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PROLOGUE: BLOOD DANCE
 Easy now.
 Just keep taking deep breaths.
 Slow down if you can.
 That's it.
 Try to relax.
 Try not to think too hard about the last half hour.
 That's right. I'm a friend.
 I'm a... cousin, really.
 And I'm here to help you last out the night. I think we've got a minute before we're going to have to get away from here, so just keep breathing slowly and try to calm down.
 You might have known this was coming. Was it the dreams? Sometimes it's the dreams - dreams of running on all fours, smelling blood from miles away, the moonlight Or maybe it was the other kids. Did they treat you differently, like they could somehow see something dangerous about you? That'll happen, too. And it all got worse as you got older. Once you started getting into your teenage years, the dreams got worse, and you started to feel something bottled up inside you. Your classmates avoided you. Maybe teachers thought you were acting funny, and they started asking if you were on drugs. And the pressure inside kept building.
 Yeah, I know the story. Particularly the next part. You got pushed too far. Something inside you snapped. The next thing you knew, you were covered in blood, standing in a pile of guts and flesh and bone that used to be a person - or people.
 It's okay! It's okay. This time, it's okay. The people here were trying to kill you. It was you or them. You did good. You just need to learn a little more control
 No, we can't go back. Your old life's dead - and if they catch us, there's a fair chance that your new life won't last much longer. They'll probably have silver this time.
 You don't know why you just shuddered when I said that, do you? Or maybe you've guessed by now?
 You've just gone through your First Change.
 You're a werewolf.
 . . .
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Thousands of years ago, before humans used language to describe the events of the past, the Earth Mother created three supernatural forces - the Weaver, the Wyrm and the Wyld - to maintain the universe. She guided all nature's creatures with a feral claw.
 It was the Earth Mother, they say, who first taught us to change our shape. And it was at Her command that we fostered the fledgling human race. Many were the shapeshifting kinds, but we were the most powerful, the most feared - the Garou, the werewolves. Together, we kept the human herds in check. A conclave of our tribes ruled our kind, and we were the Earth's dominant species.
 We reveled in our dominance, and we sought to command all shapeshifters. When not all would bow to our might, we claimed our kin to be a threat to Gaia's human children. In retaliation for their defiance, we waged a savage battle against our changing kind. We never expected that those we sought to protect would be the next to dissent.
 The violence was so terrible that humankind turned its back on us all. While we carved out a path in blood, humans relegated us to myth and legend and began their own story. So much did humankind deny our existence that, to this day, humans who see a Garou retreat in madness and forget what they have seen.
 Today, we Garou live under the Veil, concealing ourselves from the humans who are now dominant among Gaia's offspring. But still, be it in the world of flesh or spirit, we fight to prevent the Apocalypse. As humans pollute the world and cities grow, strangling the wild places, so too do the Wyrm and the Weaver fight each other in a conflict that can only destroy the world.
 We Garou stand in their way. Our struggle today is more dire than ever, for indeed, we are the last generation of warriors.

Page 4
                        

CHAPTER 1: GAROU RACE
 Werewolves. Creatures of far-reaching mythic status. Both heroes and monsters, a combination of wolves and men. The Garou are an ancient species with a lineage that reaches back before history, and they can trace their bloodlines back to the days when humans first stood erect on two legs and used fire to drive back the darkness. The Garou are honorable, noble, savage, canny, proud, angry, heroic, monstrous, inhuman, egotistical, shortsighted, adaptable, wise, mysterious and tenacious. As a species, they are perhaps the most hardy and the most foolhardy of all the earth's creatures. They believe themselves to be the defenders of Gaia, an all-powerful godlike being. The Garou defend Gaia from the Wyrm, a very real evil creature bent on consuming, tainting and destroying all of Gaia. Not only is the Wyrm real, but its evil spirits are powerful and prevalent everywhere, especially in the dark cities. Indeed, the Darkness has allies. The Darkness is everywhere. Without the vigilance of heroes, the Darkness will win.
 There are three subraces - or breeds - of Garou: Homid, Lupus, and Metis.
 Homid Garou are born from a union between a human and a Garou; they usually grow up as humans and later discover the ability to change into wolf or Crinos forms.
 Lupus Garou are those born from a union between a wolf and a Garou; they usually grow up as wolves and later discover the ability to change into human or Crinos forms.
 Metis Garou are children of two Garou parents. Malformed and sterile, they are products of a forbidden union, and usually shunned by other Garou. Their natural form is the Crinos form.
 Garou (Homid) characters possess the following racial traits:
 Size, Type, and Subtype: Medium humanoid (shapechanger).
 Ability adjustments: +2 Str, +2 Con, +2 Wisdom.
 Defense: +2 natural armor bonus.
 Speed: Base speed 30 ft.
 Natural attacks: A Homid Garou has no natural attacks, but he gains them when he shapeshifts into wolf form or Crinos form (see below).
 Special Qualities: Wolf form, Crinos form, DR 5/magic, low-light vision, scent, silver vulnerability, wolf empathy.
 - Wolf Form (Su): A Homid Garou can shift from his natural human shape into a wolf
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form at will as though using the polymorph spell on itself, except his gear is not affected, he does not regain hit points for changing form, and only this form can be assumed. In wolf form, he assumes the shape of a full-grown wolf, with the following benefits: his racial physical ability modifiers become Str +2, Dex +4, Con +2 (these replace his standard racial physical ability modifiers given above), his base speed is improved by +20 ft., and he gains a natural bite attack (1d6+Str modifier).Changing to or from wolf form is an attack action. A slain Homid Garou reverts to its human form, although it remains dead. Separated body parts retain their alternate form, however. All Garou often find it difficult to restrain themselves from shifting form during full moon.
 - Crinos Form (Su): A Homid Garou can shift from his natural human shape into a bipedal hybrid form at will as though using the polymorph spell on itself, except his gear is not affected, he does not regain hit points for changing form, and only this form can be assumed. In Crinos form, he assumes the shape of a tall bipedal hybrid between human and wolf, with the following benefits: his racial physical ability modifiers become Str +6, Dex +0, Con +6 (these replace his standard racial physical ability modifiers given above), his base speed improves by +10 ft., his natural armor bonus improves by +2, he gains a natural bite attack (1d6+Str modifier), and two natural claw attacks, (1d4+Str modifier each).Changing to or from Crinos form is an attack action. A slain Homid Garou reverts to its human form, although it remains dead. Separated body parts retain their alternate form, however. All Garou often find it difficult to restrain themselves from shifting form during full moon.
 - Step Sideways (Su): The Garou are beings of two worlds: the Earth and the Ethereal plane, called the Umbra. They can step "sideways" into this spirit world at will; this functions as the ethereal jaunt spell, except that Garou can ethereal for as long as they wish. However, due to the relatively recent establishment of the barrier between the planes - the so-called Gauntlet - it takes 1d4+1 rounds and a DC 12 Fortitude save to successfully complete the passage to Umbra. The same amount of time is necessary to return to Earth, but no Fortitude save is required.
 - Damage Reduction (Ex): A Garou has damage reduction 5/magic; his natural attacks are treated as magical and silver weapons for the purpose of penetrating damage reduction.
 - Low-Light Vision (Ex): A Garou has low-light vision in any form.
 - Scent (Ex): A Garou has the scent ability in any form.
 - Silver Vulnerability (Ex): A weapon made of silver ignores a Garou's damage reduction and also deals an extra 2d6 points of damage per attack. Most Garou are also very sensitive to the mere presence of silver items, and tend to avoid them if possible.
 - Wolf Empathy (Ex): In any form, a Garou can communicate and empathize with wolves. This gives them a +4 racial bonus on checks when influencing the animal's attitude and allows the communication of simple concepts and (if the animal is friendly) commands, such as "friend," "foe," "flee," and "attack."
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Skills: A Garou has a +4 racial bonus to all Listen and Spot checks, and to Survival checks made while tracking by scent; however, a Garou has one skill point per level less than a human.
 Feats: A Garou receives Track, one tribal feat, and one auspice feat as bonus feats; however, a Garou has only one (non-bonus) feat at first level, one less than a human.
 Talents: A Garou adds the following talents to his available talent selection (in all six base Hero classes) – Hardness, Rage, and Vitality. Note that a Garou’s auspice feat adds more available talents.
 Level Adjustment: +4.
 Garou (Lupus) characters possess the same racial traits as Garou (Homid) except as specified below:
 Size, Type, and Subtype: Medium magical beast (shapechanger).
 Ability adjustments: +2 Str, +4 Dexterity, +2 Con, +2 Wisdom, -2 Intelligence, -2 Charisma.
 Speed: Base speed 50 ft.
 Natural Attack: Bite (1d6 +Strength modifier)
 Special Qualities: As Homid Garou, except instead of the wolf form ability he gains human form, and his Crinos form ability grants different benefits..
 - Human Form (Su): A Lupus Garou can shift from his natural wolf shape into a human form at will as though using the polymorph spell on itself, except his gear is not affected, he does not regain hit points for changing form, and only this form can be assumed. In human form, he assumes the shape of a standard human, with the following penalties: his racial physical ability modifiers become Str +0, Dex +0, Con +0 (these replace his standard racial physical ability modifiers given above), his base speed is reduced by -20 ft., and he loses his bite attack.Changing to or from human form is an attack action. A slain Lupus Garou reverts to its wolf form, although it remains dead. Separated body parts retain their alternate form, however. All Garou often find it difficult to restrain themselves from shifting form during full moon.
 - Crinos Form (Su): A Lupus Garou can shift from his natural wolf shape into a bipedal hybrid form at will as though using the polymorph spell on itself, except his gear is not affected, he does not regain hit points for changing form, and only this form can be assumed. In Crinos form, he assumes the shape of a tall bipedal hybrid between human and wolf, with the following benefits: his racial physical ability modifiers become Str +6, Dex +0, Con +6 (these replace his standard racial physical ability modifiers given above), his base speed is decreased by -10 ft., his natural armor bonus improves by

Page 7
                        

+2, and he gains two natural claw attacks, (1d4+Str modifier each).Changing to or from Crinos form is an attack action. A slain Lupus Garou reverts to its human form, although it remains dead. Separated body parts retain their alternate form, however. All Garou often find it difficult to restrain themselves from shifting form during full moon.
 Garou (Metis) characters possess the same racial traits as Garou (Homid) except as specified below:
 Size, Type, and Subtype: Medium monstrous humanoid (shapechanger).
 Ability adjustments: +6 Str, +6 Con, +2 Wisdom, -2 Intelligence, -2 Charisma.
 Speed: Base speed 40 ft.
 Defense: +4 natural armor
 Natural Attack: bite (1d6 +Strength modifier), two claws (1d4 +Strength modifier)
 Special Qualities: as Homid Garou, except instead of the Crinos form ability he gains human form, and his wolf form ability grants different benefits.
 - Human Form (Su): A Metis Garou can shift from his natural Crinos shape into a human form at will as though using the polymorph spell on itself, except his gear is not affected, he does not regain hit points for changing form, and only this form can be assumed. In human form, he assumes the shape of a standard human, with the following penalties: his racial physical ability modifiers become Str +0, Dex +0, Con +0 (these replace his standard racial physical ability modifiers given above), his base speed is reduced by -10 ft., and he loses all natural attacks.Changing to or from human form is an attack action. A slain Metis Garou reverts to its Crinos form, although it remains dead. Separated body parts retain their alternate form, however. All Garou often find it difficult to restrain themselves from shifting form during full moon.
 - Wolf Form (Su): A Metis Garou can shift from his natural Crinos shape into a wolf form at will as though using the polymorph spell on itself, except his gear is not affected, he does not regain hit points for changing form, and only this form can be assumed. In wolf form, he assumes the shape of a full-grown wolf, with the following benefits and penalties: his racial physical ability modifiers become Str +2, Dex +4, Con +2 (these replace his standard racial physical ability modifiers given above), his base speed is improved by +10 ft., and he loses his claw attacks.Changing to or from wolf form is an attack action. A slain Metis Garou reverts to its Crinos form, although it remains dead. Separated body parts retain their alternate form, however. All Garou often find it difficult to restrain themselves from shifting form during full moon.
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CHAPTER TWO: AUSPICE AND TRIBE
 Auspice
 Your auspice is the phase of the moon under which your character was born. This aspect is held in astrological reverence by most Garou. It does more than predetermine certain aspects of your personality - it also helps to define your role in Garou society. There are five auspices from which a character can choose. Each has its own special strengths and weaknesses. Many ideas about auspices can be considered superstitious, but there is a certain truth behind these ideas as well.
 The penultimate outsiders, the Ragabash are the breakers of boundaries, the outcasts, the rogues, the pranksters and the scapegoats of Garou society. They are always playing the fool, breaking rules and making new paths and new traditions.
 The dedicated Theurges explore the paths of the spirit and are most familiar with the spirit world. They serve as healers, prophets, warders, exorcists, diviners, spiritual counselors, purifiers, artificers and summoners. They use spirits to accomplish their magic, and many Theurges develop rites of their own to use when they reach elder status.
 Born when Luna's face sits on the threshold between light and darkness, Philodox are the physical incarnation of this balance. Among the Garou, they are known for their unbiased outlook. Indeed, the words of a Philodox are often taken to heart by the most radical of Garou factions.
 Born under the gibbous moon, the Galliard are imbued with the spark of creation. The greatest poems, songs and tales of the Garou have sprung from their fertile minds. Their thoughts are like quicksilver, racing and fluid, dashing headlong into places where few other Garou give a passing glance.
 The Ahroun are the undisputed battlelords of the Garou. Born under the power and majesty of the full moon, they are the first in battle and the last to retreat. Even as pups, those born under the full moon are taught the martial ways and take great pride in their warrior
 RAGABASH [Garou; Auspice] Born under the New Moon, born to stalk the shadows. Prerequisite: Garou born under the new moon. Benefit: You add the following talents to your available talent selection (in all six base Hero classes) - Blur of Eye, Fool’s Luck, and Obscure Scent.
 THEURGE [Garou; Auspice] Born under the Crescent Moon, born to channel nature's fury. Prerequisite: Garou born under the crescent moon. Benefit: You add the following talents to your available talent selection (in all six base Hero classes) - Feel Beyond, Mother’s Touch, and Nature’s Spirit.
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PHILODOX [Garou; Auspice] Born under the Half Moon, born to dispense justice. Prerequisite: Garou born under the half-moon. Benefit: You add the following talents to your available talent selection (in all six base Hero classes) - King of Beasts, Scent of True Form, and Truth of Gaia.
 GALLIARD [Garou; Auspice] Born under the Gibbous Moon, born to forge the legend. Prerequisite: Garou born under the gibbous moon. Benefit: You add the following talents to your available talent selection (in all six base Hero classes) – Eye of Cobra, Howl of the Wyld, and Mindspeak.
 AHROUN [Garou; Auspice] Born under the Full Moon, born to kill. Prerequisite: Garou born under the full moon. Benefit: You add the following talents to your available talent selection (in all six base Hero classes) – Razor Claws, Inspiration, Strength of Will.
 Tribes
 A tribe is a character's family, of sorts. A character's tribe defines his lineage and heritage and says a great deal about who and what he is. Each tribe has its own beliefs, pursuits, strengths and weaknesses. There is a great variety of tribes: thirteen in all. The tribe determines much of your background and helps to define some basic facts about your ancestry and heritage.
 Silver Fangs: Once the unquestioned rulers of Garou society, the Fangs are descended from some of the greatest werewolves in history. Lineage and ancestry is critical to them. Since their glorious days in their Russian homelands, they have fallen prey to tragic flaws, often spiraling into despair and madness.
 Black Furies: In a tribe composed exclusively of women, the Furies act as defenders of the Goddess and protectors of her most sacred places. Originating in Ancient Greece, the tribe has since inspired great legends of female heroes.
 Bone Gnawers: This urban tribe is tied instinctually to life on the street. Long ago, they began as scavengers in India and Northern Africa. Now they stalk wherever the homeless and desperate struggle to survive.
 Children of Gaia: As gentle mediators, the Children favor healing and understanding over bloodshed. No other tribe is as committed to helping humanity.
 Fianna: Exclusively of Celtic descent, the Fianna are known for their wild passions and artistic insight. They are famous for their skilled bards, great warriors and mystical ties to the fae.
 Get of Fenris: Surviving the harsh lands of Northern Europe, the Fenrir have developed a savage, bloodthirsty and fatalistic view of life. As one of the most martial tribes of werewolves, they are also unparalleled at dealing in death.
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Glass Walkers: For thousands of years, the Walkers hid in human cities, living as wolves among sheep. Other werewolves typically mistrust them, not only for their proficiency with high technology, but also for their love of human cities and culture.
 Red Talons: Composed entirely of lupus Garou, this tribe is well known for its fierce hatred of humans. Talons thrive whenever they can commune with the mysteries of the wild.
 Shadow Lords: Ruthless, devious and ambitious - the Lords value political power over all else, and they are fascinated by the politics of Garou society. By struggling against their rivals in Eastern Europe for millennia, they have become masters of diplomacy and Machiavellian intrigue.
 Silent Striders: Once they dwelt in the fabled lands of Khem in Ancient Egypt, but no longer. Now they roam the Earth, following an insatiable wanderlust. Striders typically join packs that love to travel, often communing with gypsies, wanderers and the restless spirits of the dead along the way.
 Stargazers: Perhaps the most peaceful and contemplative of the Garou tribes. During the Impergium, they were among the Garou who sought an end to the persecution of humans. Their pleas fell upon deaf ears, so they withdrew from werewolf society to meditate on their own, hoping to find inner peace in a bleak, violent world.
 Uktena: Animistic peoples from every corner of the Earth have contributed to this eclectic and mysterious tribe. Ethnically diverse and intensely curious, they hoard knowledge of magic from all over the world as well as a deep understanding of the occult that they dare not share with outsiders.
 Wendigo: This tribe is descended from Native American Garou. Their strongest Septs are in the northernmost portions of North America, where they endure some of the harshest conditions on Earth.
 Tribal Feats
 BLACK FURIES [Garou; Tribal] Your tribe was founded by the strong-willed "alpha-females". Prerequisite: Female or Metis Garou born in the tribe. Benefit: You have a +2 racial bonus on Intimidate checks. Your totem is the Pegasus. Special: You can only select this feat at first level.
 BONE GNAWERS [Garou; Tribal] Your tribe chooses to live in the streets; it is traditionally well-informed. Prerequisite: Garou born in the tribe. Benefit: You have a +2 racial bonus on Gather Information checks. Your totem is the Rat. Special: You can only select this feat at first level.
 CHILDREN OF GAIA [Garou; Tribal] Your tribe are the mediators among the Garou and defenders of humanity. Prerequisite: Garou born in the tribe.
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Benefit: You have a +2 racial bonus on Treat Injury checks. Your totem is the Unicorn. Special: You can only select this feat at first level.
 FIANNA [Garou; Tribal] Your tribe are the proud wolf-folk of Ireland. Prerequisite: Garou born in the tribe. Benefit: You have a +1 racial bonus on Will saving throws. Your totem is the Stag. Special: You can only select this feat at first level.
 GET OF FENRIS [Garou; Tribal] Your tribe are the fierce Nordic wolves. Prerequisite: Garou born in the tribe. Benefit: You have a +1 racial bonus on attack rolls with your natural weapons. Your totem is the Fenris wolf. Special: You can only select this feat at first level.
 GLASS WALKERS [Garou; Tribal] Your tribe are the city-dwellers, distrusted by many. Prerequisite: Garou born in the tribe. Benefit: You have a +2 racial bonus on Research checks. Alternatively, you can choose +2 to Computer Use instead if the campaign is set in the silicon age. Your totem is the Cockroach, the most adapted animal in any city. Special: You can only select this feat at first level.
 RED TALONS [Garou; Tribal] Your tribe are the upholders of the Impergium, a practice of culling the weak humans for the good of their race. Prerequisite: Lupus Garou born in the tribe. Benefit: You have a +2 racial bonus on Bluff, Listen, Sense Motive, Spot, and Survival when using these skills against humans. Your totem is the Griffin. Special: You can only select this feat at first level.
 SHADOW LORDS [Garou; Tribal] Your tribe are the schemers and politicians, the covetous “beta-wolves”. Prerequisite: Garou born in the tribe. Benefit: You have a +2 racial bonus on Bluff checks. Your totem is Grandfather Thunder. Special: You can only select this feat at first level.
 SILENT STRIDERS [Garou; Tribal] Your tribe are the explorers, travelers, and secret keepers. Prerequisite: Garou born in the tribe. Benefit: You have a +2 racial bonus on Move Silently checks. Your totem is the Owl. Special: You can only select this feat at first level.
 SILVER FANGS [Garou; Tribal] Your tribe are the noble leaders of the Garou race, now inbred and tainted. Prerequisite: Garou born in the tribe. Benefit: You have a +2 racial bonus on Diplomacy checks. Your totem is the Falcon. Special: You can only select this feat at first level.
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STARGAZERS [Garou; Tribal] Your tribe are the philosophers and mystics, seeking omens in the sky. Prerequisite: Garou born in the tribe. Benefit: You have a +2 racial bonus on Knowledge (any one) checks. Your totem is the Chimera. Special: You can only select this feat at first level.
 UKTENA [Garou; Tribal] Your tribe is sly, mysterious, and often distrusted. Prerequisite: Garou born in the tribe. Benefit: You have a +2 racial bonus on Sense Motive checks. Your totem is Uktena, an ancient water spirit. Special: You can only select this feat at first level.
 WENDIGO [Garou; Tribal] Your tribe are the fiercely independent last remnants of the Native-American Garou. Prerequisite: Garou born in the tribe. Benefit: You have a +2 aptitude bonus on Survival checks. Your totem is Wendigo, the winter spirit of the North. Special: You can only select this feat at first level.
 Other Feats
 ABILITY FOCUS [General] Prerequisite: Special quality allowing a saving throw. Benefit: Choose one of your special abilities. Add +2 to the DC for all saving throws against the special ability on which you focus. Special: You can gain this feat multiple times. Its effects do not stack. Each time you take the feat it applies to a different special ability.
 ADAPTATION [Garou] You adapt easily to extreme temperatures. Prerequisite: Silent Striders, Con 15+ Benefit: You suffer no harm from being in a hot or cold environments. You can exist comfortably in conditions between –50 and 140 degrees Fahrenheit without having to make Fortitude saves. Your equipment, however, is not likewise protected. Also, you don’t have any protection from fire or cold damage, nor are you protected against other environmental hazards such as smoke, lack of air, and so forth.
 AURA OF CONFIDENCE [Garou] You always appear noble and powerful. Prerequisite: Shadow Lords, Cha 13+ Benefit: You can add one-half your character level to all Charisma checks and Charisma-based skill checks against other Garou.
 BEAST LIFE [Garou] You know how to handle animals. Prerequisite: Red Talons, Wis 13+, Cha 13+
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Benefit: The bonus from your Wolf Empathy special quality now applies on interactions with all animals. Once per day, you can affect a small group of animal (up to four of the same type) with a single suggestion (as the spell); they cannot avoid this by a saving throw.
 BEAST MIND [Garou] You know how to awaken the inner beast in others. Prerequisite: Red Talons, Cha 13+ Benefit: Once per day, you can address a creature by voice in such a manner that it must make a Will saving throw (DC 10 + ½ your character level + your Charisma modifier) or go berserk, attacking furiously the nearest creature in melee. While in this state, the affected creature has a +1 morale bonus on attack and damage rolls, a +2 morale bonus to Will saves, +10 temporary hit points, and a –2 penalty on Defense. The rage ends after one minute. This is a mind-affecting ability.
 BODY WRACK [Garou] You can inflict horrible bite wounds. Prerequisites: Str 15+, Black Furies, BAB +8 Benefit: Once per round, you can make an especially painful attack; if you hit, your target must make a DC 15 Fortitude saving throw or be stunned for one round. If the attack is a critical hit, the target automatically fails the save and the stun lasts 1d4 rounds. Targets immune to critical hits are unaffected.
 BRIDGE WALKER [Garou] You can open a lesser version of a Moon Bridge at will, without the benefit of a caern or a rite. Prerequisites: Galliard, Wis 15+, Knowledge (earth and life sciences) 10 ranks Benefit: Once per day, you can use the spell-like ability dimension door, as a caster of level equal to your character level.
 CALL BREEZE [Garou] You can direct the lesser spirits of air. Prerequisite: Wendigo, Wis 13+, Cha 13+ Benefit: You have the spell-like ability gust of wind, usable at will, as a caster of level equal to your character level. The saving throw DC is 10 + ½ your character level + your Charisma modifier.
 CALL FLAME SPIRIT [Garou] You can command the lesser spirits of fire. Prerequisite: Uktena, Wis 13+, Cha 13+ Benefit: By concentrating for one full round, you may draw flame from an existing fire source to form a small or medium fire elemental; a camp fire is sufficient for a small one, a bonfire for a medium one. The spirit dislikes being bound this way, and when the elemental forms, it is allowed a Will saving throw (DC is 10 + ½ your character level + your Charisma modifier) to negate your control (50% chance of it attacking you, 50% of simply returning to the flame). If it fails, it obeys your commands for a number of hours equal to your Wisdom modifier, at which time it dissipates. You can use this ability once per day.
 CALM [Garou] You can soothe the savage beast. Prerequisites: Cha 13+, Children of Gaia
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Benefit: Once per day, you can use the spell-like ability calm emotions, as a caster of level equal to your character level. The saving throw DC is 10 + ½ your character level + your Charisma modifier.
 CATFEET [Garou] You fall as softly as any feline. Prerequisites: Lupus Garou, Dex 17 Benefit: You recover instantly from a fall and can absorb some damage from falling. You land on your feet no matter how far you fall, and the first five points of falling damage are treated as subdual damage.
 CRAFT GAIA’S TOOL [Garou] You can create items that hold the power of Gaia. Prerequisite: Wis 15+, Cha 15+, Knowledge (Earth Life and Sciences) 15 ranks Benefit: You have the ability to create fetishes, klaives, and talens. See the second appendix for more details.
 DOPPELGANGER [Garou]You are one sly shape-shifter. Prerequisite: Int 13+, Cha 13+, Glass Walkers. Bluff 6 ranks, Disguise 6 ranks Benefit: When using your standard alternate forms (human and/or wolf), you can assume the appearance of a particular human or wolf known to you. While in this shape, you have a +10 bonus on Disguise checks to maintain the ruse. You still gain your standard benefits and penalties of changing shape, only the appearance is changed.
 FAERIE KIN [Garou] You have a bond with a sprite creature. Prerequisite: Cha 13+, Fianna, Knowledge (arcane lore) 6 ranks Benefit: You have befriended a minor fae – either a grig, a nixie, or a pixie – and can call it from Arcadia to your aid. It is a full round action to call it, and the creature may or may not respond; the base chance of a response is 70%, but it is reduced by -10% for every calling attempt you have made in the previous month. If it does respond, it appears next to you within 1d4 minutes, and can act normally. It is a friend, not a dominated servant, and will act accordingly; however, the bond between you and the creature is magical – when called, the sprite has ½ your Hit Points and it attacks at your base attack bonus. It can return to Arcadia whenever it wants, and usually does so within 24 hours. If the sprite dies, you have the ability to befriend another one as time, circumstances, and GM allow (at least one month must pass). See the appendix for details on grigs, nixies, and pixies.
 FENRIS' BITE [Garou] You bite wounds deeply. Prerequisite: Str 15+, Con 15+, Get of Fenris Benefit: When you score a critical hit using your bite attack, you inflict one point of temporary Strength damage on the target.
 GIFT OF THE SPRIGGAN [Garou] You can grow to Large size in combat. Prerequisite: Homid or Lupine Garou, Fianna, Con 15+. Benefit: Whenever you assume Crinos form, you can choose to grow to size Large. This results in a +4 bonus on grapple checks, a -1 penalty on Defense and attack
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rolls, a -4 penalty on Hide checks, and damage inflicted by your natural weapons increases by one die type (claw 1d6, bite 1d8). Also, in this form your racial Strength and Constitution bonuses are two points greater. It takes 1d4 rounds to assume this form, and this time cannot be reduced by taking the Morph Fast feat.
 GNAW [Garou] Your jaws and teeth take on a super-natural strength and resilience. Prerequisites: Lupus Garou, Str 15+ Benefit: When attacking an object using your bite attack, you ignore 1/2 its hardness.
 HEAT METAL [Garou] You can heat metal objects to the point of damaging their wielders. Prerequisite: Glass Walkers, Int 13+, Cha 13+ Benefit: Once per day, you can use the spell-like ability heat metal, as a caster of level equal to your character level. The saving throw DC is 10 + ½ your character level + your Charisma modifier.
 HEIGHTENED SENSES [Garou] You perception is amazing. Prerequisites: Lupus Garou or the Black Furies feat; Wis 13+ Benefit: You have a +2 insight bonus on Listen, Spot, and Search checks, as well as Survival checks made to track by scent.
 HUNTER OF THE DEAD [Garou] You are the epitome of your kin's racial hate for vampires. Prerequisite: Garou, Wis 11+ Benefit: You gain a +1 bonus on Bluff, Listen, Sense Motive, Spot, and Survival checks when using these skills against vampires. Also, you get a +1 bonus on melee damage rolls against these creatures.
 IMPROVED NATURAL ARMOR [General] Prerequisites: Natural armor, Con 13+. Benefit: Your natural armor bonus increases by 1. Special: You can gain this feat multiple times. Each time you take the feat your natural armor bonus increases by another point.
 IMPROVED NATURAL ATTACK [General] Prerequisite: Natural weapon, base attack bonus +4. Benefit: Choose one of your natural attack forms. The damage for this natural weapon increases by one step, as if your size had increased by one category: 1d2, 1d3, 1d4, 1d6, 1d8, 2d6, 3d6, 4d6, 6d6, 8d6, 12d6.
 INFEST [Garou] You can call vermin to do your bidding. Prerequisites: Bone Gnawers, Cha 13+ Benefit: By concentrating for one minute, you call to a designated spot within your line of sight a swarm of rats, spiders, or similar vermin, which then attacks all other creatures within its area. If no living creatures are within its area, the swarm attacks or pursues the nearest creature as best it can. You have no control over its target or direction of travel. The swarm dissipates two rounds after you cease concentration. You can use this ability at will, unless the GM decides that your current location is inaccessible to large amounts of vermin, in which case you are unable to call them
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there.
 INVOKE SPIRITS OF STORM [Garou] You are an ally of the spirits of air. Prerequisite: Cha 15+, Wendigo, Call Breeze, Knowledge (Earth and Life Sciences) 9 ranks Benefit: Once per day, you can use the spell-like ability control winds, as a caster of level equal to your character level. The saving throw DC is 10 + ½ your character level + your Charisma modifier.
 LUNA'S ARMOR [Garou] You channel the fortifying energies of Luna into your body Prerequisite: Wis 15+, Children of Gaia Benefit: While conscious, you maintain a field of force around you which provides a +4 armor bonus to Defense. Unlike mundane armor, Luna’s Armor entails no armor check penalty or speed reduction. Because Luna’s Armor is composed of force, incorporeal creatures can’t bypass it the way they do normal armor. Luna’s Armor can be invisible or appear as a pale colored glow, at your option. The armor bonus provided by Luna’s Armor does not stack with the armor bonus provided by regular armor.
 LUNA'S AVENGER [Garou] You can transform into a unstoppable warrior. Prerequisite: Homid or Lupus Garou, Silver Fangs, BAB 8+, Rage talent Benefit: When you assume Crinos form and enter a rage, you gain a +4 enhancement bonus to Dexterity. Also, your vulnerability to silver is suppressed for as long as you maintain both the rage and the Crinos form.
 MENTAL SPEECH [Garou] You can send mental messages to any creature known to you. Prerequisites: Metis Garou, Cha 13+ Benefit: You have the spell-like ability sending, usable once per day. The effective caster level is equal to your character level.
 MORPH FAST [Garou] You can shapeshift quicker than others. Prerequisite: Con 15+. Benefit: You can change form (using your alternate form ability) as a move action. Normal: Changing form is an attack action.
 MULTIATTACK [General] Prerequisite: Three or more natural attacks. Benefit: Your secondary attacks with natural weapons take only a -2 penalty. Normal: Without this feat, your secondary attacks with natural weapons take a -5 penalty.
 ODIOUS AROMA [Garou] You smell terrible. Prerequisites: Bone Gnawers, Con 13+. Benefit: You exude an aura of stench; Living creatures within 10 feet must succeed on a DC 15 Fortitude save or suffer a -1 penalty to all dice rolls while in that area. A creature that successfully saves cannot be affected again by your aroma for 24 hours. Creatures with immunity to poison are unaffected, and creatures resistant
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to poison receive their normal bonus on their saving throws.You can suspend and resume this ability at will, as a free action.
 OPEN WOUNDS [Garou] You cut neatly with you claws. Prerequisite: Dex 13+, Shadow Lords, Weapon Finesse, BAB +6 Benefit: If your hit your target with a claw attack bypassing its Defense by five or more points, you manage to open a major blood vessel. The target suffers one additional point of damage per round until it stops the bleeding, either by a Treat Injury check or artificial healing.
 PRY OPEN THE MOON BRIDGE [Garou] You can open an existing Moon Bridge without the aid of the caern's totem spirit Prerequisites: Ragabash, Wis 15+, Knowledge (earth and life sciences) 10 ranks Benefit: By concentrating for one full minute and spending 200 XP, you can open a Moon Bridge without having to perform a rite or coerce a caern's totem spirit. You still need a Pathstone fetish to do this, and the Moon Bridge remains opened for 1d4 rounds only. Some Garou look upon this practice as a violation of the ritual traditions, and may not allow you access to the caern they guard.
 RAGE FAST [Garou] You are very quick to anger. Prerequisite: Dex 15+, rage talent. Benefit: Your rage begins any time you want, even when it is not your turn, or when you are surprised. You can enter a rage as a free action in response to someone’s action (essentially, a reaction). Normal: You enter a rage only during your turn.
 RITE LORE [Garou] You learn the skills and responsibilities of a Ritemaster. Prerequisites: Wis 15+, Knowledge (Garou history) 10 ranks, Knowledge (Earth and Life Sciences) 10 ranks, initiation by another Ritemaster or a nature spirit. Benefit: You gain the ability to perform Garou rites. Each rite takes 2d4 hours to perform, requires at least four participants (only one of which must have this feat), and an expenditure of experience points (see Rite descriptions in Chapter Four for details). The Garou performing the rite is referred to as the Ritemaster.
 ROLL OVER [Garou] The power your words hold over other Garou is extraordinary. Prerequisite: Cha 13+, Silver Fangs, Intimidate 9 ranks Benefit: You have the spell-like ability command, as the spell except it only works on other Garou. The effective caster level is equal to your character level. The saving throw DC is 10 + ½ your character level + your Charisma modifier. You can use this ability a number of times per day equal to your Charisma modifier.
 SENSE MAGIC [Garou] Your sight allows you to see arcane auras. Prerequisite: Int 13+, Uktena, Spot 6 ranks Benefit: You continuously detect magical auras, as the first round of the detect magic spell; line of sight is the limit. To discern details, you must use an attack action to concentrate – the effect is that of the second and third rounds of the detect magic spell.
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See the detect magic spell description for details.
 SLIP TO UMBRA [Garou] You can pass onto the Ethereal plane more easily. Prerequisite: Wis 13+, Silent Striders, Knowledge (Earth and Life Sciences) 6 ranks. Benefit: The time required for the passage onto the Ethereal and the DC of the Fortitude save (see the Step Sideways ability) are reduced to 1 full round and DC 8, respectively.
 SMELL OF MAN [Garou] Animals dislike the way you smell. Prerequisites: Homid Garou Benefit: You exude the well-known scent of danger from your body. While man has grown dull to this warning, animals remember it and will act accordingly. When you activate the ability (move action), all nearby animals (20 ft. radius), must make DC 15 Will saves. If they fail, they flee immediately and will not approach you again that day. Even if they make their saves, the animals suffer a -1 morale penalty against attacks made against you for one hour.You may use this ability at will, but no more than once per day against one animal.
 SPEED OF THOUGHT [Garou] You move more quickly. Prerequisite: Dex 15+, Silent Striders Benefit: Your base speed is increased by +10 feet.
 SURFACE ATTUNEMENT [Garou] Natural plants no longer impede your passage. Prerequisite: Wis 13+, Stargazers Benefit: You can move through any sort of undergrowth (such as natural thorns, briars, overgrown areas, and similar terrain) at your normal speed and without taking damage or suffering any other impairment. However, thorns, briars, and overgrown areas that have been artificially or magically manipulated to impede motion still affect you.
 SURVIVOR [Garou] You are almost impossible to put down. Prerequisites: Con 13+, Bone Gnawers, Improved Damage Threshold. Benefit: Your massive damage threshold is increased by +3 points.
 TONGUES [Garou] You can speak unknown languages. Prerequisites: Homid Garou, Int 13+ Benefit: By drawing upon the shared knowledge of all intelligent beings, you can attempt to understand languages previously unknown to you. When you hear a language unknown to you, you can attempt a DC 15 Intelligence check; if you succeed, you can understand and speak (but not read or write) that language for one hour. You can use this ability a number of times per day equal to your Intelligence modifier.
 VENOM BLOOD [Garou] No one in their right mind would bite twice. Prerequisite: Con 15+, Get of Fenris
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Benefit: Your blood is not poisonous, despite the name of the feat. It is highly acidic, however, and anyone who bites you instantly takes 2d4 points of acid damage.
 WASP TALONS [Garou] Your claws become a lethal ranged attack. Prerequisites: Str 13+, Con 13+, Black Furies, BAB +6. Benefit: You can propel your claws through the air at terrifying speeds. Everyone within a 10-ft. cone from you takes 3d4 points of damage, with a Reflex save (DC 15) for half damage. After this attack, you cannot use your claw attack for ten minutes (until they grow back).
 WIELD ELEMENT [Garou] Your unusual heritage gives you some power over the elements. Prerequisites: Metis Garou, Cha 13+, Knowledge (Earth and Life Sciences) 6 ranks. Benefit: You gain the following spell-like abilities: create water, gust of wind, magic stone, and pyrotechnics. You can use them a total number of times per day equal to your Wisdom modifier.
 WISDOM OF THE SEER [Garou] Prerequisite: Wis 15+, Stargazers, Knowledge (arcane lore) 6 ranks Benefit: Once per month, by focusing your will for one minute, you can contact Gaia – or another Celestine spirit –and ask questions that can be answered by a simple yes or no. You are allowed a number of such questions equal to your Wisdom modifier. The answers given are correct within the limits of the entity’s knowledge. “Unclear” is a legitimate answer, because powerful Celestines are not necessarily omniscient. In cases where a one-word answer would be misleading or contrary to the spirit’s interests, a short phrase (five words or less) may be given as an answer instead. The answer, at best, provides information to aid your decisions. The entities contacted structure their answers to further their own purposes. If you lag, discuss the answers, or go off to do anything else, the contact ends.
 WOADLING [Garou] You know how to draw magical symbols of war on your body Prerequisite: Wis 13+, Fianna, Craft (visual arts) 6 ranks Knowledge (Earth Life and Sciences) 6 ranks Benefit: You have the ability to draw runes on your body which grant you combat benefits, as specified in the table below. Drawing a rune requires a Craft check (DC specified below), 10 minutes of work, and an expenditure of 20 XP. On creature can bear no more than three runes at the same time; benefits of multiple drawings of the same rune stack. All runes fade away after 1d4 days.
 Rune Location EffectCraft (visual arts) check DC
 Claw Arm +1 enhancement on claw attack/damage 11Sun Head +3 enhancement on any skill check 13Crescent Moon Chest +2 DC of all spell-like abilities 13Full Moon Chest +2 insight Defense 15Lightning Leg +5 feet base speed 15Tree Back +2 resistance all saving throws 17
 Note: Runes other than those listed above may exist (and probably do).
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WYLD METABOLISM [Garou] You heal wounds at an increased rate. Prerequisite: Con 13+. Benefit: You naturally heal a number of hit points per day of rest equal to the standard healing rate + twice your Constitution modifier.
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CHAPTER THREE: TALENTS
 Talents are abilities available either to the entire Garou race, or to those Garou born during a certain phase of the Moon. Your auspice determines what specific talent trees, in addition to the general ones, you have access to.
 General Garou Talent Trees
 - Hardness: Shrug off more damage. Your Damage Reduction improves to 7/magic. Note that your DR is still penetrated entirely by silver.
 - Improved Hardness: Shrug off damage even from magic weapons. Your Damage Reduction improves to 7/silver. Required: Hardness.
 - Advanced Hardness: Shrug off even more damage. Your Damage Reduction improves to 10/silver. Required: Hardness and Improved Hardness.
 - Rage: You can fly into a rage a number of times per day equal to your Constitution modifier. In a rage, you temporarily gain a +4 bonus to Strength, a +4 bonus to Constitution, and a +2 morale bonus on Will saves, but you take a -2 penalty to Defense. The increase in Constitution increases your hit points by 2 points per level, but these hit points go away at the end of the rage when your Constitution score drops back to normal (these extra hit points are not lost first the way temporary hit points are). While raging, you cannot use any Charisma- , Dexterity- , or Intelligence-based skills (except for Balance, Escape Artist, Intimidate, and Ride), the Concentration skill, or any abilities that require patience or concentration. A fit of rage lasts for a number of rounds equal to 3 + your (newly improved) Constitution modifier. You may prematurely end his rage. At the end of the rage, you lose the rage modifiers and restrictions and become fatigued (-2 penalty to Strength, -2 penalty to Dexterity, can't charge or run) for the duration of the current encounter. Entering a rage takes no time itself, but you can do it only during your action, not in response to someone else's action.
 - Improved Rage: You can fly into a Rage a number of times per day equal to two times your Constitution modifier, and you are not fatigued afterwards.Required: Rage.
 - Advanced Rage: You can fly into a Rage any number of times per day, and the ability bonuses it grants are +6 Strength, +6 Constitution. Required: Rage and Improved Rage.
 - Vitality: You gain a +2 bonus on Fortitude saves against disease and poison.
 - Improved Vitality: Your bonus on Fortitude saves against disease and poison increases to +4, and you gain regeneration 1. Attacks made by magical or silver weapons still inflict lethal damage.Required: Vitality.
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- Advanced Vitality: You are immune to disease and poison, and you now have regeneration 2. Attacks made by magical or silver weapons still inflict lethal damage.Required: Vitality, Improved Vitality.
 Ragabash Talent Trees
 - Blur of Eye: You have a +4 insight bonus on all Hide checks made in a natural terrain.
 - Improved Blur of Eye: You can take 10 on Hide checks even if the distracting circumstances would normally prevent you from doing so. Required: Blur of Eye.
 - Advanced Blur of Eye: While in any sort of natural terrain, you can use the Hide skill even while being observed. Required: Blur of Eye, Improved Blur of Eye.
 - Fool’s Luck: When you spend an Action Point, you gain a +2 luck bonus to the dice roll, in addition to the extra dice normally provided by the AP.
 - Improved Fool’s Luck: When you spend an Action Point, you gain a +3 luck bonus to the dice roll, in addition to the extra dice normally provided by the AP. Required: Fool’s Luck.
 - Advanced Fool’s Luck: When you spend an Action Point, you gain a +5 luck bonus to the dice roll, in addition to the extra dice normally provided by the AP. Required: Fool’s Luck, Improved Fool’s Luck.
 - Obscure Scent: The DC of all Survival checks made to follow your tracks by scent is increased by +4.
 - Improved Obscure Scent: The DC of all Survival checks made to follow your tracks by scent are increased by +6. Required: Obscure Scent.
 - Advanced Obscure Scent: The DCs of all Survival checks made to follow your tracks by scent are increased by +8. Additionally, you may choose to have your scent replaced by any other scent you have previously experienced. Your Bluff check is opposed by the tracker’s Survival check – if you lose, he detects the ruse. You may choose to give up your +8 bonus to the tracking DC if you do this, if you want to improve the odds that the tracker finds the fake scent. Required: Obscure Scent, Improved Obscure Scent.
 Theurge Talent Trees
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- Feel Beyond: You become able to see ethereal and incorporeal creatures as normal. You have a +2 bonus on Diplomacy checks dealing with spirits.
 - Feel Beyond: You become able to touch incorporeal creatures – your natural attacks now treat incorporeal creatures as normal targets. Your bonus on Diplomacy checks dealing with spirits is increased to +4.Required: Feel Beyond.
 - Feel Beyond: You become able to touch ethereal creatures – your natural attacks now penetrate even planar boundaries and treat ethereal creatures as normal targets. Your bonus on Diplomacy checks dealing with spirits is increased to +6.Required: Feel Beyond, Improved Feel Beyond.
 - Mother’s Touch: You can heal wounds of other creatures (but not your own wounds) by touch, as a standard action. Each day you can heal a total number of hit points of damage equal to your character level. You may choose to divide your healing among multiple recipients, and you don’t have to use it all at once.
 - Improved Mother’s Touch: The amount of hit points you can heal by touch is increased to your character level x your Wisdom modifier.Required: Mother’s Touch
 - Advanced Mother’s Touch: When using Mother’s Touch, you can choose to substitute 10 hit points of healing for an effect equal to the remove disease spell.Required: Mother’s Touch, Improved Mother’s Touch.
 - Nature’s Spirit: You can comprehend and communicate with all animals. You are able to ask questions of and receive answers from animals, although they are not automatically any more friendly or cooperative than normal. Furthermore, wary and cunning animals are likely to be terse and evasive, while the more stupid ones make inane comments. If an animal is friendly toward you, it may do some favor or service for you.
 - Improved Nature’s Spirit: You can comprehend and communicate with plants, including both normal plants and plant creatures. You are able to ask questions of and receive answers from plants. A regular plant's sense of its surroundings is limited, so it won't be able to give (or recognize) detailed descriptions of creatures or answer questions about events outside its immediate vicinity. The plant creatures aren’t any more friendly or cooperative than normal. Furthermore, wary and cunning plant creatures are likely to be terse and evasive, while the more stupid ones may make inane comments. If a plant creature is friendly toward you, it may do some favor or service for you.
 - Advanced Nature’s Spirit: By taking one minute to concentrate, you can become one with nature, attaining knowledge of the surrounding territory. You instantly gain knowledge of as many as three facts from among the following subjects: the ground or terrain, plants, minerals, bodies of water, people, general animal population, presence of woodland creatures, presence of powerful unnatural creatures, or even the general state of the natural setting. In outdoor settings, the area you gain knowledge of is a radius of 1 mile per point of your
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Wisdom modifier. In natural underground settings (caves, caverns, and the like) the radius is limited to 100 feet per point of your Wisdom modifier. The ability does not function where nature has been replaced by construction or settlement, such as in towns and cities.
 Philodox Talent Trees
 - King of Beasts: Choose one animal of up to medium size when this talent is selected. You can comprehend and communicate with animals of this type. You are able to ask questions of and receive answers from animals, although they are not automatically any more friendly or cooperative than normal. Furthermore, wary and cunning animals are likely to be terse and evasive, while the more stupid ones make inane comments. If an animal is friendly toward you, it may do some favor or service for you.
 - Improved King of Beasts: You can call an animal of your chosen type to your aid once per day, as a full-round action. The animal must be within reach of sight and/or hearing. It will obey reasonable commands (not suicidal, not contrary to its nature) for one hour.Required: King of the Beast.
 - Advanced King of Beasts: You can now call a number of animals per day equal to your Wisdom modifier (minimum one), and they will obey your every command, as if they were mind controlled. If you can multiple animals, you can do this with one full round action (if they are all within reach of sight and/or hearing).Required: King of the Beast, Improved King of the Beast.
 - Scent of True Form: If you can smell the target, you have a +4 insight bonus on Spot checks to see through a disguise (opposed by a Disguise check).
 - Improved Scent of True Form: If you can smell the target, you have a +6 insight bonus on Spot checks to see through a disguise (opposed by a Disguise check).Required: Scent of True Form.
 - Advanced Scent of True Form: If you can smell the target, you immediately pierce any disguises it may have.Required: Scent of True Form, Improved Scent of True Form.
 - Truth of Gaia: You have a +4 insight bonus on Sense Motive check to discern when someone is lying (opposed by a Bluff check).
 - Improved Truth of Gaia: You have a +6 insight bonus on Sense Motive check to discern when someone is lying (opposed by a Bluff check).
 - Advanced Truth of Gaia: If you make a Wisdom check (DC 10), you automatically discern when someone is lying.
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Galliard Talent Trees
 - Eye of Cobra: You have a +4 bonus on Bluff check against someone while he is looking into your eyes.
 - Improved Eye of Cobra: You have a +4 bonus on Bluff check against someone while he is looking into your eyes.
 - Advanced Eye of Cobra: You have the spell-like ability hypnotize, as per spell, except it is delivered as a gaze attack. Your effective caster level is equal to your character level, and the target must make a Will save against a DC of 10 + ½ your character level + your Charisma modifier. You can use this ability once per day.
 - Howl of Wyld: Once per day per point of your Charisma modifier, you can release a great howl which causes foes within 60 ft. from you to become shaken for one minute unless they make a Will saving throw (DC 10 + ½ your character level + your Charisma modifier). This is a mind-affecting effect.
 - Improved Howl of Wyld: When you use Howl of Wyld, enemies with less HD than you are automatically shaken, and those with equal or greater HD must still save or become shaken.Required: Howl of Wyld.
 - Advanced Howl of the Wyld: When you use Howl of Wyld, enemies with less HD than you are panicked if they fail their Will saves and shaken if they succeed. Those with equal or greater HD must still save or become shaken.Required: Howl of Wyld, Improved Howl of Wyld.
 - Mindspeak: You can forge a telepathic communication between herself and other willing participants within visual range. All the participants can “hear” each other. The maximum number of potential participants is equal to your Charisma modifier. This is a language-dependent effect.
 - Improved Mindspeak: The duration of your Mindspeak link can be extended for one creature even if it leaves visual range. Only you can “hear” this participant.Required: Mindspeak.
 - Advanced Mindspeak: If you make a Charisma check against DC 15, you can telepathically contact any known Garou, human, or wolf, anywhere on Earth. The message sent must be brief, roughly under ten words, and no response is received through this momentary link. If the receiver is unwilling, he simply refuses contact. You can attempt this Mindspeak a number of times per day equal to your Charisma modifier. This is a language-dependent effect.Required: Mindspeak, Improved Mindspeak.
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Ahroun Talent Trees
 - Inspiration: You have a +1 morale bonus on all melee attack rolls.
 - Improved Inspiration: You grant a +1 morale bonus on all melee attack rolls to all allies within 10 ft.Required: Inspiration.
 - Advanced Inspiration: Both your and your allies’ morale bonus on attack rolls is increased to +2.Required: Inspiration, Improved Inspiration.
 - Razor Claws: Your have a +1 morale bonus on your claw damage rolls.
 - Improved Razor Claws: Your have a +2 morale bonus on your claw damage rolls.Required: Razor Claws.
 - Advanced Razor Claws: Your have a +3 morale bonus on your claw damage rolls.Required: Razor Claws, Improved Razor Claws.
 - Strength of Will: You have a +2 morale bonus on Will saving throws against fear, charm, and compulsion.
 - Improved Strength of Will: You grant a +2 morale bonus on Will saving throws against fear, charm, and compulsion to all allies within 10 ft. Also, your own bonus improves to +4.Required: Strength of Will.
 - Advanced Strength of Will: The bonus you grant to your allies improves to +4. Also, you become immune to fear, charm, and compulsion effects.Required: Strength of Will, Improved Strength of Will.

Page 27
                        

CHAPTER FOUR: RITES
 A Garou with the Rite Lore feat (the Ritemaster) can perform all the rites detailed below, as well as many other rites not described here. Every rite needs at least four Garou participants, only one of which must be a Ritemaster.
 Rite of Contrition Time to perform: 10 minutes XP cost: 100 (paid by the Garou subject, not the Ritemaster) Description: This rite is an elaborate form of apology. A Garou takes part in this rite (guided by the Ritemaster) when she has committed a slight, either real or imagined, against another Garou or spirit. When used regarding a spirit, its anger is soothed entirely, and when used regarding a Garou, most social insults are forgiven, generally speaking. The Garou subject of the rite must present an aspect of the slighted creature (clothing, fur, a drawn representation, etc.). The Ritemaster then draws a spiritual "sacrifice" from the Garou, and the rite is accomplished.
 Rite of Opened Sky Time to perform: 20 minutes XP cost: 200 Description: When this rite is performed, a cool, cleansing rain showers down over the caern. All Garou present are healed of 2d8 points of damage, and cured of all disease and poisons.
 Rite of the Moot Time to perform: 20 minutes XP cost: 200 (or none, for only the magic circle effect, see text) Description: This rite must be performed to maintain the power of a caern, and also to prepare the spirit realm surrounding a site for a coming moot (a traditional gathering of Garou). If it is not performed, the moot will be cursed with ill-fortune, and spirits will shun the event. It must be performed at least once per month or the strength of the caern will slowly wane. The rite makes an area surrounding a caern (roughly 500 ft. radius) a "holy" site. This has a twofold effect. First, the site is guarded by a magic circle against evil effect. This lasts for one full month. Second, if the Ritemaster pays 200 XP, he may choose to fix a single spell-like effect to the site. The effect lasts for 2d6 days, and functions throughout the caern area, regardless of the normal duration and area or effect. The Ritemaster may designate whether the effect applies to all creatures, creatures of a particular species, or creatures with a particular allegiance. Effects that may be tied to the site include aid, bane, bless, cause fear, darkness, daylight, death ward, deeper darkness, detect evil, detect magic, dimensional anchor, discern lies, dispel magic, endure elements, freedom of movement, invisibility purge, protection from energy, remove fear, resist energy, silence, tongues, and zone of truth. Saving throws and spell resistance might apply to these effects. (See the individual spell descriptions for details.)
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Rite of the Pack Time to perform: 30 minutes XP cost: 300 Description: In these last days, many packs are decimated by the raking claws of Death. Sadly, more than one Garou pack has been reduced to only one member after a surprise attack. For this reason, it has become important to create a means by which a pack may be made out of the fragments of other fallen packs. The Rite of the Pack is a statement of a renewed commitment to Gaia and a promise that the fight against the Wyrm will never end until victory is won. If Garou are adding a member to their pack, they have to all agree to the addition. The Rite of the Pack is begun by telling the tales of the fallen comrades who are no longer with them. Then the pack's Alpha (or the last remaining member of the former pack) will go to each Garou and ask the totem of the pack to recognize the new pack member. At the end of this rite, the new pack howls as one, and they go immediately to the nearest tribe or Sept elder and announce their new name and members. Usually a feast or hunt is planned for this occasion.
 Rite of Renunciation Time to perform: 30 minutes XP cost: 300 (paid by the Garou subject, not the Ritemaster) Description: Once in a rare while, a Garou will find herself unable to fulfill the role of the auspice under which she was born. This rite allows the Garou to take on a new auspice while leaving the old auspice behind. It is also used by those wishing to leave some great shame behind and experience a rebirth of sorts. Those partaking of this rite are often frowned upon by the more conservative factions of Garou society. The subject of the rite loses his previous auspice feat and all feats, talents, or other abilities associated with that auspice feat. He gains a new auspice feat instead, the one represented by the current phase of the moon. He may learn new abilities associated with his new auspice, but only by selecting them later, at appropriate character levels.
 Rite of Opened Bridge Time to perform: 30 minutes XP cost: 300 Description: This well-protected rite has served the Garou since ancient times, helping distant Septs keep in touch with each other and providing a means of quick travel in times of dire necessity. The rite coerces the guardian spirit of a caern to establish a portal to another caern. The Ritemaster must have in his possession a Pathstone or Moongem to perform this rite; he must also make a Charisma check (DC 12) to open the Bridge. If successful, a bond is formed between the two caerns, and it remains opened for one full month. Only Garou can pass, and the maximum range of the bridge is 1,000 miles.If he fails, the XP is spent but the Bridge is not formed; the check can be retried, but each previous failure increases the DC by +2. If a natural 1 was rolled on the Charisma check, the caern may not be the start or end point for any bridge for a full year.
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APPENDIX: CREATURES
 OTHER SHAPECHANGERS
 Other shapechangers also inhabit the earth. In ancient times, the werebears (Gurahl), wererats (Ratkin), wereravens (Corax), werecoyotes (Nuwisha), werecats (Bastet), werelizards (Mokolé), werespiders (Ananasi) and other lycanthropes grew and prospered alongside the Garou. The Garou grew jealous of their power, and, claiming the right of genocide from Gaia, started a great War of Rage against the other werecreatures. Now these other shapechangers are mostly in hiding, and their numbers are few. Only the Nuwisha and the Corax have peaceful regular dealings with the Garou.
 Gurahl (werebear)
 The rare bearfolk are strong and wise, almost as old as the Garou. Their racial ability adjustments are +4 Str/+4 Con/+2 Wis. They don't have a "hybrid" alternate form, but when they assume bear form, they become Large in size (-1 atk, -1 Def, -4 Hide, +4 grapple), their racial physical ability adjustments become +8 Str/+0 Dex/+8 Con, their natural armor bonus becomes +6, and their natural claw and bite attacks inflict 1d6 and 1d8 damage respectively.
 Nuwisha (werecoyote)
 The tricksters that make the Ragabash look good, the werecoyote are close kin to the Garou race. Their racial ability adjustments are +2 Dex/+2 Con/2 Wis. When they assume coyote form, they become Small in size (+1 atk, +1 Def, +4 Hide, -4 grapple), their racial physical ability adjustments become +0 Str/+4 Dex/+2 Con, and their natural bite attack inflicts only 1d4 damage.
 SPIRITS
 Spirits are not the same thing as ghosts. While ghosts are the undead remnants of human souls temporarily dwelling in Umbra, spirits are entities born of the Umbra who live there most of the time. There is a tremendous diversity of spirits in the Umbra. According to the Garou, every single thing on the Earth has a sleeping spirit associated with it, and some things have awakened spirits associated with them. For example, a particularly well-loved '57 Chevy might actually have a wakeful spirit of "Speed" attached to it. The difference between a waking and sleeping spirit is that one has an active consciousness and the other does not. This section focuses on awake, active spirits only.The Garou think of Spirits in terms of their general level of power. The weakest and smallest spirits are called Gafflings. These are mere extensions of the power of larger spirits. The more powerful spirits are called Jagglings. These are common, everyday spirits with which the Garou interact. The jagglings that are commonly found as servants of the Wyrm are called Banes.
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There are a number of spirits who have grown in power to the point where they command many Jagglings and have a great supply of personal energy. They tend to have their own realms in the Umbra, and are often fragments of ancient Gods, Goddesses and other mythic beings. These spirits are called Incarna, as they are often incarnations of powerful forces and archetypes. Many of the Incarna are very ancient. Some of the most ancient of Incarna are the animal spirits that were allies to the Garou when they were first born. These animal spirits pledged that they would forever lend their wisdom, their power and their spirit children to the aid of the Garou, Gaia's noble sons and daughters. These animal Incarna are called totems, and they have left their lasting mark on the tribes and packs of Garou. Occasionally, a totem will send one of its avatars, an extension of its will, to serve the Garou directly. Each tribe, caern and pack has a totem associated with it, and many Garou adopt individual, personal totems that they quietly follow. Finally, above the level of the Incarna are the Celestines - powerful, incredibly large and eternal spirits that embody fundamental forces in the universe. Gaia herself is a Celestine, as are Luna and Helios. Celestines are the least "normal" appearing of the spirits. They appear in abstract forms and communicate in strange ways. These entities are so transcendent and distant that it is difficult to describe them in simple terms.All Spirits have unique abilities, impossible to categorize. Their mental perspective is also unique, and often incomprehensible even to the wisest of Garou elders. Those spirits of nature that ally with the Garou are somewhat more akin to them, and can be communicated with more easily, but for every such spirit, there are thousands of the other, alien type.
 In game terms, every spirit is a creature of the aberration type, incorporeal subtype; it has no Strength score and no Constitution score, it always has the Umbra Nature special quality (see below) and at least one other special quality (often unique).
 Example Gaffling Spirit:
 Pixel is a small Net-Spirit who wanders aimlessly through various network systems and occasionally takes a liking to a user. Communication with Pixel is usually possible through computer monitors: it has the ability to possess a monitor for a time to provide pretty light shows and display information. Pixel is not too intelligent, but it can offer help.
 - PIXEL THE GAFFLING; small aberration (incorporeal); HD 1d8 (4 hp); Mas - ; Init +2; Spd fly 40 ft (perfect); Def 13 (touch 13, flat-footed 11); BAB/Grap +0/-4; Atk +2 melee (1d2 electrical, incorporeal touch), or +2 ranged; SQ incorporeal traits, Umbra nature, darkvision 60 ft., possess tech; SV +0/+2/+2; AL none; AP 0; Rep +0; Str - , Dex 14, Con - , Int 9, Wis 10, Cha 13. Skills: Computer Use +7, Gather Information +2, Perform (Visual Arts +2), Repair +1. Feats: Gearhead.
 Umbra Nature (Su): All Gafflings are natives of the Ethereal plane; they can shift to the Ethereal and back at will, as a standard action; due to their weak connection to the Earth world, they do not have the ability to show themselves normally - they are permanently invisible unless they have the Manifester special quality.
 Possess Tech: Pixel has the ability to bond with a relatively simple technological
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device and make use of it as well as any corporeal creature could; this ability gives him a +4 insight bonus on Computer Use checks.
 SPRITES
 Sprites are reclusive fey-kin of Arcadia. They sometimes travel to Earth to fight evil, ugliness, and boredom.
 Grigs have light blue skin, forest-green hair, and brown hairy legs, and usually wear tunics or brightly colored vests with buttons made from tiny gems. A grig stands 18 inches tall and weighs about a pound. Grigs speak Sylvan, and some also speak Common. Grigs are fierce by sprite standards, attacking opponents fearlessly with bow and dagger.
 Nixies are usually slim and comely, with lightly scaled, pale green skin and dark green hair. Females often twine shells and pearl strings in their hair and dress in wraps woven from colorful seaweed. Males wear loincloths of the same materials. Nixies prefer not to leave their lakes. A nixie stands about 4 feet tall and weighs about 45 pounds. Nixies speak Aquan and Sylvan, and some also speak Common. Nixies rely on their charm person ability to deter enemies, entering combat only to protect themselves and their territory.
 Pixies wear bright clothing, often including a cap and shoes with curled and pointed toes. A pixie stands about 18 inches tall and weighs about 30 pounds. Pixies speak Sylvan and Common, and may know other languages as well. The normally carefree pixies ferociously attack evil creatures and unwanted intruders. They take full advantage of their invisibility and other abilities to harass and drive away opponents.
 - GRIG, tiny fey; CR 1; HD ½d6+1 (2 hp); Mas 13; Init +4; Spd 20 ft., fly 40 ft. (poor); Def 18 (touch 16, flat-footed 16); BAB/Grap +0/-11; Atk +6 melee (1d3-3/19, sword), or +6 ranged (1d4-3/x3, longbow); F/R 2.5 ft./0 ft.; SQ DR 5/cold iron, fiddle, low-light vision, spell-like abilities, SR 17; SV +1/+6/+3; AL any, usually Chaos; AP 0; Rep 0; Str 5, Dex 18, Con 13, Int 10, Wis 13, Cha 14. Skills: Craft (any one) +4, Escape Artist +8, Hide +16, Jump +3, Listen +3, Move Silently +8 (+13 in forest settings), Perform (string instruments) +6, Search +2, Spot +3. Feats: Dodge (bonus feat), Weapon Finesse.
 Spell-Like Abilities: 3/day – disguise self, entangle (DC 13), invisibility (self only), pyrotechnics (DC 14), ventriloquism (DC 13). CL 9th.
 Fiddle (Su): One grig in each band carries a tiny, grig-sized fiddle. When the fiddler plays, any non-sprite within 30 feet of the instrument must succeed on a DC 12 Will save or be affected as though by Otto's irresistible dance for as long as the playing continues. The save DC is Charisma-based.
 Skills: Grigs have a +8 racial bonus on Jump checks.
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- NIXIE, small fey (aquatic); CR 1; HD 1d6 (3 hp); Mas 11; Init +3; Spd 20 ft., swim 30 ft.; Def 14 (touch 14, flat-footed 11); BAB/Grap +0/-6; Atk +4 melee (1d4-2/19, sword), or +4 ranged (1d6/19, light crossbow); F/R 5 ft./5 ft.; SQ amphibious, charm person, DR 5/cold iron, low-light vision, spell resistance 16, water breathing, wild empathy; SV Fort +0, Ref +5, Will +3; AL any, usually Chaos; AP 0; Rep +0; Str 7, Dex 16, Con 11, Int 12, Wis 13, Cha 18. Skills: Bluff +8, Craft (any one) +5, Escape Artist +6, Handle Animal +8, Hide +7 (+12 in water), Listen +6, Perform (sing) +7, Search +3, Sense Motive +5, Spot +6, Swim +6. Feats: Dodge (bonus feat), Weapon Finesse
 Charm Person (Sp): A nixie can use charm person three times per day as the spell (caster level 4th). Those affected must succeed on a DC 15 Will save or be charmed for 24 hours. Most charmed creatures are used to perform heavy labor, guard duty, and other onerous tasks for the nixie community. Shortly before the effect wears off, the nixie escorts the charmed creature away and orders it to keep walking. The save DC is Charisma-based.
 Amphibious (Ex): Although nixies are aquatic, they can survive indefinitely on land.
 Water Breathing (Sp): Once per day a nixie can use water breathing as the spell (caster level 12th). Nixies usually bestow this effect on those they have charmed.
 Wild Empathy (Ex): A nixie has a +6 racial bonus on all Diplomacy checks to improve an animals reaction.
 Skills: A nixie has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard. It can always choose to take 10 on a Swim check, even if distracted or endangered. It can use the run action while swimming, provided it swims in a straight line.
 - PIXIE, small fey; HD 1d6 (3 hp); CR 4; Mas 11; Init +4; Spd 20 ft., fly 60 ft.; Def 16 (touch 15, flat-footed 12); BAB/Grap +0/-6; Atk +5 melee (1d4-2/19, sword), or +5 ranged (1d6-2/x3, bow); F/R 5 ft./5 ft.; SQ DR 10/cold iron, greater invisibility, low-light vision, SR 15, spell-like abilities, special arrows; SV Fort +0, Ref +6, Will +4; AL any, usually Chaos; AP 0; Rep +0; Str 7, Dex 18, Con 11, Int 16, Wis 15, Cha 16. Skills: Bluff +7, Concentration +4, Escape Artist +8, Hide +8, Listen +8, Move Silently +8, Ride +8, Search +9, Sense Motive +6, Spot +8 Feats: Dodge (bonus feat), Weapon Finesse
 Greater Invisibility (Su): A pixie remains invisible even when it attacks. This ability is constant, but the pixie can suppress or resume it as a free action.
 Spell-Like Abilities: 1/day – lesser confusion (DC 14), dancing lights, detect chaos, detect good, detect evil, detect law, detect thoughts (DC 15), dispel magic, entangle (DC 14), permanent image (DC 19; visual and auditory elements only), polymorph (self only). Caster level 8th.
 Special Arrows (Ex): Pixies sometimes employ arrows that deal no damage but can
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erase memory or put a creature to sleep.
 Memory Loss: An opponent struck by this arrow must succeed on a DC 15 Will save or lose all memory. The save DC is Charisma-based and includes a +2 racial bonus. The subject retains skills, languages, and class abilities but forgets everything else until he or she receives a heal spell or memory restoration with limited wish, wish, or miracle.
 Sleep: Any opponent struck by this arrow, regardless of Hit Dice, must succeed on a DC 15 Fortitude save or be affected as though by a sleep spell. The save DC is Charisma-based and includes a +2 racial bonus.
 WYRM’S MINIONS
 Fomori
 Fomori are humans who have been become complete servants of the Wyrm. As such, they have been granted special powers and abilities. These abilities come with a price - each Fomor has been twisted in a foul and perverse manner. Although this perversion is not always readily apparent to the eye, all Fomori carry a reek of Wyrm-stench that is obvious to any who are able to detect it. Most Fomori have Attributes and Abilities similar to Garou, although many may have boosted Attributes in one or more areas, generally Physical. Each one will possess some strange mutant ability or power that they can use against opponents.
 Fomori Template: - Type: humanoid (augmented)- Abilities: Str +2, Dex +2, Con +4- Natural Attacks: Claw 1d4 + Str modifier- Special Qualities: DR 5/--, psionics (one power from levels 1-3, 1/day each)- Allegiance: Wyrm- Skills: +2 insight Hide, Listen, Move Silently, and Spot- CR: +3
 - FOMORI, Strong Ordinary 3/Tough Ordinary 3; CR 8; medium humanoid (augmented); HD 3d8+3d10+24 (57 hp); Mas 19; Init +6; Spd 30 ft.; Def 17 (touch 16, flat-footed 15); BAB/Grap +5/+8; Atk +8 melee (1d4+3 or 1d4+4/19, claw or knife), or +7 ranged (2d6, gun); SQ DR 5/--, psionics; SV +8/+4/+2; AL Wyrm; AP 0; Rep +1; Str 17, Dex 14, Con 19, Int 13, Wis 10, Cha 11. Skills: Climb +6, Craft (mechanical +6), Drive +4, Hide +6, Intimidate +5, Jump +5, Knowledge (popular culture) +2, Knowledge (streetwise) +3, Listen +2, Move Silently +4, Profession +5, R/W (English, Spanish), Repair +4, Speak (English, Spanish), Spot +4, Swim +3. Feats: Brawl, Improved Initiative, Point Blank Shot, Weapon Proficiency (simple, personal firearms). Psionics: 1/day – lesser body adjustment, levitate, mental blast (DC 13); ML 6. Possessions: leather jacket, Beretta 92F (9mm autoloader), 50 rounds of 9mm ammunition, mastercraft (+1 damage) silvered knife, various gear.
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Skin-Dancers
 Very little is known these enemies of the Garou. It is said that they are Kinfolk of the Garou who have been transformed into Garou through the use of a secret ritual. Skin-Dancers are not inherently Wyrm-tainted, although most of them do bear some taint. Many of these "Garou" have undergone the transformation out of resentment for the power their brethren have. Most Kinfolk have physical abilities similar to those of standard Garou when they assume the shape of a Garou. They do not, however, possess any Garou feats or talents. In its natural form, the creature looks more or less humanoid, but slender and frail, with gangly limbs and half-formed features. The flesh is pale and hairless. In its natural form a skin-dancer is about 5’6” tall and weighs about 150 pounds.
 - SKIN-DANCER, medium monstrous humanoid (shapechanger); CR 3; HD 4d8+4 (22 hp); Mas 12; Init +1; Spd 30 ft.; Def 15 (touch 11, flat-footed 14); BAB/Grap +4/+5; Atk +5 melee (1d6+1, slam), or +5 ranged; SQ change shape, detect thoughts, immunity to sleep and charm effects; SV Fort +4, Ref +5, Will +6; AL any, often Wyrm; AP 0; Rep +0; Str 12, Dex 13, Con 12, Int 13, Wis 14, Cha 13. Skills: Bluff +10*, Diplomacy +3, Disguise +9* (+11 acting), Intimidate +3, Listen +6, Sense Motive +6, Spot +6 Feats: Dodge, Great Fortitude
 Detect Thoughts (Su): A Skin-Dancer can continuously use detect thoughts as the spell (caster level 18th; Will DC 13 negates). It can suppress or resume this ability as a free action. The save DC is Charisma-based.
 Change Shape (Su): A Skin-Dancer can assume the shape of any Small or Medium humanoid. In humanoid form, the Skin-Dancer loses its natural attacks. A Skin-Dancer can remain in its humanoid form until it chooses to assume a new one. A change in form cannot be dispelled, but a Skin-Dancer reverts to its natural form when killed.
 Skills: A Skin-Dancer has a +4 racial bonus on Bluff and Disguise checks. * When using its change shape ability, a Skin-Dancer gets an additional +10 circumstance bonus on Disguise checks. If it can read an opponent's mind, it gets a further +4 circumstance bonus on Bluff and Disguise checks.
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APPENDIX: ITEMS
 Klaive
 Requires the Exotic Weapon Proficiency (klaive)Weapon: Size: Damage: Critical: Weight: Type:Klaive Large 2d6 20/x3 10 lb. Slashing
 A klaive is a sacred blade of the Garou. The first klaive was created by Gwydion Wyrmslayer, a Fianna Ahroun. There are many kinds of klaives, ranging from simple to the special, mysterious, and powerful Great Klaives. The standard klaive is a steel weapon with a deep bite. When made, it is always dedicated to the wielder, and is usually tied to the wielder's wrist in case he is disarmed. Loss of a klaive is a great dishonor.
 - Grand Klaive: The blade of a Grand Klaive is usually made of silver, and the weapon has a spirit-power imbued in it. Each Grand Klaive has a spiritual affinity with War, Thunder, Falcon or Stag; the benefits are given in the table below. A Grand Klaive can also have one additional power, see “Crafting Klaives” below.
 Type: Property: Both creator and wielder…War Klaive +1 enhancement, keen quality …must be AhrounThunder Klaive +1 enhancement, shock quality …must be Shadow LordFalcon Klaive +1 enhancement, bane quality (any) …must be Silver FangStag Klaive +1 enhancement, defending quality …must be Fianna
 Crafting Klaives: Every klaive is a mastercraft item, and follows normal rules regarding the creation of such items (see the Craft skill description). To create a Grand Klaive, a Garou must have the Craft Gaia’s Tool feat; he works for a full month and spends 1,000 experience points. If he wants to add also Luna’s Flame to the weapon (flaming quality), he must pay 1,200 XP instead.
 - Great Klaive: There are only seven Great Klaives in existence, and their exact powers are unknown. You can't purchase or craft a Great Klaive; it has to be discovered or awarded. Their powers are legendary, and they are dangerous in the extreme. Each Great Klaive has a specific personality and is usually attached to one of the last Garou Heroes in the world.
 Fetish
 Sometimes a spirit is bound to an item, thus giving the item part of the spirit's power. Among the Garou, the tradition of passing on these relics of the past is especially important because these are often totems of mystical power. A Garou who carries a fetish may draw upon its powers. Being chosen to carry one of these items is a great honor to the Garou and should be taken very seriously.The functioning caster level and creation cost are listed after the item’s description.
 - Fang Dagger: This curved knife is made of Garou teeth. The remnants of the
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Garou warriors’ spirits within it grant it a +1 enhancement bonus.Caster Level: 3rd; Cost to create: 50 XP.
 - Moon Watch: Worn like a normal wristwatch, this leather strip fetish shows the auspice of any one Garou nearby when it is activated. Caster Level: 5th; Cost to create: 100 XP.
 - Pathstone: A nondescript fist-sized stone, this powerful fetish is required for the Rite of the Open Bridge – it coerces the spirit of the caern to open the Moon Bridge passage for the Garou. Each Pathstone is attuned to a particular caern, and won’t work for another one. Alternatively, a rare Moongem could be used instead of a Pathstone, but unlike the fetish, the gem is destroyed in the process.Caster Level: 10th; Cost to create: 500 XP.
 - Rat's Tooth Necklace: When activated, the Rat's Tooth gives the user a +2 Dexterity bonus and a –2 Wisdom penalty. Whoever wears it gains the respect and admiration of all the Bone Gnawers in the area, who will constantly try to barter for it, if not steal it outright.Caster Level: 3rd; Cost to create: 200 XP.
 - Sands of Sleep: When a handful of sand is spilled onto an adjacent 5-ft. square, all creatures within the square are affected by sleep, as the spell. Some fetishes create the effect of deep slumber instead. The sand within the bag is magically recharged so that it never runs out; it can be used only three times per day, however. Caster Level: 5th; Cost to create: 200 XP (sleep) or 500 XP (deep slumber).
 - Tear of Renewal: These milky white tear-shaped stones enable the Garou to use his powers more often. If a Garou has a spell-like ability usable a limited number of times per day, he can employ the ability without spending one of his daily uses, substituting one “charge” from the Tear instead. The fetish can be used this way seven times before the spirit within it dies and the fetish becomes useless. The fetish communicates the number of uses left to the Garou. Most Garou choose to release the spirit before it dies by taking it onto the Ethereal plane and crushing the tear.Caster Level: 5th; Cost to create: 500 XP.
 - Wise Bag: A bag of tokens, bones and other small chits. When the fetish is activated, the owner can reach inside and gain a small amount of wisdom about the future; the effect duplicates that of a divination spell. If any of the pieces inside the Wise Bag are ever missing for more than 24 hours, the bag becomes spiritually dead and no longer functions. The Wise Bag can be used three times per day.Caster Level: 7th; Cost to create: 1,000 XP.
 Totem Fetishes: Your totem is almost always your tribe’s totem, although a few rare exceptions have been noted. Each totem fetish grants a benefit to the wearer as long as he has the totem as one of his allegiances (most Garou do) and behaves in accord with the totem’s credo. The totem fetish stops functioning if the wearer fails to fulfill these conditions. A totem fetish can be worn as an amulet, bracelet, headband, or any other slot item type.Caster Level: 10th; Cost to create: 200 XP (creator must have the totem as one of
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his primary allegiance, second only to Gaia and the Garou as a race)
 - Totem Fetish (Chimera): The tribal totem of the Stargazers, Chimera is the ever-changing mythological creature of enigmas. This fetish gives you a +2 insight bonus on Knowledge checks with any one skill (chosen when the fetish is created). Chimera will not seek you if you do not seek enlightenment at all times.
 - Totem Fetish (Cockroach): Hardy, quick and adaptable, the Cockroach is the tribal totem of the Glass Walkers. This fetish gives you a +2 insight bonus on Knowledge (streetwise) checks. Cockroach asks that none of its brethren be slain by you.
 - Totem Fetish (Falcon): The honorable raptor of legend, the Falcon is the tribal totem of the Silver Fangs. This fetish gives you the ability to speak to any bird of prey. Falcon asks that you always maintain high standards of Garou honor.
 - Totem Fetish (Fenris Wolf): The tribal totem of the Get of Fenris, Fenris is the slavering, wild son of Loki. This fetish grants you a +1 insight bonus on Fortitude saving throws. Fenris asks that you never turn up the opportunity for a fight.
 - Totem Fetish (Grandfather Thunder): Sitting on his Shadowed Throne, the dark, dignified Grandfather Thunder is the tribal totem of the Shadow Lords. This fetish gives you electricity resistance 5. Grandfather Thunder asks that you never tell the truth to those you do not respect, never submit to unjust authority, and always display your strength.
 - Totem Fetish (Griffin): The tribal totem of the Red Talons, Griffin is the expression of the anger of all lupus, and he understands your hunger for blood. This fetish gives you a +1 insight bonus on melee damage rolls. Griffin asks that you do not associate with humans; homids are not usually accepted by Griffin.
 - Totem Fetish (Owl): Stealthy and silent, the Owl is the tribal totem of the Silent Walkers. This fetish grants you a +1 insight bonus on claw attack rolls. Owl asks that his children leave animal sacrifices to him in the forest.
 - Totem Fetish (Pegasus): The mythological winged horse, Pegasus is the tribal totem of the Black Furies. This fetish gives a +1 insight on Will saving throws. Pegasus asks that you always aid females of all species who are in need, especially young ones.
 - Totem Fetish (Rat): The tribal totem of the Bone Gnawers, the Rat symbolizes survival and cunning wits. This fetish gives you a +1 insight bonus on Reflex saving throws. Rat asks that you never kill vermin.
 - Totem Fetish (Stag): The tribal totem of the Fianna, Stag symbolizes life, death and rebirth. This fetish gives you a +2 insight bonus on all Survival checks. Stag asks that you always aid faeries or faeries' kin.
 - Totem Fetish (Unicorn): The tribal totem of the Children of Gaia, the mythological Unicorn is the symbol of unity and mystical strength. This fetish gives you a +2 insight bonus on Diplomacy checks. Unicorn asks that you promote peace and understanding for all Garou, regardless of tribe, auspice or
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breed.
 - Totem Fetish (Uktena): Uktena, the ancient water spirit, is the totem of the Uktena tribe. This fetish gives you ten temporary hit points while you are on the Ethereal plane. Uktena asks that you hold and protect (and not use) lost artifacts and fetishes. He also asks that you be continually on the lookout for artifacts that are missing or lost.
 - Totem Fetish (Wendigo): This monstrous giant and master of weather is the totem of the Wendigo tribe. This fetish gives you a +1 insight bonus to Defense. Wendigo asks that you aid all native peoples whenever they are in trouble.
 - Totem Fetish (Coyote): The ultimate Trickster, Coyote first taught the Garou how to step sideways into the Umbra. All Children of the Coyote have a +1 insight bonus on all saving throws while on the Ethereal plane. Coyote makes no demands on his children.Coyote will accept any old ragtag Garou, literally anyone who will have him. However, all Children of Coyote will soon discover that they are often used as scapegoats when bad things happen, as Coyote is seen by some to be bad luck.
 - Totem Fetish (Great Bear): The Great Bear is a fierce warrior, but is also very wise in peacetime. Children of the Bear are given a +2 insight bonus on Treat Injury checks. Bear makes no requests on his children, wisely knowing that they are burdened enough.Bear is a totem that has fallen out of favor ever since the War of Rage, when the Gurahl (the werebears) fought the Garou. Therefore, it is rarely seen presented as a fetish.
 Talens
 Talens are a little like fetishes, except that they are one-use items. The functioning caster level and creation cost are listed after the item’s description.
 - Clear Water: This talen has a purifying spirit in a flask of water. When poured into a polluted body of water, the water is cleansed of taint, creating the effect of the purify food and water spell. When consumed, it acts like the potion of cure poison.Caster Level: 5th; Cost to create: 50 XP.
 - Pine Dagger: This dagger is made from the heartwood of a downed pine tree. When it scores a hit on a spirit, elemental, or outsider, it banishes the creature back to its home plane, as if it had been affected by the banishment spell (DC 19). The dagger is destroyed in the process.Caster Level: 11th; Cost to create: 100 XP.
 - Bane Arrow: These talens act as normal arrows, but do not require a bow. When released, the arrow flies to the designated target (attack bonus equal to the wielder's BAB +1) and does 1d8+1 points of damage if it hits. It does an additional +2d6 points of damage to evil targets. A Falcon's cry is usually heard as it strikes. Whether the attack is successful or not, the arrow is destroyed in the process.
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Caster Level: 1st; Cost to create: 80 XP.
 - Moon Sign: When a Moon Sign is thrown down before a Garou, he is forced to immediately change to Lupus form and remain in that form for at least six hours. The Garou can avoid this by making a Will saving throw (DC 15).Caster Level: 1st; Cost to create: 80 XP.
 - Death Dust: This dust, when sprinkled over a fallen animal, Garou, or human, allows the Garou using it to create the effect of speak with dead spell, except only one question can be asked before the corpse de-animates and starts decaying rapidly, reducing to almost nothing in about ten minutes.Caster Level: 5th; Cost to create: 100 XP.
 - Wyrm Sign: This piece of unfired pottery is painted with a sigil of the Wyrm. When activated, it causes all evil creatures within 100 feet to be outlined in green fire for one minute and thus be immediately evident. It will cause Fomori to scream in terror; other Wyrm creatures will react less stringently. After one use, it loses all powers. Caster Level: 3rd; Cost to create: 100 XP.
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APPENDIX III: ADVANCED CLASSES
 CRESCENT MOON SHAMAN advanced class
 Crescent Moon Shamans explore the paths of the spirit and are most familiar with the spirit world. They serve as healers, prophets, warders, exorcists, diviners, spiritual counselors, purifiers, artificers and summoners. They use spirits to accomplish their magic, and many develop rites of their own to use when they reach elder status. Because they are allied with the spirit world, they often have conversations with people who aren't there and develop complicated superstitions.
 Hit Die: d6
 Requirements:- Race: Garou- Allegiance: Gaia- Skills: Knowledge (arcane lore 2, earth and life sciences 6), Listen 8- Feats: Iron Will, Theurge.- Special: Initiation by another shaman
 Class Skills: Concentration (Con), Craft (Int), Diplomacy (Cha), Handle Animal (Cha), Knowledge (Arcane Lore, Earth and Life Sciences) (Int), Listen (Wis), Spellcraft (Int), Spot (Wis), Survival (Wis), Swim (Str), and Treat Injury (Wis). Skill Points per Level: 4 + Int modifier.
 Action Points per Level: 6 + one-half character level, rounded down.
 Table: Shaman———Spells per Day———
 Level BAB Fort Ref Will Def Rep Special 0 1st 2nd 3rd 4th 5th
 1st +0 +0 +0 +2 +1 +2 Wild empathy 5 3 — — — —2nd +1 +0 +0 +3 +1 +2 Animal companion 6 4 — — — —3rd +2 +1 +1 +3 +2 +2 6 5 — — — —4th +3 +1 +1 +4 +2 +3 Woodland stride 6 6 3 — — —5th +3 +1 +1 +4 +3 +3 6 6 4 — — —6th +4 +2 +2 +5 +3 +3 Trackless step 6 6 5 3 — —7th +5 +2 +2 +5 +4 +4 6 6 6 4 — —8th +6 +2 +2 +6 +4 +4 Resist nature’s lure 6 6 6 5 3 —9th +6 +3 +3 +6 +5 +4 6 6 6 6 4 —10th +7 +3 +3 +7 +5 +5 Venom immunity 6 6 6 6 5 3
 Table: Shaman Spells Known-—— Spells Known —–-
 Level 0 1st 2nd 3rd 4th 5th
 1st 4 2 — — — —2nd 5 2 — — — —3rd 5 3 — — — —4th 6 3 1 — — —5th 6 4 2 — — —6th 7 4 2 1 — —7th 7 5 3 2 — —8th 8 5 3 2 1 —9th 8 5 4 3 2 —10th 9 5 4 3 2 1
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Weapon and Armor Proficiency: A shaman gains no additional armor or weapon proficiencies.
 Spells: A shaman casts divine spells which are drawn primarily from the druid spell list. He can cast any spell he knows without preparing it ahead of time, the way a mage or a acolyte must.To learn or cast a spell, a shaman must have a Wisdom score equal to at least 10 + the spell level. The Difficulty Class for a saving throw against a shaman’s spell is 10 + the spell level + the shaman’s Wisdom modifier.Like other spellcasters, a shaman can cast only a certain number of spells of each spell level per day. His base daily spell allotment is given on Table: The Shaman. In addition, he receives bonus spells per day if he has a high Wisdom score.A shaman’s selection of spells is extremely limited. At each shaman level, he gains one or more new spells, as indicated on Table: Shaman Spells Known. (Unlike spells per day, the number of spells a shaman knows is not affected by his Wisdom score; the numbers on Table: Shaman Spells Known are fixed.) These new spells can be common spells chosen from the druid spell list, or they can be unusual spells that the shaman has gained some understanding of by study. The shaman can’t use this method of spell acquisition to learn spells at a faster rate, however.Unlike a mage or an acolyte, a shaman need not prepare his spells in advance. He can cast any spell he knows at any time, assuming he has not yet used up his spells per day for that spell level. He does not have to decide ahead of time which spells he’ll cast.
 Wild Empathy (Ex): A shaman can improve the attitude of an animal. This ability functions just like a Diplomacy check made to improve the attitude of a person. The shaman rolls 1d20 and adds her class level and her Charisma modifier to determine the wild empathy check result. Her +4 Empathy bonus applies to this check if appropriate (for Garou, if the check is made against a wolf). The typical domestic or wild animal has a starting attitude of indifferent.To use wild empathy, the shaman and the animal must be able to study each other, which means that they must be within 30 feet of one another under normal conditions. Generally, influencing an animal in this way takes 1 minute but, as with influencing people, it might take more or less time.A shaman can also use this ability to influence a magical beast with an Intelligence score of 1 or 2, but she takes a –4 penalty on the check.
 Animal Companion (Ex): At 2nd level, the shaman may select an animal companion. For Garou, this is almost always a wolf, but in theory, it could be any animal of HD equal to or less than the shaman’s class level. This animal is a loyal companion that accompanies the shaman on her adventures as appropriate for its kind.A 2nd-level shaman’s companion is completely typical for its kind except as noted below. As a shaman advances in level, the animal’s power increases as shown on the table. If a shaman releases her companion from service, she may gain a new one by performing a 24-hour ceremony. This ceremony can also replace an animal companion that has perished.
 Woodland Stride (Ex): Starting at 4th level, a shaman may move through any sort of undergrowth (such as natural thorns, briars, overgrown areas, and similar terrain) at her normal speed and without taking damage or suffering any other impairment. However, thorns, briars, and overgrown areas that have been magically manipulated
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to impede motion still affect her.
 Trackless Step (Ex): Starting at 6th level, a shaman leaves no trail in natural surroundings and cannot be tracked. She may choose to leave a trail if so desired.
 Resist Nature’s Lure (Ex): Starting at 8th level, a shaman gains a +4 bonus on saving throws against the spell-like abilities of fey.
 Venom Immunity (Ex): At 10th level, a shaman gains immunity to all poisons.
 THE SHAMAN’S ANIMAL COMPANION
 A shaman’s animal companion is superior to a normal animal of its kind and has special powers, as described below.
 Class Level
 Bonus HD Natural Armor Adj. Str/Dex Adj.
 Bonus Tricks
 Special
 1st–2nd +0 +0 +0 1 Link, share spells3rd–5th +2 +2 +1 2 Evasion6th–8th +4 +4 +2 3 Devotion9th–10th +6 +6 +3 4 Multiattack
 Animal Companion Basics: Use the base statistics for a creature of the companion’s kind, but make the following changes.
 Class Level: The character’s shaman level.
 Bonus HD: Extra eight-sided (d8) Hit Dice, each of which gains a Constitution modifier, as normal. Remember that extra Hit Dice improve the animal companion’s base attack and base save bonuses. An animal companion’s base attack bonus is the same as that of a shaman of a level equal to the animal’s HD. An animal companion has good Fortitude and Reflex saves (treat it as a character whose level equals the animal’s HD). An animal companion gains additional skill points and feats for bonus HD as normal for advancing a monster’s Hit Dice.
 Natural Armor Adj.: The number noted here is an improvement to the animal companion’s existing natural armor bonus.
 Str/Dex Adj.: Add this value to the animal companion’s Strength and Dexterity scores.
 Bonus Tricks: The value given in this column is the total number of “bonus” tricks that the animal knows in addition to any that the shaman might choose to teach it (see the Handle Animal skill). These bonus tricks don’t require any training time or Handle Animal checks, and they don’t count against the normal limit of tricks known by the animal. The shaman selects these bonus tricks, and once selected, they can’t be changed.
 Link (Ex): A shaman can handle her animal companion as a free action, or push it as a move action, even if she doesn’t have any ranks in the Handle Animal skill. The shaman gains a +4 circumstance bonus on all wild empathy checks and Handle Animal checks made regarding an animal companion.
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Share Spells (Ex): At the shaman’s option, she may have any spell (but not any spell-like ability) she casts upon herself also affect her animal companion. The animal companion must be within 5 feet of her at the time of casting to receive the benefit. If the spell or effect has a duration other than instantaneous, it stops affecting the animal companion if the companion moves farther than 5 feet away and will not affect the animal again, even if it returns to the shaman before the duration expires. Additionally, the shaman may cast a spell with a target of “You” on her animal companion (as a touch range spell) instead of on herself. A shaman and her animal companion can share spells even if the spells normally do not affect creatures of the companion’s type (animal).
 Evasion (Ex): If an animal companion is subjected to an attack that normally allows a Reflex saving throw for half damage, it takes no damage if it makes a successful saving throw.
 Devotion (Ex): An animal companion gains a +4 morale bonus on Will saves against enchantment spells and effects.
 Multiattack: An animal companion gains Multiattack as a bonus feat if it has three or more natural attacks and does not already have that feat. If it does not have the requisite three or more natural attacks, the animal companion instead gains a second attack with its primary natural weapon, albeit at a –5 penalty.
 VAMPIRE SLAYERadvanced class
 One of the traditional enemies of the Garou are the Kindred of Caine, the vampires, also known as the Leeches. Because vampires feed on blood, employ dark powers, and dwell in the rotten Wyrm-infested cities, the Garou believe them to be "of the Wyrm". Vampire Slayers are Garou who devote themselves to battling these evil undead creatures.
 Hit Die: d10
 Requirements:- Race: Garou.- Skill: Hide 4 ranks, Move Silently 4 ranks, Sense Motive 4 ranks.- Feat: Hunter of the Dead and one of the following Proficiency feats - either
 Archaic Weapons, or Exotic Weapon (klaive), or Personal Firearms.- Special: Must have lost at least one point of Constitution to a vampire’s drain.
 Class Skills: Escape Artist (Dex), Hide (Dex), Jump (Str), Move Silently (Dex), Navigate (Wis), Search (Int), Sense Motive (Wis), Survival (Wis), Treat Injury (Wis).Skill Points per Level: 2 + Int modifier.
 Action Points per Level: 6 + one-half character level, rounded down.
 Table: Vampire Slayer
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Level BAB Fort Ref Will Def Rep Special1st +1 +2 +0 +1 +1 +0 Favored Enemy +22nd +2 +3 +0 +2 +2 +0 Scent of Undeath3rd +3 +3 +1 +2 +2 +14th +4 +4 +1 +2 +3 +1 Favored Enemy +35th +5 +4 +1 +3 +4 +1 Living Mind6th +6 +5 +2 +3 +4 +27th +7 +5 +2 +4 +5 +2 Favored Enemy +48th +8 +6 +2 +4 +6 +2 Sealed Life9th +9 +6 +3 +4 +6 +310th +10 +7 +3 +5 +7 +3 Favored Enemy +5
 Weapon and Armor Proficiency: A vampire slayer gains no additional armor or weapon proficiencies.
 Favored Enemy (Ex): A vampire slayer gains a +2 bonus on Bluff, Listen, Sense Motive, Spot, and Survival checks when using these skills against vampires. Likewise, he gets a +2 bonus on melee damage rolls against these creatures. This bonus overlaps the one provided by the Hunter of the Dead feat.As indicated in the table, every three levels after the first, this bonus is increased by +1, up to a maximum of +5 at level 10.
 Scent of Undeath (Ex): At 2nd level, the vampire slayer gains the ability to add ½ his class level (as an insight bonus) to Spot checks opposing a vampire’s Disguise check. If he can smell the vampire while making the check, he instead adds his full class level.
 Living Mind (Su): At 5th level, the vampire slayer adds his class level as an insight bonus on all Will saving throws against effects created by vampires.
 Sealed Life (Su): At 8th level, the vampire slayer becomes immune to ability drain.
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