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WHAT ARE WEREWOLVES?

The Garou, or werewolves as they are called in folklore, are the
defenders of Gaia, the spirit of the world. They fight agains the
forces of destruction and corruption, known to them as The
Wyrm. And they have failed. The Apocalypse has happened or is
happening, and now it’s up to each pack of Garou to strike back in
a way that its members find meaningful.

Immediately, Garou fight to take back what has been lost.
Whether that is reclaiming a forest from a logging company,
annhilating a military force occupating land, to preventing disease
from outbreaking, the Garou fight to stop the further destruction
of the world from those that profit from its continued exploitation.

Garou are spiritual entities, not entirely flesh, not entirely
spirit. They commune with spirits of all kinds, and can even travel
to the spirit world know to them as The Umbra. Though spirits
are usually untrusting of Garou in the time of the Apocalypse,
there are some that are willing to deal with them, for a price.

Like any group of people, Garou have their own culture and
society, though how unified this society is varies between each
werewolf. Infighting between packs, septs, and even individual
Garou keep them from uniting under a single force, much to the
delight of the Wyrm and its minions.

9944 :1S0)
ATUQ NOJRD PUR SOATON JOJ S3S9] TRIO0S
(UOT3910STP S,JS) 99T Snuog TTBIUSIOJ

£yTUnUWW] JOATIS

WH04 SndN1

MooyD o¥ey T :3S0D

(eFewmeq pelreAeadFy) NOoBIYY °931g T+
MooyD oFey T J0J oFeweq T TB9H
ATUQ NOJRD PUR SOATON JOJ S3S9] TRIO0S
§389] UjTes3s 03 °89T(Q 2Z-

§3s9] Tedrsdud TTIV 03 °91IQ 2+

404 0dSIH

S)o9y) 98ey 2 :3s00

Suemny UT WNTJITT9Q Sosne)

(eFeweq pojeARITZFY) OBy °3Td T+
Aoe3131y Meld ¢+

yoeHd X0ooy) oF8ey T JI0J oFemeq 2 TeB9H
STOA9T Y3ITeeH p+

TTed sS3s39] UYiTeo3s ¥ TBIO0S TTIV
53591 TedTsfud TV 03 902IQ ¥+
fzueag 10 uiny/zomodyTIM T puads

404 SONIHI

IMPAIRMENT

If the Health tracker has all of its boxes filled, the character is
Impared. They lose 2 dice from all Physical dice pools until they are
removed. If the Health tracker has all of its boxes filled with Aggravated
Damage, the character is out of the conflict. Most humans die at this
point, but Garou can only be killed by silver damage, fire damage,
or severe dismemberment.

A character can become Impared by having all boxes filled in the
Willpower tracker. In this case, all Mental and Social dice pools lose 2
dice. Having all Aggravated damage in all the Willpower boxes has no
mechanical effect. However, if this occurs via a social conflict, they
character breaks down and loses face.

SPENDING WILLPOWER AND WILLPOWER ROLLS

After making any Test, a character can take a point of Superficial
Willpower damage to reroll up to 3 Normal dice. You cannot reroll
Rage dice in this manner. You must have an unmarked box of
Willpower in order to reroll dice in this manner.

Some circumstances require you to make a Willpower roll. In this
case, roll a dice pool equal to your unmarked boxes of Willpower.
Additionally, you may be asked how many boxes of unmarked
Willpower you have by the Storyteller
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HEALTH, WILLPOWER, AND DAMAGE

Health is a measure of your physical wellbeing, while Willpower is
your psychological wellbeing. The higher your Health and Willpower
are, the more injury or how much you can exert your will, respectively.

Health and Willpower are both tracked with boxes. You have a
number of Health boxes equal to your Stamina +3, while you have a
number of Willpower boxes equal to your Composre + Stamina.

SUPERFICIAL DAMAGE

Whether you are hit by blunt weapons or offended by another
character, you take Superficial Damage to either Health or Willpower
as the case may be. For each point of Superficial Damage you take,
place a single “/” in the appropriate box.

AGGRAVATED DAMAGE

Reserved for fire, chemical attacks, aggrevious damage, and in the
case of werewolves, silver, cause Aggravated Damage . For each point of
Superficial Damage you take, place a single “X” in the appropriate box.
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LEXICON

Auspice: Themoon-sign under which one experiences one’s First
Change into a werewolf; an indicator of one’s role in werewolf society
Caern: A place where the spirit world and the physical world are in
close accord or proximity; to many werewolves, a “holy place”
Delirium: Confusion, terror,and/or fugue state that afflicts
humans who see werewolves for what they are

Harano: A stateof werewolf misery or despair in which they believe
that nothing matters, so why try?

Hauglosk: A stateof werewolf fervor or fanaticism in which they
believe that they must take urgent action immediately

Moot: A cultural, political, or practical meeting of werewolves, often at
acaern and hosted by a sept

Rage: Thewerewolf’s fury made manifest; the raw, destructive force
of being Garou, at once a blessing and a curse

Sept: A numberof packs sworn to the protection of a caern; a sept
can consist of a lone pack or many

Tribe: A faction of werewolves pledged in service to a particular
Patron Spirit; a tribe’s outlook represents a way of facing the Apocalypse
Umbra: Thespirit world; the shadow or reflection of the physical
world, seemingly caused by emotional resonance

The Wyrm: Ascendantin theage of Apocalypse, the cosmological
force of destruction, decay, and entropy
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DICE AND DICE POOLS

A character has a series of Attributes and Skills. Each Attribute
is ranked 1 to 5, each Skill is ranked 0 to S. The Storyteller will ask
you to roll a Test consisting of an Attribute and a Skill. Add the
rating of each of those two together and roll that amount of
10-sided dice. In some cases, you may need to roll Attribute + Renown
to Activate Gifts, Skill + Renown for Rites, or 2 Attributes.

Each die has a series of symbols on them. The diagrams on the
next page displays what each symbol means.

If there are two Critical Successes among the dice rolled in a Test,
that is a Critical Win. The roll gains 4 successes from those two dice.

The Storyteller will give you a Difficulty score for your Test to beat. If
you roll equal to or higher than the Difficulty, the Test is successful.

RAGE DICE

For each point of Rage your character has, a regular die in a
Dice Pool is replaced with a Rage Die. These function like regular
dice except there are additional symbols on them.

If two of the Rage dice are Brutal Results, one of two things
occur. If the Test was for a violent action such as striking an
opponent, the Test gains 4 Successes. If the action was non-violent,
the Test automatically fails, usually with a destructive outcome.
The Storyteller the final arbiter for this type of outcome.
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THE LITANY

The Garou have a code of customs that are handed down though
oral traditions. Most Garou know this code, though in moder nights
itis often pervieved as a means for elder werewolves to bully younger
werewolves. Many young Garou see many parts of this creed and the
following of these traditions as the cause for the failures of the Garou
elders who use the Litany to further their own power.

Tenets of The Litany

+ Combat The Wyrm Wherever It Dwells and Whenever
It Thrives

= Respect the Territory of Another

» Accept and Honorable Surrender

«  Submint to Those of Higher Station

» Respect Those of Lower Station, for All Are of Gaia

« The First Share of the Kill for Greatest in Station

- Eat Not the Flesh of Humans

» The Veil Shall Not Be Lifted

« The Leader May Be Challenged at Any Time During
Peace

« The Leader May Not Be Challenged During Wartime

» Take No Action That Causes a Caern to Be Violated

quaqr ] a0foq

ua1s3] puv v [ 240foq yusqi [jvqs |
[rfuoue 29 s [

guapnd aq jjvas |

.,{9]7'13'1409 ]qus I

wavd] 1S [

wopsim
jJo shep ayl

sasuagqve 4vf v 3200w Jrvgs
pom Qe Aq 2a3] Jvgs

JOUOH
asnl aq jvgs 1
mlogoqyrgsy 3O SKEM YL
1f125d52. 29 Jrvgfs I
walyq agqr Avgs jpvgs [
ovom aq 1921044 [vefs | AJo|y
Sno.2uas 3q Jjvys
vy sy BNSKEM oy
SnOA0[VA 29 [IvYs |

SN PUE S1JI5) 9ILANDE 01 NOJEL) £q PAsn ST UMOUDY
"noxes) 190 pue s1urds Suoure Yroq sniels yey sagnuenb umouayy
PUE ‘Spaap 121 Y3noI Spuada] UMO IS PING PUE AT NOTED)

S334) ONU NMON3Y



