons	in	the	fire;	play	to	each	one.a	sept	is	close	to	turning	to	the	Wyrm,	more	often	than	not	it’s	aShadow	Lord
who	finds	out	first	—	and	then	exploits	the	informa-	Bone	Gnawers:	Impressively	clever.	Dangerouslytion	in	the	most	advantageous	way	possible.	As	they	reasonably	underrated.	Considerably	useful.point	out,	only	the	weak	and	corrupt	have	anything	to	fear	fromtheir	investigations.	The	fact	that	it’s	the	Shadow	Lords	defining	Children	of	Gaia:	Their
aggression’s	difficult“weak”	and	“corrupt”	does	little	to	allay	concerns.	A	Philodox	of	to	make	use	of,	and	they’re	very	sensitive	about	it.Grandfather	Thunder	rarely	errs	on	the	side	of	compassion.	Still,	don’t	underestimate	the	utility	of	a	tribe	that	understands	the	necessity	of	cooperation.	In	these	dying	times,	though,the	Shadow	Lords	see
weaknessall	around	them.	The	Silver	Fangs	are	doddering	and	foolish	Fianna:	They’ll	argue	with	any	plan	just	for	theat	the	time	they’re	needed	most.	The	tribes	are	splintered	and	love	of	argument.	Let	the	dispute	run	its	course,	letsquabbling	where	they	should	be	unified	against	the	Wyrm.	The	them	think	they’ve	won,	and	then	get	them
movingauthority	of	royal	blood	has	failed;	the	calls	for	reconciliation	against	the	target.have	failed.	Perhaps	the	only	thing	that	will	unite	the	GarouNation	is	fear.	If	that’s	what	it	takes	—	if	the	Garou	need	an	Get	of	Fenris:	Handle	them	properly,	and	they’reiron	claw	to	bring	them	together	—	the	Shadow	Lords	will	a	vital	part	of	any	battle	plan.	Make
a	mistake	incertainly	take	the	opportunity	when	it	presents	itself.	handling	them…	actually,	let	me	just	say	don’t	make	a	mistake	in	handling	them.	Appearance:	Shadow	Lords	with	high	Pure	Breed	oftenlean	toward	the	saturnine	in	all	forms.	In	Lupus	form,	they	are	Glass	Walkers:	Sensible	fellows	who	understandnotably	thick	and	stocky,	with	the
dark	coats	that	reflect	their	they	don’t	have	many	friends	in	the	Nation,	particularlytribal	name.	pragmatic	ones.	Kinfolk&	Territory:	The	oldest	Kinfolk	families	are	of	Red	Talons:	Tricky	to	persuade	and	more	cleverEastern	European	stock,	but	the	Shadow	Lords	are	drawn	to	than	you’d	expect,	but	fine	hunters	and	warriors	as	longhumans	that
demonstrate	intelligence,	power	or	excellence.	as	you	allow	for	a	little…	collateral	damage.They	don’t	coddle	their	Kin;	they	don’t	breed	with	people	(orwolves)	that	need	it.	They’re	fairly	opportunistic	about	terri-	Silent	Striders:	They	see	and	hear	more	thantory,	but	prefer	caerns	in	starkly	beautiful	settings	like	wildlands	you’d	want	them	to.	Account
for	that.from	a	Gothic	romance.	Silver	Fangs:	There	will	come	a	point	where	the	Tribal	Totem:	Grandfather	Thunder,	a	powerful	storm-	fall	of	the	Silver	Fangs	will	do	more	to	unify	the	tribesspirit	that	demands	a	clear	hierarchy.	The	most	famous	spirits	than	their	presence	does.	Wait.of	his	brood	are	the	Stormcrows,	which	are	inextricably	linkedto	the
Shadow	Lords.	Grandfather	Thunder	has	also	dominated	Stargazers:	How	do	you	deal	with	someone	whoother	spirits	that	others	would	find	difficult	to	control,	such	as	claims	to	want	nothing?	Frustrating.	At	least	they	keepspirits	of	night	and	pain.	their	distance	when	uninvited.	Character	Creation:	Shadow	Lords	believe	in	being	well-	Uktena:
Pragmatic.	Can	be	reasoned	with.	Butrounded,	though	they’re	particularly	prone	to	stress	Mental	they	trust	in	their	spirit	cohorts	more	than	in	theirAttributes	and	Manipulation.	They	favor	a	wide	variety	of	fellow	Garou,	and	those	spirits	of	theirs	are	damnablyAbilities,	particularly	those	dealing	with	guile	and	persuasion.	enigmatic.Allies	and	Mentor
are	discouraged	Backgrounds;	Shadow	Lordsgenerally	prefer	to	hold	associates	at	arm’s	length.	Wendigo:	They	remember	a	great	many	poor	bargains	and	bad	deals.	The	prudent	method	is	to	offer	Initial	Willpower:	3	them	nothing	you	can’t	afford	to	deliver.	Beginning	Gifts:	Aura	of	Confidence,	Fatal	Flaw,	Seizingthe	Edge,	Shadow	Weaving,	Whisper
Catching	“Of	course	I	have	a	plan.	Someone	needs	to	do	the	thinking	around	here.	Now	are	you	interested	in	winning	this	fight,or	were	you	looking	forward	to	a	glorious	face-first	charge	into	a	wall	of	silver	bullets?”CHAPTSEHRADTOWWO:LTOHREDSGAROU	95Restless	and	haunted,	the	Silent	Striders	roam	from	caern	to	caern,	always	searching,
always	listening.	They	are	messengers	and	advance	scouts	for	the	Garou	Nation,	rooting	out	things	hidden	to	the	other	tribes	and	bringing	word	to	the	locals.	Even	in	the	modern	days	of	electronic	communication,	the	Striders	prove	themselves	vital	by	bringing	swift	word	of	threats	better	spoken	of	face-to-face.	They	have	a	reputation	for	being
taciturn	and	aloof,	which	lends	extra	weight	to	their	words.	When	a	Silent	Strider	has	something	to	say,	it’s	often	dangerous	news.	The	Silent	Striders	had	their	origins	in	Africa	and	the	Middle	East,	particularly	Egypt,	but	lore	has	it	that	they	were	exiled	long	ago.	The	tales	have	it	that	they	were	cursed	by	an	ancient	evil	—	a	Wyrm-thing,	an	ancient
vampire,	perhaps	both	—	a	malignant	force	they	called	Sutekh.	Now	no	Strider	can	rest	within	the	boundaries	of	their	ancientEgyptianhomeland—andnoancestor-spirit	of	theirs	can	be	found.	Driven	from	their	home-	lands,	haunted	by	the	spirits	of	the	dead,	severed	from	their	ancestor-spirits	and	fated	to	wander	until	the	end	of	days,	the	Silent
Striders	bear	an	immense	burden	on	their	shoulders.	They	have	not	rejected	this	burden	—	they	still	serve	the	Garou	Nation,	and	take	it	upon	themselves	to	aid	the	ghosts	that	pursue	them	—	but	any	vampire	that	crosses	their	path	runs	the	risk	of	feeling	millennia’s	worth	of	vengeance.	The	tribe’s	grim	reputation	earns	them	a	mixed	reception	from
the	rest	of	the	Garou	Nation.	It’s	technically	expected	to	offer	hospitality	to	a	Silent	Strider,	and	wise	leaders	understand	that	any	wandering	follower	of	Owl	may	have	critical	information	for	them.	But	at	the	same	time,	Garou	find	it	difficult	to	trust	wolves	that	of-	ten	don’t	run	in	packs,	and	that	defend	no	territory96	WEREWOLF	THE	APOCALYPSE
20TH	ANNIVERSARY	EDITIONof	their	own.	The	curse	on	the	tribe	also	concerns	other	were-	STEREOTYPESwolves,	who	have	every	reason	to	believe	in	such	things.	If	theStriders	are	always	on	the	move	to	keep	two	steps	ahead	of	Black	Furies:	Brave	and	committed	women,disaster,	then	will	disaster	come	and	visit	wherever	they	rest?	but	they	still
miss	things	when	they	let	anger	cloudMost	septs	welcome	the	Silent	Striders	out	of	pragmatism,	but	their	vision.it’s	rare	that	the	wanderers	ever	feel	fully	accepted.	Bone	Gnawers:	Generous	hosts	with	what	they	But	even	though	they	may	feel	some	longing	for	a	perma-	have,	such	as	it	is.nent	home,	the	Silent	Striders	have	difficulty	resting
anywherefor	too	long.	They	refuse	to	compound	their	troubles	by	laying	Children	of	Gaia:	Good	folks,	but	could	standclaim	to	territories	that	aren’t	rightfully	theirs,	and	after	so	long,	to	listen	more	and	talk	less.they	have	developed	restless	souls.	Many	join	packs	for	a	while,to	stave	off	the	solitude,	but	few	can	stay	in	one	place	for	years.	Fianna:	They
know	more	than	most,	and	they’reUsually	they	stay	and	listen	for	as	long	as	they	can	—	and	the	more	willing	to	share	their	stories	than	any.Striders	are	patient,	perceptive	listeners	—	and	then	move	on.	Get	of	Fenris:	They’re	always	there	for	you	when	While	they	remain,	though,	the	Striders	are	fiercely	loyal	you	need	them.	Just	kind	of	difficult	to
deal	with	whenfriends.	They	may	not	be	fully	at	ease	in	large	groups,	but	they	you	don’t.value	the	true	companions	they	earn,	especially	packmates.They	feel	much	the	same	way	about	their	Kin	—	some	Striders	Glass	Walkers:	They	know	the	Scabs	almost	ashave	a	lover	at	every	crossroads,	but	many	more	have	brief	well	as	the	Gnawers	do,	and	can



find	out	anythingand	intense	relationships	with	a	single	partner	that	will	see	a	human	knows.	Don’t	understand	us	much,	but	wethe	Strider	far	less	often	than	they	might	like.	Homid	Striders	don’t	need	them	to.thus	often	grow	up	with	rare	and	conflicting	memories	of	theirGarou	parent,	who	visits	rarely	and	often	seems	distracted	even	Red	Talons:
Bad	time	to	be	isolationist,	cousins.then.	The	tribe	has	comparatively	few	metis,	as	the	Striders	Shadow	Lords:	They	can’t	help	treating	you	likeare	more	likely	to	pair	with	other	Garou	than	with	their	own,	you’re	hiding	something	from	them.and	thus	many	metis	cubs	with	Strider	heritage	grow	up	in	the	Silver	Fangs:	The	world	is	widening	and
theirother	parent’s	tribe.	The	rest	are	usually	carried	and	concealed	vision	is	narrowing.	Not	a	good	combination.on	their	parent’s	travels,	taking	what	education	and	socializa-	Stargazers:	They	understand	the	immensity	of	thetion	they	can	at	the	septs	where	they	can	be	revealed,	and	world	and	the	reality	of	the	ground	under	your	two	feet.becoming
acclimated	to	the	road	at	an	early	age.	Still,	the	Just	not	as	good	with	the	people	living	in	between.lupus	Striders	have	comparable	problems	to	face	—	it’s	not	Uktena:	Like	us,	they	don’t	talk	about	half	ofeasy	for	a	wolf-born	to	accept	a	life	without	pack	or	territory.	what	they	know.	Not	sure	I	like	the	reasons.	Wendigo:	Some	noble	souls	lie	under	all
that	With	the	road	in	front	of	them	and	their	ghosts	behind	them,	bloody	ice.the	Silent	Striders	can’t	help	but	keep	moving.	They	can	stay	ina	place	for	a	time,	but	if	bound	against	their	will,	they	become	Tribal	Totem:	Owl,	the	wise	hunter	who	flies	silently	bydespondent	and	withdrawn,	often	falling	into	Harano.	Even	those	night.	Owl	has	a	small,
subtle	brood	of	spirits	to	her	name,who	keep	moving	usually	meet	lonely	deaths	somewhere	on	their	peculiar	creatures	such	as	the	Darklings	and	the	tiny	skeletaljourney	—	it’s	said	that	the	aged	or	sorely	wounded	of	the	tribe	mice	called	the	Twice-Born.walk	into	the	Umbra	on	a	final	quest	to	find	their	ancestors,	neverto	return.	Whether	they	succeed
or	not,	none	can	say.	Character	Creation:	Silent	Striders	tend	to	be	lean	and	hardy	rather	than	thick	and	bulky.	They	pick	up	a	wide	variety	Appearance:	No	matter	where	they	were	born,	Silent	of	Abilities	in	their	travels.	Resources	is	a	discouraged	Back-Striders	are	almost	universally	lean	and	fit	from	constant	travel.	ground;	Ancestors	is	restricted,
thanks	to	the	Curse	of	Sutekh.Those	with	high	Pure	Breed	have	long,	lean	wolf	forms	thatresemble	the	jackals	of	ancient	Egyptian	art,	and	Crinos	forms	Initial	Willpower:	3reminiscent	of	the	Egyptian	deity	Anubis.	Sleek	black	coats	Beginning	Gifts:	Heaven’s	Guidance,	Sense	Wyrm,and	yellow	eyes	are	also	a	mark	of	high	Strider	Pure	Breed.	Silence,
Speed	of	Thought,	Visions	of	Duat	Kinfolk	&	Territory:	Striders	keep	infrequent	contactwith	their	Kin,	who	are	often	dispossessed	drifters	themselves.They	have	no	real	territory	of	their	own.“Trust	me,	I’ve	seen	things	you	don’t	want	to	know	about.	This,	though	—	this	you	need	to	know.”CHAPSTILEERNTTWSOT:RTIHDERGSAROU	97The	Silver
Fangs	are	first	among	the	tribes,	as	they	are	quick	to	point	out.	Descendants	of	great	heroes	and	monarchs,	every	one,	the	tribe	of	Falcon	claims	the	role	of	leadership	of	the	Garou	Nation.	They	trace	their	bloodline	back	to	the	Progenitor	Wolf,	a	genealogy	of	the	noblest	human	blood	and	the	finest	wolf	ancestors.	Through	the	ages,	they	have	been	at
the	forefront	of	the	war,	the	proudest	and	most	magnificent	Garou	—	and	to	hear	the	Silver	Fangs	tell	it,	that	is	still	true.	Other	tribes	have	their	doubts,	though.	Some	charge	that	the	Silver	Fang’s	obsession	with	pure	blood	has	brought	them	to	inbreeding,	and	their	once-clear	minds	have	grown	feeble	and	clouded	through	the	generations.	Weak
kings	demand	respect	for	the	deeds	of	their	ancestors,	not	their	own.	Mad	leaders	care	more	for	the	details	of	their	courtly	traditions	than	for	the	war	against	the	Wyrm.	Far	too	many	fall	to	Harano	for	them	to	be	a	healthy	tribe.	Both	viewpoints	have	some	truth	to	them.	The	Silver	Fangs	do	indeed	descend	from	great	heroes,	and	they	have	also
suffered	from	their	preference	for	aristocratic	Kinfolk	over	healthy	and	intelligent	Kin.	Many	are	as	bad	as	their	critics	claim,	but	some	still	shine	with	the	light	of	old	heroism.	In	some	ways,	they	are	exactly	the	exemplars	of	the	Garou	they	claim	to	be	—	the	strengths	and	the	afflictions	of	the	Garou	Nation	are	reflected	in	the	story	of	the	Silver	Fangs.
From	their	First	Change,	the	Silver	Fangs	learn	that	they	are	meant	to	rule	—	not	that	it	is	their	destiny,	or	their	right,	but	their	purpose.	The	best	of	them	interpret	this	mandate	as	a	form	of	noblesse	oblige:	that	they	must	lead	by	example	in	peace	and	in	war.	The	worst	seize	upon	it	as	justification	for	tyranny.	Their	aristocratic	Kinfolk	families	raise
their	children	with	a	sense	of	being	“above	the	rest.”	Their	lupus	Kin,	of	course,	have	no	real	sense	of	nobility	per	se.	But	the	Fangs	carefully	protect	them	with	the	fullness	of	their	resources,	so	many	Silver	Fang	lupus	still	enjoy	a	more	privileged	youth	than98	WEREWOLF	THE	APOCALYPSE	20TH	ANNIVERSARY	EDITION
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