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Auspice Ability: Warrior’s Eye. Once per session, a Rahu can attempt to “read” a foe, determining who is the superior warrior. The player rolls Wits

+ Primal Urge; success indicates that the werewolf can roughly tell whether the threat is stronger or weaker than he is, while an exceptional success
grants more understanding of the gap between the two (“*He’s much more powerful than me.”). A dramatic failure indicates that the character greatly
misjudges his target. The warrior’s eye takes into account only those abilities that might affect a direct fight. A werewolf might read a skilled vampire
assassin as “weaker,” even though the vampire is much more deadly when it can choose the time of engagement.
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Auspice Ability: Prophetic Dreams. Once per story, the player may ask the Storyteller for a dream of prophecy, providing some clue
about the challenges facing the Cahalith. The Cahalith must sleep for at least four hours in order to dream of the future. The dream is
always veiled in symbolism that the character must interpret. Advice on Storytelling prophetic dreams is given on p. 217. In addition,

the Cahalith automatically gains one die to any Occult rolls made to interpret omens or to solve occult riddles.
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Auspice Ability: Spirit Envoy. An Elodoth aufomatically gains two dice to any Empathy, Expression, Persuasion or Politics roll made to
negotiate with spirits. This bonus does not apply to rolls made to threaten or bully spirits. The Elodoth is expected to offer the proper
words and appeasement, demonstrating his ability to perceive the issue from the spirit’s side as well.
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Auspice Ability: Ritual Master. Ithaeur purchase the Rituals trait and rites at reduced experience cost. When buying Rituals, an Ithaeur

pays the new dots x 4 in experience (instead of new dots x 5). An Ithaeur who buys rites with experience points need only spend a
number of experience equal to the rite dots (instead of rite dots x 2).
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Auspice Ability: Pathfinder’s Sense. As scouts for the Forsaken, the Irraka have an easier time recognizing spirit influence. Irraka
receive two bonus dice on the roll to look from one world to the next or to perceive ephemeral spirits (see “Dual Senses” in Appendix
One, p. 252), or on the roll to determine in which direction a locus lies while within its area of influence (p. 262).
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Auspice Ability: Warrior’s Eye. Once per session, a Rahu can attempt to “read” a foe, determining who is the superior warrior. The player rolls Wits

+ Primal Urge; success indicates that the werewolf can roughly tell whether the threat is stronger or weaker than he is, while an exceptional success
grants more understanding of the gap between the two (“He’s much more powerful than me.”). A dramatic failure indicates that the character greatly
misjudges his target. The warrior’s eye takes into account only those abilities that might affect a direct fight. A werewolf might read a skilled vampire
assassin as “weaker,” even though the vampire is much more deadly when it can choose the time of engagement.
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Auspice Ability: Prophetic Dreams. Once per story, the player may ask the Storyteller for a dream of prophecy, providing some clue
about the challenges facing the Cahalith. The Cahalith must sleep for at least four hours in order to dream of the future. The dream is
always veiled in symbolism that the character must interpret. Advice on Storytelling prophetic dreams is given on p. 217. In addition,

the Cahalith automatically gains one die to any Occult rolls made to interpret omens or to solve occult riddles.
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Auspice Ability: Spirit Envoy. An Elodoth aufomatically gains two dice to any Empathy, Expression, Persuasion or Politics roll made to
negotiate with spirits. This bonus does not apply to rolls made to threaten or bully spirits. The Elodoth is expected to offer the proper
words and appeasement, demonstrating his ability to perceive the issue from the spirit’s side as well.
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Auspice Ability: Ritual Master. Ithaeur purchase the Rituals trait and rites at reduced experience cost. When buying Rituals, an Ithaeur

pays the new dots x 4. in experience (instead of new dots x 5). An Ithaeur who buys rites with experience points need only spend a
number of experience equal to the rite dots (instead of rite dots x 2).
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Auspice Ability: Pathfinder’s Sense. As scouts for the Forsaken, the Irraka have an easier time recognizing spirit influence. Irraka
receive two bonus dice on the roll to look from one world to the next or to perceive ephemeral spirits (see “Dual Senses” in Appendix
One, p. 252), or on the roll to determine in which direction a locus lies while within its area of influence (p. 262).
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Auspice Ability: Warrior’s Eye. Once per session, a Rahu can attempt to “read” a foe, determining who is the superior warrior. The player rolls Wits

+ Primal Urge; success indicates that the werewolf can roughly tell whether the threat is stronger or weaker than he is, while an exceptional success
grants more understanding of the gap between the two (“He’s much more powerful than me.”). A dramatic failure indicates that the character greatly
misjudges his target. The warrior’s eye takes into account only those abilities that might affect a direct fight. A werewolf might read a skilled vampire
assassin as “weaker,” even though the vampire is much more deadly when it can choose the time of engagement.
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Auspice Ability: Prophetic Dreams. Once per story, the player may ask the Storyteller for a dream of prophecy, providing some clue
about the challenges facing the Cahalith. The Cahalith must sleep for at least four hours in order to dream of the future. The dream is
always veiled in symbolism that the character must interpret. Advice on Storytelling prophetic dreams is given on p. 217. In addition,

the Cahalith automatically gains one die to any Occult rolls made to interpret omens or to solve occult riddles.
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Auspice Ability: Spirit Envoy. An Elodoth aufomatically gains two dice to any Empathy, Expression, Persuasion or Politics roll made to
negotiate with spirits. This bonus does not apply to rolls made to threaten or bully spirits. The Elodoth is expected to offer the proper
words and appeasement, demonstrating his ability to perceive the issue from the spirit’s side as well.
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Auspice Ability: Ritual Master. Ithaeur purchase the Rituals trait and rites at reduced experience cost. When buying Rituals, an Ithaeur

pays the new dots x 4 in experience (instead of new dots x 5). An Ithaeur who buys rites with experience points need only spend a
number of experience equal to the rite dots (instead of rite dots x 2).
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Auspice Ability: Pathfinder’s Sense. As scouts for the Forsaken, the Irraka have an easier time recognizing spirit influence. Irraka
receive two bonus dice on the roll to look from one world to the next or to perceive ephemeral spirits (see “Dual Senses” in Appendix
One, p. 252), or on the roll to determine in which direction a locus lies while within its area of influence (p. 262).
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Auspice Ability: Warrior’s Eye. Once per session, a‘«Rahu can attempt to “read” a foe, determining who is the superior warrior. The player rolls Wits

+ Primal Urge; success indicates that the werewolf can roughly tell whether the threat is stronger or weaker than he is, while an exceptional success
grants more understanding of the gap between the two (“He’s much more powerful than me.”). A dramatic failure indicates that the character greatly
misjudges his target. The warrior’s eye takes into account only those abilities that might affect a direct fight. A werewolf might read a skilled vampire
assassin as “weaker,” even though the vampire is much more deadly when it can choose the time of engagement.
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Auspice Ability: Prophetic Dreams. Once per story, the player may ask the Storyteller for a dream of prophecy, providing some clue
about the challenges facing the Cahalith. The Cahalith must sleep for at least four hours in order to dream of the future. The dream is
always veiled in symbolism that the character must interpret. Advice on Storytelling prophetic dreams is given on p. 217. In addition,

the Cahalith automatically gains one die to any Occult rolls made to interpret omens or to solve occult riddles.
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Auspice Ability: Spirit Envoy. An Elodoth aufomatically gains two dice to any Empathy, Expression, Persuasion or Politics roll made to
negotiate with spirits. This bonus does not apply to rolls made to threaten or bully spirits. The Elodoth is expected to offer the proper
words and appeasement, demonstrating his ability to perceive the issue from the spirit’s side as well.
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Auspice Ability: Ritual Master. Ithaeur purchase the Rituals trait and rites at reduced experience cost. When buying Rituals, an Ithaeur

pays the new dots x 4 in experience (instead of new dots x 5). An Ithaeur who buys rites with experience points need only spend a
number of experience equal to the rite dots (instead of rite dots x 2).
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Auspice Ability: Pathfinder’s Sense. As scouts for the Forsaken, the Irraka have an easier time recognizing spirit influence. Irraka
receive two bonus dice on the roll to look from one world to the next or to perceive ephemeral spirits (see “Dual Senses” in Appendix
One, p. 252), or on the roll to determine in which direction a locus lies while within its area of influence (p. 262).
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Auspice Ability: Warrior’s Eye. Once per session, a Rahu can attempt to “read” a foe, determining who is the superior warrior. The player rolls Wits

+ Primal Urge; success indicates that the werewolf can roughly tell whether the threat is stronger or weaker than he is, while an exceptional success
grants more understanding of the gap between the two (“He’s much more powerful than me.”). A dramatic failure indicates that the character greatly
misjudges his target. The warrior’s eye takes into account only those abilities that might affect a direct fight. A werewolf might read a skilled vampire
assassin as “weaker,” even though the vampire is much more deadly when it can choose the time of engagement.
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Auspice Ability: Prophetic Dreams. Once per story, the player may ask the Storyteller for a dream of prophecy, providing some clue
about the challenges facing the Cahalith. The Cahalith must sleep for at least four hours in order to dream of the future. The dream is
always veiled in symbolism that the character must interpret. Advice on Storytelling prophetic dreams is given on p. 217. In addition,

the Cahalith automatically gains one die to any Occult rolls made to interpret omens or to solve occult riddles.
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Auspice Ability: Spirit Envoy. An Elodoth aufomatically gains two dice to any Empathy, Expression, Persuasion or Politics roll made to
negotiate with spirits. This bonus does not apply to rolls made to threaten or bully spirits. The Elodoth is expected to offer the proper
words and appeasement, demonstrating his ability to perceive the issue from the spirit’s side as well.
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Auspice Ability: Ritual Master. Ithaeur purchase the Rituals trait and rites at reduced experience cost. When buying Rituals, an Ithaeur

pays the new dots x 4 in experience (instead of new dots x 5). An Ithaeur who buys rites with experience points need only spend a
number of experience equal to the rite dots (instead of rite dots x 2).
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Auspice Ability: Pathfinder’s Sense. As scouts for the Forsaken, the Irraka have an easier time recognizing spirit influence. Irraka
receive two bonus dice on the roll to look from one world to the next or to perceive ephemeral spirits (see “Dual Senses” in Appendix
One, p. 252), or on the roll to determine in which direction a locus lies while within its area of influence (p. 262).
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Auspice Ability: Warrior’s Eye. Once per session, a Rahu can attempt to “read” a foe, determining who is the superior warrior. The player rolls Wits

+ Primal Urge; success indicates that the werewolf can roughly tell whether the threat is stronger or weaker than he is, while an exceptional success
grants more understanding of the gap between the two (“He’s much more powerful than me.”). A dramatic failure indicates that the character greatly
misjudges his target. The warrior’s eye takes into account only those abilities that might affect a direct fight. A werewolf might read a skilled vampire
assassin as “weaker,” even though the vampire is much more deadly when it can choose the time of engagement.
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Auspice Ability: Prophetic Dreams. Once per story, the player may ask the Storyteller for a dream of prophecy, providing some clue
about the challenges facing the Cahalith. The Cahalith must sleep for at least four hours in order to dream of the future. The dream is
always veiled in symbolism that the character must interpret. Advice on Storytelling prophetic dreams is given on p. 217. In addition,

the Cahalith automatically gains one die to any Occult rolls made to interpret omens or to solve occult riddles.



GHe8T Woll Fl.oboli

Thopretan Nuwes ELovetd

Nine: Vigtuve: Prck:
0L tyer: Vice: Conceet
CHRONLCLE:
— A - = = e —— T e 2 A TN G e i e i . T @~ N
ATTRIBUTES
Power INTELLIGENCE: @OO0O0 StreNct @0000 Presence: @®0000
Finesse Wrts: 00000 Dextersty: 00000 Wentevlttzony: @0000
Resistance LESCLVE: 00000 STRmINA: @0000 Conesures @0000
— e . _ e e e —- - e e neia —— e~ B~ e
SniLLs ! Ot1rer Tratrs
WNental I WNegots Hesi o
(_3 UNSKILLED) e +2 for Dalu forme +4 for Gauru forme +3 for Urshul form
) | 00000 0000V OOOO0VV00O0O
Academies OOOOO‘ ooooo O0O0O0O0O0O0OOOOOOOOOO
Compw/‘er 00000
c 00000 { 00000 WeLLeoner
rafts : 00000 O0000000OO0OO
Tnvestigation 00000 1 00000 oooooOooooo
Medicine 00000 | 00000 Essence
Oceun/t 00000 00000 OO0OoOoOoooooo
Polities 00000 | 00000 OOoOoOoOooooon
Science 00000 § 00000 Ceonsl Uece
Omysrens [ NoNeoNoNoNoNoNoNON6]
(-1 UNSKILLED) TS
Athletics 00000 Heenony
B / 00000 0 =
raw 9 o
Drive 00000 | 8 o
Firearms 00000 7 fe)
Larceny 00000 | fcnck Drce Mo 6 fe)
Stealth 00000 ‘ Bite (Gauru+2) 5 O
Cl G
Survival 00000 { " (Gauru+1) s o
Weapom’y Q0000 | < 0
Secial 2 0
(-1 UNSKILLED) ! (@)
AnimalKen 00000 , LENCUIN
Empathy 00000
\ Puesty, 00000
Expression 00000 | EocuLoment
Tntimidation 00000 GLORY 00000
PGXSMRS(‘OP\ Q0000 —fR’OMOK 00000
Socialize 00000 |
s e Wrsoom, Q0000
Streetwise 00000 EXecrrence
Sub‘ferfuﬁe 00000 CUNNING 00000

Attributes 5/4/3eSkills 11/7/4 (+3 Specialties)sAuspice: choose 1 free specialty skilleTribesRenown and Gifts: 1 for auspice, 1 for tribe, 1 of your choicesMerits 7¢(Buy-
ing the fifth dot in Attributes, Skills or Merits costs two points)eHealth = Stamina + Sizee Willpower = Resolve + ComposureeSize = 5 for adult human-sized werewolfe
Defense = Lowest of Dexterity or Witselnitiative Mod = Dexterity + ComposuresSpeed = Strength + Dexterity +5eStarting Harmony = 7ePrimal Urge starts at 1

doteEssence=Harmony



Hrsa Dot GLURY Urswur et
(HumaN) (NEAR-HUMAN) (WoLF-MAN) (NEeAR-WOLF) (WoLF)
! Strene R GH: E StreNeHGHE: ! StreNeH G i DexrerctyGH2D:
E Stznina(H Iz | Dexrerco G | Dexrercty@2: | Semmenad-I:
P Wansev st Ton D | SrrekeGR2D): SN e G2
\ \ \ \
WunzevLttten—=3D
SizE: Size(+1): Size(+2): Size(+1): Size(—1):
DEFENSE: ' DEFENSE: ' DEFENSE: - DEFENSE: - DEFENSE:
INITIATIVE: | INITIATIVE: ' INITIATIVE(+1): ' INITIATIVE(+2): ' INITIATIVE(+2):
SPEED: i SPEED(+1): i SPEED(+4): i SPEED(+7): i SPEED(+5):
ARMOR: ARMOR: ARMOR: 1/1 | ARMOR: ARMOR:
PERCEPTION: PERCEPTION(+2): PERCEPTION(+3): PERCEPTION(+3): PERCEPTION(+4):
/ Induces Lunacy; Rage invoked. Induces Lunacy; Inflict lethal damage
t observers have a 4-die i Induces full Lunacy. observers have a 2-die E with bite attack.
; . bonus to their . ; Wound penalties ; . bonus to their _ i
! Willpower roll to resist. ! ignored and ‘ Willpower roll to resist. %
t t no unconsciousness t Inflict lethal damage. t
rolls made.
' P -2 to resist Death Rage P P
% % Inflict lethal damage. % %
! ! Fail most Mentaland ! !
¢ ¢ Social rolls. : ;
e D g == P e T o T e s — ——— e~ B .~ e
Toren } Gir1s ano Rites
LtzprBrtes: | GiftLists:
Power:
Finesse:
Resistance: \ Max Rank: 00000
WeLLeower:
Essence: Gift Roll Page
Initiative:
Defense:
Speed:
Size:
Corpus: ]
Influences: 00000
00000
00000
Numina: }
| Rituals: 00000
Bonuses: § Rite Roff Page
Ban:

e e O

t

Auspice Ability: Spirit Envoy. An Elodoth aufomatically gains two dice to any Empathy, Expression, Persuasion or Politics roll made to
negotiate with spirits. This bonus does not apply to rolls made to threaten or bully spirits. The Elodoth is expected to offer the proper
words and appeasement, demonstrating his ability to perceive the issue from the spirit’s side as well.
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Auspice Ability: Ritual Master. Ithaeur purchase the Rituals trait and rites at reduced experience cost. When buying Rituals, an Ithaeur

pays the new dots x 4 in experience (instead of new dots x 5). An Ithaeur who buys rites with experience points need only spend a
number of experience equal to the rite dots (instead of rite dots x 2).
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Auspice Ability: Pathfinder’s Sense. As scouts for the Forsaken, the Irraka have an easier time recognizing spirit influence. Irraka
receive two bonus dice on the roll to look from one world to the next or to perceive ephemeral spirits (see “Dual Senses” in Appendix
One, p. 252), or on the roll to determine in which direction a locus lies while within its area of influence (p. 262).
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Stage One: Initiative

« Everyone rolls Initiative: The result of a die roll + Dexterity + Composure.
The character with the highest Initiative performs her action first. Or you
may yield your character’s action until later in the Initiative queue or
intro the next turn.

Stage Two: Attack
« Unarmed close combat: Strength + Brawl, —target’s Defense and armor
» Armed close combat: Strength + Weaponry, — target’s Defense and armor
« Ranged combat (guns and bows): Dexterity + Firearms, —target’s armor
« Ranged combat (thrown weapons): Dexterity + Athletics, — target’s
Defense and armor

Add bonus dice based on weapon used or effect performed, and then
subtract penalties for circumstance conditions. Roll your remaining pool.
Each success equates to a Health point of damage inflicted, the type of
which is determined by the nature of the attack.

The Storyteller describes the attack and wound in narrative terms.

Possible Modifiers

» Aiming: +1 per turn to a +3 maximum

« All-Out Attack: +2 with Brawl or Weaponry attack; lose Defense

» Armor Piercing: Ignores amount of target’s armor equal to item’s own rating
« Autofire Long Burst: 20 or so bullets at as many targets as the shooter wants,
pending Storyteller approval. A +3 bonus is applied to each attack roll; =1

per roll for each target if there’s more than one

Autofire Medium Burst: 10 or so bullets at one to three targets, with a +2 bonus
to each attack roll; =1 per roll for each target if there’s more than one

Autofire Short Burst: Three bullets at a single target with a +1 bonus to the roll
Concealment: Barely —1; partially —2; substantially —3; fully, see “Cover”
Dodge: Double target’s Defense

Drawing a Weapon: Requires one action (one turn) without a Merit, and
could negate Defense

Firing from Concealment: Shooter’s own concealment quality (-1, -2 or -3)
reduced by one as a penalty to fire back (so, no modifier, =1 or -2)
Offhand Attack: -2 penalty

Prone Target: -2 penalty to hit in ranged combat; +2 bonus to hit when
attacker is within close-combat distance

Range: -2 at medium range, -4 at long range

Shooting into Close Combat: —2 per combatant avoided in a single shot (not
applicable to autofire)

Specified Target: Torso -1, leg or arm -2, head -3, hand -4, eye -5
Surprised or Immobilized Target: Defense doesn’t apply

Touching a Target: Dexterity + Brawl or Dexterity + Weaponry; armor may
or may not apply, Defense does apply

Willpower: Add three dice or +2 to a Resistance trait (Stamina, Resolve,
Composure or Defense) in one roll or instance

GRLPPLING SUWIMLRY
e Roll Strength + Brawl — opponent’s Defense for attacker to get a
grip on target.
e Target’s next action can be dedicated to breaking free. Roll Strength
+ Brawl — attacker’s Strength. Any successes indicate breaking free.

Or, the target can attempt to apply an overpowering maneuver
to the attacker, participating in the grapple rather than trying to break
free. Roll Strength + Brawl — attacker’s Strength. Any successes allow for
a maneuver (see below).

e If the attacker’s grip on the target persists, and he is free to do
so, the attacker can try to apply an overpowering maneuver to the
victim. Roll the attacker’s Strength + Brawl — opponent’s Strength.
Any successes allow a maneuver (see below).
e Possible maneuvers. Choose one:
Render opponent prone
Damage opponent
Immobilize opponent
Draw weapon
Attack with drawn weapon
Turn a drawn weapon
Disarm opponent
Use opponent as protection from ranged attacks
Attempting to break free is always an option instead of performing
an overpowering maneuver.

Weree Weseons Curiet

Type Damage Size  Cost  Special

Sap 1(B) 1 . Knockout (p. 168)
Brass Knuckles 1 (B) n/a . Brawl*

Club (wood) 2 (B) 2 n/a

Mace (metal) 3(B) 2 oo

Knife 1L 1 .

Rapier 2L 2 oo Armor piercing 1 (p.167)
Sword 3 (L 2 oo

Katana 3 (L 2 ooe Durability +1**
Greatswordf 4 (L 3 eoe

Small Ax 2 (L 1 .

Large Axt 3L 3 oo 9 again (p. 134)
Great Axt 5 4 eoe 9 aqgain (p. 134)
Stake*** 1D 1 n/a

Speart 3 (L 4 . +1 Defense****

Type: Your character may use many other types of weapons (meat cleavers,
halberds, hammers). Use the traits from the above lists that best approximate
those weapons. See p. 136 for determining the traits of improvised weapons.
Note that improvised weapons automatically suffer a =1 penalty.

Damage: The number of bonus dice added to dice pools when using the weapon.
The type of damage inflicted is also indicated: aggravated (A), lethal (L) or
bashing (B).

Size: 1 = Can be hidden in hand, 2 = Can be hidden in coat, 3+ = Cannot be
hidden. Size is also used to indicate the minimum Strength needed to use a
weapon effectively. A wielder with a lower Strength suffers a =1 penalty on
attack rolls.

Cost: The minimum dots in the Resources Merit usually required to purchase
the weapon. The “n/a” entry indicates that the item can be created rather than
purchased.

T This weapon requires two hands. If used one-handed, the Strength requirement
increases by one. You need a Strength of 4 to wield a greatsword one-handed
without penalty, for example.

“This weapon uses the Brawl! Skill instead of Weaponry.

** Katanas are well-crafted swords. They do not break easily. See “Targeting
Items,” WoD p. 138.

“** The attacker must target the heart (-3 penalty) and achieve an exceptional
success in order to paralyze a vampire.

**** The spear-wielder gains a+1 Defense bonus when fighting unarmed targets
due to his weapon'’s superior reach, allowing him to keep a greater distance
from a foe.

extenved hotrens

Pace of Activity Time per Roll
Quick 1 turn (3 seconds)
Short 10 minutes

Long 30 minutes
Lengthy 1 hour
Consuming 1 day
Exhausting 1 week or month
Challenge Target Number
Simple/Relaxed 5
Involved/Trying 10
Elaborate/Demanding 15
Ornate/Daunting 20

Intricate/Epic 25

LinceDd Weseons Ciriet

Type Damage Ranges dip Strength  Size
Revolver, Lt. 2 20/40/80 6 2 1
Revolver, Hvy. 3 35/70/140 6 3 1
Pistol, Lt. 2 20/40/80 1741 2 1
Pistol, Hvy. 3 30/60/120 7+1 3 1
Riflet 5 200/400/800 5+1 2 3
SMG, Small* 2 25/50/100 3041 2 1
SMG, Large*t 3 50/100/200 30+1 3 2
Assault Rifle*T 4 150/300/600 42+1 3 3
Shotgunt A 20/40/80 5+1 3 2
Crossbow™*1 3 40/80/160 1 3 3

Cost

Example

SWM640 (.38 Special)

SW M29 (.44 Magnum)
Glock 17 (9mm)

Colt M1911A1(.45 ACP)
Remington M-700 (30.06)
Ingram Mac-10 (9mm)

HK MP-5 (9mm)

Steyr-Aug (5.56mm)
Remington M870 (12-Gauge)

Damage: Indicates the number of bonus dice added to your dice pool for using the weapon. Firearms deliver lethal damage
against ordinary people. The type of damage may vary against supernatural enemies such as vampires, which suffer only

bashing damage from conventional firearms.

Ranges: The numbers are short/medium/long ranges in yards. Attacks at medium and long range suffer a -2 and —4 penalty,

respectively.

clip: The number of shells a gun can hold — a “+1” indicates a bullet can be held in the chamber, ready to fire.

Strength: The minimum Strength needed to use a weapon effectively. A wielder with a lower Strength suffers a -1 penalty on

attack rolls.

Size: 1 = Can be hidden in hand, 2 = Can be hidden in coat, 3 = Cannot be hidden on one’s person

Cost: The minimum dots in the Resources Merit usually required to purchase the weapon.

T This weapon requires two hands. If used one-handed, the Strength requirement increases by one. You need a Strength of 4
to wield a shotgun one-handed without penalty, for example.

* Indicates that the weapon is capable of autofire (short bursts, medium bursts and long bursts — see p. 160.)

** Crossbows require three turns to reload. A character may use a crossbow to attempt to stake a creature with a targeted

shot (-3 penalty and must achieve an exceptional success in order to paralyze a vampire).
“** 9 again (see WOD p. 134)

Errects oF LUNACY

NS aw
bewer Cibe Onlooker’s Willpower* Result

Class Rating Strength Defense Speed Cost 12 No control over actions; any actions are at -5
penalty; no memory of events; refusal to
Modern believe evidence.
Reinforced/thick clothing 1/0 1 n/a 3-4 Minimal control over actions; any actions are
at —4 penalty; remember in most general
Kevlar vest* (thin) 1/2 1 . sense; always rationalize.
. . 5-7 Some control over actions; any actions are at
Flak jacket 2/3 1 -1 °° -3 penalty; forgets unless actively tries to
Full riot gear* 3/4 by ) -1 coo remember (requiring roll).
8-9 Must spend Willpower point to retain control
Archaic for a turn; any actions are at —1 penalty unless
Willpower is spent; retains hazy half-memories.
Leather (hard) 1/0 2 - 0 * 10 Completely unaffected by Lunacy; full control
Chainmail 2/1 3 -2 -2 oo and memory.
*The Wolf-Blooded Merit adds two to effective Willpower
Plate 3/2 4 -2 -3 xXxx

*This type of armor is bulletproof.

Rating: Armor provides two kinds of protection: against general attacks and against

Firearms attacks. The number before the slash is armor rating for most kinds of Fire Dundee

attacks (for close combat and thrown ranged attacks, whether bashing, lethal or Size of Fire Damage
perhaps aggravated). The second number is for Firearms attacks — guns and bows. Torch 1
Bulletproof armor (kevlar vest, flak jacket and full riot gear) also downgrades )
damage done in Firearms attacks from lethal to bashing. Bonfire 2

Strength: Armor is often heavy and cumbersome. If your character does not have Inferno 3
sufficient Strength to wear it, she cannot perform at peak efficiency. If your . .
character’s Strength is lower than that required for armor worn, her Brawl and Heat of F_'re Damage Modifier
Weaponry attacks suffer a =1 penalty. Candle (first-degree burns) —

Defense: The penalty imposed on your character’s Defense trait for the armor worn. Torch (second-degree burns) +1

Speed: The penalty imposed on your character’s Speed trait for the armor worn. Bunsen burner (third-degree burns) +2

Cost: The minimum dots in the Resources Merit usually required to purchase the armor. Chemical fire/molten metal +3

exerosves Crbpt
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Type Throwing Blast Damage Size Cost  Example Source Damage
o Modifier Area i Minor; wall socket 4(B)
Incendiary -1 2 2 1 n/a Molotov Cocktail Major; protective fence 6 (B)
Concussion** +2 3 1 eoe Concussion Grenadet r .
hreddin +2 3 4 1 Shrapnel Grenadet SOMETE LEn bers 8
shredding P Fatal; main line feed/subway rail 10 (B)
Single Destructive +1 4 4= 1 eoe Stick of Dynamite
High Explosive*** n/a 20+ 6+ 1-3 coee Plastique
Blast Area: The diameter in yards in which an explosion occurs. QOLSOMS
Throwing Modifier: The attack-roll bonus to throw an explosive at a chosen target. Explosives Poison/Toxin Toxicity
marked “n/a” cannot normally be thrown. o .
Ammonia (inhalation) 3
Cost: The minimum dots in the Resources Merit usually required to purchase the explosive. The n ]
“n/a” entry indicates that the item can be created rather than purchased. Bleac.h (lr.lgestlc-)n) ) i 4
* Incendiary devices ignite the target (see “Fire”). Damage delivered by the explosion is bashing, Cyanide (ingestion or inhalation) 7
while damage caused by the fire is lethal. Drug/Alcohol Abuse 3to7
“* Concussion explosives deliver bashing damage and knock the target down (see “Knockdown,” (ingestion, inhalation, injection)
WoD p. 168). ol = z ‘ ’ ,
“** Timed or triggered bombs that hold a variable amount of dynamite, plastique or other almonella (ingestion)
explosive cause damage to surrounding structures and ignite flammable materials, which Venom (injection or ingestion) 3to8

complicates damage. The figures listed are suggestions only.
T Explosives that are aerodynamic when thrown.

SuveLe Crefects
Baseball Bat: Durability 1 (reinforced to 2), Size 2, Structure 4, Damage 2
Board, 2"x4": Durability 1, Size 3, Structure 4, Damage 1
Cabinet, Wooden: Durability 1, Size 4, Structure 5, Damage 1
Chair, Wooden: Durability 1, Size 4, Structure 5, Damage 1
Coffin: Durability 1, Size 6, Structure 7, Damage 1
Crate, Wooden: Durability 1, Size 4, Structure 5, Damage 1
Door, Bank Vault: Durability 3 (reinforced to 10), Size 8, Structure 18, Damage 8
Door, Wooden (Exterior): Durability 2, Size 5, Structure 7, Damage 2
Door, Wooden (Interior): Durability 1, Size 5, Structure 6, Damage 1
Door, Metal (Security): Durability 3, Size 5, Structure 8, Damage 3
Fence, Chain-link: Durability 2, Size 4, Structure 6, Damage 2
Fence, Steel: Durability 3, Size 6, Structure 9, Damage 3
Lamppost, Steel: Durability 3, Size 8, Structure 11, Damage 3
Manhole Cover: Durability 3, Size 3, Structure 6, Damage 3
Steel Bars: Durability 3, Size 2, Structure 5, Damage 2
Tempered Steel: Durability 3, Size 2 (variable), Structure 5, Damage 2
Window: Durability 1, Size 3 (on average), Structure 4, Damage 1

Damage: Indicates how dangerous the item is when used as a weapon or to do
harm. Damage is the lower of the item’s Durability or Size. This rating is added to attack

enxtercine Destr Rice

The following stimuli can trigger a Death Rage check
(Resolve + Composure) when a character is in combat:

« when a wound inflicts aggravated damage

» upon striking or being struck by an attack roll that is an
exceptional success

» when a wound is marked in one of the character’s last
three Health boxes

The following list details potential stimuli that might
subject a werewolf to a Death Rage roll when not in combat.
A player must make a check when faced with a provocation
that matches his character’s Harmony score, or any provoca-
tion above his Harmony score on the following chart.
Harmony  Minimum Stimulus
9-10 Lovedone/packmateslainorbadlyinjured; betrayed

by loved one/packmate

7-8 Betrayed by ally

5-6 Injured outside of combat by an event that inflicts
aggravated damage; loved one/packmate in danger

3-4 Humiliated or injured

1-2 Insulted; authority challenged

The Storyteller decides when a Virtue or Vice influences a
Death Rage roll. If appropriate, the player gains or loses one die
from his Resolve + Composure pool.

Wereworr frenortry Serpit LINKS

rolls in bonus dice to inflict harm. If the weapon is improvised, it suffers a =1 penalty. ‘(;Y;rewo" Renown ?\z:)lorary Rank
8-15 Three
FEKTS oF STRENGTH 1623 Four
Strength Feat Lift 24+ Five
1 Lift a chair 40 Ibs.
2 Liftal d 100 Ibs. ‘
Tt alarge dog § Evrects or Qeonel Uree
3 Lift a public mailbox 250 Ibs. . . .
4 e d A e Primal Attribute/ Max Essence/ Social Essence
ITta wooden crate - Urge Skill Maximum  Max Essence per Turn Penalty Bleed
5 Lift a coffin 650 Ibs. 1 5 10/1 P —
6 Lift a refrigerator 800 Ibs. 5 5 11/1 1 _
7 Qverturn a small car 900 Ibs. 3 5 12/1 DY _
8 Lift a motorcy./cle‘ 1000 Ibs. 4 5 132 oy _
9 Qverturn a mid-sized car 1200 Ibs. 5 5 14/2 3 o
10 Lift a large tree t_runk 1500 Ibs. 6 6 15/3 3 1/day
1M Qverturn a ful|-51zed car 2000 Ibs. 7 7 20/5 3 1/12 hours
12 Lift a wrecking .baII 3000 Ibs. 8 8 30,7 -4 1/10 hours
13 Overturn a station wagon 4000 Ibs. 9 9 50/10 -4 1/8 hours
14 Overturn a van 5000 Ibs. 10 10 100/15 -5 1/4 hours
15 Overturn a truck 6000 Ibs.

Suveeested Novrrrers vor Girt fse
Modifier Situation

Sveeested Novrrrers vor Lite Use
Modifier Situation

P2 In the area of influence of a powerful locus 2 Ritemaster meditates successfully prior to ritual
(rated eeee+) (that is, four or more successes are accumulated in a

+1 In the area of influence of a locus (rated meditation Attribute task — see World of Darkness
o t0 ees) Rulebook, p. 51)

+1 Character’s auspice moon is in the sky +2 In the vicinity of a powerful locus (rated eeee+)

-1 Character has a wound marked in third to +1 In the vicinity of a locus (rated « to ess)
last Health box +1 Ritualist has gained goodwill of local spirits

= Local spirits are actively hostile to Gift user +1 Ritemaster is in Dalu form

-1 In the presence of a werewolf in Death Rage +1 Ritemaster’s auspice moon is in the sky

-2 Character has a wound marked in second to —-1to-3  Performer suffers wound penalties
last Health box -1 Local spirits are hostile to ritualist

-2 Afflicted with powerful sensory stimuli -1 City suburb or town (only if rite is performed in
(deafening noise, powerful stench, etc.) physical world)

-3 Character is in a Barren -1 Distracting environment (powerful odors, noisy)

-3 Character has a wound marked in last ) Packmates are involved in battle
Health box -2 Dense urban area (only if rite is performed in

-4 In the middle of a hurricane physical world)

-5 Bound and gagged with silver manacles -2 Ritemaster is struck during rite but takes no damage
(Gifts that require a specific action or Y Rite is performed in a Barren

ability to speak are impossible)

SveeesteEDd CHNINAGE

Steerine SToewsys

Task
Simple information

Secret information

Giving directions

Guiding to a nearby destination

Guiding to a distant destination

Asking the spirit to relocate

Asking the spirit to join in an attack

Price

A small gift of Essence (1 or 2
points) ora minor task (discorporate
a Gaffling, small physical changes to
the material world)

A large gift of Essence (3to 5
points) or a major task (create a
specific emotion or act in the
physical world, discorporating
several of the spirit’s enemies)
A small gift of Essence, ora
minor favor to be repaid on the
werewolf’s return.

A small gift of Essence and a
minor act of the spirit’s choice
A major act of benefit to the spirit
and a reqular gift of 2 or 3 Essence
per day during the journey

Major reshaping of the physical
world or reqular work to
generate appropriate Essence
for the spirit for a period of not
less than one month per level of
the spirit’s Rank.

A major gift of Essence (at least
2 points per Rank of the spirit to
be attacked). Sworn promise of
a service of the spirit’s choice
after the fight, to be carried out
at a time of the spirit’s choosing.

Exverrence Costs

Trait Experience Point Cost
Attribute New dots x 5

Skill New dots x 3

Skill Specialty 3

Affinity (tribe, auspice  New dots x 5

or common) Gift

Other Gift New dots x 7

Rite Rite dots x 2

Merit* New dots x 2

Totem Merit 3 points per additional dot
Primal Urge New dots x 8

Primary (auspice, New dots x 6

tribe) Renown

Other Renown New dots x 8

Harmony New dots x 3

Willpower 8 experience points

*Not including Totem

For a character to step from one world to the next,
the player rolls Intelligence + Presence + Primal Urge. The
werewolf must be in the area influenced by a locus to even
attempt stepping sideways, unless he’s using the Rending
the Gauntlet rite (W:tF p. 165). The following factors affect
the roll:

« The werewolf stares into a reflective surface (+1)

o Near a locus with a rating of ee or eee (+1)

« In the vicinity of a locus with a rating of eeee or

above (+2)
o Attempting to cross the Gauntlet during the day (-2)
The strength of the Gauntlet varies from place to

place. The Gauntlet’s strength reduces the dice pool accord-
ing to the following table:

Location Dice Pool Modifier

Dense Urban Areas -3

City suburbs & towns -2

Small towns, villages, other -1
built-up areas in the countryside

Wilderness +0

The number of successes achieved on the Intelligence +

Presence + Primal Urge roll indicates how long it takes the
werewolf to adjust himself to the other facet of reality and
cross the Gauntlet. (See W:TF p. 251)

Heemeny LD SINS

Harmony Threshold Sin

Dice Rolled

10 Not shapeshifting for more than  (Roll five dice.)
three days.

9 Not obtaining your own food; (Roll five dice.)
carrying a silver weapon.

8 Disrespect to a spirit or elder Uratha.  (Roll four dice.)

7 Spending too much time alone; (Roll four dice.)
significantly violating a tribal vow.

6 Mating with other Uratha; (Roll three dice.)
slaying a human or wolf needlessly.

5 Slaying a werewolf in the heat (Roll three dice.)
of battle.

4 Revealing the existence of werewolves  (Roll three dice.)
to a human; using a silver weapon
against another werewolf.

3 Torturing enemies/prey; murdering (Roll two dice.)
a werewolf.

2 Hunting humans or wolves for food.  (Roll two dice.)

1 Betrayal of pack; (Roll two dice.)

hunting werewolves for food.
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Stage One: Initiative

Meree Wereens Criet

Everyone rolls Initiative: The result of a die roll + Dexterity + Composure. Type Dam: .~ S0 It Special
The character with the highest Initiative performs her action first. Or you
may yield your character’s action until later in the Initiative queue or Sap 1(B) 1 o Knockout (p. 168)
Brass Knuckles 1(B) n/a . Brawl*
» Unarmed close combat: Strength + Brawl, —target’s Defense and armor club (wood) 2(B) 2 n/a
* Armed close combat: Strength + Weaponry, — target’s Defense and armor Mace (metal) 3(B 2 °e
» Ranged combat (quns and bows): Dexterity + Firearms, —target’s armor Knife 1L 1 K
« Ranged combat (thrown weapons): Dexterity + Athletics, — target’s . o
Defense and armor Rapier 2L 2 oo Armor piercing 1 (p.167)
Add bonus dice based on weapon used or effect performed, and then Sword 3D b) .o
subtract penalties for circumstance conditions. Roll your remaining pool.
Each success equates to a Health point of damage inflicted, the type of Katana 3D 2 000 Durability +1**
which is determined by the nature of the attack. Greatswordt 4D 3 cee
The Storyteller describes the attack and wound in narrative terms.
Small Ax 2 (L) 1 D
+1 per turn to a +3 maximum Large Axt 3D 3 °° 9 again (p. 134)
+2 with Brawl or Weaponry attack; lose Defense Great AxT 5L 4 eoe 9 again (p. 134)
Ignores amount of target’s armor equal to item'’s own rating Stake++ 1D 1 n/a
20 or so bullets at as many targets as the shooter wants,
pending Storyteller approval. A +3 bonus is applied to each attack roll; -1 Speart 3L 4 o +1 Defense****

per roll for each target if there’s more than one

« Auto «I'. L1210 0r so bullets at one to three targets, with a +2 bonus
to each attack roll; =1 per roll for each target if there’s more than one

Three bullets at a single target with a +1 bonus to the roll
Barely —1; partially =2; substantially —3; fully, see “Cover”

Type: Your character may use many other types of weapons (meat cleavers,
halberds, hammers). Use the traits from the above lists that best approximate
those weapons. See p. 136 for determining the traits of improvised weapons.
Note that improvised weapons automatically suffer a =1 penalty.

Double target’s Defense -1age: The number of bonus dice added to dice pools when using the weapon.
Requires one action (one turn) without a Merit, and The type of damage inflicted is also indicated: aggravated (A), lethal (L) or
bashing (B).

1 = Can be hidden in hand, 2 = Can be hidden in coat, 3+ = Cannot be
hidden. Size is also used to indicate the minimum Strength needed to use a
weapon effectively. A wielder with a lower Strength suffers a =1 penalty on
attack rolls.

The minimum dots in the Resources Merit usually required to purchase
the weapon. The “n/a” entry indicates that the item can be created rather than
purchased.

T This weapon requires two hands. If used one-handed, the Strength requirement
increases by one. You need a Strength of 4 to wield a greatsword one-handed
without penalty, for example.

“This weapon uses the Brawl| Skill instead of Weaponry.

** Katanas are well-crafted swords. They do not break easily. See “Targeting
Items,” WoD p. 138.

“** The attacker must target the heart (-3 penalty) and achieve an exceptional
success in order to paralyze a vampire.

**** The spear-wielder gains a+1 Defense bonus when fighting unarmed targets
due to his weapon'’s superior reach, allowing him to keep a greater distance

from a foe.

¢ o coaoa o ot Shooter’s own concealment quality (<1, =2 or =3)
reduced by one as a penalty to fire back (so, no modifier, =1 or -2)
O e e Alieeks =2 penalty
-2 penalty to hit in ranged combat; +2 bonus to hit when
attacker is within close-combat distance
-2 at medium range, -4 at long range
-2 per combatant avoided in a single shot (not

Torso -1, leg or arm -2, head -3, hand -4, eye -5
Defense doesn’t apply
Dexterity + Brawl or Dexterity + Weaponry; armor may
or may not apply, Defense does apply
Add three dice or +2 to a Resistance trait (Stamina, Resolve,
Composure or Defense) in one roll or instance

GLRLPPLING SUWMLRY

e Roll Strength + Brawl — opponent’s Defense for attacker to get a
grip on target.
e Target’s next action can be dedicated to breaking free. Roll Strength
+ Brawl — attacker’s Strength. Any successes indicate breaking free.
Or, the target can attempt to apply an overpowering maneuver
to the attacker, participating in the grapple rather than trying to break
free. Roll Strength + Brawl — attacker’s Strength. Any successes allow for

extenved hetrIens

a maneuver (see below). 2000 0l A v LYy Time per Roll
e If the attacker’s grip on the target persists, and he is free to do 1 turn (3 seconds)
SO, the attacker can try to apply an overpowering maneuver to the 10 minutes
victim. Roll the attacker’s Strength + Brawl — opponent’s Strength.
Any successes allow a maneuver (see below). Long 30 minutes
e Possible maneuvers. Choose one: Lengthy 1 hour
Render opponent prone Consuming 1 day
Damag_e_OPponent Exhausting 1 week or month
Immobilize opponent
Draw weapon Challenge Target Number
Attack with drawn weapon Simple/Relaxed 5
Turna drawn weapon Involved/Trying 10
Disarm opponent . Elaborate/Demanding 15
Use opponent as protection from ranged attacks )
Attempting to break free is always an option instead of performing Ornate/Daunting 20
an overpowering maneuver. Intricate/Epic 25
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Type Damege L gcs Clip Sicnc.h Size  Cost Example

Revolver, Lt. 2 20/40/80 6 2 1 oo SWM640 (.38 Special)
Revolver, Hvy. 3 35/70/140 6 3 1 oo SW M29 (.44 Magnum)
Pistol, Lt. 2 20/40/80 17+1 2 1 coo Glock 17 (9mm)

Pistol, Hvy. 3 30/60/120 7+1 3 1 eoe Colt M1911A1(.45 ACP)
Riflet 5 200/400/800 5+1 2 3 oo Remington M-700 (30.06)
SMG, Small* 2 25/50/100 30+1 2 1 eoe Ingram Mac-10 (9mm)
SMG, Large*t 3 50/100/200  30+1 3 2 eee HK MP-5 (9mm)

Assault Rifle*t 4 150/300/600 42+1 3 3 ooe Steyr-Aug (5.56mm)
Shotgunt 4 20/40/80 5+1 3 2 oo Remington M870 (12-Gauge)
Crossbow™ i 3 40/80/160 1 3 3 ooe

[h-1rager Indicates the number of bonus dice added to your dice pool for using the weapon. Firearms deliver lethal damage

against ordinary people. The type of damage may vary against supernatural enemies such as vampires, which suffer only

bashing damage from conventional firearms.

I ~co-1 The numbers are short/medium/long ranges in yards. Attacks at medium and long range suffer a =2 and —4 penalty,

respectively.

The number of shells a gun can hold — a “+1” indicates a bullet can be held in the chamber, ready to fire.
St th: The minimum Strength needed to use a weapon effectively. A wielder with a lower Strength suffers a —1 penalty on

attack rolls.

1 = Can be hidden in hand, 2 = Can be hidden in coat, 3 = Cannot be hidden on one’s person
The minimum dots in the Resources Merit usually required to purchase the weapon.

T This weapon requires two hands. If used one-handed, the Strength requirement increases by one. You need a Strength of 4

to wield a shotgun one-handed without penalty, for example.

* Indicates that the weapon is capable of autofire (short bursts, medium bursts and long bursts — see p. 160.)
** Crossbows require three turns to reload. A character may use a crossbow to attempt to stake a creature with a targeted
shot (-3 penalty and must achieve an exceptional success in order to paralyze a vampire).

9 again (see WOD p. 134)

&

Class Rotirg  Stiength Deferss Soeed ot
Modern
Reinforced/thick clothing 1/0 1 n/a
Kevlar vest* (thin) 1/2 1 .
Flak jacket* 2/3 1 -1 0 oo
Full riot gear* 3/4 2 =2 =1 ooe
Archaic
Leather (hard) 1/0 2 -1 0 .
Chainmail 2/1 3 -2 -2 oo
Plate 32 4 -2 3 eees

* This type of armor is bulletproof.

Rating: Armor provides two kinds of protection: against general attacks and against
Firearms attacks. The number before the slash is armor rating for most kinds of
attacks (for close combat and thrown ranged attacks, whether bashing, lethal or
perhaps aggravated). The second number is for Firearms attacks — guns and bows.
Bulletproof armor (kevlar vest, flak jacket and full riot gear) also downgrades
damage done in Firearms attacks from lethal to bashing.

St - 1. th: Armor is often heavy and cumbersome. If your character does not have
sufficient Strength to wear it, she cannot perform at peak efficiency. If your
character’s Strength is lower than that required for armor worn, her Brawl and
Weaponry attacks suffer a -1 penalty.

The penalty imposed on your character’s Defense trait for the armor worn.
The penalty imposed on your character’s Speed trait for the armor worn.
The minimum dots in the Resources Merit usually required to purchase the armor.

€ or Luwacy

onlo: «ors \WWillooveers  Rewu .

1-2 No control over actions; any actions are at -5
penalty; no memory of events; refusal to
believe evidence.

3-4 Minimal control over actions; any actions are
at —4 penalty; remember in most general
sense; always rationalize.

5-7 Some control over actions; any actions are at
-3 penalty; forgets unless actively tries to
remember (requiring roll).

8-9 Must spend Willpower point to retain control
for a turn; any actions are at -1 penalty unless
Willpower is spent; retains hazy half-memories.

10 Completely unaffected by Lunacy; full control
and memory.

*The Wolf-Blooded Merit adds two to effective Willpower
Fice Dinsdee

Size of Fire Damage

Torch 1

Bonfire 2

Inferno B

Heat of Fire

Candle (first-degree burns) —

Torch (second-degree burns) Sl

Bunsen burner (third-degree burns) +2

Chemical fire/molten metal +3
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Type T 12 sl a cowt baiple Source Damage
Mo Minor; wall socket 4 (B)
iary* -1 2 2 i - )
Incendiary 1 n/a Molotov Cocktail Major; protective fence 6 (B)
Concussion™* +2 3 4 1 ooe Concussion Grenadet L .
hreddin +2 3 4 1 Shrapnel Grenadet SIS ILE bere 8B
shredding ap . Fatal; main line feed/subway rail 10 (B)
Single Destructive +1 4 4+ 1 eee Stick of Dynamite
High Explosive®** n/a 20+ 6+ 1-3 cose Plastique
The diameter in yards in which an explosion occurs. eOLSOI\IS
{Iifler: The attack-roll bonus to throw an explosive at a chosen target. Explosives Potsern Ton Toxicity
marked “n/a” cannot normally be thrown. . .
o . _ _ _ Ammonia (inhalation) 3
The minimum dots in the Resources Merit usually required to purchase the explosive. The Bleach (ingestion) 4

“n/a” entry indicates that the item can be created rather than purchased.

*Incendiary devices ignite the target (see “Fire”). Damage delivered by the explosion is bashing,

while damage caused by the fire is lethal.

“* Concussion explosives deliver bashing damage and knock the target down (see “Knockdown,”

WoD p. 168).
“**Timed or triggered bombs that hold a variable amount of dynamite, plastique or other

explosive cause damage to surrounding structures and ignite flammable materials, which

complicates damage. The figures listed are suggestions only.
T Explosives that are aerodynamic when thrown.

SmeLe OBlects
Durability 1 (reinforced to 2), Size 2, Structure 4, Damage 2
Durability 1, Size 3, Structure 4, Damage 1
Durability 1, Size 4, Structure 5, Damage 1
Durability 1, Size 4, Structure 5, Damage 1
Durability 1, Size 6, Structure 7, Damage 1
Durability 1, Size 4, Structure 5, Damage 1
Durability 3 (reinforced to 10), Size 8, Structure 18, Damage 8
~torier): Durability 2, Size 5, Structure 7, Damage 2
1) Durability 1, Size 5, Structure 6, Damage 1
Durability 3, Size 5, Structure 8, Damage 3
Durability 2, Size 4, Structure 6, Damage 2
Durability 3, Size 6, Structure 9, Damage 3
. S.eel: Durability 3, Size 8, Structure 11, Damage 3
Mol Cover: Durability 3, Size 3, Structure 6, Damage 3
Durability 3, Size 2, Structure 5, Damage 2
<ol S el Durability 3, Size 2 (variable), Structure 5, Damage 2
Durability 1, Size 3 (on average), Structure 4, Damage 1

Damage: Indicates how dangerous the item is when used as a weapon or to do
harm. Damage is the lower of the item’s Durability or Size. This rating is added to attack

Cyanide (ingestion or inhalation) 7
Drug/Alcohol Abuse 3to7
(ingestion, inhalation, injection)
Salmonella (ingestion) 2
Venom (injection or ingestion) 3to8

Exterine Destr Rice

The following stimuli can trigger a Death Rage check
(Resolve + Composure) when a character is in combat:

« when a wound inflicts aggravated damage

» upon striking or being struck by an attack roll that is an
exceptional success

» when a wound is marked in one of the character’s last
three Health boxes

The following list details potential stimuli that might
subject a werewolf to a Death Rage roll when not in combat.
A player must make a check when faced with a provocation
that matches his character’s Harmony score, or any provoca-

his Harmony score on the following chart.

Ha o ne ulus

9-10 Lovedone/packmateslainorbadlyinjured; betrayed
by loved one/packmate

7-8 Betrayed by ally

5-6 Injured outside of combat by an event that inflicts

aggravated damage; loved one/packmate in danger
Humiliated or injured
-2 Insulted; authority challenged
The Storyteller decides when a Virtue or Vice influences a
Death Rage roll. If appropriate, the player gains or loses one die
from his Resolve + Composure pool.

Wereworr frencrtry Serpit LINKS

rolls in bonus dice to inflict harm. If the weapon is improvised, it suffers a =1 penalty. Ve fesown _l;lvt;‘” v onk
oF StreNetH s1s Three
REN 16-23 Four
Stren« .h Feel Lift 24+ Five
1 Lift a chair 40 Ibs.
2 Lift a large do 100 Ibs.
. y— € rinel Uree
3 Lift a public mailbox 250 Ibs. ; , .
, Pl sllrioutef PAG A TR O Social ERCTUAES
4 Lift a wooden crate 400 Ibs. Urae enalty
5 Lift a coffin 650 Ibs. 1 -
6 Lift a refrigerator 800 Ibs. 11/1 1 _
7 Qverturn a small car 900 Ibs. 3 5 121 DY _
8 Lifta motorc;'/cle. 1000 Ibs. 4 5 13/2 Y _
9 Qverturn a mid-sized car 1200 Ibs. 5 5 1472 3 N
10 Lift a large tree t.runk 1500 Ibs. 6 6 15/3 3 1/day
1M Qverturn a full-51zed car 2000 Ibs. 7 7 20/5 3 1/12 hours
12 Lift a wrecking .ball 3000 Ibs. 8 8 30/7 -4 1/10 hours
13 Overturn a station wagon 4000 Ibs. 9 9 50/10 4 1/8 hours
14 Overturn a van 5000 Ibs. 10 10 100/15 5 1/4 hours
15 Overturn a truck 6000 Ibs.
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Mo | NINERDE Modifier <. 1o

P2 In the area of influence of a powerful locus Eids Ritemaster meditates successfully prior to ritual
(rated eeee+) (that is, four or more successes are accumulated in a

+1 In the area of influence of a locus (rated meditation Attribute task — see Worldo' D~ 1.:s
e tO -.a) N \f,‘ff‘k, pP. 51)

+1 Character’s auspice moon is in the sky +2 In the vicinity of a powerful locus (rated eeee+)

-1 Character has a wound marked in third to +1 In the vicinity of a locus (rated e to ee«)
last Health box +1 Ritualist has gained goodwill of local spirits

=l Local spirits are actively hostile to Gift user +1 Ritemaster is in Dalu form

-1 In the presence of a werewolf in Death Rage +1 Ritemaster’s auspice moon is in the sky

-2 Character has a wound marked in second to —1to-3  Performer suffers wound penalties
last Health box -1 Local spirits are hostile to ritualist

-2 Afflicted with powerful sensory stimuli -1 City suburb or town (only if rite is performed in
(deafening noise, powerful stench, etc.) physical world)

-3 Character is in a Barren -1 Distracting environment (powerful odors, noisy)

-3 Character has a wound marked in last =) Packmates are involved in battle
Health box -2 Dense urban area (only if rite is performed in

-4 In the middle of a hurricane physical world)

-5 Bound and gagged with silver manacles -2 Ritemaster is struck during rite but takes no damage
(Gifts that require a specific action or -3 Rite is performed in a Barren
ability to speak are impossible)

Svecested CHMNINAGE StEeRiNG SIvewss
Task Price For a character to step from one world to the next,

Simple information

Secret information

Giving directions

Guiding to a nearby destination

Guiding to a distant destination

Asking the spirit to relocate

Asking the spirit to join in an attack

A small gift of Essence (1 or 2
points) ora minor task (discorporate
a Gaffling, small physical changes to
the material world)

A large gift of Essence (3to 5
points) or a major task (create a
specific emotion or act in the
physical world, discorporating
several of the spirit’s enemies)
A small gift of Essence, ora
minor favor to be repaid on the
werewolf’s return.

A small gift of Essence and a
minor act of the spirit’s choice
A major act of benefit to the spirit
and a reqular gift of 2 or 3 Essence
per day during the journey

Major reshaping of the physical
world or reqular work to
generate appropriate Essence
for the spirit for a period of not
less than one month per level of
the spirit’s Rank.

A major gift of Essence (at least
2 points per Rank of the spirit to
be attacked). Sworn promise of
a service of the spirit’s choice
after the fight, to be carried out
at a time of the spirit’s choosing.

Exeerience C

Trait
Attribute
Skill

Skill Specialty 3
Affinity (tribe, auspice
or common) Gift

New dots x 3

New dots x 5

Other Gift New dots x 7

Rite Rite dots x 2

Merit* New dots x 2

Totem Merit 3 points per additional dot
Primal Urge New dots x 8

Primary (auspice, New dots x 6

tribe) Renown

Other Renown New dots x 8

Harmony New dots x 3

Willpower 8 experience points

*Not including Totem

the player rolls Intelligence + Presence + Primal Urge. The
werewolf must be in the area influenced by a locus to even
attempt stepping sideways, unless he’s using the Rending
the Gauntlet rite (W:tF p. 165). The following factors affect
the roll:

« The werewolf stares into a reflective surface (+1)

o Near a locus with a rating of ee or eee (+1)

« In the vicinity of a locus with a rating of eeee or

above (+2)

o Attempting to cross the Gauntlet during the day (-2)

The strength of the Gauntlet varies from place to
place. The Gauntlet’s strength reduces the dice pool accord-
ing to the following table:

Location Dice P-+. i -ifier

Dense Urban Areas

City suburbs & towns -2

Small towns, villages, other -1
built-up areas in the countryside

Wilderness +0

The number of successes achieved on the Intelligence +
Presence + Primal Urge roll indicates how long it takes the
werewolf to adjust himself to the other facet of reality and
cross the Gauntlet. (See W:TF p. 251)

LENONY LND SINS

Haro- oy Threshole Sin

10 Not shapeshifting for more than
three days.

9 Not obtaining your own food; (Roll five dice.)
carrying a silver weapon.

8 Disrespect to a spirit or elder Uratha.  (Roll four dice.)

7 Spending too much time alone; (Roll four dice.)
significantly violating a tribal vow.

6 Mating with other Uratha; (Roll three dice.)
slaying a human or wolf needlessly.

5 Slaying a werewolf in the heat (Roll three dice.)
of battle.

4 Revealing the existence of werewolves  (Roll three dice.)
to a human; using a silver weapon
against another werewolf.

3 Torturing enemies/prey; murdering  (Roll two dice.)
a werewolf.

2 Hunting humans or wolves for food.  (Roll two dice.)

1 Betrayal of pack; (Roll two dice.)

hunting werewolves for food.
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