Chapter ITT: Special Rules and Systems
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Werewolves are capable of the same sorts of tasks that
any human can undertake. They can think, reason, use
weapons and technology, and keep records and traditions.
They have developed a rich and complex tribal society
— all while staying out of humanity’s sight — and are just
as capable of familial and societal bonds as any person.
The packs that werewolves form are bound not only by
packmates’ personal feelings for each other, but spiritually
by a totem. The People have lost much of their spiritual
favor and are at odds with entire tribes of their brethren,
but they have advantages that no other beings can match.

Old, whispered legends around a campfire eventually
gave way to depictions of werewolves on the silver screen,
but both of these sources said roughly the same things.
Werewolves are monsters, men who change into wolves
and feast upon humanity. They can shrug off nearly any
wound — some legends even depict werewolves as unable
to die, even if they desire it. While these legends are,
of course, tainted by human interpretation, a surprising
amount of fact has filtered down through fireside tales.
Werewolves are shapeshifters first and last, who can in-
deed absorb immense physical punishment before dying.

Humans might see werewolves as slavering beasts in
their legends, but in truth, humans rarely see werewolves
at all. When they do, the experience is typically filtered
through the lens of Lunacy, the madness that werewolves
inflict on humanity. This might seem cruel, but as any
werewolf will explain, it’s preferable to the alternative.
The Oath of the Moon demands that werewolves must
remain hidden from the human herd, and spirits seem
to agree. A human who isn’t affected by Lunacy is likely
to be slain, and this, too, is in keeping with the Uratha’s
morality. Both Lunacy and Harmony are discussed in this
chapter.

Finally, we look at the social aspects of life among
the Uratha. This chapter includes an in-depth discussion
of how werewolves go about finding pack totems and how
players go about building their characters’ totem spirit.
Also, we look at how werewolves rise in standing in their
brutal society, and what that means in terms of both Sto-
rytelling and game mechanics.

REGENERKTTION

Werewolves are capable of absorbing huge amounts of
physical punishment without dying. Their bodies quickly
rebuild, with even deep gashes and broken bones healing
in minutes, leaving no lasting indication. While were-
wolves can be killed by conventional means, it’s much
more likely that an assailant simply sees an Uratha slump
over and change to human form... and then is unpleas-
antly surprised when the werewolf flies into frenzy again a
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moment later. Only silver provides a reasonably foolproof
method of slaying werewolves.

e Regeneration, like healing, always occurs from right
to left on the Health chart. Bashing wounds are regener-
ated first, then lethal wounds.

® Regeneration always occurs at the beginning of a
character’s action in a turn.

e All werewolves regenerate one point of bashing
damage per turn. This healing occurs regardless of whether
an Uratha rests. She regenerates bashing damage at this
rate even in the heat of battle, as an automatic, reflexive
action.

® An Essence point may be spent for a werewolf to
regenerate one point of lethal damage. This is a reflexive
action. If a character’s Primal Urge is sufficiently high that
multiple Essence can be spent in a single turn (see “Primal
Urge” p. 76), one Health point lost to lethal damage can
be regenerated per point spent. A player may even spend
Essence reflexively to regenerate points of lethal damage
when her character is unconscious and bleeding to death.
Healing any lethal wounds by spending Essence replaces
the bashing wound that would normally be recovered in
a turn. That is, a bashing and lethal wound aren’t both
healed in the same turn.

Without the expenditure of Essence, werewolves heal
lethal damage as quickly as humans heal bashing damage:
One lethal wound is healed every 15 minutes.

Regenerating lethal damage (by spending a point
of Essence or not) can break the “right to left” rule for
healing somewhat. A werewolf might have several bashing
wounds on the right side of her Health chart, but when a
lethal wound is healed, a Health box to the left is cleared
before all those bashing injuries are alleviated. When your
character has multiple lethal wounds, the rightmost of
them is always healed when a point of Essence is spent.

Say your character’s Health chart looks like this:

000000000000000O0
RO OO0O0O00O00O0O000O

She would normally recover from the right two
bashing wounds in two turns. So, after one turn her chart

would look like this:

000000000000000O0
BRRRAOO0O0O0O0O00O0O000O

And after the second turn it would look like this:

000000000000000O0
BRRROOO0O0OO0O00O0O000OO
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Rather than wait two turns, however, you spend a
point of Essence to regenerate one of her lethal injuries. In
that turn, no bashing wound is healed, but her rightmost
lethal wound is. So, her chart goes from this:

000000000000000O0
BRRROOO0O0O00O00O0O000O

To this:

000000000000000O0
RO OO00O00000O000O

The rightmost lethal wound in the middle of her
Health chart is erased, and all injuries to the right of
it shift left to “close ranks.” No blanks are left in your
character’s chart.

You could now allow your character to regenerate her
bashing injuries normally at a rate of one point per turn,
or you could spend another point of Essence in the next
turn to recover her remaining lethal injury. Doing the lat-

ter would make her Health chart look like this:

000000000000000O0
ERDOOO00O0O000O00O0O00OO

If your character’s Primal Urge is sufficiently high that
you can spend two or more Essence in a single turn, you
could also spend two points to regenerate her two lethal
injuries in one turn. Her Health chart would, therefore, go
from this:

000000000000000O0
BRRROOO0O0O00O00O00O000O

To this:

0000000000000000
HERIDOOO00O0O000O00O00O00OO

e Werewolves don’t regenerate aggravated damage.
They must let it heal naturally (at the same rate that hu-
mans heal aggravated damage) or use supernatural means
such as the Rite of Healing.

e Regeneration occurs regardless of form (see p. 170).
A werewolf in Hishu form heals just as quickly as one in
Gauru form. This is one of the reasons that werewolves
cannot continue on in their human lives after the Change
as if nothing had happened. It’s all too easy to suffer an
accident and then heal rapidly in front of witnesses, thus
jeopardizing the secret existence of the People.

e Werewolves who haven’t yet undergone the First
Change heal as humans do.

e If a werewolf is knocked unconscious or killed, she
immediately reverts to Hishu form.

e Some forms grant a character extra Stamina and/or
Size dots. That means Health dots increase while those
forms are maintained, the bonus ones being added to the
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right end of your character’s Health chart. If wounds are
incurred in the corresponding extra boxes, your character
risks unconsciousness or even death if he assumes a form
that grants fewer Health. (See “Shapeshifting” for infor-
mation on how to handle Health and changing forms.)
To avoid such a fate, a werewolf usually seeks to regener-
ate harm suffered in extra Health boxes before assuming
a form with less overall Health. Choosing the time and
place to assume a “lesser” form is not always an option,
however, especially in the case of Gauru form. (See p. 172
for rules on how long Gauru form can be maintained.)

e Werewolves are immune to conventional infection,
sickness and disease. They can still be affected by illnesses
that are supernatural in origin, however.

e A werewolf who possesses the Quick Healer Merit
(World of Darkness, p. 113) heals lethal damage at the
rate of one point every eight minutes, and one point of
aggravated damage every four days. The ability to regener-
ate bashing damage or to heal lethal damage by spending
Essence is unaffected.

SLLVER
Legend holds that when Luna heard of the death of

Father Wolf, she flew into a rage and cursed every one of
her wolf-sired children for the deed. Silver, the metal most
sacred to Luna, began to burn her werewolf descendants
with a touch. Though her Lunes have since brought a
message of partial forgiveness to the Forsaken, the great
curse spoken long ago cannot be lifted entirely.

Weapons made of silver, such as bullets, inflict ag-
gravated damage on werewolves rather than the normal
bashing or lethal. If an opponent shoots a werewolf with
a silver bullet and inflicts three points of damage, the
werewolf takes three points of aggravated damage rather
than lethal. The silver must be in pure form to have any
adverse effect. Alloys, electroplated coatings and com-
pounds such as silver nitrate are painful and irritating to
a werewolf, but they don’t inflict additional damage. As a
silver weapon has no real purpose other than killing other
werewolves, it’s a sin against Harmony to wield a silver
weapon in battle, and a lesser sin to even carry one (see
Harmony, p. 180).

Silver isn’t the best metal for bullets or weapons,
though. Any weapon of sufficiently pure silver to cause
aggravated damage to a werewolf suffers a —1 penalty to
its damage rating; thus, a silver bullet fired from a heavy
revolver would add 2 dice to a character’s dice pool rather
than the usual 3 for a heavy revolver.

Silver doesn’t inflict damage by simple contact.

It’s said that once even touching silver could injure an
Uratha, but that the intercession of Luna and the gift

of auspices has lessened the curse. Yet it’s also rumored
that the Pure Tribes, who didn’t demand absolution from
Luna, confident that they don’t need it, didn’t receive a
lessening of the curse. Some Cahalith claim that the Pure
are still burned by the very touch of silver, even when it’s

Silver
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