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The Tale of the Wlai-Coh

Moon Howl of the Wendigo leoked out over thesc
gathered at the Grand Moot, Nearly 300 Garou were gath-
ered to celebrare at the cpern, The matters for consideration
hid been presznted, and the tibal business discussed at
length by those of & mind to speak af such things. The farc
of the humans had been decided for another year. The spirit
hunt had heen performed, and the fire dances danced.

Moon Howl had participated in none ol those matiers.
He was old, and the ways of the spiril hunt and (he [re
dance were not for him, Allhough the full moon shene
down upon the Grand Moo, the elder lupus was Pavored by
the gibbous moon. He was the lover of the ways, and the
eldest Galliard among the Wendizo,

Now. his was the task to instruct the pups 1o what had
been, what was, and what was to come. No one had asked
him to speak: none needed o,

Burning eyes, reflecting the firelight, glowed red in the
darkmess. Mot all the eves were those of pups: Woon Heow]
wis looked upon as a source of great wisdom by many of
the tribe, not just the young,

Muoon Howl stowly rose to all four legs, As he did so, he
reached deep within himsell, releasing the Beast us he had
done so many dmes before. His limbs lengthenad: his head
end body thickened. Within seconds he stood hefore the
ussemblage in Homid form. For what needed (o be said, the
ape form would serve Moon How] s purposcs best,

He locked out over the assembled {ribe, He smiled, or
rather, he bared his teeth ina grmace of welcome, Qut of
respect, no one howled in response,

Moon Howl had already selected the pups who would
help him portray his story. With & single imperious flick of
his head he summoned them forward. They immediately
bounded to their fest and moved to within ten foot of the
Galliard. They waited ¢agerly, tails high with exciternent.
tongues hanging out, To be chosen to participate in the

ceremony af the Shadows by the Fire's Light, by a Galliard
of Moon How!l’s renown, was an honor indecd.

Without further preamble, Moon Howl began to weave
his tales Reaching deep within himsell, wothe spirit of Gaia.
he unleashed the Gill that weould make the pups actors i his
storylelling.

After a few minwes of concenitation, wilth the enbre
Moot shrouded i silence, Moon Howl began to speak i
the Garou fongue, As he spoke, the pups began (o move
under the Galliard’s control. enacting the story that he fold,

apeak of the time when the Tupus 6l cosxisted with

) man, T speak of 1 generanions gone by, Tapeak of

our rribe”s human Kinfolk, the Tndians, nanves of
this continent before the spotlers came. Many among the
Wendigo cocxisted with the Indiang, advised them, hunted
with them, defended them from their snemics, We bred
with them, and our bleod was strong,

Slowly, however, the Wyrm spread iis corruption Trom
ihe gastern shores, ohe western coast and (then back aguin,
reverberating like waves in y lake. Their trains spregd
ainoke and Nt across (he land, and the Gest of their corsed
cars were seen. The Wyrm's allies, the leeches, the vam-
pires, had resolved their war, the war that pitted human
pawn against bumen pawn. These foul cremtures wens onee
o free o spread their corruption.

The Wyrm saw thail the Indians were o threal o s
exislence. Here were a people with respect For the Wyld,
and the way of Mether Guia. In the past. the Indians'
greatest shamans had opposed and defeated the Wyrm's
mimons, foiling all of its atternpts to gan s foothold on the
continent. The Wyrm remembered when the continent of
Morth America had been its own, 4 hellhole on Earth
until the Indians, kinfolk of the Ukwena, Wendigo and
Croatan, came from the north oo defear it The debt the
Woyrm owed the Indians was great indeed.
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Already the Wyrm had influenced the minds of many of
the humuns newly amived upon the continent. Sacred
meunds were destroved, weaties were broken, (housands
were killed, From the Umbra, spirits attacked medicine
men. Many Indians were murdered, others joined forces
with the Greyl Corrupter and not s lew gave In to despair as
thay were herded onto reservations. The Wendigo were
driven northoward ou of their termtories, back the wiy they
had come o many cenluries ago,

Bom during this time were three pups of a single mother,
all sharing the Garou Blood. So many Garou in s single
generation was tare even then, and sugured well. All three
pussed through their Rite of Passages wogether, and were
inseparable. Others of the Wendigo traveled with them,
Lortring @ pack,

These three were:

Drark Cavern-% alker, a Theores, and a powerlul master
of spirits, He dured wo travel deep within the Umbra, and to
realms beyond. It is said that much of what he has scen has
heen witnessed by no Qarou then or since,

Hivwls-to-Luna, an Ahroun, and the mast formdable
lighter of her generation. None could stand hefore her. and
many agents of the Wyrm tled before her rage. ruther than
risk her tlashme teeth and claws,

Cirass Roller, o Galliard, but vog who fought as well as
he howled, It wag he wha traveled the Great Plaims, spread-
ing news of the Garon and informing any who would hear
his voice.

These three were in their thirfieth year when Griss
Raller brought news to the pack. A tribe of the Indian
humumns. the Mavajo, were threatened by 2 strange creature.
The credtore, which the Navajo called a Mai-Coh, wos
human in o). Some [ndians claimed he was o witch,
nthers a werewoll. He held many villages in terror, de-
manding tribute rom all within his evil influence.

Those that spoke out against the Mai-Coh were Jiscov-
ared dead, Some were clawed 1o death as if by the talons of
some great bird, Others had their throats ripped out, and
thiere were those who claimed the Mai-Coh was in league
with the Garow, They said that we of the Wendigo betrayed
our sscred trust o the oibes,

The Navajo, and what remained of the other iribes, lived
in fearof the Mai-Coh. The white man struck om without,
and the witch-being struck from within,

Even then, it was clear that the Indians were (o share the
fate of those wha bare us, the wolves. The white man and
his machines were spreading swiftlv. Still, the Wendigo
wiere sworn (o protect the Indisns. So as one. the pack,
rwelve in number, sware to mavel o the Navajo dwellings
and destroy the Mai-Coh. The pack began traveling south-
ward from their territories in the Great Plains. In the lead
ran the three of which | have spoken, Dark Cavem-Walker,
Howls-te-Lung and Grass Roller.

They were bul & short distance from the Mai-Coh’s
dwelling place when they were set upon. Great black

beasts, resembling our cousins the coyote but several times
Lurger, raced out to meet them. Although oumumbered four
to one, the Crarou mel the charge fearlessly, The great
beasts were not mere coyotes, however, Their strength and
stumina were nearly that of the Garou. The beasts were
formori. covotes corrupted by the Wyrm. They possessed
many strange powers. Some spat poison, snme shol fire
from their eyes, some howled the Dark Litany.

The battle was joined. Howls-to-Luna lashed cut, her
claws gleaming silver under Luna's gave. Her touch was
death to the fomorn beasts, and soon g desen lay strewn
about her. The agony of her silver claws [illed her body, but
ghe disregarded the pain.

Durk Cavern-Waulker called upon the power of Gaia
Herscll, and the 2arth rose up against the fomori. He spoke
a Word of power, and the spirits of the air rose up against
the abominations, tossing (hem about as leaves befor o
SLOTTH.

The greal beasts were unswayed by Grass Roller's
powers of the mind, But, many fell as he summaoned the
Moon Bridges that were his o walk. Scveral he lured into
a nearby canyon, then ‘Traveled elsewhere Lo a point where
he could stan un avalanche and bring the walls down upon
them.

‘The battle raged for muny hours, The [omaori fought
fiercely, neither asking nor giving quarter. Luna had passed
her zenith dand was descending when the batle fmally
ended.

Of the twelve members ol the pack, seven had died, They
had taken twice that number with them in death. Howls-fo-
Luna had to dig hersell out of the pile of corpses formed by
those she had killed.

What remained of the pack traveled onwards. They
knew they had met the Teast of the Mai-Caoh's servants.
However, revenze for those who had fallen, and hatred of
the Wyrm, drove them onwards,

They soon arrived at the village wherein dwelt the Mai-
Coh, The canyon walls rose up aboul them. buot all was
gilent. Not a human stirred. Those who had not fled or been
killed remained in silence behind (heir walls, fearing to
CIErgE.

Tt was Oirass Roller whio strode to one entrance, assum-
ing his Honid guise as he did su. He entered and found 2
brave cowering beneath a hlanket, shivering as if he were
a child trightencd by a nightmare.

“Whar then de you lear, human?” Grass Roller asked the
WATTION,

Al first, the man would not speak, However, Grass
Roller was skilled of tongue, and knowladgeable of the
human's ways. Using his own Gifis, he was soon able 10
persuade the brave to speak of what he had seen,

The man gibbered and shook as he spoke, He claimed the
Mai-Coh had eyes cverywherz, that the crows and the
covoles were its servants. That its servanl, a corrupted
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medicine man, could force the bravest man to becoms as
helpless as o child before his gazc,

Gieass Baller perasted, and soon the brave told him that
the Mai-Coh dwelt within the highest dwelling, The brave
further said that only hall the tribe remaincd. The others
hiaed Ned, o7 bien Killed, Those who had dicd still moved
thraughout the village, their spirits crying out for ven-
geance against the Mai-Coh,

Grass Roller reassored the brive as best he could, prom-
ising thal the villuge would be freed. or the Garou would die
i the elTont. He emerzed from the dwelling; and spoke to
Durk Cuvern-Walker,

“The Mai-Coh ligs above and beyond, in the highest
dwelling., He bas killed many. and it is said their spints still
rowm this place.”

A thas, Thark Covern-Walker said nothing, for he was as
gilen ny Grass Roller was talkative. Still, the Theurge
rdcded his understandmg, for be knew what must be done.

[n his Crinos [orm, Durk Cavern Walker raised his arms
and focused his energies. The ground shook, und the wind
howlied wt u Fever pitch. The Garou that remained looked on
in wonder as the human spiries of the Navajo were swept
through the air to where Dark Cavern-Walker stood. They
swirled wbout hirm in a bright, flashing maelstrom.

“Will you lend us youraid?" Dark Cavern-Walker spoke
o the spirits,

"Crive ns power, that wie may sain vengeance dgainst the
ereature That delivered s into this sorry state!™ the spivts
cried nnt.

Dark Cavern-Walker made the Indiun sign indicating
50 b o aned the whirling clowd of spints rose up intw the
air towards the dwelling where the Ma-Coh lived,

As they rose, the Mai-Coh senf ils own servants, the
crows. Like the coyoles, they had been commupted by the
taint of the Wyrm. The crows were gross, malformed
beings, filled with foul substances which dopped from
their beaks.

Spiries and crows eollided, and a grear strugele began,
The corruprion of the erows was sa great that their spitrle
reached even to the U'mbira, and the spleits Tell screaming,
Yet they fomght on, and many of the erows fell 1o the
ground. Witness 10 a sight few beings had seen, the Garou
locked on as Dark Cavern-Walker directed his spint army
against the Mai-Coh's servants,

The laseapiritdied, locked in moral combar with the lase
foul creature. The two fell 1o the ground belore the Garou,
and the spirit dissipated vs 14 soul was released 1o ravel
beyond the TTmbra to its just rewar,

Howls-to-Luna was the Tirst to put ber paws upon the
path leading upwards, Lung’s dimming lght gleamed in
her eyes as she ascended, Durk Cavern-Walker snd Grasy
Esller behind her and the remaining three Gareu behind
them.

They had nearly reached the topof the canvon wall when
ahuge ereature leaped over the cliff's edge and threw itself

at Howls-to-Luna. So silent and odorless was the creature
that the Ahroon was unaware of the creature’s presence
antil the moment of the attack. Still, her surprise only lasted
o moment, Withour hesitation, she threw hersel? cagerly
forward at the beast.

The creatre she confronted was huge, a lizard warped
by the Wyrm. Its body was several walf lengths long, and
its weight twice that of Howls-to-Luna in her Hispo form.
Its teeth, huge gleaming swords of ivory, dripped ichor.

Howls-to-1Luna metthe creature”s charge fearlessly. The
o collided with o grear clamor. and then the souggle
kegan. The ather Gaton wers forced 1o ook an, torthe path
WA 00 nareow Tor anyong 1o pass heyond the two combol-
ants, To even attempl 10 pass would reanlt in a geeat fall.
Girass Roller reared 1o Moon Bodee beyond the hizard lest
he diatract Howl-To-Lana and Tose her the batele, The ravo
combtants were locked 1ogether in modlal combal. Each
had a death grip on the other,

Hurwls-te-Tuna s hide was streaked with Blood amd gore,
us the Mai-Cob's poardian beast dug ime her body, Her
claws lashed oul, sach blow leuring g hoge gouge in the
crediure’s leathery hide.

For muny muinwbes the battle raged cn, The guardian
heast’s energies were inexhaustible, and THowls-to-Luna
could feel her own eneres dwindling, Her Rage kept her
Imiam Teeling the wounds. However, she knew thatshe was
net invulnerable, Each wound the goardian beast infhicted
upint her weakened her further.

Resnlving herself, Howls-to-Luna lunged for the
creature’ s throat, her jawa gaping open. Her ragth lockad in
the guardinn beast’s flash, Rracing hey rear paws, the great
warrior aisteEd with all of her might, anempting te tear the
creature’s throal oul

The puardian baast howled, but i no avail. 1 shook, i
thrust, it snapped s teeth, bul it could not shake the
Ahroun™s grap. The monsee’s blood was flowing like a
Iiver.

Finally. Howls-to-Luna made one lastconvulsive effort.
The goardian beast crumpled, then fell off the path, She
spat the creatunz's flesh oot of her mouth, refusing to et it
taint her any longer than necessary.

The CGaron concinued upwards along the pach. They
came to the mouth of the cave. The dim light of a fire lit the
cavern, revealing a giant of 2 man, dressed m the garb of 2
Mavajo medicine man. There was no mistaking the taint of
corruption behind i1, or the raw energy contained within the
human Higure.

Howls-to-Lona, ark Cavern-Walker and Crass Roller
srrode into the cave. The madicine man said nothing, but his
eves gleamead with an unboly light,

Cirass Reller was taken by surpnise when one of lus
packmates suddenly leaped upon ham from tha rear, The
Ciarou snapped ol s theoat; her eves were solid black,
Somehiow he medicine man had the power o compel
athers to do his will,
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Herwls-to-Lona threw herself forward, but the human
glanced her way and the air grew thick about her. Time
itselt slowed down and she found herself romning forward
through mfimty,

Drark Cavern-Walker, aware of the medicine man’s
power. reached out with his powers, attempting o summaon
the spirits of rock and aic that dwell within the cave.
However, the medicine man had boeund them to his will,
and they answered not,

Cirass Roller struggled with his mesmerized packmate,
The other two Garow came W s aad, b the medicing
man's thrall fought with demonic strength. Still, Grass
Roller was ablz to throw his packmace o his body, She fel)
Backwards, then lunged ar one of her fellow puckmutes,
The owo fell hoack through the cavern entrunee and off the
path, each one’s weeth locked in the other's throwt.

Cirass Roller saw the fate of his comrades: Howls-to-
Lung immehilized ander the medicine man's gage, Dark
Cuvern-Walker unalsde to summon the spirits that were his
conatant allies.

Cirass Roller looked upon the medicine man. lurking in
the shadows of the tire, his eves gleaming with power, and
he realived the Wyrm servant’s weakness, Leaping for-
ward, he canght a brand of the fire in has paw and tossed 1
across the cavern ioto the medicine man’s facc.

With a shriek, the foul being fell back. stunned and
temporarily blinded. Howls-to- Luna lunged [orward, [reed
of her bandage. Even as she advanced, she eould feel the air
thickening zhout her once more.

"I'he medicine man's powers lie within his gaes,” Grass
Roller thought,

Shifting to his human form, Grass Rofler removed o
shard of mirror from his pouch, As the las1 Garou chargad
towards the medicine man, Grass Rollerhield up the mirror
to mect the Wyrm scrvant's gare

The power ol the medicing man’s eyes reached forth,
only (o be relected by the mirver. Tt was recurned back o
him, and there was ne denving ils polency, The Toul being
fell buck, clutching ar his eyes,

The pack Tovked oo as the medicine man’s cvos wopt
tears of blood and foul substance. He collapsed to the
cavern floor, his body rotting about him as his own power
swipl through hit,

Wilkin moments, the medicine ran was dead. Sansficd,
Grass Rollerplaced the mirror back 10 his pouch of trinkets,
then returmed 10 has wollen form,

The lour rermaining members of the pack searched the
cavern, and readily found a passage in one cormer, con
cedled by the darkness, that led further into the canyon
witlls, Without hesitation, they proceeded onwards. The
tunncl led steadily downward. Tis walls were neither natu
ral ar carved by man, Rather it seemed as if some great
tmneling creators hud bored 11s way spwards,

Their passage was ool an sasy one. Spirils bound by the
Maui - Coh dwelled withm the tunnel, creatores that swept
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through the Garou’s gouls. Snme were the spirity ol the
Navajos, some were white men indiscriminately killed by
the Mai-Coh and some were spirits wearing the guise of the
fallen packmates. Still the Garou moved onward, knowing
that the Wyrm had lost many agents, and would luse vne
more if they proved suecessful,

Finallv, they emerzed inw a huge cavent decp benesth
the sarth. An underground stream ran across the floor, and
strange fish swam through it, Their scales were pale whate,
their ayes were blind snd smyll ereatures rode upon their
hodies,

I'he cavern was hot, s hot as 11 the noonday sun shown
down. The Garou could senss (hat they were very closc to
lhe balzfires that the namelass ones, those of the Lost Tribe,
ploriad in. Truly the taine of the Wyrm was strong in this
place,

The Garou looked about them. Meither sight nor smell
revealed anvone in the cavern, bul a deeper sensitivity
indicated some great evil lurking a1 the very periphery of
their senses.

They did not have to wait long belers the master of the
cavern made his presence known. Suddenly a great black
hole of space was rent in the air, and foom it stepped a man.
He pulled himself through the hule ol the void, souggling
ws il passing through quicksand,

The Mai-Coh wore the garb of a white man, the suff,
colorless garments that the spoilers of nature wore as they
crossed the plains. He was not unhandsome Lo look upon.
However, the Crarou could sense the corruption about him.
Puwer tlowed through him from this place, and back again,
Truly ke was a torce to be reckoned with.

He looked upon the four Garou that had entered his
domain, then lasghed, He amiled as if in welcome.

“What 1% il then that brings you here, Gata lovers?” he
asked. "D you seek vour dooe in this place” How many
more of your number must die before you join our cause?
The world dies sroumd you, My master’s agents are every-
where, and your time is long past. Yield tous, join wath us,
as have vour comrades the Black Spiral Dancers,”

Howls-to-Tuna spat at the mention of the Garou reibe
whose name wenl unspoken, the oncs that had betrayed
Ciaia's defenders and allied with the enemy. She moved
forward. camious of the Mai-Coh's power,

“Gala has not fallen ver” she barked at him, “We
persevere, as does the Great Mother. While one Garou still
walks the face of Gaia, you will never trinmph."”

“But we have!” the Mui-Coh cried. “Already those of
vour blood, the wolves, die around yoo. slaughtered m (he
thousands. Tt tukes so litde o revive the old Tears, The
humans hate you. for the destruetion you cassed when you
penned them in, restricied them, killed them. They join us
in drowes, mwitdngly perhips, bt join ws they do. Tt takes
s0 lintle effort for them 1o embrace our canse.

"With every gzeneralion thal passes, vour numbers are
reduced even further. Many amung vou scorn our ways
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and it i5 not just the Black Spiral Dancers that have joined
us. They are meraly the most obvious of our Garou ser-
vants. Others of your tribe are within our power, and more
Jain us every day.”

“Enough!”™ Howls-to-Lung vried, “*Corrupt those weak
ones among us |F o will. We are better off withont them,
and they shall eventually meel death at our fangs. Gather
your human servanis about you. They will die, and if the
Imperginm must come o pass once more, 50 be i, We
defend Ciaia wilh our lives,

“We know vow will not renounce the ways ol your
master, the Greal Commupter, Now, prepare to die!™

With that, Howls-to-Luna threw herself across the re-
maining distance. Her comrpdas were a mere second behind
her.

With a laugh, the Mui-Coh made a Gesture of Power,
Howls-to-Luna, shifting to her Hispo form in mid-air, was
blasted back by the suree of wnholy green light. Dark
Cavern-Walker and Grass Roller dedead aside, but the
fourth CGiarou was knocked back by Howls-to-1Luna’s body.
There was a sickening crack as the Garow’s leg snapped
under the impact of Howlsto-Luna’s bady,

The two brothers went at the Mai-Coh together. Grass
Reller charged low, while Dark Cavern-Walker went high.
The two latched on o the Mar-Cob's arm and leg, He
laughed again, with delight.

“Dines Gaia hove such poor defenders then?™ he asked.
“She shall he destroyed that much sooner with such inad-
cquate guardians as yourselves.”

With that, he shook the (wo Garou off with o casual
strength that belied his slighl form. They were thrown back,
immediately rolling to their feel. Howls-to-Luna had ra-
gained her footing, while the [vurth Garou managed o
stagger to his feet, favoring his damaged leg. The four of
them advanced cautivusly upon the Mai-Coh.

“Come then. all of vou!” the Mai-Coh boomed our,
spreading his arms as il in welcome. “Come to your
deaths!™

Grass Roller wene first, attempting 10 draw the Mai-
Coh’s uttention 5o that the others could find an opening.

With acasual gesture, the Mai-Coh [ucused his energies
upon the Galliard. Hoge Btog insects swarmed from his
hand, crawling over Grass Roller. Their mandibles bit into
his fur. He shook furiously, bt was unable to dislodge the
insects. They swarmed over him, opening huge gashes in
his flesh, As quickly as he could heal the damage, more was
inflicted. Then the insects hegan 0 creep inside the cuts
before they could heal.

As the other Garow lpoked vn, Grass Roller was con-
sumed from within. The black insects crawled fraom hia
mouth, his ears, his eves, Struggling to the lase w throw
himselt at the Mai-Coh, Grass Roller finally fall o the
ground, dead,

Stunned by the death of their brother, Howls-to-Luna
and Prark Cavern-Walker loaked onin shock. Howling in
rage. they threw themsalves ar the Mai-Cob.

He reached om with an casy motion and grasped Dark
Cavern-Walker by the thooat, With the other hand he
deflected Howls-to-Luna's lunge, Despite the slight ges-
ture, the Ahroun was thrown the length of the cavern.

The Mai-Coh looked into Dark Cavern-Walker's ayas.
Then he smiled. and slowly Dark Cavern-Walker' < hody
began Lo shift. Against his will, he was being rransformed
to his Homid form.

The Mai-Ceh lavghed with gles as he applicd prealern
pressure to the now-homan throat. With a final, sickening
crack. Dark Cavern-Walker's throat smapped like o droed
weed. The Wyrm servant tossed the body aside and ad-
vaneed npon Howls-to-Luna;

There came a how! from the only Garou sull standing,
Annoyed, the Mai-Coh felt compelled to wm around,
drawn by the Call of the Wyrm, He took one step forwartd,
then casually shrugged off the force of the Garou's power,

That was encugh, hewever. With ane last effor, Howls-
to-Luna regained her feat and harreled into the Mai-Coh's
side. The two went down together. She clawead her way up
the Mui-Coh's chest, then locked her reeth in his theoa. Her
claws gleamed silver ance more as she dug them inte (he
being's chest with every ounce of strength she possessed,

The other Garow lunged clumsily forward, vaking at the
Ma-Coh'scyes. Sereaming in pann, the Wyrmagent graspesd
Howls-to-Luna' s throat and twisted with every ounce of his
fading strength. Her neck muscles locked, but she could
feel her head slowly baing rwisted backwards.

As the bencs in her neck splintered, she locked down
with one last forocions offort, The two beings died in 2ach
other’s cbrace,

The lust survivor of the pack moved slowly back. For g
Few rmamnenls there was silence. Then he howled up to the
cavern veiling, the Dirge For the Dead for his faflen com-
rades, 11 echowd snd reverberated throughout the nnels.

oon Howl glanced about the clearing, The
pups, exhausted by the vigor of their pertor
mance, lay panting oo the grass,

ANG go ib came (o pass that a powerful servant of the
Wyrm was defeated, True, there were deaths, and a great
pack destroved. However, the sacnifice was necessary,
Remember, all of you, that we must be willing to give up
our lives 10 defeatl the Wyrm, Gaia asks no less of us.™

With thut, Moon Howl turmed from the moot. He trans-
formed onee more 1o wolf form, and lmped off into the
worads, Behind him. the Hymn of Praise rang oul as the
Wendigo paid tribute to his storvtelling and to the Garou
who had feught so many years ago.
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discretion 15 advised.
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The wal was viewed as beth o voracious kuler and o
sacredd warrior, ol reve red and despized, P iiink i stillis.
Rence Asking, founder of The Welf Fund,

guoted in Audmbon (July-Aupust 19592)
The way tooper abong with vlre wolf 15 to kil the son ofa
ek, The walften 't symbalic of anvehing for me, The wolf

LS & 1CIOUS I!'.:'J"l’l'flﬂfﬁ'."'.

— Pete Story, former Montana state senator, guoted
im Ardubon (July-August 1992)

The wolf 15 an animal that has had a significant impact
on humuan culture. Fairy wales and fables have featured
wolves for millennia. Most European cultures portray the
wolf as a cunning, deceitful killer with no conscience.
Eastern societies, however, have often portrayed the wolf
favorably in their own mythology.

The wolf plays a large part in the consciousness of
humans, at lzast Westerners. Although the number of wolf
attacks on hunmsans i statistically micrmscopic. most people
believe wolves ta be vicious man-killers. To Americans,
when they think of lions and tgers, they envision distant
Jungles. The wolt, however, is the immediare threat. The
wolfl 15 the Killer, the beast thar lurks 1n the wildernass jusi
catside the door, The mythology of the werewall has
enforced this image, Moviesand literature sboul werewalves
continue (o he popular, snd have certainly hag conimbuted
to the bad image of the wolf in most Americans” minds

To the popular mind, it is the woll side o the werewoll
that is responsible for death and destruction. Tt 1s the beas)
uncaged, come forth to assault centunes of ervilization und
social proprizety,

In reality, wolves are nearly extinet in the United States,
as well us most other parls of the world, The prejudice o
human society, based on the metaphysical splil belween
human and animal, has led to the woll's near extinetion,
Man has hunted them with & ferocity usaally reserved for
the mostdangerous, blondthirsty beasts. despite the grossly
exagierared reports of wolf atcacks on humans.

Perhaps humans recognize something all too human m
the wolf, something they wish to deny.

In thiz sourcebook we try to rectify the "evil” image of
the wolf somewhat. Few people are aware of the secial
natizre of wolves, of how they exist within their cnviron-
ment, or of how they in some wavs act as a balancing torce

1M nalure,
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Playing a Feral Garou

Playing a lupus Garou, @ werewoll born from wolf stock,
can be achallenge. Few peaple have trouble pluyving homid
Garou, and metis are ¢close enough 1o human that they offer
few protlems, However, most people may be incomfon
able with playing the part ol & Guarou born ol woll,

Lupus rarely have social connections and they don't
have Resources. In some ways they are more limited than
other Garow characters. A lupus will never have a high
number of Knowledges, and they will never blend in
particularly well when infiltrating human society. If the
Garou are a dylng breed, then the lupus Garou are the
personification of that tinal fate. As the wolf side of the
Garon lincage grows weaker and weaker, so does the
influence of the lupus upon the tribes of the Garou,

So why play a lupus?

Werewoll gives you the chance o take a unique view-
puint, that of & being much closer to Natore than & human
By stretching the Hmits of your imagination, and immers-
ing yourselfl in the role of a thinking animal, perhaps you
can learn a few things about what it means o be homan and
discever that the separation between human and nature
may niot be asdeepa divide as originally thewghe, This book
will hopefully provide yon with & basis {or thinking like a
wolf thinks and scting like o wolf acts,

If you play a lupus, try to capture same of the alien namre
of the lupus Garow. Your prinrities s a lupus Garon are
different from those of a homid Garow, Many lupos rage
againat the destroction caused by the humans, which have
driven thair fellow wolves o near-extincrion. Few lupus
are svmparhetic wsards humans’ drve towands " progress”.
They de not feel that jobs are more important than the lives
of Gaia’s children,

Hemember that most lopus consider humans the greatest
threat to Gata, The Wyrm is dangerous, but humans are its
miain agents. Many lupus believe that If there were no
humans, there wonld be no threat from the Wyom. They
believe that if the humans were wiped out from the tace of
the Earth, or controlled by the Impergium once more. much
of the Wyrm's cormaption weould be ended. And perhaps
they are right.

Alzo, despite the cormuption of MNatuee, the lupus remain
the closest to Mother Gaia of the three breeds. They have
a lugh Gnoosis, and their powers are closely tied to Nature
riselt. In a pame where so much of the action 15 based in the
wilderness, the lupus are the most effective warmors, They
arg the most comfortable of all the Carow when traveling
the Umbra and coping with is mynad threais,

Flaying a lopus Garou is the ultimate expression of
Werewolf's theme of fighting back against thase who
wiould destroy nature. The lupus Garou are the avatars of
Mature, striking out against the unnatural balance that man
has brought 1o this plunet.
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Theme

This earth of majesty, this sear of Muars,

This eiher Eden, demi-paradise

This fiorteess buedlt by Natwre for herself

Agiedrosd imfection and the hand of war.

— Shakespeare, Richard I

The general theme of the lupus breed in Werewoll
chronicles is that of Namre rising up to defend itself.
Specifically, it isthe conflict between humans and Mature.
The two are desperprely In need of reconciliation. There is
alsonlarge gap barwean the lupus and the ether two breeds.
Tor thie other beeeds, the Tupus are an almost alien species.
The ability to ghitt to commaon forms does not provids
understanding.

To the honods and mets, e lupus have an understand -
ing of Mother Gaia that they will never have, and may never
comprehend, To the lupus, the other 1w breeds are oo
voneermed wilth rational thuught, with comprebending what
ix nceurming, The lupus aceapl what is happening, rather
thian wasting Hme in mtonalizing il This is mel o say thal
the wther breeds cannot aceepl whal late brings: however,
the lupus are better al i, more unguestioning,

Woad

darkening summer night
threnigh the grownd iree rosts rm
— Mukalsuka Ippekire

The mood thal should be prevalent in stories highlight-
ing the Tupus 15 two-fold. For homids, the moeod should be
ene of deep, abiding mystery, The dark woods are some-
thing strange and Other. Tis denizens and their behavior are
parl of a hife cycle developed eons ago and left behind by
humans, The woods and the wolf represent the irrationsl,
the unexplainable and the [earsome.

A

For lupus characters, however, the wilderness s home,

It i mot mysteriows but wondrous. A wolf belongs in the

wild, part of the whale of Gaia's plan, The city seems to

have noowhoels, bt only divided pans jumbled together

forming u tapestey devoid of meaning, a reflection of the

mad Weaver The deep woods, though, resonate with

meaning and conncotion, A lupus long separated from

Mature will pinc away, foralthough she is an individual, she
i5 also part of a whole,

Hames

In this book, the word weolf (wolves ) relfers to the natureal
creatures, the “real” oncs, Lupus refers o a Gurow born of
awolfs it is 2 verm for a Garou breed, Feral i3 synonyimous
with Tupus. To avoid confusion, the term homicd refers now
tor the homiad breed of the Garou, whale homan is the proper
term for “normal”™ (non-Giarou p poople,

Wore Information

Below are some sources for more information an wolvies:

s (O Werlves and Mer by Barry Holstun Lopes. Tlis
faseinating hook is an excellent sourcebook on wolves amd
their history, in both reality and legend, A must for anyuns
inrerestzd in wolf hehavior and the ways in which homan
hehavior s often similar.

 Walves & Related Canids, This quarerly newsletter,
aimed at wolf owners, 18 & pecfect source for wolf-related
iformation. incliding updates on anti-woll legislation.
Deborah Warrick. the editor, asks for people fo send news-
paper clippings and magazine articles refating towalves or
other canids, LS subseriptions are 325,00 4 vear. P.O. Box
1126, Agowra, CA 91301,

« Timber Wolf Information Network. This organization
iz involved In variows walf gid achivities, inclu-:ling the
Adopt-A-Waolf Pack program, Wrile lo) TWIN, Waupaca
Field Station, E, 110 Emmons Creck Rd., Waupacn, Wl
54451
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the liige dog
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dwe darkiiess

— Mhizubara Shuoshi

The Tupus #1011 rell of the orgins of their forebears, he
wolf. They clamm thedr heritage extends back thousands of
wenrs, e they were one of 1he Dest bensts of Gana o strde
the earth.

The modern-day wolt (Canes lupus) s 2 member of the
oriler of pmrals known as meal eaters, or Carmvor.
They are distant cousing tr other carmivores Tike the bear,
fom, raceoon, hvena and weasel, Their own Fanaly, the
Carnidae, is that of the dog. The lupos dislike reminders
il such pathetic creglures as taccoons and hyend are e
kin. They take poorly w insuls hased on others” “miscon-
eeprion” of this fact,

Like most carmivores, the woll 55 highly ingelligent,
Anyone who has seen a racconn openng a door catch, or a
dug perlorng ngks, san atiest thal thas Gy pe ol annmel can
lesrn and adapl o ils environment wilh remarkable spewd,

Hurmans thal pretend an understanding of the woll claim
that originally, wolves were a less-developed form of theat
gater, sharing & common gncestry with hooled mammels
such as the deer and moose, Both species developed from
forest-dwelling ancestors, both had relatively high mtelli-
genee, and both-adapted to leng-distance running: one to
rum wway, one to pursuc,

The Tupis know that wolves have always chased prey,
that thear destiny has been that of the supreme hunters of the
carth, They believe thar Gaia made them as they are now:,
anel never were their forbaars anything other than meat
GATErs,

To those homids whe like to think of themselves as
intellectuals, the evolution of the wolf s contusing. Cne of
the garly orms of the wolt was very similar to the Hispo,
o near-wolt, These homids, still feably trying to raticnal
ige the Garou shapeshilting ability as some wzlent for
selt-evolution and not a gift from Gaia, believe thae the
shapas of the Garou follow an evolutionary pattam. This
partern is from burman (the maost developed) to waelf (the
fesast ),

L thiat case, theyare al a loss to explam the Hispo form,
i Jews developed o than the wolf, not a higher one., (it
course, more ralional hwemids point out that this is a
humanoeceniric viewpoint, and has no basis in Ciaia’s way.
It is obyvious L them hal the Garou's evelulion shows a
guiding mielligence, a5 homans (descended from apes)
could not, from & scicntilic: viewponl, ever have co-
evolved with wolves
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Lupus rarely care wboul such concerns, however, a3
evolutionary debate 15 not & strong poinl with them, They
know that Guis has gifted them. and care less for their
ariging than for their final [ate.

Origins

Bany believe that wolves developed on the Norlb Ameri-
can continemt millennia oo, Tobes such as (he Silver
Fangs and the Shadow Lords (who came Lo power in
Europe amd Asig) dispute this. They claim the wolves (irs
began in Asia and Europe,

A Tew particularly foolish Silver Fangs believe that the
Crarou and the wolf developed simultaneously, This allows
them (o trace their linesge back (e the Hrst woll, making
themselves all (e more impressive. Muost other Garou
realize that the werewoll could nol have exisied wnlil
humans walked the carth.

MNonetheless, wolves are spread throughout the world.
When the Uktena, Wendigo and Croalian fribes erigrated
to Morth Amenca, they found wolves already there. surviy-
g throwgh the long dark mght of the Wyirm's reign.

The Pack

Muost creatures that prey on large animals cither weigh as
much as their victim, or hunt in packs. Wolves fall mto the
latrer class. Although packs with as many as 35 individual

wolves exist, the average is much lower, with aboul seven
L ten members iy a pack.

Part of the reason for the small size of packs s the
armount of teeritory cach wolf nocds to sustain ihsell, A waoll
requires about 10 squarc miles of wilderness 1o have
encugh food. Therefore a pack of 10 nesds [0 square
miles, Territorial constraints keep the packs [rom growing
Lo large. Mortalicy and reproductive rates also canse this
number tovary, Thedeath of analpha male will often cause
a pack to break up.

Annther factor in the size of the pack is the amount of
food available. Since the stronges| members ol the pack
feed first, there must be enough food so the remaimder can
eat as well.

A wolf pack commeonly borms arownd & bresding pair, an
alpha male and an alpba female, Wolves mate in late
winter, The female gives birth to a litler ol pups (usually
six). The pups do nedbegin traveling with their parents until
the fall. They have to remain with the pack through the
winter &0 they can learn how to hunt, They do ool reach
sexteal marnrity untl the age of twe, so they remain with the
pack through another winter mating season,

Many sexually mature wolves remain with the pack,
becoming subordinate “beta” males and females to the
urigina] lounders of the pack. Eventually, however, rivalry
arises over lemale lider mates. A desre to seck new
gompanionship or the inability of the territory to feed each
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woll 10 the pack Forces the betas 1o leave the pack and form
their vwn pack. Muother (faia's cycle thus begins angw.

Mother Gaia acts to limit wolf packs through other
means. Pack gize averages about seven wolves (2 mated
pair plus 5-12 newborn and onc-year-old pups). Disease,
food availability, human hunters and other factors can kill
as many as hall a litter inany given year,

There is a fairly even SOV50 ratio of females to males
ameong woll popalations. Occasionally, largely male hitters
are born, apparently hecanss males are more hady or
aggressive. On theather hand, their aggression gets them
killed off more often. Also, mole wolves have o ereater
tendency to migrale, so packs are more balanced, while
lone wolves are usually male.

The social structure of wolves (sea below) tends o keep
reproduction low, When there is an overabundance of pack
members, compelilion or preferred mates. such as the
alpha female, increases, There are also more subordinute,
niom-breeding wolves. During such social competition fights
ensoe. The males usually survive in greater numbers than
the females, further limiting reproduction.

Since most lupus Garou are taken from the pack al
mlolescence, they rarcly experignce this competibon for
mates. Many are surprised when returning to the pack lor
the lirst tune to discover the nvalry between the pack’s
menmbers of the opposite sex over this new alpha,

Waolves roach adolescence quickly and burn brightly,
Wolves have a life-span of ahout ten years, althoogh
wolves have lived e the sge of sixreen. Onee the Gurou
blood manifests in s wolf, the aping cycle slows down
radically. as the human influence takes over.

Wigrations

When a territory becomes unable to support a pack of
wolves, (hey will nugrate. This migration can come about
because o other reasons, as well a5 many which arc
imperceptible w humans. The spread of particulacly un-
plewsuant (ypes of parasites among prey can cause packs to
mave om Also, some wolves have communicated (o the
Garow thal they felt 2 “compulsion™ by Mother Gaia to
travel elsewhere, There seems to be no undersiandable
reason [or these migrations. Lupus find it impossible to
deseribe this semsation o homids and metis,

Such migrations can cause problems. Lupus Garou re-
covering pups going through the First Change will oftcn
find that the pack has imoved onwards. Thus. the lupus have
to follow their Kinfolk, the opposite of the siluation where
homid Garou olien force their Kanfolk to follow them.

Thlf Young

A young woll reaches sexual maturity n about 22
months, During the frst vear it is called a pup, during the
second a vearling,

About three weeks before giving birth. the expectant
mother will dig a den, Sometimes she will enlarge the holes

#

ofether gnimals. Often she will newse o previous year's den,
Meost dens are in elevated areas, near fresh water,

Waolves mate in winter. The female has o gestation
period ol 60-65 days, so births take place anywhere from
Murch (o early June, When a female gives birth, the whole
process can take anywhere from one to eight hours, New-
born pups weight about 2 pound, and are blind and deal,

A pup’s eves open in about 12 days, and it can hear al
approximately 20 days. During this period, the pups begin
to stand, walk. growl and chew, They will occasionally
emerge from the den for bricf cxploratory jaunts, I 4 pup
strays too far, the mother will return it 1o the den.

During this times the pups begin 1o leam social re-
sponscs in regards to the pack structure. This starts with
ritwals of domdnarion among littermates. For the next ten
weeks or so. the pups also form sirong emotional bonds,
Wolves rased by humans will attach themselves ta their
“owners” Inoa similar manner.

After about the tenth week, pups hecome much morc
reluctant to form emotional attachments. This helps to
ensure that members of a pack will remain with their own
pack, and remain wury of other packs, The breaking of this
hond can often be very upsetting to lupus taken from their
jsack after the onset vl the First Change.

During this time wolf pups learn how 1o hunt, Wolves do
not have an inborn tendency to kill, Rather, they are born
with a talent for learning to kill. In the wild, the adults
encourage these tendencies. which lead 1o fully developed
hunting skills. However, even wolves raised by humans
can alse learn to hunt.

Mear the end of this t12n week penod, pups leave the den
and move to a series of temporary resting sites during what
would now be the surmer. Like dens, these resting sitos are
often reuscd from year to year

The pups lase their puppy teeth afler about 16-26 weeks.
They ure umable to bring down prey until after this time.
After their adult 1eeth grow in, the pups travel with the
pack. It is now the late fall and early winter, and food ia
somewhal sparse. The pups must remain with the pack to
gain their hunting skills.

Sodal Strudure

Wolves exist in o dominanée hierarchy, what human
sociologists originally described as a “pecking order.” A
pack has two primary dominance orders, based on sex. The
most dominant of each is the “alpha.” The mated pair that
formed the pack are most often (buil nol always) the alpha
male and alpha female,

Undemeath the alphas are the other wolves, who are
ranked in order of duminance. A wolf submits 1o all above
it, and dominates all below it. Never are two wolves at the
same level of domination,

Cdccasionally, the alpha male docs not breed with the
alpha female, in which case a lower-ranking male may do
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a0, However, the alpha male still remains dominant over
the other males of the pack,

Woebe unto s lewer-ranking wolf that trics to breed with
the pack s alpha. At the very lzas, the pack will drive them
out, and more likely kill them withowt merey . Many lupus
Giarou have been driven o for irving to breed with a
temale they considered an equal, withowt having achieved
a standing in the dominance structure. They are lefi to
wander unfil the time of the First Change.

The wolf that ranks howest in the hierarchy cycle is often
known as the “seapegoal,” Mure often than not, ic lurks on
the outskirts of the pack, l[eeding on what lirle the walves
leave for ic. it appeoaches the pack. its packmntes may
mave out, o at it and deive it off,

There arc three exceprions o this social ordar. The 1irsl
is the juveniles, the pups and vearlings, They have (heir
own dominance order among each other, regardless of wes,
Pups will establish an order of dommation among them-
selves by mock fighting, Lupus Garow are often al the lop
of this cycle even before the First Change.

The second exceprion is the “outcast” wolf, often known
s the “lone welf,”™ Weolves too sick or old to effectively
hunt may sometimes live on the cutskires of the pack, They
are usually harried by the other members of the pack, They
often travel with the pack, following along at a distance but
never joining in. Others travel between adjoining waolf
temitories, feeding on sinall game and carrion.

The third exception are the Garou, A Garon that Hyves
with a pack cutranks the sume-sex alpha. Garou are rarely
present to bead a pack. When they sre present, the other
wolves of thewr pack obey them unconditionally. This
Clarou domunation exceeds even sexual boundaries.

't-:
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D occasion more than one Garow will live with a woli
pack. This 15 the case when o Garou and his or her children
returm (o live together in the pack. Tt also happens when u
sire Crarou rotorns to a pack that its Garou child continues
1oy lives with.

i T,
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In these cases. a separate order of domindtion, similar to
that of juveniles; is formed. The Garou establish their own
domination order above char of the paek, This dominznce
eder is net divided by sex, and fermale Garou often doni-
nate males. However, evan the lowest Garow on this ladder
af domination is superior 10 the pack’s alphas.

Rarely, s non-Jupus Garoa will join with o pack to breed.
1o will Bl intor the superior dominanee order of the Garou.
Huwever, if there are any Tupus Garou present, there will be
& heuled battle for domirance, The lupus Garon consider
the woll packs their exclusive brecding packs. Unless a
nin-lupus manages o dominate all other Garow, it will
descend to the lowest rank of the Garou dominance order,
and most likely he driven from the pack.
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As the maling seqson approaches. rivalries herween
wolves in a pack increase, with a number of conflicts s
struggles as the males vic for breeding privileges: This
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rivaley 15 reflected in the strugele between Garou if morc
than one of the same sex 13 present,

The highest Garow in the dominanes order will usually
breed with an opposite-sex alpha, as that will produge the
best offspring. This is not always the case, however. On
somie rare occasions a ranking Garouw may mare with o
scapegoat if that wolf has some particular twlent that will
help the lupus Garon to maintain and improve its lime.

The doimnance order determines what “priveleges” each
wolf receives. The alpha male receives fst feeding from a
kall, A domdnant wolt cannot have its food taken from it by
a subordinate.

Dominance also determines who leads the pack. The
alpha wolf, when present, determines when a hunt begins,
and eads the pack against the prev. He also takes respon-
sibility for guarding against, or attacking, intruders.

The wolf leader rules through an odd combination of
absolute tyranny and demoeracy, The alpha acts indapen
dently of fis packmates, but thosa same packmates influence
has of her behavaor, 11 they are timed, i is ll1'|li|-ir:!'1_'5.- he will
foree them on, However, the other pack members rely an
the alpha male [or leadership

Such pesitions o dominance are never permanznl, the
alphet male voluntarily or unwillingly leaves a pack, the
sevend most domimnl, the “beta,” will Tead the pack. Even
il the origingl alpha laier refurns, thebela remains the alpha
leader.

& L

Dictermination of dominance i & pack 15 an ongoing
activity: never a rigil hicrarchy. However, in stable times
there are very fow conflicts o determine domination statas,
When something of major proportions happens. the wolves
will vic more intently for o new eang on the ladder of
domination erder. Such cvents can inclode the death aor
crippling of a high-placed woll, o lack of food ar the
acceptance of a now pack member,

Communication

Waolves have a fairly sophisticated means of communi
cation. They relv on three senses: vision, small and hearing.

Wolves rely primarily on sight e eommunicate, through
their posture. The expression of the face and position of the
toil {upright, medinm-height curled or (ueked between the
legs)y are key Indicators. However, [ull body positioning
alse eommunicates o great deul, Such examples include
eroiching and threatening to spring (harassing a subordi-
nate), nuzzling the muzzle or pawing the ground (reslures
of [riendly submission to a dominant) and cxposing the
chestand abdomen {gesture of passive submission),

Oder is another strong means of communication, one
lhat both applies o members within a pack, and betwesn
packs, Among pack members, most activities invoelve ei-
(her the head amd neck region o the anal-genital area.
Smelling the hiead is usually a friendly act, directed by a
submissive male towards a dominant, It developed Irom
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the woy pups will “ask™ a parent to regurgitate food for
them.

The anal-genital region becomes involvad during rituals
of dominance and submission, A dominane will extend jts
rear end rwards o submizsive, while the submizzive with-
draws its own. This is a combination of both posturing and
odor as a form o communications.

A leader also uses scenl marking, both to assart ita vwn
dominstion (by scenting areas around the pack), or to mark
its \errtory for other packs 1o smell and avoid. Wolves will
mark terrain by either urinating on any objeet throsting out
nl the ground {a scent post), or rolling in the ground or
snow, leaving their scent,

Most lupus Garou also use scent marking. If they are
living in a scpt with other Garou, particularly homads, they
are often the butt of severnl unsubtle msults about their
behavior. It is & foolish homid indecd that makes such
comments within the lupus® hearing, however,

The third way that wolveas commumicate is through vocal
expression. Homans know of the wolves" mode of howling.
However, wolves also make whining, growling and bark-
ing noises. These noises serve many purposes, including
communicating submission and domination.

The Garou Howls have their ongins in wolf howls. The
Call to Hunt, The Call lor Suceor, The Wail of Foreboding,
The Snarl of Precedence and The Curse of lgnominy all
begin as woll huowls.
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The other Howls serve various special purposes [ur the
Garou, Weolves are unable o understand the [ull meaning of
such Giarou hewls. However, (hey are ollen capable of
deniving the basic concept ol these Garou commumcations,

.
Hunting

dr ix o cereqmiad vxehanpe, the fTesh of the humeed in
eachange for reypecd for ity spdvit... There is, ar least, a
sacred vrder in (hix, There is nobility, And it iy something
thal happeny only between the welf and his mafor prey
speciex. ft produces, for the walf, sacred meat.

— By Holstun Lopez, Of Walver and Men

Walves hunt prirnarily from early evening to midmoming,
As arule. wolves dislike hot weather, so they roam prima-
rily during the evening hours in the summer. During the
winter, they hunt day or night,

How far the pack ranges varies on the season. Dunng the
late spring, summer god fall. the pups bom during the
spring are unable o lsvel In this case the wolves seeking
Forod mnay roum sy Lar as 20-30 miles away from the den,.

In winter and early spring, the pack travels much further
afield, with ne: limitations on how far they can range other
than the borders of other termitories, Depending on various
circumstances, wolves can travel as far as 45 miles in &
single dajy.

Wolves are carmivores, and their digestive svstem is
well-suited i their disr. Theyeatina “Teast or famine™ tvpe
sienation. They will gorpe themaelves as soon as food s
availahle, eating as much as they can. They will occasion-
ally cache food This s usually to feed the young, orto keep
seavengars away. Otherwsse, they make no effort to leave
part of & corpag for later consumplion

Wolves docar prass. However, this is nol e sustenanie,
Rather, they consume gruss and oiher plants 1o scour their
digestve system of parasites, They occasionally digescdin
as well, but this is a vesult of Tapping up the blood surrounil-
ing a kill. Mewly changed lupus Garou cccasionally engape
in this behavior, bul usually refrain fom it when they
discover Mother Gaia has made them largely immune (o
stuch petty probleis.

Wolves feed on large animals. Their prey consists pri-
marily of deer, moose, cartbou, ¢k and bighorn sheep, If
more than one sort of prey exists within the pack™s huniing
range, the wolves concentrate on the smallest or easiest lo
bring down.

However, wolves will fead on any sort of animal if the
situation presents isell. Birds, [ish, Heards, mice and
rabbits are all provided by Gaia for the woll™ s consumption,
Wolves will even feed on injured or handicapped wolves,
They are also willing to eal carrion, or food at dump sites,

Mot anly do wolves concentrate on particular species,
bur on particoler individuals. They know that Gaia wishes
them to weed our the unfir. During the summer they will
concentrate on helpless nowbom. Other times of the vear,
they Kill older adults and yearlings.




IT fockl i notavailable, wolves are well-suited o rasting.
They cun survive up 0 20 davs wilhowt Food, and function
dl near-peak elliciency,

Walves hunt primarily through scent, They also locate
prev through random chance. especially in areas with many
ef the animals they feed on, And lnally, they can locate
prey through tracking.

Omee wolves have found evidence of their prey, through
sgenl or recks, they stalk their intended meal, The alpha
male of the pack (or the haghest dominant if the pack has
split into smaller Runting  grovps) takes the lead, The
walves trv 1o sneak as close s possible o the prey

A soon as the prey spots the wolves, ot Treese as they
assess (he sitwation. Lupus believe thers is o moystical
communicalion exchanged berein, in the glanee between
hunter and prey. The prey acknowledges the ages-old ways
of the wilderness snd Dees, whereupon the wolves ke op
the chase. T the prey does not flee, more oflen than net. the
wilves will leave and lock for other game, The lupus
believe, like many Mative Americans, that there is a sacred
covenant between them and their prey, regulimted by Mother
Crain and the Animal Fathers.

In the Deep Umbea there are many Animal Lodges,
where the animals’ spirits po upon death, to later be sent oul
into the world again in the cvele of life and death. It s hunter
offends the prey somehow, then the Animal Father fer that
species will withhold the spirits from retuming to the
reabm. The animals will slowly die owmt. This is disastrous

-

tor wolves, who rely on vast herds of canbou and other
antmal for their sustenance. Thus, to the lupus, mainte-
nance of this secred compact is very important. Any homad
who defiles it will be scomed and possibly attacked,

Homid Garou are largely ignorant of this hunting proto-
col and will often attack prey that does not acknowlodge the
chase. This greatly offends lupus Garou. for it is yet another
sign that homids do not understand the sacred mysterics of
the wild, However, wolves are likewise confuscd when
atlacking human's cattle and livestock. These animals
seem o have no understanding of the protocol, and because
of this, the wolves ofien slaughter far more than they need
toeat, never having received the proper signal to cease their
bumt,

This compect does not mean that the prey will not fight
back or give g good chase. Wolves have a good sense of
when their prey can outrun them, and of further pursaic is
uscless, Because of this, the chase rarely |asts lomg. Either
the wolves bring down their prey, or the prey outrins therm,
Larger prey animals, such as moose, can often hold their
own against a pack of wolves if they stand their gronnd,

Against larger prey, wolves will po lor the animal™s
rump, This puts them owtside the range of the vietim’s front
and rear hooves, us well &8s ot ol view ol the creature, Ths
araa holds no vitul parts, However, it1s Jarge and affords an
ared for several wolves to gain hold, Mo animal can cun (o
lomg with wolves holding on w it

Wolves also go [or the nose. When they do so, they try
1o keep their body as far away from the prey’s front hooves
as possible. This attack distracts the victin from the attack-
€rs on its Tump.

Lone wolves and small packs kil their prey in stages,
They will sleike, move out, come back in and strike again,
The goal ia rokesp the prey on its feer as mueh as possible,
Whern the antmal can no longer rise, the wolves move in for
the kall.

Apainst smaller prey. such as deer, wolves rely heavily
om stealth during the initial stalk. The deer is much faster,
and can leap throug h snow with great agility, Its speed isits
vnly defense, hivwever, and even lone wolves can kill a deer
with ease if they catch it

Buth targer and smaller prev will avoid wolves by
entering water, Wolf packs will rarely enter water to pursue
their prey, as this puts them at a storong disadvantage.

When stalking prey that travelin herds {sweh as caribon],
wolves will chase the entire herd, waiting for stragglers (0
fall behind, As is often the case with any prey the woll
hunts, the old, weak and young are the ones to fall behind,
Carrving out Gaia's will, the wolves kill the animals that
will be @ burden on the others of their herd.

An important part of the wolf's role in Gaia’s overall
scheme 15 that #t preys mostly on the old and wesk, This
micans that 1he woll acts as a means of natural selection. If
it brings down an elk sick with mberculosis, or infected
with parasites, 11 has done the rest of the elk herd a service.
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Smaller nnimmals, sich as beaver, hare and mace, supple-
ment the wolt™s food supply duting saparse tmes, With
beavers, the waoll will try 1o cach them away frem the
water. Apninst rahbits, wolves will simply catch up 1o them
throngh superior speed and staming, Walves, particularly
pups, will pounce on mice. For the youngear walves, this is
training for full-fledped hunting activities,

Because of the way wolves leed, they will often bring
down prey but, even afier gorging, they arg unable o
consumeall the meal. This megans there is fod et for small
birds and mamrmals, as well as larper seavengers suchas the
crow and raven. This provides Tood [or some ol Gaia’s
other creations,

Wolves are on good terms with ravens, as much as they
can be on good or bad terms with any other ammal, Ravens
will often follow woll packs, looking for [Tee meals, and
they will also lead wolves to prey. The hinds also occasion-
ally play pranks on the wolves, waddhng up to § resting
wolf and pecking at its tail, They will also dive ata wolf's
head. The wolf will duck then leap up trving to carch it In
fact, wolves never eat or attack ravens,

(Disease

Disease is Gaia's way of controlling the woll populs-
tion, regulating it as suits her, Wolves are particularly
subject to parasitism, Certain parasites develop in the
stomachs of moose, and spread to wolves through con-
sumption as part of their life cyele, Some of these species
(such-as the tapeworm ) are even dangerous to man,

Wolves are subject 10 any number of discases, rabics
beang the most common. Camine distemper also cxists
among wolves, Some even suller from arthotis, Cften, &
prior injury will lcave a wolf susceptible to arthritis. as
bone 15 deposited around &4 joint, Such is the staminag of 4
lupus Garow, even bofore the tme of its First Change, that
they rarely fall prey to these, 5till, there are some lupus who
lived through terrible bouts of fover or distemper belors
adolescence,

Wolves fear malnutritien sy they fear [ew things, Tt
leaves them open to other discases, causing a long. painful
death, It dlso reduces the chance of pup survival, us only the
strongest get enough food to survive.

Survival

Cwer the conturies, the Garon wolves (and homid Garon
secking to bolster the wolf population) have tried to use
their superior intelligence to reduce wolf deaths from
matural means. However, natural diseases and the preda-
tions of man have made this difficult. To some degree, Gaia
herself has declared that only a certain percentage of
wolves will hive to old age. The lupus accept this, but
homids concerned [or the late of the wolves sull ry
occasionally. Their efforts seem doomed 1o failure.

Some homids point ool 1o their lupus brethren that, if
Ginia is 8o concerned about the survival of the wolf, why

22 Way of the Wolf




does she keep reducing their numbers through natural
means? The lupus know that Gaia, in Her wisdoni, 1s aware
that many wolves draw greater attention from man, Boun-
tics have been paid on wolves for up (o 2,700 vears, once
bumans grew brave cnough after the Impergium. There are
still & high number of humans whoe take delight in killing
wolves, and the Garcu can not be everywhere to protect the
wolves.

Actions by the Garon have been unable to substantially
reduce the number of hunters. The necessity of the Vel
imakes it difficult tooutright kill many of thom. After all,
only 4 certain number of hunters each year can “mystcri-
ously disappear during & hunting eip,” before cven the
most oblivious human notes something is going on. Mosi
Garon will indulge in scare tactics to keep hunters away
from the packs they protect.

Whlves and Humans

As the Garou well know, the greatest threat to the wolf
are humans, Men have hunted walves for over two millen-
oiit. The portrayal of the woll as o marauding man-beast is
found in everything from fairy tales to cartoons.

To some degree, the Garou have ne ene to blame for the
extermingtion of the walf than themselves. Their some-
times bloady enforcement of the Impergium left mankind
with a pathalogieal fear of the Carou, In the centuries since,
raan has subconsciously sought towipe out the wolf side of
the Gurou heritage. By atacking the walf, they sariate their
o subconicioug fears of the warewolf

Despite their image, wolf afacks on man are so rare as
Lo be essentially non-ealstent, In fact, wolves will usnally
g oul of their way o avoid humans, even those who invade
their terrilories and dens.

Humans have occasionally raised wolves, Wolves rafsad
during their emotional bonding period arc much morc
likely to become tame than afterwards, Sevoral lopus
Garou of the Children of Gaia were raiscd in bumsn
captivity, which accounts for their beliefs.

Maore often, man and wolf come inte conflict when
livestock is at stake. Wolves hunt laree, hooled amimals,
wsually szeking the most vulnerable, In a corral, demestic
livestock are always valnerable.

.

I the last few decades, wolf hunting has Become popu-
lar with any number of would-be “sportamen.”™ The mos
popular {and effective) means of woll humting is by alr-
plane. Hunters pay exorbitant prices 1o fly in a plane and
shoot down wolves as they travel across miles of barren
Alaskan tundra.

Inn Russia, where the government has declared o "Ores
War on Waolves,” aertal hunting is the most popular man-
nat, Hunters have driven the wolf to near-eatinetion there,
However, hunters also use traps, snares, poison medl and
deadbnlly with grear success.

Thlf Sentience

In Werewalf, wolves have a certuin degree of senlienee,
They have o sense of their own place o nature, This
sentienes is nol in anyway similar to human intelligence. Tt
istuther a sign ol heir closer tie to Mother Gaia. They exist
in 4 holistic world, undivided. They thus seem to possess
wizdom and awareness unknewn in our “real™ world, They
are still, howeyer, quite ignorant of hamanity”s ways and
technological advances. The things of the Weaver confuse
them.

The wolves of the Werewoll world do what they do
because of their acceptance ol their role in Mother Gaia’s
prand scheme of things, They live for the now, with oo
remorse and little memory ol the past. They are part of &
eyele. They know that, through the pack, they will live on
in spirit if not in body.

Wolves have neither the intelligence nor desire o cyolve
beyond what they are now. They have no desire to discover
the wheel, or fire, or MTV. They have no desire 10 hand
together to prey on man, o even the humans that huni them
down, They are content with their place in life, such as it
now 15,

Wolves are aware of the Wyrm, at least as an eppuonent
of Gaia. They instinctively avoid ureas corrupied by the
Wyrm, and have an innate sense of those cregptures of the
Corrupter. There are many Garon Kinfolk among the sur-
viving woll population. Like human Kinfolk, the wolves
rarely participar2 in direct bartle sgainst the Wy, Rather,
they know that Gioda asks of them that they support the
Garow, rather than fight themazalves.
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LowRen veur rame, vour faws, instinetons, and your
false god ave but a dim remembering of a cursed past in
which man was wolf to the man.

- Bartolomeo Vanzerti's last statement befors

being executed

The lupus first manifest their Garon heritage when they
begin to achieve sexual marrity. This 15 when they are
about 20-30 months old. Female wolves tend to mature
slightly more quickly than males,

Gurou will check on their offspring about o month after
their birth to determine if they have the full Garou heritage.
If so. they will brund them with the Baptism of Fire rite.
Hewever, modemn-day lupus cannor always employ this
rite. Mother wolves are fiercely protective of their cuhs and
itis very hard to take the cub fer long enough to perform the
rite, Most lupus Garow that breed return to their pack(s)
each vear, during the time of adolescence, to determine if
any offspring share of the Garou Bleod,

When the Jupus first walked the earth, and they oumum
Bered the homids and meris, they rarely employved the
Baptism of Fire. At that oime, they were not concerned
abour the fate of their packs. As the wolf packs have been
reduced in recemt years, the lupus have raken up this
particular mathod of monitoring therr nffspring.

I'he lupus Garou have a special form of the Baptism of
Fire nte whereby a Kin-Feteh 15 bound o waich over an
entive pack rather than a particular child. A lopus Garow
will aiten band this spinl o any such pack thal 1t comes

across in it travels. The spirit will scnsc if the First Change
is upon a second-generation or later lupus Garou, and alert
the lupus that bound it to the pack.

There 1% # spiritudl imperdtive (hat drves the lupus
Garou to return Lo their origins ul Jegst some (ime Juring the
yedr. Lupus are unahle to cxplain exactly whal this compul-
sion feels like, They elaimil is “Mother Guaid's had” upon
them, and they willingly follow where 11 goides them,
Some homids believe this may be similar o the ongration
compulsion

J3reeding

A wolf pack that a Garou brecds with is usually made up
almost entirely of Kinfolk, When a Garou bregds, it pro-
duces a liteer of 4-8 pups, which grow upas Kimfolk Thess
same Kinfolk later leave the pack, and form their own
packs. Each year the Garou produces a litter of this size.

Because of the near-extinction of wolves. and the dis-
tance separating many packs, it is difficult for lupus Garou
torbreed. When a lupus finds a pack that it believes would
maké fine hreedars, he or she remains exelugively with that
pack.
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Lupus Crarom are lang-lived by woll stendirds. Once the
Giaron blood manifests, the Jupus” aging rate slows to that
of a homid, Since wolves male yveurly, a lupus can parent
many generations of pups. Thus does Gaia guarantee that
the lupus survive under circumstanves thut would other-
wise mean their complete extinetion.

Therefore. a pack with a lupus alpha will consist almos
cotirely of wolf Kinlelk, The other wolves look forward
with eagerness 10 the time when the pups of a liter will
begin to show signs of their full herttage. They are much
mare accepling than pormal wolves of the odd behavior of
a young Garou-to-be, They know that this is part of Gaia’s
cycle.

Packs made up of Garou Kinfelk also last much lenger,
and keep a prealer sense of cohesiveness. Under the protec-
tiom of a Garon alpha, the pack can grow much larger and
still feesd isell, due to superior leadership. I a wolf breaks
off feom the pack to form its own, it is often at the behest
of the lupus Garou, He will keep track of the woll and the
pack it forms,

Oveisionally, o Gurow will breed with a pack that is ot
mile up ol Kinfolk. This more eommaonly happens when
homids breed. They simply pick oura pack more or 1sss at
rurtdom, and never consistently.

Az with humans, the Garou blood can be passed down
through the generations. Therefore owo wolves that breed
may have a Garow offspring. The wolves of the pack oflen
can delecl a strangencss about this odd wolf, She ofien
Becomes the target of harassmient by her hittenmates und (he
litter of the previous year, Uccasionally, even the older
wolves will engage in this harassment. This behavior s
rarely fatal, but it is very discomfiting o the target Garou,

Ciarou that remain exclusively in the wilderness, dealing
onby with welf pack aflairs, are much more likely to have
several packs under their control. They have the time
mecassary 1o ravel back and forth, watching the activities
of &l their packs,

The lupus males with the alpha of the npposite sex.
Criven an average litler of six pups, it is rare that more than
one pup manifesls per year. As many as five years can gn
by with no pup manifesting the Garou blood,

Male Garou will simply breed and leave, unless the pack
is one that they conirul, Female Gurou will usually remain
with the pack through the two month gestadon, give hirth,
and raise the cubs unlil they are ready to leave the den. She
will then deparl, leaving the cubs with a Kinfolk female.

Due to the longevity of the Garou, the frequent birth rate
of wolves, and the shrict adherence to breeding rights. i is
possible lor the lupus to sometimes trace their lnsage. This
I8 nor always accurate, as a recessive sene from many
generalions ago may still outdate the breeding lupus, bul il
allows for a greater chance of recognition, Ofen, pups cun
be traced to their still-living gaent by any distinguishing
farks or coloration of their fur, Thuy the Jupus, besides
their strong pack instinct, possess o sirong family instinct

also while most homids may ot know their troe Garou
[rarent,

Rarely, a lupus Garow is a "lone woll,”" breeding with the
opposite-sex alpha of the pack alter dominating the alphy,
The lupus leaves the pack, returming about two vears later
when the linter reaches the proper age. Some lone wolves
breed with (he sume pack wear alter vear, while others
wandar much more widely,

These lone wolves hive nointerest in dominating a pack,
and only mate with wolves 1o perpetuate their breed, When
they do retwrn o check their hitters for those of Garon
heritage, they tarely remain longer than a week. Many of
these lupus have the Scent Birth gift (see the Appendix),

Select Breeding

Fear'd by their breed and famous by their birth,
Kenowned for their deeds as far from home...
— Shakespeare, Rictard [T

In the last few decades, some lupus have made ellorts W
instipate a breading program o maintain the quality of the
ling, The Black Furies in particular devote themselves
this canse. Some Red Talons have also tried this, although
they are more inperested in guantity than quality. The Silver
Fang have always been select in their breeding, to maintain
their Pure Breed.

It is still unclear what effect this breeding program has
had on wolves. Wolves of the last ten vears have been much
hardier than those of the decades before, Homids claim this
is merely the result af the “law of the fttest.” The newer
waolves must be stronger o survive the predations of humam
and Wyrm alike,

The lupus do not understand Darwiniam, and many
believe that Crala may finally be helping her children of the
wildermess by giving them het atrengeh. They Believe this
i% 4 sign thae the lupus may onee more gain aquality with the
homids.

Claims that a particular tvpe of breeding has improved
the number of Garou born to a pack, or that the children are
of more one sex than another. have not been substantiated,
Both the Black Furies and the Fed Talons have claimed
some success in these regards. Many lupus look upon those
who use these breeding procedures as “unnatural™ and
“against Mother CGiaia.™ This is a posint of some dissension
among the Red Talons.

Rite of Passage

A parent checking up on his affspring will usually bring
other lupus Garon with him 1o harass the newly revealed
Crarow. They will chose the cub through the woods, into |
state of exhaustion. Then, whicn she is oo weary to pot up
a fight, the Garow will fake the cub to the place of the Rite
of Passage, Since lupus tend o check up on their packs
simultaneously, supporting cach other in these ritnalistic
harpsstments, they will put their pups through the Rite
together, More racely, homids and metis will also partici-
pate with the lupus in a combined Rite.
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These mized Rites of Passape can olten lead to internal
squabbling. The homids gain gresl wmusement watching
the lupus cope with their newlound human bodies. The
lupus, havimg no tolerance for what they perceive us insults,
will lash out, This is one of the reasons why mixed-breed
Eiler occur so rarely. Sill, the siuall population of Garoun
and the cven smaller population of lupus sometimes make
such rites & necessicy.

The Change

When earth brecks up and heaven e,

Hew will the change sirike me aned vou

In the fioviese not made with hanads *

— Rubert Browning, "By the Firezide™

When the lupus cub first fully manifests her Garou
powers, she 15 in for somewhat of a shock, As the cub
shapeshifts into more intelligent forms, sha discovers intel-
ligence. The process is akin to having agreat deal of wrilten
raterial but poor vision, Finally the young Garou has o puir
of "glasses”. Homid Garou often describe the same sensa-
tion when describing the way they now comprehend the
spirit world and the new world awanting their heightened
RENSER.

Tt is not that the lupus Garou's mental abililies become
graater. Indecd, in no form do any mental attribute change.
Rather, the lupus now has access 10 human reasoning
processes. The concept of cause and effect, for instance,
taken for gramted by wolves, becomes a new toy for the
shapeshifting Garou

Mewly pifted Jupus Gurou must also deal with walking
on two legs. For sume reasons, lopus have a much more
difficult time moving ubout on two legs than homids de on
tour, Some lupus elders have insultingly claimed that
homids have an easier time vielding to Gaia™s will than
lupras have [Ighting it by shifting to an uanatoral form,

The lupus view the forms of the Garou in a difTerent
manner than the homid or the metis. The other two breeds
are much more strategic in their use of which lonm is best
suited to whal occusion, Many of thess two breeds have
become quite skilled in picking the vight form for a purticu-
lar occasion.

A typical homid may maintain its human form to speak
with am old man at a gas station, then shift o Lupus w
follow a car to a munsion. From there it might assume
Hispo form to leap a fence, then Glabro to jimmy a locked
door, then Crinos to shatter a barred cell,

A Jupus breed, on the other hand, prefers the Lupus form,
It rarely sees anything awkward or handicapping in 1ts
lupus form, and remains in that shape. It is not that lupus
(rarou are reluctant to shapeshife. Rather, they simply see
their Lupus form sz adequate for most purposes.

F'o parallel the abuve example, the lupus Garou remains
in Lupus [orm, and uses its heightenad senses 10 ek the
car in question. Il leaps over the fance, and uses its body
meass Lo burst open the Incked door and the cell
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Regardless of how oflen the Tupus breed shifts o
human or near-homan form (iCever); il gains ong advantage
of that shape, The Garou™s 1ife span is greatly extended, 1o
full human length, Even if the Tupiis Ciarou wees 1o remnain
fn walf form the rest of its cxistence, it would age at o
greatly peduced rats

This was mewt always the case. When Gaia First created
the Giaron, they favored the woll side ol thenr heritage. The
lupus” lite spans were much mere in seeordance with wolf
life expectancy (#-16 years) than humans. When they
wiontid revert to homid form, their body wouold age propor-
tionately. A ten year old lupus’ Homid form would be ihat
af an &0 year old man.

As the centuries have gone by, the woll influence has
lessened. and the human influcnce inereased, Now the life
span Is closer 1o that of humans than wolves, The lupus’
Hezrud form, atter the First Change, will be that of a homid
Il ve or thirteen years of ape. 'The lupus will then age friom
that poinl ooward as if he were a homid.

There are, however, cases of lupus who do not Change
af the proper time. sometimes lving out most of their wall
lives with normal wolf packs, unaware of their true nature.
For these unfortunates, when the Change finally comes,
their Homid forms are that of old humans, cormesponding
roughly o five to gight haman vears for every woll year
past lwa.

The average life span for a Garou is 60-70 years, The
roetia life span is perhaps five to ten years less, due 1o the
handicaps they are bom with, This life span is an sverage
figure. A Garou that lives a paaceful life is quite capable ol
living to 1240 Afterall, Garou are immume w most non-Wynm
disenses.

The key is “peaceful life.” Few Garou live s peaceful
life, They are (Gaia's warriors, and most die & warrior’s
death,

Lupus Packs

Onee a lupus bas survived the Rive of Passage, he is free
tov i as e wishes, He 15 no longer dominated by has parent,
and is free to travel as he wills. Often he will remain with
the prsck he passed through the Rite of Passage with. In
mixed breed Rites, this often means he may be the only
lupis among homids and metis. Most lupos believe s
acceptahle, as they beligve it is their duty bo mide sure their
packmates remain close to Gala,

A lupus may choose to remain with her parent’s pack, 10
which case she fits into the {zarou cham of dominance
which supersedes the vsual dominance order of & woll
pach. The child is usually submissive to the parcnt, and the
parents” ehildren ol an oldee gensration,

i
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Tt is very rare for an ordinary wolf to dominate a lupus.
Occasionally. a wounded Garow that returns to ity pack,
with no other Guarou presenl, may find itselfin & strugghe Tor
dominativn with s waoll. This only happens when the Garou
is the only ene ol its kind within the wolf pack.

A Garow can 1o some degroe overcome the narieal
submissive reaction it might feel to a waolf that stands above
it in the pack's domination order. Unforunately, it wsually
requires Homid or Glabre form to do so. Few lupus can
maintain this form and remain with 2 pack. In fact, lupusan
a pack with other wolves almost never shift beyvond the
near-wolf form unless berserk (when they transform 10
Crimos). A lupus dominated by & woll may overcome the
naturz] submissive reaction by spending a pont of Will-
prower.

Fortunately, the breeding scason of the female woll 1s
fairlyv predictable, Lupus will often wander freely nine
months of the vear, They return to their pack for three
months o mate or check up on their offspring of previous
viears, This gives them plenty of time to battle against the
Wyrm and the humans.

In the Garou's ahsence, the alpha male or female takes
care of pack marters. If another Gurou, the child of the
douhle-alpha, remains with the pack, it leads the wolves, [
more than ong child remains, they [ght it oot for domi-
nunce among themaelves. When the siring Garou refurns, it
reanmes control of the pack. Despite its absence, it is rare
thar anather wolf will dispute this sudden mtrusion.

This three-month period is 8 time of rejuvenation for the
Ciarou lupus. They see it as a ime to Inse whatever contami-
nation they have picked up from contacts with the homids
Manv look upon it 53 a4 time of spirifual purification, As
nited earljer, they almost always spend the entire period in
wiorkl form.

During this time they will take care of any pack business.
This includes looking inta any threats from human hmters,
determining if food hus become scarce and the pack should
move on, and any other matters, The double-alpha maies
during this time, with the opposite sex alpha. The Garou
also selects which wolf the same-sex alpha will mate with,
Some male lupus truvel to several packs, increasing the
chances of lupus Garon being born,

In any case, the Garou serutinizes lus pack with a strong
eye. He looks for a suitable mate for both himself and the
pack’s other alphs. There 15 much jockeying in the domi-
nance order when the Garow returns.

(i very rare oceasions, a wull might challenge the
returning Ciarow. Such challenyes are almost always swifily
defented, The two exceprions of the last century were when
adolescent (rarow, just manifesting (heir abilities, were
able o take their parent by surprise and deleatl him. These
occasions are a cause for mach mirth and celebration, since
another Garon has been bon o the pack.,
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Woon Auspices

M conlree,

thie hall moon shifts

Puddias

Kobervash dssa

From the [irst days thar the Gurou walked ihe earth, thew
have fought the humans. It iz the humans ihat are the
primary agents of the Wyrm, Fighting has been the Garou's
pride and juy. Most ferals belicve that they, among the three
breeds of Garou, are destined by Gaia to fight the mighties
bratides. g

dimall wonder, then, 1hat the Alronn sre the most re-
spected of the lupus, It is the Ahrouns that toeeive the
woll™s share of the aduliivn and respecy,

Galliards arc also well-respected among the lupus. Those
who have heard a wolf howling at night know the beaury of
this music. The wolves themselves gain great pleasure
feom ther performance,

Theurges are well Tooked upon. Thase few lupus that
choose repunciation ofienchose the auspice of the Theurge,
the betier to grow close to Gaia in their last days. With their
high Gnosis and familiarty with the Umbra, particularly
aspects of the Wyld, many a lupus has the deep know ledge
required to become o Theargs.

The lupus once celebrated the Ragabash auspice amang
them, when they tirst shared equal power with the homids.
As their numbers slirank with the encroachment of the

huming, the Jupus grew ess tolerant of the pranksters in
their midst. Few of the more respectable or warlike tribes,
suh s the Silver Fings, the Red Talons and the Ger of
Fenris. have the patience and the understanding for Ragabash
tricks. Other lupus look upon Ragabash with ill-favor, 'Ihe
lupus expect them o be fommidable warriors to make up lor
their prankish noture, Great, however, are the Rapabash
who can break through the sorrow and despair of this dying
breed o make them lavgh.

The Philedox lupus often vie with the Ahrouns for alpha
statug, They tend (o be very scraightforward in their think-
ing. As such, they have difficulty secing two sides to any
1ssmes. Either there is enough food or there 1sn't. Either the
bumans prose o threst or they oo not. Either the Carou
should fight the Wyrm whenever they meet it, or they
shouldn’t. With their gifts, howewver, they make sirong
leaders.

Che Red Talons

thev want fo fir me with a redio-collar

Fo help them track down my own pack!

{ think it's vime we drow the line

ft's pime [0 start shootin® back

But ['ma bad walf baly — cheasin' earfhou’

Fena bod wolf baby — faok o

Ve coman' after vau

— B. N, Kechler, “Bad Wolf™

This tribe is, of course, entirely lupus. As such, this tribe
deserves a more detailed look.

The Bed Talons consider themselves an impartant Tribe,
nearly on a level with the Silver Fangs. While they do not
dispute the estesmed nuture of the Fangs, they believe thar
they are the true puardians of Guia. They feel that the Fanes
have squandered their great heritage and are oo longer
properly concerned with Gada's fate. They are somewhat
disparaging of Silver Fang Jupus.

The first goal of the Red Talons has been, and will
always be, the destruction of the homans, They huve seen
the corruption that the humans have spread down through
the centurics, and know [irst hand of thair 1alent for de
stroying animal species. As far as they are concerned, all
humans are the agenis of the Wyrm, knowingly or not

The real reason the Red Talons have not carried out
wide-scale slaughter of the humans is becsuse of their
current numerte imfenonty, Their numbers have been
steadily decreasing since the Impergium ended. Currently
only 13% of the Garou are lupus. Even the mene violent
tribes like the Get of Fenris are refuctant (o endanger the
Weil. The other tribes have acted to restrain the Red Talons'
more violent tendencies, with some small success,

The Red Talens are awure that although they have many
incredible powers, they arenot immune o death, With chen
numbers so small, they are reluctant to reduce their menm-
bership even further by poorly thought out human massacres.

Chapter Two 29




ke

The Two Factions

There's mhory forvou! ' don 't knew wha you mean &y
“gigre”, Alice said, “Tmeany, “there's o nice nock -down
argument for vou!"

— Lewis Curroll, Through the Looking Glass

Anather factor belind the Red Talons not carrying or
wholesale human sloushier 15 the small, growing number
of Red Talong who are bepimning fo speak af a less than
total cxtermination of humankind. These Red Talons e
nol always present al moots to push this point of view, More
often they arc traveling through the “scabs™ in Homid form,
trying to learn more of the hated humans, However, they
are usually clever cnoweh to leave a fow of their number
behind te inhibat the tribe's natural tendencies,

The Red Talons are not pardeularly tolerant of this
minenty among themselves, They will often dominate the
younger ones to get them to go along with their point of
view. Unfortunately (from a Red Talon point of view), one
cannor dominate 3 submissive into remaining silent.

Ked Talons that favor the view of less than total extermi-
fation are very tight knit among themselves, This allows
them o avold demination by older Bed Talons. They
combine their numbers to prevent a single member from
being overwhelmed. Red Talons of the pro-extinction
faction point to this disrespect for the dompation ordar
tiala established as the result of hwman tamting. The
younger Ked Talons are obvicusly employing intelligence
and cunning, instead of fierce insrince and brote stremgth,

The anti-extinction faction will fight ficrecly to defend
their honor against those that guestion their lovaley to the
tribe and to Mother Gaia. To prove their lovalty, they arc
the most fervent attackers when specific humans are re-
vealed asapents of the Wyrm. Indecd, they insist on leading
such attacks. Although many Philodoxes tend to gravitate
towsards this faction, they are still ferocions fighters.

Make no mistake: the younger Red Talons despise most
humuns. When they travel through the scabs, they look
upon the comuption and pellution with contempr. Seill, in
their travels they see humans that still believe in Mother
Gaia, and fight against the spoilers. These humans are the
onay that the younger Ked Talons believe should be kept
alive. They know that the human side of the Carow heritage
s a5 Important as the wolf side. Without humans, there
wolld be no Garow.

Currencly Sceb Walker(zee below} is the most powerful
lupus of the younger faction. She spends mch time in the
cities, looking both for humans worthy of preservation and
human agents af the Wyrm. She is net always ovailable o
return for monthly moots. However, she makes i a point to
return for all grand moois. where the Garou commionly
disenas human exrnerion,
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Cribal Structure

The Red Talon aibe vs similar in structure W woll pack,
There is analpha rmoale, o lupus ol inceedible powar that has
Tought his way to the top ol the tibe s donianance onder, All
other Fued Tulons must bare their bellies before him.

The magor tribal gathering of Red Talons is in Minnesota
and Canada, Their leader, Blood Bye (see below), domi-
nates every other Bed Talon, He is nol above dominating
the lupus of other tribes, or even homid Garow in Lupus
form. as well.

A5 a leader, Blood Eve’s main weakness is that the
submission of his inforicors i nol 2 permanent state of
affairs. He spends much of his time traveling (rom pack 1o
pack, maintaining domination snd requiring them to abey
his orders. However, when he loaves leadership revernts (o
the pack’s former leader, who then decs whal he wants,
Thiz makes it hard for him to coordinate any - great plan
against the humans.

Any Red Tulon player character will certainly be s parl
of & vast chain of dominance. Blood Eve (or a lesser alpha,
it Red Talons are encountegred nurside of North America)
leads by example, gniding the pack to prey, humans or
Wyrm. However, the local tribe leader does not participate
in every action, A lesser alpha will lead any pack. Often,
this alpha’s desires will not be in strict aceordance with
Blood Eye's geals. Starting player characters will, of
course, e very low in the dominance order.

The main pack of Naorth American Red Talons is broken
up anto soaller packs. Eachis led by its own alpha, and each
alpha in mrn 15 submissive to Blood Eye.

These subpacks stay together about nine months out of
the year. During the winter and carly spring months they
will ravel wo wolf packs so they can brecd and check the
litters of previous vears. The subpack will then reunite at &
rendezvous spot and continue its actions against the Wyrm

The number of Garou in the Bed Talons has dropped
through the kst few decades, and has now stabilized. Blowl
Eye often commands that his tribe go out and breed with
various packs to muintain the woll side of the Garou bleod,

More than homids and metis. lupus in general and the
Red Talons m particular are much more likely to enforce
the commen displays of submission. The Bed Taluns
demund these displays ffom those they dominale, so a
Crarou character dominated by & Red Talon should expect
to show his belly often.

The Red Talons™ adherence to the dominance order is
ane of the reasons other tribes can thwart them. When the
other tribes obtain word that the Ked Talons are planning a
major extermination attack on a human community, they
may send one of their number (usual ly from the Silver Fang
or Gel ol Fenris iribes), That Garou will defeat Blood Eve
incombat and dominate him. This is a dangerous strategy,
amd the other ibes only employ 11 in the most dore circume
slunues,




A Garou that dommates Blood Exve will do so only to
stop swch an attack, After the attack has been thwarted, the
dominating Garou will release Blood Eye to do what he
will. Since many other Bed Talons see Blood Eye's defeat
a5 sign of weakness. there is often a great deal of vying for
the alpha position, This fighting further diverts the wibe
from their planned ateack. Blood Eye has survived three
stuch challenpges during his vulership.

History and Current Status

The Bed Talonz first evolved in Burope, as did most
ibes, They were m one of the thres ribes thal raveled
across what is now Lmown s the Bering Sirai to Ggho the
Wyrm in North Americe, When humans threslensd (he
existence of the packs in Europe. many of the Red Talons
assumed Homid form and traveled on colonial ships wo the
tew ly-founded United Stales. Other Red Talons took Moosn
Bridge puaths scress the great occan to the newly opencd
caerny in Ameriea, such as the powerful Finger Lakes caern
in Mew York Seate, Most of their number migrated, and
tluy Worth America is the base of the tribe's power.

There are & few scattered Red Talon packs in Asia, A few
traveling Galliards have kept them apprised of the tnbe's
mijor power base im North America, A “Great War on
Waolves™ has gone on in Russia during the last half of the
rwentieth century. Because of this, the Red Talons in Asia
have no fondmess for humans and share the goals of most
Red Talons, However, they are far too concemed with
surviving to take any substantial actions,

The Asian Red Talon alpha, Tundea Runner (sce below ),
still tries to keep abreast of the situation in North America.
He alzo takes what aetion he can against the Ruossian
govermment. Finally, he is trving to deteormine the causc of
the disappesrance of $0 many packs throughout Russia,
Whatever spirtual foree 15 behind these disappearances
thredtens 10 overwhelm the Silver Fang and Shadow Lord
packs in Sibera, as well as the remaining Red Talon packs.

Other Red Talen packs may exist in other parts of the
wurld, particuluarly in Berope und Aflnics, However, their
unfamiliarity with the modern world makes it hard for them
fo commuonivale buek and lorth, Other tribes have absorbes
muny of the Talens., Some of those ol adequate lineage have
l[orsuken their imitial tribe and been accepred into the Silver
Fang tribe. Others have embraced the Get of Fenris tribe,
swelling its lupus numbers.

Red Talons and Cities

Crecasionally s Red Talon lupus in Homid form gets the
urge ro mate with @ human. Unlike the Glass Walkers, who
permit such mating, the Red Talon tribe kill the offender,
hunt down the child and kill it, whether the adolescent has
manifested Garou biood or not, This is almost the only time
that most Red Talons will ever enter a city.

The nther reason the Red Talons will enter the city is
when on che trail of a vampire. When hunting a "leech,”

they will spare no effort to kill it. Bed Talens, belicving
themselves the closest of all Gareu to Mother Gaia, con-
sider vampives the greatest abomination upon Her face.
They hate the leeches with unsurpassed passion,

Red Talon
Obpinions of Other Tribes

The relationship berween the Rad Talons and the other
tribes is a somewhar ranuous one. Like most lapos, che Red
Taloms despise the Bone Gnowers and the Glass Walkers.
They believe the Children of Caia ore waak compromisers
that berray the Grest Mother whose name they hove raken.
They respect the Black Furies, the Get of Fearns and some
al the Fianma, They are somewhat wary of the Nilem
Striders, the Stargazers-and the Uktena, because thes find
these tnbes conlusing,

The Talons dislike the Silver Fangs, since they believe
that tribe no longer camies oul Gaid’™s comemandments,
They believe (he Shadow Londs have become ainted by
human infleence. sinee their “power politics” pracices are
ton similar 1o those of the homids, They consider the
Wendigo the closest thing to allies, The Wendige origi-
nated in Norh Americn, eriginally in the Gar north ot seuth
ay far as Mexico by the end of the 1%th century, The (we
have rarely had any mujor conflicts ol lermlory, Many anli-
extermination Red Talons point to the Mative Americans as

Chapter Two

F B T T




h-_TI-'-.-

:
1
i
i

the best examples of humans that could coexist with the
Grarou,

For now, the Red Talons remain a simmering presence
in North America, Where the Talons are active, members
of other tribes will almost always be nearby to keep an eye
on them, preventing any excesses.

The Lupus
Amonyg the Cribes

When the preai tribes first [ormed. the lupus were &
sigmificant part of each one. There are dark rumaors thar
walves once interbred with other creatures. animals such ns
jackals, hyenas aml jagours. Some scholars among the
Craron claim this accoumts lor the ongins of the Silemt
Siriders and the Bone Gnawers, as well as vadous non-Garou
werecreatures found goross the length of Gaia.

In & sense, the Jupus have become the scapegoats of such
legends. When the lupus Garee wers supreme, they made
such claims ygainst the homid Garow. The lupus claimed
bomids were bréeding outside of the walf species while
expetimentng with their newfound powers. Perhaps the
truth lies somewhere betwean, or in an entirely dilferent
direction,

Here are descriptions of the remaining twelve tribes, the
hapus” part in them and bow they interact with (he Bed
Talons,
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Black Furies

This respected tribe has many feral members, including
several powerful alpha temales. This tribe has suffered
from underpopulation for the last century due Lo 115 strin-
gent insistence on piving away nor-metis male cubs o
other tribes.

Im rocent vears, the Black Furies have embarked om an
ambitious breeding program to renew and strengihen their
numbers, Among the wolves, the alpha females often travel
to a pack, pick a suitable mate and force the mabe to breed
with them. On most occasions the pregnant Black Fury will
leave to bear her litter surrounded by her sisters.

The lupus breeding program has shown some success,
und s slightly grester number of famale children have heen
born in the Jast decade. While their numbers increase, the
Black Furics remain the fearsome hunters of the Garow,
The ferals, mostly Ahroun, take the greatest pleasure in
Facing the Wyrm.

Bone Gnawers

This iribe has almost no lupus in it. The lupus oveld
ertering the cities eacept when confrondng the Wyrm, and
they have no interest in breeding during those times. Also,
ferals lack strestwise familiarity and other skills necessary
L surviving as part of tha outcast soclaty the Bone Grawers
UCLLPY,




S0l the necastonal mised brocd coyotafifop, pesscssing
the Garoeu blood but rejected by its pecrs, will Timd 15wy
inf @ eily and gain pcceptance from the Bone Gnawaers,
Alsi, severdl lupus thut bozim their lives in soos have
escaped. Unacoustomed toths wavs of the walderness they
have choscn to remain in the city and become part of the
Bong Cnawsers,

On rare pocasions: o lupuas will forego the pleasures of a
wilderness life, and dwellin thacities, the barter to fight the
Whyrm, These npus lack the skills o pass as any other
sociil cliss, They aften goahant as the homeless, leading
other Cuaroi to think them membiers of the Bone Growers,
The Rone Gnavers themselves care lille one way or
annthar aboul thess impersonaroes,

Thes Buome Graweeres think of the Tupus as maive idios,
conlent (0 pemp in (heir {oresl primeyid withoul any real
urnderstanding of what it akes i survive in e s, croe)
world, They do gaim some amusement oul ol watching
lupus in homid form wrying to make 1t in human society.
Somerimes a sympathetic Bone Goawer will advise a
lipus. Just ay often, she may give seme blatantly incorrect
social advice and watch as the lupus embarasses herself
even further.

Chilren of Gaia

This tribe loemed from a splinter group of the Silver
Fangs when infermal dilTerences arose over the apphcoalion
of the Impergium. Some Philodox lupos become associated
with this inhe when others of their breed rejecied their
vigws of reconciliation. Most ferals beligve humans should
be penned up. =0 the number of lupus among the Children
of Gaia is very small, Humans radsed many of these lopos.

Lupus of the Children of Gaia are probably the most
cambortihde 10 Homid form ol ferals in any iribe. Most
lapies terd to revert o basie imstinets o human anieractions,
Chilelrien af Gata lupos, however, are expenenecd coough
tharitis very hand 1o distingoish what breed they ane maetely
by thear hehavior in Homid fomm

The anti-extermination [Bodon among the Red Taloos
are deyine fo formm o lentative allianee with the Children
Thear goals, howeser, are ol along equal fines, The Red
Talen Faction sl Gavors Barpe-scale destruction of hu-
muns, while thee Chiliren of Gain wonld avoid any
e stroction whal soever,

Fur now, the Bed Talons hope jo gaima betler knowledpes
el humams, aod the ability oo discern their worthiness, from
the Children of Gais. The Children see the anbi-ealermin-
tem faction as o paw in the cave 10 medersting the Bed
Taloms' more savage mstncts,

Farma

This ribe Tias a long pnd distinguished heritage, Wolves
have roamed Ireband and Britain [oecentunes, and so lupus
have equal represemtation with hormds within the tribe. The
homid members value theiwr woigue viewpoinl and
storvielling skalls,

Walves are now rarc in the countres that the Fianna
originated in, However, the fow remamimg packs, dwelling
i the wild moers, arc well-guarded, The Fianna act with
swittdispatch against any hunter that secidentally stnmbles
upon a pack.

Seeking new expericnces o el their tales, Fianna lupus
live almost anywhere, Only the Children of Gaia lupus are
rmore comfortable in Homid (orm. Fianng lupus particu-
larly enjoy singing with s human voiee whisn e opportanity
arises.

Get of Fenris

Lupus have plaved a key part in the history of thas tnbe
The woll™s head 15 an integral part of many Buropean
cullures, The Get has vied with agentz of the Wyrm,
particularly vampires, The Galliards still tell the tales of
gredl apocalyplic altles in easiern Barope,

The [all of the Nagzis, and the newfound freedom of the
Warsaw Rloc countries, have kept the Get from mmintain-
ing the kind of power hold they would like in their native
termitores. They often travel abeoad, secking to expuand
their power base,

Unlike many parts of the waorld, the wolf presence n
castern Europe 15 siill strong, and the Get has lirle trouble
keeping the wolf side of their blood powerful. Some lupus
Get of Fearis remain with their wolt pack the year round,
ruling ower it as the homid members onee miled over smull
monarchics.
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Lugpus tradition plays a large part (o the mies and moots
of the Get ol Fenris, This tribe is perhaps the most wolf-like
tribe that hus hoomd members.

The Get of Fenris is also notable for the number of Red
Talons they have absorbed into their own tribe, Several
European Red Talons packs, spreading westward [rom
Asia, have been unable to reunite weth thedr tribe mates
‘They have forsaken their lineage and the Get of Fenrds have
adopted them,

Glass Thalkers

This tribe is 1he one Teast likaly wo have feral members.
The Glass Walkers are careful-about breeding only wmong
humuans, However, oeeasionally ane of their number has an
urge to “go native” and mates with a wolf. Unlike the Red
Talons. the Glass Walkers will take care of these unwamted
children. However, they trear them as idiot cousins or
retarded children

The Glass Walkers and ihe lupus hold 2ach other in
mutuil contempt. The lupus think this tribe is weak, having
come to tely on the irinkels of buman technology o
improve their lives, The Gliss Walkers feel that the lupus
ara naive idios that have no understanding of the role Craia
imtendad the cities w pluy

Like most Garou, the Bad Talons bavely tolerate the
(ilass Walkers, They feel even more strongly than the other
tribes that the Olass Walkers nsk corraption by the W rme
Indeed, the Red Talons believe thot most Glass Walkers are
already corrupted, The two inhes are mortal encmics A
Fed Talon tracking o vampire inio o city should expect
some sort of confrontation with the Glass Walkers o their
strect gang Kinfolk,

Fortunately, the Glass Walkers, weakenad by the luck of
woll blood, dislike confromtarion. ltendan2ers the Veil and
the secretiveness al their activities. Apninat what they view
as “minior’ threats, they are content to ler other Garou deal
with the Wyrm and its minions. On mere thon one occasion
2 Glass Walker has provided covert aid 1o a Red Talon
hunting a vampire When the Garou defeats the vampire,
thi Glass Walkers step m amd pick upthe places. They also
take advantage of the yampires death to buy up her stock
holdings and properiics i she buud any.

Shadow Lords

This ald and powerful tribe onee bousted many upus
members, The stratified organization of the Shadew Lords
is quite similar to the dominonee arder in woll packs, aml
lerals have no rrowhle tunetioning within this tribe.

Within (he last century of so, howeyer, the Shadaow
Lomls have been less and less concerned with mainiainng
the waoll side of their heritage. They prefer to breed for
cunming and intelligence, as par of their scheme to become
the rulers of Garou sociely. Unlike the Glass Walkers,
however, they realize that the wolt bloed must be sirong if
the tribe 15 o remain sirone,
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Ini the opinion of the Red Talons, the Shadow Lords are
unly alittle better than the Glass Walkars. They feel thut the
Shadow Lords have become oo enmeshed in human poli
fics. They feel the Lerds should spend lass time spreading
their influence and more me Gehiing the Wyrme

Silent Striders

Other Garew know litle of this tabe's customs, sa the
positien of lupus within its ranks 15 anelizar. Other tnbes
betieve that homids, lupus snd menis all share equal power
within this ribe. The mentalify of 1lis tribe 1= somilar to the
“leme wolt™ or “rogue dipha”™ principle in wolt packs.

(M course, wolves are rare 10 Bgypt, where this tribe's
origins are believed to have sprung from, Apparcntly,
thougl, the Silent Striders have made a concerted effort Lo
keep e wull side of their Garou herilage srong,

Most lapus are wary of the Striders. They fail to under-
stand why the Silent Sirwders wander <o and worry that they
risk corraption by the Wyrm

Silver Fangs

The situation ol the lupus within this tribe 15 & mishmash,
Originally the lupus [ction was strong, as the Silver Fangs
were strong proponenis of e lmpergium, Through the
millennia, 4 the lipus populaien has dropped, so has their
influence on this tribe. Many Silver Fangs are proud 1o
trice their neuge W some great Ahroun lopus, However,
they dizmiss the signilicance of lupus in the modern-day
setting.

While Bed Talons accept the Silver Fungs” claims of
superiority, they rarely submit without an overt challenge
of some sort, When a Red Talon and a Silver Fung meet,
there 15 a continuing series of one-upmanship striggghs 10
prove who is supenor.

Most lupus believe that, like the Shadow Lords, the
Silver Fangs are heginning ta lose touch with the wull e
of their Garou heritage, and thus their ties we Mother Gaa,
This has come about hecanse they breed with humans to
gain greater intelligence. Thus dees the corruption begin..,

Stargazers

Since this tribe was originally formed of Garou whio
upposad the Impergivm, and most lupus supportad the
restriction on humanity. (he ferals have not played o very
large rale In this mibe,

"The Stargazers have much in common with the lTupus
philosophy. Both the tribe and the Tupus shon the trappings
ul civalizaton,

O the other hand, the Stargazers dislike gathenngs,
while Tupus share the wall quality of social des. Stargasers
dis not aften breed with wolves; thus there have been [ew
lspiss born to the Stareazer tmbe The Stargazers are nol
unwilling to accept comverts, however. But few lupus have
the proper commitment to intellectun] pursuics o ke an
interest in the wavs of the Stargaecrs

The Tupus ymceng them, however, ure elign renowned for
their deep wisdom and understanding ol Mother Giaia.
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Much that i« inexplicable and contusing of Her wiays are
casily explaaned by the lnpus Stargazers

The relativnslop between Ked Talons and Stargazers are
sirad el Hoth lerate the other. However, the Red 'Talons
consider the Slurzaaers g inlospective, The Starpazers
T v contemtion witl the Red Talons, ot avoid the oribe
tideter conflicl.

Uktena

The relationship between Native Amcrican and wolf
was o tight one. Both the Uktena and the Wendigo mibes
Iave close Des o Nalive Amaricans.

The Uktena are less assnciated with the lupus than the
Wendige. This is primarily because the lupus rarely pursue
the miyatical secters of the Umbea thar the Ukrena so
farvently embrace, and thus the Ukrenn bregd more oftzn
with humans, [t is nor thar the lupus are uninterested.
Rarher, they do not seek tonse the power of the aparicworkd
lor thear own ends, as thi URtena do, Althaogh the LTk te
are secrelive abom the exact nombyer and breeds of ther
mernbers, there are surely o few powerful Tupus Theurges
withan this tribe.

Adthowgh they share s continenl with the Ukiena, the
Red Tulons are wary of this tribe, As lupus (hey heve o
manor sversion o the Uklena’s alfiliation with (e malevo-
lemt beings of the spint world, Because ol this, the Rad
Tulons look vpon this tribe with horror and disgost, S611,
they marcly displuy such cmotions openly, Instead, they
merely iry (o avoid Uklenas whenever possible,
Wendigo

The other Mative American-related tribe, this proup has
a relatively high percentage of Tupus members: When the
Mative Americans sirode the plains and forests of America,
they were moch clossr o the woll than other hunsns.

A Garou child raised by Indlans did net share the
prejudice against breeding with a wolf to produce o feral
ehilel. This aversion has prevanted many rribes, such as the
madern-day (et of Fenris and Silver Fangs, from renewing
the smber of lupus within their own tribes.

Il prailsle i s, the diys of the Indian are long gone, The
Wendigo tribe has been pushed hack northwards aleng the
prantty ol their original entey onte the North Aamerican cont
nent. Several Wendigo elder lupus, horn when the Tndians
were alill powerfnl, have survived and Tive ooday. How-
ever, most have dicd mobantle. The Gaceu of (his oribe,
havrmiel smed Topees hath, Tind they ore now carrying on the
triition of u cultore asclase e extinetionys the wollisell

The Wendipo and the Bed Tolons” uni-extermination
Faction get dlomg well. The high number of Tupus members
mutkes the two tribes guite comfortable with cach other,
When the twe tribes” sphere of interest cross. they can
operate guite effectively. Several comhbined Red Talon/
Wendigo packs have attacked o major dam project in
Ouebec, delaying its conatruction by nearly avear, Wendizo
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aften receive free passags throueh the wilderness areas the
RKed Talons control

Enemiies

The lupus arc wiwelenting o their pursuit ol the azents of
the Wyrm. They malntain that they are closest w Gaiy, and
that her pain 15 therr pain, Whether they e fomor,
imdustrial executives of vampires, they throw themselves
inte any battle with a challing lerovity thal has given clder
VAMIPITES Pause.

Chne of the fow things that will worry a lupus, and 4 Bed
Talomin particular, is if their pursuit Lakes them inbo a <ity.
They hate the scabs, hate even traveling through them.
Because of this, they rarely hear of Wyrm activitics withim
a caty. Instead, they end up sinking oul al the Wyrm's
nunions when they enter the wilderness v complete some
netarous scheme,

Oecasionally the Glass Walkers will let word pass to the
Red Talons of some menace within a city, ong they feel the
lupus are best suited o deal with, Also, & Wyrm minion
who escapes the firsl attack of a lupus may well tlee toa
city, seeking salety. In these cases, the lupus will pursue.
Dizapite il awhwardness, despite its untamiliarity with
hunian custors, despite its horror at the tilch and polTution
surrounding it, the lupus will chase ots prey (o the ends ol
the garh

[Mere then ae & fow epemics of the Garou and the lupus’
imleracihion with them,

Black Spiral (Dancers

Much to the displeasure of lupus Carou, the lerals are
wellrepresented among this tribe In fagl, some Garou
believe that secret packs of specially-bred wolves Turk in
dark, forhidden spots. The Dancers wse hese packs
produce more hapus pugps.

These packs of Black Spoal wolt Kintolk are powerful
mdecd, but rare. Garou Kinlolk, whoe can seose then
umnatural existence, have killed many of their number, The
tew packs that have survived have grown peswertul mdeed,
Thew are scattered throughout northern Canada, and ke
pains wr avend any conlhict wih vither woll pachs

Theve are also mamors of other creatuies, stiangs muli-
tiens of Lraia’s favored hunder, creatures aliered by the
Woyrm s corruptien. Althougl ey are rare i Uiis day and
age, in the past fomerl tormed of woll and lesser huniers
tauch as covoles and hyenas), instead of humans, wers
LM,

The Dancers value the Contributions of the lupus more
than certain Garow tribes like the Glass Walkers o the
Shadow Lopds, The Wyrm 15 vnwilling to let any weapon
go unused. 17 the Garon would toss aside a weapon. then so
mivch the betler for the Wyrm,

Amoang the Gurow ;|||:I|.'|'.1'. there 15 no QUAEITET gEven to &
lupis ol the Bleck Spirsl Dancers. Anyone thinking that
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v lupus might feel sympathy foranother will be surprised
when they see two grear heasts gaoing Tor each other's
thresats. Many bardes have ended in mutual destroction, bai
the Gurou lupus do not regret such deaths, Indeed, they
consideriva grear homor W desiroy one of their own that has
been corrupted, aven iUthe resylt is the Garon” s own ceath,

Uampires

Lupus are often subject o mliliranon by vampires pos-
sesing the Protzan disciplioe. Since lupus are unwilling 1o
shift out of wolt Term, vumpires rarely need roworry jhout
duphcating the various formb of the Garon

Fortunaiely, most vampires whe oy such infilinitions
are Gangrels. For reasons the Garon do oot understand, this
bloadline of vanmpire 1s somewhat sy mpathetic 1o e Gurou
cauge. They donot infiltrate a pack o gain knowledge or
scheme. Rather, they scem to enjoy coexisting with wolves
and Garpu, Often, these Gangrels will join g wolfl pack in
wilt form, unaware that (farou are present in lupus form as
well.

Ira Bed Talon hepus detects a Gangrel in their mudst, she
will destroy him, Immediately, Witk no quarter given

Despite the Red Talons' hatred of the lecchos, the
contlicts Detween the tribe and vampires are rare, Red
Talons wre unwilling to enter cities 10 Bunt dewn vampires
uniess they already huve the scent of one By the same
teken, vampires sre usoally unwilling 1o Jeave their city
kingzdomes

Thus. Red Tulons and vampires rarely mest. When they
i, 1t 15 almost always in the vampire™s home Lerritory, s
the Garou pursues her mto the city. The only exceplion w
this is when & vampire ventures into the wilderness, usaally
in scarch of some powerful caern or fetish. Occusionally
the vampire may leave his city stronghold 10 supervise
somc project his human pawns are involved 1n

These vampires almost always bring many powerful
ghouls ind human relainers is bodyguards, Still, omce they
leave the cities they ure in Gurow territory. They know they
are easy prey ooa Garoo pack. Their strategy is one of
stealth and avoidance, rather than open confTicl.

Playing a Lupus

Nelire, (odbe commanded, must be abeved
— Trangis Bacon, Nevur Qrganum
When playing u lupus, the firstthing one must remembe)
is that ane is bom of wolf, All too often. a characte
pertraying i lupus character forgets that he 1s playing an
animal, one that does not think like a human, The special
Qualitics of the lupus are lost ax it becomes morce human

Perception

The first thing to nole is that, while all Garou have 4
heightened ability to sense their enviconment, lupus are the
hreed that think in terms of all their senses, They rely
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primarily on smell and hearing, and to a lesser degree o
taste and sighi,

Adapus Garou, when meeting a stranger is likely o sniff
at them, and taste them il possible. For lupus, the first
impression is that made by smell. Someone wha smells
moed 15 welcomed, someone who does not is suspect.

O course, the Jupus sre closer o natree, soo what they
consider "pood™ and “bad" may differ feom Buman stan-
dards. Bottles ol perfume, for example, while smelling
good, are not g natura] edor of goodness. Addidy inshaven,
ragped hermmil who has been in the wildermess lor yoars and
never showened would be acceprable, The hermil s odor is
aresult ol nature, nel man-made ndor.

M Jupus is as likely o thmk of someans by smell as by
name or appearance. The lupus have Toand it dilFenlt (o
convey this mnpression o any but another lupus, Even
homieds in Lupus [orm, becanse of theirway of thinking, are
unable w understand & Iupos deseribing someone by a
unigpe cilor, They ave unable to graspihe subtletics, and the
Carou wongue spoken in all fooms is nol enough w provide
cemprebiension,

Lupus characters think diflerently. To them. the ideaaf
cause and effect is a toreign one. Only in full human form

arc they ahle 1 grasp the concept that something may leqd
o semathing alse

L™

(Mherwise, the lupus have little coneern for what has
come belore, They can learn from experience, and have
memorivs ol the past. However, they do not ateach moch
signilivance wevents of the past, and do not let them affect
theirvurrenl course of uetion, A lupos thattakes a sl maote
may kill that mate ifhe became transformed by the energies
el the Wyrm, However. the lupus weuld teel no hesitation,
She might mourn the loss later, bur she will accem 1he
necessity of the maement without the dowhrs thar generally
Besicge homids and metis in similie situations,

By the same teken, lopus do ool anticipate the (uture,
Certainly, they can come np with aerude estimale of whal
will happen five muoutes Trom oow af they de something
now. However, long-term planming is heyond therm, They
arc content to live dav-by-day, dealing with thangs a5 they
come. They know that Ciaia will prosvide Tor them, or she
will not, The decision = Hers, nol theirs.

Lupus Chronides

Adventures festuring lupus characters are among the
most challenging to run. The lupus, by their very nalure,
sulfer mitations on where they can functiom. They lack the
homan instincts that allow them 1o lunciion in he ciies,
Their initial mix of starting abilities 15 also limated, as the
metis and homid abilities are not,

Amemg the list of story concepes from the Werewoll
rilesbook. some are more suited 1o lapus-and wilderness-
ariemad sdventures than others. Even the Civilization
concent will wark it kept 1o an occpsional basis, Whale it s
:':njn}'.a’r:-le 1o have an occastonal sdveniime where the lupes
characters are complerely out of their clement, this s nol
really thn on a conlinuing basis,

Histori n
storical Settings

A primary Tactor thal will influcnee your stories is when
vl chiwese 1o st them, This book is written from the
perspective of the modern-day Garou, when the lopus are
levw in nirmibeer snd o minoity within the ranks of wercwolf,
e interesting choice might be to make the lupus a
dlomininl fuctor by sctting your chronicles it a proviouws
hestorieal sge, before or during the Impergium, or anytime
thereafter {up to about the Renaissancel, This gives you
severdl benefits,

The Jupws of the older cras are the superior breed among
the Garon, Mefis are almost non-existent, and the homids
are just coming into cheir own as Garou. During this era,
powerful tribes such as the Silver Fangs and the Get of
Feoris have many more lupus members,

The first step is o eome up with suitable challenges
Humans Baek che resources to provide Garou character with
much af a challerge. Shotguns and subimaching gunsare o
thing of the fomre. A peasant with a pitchiork is not going
to pose much of a challenge 1o a bloodihirsty Hispo.

Addventures sel i this eraowill deal with the Orst siirmngs
ot the Wyrin. Muny advemures will take place in natural or
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spirital settings, There e strange spints roaming the
L'mbra and whart lles beyond, spirits ondreanmed o i e
modern-day, Soime are allied with the Wyrm., while somée
have their own pwisted goeals:

There is also a cortain sense of dooim aboul campaigns
sctoin this ern. Uinless yvou plan on diverging {rom the
cstablishod modern dayv Garow™W ymm conllict, the plavers
will know that their characlers, the lupus, are deomed to
Slow extinction, s are the Garou themselves, The Wyrm
will become more and more powerful, and all theie battles
are for naughl, Froperly dpne, the sensc of foreboding can
miake for a highly effective chronicle.

W odern-Day Setting

Lupus-oriented chavacters in the modern day are some-
what limited. Tn 4 sense, tume hae passed the lupus by,
Despite the frenzied effors of the Bed Taloos, and the
breeding programs of the Black Furies, the lupus come
closerand closer toextinetion. This eglinction threstens the
very exmstence of the Carou,

Here are some suggestions [or story idess for lupus
oricnted chronicles:

» Bload E,‘r'll, teader of the Red Tulons, plans major
MudssUlTes aEanst homan sertlements in Minnesota and
Canada. The ]I:IJ'!llF. characters iy b For (hs ddea, mowhich
cus they will hove toeope with the other trbes that wil |ty
o thweart these amtacks. The character will o physical.

magical and spiritual threats o8 they try to make sure the
humian extermination goes well,

* The churacters ane part of the Ked alon faction that 15
sympathetic to humans, They are more comfortables work-
ing in 4 ity enviromment. However, they face several
challenges. They must persuade atler Red Talons w (heir
view of humaniry, and dzal with the threais of the Wyrm
They will be walves on the spol when the Wyrm réurs 1ls
head in the cities: Because of (hedr situation, they will be
unuble to call upon ather lopes for supporl. They may alse
heconne dormajor threat (o he vampings, Thus., they willhave
(o deal wilh the léeches on o duy-lo-day busiy instead of
infreguently

*The hupus characters are 1o the United States or Canada,
The elders of their tribe have ordered themto guard a caemn
dgainst the huomans, The caern les reladvely close o
human cities. They will bave to defend against developers,
bunters and Wyrm servants that suspect, it not actually
know of, the caern’s locations. [F the Wyrm only suspecis
the caern’s location, the lopus will have 10 be much more
subtle w thew efforts, Actively delending (he caem may
actually alert the Wynim 1o the presence of that which o
sk,

Lupus of Hote

Whal fellows are some of the most sigmficant and
interesting Lapus in the world today. They arc not neces-
wan 1y the most powerful, Howcowver, they are eften involved
in the affairs of the world, or hiave a grest impact on their
b,

Rlood Eye

Blood Eye was bown i Minnesotiaon the vear 1957, His
parent. Three Paws, tetined o the pack onge year afle
Blood Eye’s birth wo find the cub lad prematurely mani-
tesned some of his Clarow abilities. With his superiorstrength
and intelligence. Blood Eve had already-asswmed the rule
af Ciarou deminant in the pack. In fact, he gquickly per-
ceived his parent as g nival amd challenged him we g duel,
I'heee Paws was just able wo defear his child

Blood Eve's parent tonk him from the pack and in-
structed him in the ways of the Garou und the Red Talons,
The voung cab soon rose (o become leald alpha ol a Red
Talon subpack. At the age o 25 Theman years ), he became
alpha nwale ol g1l the Bed Talons, and ruler ol the inbe, He
has remaimed in thal pesition e dos day,

Blond Eye is the strongest proponen! ol the Red Talons
pJ!jl-.‘ﬁﬁpl'._y. Ie has personally led dogzens of magor taids on
human communmies. Fach month he legcds the tribal moot,
There, be takes great pleasure inmeeting all challenges to
his leadership

The ceely reason the slingher alhomans mthe Midwest
ern L& and Canada has not heaunis that the other tribes are
umwilling toosee the Vel compromised. On the three times
when it hus hecome necessany, other tribes have stepped in
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and their lgadarshave temporanly denunated Blood Lye to
prevent the massacres.

This has only fueled Blood Eyve's resentment of the
homid-led tribes. He 15 reluctant o ally with any other tribe
except for the Wendigo. He rrusts only his own Red Tulons.

Lz a ding soat of wav, Blood Eve knows that his leader -
ship is atenuousthing, and that he will he ultimately unable
o provide any cohesion (o the tibe. His subpack leaders
will only submit to hin when he is presant with them. Still,
e aecepls this o o’ s way, the matural order, and never
rails against il Rather, he accepts i amd works within the
srtuativn as best be can

Seab TWalker

Scab Walker gamed her name from her habat of strolling
through the cities. which the lupus consider scabs upon the
face of Gaw Many lupus consider the name somewhat
disreputable. bot Scab Walker bears it with pride,

Seab Walker is a vounger Garow, bom in 19700 She is
one of the small minerity that believe that full exlinction ol
the humans 15 not the way, She belizves that the Garou
should keep the best and brightest of the homuds alive, Lo
keep the Garou blood strong. She realives, as most Red
Talons do pol, thal humans and wolves must coexist, and
that both sides contribate bo the strengihs of the Caron

Seab Walker has g follosing of Red Talon lopuos bt
kelicve as she does, They aperate out of several citics in the
Midwest, includimg Chicago and the MmneapolisfSe. Paul

s, :

argia, They spend most of their time among the lower
classes, trying to gain as much knowledge as possible of
hurmans and their wavs, In this manner, they hope (o
determine who will be eligible to leave alive snd who to
kill.

Scab Walker is sonrewhat naive, and the Glass Walkery
accazionally manipulste her pack into fighting the Wy,
On oreoceasion, Minneapolis’ 'f';|I'|1|'|il'-:— |'||"t|1'|-:1gr:n tricked
her pack into fighting a group of Brojoh vampires. Her
sullibility g ome of the reasons hat the Kindred (at least, 114
ramking mcembors p folerate her presence in that ciry.

Scab Walker s primnary stresgth s her extensive net-
work of Comlucts and Alles, She has [neonds witing the
Ciloss Walker, Clholdeen of Crna and Bone Crnawear tibes.
Sheis v skilled epouph Gehier thal she can baold ber own
dgainst musl Red Talons, b avond domimation. She is alse
o skilled leader and, by lupos siandurds, o very slreetwise
individual. She is one of the few Red Talons comtortahble
with human form snd customs.

Cundra Rurner

Tundra Runner is a 43-year old Garou born in Russia,
Throuwgh sheer phyvsical strength and willpower he has been
the domirant Alphaof the remaining Red Talons in that
caonmiry Tor the fast 20 vears

Tundra Runner is a skilled leader. However, he is seri
ously ca-gunned and owrmatched. The Red Talon
population in Bussia is less than one hundred. The Russiian
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government's “Great War on Wolves” has reduced the
bresding stock to almosi nothing.

Tundra Runner has also had o deal with the récent
supernarural surge of energies throughour Russia. Whae
ever power lies hehind thase avents, it strikes ar Garou and
waolves alike, regardless of rrihe. The Silver Fang and
Shedow Lords have taken serious losses. However, the Red
Talons have also lost several members,

Tundra Bunner is unaccustomesl 0 parforming covert
operations, However, he has senl several packs, macde up ol
Theurges and Philodos, towards Moscow, the appareni
spurve of the supernatural power. Their goal is o find oul
what lics behind these events, and bow il can be thwirled.

Woon Howl

At the age of 112, Moon Howl is the oldest living lupus
it the Morth America He was born when the ferals still had
some poweron that continent. As a member of the Wendigo,
he can still recall the days when the Indians and the wolves
worked together. He is also well aware of the fate of the
Indians, and how the lupus” hves may mirror that.

Meon Howl i3 content to travel the continant, spreading
tles of the old days. His stories mre all the more effactive
for his having baen present to witness many of them. He is
weleome ar the moots of many tribes. Becanse of his lupus
nature and the good relations between the Wendigo and the
Red Talons, he 15 often present at the latter’s garherings.

Wind over Warer is the most powertul lupns of the Black
Fury tribe living in North Amerca, She dominates all
Black Fury lupus, When she speaks of matters of the lupus,
the homids and metis of the tribe Bow before her knowl-
edge. Her status us g warrior is undisputed, and few have
killed more olfenders ol the Litany.

It is Wind Over Water upon whom the burden of sustain-
ing, increasing and improving the wolf lineage has fallen
upon. What she lacks in knowledge of genetics, she makes
up for by her wisdom in the ways of the wilderness.

Wind Over Water functions under the limitations thal
the Black Furies only have breedable femules, no males,
While a Garou male can impregnate the alpha females of
several woll packs, a female Garou can only bear one Hiter
a year, She often travels the Black Fury territories trying fo
determine which wolves will produce the best litters.

Wind Over Water has several potent Theurge Gilts
Among the Black Furies, some claim that she calls upon
certain spirits 10 determing the fate of Black Fury litters,
Some cven claim she uses the spirits to influenee how the
liteers will result, and doces notd care whether the spirits are
good or cvil. Most Black Furies, however, are content with
her results and have no desire w inguire too deeply into her
methods.
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Now the night flows back, the mighty sttilness embraces
and includes me; { con see stors agpotn and rhe Wworld r::;"
starlight. Lam tventy miler or mare from the nea restfellow
human, bur instead of loneliness [ feel lovelineas. Loveli-
ress i & guiel exultation

Edward Abbey, Desert Solitude

The wildemess of the Gothic-Punk world is mysterions.
There 1s much more of it than there 15 in our world, and it
15 far deeper and more mysterious than hurmans can imag-
ine.

The only Garen that truly understand the Wyld, and the
wilderness, are the Tupus, They have much knowledge that
the metis and the homid do not, However, they often are
incapable of expressing it to vthers. As noted earlier, the
lupus huve a spiritual bond (o Mother Gaia that other breeds
lack,

Lupus do not question the wilderness. They do not
wonder why plants face towards the sun, or moss grows on
the north side of the tree, or why the creek has dried up. They
acceptitas (aia’s will, and spend their time tending to more
important duties, They fail to understapd why the humans
ever guestion such things.

Sroryteller and players alike should bear in mind, how-
ever, that nature in the world of Werewoll is a loree, 2
sentience. Damped though it may be, Gaia’s will is still
present, Many things that oceur are at Her behest, and defy
human understanding.

What man knows of the wilderness is limited to the arcas
he has explored, However, in the Werewolf wildcmess.
much remains uneaplored, There are areas where moss does
not grow on the north side of the iree. Areas where one can
lpok up o the sky, glance through a weakened Gauntlet
and see alien stars, Places whers rivers flow from the ovcan
to their source.

The Storyteller should play upon the conceptions that
your players have of the wilderness. Those homids foolish
enough to navigate by the north star may find it missing
from the night sky. Those trying 1o travel to the ocean may
find themselves moving inland.

I'he one thing to keep in mind is that Gaia does nothing
without purposc. The stars in the sky are different because
the Gauntlet is weak. The river may Mow from the ocean
because its source is in danger of drying up. Such circum
stances may be confusing to the players. Fine Use irto best
advantige, Make sure they know thoyare playing in an alien
world, Your campaign will be the better for it

The wilderness environment is not one hostile o the
Garon, Wolves are well-soired to survival in the wild, The
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Gurou, with their physical and mental abilities, have even
bess trouble. Usually, a Garou rematming in lupus form, with
mimmal Primal-Urge and Soevival abilitics, will have no
irouble surviving. However, there are exceptions, A few
multers are of concern to the Garou.

Food

Waolves are carnivores. They bunt whatever they can
bring down, but are best-suiled to attacking larger, swift
moving prey. As noted earlier, they hunt deer, moose. elk
and caribou. They also will [east on smaller animals such as
rabhits, beaver und mice,

T'he (Garou shars the eating hahits of the form they are in
Only the Homid form is an omnivore, although the Glabro
form can tolerate fruit and vegetables if nothing clsc is
available,

In Lupus, Crinos and Hispo form the Garou feed on
meat. Fresh meat is always preferable, although they can
settle for frozen meat, or even dog food. These forms are
quite capable of consuming human flesh, Wolves wall
usually bring down their prey, then ear it at their leisure,

Starvation

The niles for Hunting i Chapter Nine of Werewoll are
suitable [or ondinary needs. However. one matter that
should be addressed is the effects of starvation,

The information provided here is for Garon in Lupus or
Hispe form. Both these forms can survive starvation berter
than the other three. A Garou in Hispo or Lupus forin can go
for about twenty days without food However, theit at-
tributes will decrease during that time,

Up oo 10 days, Lupos and Hispo sulfer no appreciable
effects feom starvation. On the temth 1o fifieenth day, they
suffer a -1 pennley to their Staming, On the 16-18th days,
they sulfer s -1 1o Stamina and Strength, and on the 19-20h
davs, they suffar an additional -1 to Stamina, After this
point, they can continue searching for foed. However, they
muat make a Stamina + Survival role versus 4 Difficuloy of
(# of days withour food - 16). No successes indicates
survival hut the loss of an additional Staming point. One or
more siccesses indicara the Garou has found enough food
to serape by another day. If Stamina is ever reduced (o1,
they will begin o suffer one aggravated wound level for
every day thereafter unti] food is found. If the Garou is ever
reduced o below Incapacitated, he has starved to dearth.

Humans (and Garou who cannot shift form into Lupus o
Hizpo) begin to suffer the abave effects afler the durd day
without food, and thereafter on the fifth, eighth and wath
days.

FPoison & (Disease

Garon are immune to most natural poisons. This is not an
innate immunity, Rather, the Garon's regenerative abilities
allow it to heal damage so quickly thae they are rarely
bothered by poisons. Of course, Garou in Homid form are
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unable to heal poison, and arc vulnerable iFnerin sitnarion
where they can shapeshift frecly,

Also, o Garow poisoned in combal must make the same
choice o regenerate the poison damage as it would to
regenerate normal physical dumage. As per Werewaolf, a
Stamina roll versus difficulty 8 is necessary 10 heal a
wound, Thus, o Garou csn be wemporarily vvercome by
even nalural poisons if the simation prevents themn rom
r-i,‘."E_'i‘.l'lE‘.rﬂ.t'll"l_I-:.

Muos! poisons the Garou will encounter are natural poi-
soms. These are puisons fowfd in plants and animals of the
wilderness. However, there are other peisons in nature,
created by the Wyrm, These canse aggravated damage,
which cann be regenerated. T'oxic wastes from the Wyrm's
many dump sites and diseased tree-sap polson arc cxamples
of such substances.

Poisons, both natoral and Wyrm-made, do damage like
any other attack. A number of dice are specified, and
damage is rolled for, The Garou can soak this damage
normally, Damage varies from 3 {weak trec-sap poison] 1
12 {direct exposure to toxic wastes),

Somc poisons have @ duration effect, after which they
fade entircly, Other, more loxic poisons remain in he
Garou's budy, daing damage every round until the Garou
successfullv soaks five points of damage in a simgle round.
Most oatural peasons fade, while Wyrm-created toxins
remain in the body

A

There are three types of poisons found in nalure: poisons
that are ealen, puisons that are spread through contact and
poisens [Tom animals,

Plants with poisonous sap or leaves arg very commen in
nature, Most musheooms are toxic, as are a variaty of plants
with milky sap, Since most Garou avoid cating plants i the
wilderness, a complete list is not necessary. ICin doubr, an
Intelligence + Survival roll against Difficulty 7 will identify
if a plant is poisonons or not. Most plants only dio 2-4 points
of damage at the most,

Certain highly toxic substances, such as nightshade and
hemlock. can prove dangerous. They can even inhibit the
shapechanging process, A Garou trying to transform while
under the cffcets of these poisons has the difficully of the
attempt increascd by 2. These poisons do 5-% puints ol
damage, and remain in the body until five “soak™ successes
are gained.

Againat these potend Loxing, a Garon may suffer addi-
tional form of damage. Such penalties vsually affect the
physical ateributes, ranging from -1 1o -3 penalties {o any
combination. Occasionally Perception and Wits can be
slffected aswell, in the case of certain plants with hallucino-
weni effects.

Mants that spread poison by condact are also common,
but rarely fatal. Porsen vy, oak and sumac arc the miost
common, Each has a sap that, when in contact with skin,
canses blisters and imitaton. Nettles, on the other hand,
have sharp hairs that inject poison. All of these are rela-
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tively harmless to {arou. and regeneration takes care of
this damage with zase. If unable (o shapeshift, the Garou
sutfersa -1 o Perceprion and Dextericy for op to three days.

Poisonous animals include a varicty of snakes, scorpi-
ons, and ventipedes. The only poisonous spider ln the
Uniteed States isthe black widow. There are four varieties of
poisons snakes: the rattlesnake, copperhead, cottonmouth
{watcr moccasin] and coral snake.

Snakes ravely attack unless threarenzd, Unless one steps
inte 4 nest or something equally foolish, there should be
refatively no danger. Regeneration will usually negare this
dumage, which couses 5-7 points of harm. If unable oo
shapeshift, a Caron will wsually suffer penalties 1o the
physical artributes of -1 10 -3, Lass than 1 in 30 snakehita
cases are farnl, 50 it would be a0 e as o be wirtually
impossible for a Garou o die bafore ransformang.

Ax nowed earlier, there are many diseases thar aftect
walves, However, the powers of Mother Gata give Garow g
virtual immuanity o such diseases as raiies and disiemper,
I'lis resistance 15 ellective apuinst nature] diseases, Bio-
logical wartare diseases created by humans and/or Wyrm
servunts, however, ure elfoctive against Garou,

The Fianma Level One Gift of Resist Toxin is useful
against posons and foxins. A Garow can wse this Gill
regardless of the form she is in, Itis effective agaimst natural
poisons and disease, althoogh rarely required, This Gafl is

primarily for use against those weapons developed by the
Wyrm,

Way of the Wolf

s
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Surviving in the TUR
Theinformation provided here is mot intendad for the use
of Garou characters, Rather. it is here to provide Storytell-
ers and plavers with sonie basic information on wildsmess
survival. This 5 useful to the Storyteller becavse some
Garou opponents, primarily hunters, will draw upon this

knowledge. I is also useful o those playmg the Garouo
becamse 1t s alwayvs wiss oo kinow the ways of your enemy.

The Hunter

There are always hwnans foolish enouph to oample
heedlessly through the wildermess. Despite its forbidding
appearance and the many dangers. there are some who will
always seek (o prove their manhowd by “conguermg the
wild.™”

Ln the Gothic-Punk wilderness, the ominous nature of the
woods discourages the casual backpacker or hiker. There
are a few indigenous peoples that still hunt, However, mosi
of them are much closer to the wildemess, and are familiar
wilh ihe fruth betund ils ominous appearance. They are at
peace with nature, and only the most human-hating Red
Talon will rarsly altack them, unless they pose some threat.

Mast humans prefer to hide in their cities, fearing the
embndimentof the Wyld. Here we deal with the humans the
Garow are most likely o encounter and engage in banle
with: the huanrar,




In Werewoll, most hunters are obnoxious, egotistical
men. They belicve thal their intelligence and superior
wieaponry mke them the masters of all they survey. Litde
do they know...

A hunter typically has the following statistics:

Atteibutes: Sreength 2. Dexterity 2, Staming 2, Cha-
risma 2, Manipulation 1, Appearance |, Perception 2,
Intelligence |, Wies |

Abilities: Aleriness |, Athletics |, Drive 1, Pirearms 3,
Survival |

Equipment: Hunters usually carry a rifle and a knife.
However, some carry shotgun and a few particularly violont
onss may carry 4 small submachine gun.

Hunters will usually drive roa traithead or neur some spol
they have heard i3 “good hunting.” Mest of this sort are on
some subeonscious level aware of the dangers the wilder
ness holds, Ttis o rare honter that will venture intothe forest
alone, They prefer 1o rely on safety in numbers, Usually
these men will avel in groups of 4-5.

Most hunters are secking deer, but more than willing to
seek larger game. They will commuonly shoot at anything
that moves, and are not particular about whal they kil They
are content 0 ke down bedr, covote, elk, moose and. of
course, wolves,

Hunters with nifles usually kill for foed or trophy furs.
Those that carry sholguns and submachine guns are indi-
viduals that take great pleasure in the slaughter of animals,
caring little about the condition of the body. To them, the
pleasure is in the killing, not the trophy. Even their fellow
hunters tend to look on them with disgust.

Although walves are prodected as game animals in most
arcas of North America, hunners seem oo ke graat pleasure
in sheoting down the beast. Wolves will rarely go near
humans, schang it them uananiral urges.

Hunters are rarely foolishenough to stay overnight in the
woods, Oucasionally, o Garou wall kill one or rwo, making
it loek like the anack of a bear. However, this can compruo-
mize the Yeil. More commonly, the Garou wall use Gifts,
sirange howls and ominows shadows retflected on tent sides
b seure humters away, 11 the mumber of hunters are small
i more than four), a groop of Garow will often harry the
humans, remaining vatb ol sight. This s particularly fright-
caing o the hunters, as they race through forest, unsure of
what cxactly is stalking them, bot hearing noises behind
them snd o the sides, More than one group of panicked
humans has left the forest hecrose of this tactic, never to
returm,

There arc, of course, huniers who respect the ways of
Gaia, and kill vnly w eal. Sometimes they hunt to honor &
subconscious drive. wrelive the lile cycle of the hunter that
still eries in their soul. These hunters olten use more archaic
methods of hunting, such as bews, e betler el back to
nature.” Caaron, tecognizing these hunters’ desire o relurn
1o Mother Gain's ways, usually leave them glone,

Shelter

The simplest shelters employed by humans are ponchos
or tarps, strune up W proyide minimal protection, A tube
tent is also simple. Ti s just 4 mbe of cloth, with a line
through the wp strung belween Dwo trees.

However, hunters are, if nothing else, financially well-
off. Thevtake great pride in hauling expensive gear through
miles of forest to prove their vinlity.

There are any number of tea-person tents. Most have a
floorarca under forty square feet. Those larger than this will
hold three or meore

The other fwcior sepurating 1ents is what season they are
intended for. There are two (ypes, three-season and winter,
There is no distinct line, However, winter tents have a few
common features. They havea sharp suomit, to avold snow
from piling wp. They ure heavier, o insulate against the
cald. They often have two entrances. and are well venti-
lated.

Three-season tents are much lighter, with a single cn-
trance. Some are supported by a framework of collapsible
poles, others have poles within the tent material. Rope is
used o support the rent in a strong wind.

In desperate circymstances, hUMAns can make any num-
ber of shelters out of natwral materials. A individual can
make s crde lean-to leaming o heoken-off tree [imb sgains
a tree, leaning smaller twigs on either side, then covering
the whole mass with evergreen boughs for insulation,
Dccasionally, they will dig out a shelter within & hardened
snow bank. or even a treneh sothar they can remain ot of
the wind.

Garou rarely are concerned about humans temporarily
dwelling in these sheliers, They are most often expenienced
wondsmen (often nutives), not hunters, and rarely pose a
threat to Gaia. The typical hunter rarely has this kind of
knowledge. Their brightly-colored tents prove an casy
puide to who 1= mos| likely wodespoil the wildemess,

Plants

Very old are the words:
And the budy that break
Ot of the hriar’s Bl
Wher march winds wake,
Sorerled with ihetr beaury are —
(4, ma mah kHows
Theough what wald cenluries
Kaves back the rose.
— Wahter de la Mare. “All That"s Pas(™
There are uny mumber of edible plants 1o the wilderness.
Axnoted earlier, Homid and Glabro torms can make do with
plants when they have no other chowce. Wolves will com-
monly eat grass o keep their digestive systems cleaned of
parasites. Crarou in Lopus foom, however, are practically
immune to diseases, including parasitism, and rarely in-
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dulge in what they view as “primitive” behavior. Lupus
breed occasionally does this outofinstinct or youth, and the
hemid Garou leok down on them because of iL

If far some reason a Garon 15 in Homid form and unable
1o shapeshill, either due o circumstance or magic, they can
harvest cdible plants by making an Intelligence + Survival
raall. Primal-Urge does not help the Garou in this case. as
wolfl instinet does not inclode looking for plont food,

A briel Fst ol edible plants follows, grouped together by
the part of the plant (hat is edible:

Berries:  Algenta, Black Cap, Butfaloberry, Cedar,
Chokecherry, Currant, Elderberry, Juniper, Oregon Grape,
Service Berry. Sumac, Thimbleberry, Thornapple, Wild
Strawbermy

Bulhs: Camas, Indiah Potare, Sego Lily, Spring Beauty,
Violet, Wild Hyacinth

Greens: Beeplant, Indian Lettuce, Miner's Lettuce

Leaves: Chicory, Cottonwood, False Dandelion, Goose-
foot, Groundsel, Lamb’s Quarter, Mountain Dandelion,
Neitle, Plantain, Prickly Lettuce, Stinging Nettle, Umbrella
Flant. Wild Letiuce

Hoots: Balsamrood, Biscuit-root, Blazing Star, Bulrush,
Burreed, Catail, Goatsheard, Salsify, Yampa

Seeds: Amaranth, Bluegrass, Box Elder, Brostlegrass,
Evening Primrose, Foxtail Millet, Goldenrod. Indian
Ricegrass, Mannagrass, Maple, Mule's Ears, Mustard, Pzp-
pergrass, Pigweed, Heed, Shepherds Purse. Stckleal,
Sunilower, Wheat Grass, White Top, Wild Rice

Shoots: Asparagus, Horsetail, Joint Grass, Scouring
Rush, Snake Grass

Tubers: Arrowhead, Jerusalem Artchoke, Sunflower,

Waoppato
Animals

Most wild animals avoid the Garou whenever possible.
They have an innate fear of werewolves, senzing thal they
are in some way unnatural. There are rumors among (he
Crarou that ic was not always like this. The Galliurds ¢laim
that, at one time, the Garou were in harmony with the other
heasts of the wild. Some point wo this as a sign ol (he
corruption that is spreading through the tribes of the Garou.
The hotnids say that this is becanse of the wolf nature, that
of a predator, The Jupus, however, say that it is the mark of
the hutnan which they bear within them, just as the mark of
the waoll,

There are a few animals, howevear, that interact in some
mianner with the Garow, Their seatistics are provided in the
Appendix,

Wiberness Systems

Detailed below are the several systems listed in Werewoll
that are applicable in the wilderness, None of these are new
wysleims, bul they provide more detail,
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The key thing to remember is that Survival is the primary
ability for many wilderness systems, The Garou use Pri-
mal-Urge. However, this ability 15 exclusive to Garon,
wolves and other wild animals. Humans never have this
ability, and use Survival,

Asnoted in Werewoll, and cmphazized here, Stealth can
be used in the wilderness, However, you cannot roll more
dice for your Stealth rating than youo have in Survival.

Tracking

The difficully reduetion for, tracking based on Garou
form is us follews: Crinos - 2, Hispo -3, Lupus -3

Humans can also track. Instead of using Perception +
Primal-Urge, they use Perception + Survival. Since they
treck by sight, not scent, certain obstacles that would not
bother amimals and Garou wallraise the difficulty for human
trackers. One example is crossing rock, While a Garou
would follow the prey's scent, the human weuld have the
difficulty raised to 9 singe he does not have superior
olfactory senses.

Search

This ability can also be used in the wilderness. This could
be o pack of Garou searching for a hidden caern, or i group
of humans looking for a loar child,

o

When used in the wildemess, the roll 15 made uging
Perception + Primal-Urge for Garou and animals, Percep-
tion + Survival for humans, The difficulty ranges from
7-11} and 15 bascd pomarily on the size and type of lerrain
of the ares under scrutiny, The Storyieller should make
these rolls in secret. If the Garou are searching for an
individual unwilling to be found, the subject resists the roll
asing Intzlligence + Stealth, As always in the wildemess,
Stealth may notexceed Survival abilicy. Items that someons
has magically concealed also receive a resistance roll.

Shadowing

A Garou following s humter in the wilderness may very
well wish to use this skill, In that case, the stalker makes a
Perception + Primal-Urge {or Survival [or humans) eall,
The Stealth roll to avoid being spotred is Dexterdity +
Stealth, with the usual Hmitation, The difficully is the
subject’s Perception = Alertness,

Hunting

A Garou in Homid form may either use Survival or half
of their Primal-Urge seore (round down ). This is becanse
they cannot fully draw upon their Garou side in thet Form,
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Uature's Bounty
Hew Gifts

Find Water {Lupus Level One} — This gift allows a
Crarou to locate any body of water within 200 miles. One o
rwo successes will indicate the general divection of the
water. Three or four success will indicate the distance, and
five successes will allow the Garou to determine il the
water i contaminated in any way. The Garown makes
Perception + Survival roll against a difficulty o & o use
this Cifl,

Sense Prey (Lupus Level One) — This Gitt allows the
Caaronl o derect animal prey. A Willpower point is spent
and the Garou makes aroll using Perceprion + Primal-Urge
against a difficulty of 7. Success waill lead the Garou o a
surtable anmal sufficient to feed a pack of upto 12 wolves.
The range extends up to 5 miles.

Exeof the Eagle (Lupus Level Twa) — This gift allows
the wser to see long distances, over “two looks away ", Roll
Perceplion + Alertness against an 8 difficulty, The number
ol suceesses is the number of miles away one can sec #s
normal. This gift will not work well in the city, as buildings
temd to get in the way,

Axis Mundi (Lupus and Silent Strider Level Two) —
By spending a Gnosis point, the Tupus ean conter herself in
relation to (rala, and always know which direction she is

taveling in or facing, no mater where she may be in the
Graia realma. o addition, the lupus carries her “rerritory™
around with her, in 8 myatical sense. Wolves will detes
this, and concede her fght 1o trve] through their e ores
and hunt there. Even other lupos must make a Willpower
roll not o recognize this rght. Cher animals will also
recogniFe this, and not attack the intruder.

Boon of the Animal Fathers {Lupus Level Five) — By
entreary e a specific Animal Father, the Garou can gain
that specific animal wiem lor one scene. I the Guarou
entreaties Father Moose, the Garow can pain Moose as his
totem for that scene, gaining all the benelits as il she were
allied to that totem. This does not pive the special powers
granted by the metis gilt Tolem Gifi, only the regular
benefits af o wstem allinnee, The Amimal Fathers are be-
lizvad o be different, more specific, aspects of the animal
totams. This gift only works with totems that embody
“real” amimals; Unicorn or Pogasus cannot be coreated
with this gift. The Garou must spend 2 Gnosis and make a
sticeess N1 Charsma + Primal-Urge roll. This gift may only
be vsed onee per scene.

Uew Rituals

Rite of Birth Time (Level One) — This rite allows a
Garou to defect when o lemale will give birth. Thas is used
by lupus wo determang when they should return to their pack
tocheck on Lhe newborn and see il they sre Garou, Homaids
find this ritg disgusting. This requires a Perception +
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Primal-Urge roll apainst a 7 difficulty. One success will tell
the Garou the week of the birth, two soccesses will give a
three-day period, three successes will pive the day, and five
successes the hour,

Rite of Pure Breeding (Level Two) — This rit2 is used
for hreeding purposes. [tallows & Garou 1o observe a wolf
of the opposite sex and determine it they will provide
certain desirable breeding traits.

By spending one Gnosis point and making a roll of
Intelligence = Primal-Urge, 1the Garou may discern if
mating with the woll will produce a particular characierns-
tic. Such characteristics can include greater litler, prevalent
sen among the Hider or a higher chance of Garou heritges
beang pussed down, The difficulty 14 usoally 7, but & for
determining il Gurow heritage may be passed on, I s woll
does not have the capability w breed for 8 particular
capavily, it never will. However, it may be checked for
other desirable rts.

Note that higher chance does not mean autematice, The
Storvteller should decide what the actwal chance of 4
partcular trait being bred successfully, and modify it if this
rite is wsed successfully. This Rite is oftzn used by the
Silver Fang to ensure that they maintain their Purz Breed.

Wew Cotems
Glooscap (Totens of Respect)

Glooscap var fives, somewhere af the southern edge of
the world. He never grovs ofd, and fe will lasias long ax
thiy world lasizs,. Glooscap is o spiri, a medicing mean, o
sorcerer. He can make men and women smile. He can do
anvIning,

— Richard Erdoes and Alfouso Ortiz, American
Indion Myihis and Legends

Background Cost: 4

Glooscap is & wartior spint, but one who often use his
wits and cunning to defeat his foes, He has existed since
Craia came into being, He is human in appearance, some-
what short, However, he is a powerful wamior and a master
of deceit. He is also a teacher, and gave names to many of
the stars. Packs chosen by Glooscap gain Survival | and
may call wpon 2 extra Willpowser points per story, They
gain & -l to the difficalty roll of all hunting efforts and
receive 50 points of Wisdom per person,

Ban: Glooscap requires that his children must fight,
never flée. any crestur: of Gaia that has been-altered by the
Wyrm to be larger than its original size. If a bear has been
corrupted inte 8 huge, mueated beast, packs who hold
Gloascap as their torem must confrant the beast.

Hare (Totem of Whsdom)

Wildca: “T am tooking for the diggesh Greot Rabh,
Sagamore (Rabpit im disguive ) "AR! Flim! e s hard to
find and hard to catch, ™
— Richard Brdoes and Alfonso Ortiz, American
Tnelian Mythy and Legendy

Backeroumd Cost: 5

o,
e

Hare, also called Mahfgwess or Greal Rabbit, is a
wickster spirit, He 15 a tickster and provider, and ofien
rescues the peoples of the world from hideous beasts.
However, his strategy is trickery, nol warfare, [le produces
food for those in need, making sure that none go hungry.
Hare teaches his Chialdren Sorvival 2. Subterfuge 2 and
Athletics 1 and prants the gift Leap of the Kangaroo. Those
who must run swiftly have the difficulty of their elfors
reduced by one.

Ban: Hare asks his Children that all lus kin be spared,

Raven (Toterm of Whsdom)

Sor they went to bed, and fowards morning Raver heard
Petrel sleeping very sowndly. Then fie wenl outside, took
some dog manure and pat it arowed Pérel's burtocks.
Wihen it was beginning to grow light, he said " Wake up,
wake up, wake up, brether-in-law, you have defecated all
ever your clothes. " Petrel goi up, looked ai kimsell, and
thowght i way true, so he fook his blunkels and went
aurside. Ther Raven went over ta Petrel’s spring, fook off
the cover and began drinking. After he had drunk up almest
all af the water. Petrel came in and saw him. Then Raven
flew seraipht, wp. crving "Ga"

Susan Feldman, from a Tlingit tale, The
Sroryielling Stone

Backpround Cost: 5

Baven 15 a wickster spirit, similar to Coyote but not as
powerlul, He is the [avored of many [upas, He plays with
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their cubs, and teases the vearlings and adulizs, He is alwayvs
hungry, in fact the hungriest of all the teem ereatures,
Raven olten léads wolves to prey, bot Lacks the strength w
Rl thwer il himsell, He feeds upon whal is 1efi after the

wilves are [imshed with the carcass. He 1s also o wtem of

wealth, He makes sure they want for nothing, always
having the resources they need. He teaches his Children
Survival 3, Subterfuge | and Enigmas 1. The pack gains a
homus of 30 Wisdom. Ravens can alse communicare di-
rectly with Children of the Raven without a special gift,

Ban: Raven asks that its Children carry no wealth with
them, in Homid or Lupus form, trusting in Raven to
provide,

Plants of Power

Clood fty pure iy, pood it bright merry willow, goodits

vewy vew, better its melodious birch..,
= “Suibhne the Wild Man of the Forest™ (irans.
by Kznneth Hurlstone Jackson)

There gre 3 number of plants growing in nature hat can
be used for food or medicine. Several can be sanctified by
a Crarow skilled in the ways of Mother Gaia, and truns-
formed into talens. Some of these are listed below,

Garou will often use the mugical properties of plants by
using the plant as a talen, This is called sanctification, The
latent spanit of the plant s contacted with the Rite of Spiril
Awakemng, which awakens it from its dormant slumber so
thar the Garou can mteract with it o use its powers; they
have very little Rage and are thus quite friendly. An
awakencd plant spirit will lend its powers as if it were a
talen {one use). If the Garou wants it 45 a permanent fetish,
he must perform a Rite of the Fetish, to keep the plant’s
spirit active,

During winter, plants are expecially torpid, To Awaken
a plant spirit then requires that 3 Gnosis peint be spenit
during the dte, Use of a sanctified plant often involves
burning or destroving the plant. In these cases, the planc
spirit dissipates snd returns to the grovnd to regrow,

This list 1s mot a comprehensive one by any means, There
are-any numnber of plants which have s medicinal value that
can be improved upen when sanctified. Most will have
effects similar to those listed below,

Burdoek — Il sancuficd, the roois of this plant may be
used to heal aggravated wounds., One dose will allow o
Medicine + Imtelligence roll (difficalty B} w0 heal the
damape. Every two successes heals one level of aggravaled
damage,

Lodgepole Pine — The pitch of this tree, when properly
sanctified, may be smeared on aggravated skin wounds
cansed by toxic substances, such as the pus that fill the
tumors of certain fomori and other beasts of the Wyrm, One

P
o

doge will remove one aggravated wound caused by thas
type of damage.

Mullein — The sanctificd leaves of this plant are burned,
and the ashes stored in 3 packet of oak leaves. The Garou
may inhale the ashes when desired. The difficulty 1o resist
any poisonous gases or aerially-spread artificial discases s
reduced by theee for the rest of the scene,

Service Berry — The sanctified inner bark of thas plam
can be boiled in water and stored for laer use. One dese of
thia substance will cure blindness in 8 Garow, evenifl caused
by Gifts or Wyrm poisons. It will not heal damage. how-
ever; il the eves are phyaically injured, they must be healed
first,

Sweel Flag — 'The root of this plant 1= sanctified, then
steeped in water and burned over a low flame. The resulting
water can be stored and drunk at a later point. One dose will
aid someone who has sutfered an ingested poisom by
reducing the difficulty to resist the poison by four.

Wild Garlic — In {ts natoral form. the leaves of this
plant can be used to repel insects, However, the offensive
odor, when properly amplified by the sanctification, can b
used to repel humans, When smeared on the Garou's body,
all Soacial ateributes are reduced by two. However, a humsn
must make o Wits + Intimidation roll to come within 26 feet
af the realed Garou. A dose of this talen will last cight
hours,

Foxglove — If sanctified, this plant will protect agains:
Faerie magics. Adds two o the difficulties of uny Faerie
apeells.

Rosemary — This sanctified plant can stimulate the
memoty. Subtraces two from difficultes to recall Tacts or
EX[EITENCES.

Fetishes and Talens

Tooplstick

Level 3, Onosis 6

Thas rather simple stick, a branch broken off of a tres,
can transtorm into any tool: hammer, wicnch, cle. Al-
though it is still made of wood. it is as hard as steel. To form
the proper tool, roll Intelligonce + Ropaie agamst (he
fetishes” Gnosis raling.

Tool Talens

Cinosis 3

"These various odds and ends found on the ground in the
wilderness (nuts, pebbles, bark, efc.) can be used with the
Toolstick fetish {above) and operate as nails, serews, e,
The user must roll Intelligence + Bepair against the talen’s
Ginosis. Bach success means that five nails (screws, efc.)
arecredled, The Tool Talzns come i a sack which holds 30
potential fools, Onee they are used up, the user must use
Rite of Binding Lo create more potential tools from found
objacts,
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Fish Swatter

Level 2, Gnosis §

By switting the water with this stick, Gsh will ly up onto
the shore, just as if a bear swalted them oul of the water.

Bouncing Rock

Level 5, Gnosis 7

Thas rock, smoothed by years ina river will bounce off
of obstacles and hit multiple targets if thrown properly.
Boll Dexiarity + Athletics versus an eight difficuly. 'The
number of successes iz the numbear of tarpats the rock will
bounee around and bt Only one o hit™ roll against an 8
dilTiculty is required, and if it succeeds, all targets are hit.
The rock will do the thrower s Sir + 1 as damage and will
return (o the trower” s hand as long as a1 least one snceess
is seored.

Leal Armor

Level 4, Ginosis 4

This shirt of leaty armor weaighs as much as a shirt of
Feaves, but will act as two armor levels lorsoaking damage.

Thers are also similar shirts of tree-bark armor which bave
three armor levels but add one o Dexterity diffienltics
while worn..

Fire Starter

Level 1, Gnosis 3

These two sticks, when rubbed together, will instantly
produce flame, as dependably (cven more so) than & ciga-
rette lighter. It can be used to start a large campfine,

Promethens' Tarch

Level &, Gnosis &

This is a torch that forcver burns. Tts fre never gogs o,
even when dunked in watcr. If used as a weapon (Dexteriry
+ Melea), it iz difficulty 5 to resist, causing one wound
level. It has another property, though. It gives its bearer
plus one dis to Intelligence and allows a roll of Intelligence
+ Linguistics to understand any langnage. This iz consid-
erad 1o be a sacted relic to the Glass Walkers and they
would do much to find it [t is rumored to be in the
possession of a lupus deep in the woods, keeping it from
humankind.

Creatures of the Tilerness

an a barren branch
a raven has perched —

autumn dusk

— Maisuo Basho

Creatures of the wilderness can be divided o three
calegories: natural beings, supematural beings, including
those corrupted by (he Wyrm, and creatures of the spirit.
There are many strange animals out (here, remmants of the
davs when the 'Wyld was much more powerful, Some lew
s1ill Turk in che durk regions of the world, Cihers exist in the
Umbra, but can be summoned by Gilts such as the Lupus
Song ol the Great Beast,

Uatural Creatures
Whives

Attributes: Strength 2, Dexterity 2, Stamina 3, Percep-
tion 2

Abilities: Alertness 2, Athletics 1, Brawl 3, Dodge 1.
Primal-Urge 2, Stealth 2, Suarvival 4

Wolves are described in gromt detail in the Born of Wolf
chapter. These statistics are for ondinary wolves, For kin-
folk. increase onc phyvsical anribute by one point and sdd
Wits 1.

Wolves commonly use Bite. Overbear, Body Slam.
Leuaping Rake and Bake maneuvers.

(Deer

Attributes: Strength 1, Dextenty 3, Stamina 2, Percep-
tion 2

Ahilities: Aleriness 3, Athlerics 3, Dodge 2

Waolves prey primarily on deer when available. They
will Ly te approach as near as possible before the deer spot
thern, then pursue, The deer’s strategy is to rmun as far and
as fast as possible.

Woose

Attributes: Strength 3, Dexterity 1, Stamina 3, Percep.
tion |

Abilities: Alertness 1, Athletics 2, Brawl 2, Intimidation 1

Muoose are the prey of choice of wolves, and arc hunted
frequently where their herds cross over territorial bound-
aries. Moose will run or fight, and wolves try 1o bring them
down from the rear. The moose can kick out with its
hooves, using Strength + Brawl as akick and doing Strength
+2 damage,

Bear

Attributes: Strength 4, Dexterity 1, Staming 4, Percep-
tion |

Abilities: Alertness 1, Athletics 1, Brawl 3, Intinidation 2

Bears often cross paths with wolves. Usually, wolves
will give them & wide berth. However, il a bear wanders
close to a pack, or a pack comes oo close to a bear den, a
fight can ensue, The bear prefers (o attack with & claw rake,
using Dexterity + Braw] but doing Str+2 damage, Contrary
to popular belief, bears rarely use a “bear hug.” and never
againsi wolves,
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Whlverine

Attributes: Strength 2, Dexterity 3, Stamina 3, Percep-
tion 1

Abilities: Alertness 2, Athletics 3, Braw] 3, Intimidarion 2

Wolverings often live in the same areas that waolves
dwell in, Despite the similarity in names, the Two crealures
are not related, The wolverine s an ill-tempered creature
that will attack amvthing that emters o5 eErriores, Most
wolves will svond the beasts when possible, When altack-
ing, the walverine prefers to Hite, However, itwill also use
the Rake and Leaping Rake attacks if the siluation permils.

Kaven
Attributes: Strength 0, Diexterity 3, Stamina 2, Percep-

IRCATIIN
Abilities: Aleriness 2, Athletics 1. Brawl 1. Dodge 1
Ravens are the favored crealure of the totem Raven.

They often hover near woll packs, feeding on what is left
of the animals the pack brings down. Wolves and ravens,
both social creatures, have reached an understanding of
sorls, Ofven, ravens will play with wolf cubs or make mock
attacks on walves. The wolves will lash out, but never to
damage or kill,

Supernatural Creatures
The Gamor

Attribuotes: Strength 4, Dextesity 3, Stamina 3, Cha-
nsma 1, Manipulation 3. Appearance (1 {2 in human form),
Perception |, Intelligence 2, Wits 1

Abilities: Aleriness 1, Athletics 2, Braw| 4, Dodge 2,
Empathy 3, Intimaidation 3 (in natoral foemy, Subterfuge 3,
Drive 1. Eiguette 2, Firearms 1, Stealth 3

Spectal: In thewr natoral form, a Gamor has claws and
lewth which do damage Serength +1 and inflict agpravated
damage.

Image: The Gamor can take human form, but in their
fnarird] form they appear as demonic animals with claw and
fang.

Background: The Geammor are not truly creatures of the
wilderness, However, when not dwelling smong humans,
thiey always make their shellers far humanity, Usually, they
will infiltrare human socicty, When they wish to cache
resonrees, they will form sn underground base, usually in
a mountamons area far from the cities.

The Garow koew Tl of these crestures, other than that
they are crestions of the Wyrm. Some Garoua claim that tha
Gumor are the result of some fool experiment by Wyrm
dgents, The Gamor are semi-demonic beings, apparently
bred Irom humany sometime in the distant past. They have
d limited capahility to shapeshift, and can assume a single
human form. They use this ability to infiltrate human
society.




O,

The pain of humanily is their nourishment. and they take
great efforts o leed as olten and as Tully as possible. They
are responsible [or much pain and misery in human society.
They are responsible [or many disasters, engineering such
oecasions for when gy many of their number can be gath
ered uy possible W wimess the oceurrence. Therr high
Empathy snd cerrupt natures allow them o gain nourish-
ment frem sullering,

The Gamor's numbers are relatively small, but they go
b great pains to keep their existence secret from the various
supematural powers of the world. Most vampires and |
mages arc unaware of their existence, and the law that have
encountered the Chunor are unaware of their vast infilira-
tion of socicty. A Gamor often reverts loals natural form o
kill a snooping buman. I killed jiself, its hody “locks™ in
bman form, The bumans thal have survived such encoun-
ters are deemed insane and usoally Tecked up.

Even among the Garou, knowledge of the Gamoris rare,
Since they prev exclusively on humans, knowledgeable
Garou consider these beings the least of the Wyrm's cre-
ations, and spend their lime dealing with more pressing
problems. Some Garou even contend that the Gamor are
not beings of the Wyrm, but some deeper. spiritoally
corrupt beings rom before the time that the Wyrm came to
power, Some say that when North America was a hellhole
of corruption under the Wyrm's influence, the Gamor were
its greatest servants, However, when the three tribes re-
claimed the continent, the Gameor fell from favor and now
live as oulcasts, accepted by neither Wyrm, Wyld or Gaia

Silent Striders acem particularly drawn to fighting these
I'I-Eingﬂ_ and several of this tribe travel the world sccking
these creatures. Recent discovencs have led these wander
gra 10 beheve the Gamor are stockpiling resources in
mountain rerreats for some great dizaster, They believe the
Cramor know of some grest Wy rm plan 1o devastate Mother
Ciaia, and are 1aking plans to prepare for it

Tolf Formori

Attributes: Strength 3+, Dexterity 3+, Stamina 4+,
Chansma 0, Manipulation 1, Appearance (usually ) ), Per-
ception 3, Intelligence 1, Wits 1+

Abhilities: Aleriness 3, Athletics |, Braw] 2 to 4, Dodge 1,
Stealth 2, Survival 2

Attacks: Fomom wolves commaonly use Bite, Overbear,
Hody Slam, Fur Gnarl. Leaping Rake and Rake maneuvers

Special; Woll lomon have powers similar 1o those of
human fomerl. These powers are listed in the Werewolf
rufesbeuk and The Book of the Wyrm,

Image: These appear as normal wolves except for any
obvicus fomen charactenstics,

Background: When wolves were more populows, some
would eccasionally wander into arcas of Wyrm contamina-
tiom, or be captured by agants of the Coreapter, They were
. transformed into hideous creatires, then sent to fight the

(‘-_. Tupus packs.
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Wyrm agents and the Black Spiral Dancers still use the
wolf fomori, They are much rarer than their buman coun-
terparts. They are commonly used against packs of kinfilk,
ur Red Talon packs, Their appearance and wolf origins
linnit them to wildemmess argas,

Seene wolf fomeor are nol under the control of the Wyrm,
They wander near landfills and waste dump sites, preying
on anyone unfortunate to cross their paths. The human and
wolf fomori hate each other, and will attack on sight. Dk
rumers that Black Spiral Dancers mate with welf fomoen to
increase the chances of first-generation fupus being born
have not been confirmed. Howeover, many Garon believe
this mumeor to be fact

Other ereamres suffer mutation from the WyTm's cor-
raption, becoming fomori. Coyotes and hyenas are the
most comman variant Their statistces are roughly equal to
wolf fomori, with a one point reduction in Dexterity and
Stamina,

Corrupted Whlves

Altributes: Strength 2, Dexterity 2, Stamina 3, Percep-
ten 2, Tntelligence 1, Wits |

Abilities: Alermess 2, Athletics 1, Brawl 3, Dodge 1,
Primal-Urge 1, Stealth 2, Survival 3

Attacks: Corrupted wolves have been “programmed”
with all combat maneuvers.

Image: As novmal wolves.

Background: Agents of the Wyrm employ these crea-
tures to infiltrate and destroy wolf packs, The Wyrm
agents’ goal 158 1o weaken the woll side of the (Garou
heritage cven further, driving them that much yuicker into
extinction.

In hidden labs, scientists have labored o master the
secrets of Mother Gaia, the secrets of creating life, They
have met with some success, One success has been a wolf
aenetically “programmed” to obey certain commands. These
altered wolves also have slightly superior intelligence, but
lack the full nstinets of a natural welf.

These corrupted wolves have been let loose into the
wilderness, They are "programmed™ to travel as “lone
walves,” mfilirate a pack, tse to the position of alph
dominant and then desiroy the pack.

S0 far only one corrupted woll has heen successlul,
Other packs have sensed the innate corruption of these
infiltrators, and destroved them. In one case, tha cormupled
wolf, despite several years away from the embrace of
Mother Gaia, was restored to Her power and threw off the
genetic programming. Still, the Wyrm agents persist, and
they unleash several of these creatures every year,

Hairy Wen
Ateributes: Strength 3, Dexlenly 2, Stanuna &, Cha-

risma 2, Manipulation O, Appearance (), Perception Z,
Intelligence 1, Wits 2

Abilities: Alertness 2, Athletics 4, Brawl 2, Dodge 1,
Primal-Urge 3, Animal Ken 5, Stealth 4, Survival §

Appendix

Attacks: These creatures will use Overbear or Panch
when conlronted,

Image: Large (9 fect tall or more) humans with hair
covering their entire bodics, They resemble a cross-be-
tween humans and apes. Some believe them to be Lhe
“missing link” in the evolution berwean human [rom ape.

Background: These creatures of the wilderness seem Lo
be mewtrals in the areat war betwean the Garou and the
Wyrm. Little is known of them, s they are pamfully shy
and unwilling to {ace anyone who intrudes upon the wilder-
ness areas that they dwell in.

These credtures are known by several names throughaonut
the world, Unwitting lmumans call them Yet {or Abomi-
nable Snowmen) in Tibet. and Sasquatch, or Bigfoot, in the
northwestern United States and Canada. The Garou refer to
them a5 Hairy Men, and belizve they are related in some
manner to the Great Beasts Sasquatch and Yeti {see below),
They avoid the Garou whenever possible, and only a few
glders can claim to have met one of these beings face to
face. Those elders have refused to tell anything of their
cncounters, claiming they wers aworn to caths of great
SCETECY,

These beings, creatures of the wildermess, are closely
attuned o Gaia, Garow occasionally see these heings at 4
distance, traveling through the Umbra. Some believe that
with the shrinking wilderness of the warld, and the inevi
thle conflicts with the Garow, most of these beings have
migrated to the spirit world and now dwell there. Still, a few
remniin with (iaia in the deep wildernesses, serving their
respective Great Beasts in some manner,

Spirit Creatures
False Wendigo

The old Garow crept around the vide of the hill. His
muzzle was silver with age, and the cold alr made his joinis
hurs: but all their best warriors had been killed, and now he
was the enly hope for the tribe, Again it had happened, as
it had in Mz youth; one of their best warriors lost to
Btoodiust and madness.

The screcms fram the Indian village hoad died away m the
distance. Now the onrlv sound way o low, hair-raising growl
as the creature that had ence been their companion chewed
the neckbone of ki aewdy dead wife, Crouched in fromt of
the cave witich was new fill af hwman baner, his hands ard
feet glowed blue where the flesh had sloughed away, Soon
the transformation would be complete.

Bravelv, Running Fox stepped out to distract lum as the old
onie fitted arven to how, “Cld friend, " he said, " What are you
doinig by vourself up heve ! Why have you forsaken the pack?”
Hamly they had gotten 1o him sooner, perhaps they could have
cured hitr, But the old man knew it was too fate, Their only
hope wes if his aim was rrue, and the absidian Bane Arrow
lodged m the creature’s heart of ice: As he drew back the
bowstrmg, it seemed to sing i the wind
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The False Wendizo is & Jagsling spirit, ooce allied with
the Wendigo, now 4 corrupt servant of the Wyrm. [t spins
off Gaffling spirils to possess its victims, turming therm inio
cannibals,

Rage 10, Willpower 6. Gnosis 7, Power 45.

Charms: Materialize (Wendigo form with glowing
bones; Power Cost 20, Str 3, Dx 2, Sta 3, Per |, Braw! 4,
Athletics 3, Melee 4), Shapeshift ("Kindly old man™ form:
Power Cost 3). Cause Panic (Power Cost 2- 10, each power
spent adds one difficulty for the victims’ Wits roll against
4 Fox Frenzy). Chill of Early Frost {as the Wendigo gift).
Airt Sense, Reform, Possession,

Image: This Wendigo impostor spirit uses the form of
the Great Wendigo (a twisted blue humanoid with blazing
eyes ). It can also take on the form of & kindly old man with
ice dripping {rom his beard. However, when agitated, his
bones seem (o glow blue through the skin

Rackground; The fearsome Wendigo is the totem spirit
for the last surviving mbe of pure Native American Garou,
Though the Wendigo is sometimes sent on missions of
vengeance, it has rarely masted of human blood since the
Impergium, However, one of ils Jagglings was long ago
comupied by the Wyrm. Posing as its master, this Jaggling
ean appear 10 Garou, and it has mistakenly been adopted as
totem by several packs who mistook it for the original
Wendigo. The evil deeds of these packs, urged on by their
bloodthirsty totem, account for much of the ill reputation
which the Wendigo suffers from in Native American myth.

The Wendigo impostor revels in bloodlust and mindless
destruction. [t delights in corrupting both individuals and
whole packs to the service of the Wyrm. The false Wendigo
singles out those Garou most prone to senseless violence,
for they are the easiest to corrupt. The old legend says that
any Garou who has tasted of human flesh is doomed 1o be
tainted by the Wyrm — this holds for both indiscriminate
killers and cannibals,

First, the Garou will be tested in 4 dream. She finds
herself in a barren wilderness. It is winter, and game is
scarce. She 15 upproached by an old man with ice hanging
from his long while beard. He also has been hunting, He
sympathizes wilh the hungry Garou, and invites her home
to dine with him. The Garon realizes that she is speaking
with a spirit who has chosen w appear in human form.

The old man's house is a cave in the side of 2 hill. Inside,
huge fires burn, while mear roasts on a spit. The old man
compliments the Garou on a recent battle, and flatters her
abilities as a warrior. Then she is seated and urged to
partake ol several tempting dishes — veal, duck wings,
tongue, e,

However, the meat in the dishes is really human flesh, If
vou wish, you may chuckle wickedly and ask the character
to make & Gmosis roll to realize this. Also mention that the
reanng fires in the cavern do not seam o have melted the
ice in the eld man’s beard, Meanwhile, he has begun to eat
greedily,

It the Garou eals of this flesh, she will immediately
rceognize the tuste, The meat then appears in its true form,
e.g. the arm of a huran child. If she confronts her hast, he
will adopt the liorm of the Wendigo and falsely reassure her
that itis all right (o Feast from the flesh of those humans who
threaten Gaid,

He will use persuasive arguments (o trick her — “The
balance must be maintained,” “It is vour nature,” ete. He
tells the Garou that he will act as her personal totem spirit
it she will aid in his attempt 10 have the Impergiom
reinstaled.

If the Garou resists these arguments, the *Wendigo™ will
realize the charscter is too strong and abandon the attemp
to corrupt her, If she fails the test, however, he decides thai
she is ripe for possession by a Gaffling spirit. This may
require 3 Ginosis rell versus the victim's Willpower.

Gafflings: Rage 8, Willpower 5, Gnosis 5, Power 25

Charms: Possession, Chill of Early Frust

Stages of Possession: Each stage can last from a day to
a week, depending on whether the possession is a single
story or an ongoing part of the Chronicle, The effects of
each stage are cumulative,

L. Bage rolls at the slightest inconvenicnes, like stop-
ping for rad lights. Character is alwavs hungry.

2. Physical transformation begins—heart (urns to ice.
Lese | Point of Empathy,

3. The ive spreads to internal organs. Gain | Point of
Rage, continue frequent Frenzy checks. Stabbing hunger
pains,

4. lce begins to replace bones and muscles. Losa | Poin
of Empathy: gain 1 Point each of Strength and Staming.

5. Tee has spread to furihesi extremities, but is sill
coverad by akin. Cold tothe touch. Frenzy check every time
she sees or smells food—including dead bodies.

6. Bones glow blue through the skin when Character is
agitated. (iain 1 Puint of Rage. Delusions begin — Kinfolk,
friends, and sirangers appear as animals or meat (mistakes
a child for a rabbit, or Aunt Edna for a side of beef). May
still Frenzy at the sight of this “food,” attacking people.
Gnosis rol] allowed 1o detect the deception. Lose 1 die off
all Social rolls,

7. Flesh begins to drop away; this can be concealed by
clothing. Delusions continue. A character with Empathy
lefi mav leel guilty and suicidal, Strength and Stamina
increase by 1.

8. Possession 1s complete. Flesh drops away, revealing
a skeleton of glowing blue ice with a pulsing white hean
Delirium occurs in onloskers, Empathy drops ta zero, snd
the Storyteller takes over the churacter, who is now o Wyrm
thing. As a tool of the Wyrm, the character mies 1o thwart
eftorts to help Gaia, Knowledge scores drop by 1, but Gifts
can still be nsed. Sucial skills are ar zarn.

Health Levels: At cach stage starting with the second,
mark 1 Health Level in blue, starting at the bottom (Inca
pacitated). This level of flesh has been replaced hy a
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supernamral ice- like substance which cannot be harmed by
ordinary attacks. Razor Claws can be used 1o shred it. but
a fang dagger cannot penetrate and silver has ne effect,
Wenknesses: The traditional way to destroy 1t is to have
a Theurge create talens from obsidian, a glossy black stone
used i American Indran ritual, These talens can be either
Bane Arrows or & Bane Dagger. A single Bane Arrow shot
with three successes to hit and three successes damage is
vonsidered 1o lodge 1 the croature’s hearl of ice, and to
temporarily incapacitate it (freat as an aggravated wound
for purpuses of healing). “Techtalens” may work—that i%,
using litanium alloy steal instead of obsidian, Fire will
work only ifl a fire clemental can be persuaded to help. [Mhe
ice is not complelely destroved, it will regenerate,
Storvielling Nates: False Wendigo pusscssion can be a
complication for characters whose viclence gets our of

hand, It forces them to take responsibility for their own
actions, or to suffer the consequences. [f vou have Ameri-
can Tndian Garou characters, you can have them meet the
“Wendigo™ spirit in a vision quest instead of a dream.

The complication is that il the possessing spirit is killed
at sy stage over three. the Garou will also die. Thus, it
cannet he attacked i the Umbea without injuring the
possessed character. In order to cure the possessed charac-
ter, Tirst they should consull & Mentor or Elder with
knowledge of the spirit warld. The spint journey may be
done by the individual or the entire pack. The goal should
b to irmbue a healing potion of wine with a high number of
Gnosis points. In gratimde, the sparit of the wine will oust
the offending Gaffling spirit. Alternately, the pack can
persuade their totem to fight the false Wendigo, but they
will have to promise # difficult service in return. A guest
can restore pack solidarnry,

Great Beasts

There were wianis by the earth in those days..
— Gienesis 64, The Holy Bible

The (Great Heasts are powerful creatures of Gain tha
once walked openly in the world. They predate the creation
of the Garon, and now exist primarily in the spini world,

5till, when properly summoned by use of the gift Song of

the Great Beast, they can be convinced to return to Gaia and
fight against those who would inflict pain upon her

The Great Beasts oceasionally return 1o the carth o
“check up” on the situation there. The (varou rarely encoun-
ter them on either plane of existence, however, The [ew
Garow who have caught o glimpseof @ Great Beast consider
this an omen of considerable good tortune.

Al Great Beasts regenerate two wounds per round, and
may do so freely, regardless of whether they are in combal
or not, They have 10 poinis each of Rage, Willpower and
Gnosis. I killed, they will Relorm tater in the Deep Umbra,
Veti

Adttributes: Strength 10, Dextenty 4, Stamina 10, Cha-
rsma 0, Manipulation 0, Appearance 0, Perception 3,
Intelligence 3, Wits 2

Abilities: Alermess 3, Athletics 6, Brow] 5, Infimidation 3,
Primal-Urge =, Animal Ken 4, Stealth 2, Oeculrd

Attacks: Yet has access e all combal maneuvers,

The Yeti is abeast of wanter, I is a huge, furry humanaoid,
with a beoad, flat face. Its huge. 3" claws are the only spot
ol blackness on its otherwise pnistine white Body.

When the Yet wravels the carth, ot favors cold, winoy
areas. Aftsmpts to summon il in warmer climates will
increase the difficulty of the Gift by two (maximuam diffi-
culty ten b
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Sasquatdy, ‘Bigleot”

Attributes: Sirength 10, Dexterity 3, Stamina 10), Cha-
risma 1, Manipulation 0, Appearance 0, Perception 3,
Intelligence 4, Wits 3

Ahilities: Alermess 4, Athletics 6, Brawl 5. Empathy |,
Intimidation 4, Primal-Urge 5, Animal Ken 5, Stealth 4,
Occult 5

Attacks: The Sasquatch has access to all combar maneu-
VETS,

The Sasquatch is 3 beast of mouniainous temaim. It 18
similar in appearance to the Yeli, with reddish-brown fur.
| The: Sasquatch is less a berserker than its fellow Beast. the
Yeu. In combat, it isa cold, rathless killer,
When the Sasquarch travels the earth, it favors moun-
Laines sreas. Atternpts o suitinon it in Datter torrain will
increase the difficulty of the Gift by two (maximoem diffi-
colty tem),

TWhllasoau

Atiributes; Strength 8, Dexterity 4, Stamina 10, Cha-
rsma [}, Manipulation 0, Appearance (), Percemion 4,
Intellipence 3, Wits 3

Abilities: Alertness 5, Athletics 3, Brawl 5, Inlimidation 4,
Primal-Urge 5. Anmmal Ken 5, Stealth 2, Oceull 3

Attacks: Willawan may Bire or Rake,

Willawau is the prant owl, an avatar of the Owl totem. In
appearance 1L has a 0" wingspan, and silver festhers with
black sireaks. Its talons and heak are a pleaming silver.

Gl

Willawau is the defender of the air and all creatures who
fy through it Garow often summon it to fight those who
would pollute the Great Beast's lifeblood. It gives nomercy
to those it fights.

Willowan does aor favor any particalar enviconment on
the zarth. In the Umbea, it soars through the decper reaches
of the spirit world, Aiving free.

(Dinosaurs

Attributes: Strength 10- 15, Dexterity 2. Stamina 1 5-20),
Churisma 0, Manipulation 0, Appearance (b, Perception 1,
Intelligence 1, Wits 1

Ahilities: Alerness 2, Brawl 5, Intimidation 6, Primal-
Lirge 5, Animal Ken 2

Altacks: Dinvsaurs commonly will Overbear, Bite o
Punch (using their tail). Some have huge spikes upon their
hends or tailz that do Str+ 5 damage

There 15 o single Dinosaur Great Beast. Rather, the
grealest of the species that once walked Gaia as its absolute
rulers made therr way to the spint world before the dino-
saurs’ [inal extinetion. Several of the most eommaon variery,
such as lyrannosauros rex, triceratops, anklyosanros and
slegosaurus, exist as Great Beasts, Only one Great Beast of
cach type exists:

A Dimosanr Great Beast may be summoned for any
purpose. Whensuch creatures travels (he earth, they Favor
warm, humid areas such as jungles and swamps. Altempts
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to summon them in cooler climates will increase the diffi-
culty of the Gift by two (maximum difficully ten},

Rumors persist of dinosaurs still wandering deep in the
African Congo and on south seas isles. Mone know the
veracity of these mumors,

Great Sharks

Attributes: Stength 9, Dexterity 2, Stamina 12, Cha-
nsma 0, Manipulation 0, Appearance 0, Perceptivn 3,
Intelligence 1, Wits 1

Ahilities: Alermess 4, Athletcs (swimming only) 3,
Brawl 5. Intimidation 5, Primal-Urge 5

Attacks: Great sharks can Bile or Jaw Lock, Their skin
1 50 rough that even brushing against an opponent, they do
Stras damage. Their bite does Str+ 3.

Certain Garou can summean the Carcharadon megalodin,
the Gread Shark. The megaladon s the primordial ancestor
of Carcharoden carchariny, popularly known as the great
white shark. The Great Shark resembles its descendant in
every respect save size — for the Great Shark is a T0-foot
monster, and can easily engulf Gve full-grown Crinos

P

Garou in its maw, e hehavior is unforiunately similar o
that of the great white — the megalodon 15 a killing
machine, existing only to eat all in its path.

Great Sharks ure the least subtle of the Great Beasis,
Like their zarthly descendants, they are fearsome hunters,
in eonstant motion, They can only be sumimoned in waker.
and any attempts to summon them elsewhere will antomati-
cally fail

Creat Sharks donot favor any particular cause. They are
the ultimate personifications of the mindless, highly devel-
oped killing machines that their anccstors are today. They
dre summoned to kill and destroy, and they do so with no
remorsi, no pity, no feeling of satisfaction.

The Great Shark's only apparent cmolion is a blood
frenzy, When they catch the scent of blood in the water,
they go into aterrible frenzy . Atsuchtimes they will attack
anyone, even those who aummonad them. They are not
averse lo-attacking boats and even low-[lying airplanes,
Any Garou who summons a Great Shark is recommended
to leave the area immediately. Such creatures cure not a bit
for those who summon them once the blood frenzy hegins,

Appendix 6l




Lupus Character Templates

LY &

Classic Trickster

Ouote: The moom vhiney down wpon wy elf this mighi,
Riern with me wnder ity gaze!

Prelude: You were born in the American southweast,
near the Mexican border, Your fellows had been hunied (o
near extinction, but you and your sire eked out 8 marginal
existence on the fringes of society. You became expert al
living on the edge, stealing from the humans what yvou
needed to survive, preying on their livestock, avoiding
their hunters.

Your gire was eventually killed by a hunter, bt ol
danced free of the carefully laid wap. It was shortly after
that the Ciaron Iocated you, and put you through the Rite of
Imuiation, Y ou passed the Rite, althouwgh not without immitat-
ifig many of your packmates by your behavior. Like many
4 Ragabash, you fecl it 15 your sacred duty to play the part
of the trickster, Because of your Amerindian origins ameng
the Wendigo tribe. you look upon yoursclf as the personi-
fication of Coyote

Conecept: You play the role of Bagabash Trockster to the
fullest. As with all Ragabash, you are reluctantly accepted
as partof Luna's evele. However, few packmates look upon
you fondly. They tolerate your behavior, as long as it does
not endanger the pack.

Your Menter is another Ragabash of the pack, one that
understands vour behavior, Her influence is sufficient to
discourage most reprisals agamst you for vourincks. Your
Allies are fellow Ragabash. Your personal Charisma is
high enough that yeu can charm vour way oul of most ol the
trouble vour activities get you into,

¥ourhave sufficient Willpower, bt lack Rage. Yoo will
probably wish fo inerease this for the imes when you nead
the extra benefits, You may also wish o increase your
talents and perhaps a physical avtribute. You are not nor-
mally & coward: rather, you prefer (o pick your fighes,
instead of being drawn into combat or going randomly
berserk,

Roleplaying Tips: As noted above, vou are nol o cow-
ard. Like Covote himsclf, you profer to relv an stealth and
cunning. This makes you vnusual for a lupos, Maost of your
fellow wolves are much more dircet. Besides, it requires a
great deal of bravery to perform some of the stunts vou do,
It takes a great deal of courage to scale the cliff side, or
swim the river, or face the ones you insulted with your
pranks,
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Name: Breed: Lupus Pack Totem:
Player: Auspice; Ragabash Concept: Classlc Trickster
Chronicle: Tribe: chdlgg Battle Scars:
Attributes
Physical Social Wental
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(Dark Wystic

Quote: The crescen! meon iy o dowble-edged blade, Be
Wl kY, Lest i cal you

Prelude: You were born in the bavou of Lowisiang, one
of 2 small pack of walves eking oul un exisience as besi they
could, Still, your pack was the lavored of @ Garow. You
were the only ong of your Titler 1o munilest your Garou
hentage. The Gorow took you away, to begin a Rite of
Passage that almost cest you your existence.

Onee you had emerged [rom che Rite, you were fit to take
your place among the Shadow Logd tribes. Althoughamere
initiate in the ways of the spirits, you seek ro gain greater
and greater power, The ribat elders have spoken of vast,
miyslerious powers that lie within and kevond the Umibea.
[1is said that the Wyrm's minions have knowledge of these
durk spirits. You must continue to fight the Wyrm, bul
make an effor to leam its secrets as you do zo.

Concept: Like most Shadow Lords, you seek power, In
¥our case, however, you sesk mystical power, You arc not
reluctant to do anything i takes to abtain this power, short
of yielding to the Wyrm. And of course, what you consider
vielding and what other Garou consider viclding may vary.

Your Resources represent the small power base
that vou have built among mortals. Your Past
Lite, Rimals, and Fetish represent the
mystical powers yon command
as a Thenrge. Although &
Theurge, your Primary
ability is Talent

"

simply becanse you noed abilities in that category to
miintain your fighting edge as a Garou and to handle the
political intricacics that the Shadow Lords sometimes play.
Your social skills are low, as vou prefer to rely on vour
cunning and strength to owtsmart or outfight any opposi-
tion,

Your Rage and Willpower are both low, and should be
improved. ¥ou may wish to expand vour Knowledges and
Backerounds.

Roleplaying Tips: You are a dark mysterious Ggure, a
schemer who lurks on fhe edees of most packs. Unlike
many Shadew Lords, homids who deal in homad politics,
your interest is more in the mysiic world than the physical,
You believe the ke fo power 15 to leam the secrets of the
Wyrm and use it againsl the Comupter.

In a growp. vou tend to play the role of outsider. You are
nol reluctant to sacmifice s comrade for a greater good.
However, you realize that packmates, lacking your per-
spective, take a dim view on this. Therefore. you only make
this cheice when no other option is available,
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Name: Breed: Lupus Pack Totem:
Player: Auspice: Theurge Concept: Dark Mystic
Chronicle: Tribe: Shadow Lord Battle Scars:
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Dexterity L L oI Manipulation #0000 Intelligence LL L Jele
Stamina L1 1 I Appearance._ #8000 Wits (I11 1%
Abilities et
Talents Skills Knowledge
Alerncss SO000 Ammal Ken L Tululals) Computer Qo000
Athleticy ®0000 Dirive 00000 Enigmas ®0000
Brawl o000 Etiquetts DoOo00 Investigation ooooo
Daodge IR T Ta Te V. Fireanms 00000 Law 00000
Empathy 88000 Melee *0000 Linguistics 00000
Expression ®O000 Leadership 29000 Medicine 00000
Intimudation S8O0O0 Performance Dooon Occult o880
Primal-Urge 8000 Repair 00000 Politics 00000
Streetwise 00000 Stealth 89000 Rituals 0000
Subterfuge SBO00 Survival e8O00 Science O0oo0
tﬁ’arkyraunbi Gifts Gifts
Fetish S0000 Heightened Senses
Fast Life 00000 Sense Wyrm
Resources 0000 Fatal Flaw B
Rituals [ TOL4TETW)

RN S p— i Rige —~er——ti gt Heqlth e

Glory 150

Honor B0

Wisdam 300

—t— GTank

i Combat ———a
Weapon Damage |Difficulty

Homid {Momany Mo St Adjusiments; Diff,) & Glabre (Near Mar): 51 +2, Sw, +2, ‘n.!lr 1, Man, 1 D6IT T, Cranos (Wl Mas)
Dies 1 App. 0, Man_ -3; Diff.: 6. Hispo (Vear Wolit Sir+ 3. 318, +3. Dex. +2, Mun

@9 00000000

oooaoaoaoad
—we g (U051 § el

908000000
Oooooooooc

000000000
pooogoaoonon

Bruised
Hurt

Injured
Wounded
Mauled
Crippled
Incapacitated

éltﬂ.ggﬁlhtlﬂﬂ
41 00
4 Hu
2. &0
A 0O0
5 Q4o
CHE

p——Tillpower ==k pr—"Experience—v—%

v Ser. +4, Sta. 43,

nff.: 7, Lupus | H»nér’] S +1, Sra, +3, Dea =2, Mun_ -3,

Chuft ; & Attributes: 7573 Abilities: 13%5 Gifis: 1 Level 1 from breed, auspice und fribe; Backgrounds: vanatle by iwibe; Freehie Points: |5 (7f "-'1-“




Human Wediator

Craote: Homid aned ferad, Crerow amd iuman. Gada 65
mether o wy all. We need not siruggle ggaimse each other,

Prelude: You were born a wolf, but taken from your
den, from she who birthed you, atan eacly age by humans,
“researchers.” They ook vou into your home and raised
you Y oou soon accepied hem as the parents thal vou bl
been taken from,

You had just reachad
yaur second vear, the
year of sexugl mam-
rity, when o woll
hrake into the oor-
door pen where the
humians kept you,
Bolore your cyes, he
shifted from woll o
human form, He took
youl from the pen, took
you away from your
adopted parents, took
you off into the wilder-
ness, There you soon came
o realize your true nature.,
as one of the Garou,

66

You reulized that one of the reasons you were so comfort-
able with the humans that had taken vou from your den was
that you yourself had the seeds of humsnity within you,

Mow you have come to acoept your tnbal hertage, You
are one of the Children of Gaia, and you, like all vour tribe,
support peaceful coexistence with the humans, You know
from vour own expecience that many humans can be guite
peacetul and accepting it approached on their own terms,
In their homad torm, the Garow can do this, and prepare the

humans for accepting the way of the werewolt. Once that
is avcomplished, you can detsrming the best way (o go

about restoring Mother (aia,
Concept: Unlike many Garon, and almost all ferals,
vou are willing bo accept the humans that live upon
the tace of Gama. You act as a balance against the
many Garou that would call for a eetum to the
wiiys of the Impergium, You feel that coexist-
ence is best, and point to yourself as an example
of how homid and feral, human and Garou, can
live together,

Yo Ally 15 anhe of the humans who raise
youi, & resenrcher of some sorm whi may or may
not know you g3 hoth waoll and human. You

have a distinguished lingage, one of the
only reasons most Garou tolerate
wour views. Your Rage and Will-
power are hoth somewhat low,
anil should be rajsed. Your abili-
riea are adequate. Howevear, you
ray wish 10 raise a physical at-
trahute, You often have i fight to
defend vour views,
Boleplaying Tips: As a
Philodox, you feel you must act
asa balance o all things. ¥ ou feel
this most strongly regarding the
ereal conflict between the Garou
amd the humans. Unlike many
tribes, who revel in bloodshed,
wvoru prefer w settle things peace-
[ully. O course, no such peace
should ke allowed when the
Wyrm rises irs head. The humans
ares merely misguidad agents of
the Wrm, snd should be con-
verted instead of killed.
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Name: Breed: Lupus Pack Totem:
Plaver: Auspice: Philodox Concept: Human Mediator
Chronicle: Tribe; Children of Gaia Battle Scars:
Attributes _
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Hosoler

Quote: The Howle af the Gavew are but a heeef glimpse ers. Although many of the Fianna are homids, with a talent
into the E.'Ilrl'E"ll‘.'i‘fI_!.- r'.:ll"r:rnr WAy rJ:,I"a:ermuuf:?&Hrm. it with for singing in their vocal form, vour lavored means of
ma, {J.ﬂﬁr}'ﬂ.',! shall hoar Howls Mo have wever heard héﬁﬂ Fé. communization is howling. Even in your Homid form,

Prelade: You were born of asmall pack of wolvesinthe  however, vou have a gifted voice, Unlike many ferals vou
eastern US, Fronveatly puppyhood you were tavght how to enjoy slipping to full Homid form, so that you may employ
howl, how to communicate with your packmares. this movel form of communication.

It wasn't until later that vou realized so much Your Willpower is low, and reguires mmprovement,
emphasis was rare among wolt packs. You ook Your Kinfolk are probably of Trish deseent, sinee
well tothis raining, dnd soon your howls were vour tribe was brought across the occan from
the anvy ol vour littsrmates and even the adulls Ireland. As a European Garow, you can trace o few
ol the pack. respected ancestors in your lineage. Your Ally

When vour sire retarned to your pack two is probably a fellow Galliard, either @ homid
vears after vour birth, he greeted the pack of the Fianna or any Galliard from ancther
with a howl such as you had never heard, tribe. All of your traits are adequats, so
You were thrilled @t the depth, the reso- improwve them if you wish. Your
nance, af the sound. This was what vou Talents are a bit lacking, since
aspired 1o, and what you had just touched your Primary ability is Skills.
the surface of in your own fecble efforts, Just bhecause vou are a

Wour sire revealed that you were of the Galliard does not mean you
Crarout, o shapeshifter, and that there was are a poor highter: apointor
asocicty for others such as yourself. You twao in Brawl, Athletics or
wiere part of & greater tribe., the Flanna, Dodze would be good.
that had come from across (he occans Releplaying Tips:
o Americn, to experence a new world, Yoo tend to be a some-
You passed your Rite of Passage, and what happy-go-lucky
discovered you were born under the gmibbous e, interasted in com-
moon, Mow vou travel, alone or with your : municating with anyone
pack, learning all there is to learn of the Y, and everyone who has
world &0 that you may howl your ideas of interest. You
diseovenies to the moon, are not foolish enough

Concepl; Among the Garou, to helieve the minions
you are a Howler, their equiva- of the Wyrm, however,
lent ol @ bard, You travel the and fight 45 fully as any
world experiencing whal Graron against the Cor-

there is (0 experience, and rupter, Your favored
passing il on 1w oth- | mode of communication

is howling, directed at

wolves, Garou and hu-
mans alike (although the
latter are usually nnappre-
cigtive), Still, you enjoy
singing and are comfortable
in Homad [orm.
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Pack Totem:

Concept: Howler
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Wlf Warrior

Quate: Two-legs would destrey four-legs? Rather two-
feps ' gwaly be strunp our fo fie wpon the grownd.

Prelude: ¥ou were born (o a pack of powerful welves,
ane of the tew leftin America. Tnder the leadership of your
alphi, the pack evaded cvery two-leg trap, every two-leg
hunter, even the strange birds that the rwo-legs flew through
the atr within, When you came of age, you realized that
your leader was not merely a four-leg, He, Tike you was one
of the Garouw, When you and onc ol your litermates
displaved the first signs of possedsing Garou blood your
self, the puck held @ great celebration,

Your Rile of Passage was an attuck on a drunken group
of two-legs who thought to hunt you in your natural
environment, You easily killed them, and ook great plea
sure in the sensations of thair flesh betwaen your teeth. ¥ ou
also utilized for the first time your ability (o shapeshift into
ather forms, SHll, you are most comfortable as o wolt, and
rarely shift to any form other than Hispe.

Occasionally you have traveled among the two-legs,
uging your own puny Homid form. You have seen nothing
of their pack that showld be preserved. They revel in
darkness, und shut themselves away from Mother Gaia
You have no complainl with your tribe’s inlent to wipe
them from the face of Gaia. However, vou realize their
weapons are power(ul, and the Veil must be maintained.
You intend o move cantiously, choosing your moments
with care.

Concept: You were born as o wolf, and sdll think like
wolf. Your thought processes dre somewhal more sophis-
ticated, bul you prefer to rely on instinel. Like most Red
Talons, you believe the humans shiould be completely
destroyed. However, you realize the virtues of patience,

Your Kinfolk are the Garou-favored wolf pack that you
grew up with. You receive a measure of respect because of
your lmeage. You vccasionally draw upon your Past Life to
summon up the spiril of some powerful Ahroun, Your
Willpower is low, and should be developed, and vour Rage
could stand improvement as well. You have no use for
social graces. Rather, you are a killing machine on four
legs, Your attributes and abilities reflect this accordingly

Roleplaying Tips: You must get into the mentality of a
walt, You are very accepting of certain things, but care
little for why those things come to pass, If a two-leg can [y
in & large metal bird, then what care you how he does it?
Yuu olerate homid and metis Garou, but believe that the
lupus are the best and most powerful of the Garon. You
lomg 1o see the lupus become dominant among the Garou as
it was millennia ago,

You can work with other tribes, but have some difficulty
dealing with homids. You can work with lupus from other
tribes, but expect them 1o submit to your domioation. Y our
tactics in fighting the Wyrm and its agents ure simple: track
them down and kill them.
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Name: Breed: Lupus Pack Totem:
Player: Auspice: Ahroun Concept: Wolf Warrior
Chronicle: Tribe: Red Talons Battle Scars:
Attributes
Physical Social Wental
Strength 8080 Chanism #8000 Perception *8880
Dexterity e8e00 Manipulation [ T Jaluln] Intelligence 88000
Stamina L L1 Jsle Appearance__ @8000 Wits__ S 1 Tslols)
e et Ay ift:es e
Talents ills Knowledge
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We areoblivated, therefore, o spread the pews,
painful and bitter though 1t mav be for some fo
heerr, that all living things on earth arve indved,

— Eivward Abbey, Desent Solilude
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5 The Widnight Prowl
S Dark shapes lope across the moon-drenched fields, hard upon the scent
. of prey — wolves on the hunt. The wolves weed out the weak and the
. sick, keeping Gaia’s children pure. But the Wyrm plots against the
" predators, creating fear and scorn for Gaia’s noble beast. What can

long survive the hatred of humanity?

The Forgotten Howl

In the deep woods, a primordial world still survives, the heartland of
Gaia. Here, a mournful howl rises to the moon, lamenting the loss of a
way of life. The lupus Garou are the guardians of this pristine
wilderness, the gatekeepers of the last pure lands on Earth.

Wavs of the Wolf includes:

* Extensive information on wolves. their behavior and connections
to the lupus, those Garou born of wolf.

* Details on the Red Talons, the vengeful tribe of feral Garou
who resist humanity’s invading onslaught.

* New gifts, fetishes, magical plants and creatures found in the
deep wilds of the world.
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