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Gift Trees 
Generic 

 

Alpha Death Luna Pack Strength 

Territory Weaver Wolf for Gaia Wyld Wyrm 

Breeds 

  

Homid Human Modern   

Metis Both Worlds Sin   

Lupus Wilderness Wolf   

Auspices 

  

Ragabash Trickster Stealth New Moon 

Theurge Shaman Seer Crescent Moon 

Philodox Mediator Counselor Half Moon 

Galliard Bard Sage Gibbous Moon 

Ahroun Warrior Protector Full Moon 

Tribes 

  

Black Furies Sister Amazon Daughter 

Black Spiral Dancers Destroyer Beast-Of-War Defiler 

Bone Gnawers Scavenger Omega Survivor 

Children of Gaia Peace Love Cleansing 

Fianna Storyteller Fae Family 

Get of Fenris Savage Fenrir Endurance 

Glass Walkers City Warder of Man Information 

Red Talons Impergium Predator Master the Wild 

Shadow Lords Conniver Beta Shadow 

Silent Striders Messenger Wanderlust Wisdom 

Silver Fangs Royalty Leadership Politics 

Stargazers Inner Strength Meditation Enigma 

Uktena Magic Secret Darkness 

Wendigo Wendigo Purist Tradition 
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Alpha 
 

Level Name Dice Pool 

• Sense Guilt Intelligence + Empathy + Honor vs. Resolve + 
Resistance 

•• Alpha’s Aura Composure + Intimidation + Honor vs. Resolve + 
Resistance 

••• Taste of Flaws Wits + Empathy + Wisdom 

•••• Lordly Will None 

••••• Alpha’s Howl Presence + Intimidation + Glory - subjects’ Resolve 

 

Sense Guilt (•) 
Being the leader means knowing your friends and foes. Garou use this Gift to 

detect any hidden shame or guilt in their packmates and enemies, to see if such a 
weakness can be neutralized or exploited, depending on the werewolf’s decision. 

By meeting the target’s eyes for a turn, the character can search the other’s soul 
for evidence of guilt or past shame that still haunts the subject. This is a sensory Gift, 
not an invasive one.  

 
Cost: 1 Essence  
Dice Pool: Intelligence + Empathy + Honor versus subject’s Resolve + Resistance  
Action: Instant and contested; resistance is reflexive. 
 

Roll Results 

Dramatic Failure: The character either believes she sees a grave guilt that isn’t 
there in reality, or sees innocence where a great shame truly lies.  

Failure: The character detects nothing about the target’s guilt.  

Success: The character senses any serious shame or guilt the target feels over 
past actions. The subject need not be feeling the emotion at the time of the Gift, 
because the sense detects any shame buried deep in the werewolf’s heart. The 
information provided by this Gift is vague, offering only confirmation of whether 
the target feels any serious guilt, rather than exact details of why.  

Exceptional Success: As with a success, but the information provided is much 
more detailed. The character gets a general sensation of whatever deed fuels the 
guilt, such as "crime against family," "crime against a stranger," "violation of the 
Litany," or so on. 

 

Alpha’s Aura (••) 
An alpha should be an inspiration in war as well as peace. This Gift heightens the 

werewolf’s outward projection of confidence, creating a palpable aura around the 
Garou in battle. Enemies suddenly fear the werewolf, re-evaluating their attacks and 
rethinking strategies in the face of such an impressive opponent.  

 
Cost: 1 Willpower  
Dice Pool: Composure + Intimidation + Honor versus subject’s Resolve + 

Resistance  
Action: Contested; resistance is reflexive. 
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Roll Results  

Dramatic Failure: The failed Gift backfires and the effects of a success are 
applied to the Garou instead of his opponent.  

Failure: The Garou fails to project his aura to intimidate the target. The Garou 
may not try again on the same subject for the rest of the scene.  

Success: The character emits a fearsome wave of authority and competence. 
For the remainder of the scene, the werewolf may use his Composure or his 
Intimidation rating in combat instead of his Defense against the target, depending 
on which is higher. 

Exceptional Success: As with a success, though the effects apply against the 
target for an entire night, until the next sunrise. 

 

Taste of Flaws (•••) 
A good leader finds out all he can about his enemies before confronting them. This 

Gift allows the Garou to sense his foe’s weaknesses, detecting flaws in his 
opponent’s speech, mental faculties or combat style. This Gift does not reveal 
specific weaknesses, but instead reveals an overall picture of the target’s flaws and 
shortcomings, allowing the Garou to work around them. 

 
Cost: 1 Essence  
Dice Pool: Wits + Empathy + Wisdom  
Action: Instant  
 

Roll Results 

Dramatic Failure: The Garou receives a false impression of the target’s flaws 

and reacts to weaknesses that do not exist. For the next three turns, the werewolf 
suffers a –3 penalty to all dice rolls made against the subject, whether they are 
combat rolls or social rolls made to intimidate, charm or negotiate, etc.  

Failure: The werewolf remains unsure of the target’s flaws.  

Success: The Garou receives a clear impression of the target’s flaws. The 

character senses how to seize upon the advantage in combat and social 
situations, such as exploiting weaknesses in his opponent’s combat style, 
pinpointing openings in his arguments and so on. For the remainder of the scene, 
the character receives a +2 bonus to all rolls made against the subject, including 
combat rolls.  

Exceptional Success: Per success, but the bonus rises to +3. 

 

Lordly Will (••••) 
The strongest leaders render themselves immune to unwanted outside influence, 

hearing only the voice of their own authority and those of their advisors. This Gift 
reinforces the alpha’s dominance over his own mind in the face of psychic or other 
supernatural manipulation.  

When activated, this Gift makes the character automatically immune to all Gifts, 
Disciplines, Numina and other supernatural powers that affect the mind — such as 
Dominance Gifts, Majesty Disciplines, etc. The Gift’s effects last for the turn in which 
the Gift is activated; if the opponent attempts to use another mind-affecting power on 
the werewolf next turn, the werewolf must spend another two Essence to invoke 
Lordly Will for that next turn if he so chooses. 

 
Cost: 2 Essence  
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Dice Pool: No roll is necessary.  
Action: Reflexive 
 

Alpha’s Howl (•••••) 
With a long and powerful roar, the Garou exalts in his prowess, skill and nobility 

over his enemies. The howl thunders through the ears of his foes, temporarily 
stripping them of courage and mastery of their own supernatural abilities. Any 
enemies within earshot of the howl (beings who actively wish to harm the character) 
will suffer the Gift’s effects. In cases of more than one opponent, the Storyteller 
should use the highest Resolve among the group to resist the Gift’s effects.  

 
Cost: 3 Essence  
Dice Pool: Presence + Intimidation + Glory minus subjects’ Resolve 
Action: Instant and resisted  
 

Roll Results 

Dramatic Failure: The Garou fails to instill dread in his enemies and may not use 

this Gift on anyone for another cycle of the moon.  

Failure: The roar has no effect beyond its natural intimidation value.  

Success: For every success on the roll, an enemy within earshot loses the ability 
to use his supernatural powers (including shapeshifting, unless in Frenzy) for a 
turn. Gifts fail, Disciplines don’t function, vampires are unable to spend blood to 
enhance Traits, etc.  

Exceptional Success: No further benefit beyond the additional successes. 

 

Death 
 

Level Name Dice Pool 

• Death Sight None 

•• Ghost Knife None 

••• Corpse Witness Manipulation + Occult + Purity 

•••• Word of Quiet Presence + Occult + Honor – Stamina 

••••• Vengeance of the Slain Stamina + Occult + Wisdom 

 

Death Sight (•) 
To understand something, one must first be able to perceive it. The werewolf with 

this Gift is able to adjust his sight to see the impressions left by death. He can see 
ghosts and perceive the spiritual imprint left where a person or higher animal died, 
though the knowledge could bring him grief. While this Gift is in effect, a character’s 
eyes turn a milky white, as if covered with cataracts, but he can still perceive what’s 
going on around him. 

 
Cost: None 
Dice Pool: No roll is made to activate this Gift. 
Action: Instant 
 
System: For the duration of a scene, the character’s sight is attuned to the dead. 

The werewolf can perceive ghosts, even if they would ordinarily be invisible. Doing 
so requires the character to simply will the capability into effect with an action. 
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While the Gift is active, the player may make an Intelligence + Occult roll for his  
werewolf to detect any "stains" of death in an area. Making such a search is an 
instant action. Success allows the werewolf to see a phantom bloodstain wherever a 
creature at least the size of a cat died within the last lunar month. The size of the 
bloodstain reveals the rough emotional discharge of the death. A human being who 
died peacefully and a dog who died in pain leave approximately the same size stain 
(about the size of a human torso). The darker the stain, the more recent the death. 
This Gift cannot reveal anything more about the circumstances of any death in 
question. 

The effects of Death Sight apply only when a character is in the physical world. 
 

Ghost Knife (••) 
Not all ghosts are harmless, and this Gift allows a werewolf to deal with one who 

isn’t in a particularly expedient fashion. By imbuing a weapon with a portion of his 
own Essence, a werewolf can enchant it so that it strikes an immaterial ghost as 
readily as it would strike a living target.  

 
Cost: 1 Essence 
Dice Pool: No roll is required. 
Action: Instant 
 
System: The werewolf must be holding or touching the weapon in question in 

order to infuse it with Essence. The object need not be specifically designed as a 
weapon; this Gift can be used to imbue a crowbar, 2x4 or chainsaw as readily as a 
sword or gun. For the duration of the scene, the imbued weapon is considered 
enchanted for purposes of damaging ghosts. A weapon enchanted by Ghost Knife 
may inflict bashing or lethal damage, depending on the character’s choice. A klaive 
sword can be given a merciful enchantment so that it inflicts only bashing damage on 
ghosts (though it still inflicts lethal damage to corporeal targets). A weapon affected 
by this Gift also adds a bonus die to any attack rolls made with the weapon against a 
ghost.  

This Gift does not grant a weapon the ability to strike any ephemeral entity - only 
ghosts. Thus, a weapon imbued with Ghost Knife could not harm a spirit that is in 
Twilight. However, the +1 bonus to attack spirits does still apply if the spirit could 
normally be struck, such as if the spirit was using a Numen to materialize or if both 
spirit and werewolf were in the Shadow. 

If Ghost Knife is used to imbue a gun with Essence, the Gift effects apply to any 
bullets loaded at the time of infusion - bullets loaded into the gun after infusion do not 
acquire the Gift’s effects. Muscle-powered projectile weapons such as bows do not 
convey the Gift’s properties to ammunition. The werewolf must instead use the Gift 
on a quiver of arrows or a handful of javelins. 

A character may use this Gift to imbue his own natural weaponry, allowing him to 
tear into a ghost as if it were solid, or even punch or grapple it. This Gift cannot be 
used to empower the natural weaponry of another creature. Only the Gift user can 
benefit. 

This Gift in itself does not grant the ability to see or otherwise perceive ghosts. 
 

Corpse Witness (•••) 
Many occultists believe that a corpse retains some memory of the moments just 

before its death. The Garou, however, know that a corpse can sometimes know 
more. With this Gift, a corpse can be ordered to give up the secrets of all that it has 
"seen" since its death. This Gift works only on corpses that still have some flesh to 
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them, and only the head is necessary. The werewolf opens the jaws of the corpse 
and breathes into the corpse’s mouth. If the Gift works, the breath returns with the 
corpse’s words. 

Some Garou have historically exploited this Gift in gruesome fashion, setting up 
the severed heads of their foes (or victims) as sentinels on the boundaries of their 
territory. In the modern era, it’s hard - but not impossible - to set such morbid 
guardians in place without attracting the wrong sort of attention. 

 
Cost: 1 Essence 
Dice Pool: Manipulation + Occult + Purity 
Action: Instant 

 

Roll Results 

Dramatic Failure: The corpse speaks a garbled litany of blasphemies from the 
darkest corners of Death’s realm. The werewolf loses a point of Willpower from 
the experience. This Gift may not be used again on the same corpse. 

Failure: The corpse divulges nothing more than a death rattle. This Gift may not 
be used again on the same corpse in the same day.  

Success: The corpse breathes out a report of what it has "perceived" - the key 
notes of what has transpired within view of its eyes or eye sockets within the last 
day and night. The report is not incredibly detailed, but generally hews to the facts 
that the werewolf would consider important. For example, the corpse might 
mention that 18 cars had appeared along the country road it "watched" during the 
day. It would only single out an individual car if the vehicle was significantly 
remarkable, such as a pickup with several armed men sitting in the bed. A 
corpse’s account for any given day can be attained only once.  

Exceptional Success: The corpse demonstrates vestiges of its former 
intelligence and can actually clarify its account by answering the character’s 
questions. The character may ask one question per success gained on the roll 
before the corpse goes dormant again. Information gained may still be somewhat 
imprecise, though. A corpse is not likely to have retained a license-plate number 
unless the plate remained in its line of sight for a few minutes. 

 

Word of Quiet (••••) 
One of the greater secrets of the Garou is the Word of Quiet, a complicated word 

in the High Tongue that bears great power. The sound was allegedly spoken by the 
first Incarna of Death, and a portion of that great spirit’s authority lingers in its twisted 
syllables. When spoken, the word tugs at the hearts of all living beings that hear it, 
brushing them with the stillness of the grave. And yet, the word’s true power comes 
when it is spoken against the undead, for it compels them to lie down in their graves 
and rest again.  

 
Cost: 1 Willpower  
Dice Pool: Presence + Occult + Honor – subject’s Stamina 
Action: Instant 
 
System: All living creatures capable of hearing the word within a radius of (10 x 

the user’s Presence) yards suffer one point of bashing damage. All undead creatures 
such as ghosts and vampires in the same range (and within the same realm as the 
speaker) suffer one point of lethal damage per success. If multiple undead creatures 
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are present, the highest Stamina (or Resistance in the case of ghosts) among them 
is subtracted from the werewolf’s pool. 

 

Vengeance of the Slain (•••••) 
A werewolf armed with this powerful Gift can defy Death itself, at least for a short 

time. This capability allows a werewolf to return a soul to its body briefly. This Gift 
cannot prevent death; it can only deny it for a few seconds. The Gift works on Garou 
only, not on ordinary people or other supernatural beings. 

 
Cost: 1 Essence 
Dice Pool: Stamina + Occult + Wisdom 
Action: Instant 
 

Roll Results 

Dramatic Failure: The subject returns to a semblance of life, but is possessed by 
a spirit other than that of the deceased. The new spirit controls the body for the 
duration of the scene (but cannot use the body’s supernatural powers, if any), and 
is likely hostile toward the character.  

Failure: The soul has already fled, and the subject remains dead. This Gift cannot 

be used again on the subject. 

Success: For this Gift to be successful, the subject must not have been dead for 
more than a day, and her corpse must still possess some form of structural 
integrity. The Gift still works if she is missing one arm and half her face, for 
example, but not if her flesh has mostly been eaten away by immersion in acid.  

The deceased returns to a semblance of life for one hour per success rolled, 
though the subject is still clearly dead. Any wounds she died from remain on her 
body, although she no longer suffers any wound penalties (she is beyond pain). 
She may speak (if she still possesses a mouth and vocal cords), shapeshift or use 
any supernatural powers she possessed when alive. Her Essence, Willpower and 
other traits are where they were at the time of her death. In addition, she regains 
all her Health, and in effect must be "killed" again. She cannot regenerate 
thereafter, however. The subject is most likely focused on vengeance against her 
killer, but she may use her few seconds of borrowed time to do something else 
she would consider greatly important - attempting to save a friend, or telling a 
packmate she has always loved him, for example.  

Once the subject loses all her Health to lethal or aggravated damage for a 
second time, or the duration of the Gift expires, she returns to death. This Gift 
cannot be used on her again. 

Exceptional Success: The subject is invigorated with the will to do the most with 
her borrowed time. She returns to activity with full Willpower. 

 

Luna 
 

Level Name Dice Pool 

• Partial Change Stamina + Survival + Primal Urge 

•• Anybeast None 

••• Silver Jaws None 

•••• Skin-Stealing None 

••••• Primal Form Stamina + Survival + Primal Urge) 
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Partial Change (•) 
This subtle Gift allows a werewolf to transform only the parts of himself that he 

needs in order to complete a task at hand. For example, a werewolf in Homid form 
might transform only his nose in order to track someone through the city streets by 
scent, without drawing the attention to himself that transforming into Lupus would 
attract. Conversely, a werewolf in Lupus form might transform his mouth to human to 
gain the ability to speak. 

 
Cost: None (or 1 Essence) 
Dice Pool: Stamina + Survival + Primal Urge. The player has the option of rolling 

this dice pool, with the intended change occurring if even one success is achieved. 
In this case, the change is an instant action. Or, he may spend one Essence for his 
character to change automatically as a reflexive action. 
Action: Instant or reflexive 
 

Roll Results 

Dramatic Failure: Another feature of a different form is assumed instead of the 

one intended (the Storyteller decides which). Human onlookers are subject to 
Delirium as if their Willpower is two dots higher than normal. 

Failure: No change occurs. 

Success: The werewolf chooses which parts of himself he transforms. The result 
might allow him to use certain abilities normally restricted to other forms (such as 
tracking by scent or using claws in Homid; the Storyteller decides what modifiers 
transfer over). Though he may change as much or as little as he wishes, the 
choice is final. To add or subtract any feature requires another use of the Gift (so 
"undoing" features also requires another application of the power).  

The Storyteller decides if and how any human on-lookers might spot the 
character’s features and potentially suffers Delirium. If it is triggered, normal rules 
apply and subjects’ Willpower is considered one higher than normal. 

Exceptional Success: The change occurs as a reflexive action without the 
expenditure of an Essence point. 

 

Anybeast (••) 
The boundary between spirit and flesh is no less threatened in portions of the land 

where wolves don’t roam. This Gift allows a werewolf to temporarily camouflage itself 
in the skin of another carnivorous beast. Lupus form might come to resemble a 
hyena, while a werewolf might use the skin of a grizzly bear to disguise his Hispo 
form.  

 
Cost: 1 Essence 
Dice Pool: This power requires no roll. 
Action: Instant 
 
System: This Gift can affect the character’s Glabro, Crinos, Hispo and Lupus 

forms, within reason. The animal form to be mimicked must have the same general 
size and build for the werewolf to duplicate it in Hispo or Lupus form. A werewolf 
couldn’t appear to be a bear in Lupus form, as a bear is simply too large, and taking 
the form of an eagle or wolverine is outright impossible. Traits don’t change, nor do 
modifiers to attacks or actions. The character retains the capabilities of his own form. 

The Gift effects last even if the character shapeshifts into Glabro or Crinos form, 
although disguise is no longer a possibility. Instead, the werewolf appears to be a 
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hybrid of human and the appropriate carnivore. A werewolf mimicking a tiger in 
Hispo form might appear to be a monstrous tiger-man if he takes Crinos form before 
the Gift effect ends. 

The Gift lasts for the duration of the scene, or until the character chooses to end 
its effects. 

 

Silver Jaws (•••) 
The Lunes can teach a werewolf to become his own nightmare. Use of this Gift 

transforms the werewolf’s teeth and claws into an array of terrible silver weaponry.  
 
Cost: 1 Essence 
Dice Pool: This power requires no roll. 
Action: Instant 
 
System: This Gift changes a werewolf’s teeth and nails into pure silver. Once 

transformed, they inflict aggravated rather than lethal damage against werewolves. 
This Gift doesn’t function in Homid form unless the character also uses Partial 
Change to give himself claws or wolf-like fangs. The character is not adversely 
affected by the silver parts of his own body. They also add a bonus die to attempts to 
use Intimidation on those vulnerable to silver. This Gift lasts for one scene. Using 
this Gift against another Gaian werewolf is often viewed as a challenge to the death, 
same as drawing a klaive on a Gaian Garou. 

 

Skin-Stealing (••••) 
Old human legends describe werewolves as creatures that learned the art of 

shapeshifting by dressing in the skins of wolves. This Gift lends some credence to 
those stories, for the werewolf who has learned its secret can garb himself in the skin 
of almost any human whose blood he has tasted. The disguise created is almost 
perfect - disturbingly so.  

 
Cost: 1 Essence 
Dice Pool: This power requires no roll to activate. 
Action: Instant 
 
System: When activated, the Gift sheathes the werewolf in a brand-new skin. The 

new skin is not part of the character’s body; it’s more like a full-body glove. It fits 
perfectly, though, and the Gift transforms the character’s body to fit the dimensions 
of the imitated individual. Therefore, the character’s Homid form shrinks if he’s 
impersonating a particularly small person or swells if he’s wearing the stolen skin of 
an obese person. Although the werewolf "wears" the skin, the skin is warm to the 
touch, sweats and bleeds in perfect imitation of living tissue. The new skin doesn’t 
cover the eyes or orifices, however, and the werewolf may still be given away by 
different eye color or dental work. This Gift can duplicate the skin of a mage or an 
ordinary human, but not that of a vampire or other undead creature. This Gift can 
also duplicate the skin of a werewolf, and it is retained throughout all five forms, 
although the cost increases to two Essence. 

The new skin grants four bonus successes to any disguise rolls made to 
impersonate the subject in question. The stolen skin gives off the same scent as the 
impersonated being and masks the werewolf’s own scent. The character’s Attributes 
are unmodified. Even if the skin seems to grant an additional 250 pounds of fat, the 
character loses none of his Dexterity.  
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The character must remain in Homid form to use this Gift. If the character 
shapeshifts while still wearing a false skin, the skin tears apart and is shed. (The 
exception is if the character "borrows" a werewolf’s skin. In this case, an additional 
Essence keeps the skin intact when shapeshifting, mimicking the subject’s 
appearance in all forms.) 

The effects of the Gift last for a scene, although the character may end them 
sooner by tearing off the skin or shapeshifting. Once the skin has been discarded, it 
quickly breaks down into dust of indeterminate origin. Although the skin is perfect 
enough that DNA testing could reveal it to be that of the person mimicked (rather 
than that of the character using the Gift), it breaks down too quickly to be of any use 
afterward. 

 

Primal Form (•••••) 
The werewolf who learns this Gift goes beyond the already terrifying power and 

savagery of the children of Luna and becomes something truly monstrous. This Gift 
calls on the power of a time when Luna looked down upon Pangaea, transforming 
the user into a creature that’s one part prehistoric beast and one part pure 
nightmare. Werewolves use this Gift only in times of dire need, because they fear it 
will drive them to acts of violence unspeakable even to them, and because the form 
has another, more sinister reputation. The greatest among the Black Spiral Dancers 
have long learned this Gift for a very specific purpose - to them, Primal Form is 
meant specifically for hunting Gaia’s warriors.  

 
Cost: 1 Essence 
Dice Pool: Stamina + Survival + Primal Urge (The dice pool normally rolled to 

change shape applies, as opposed to one involving a Renown trait.) 
Action: Instant (Unlike a conventional shapechange, one Essence cannot be 

spent to make this one reflexive.) 
 

Roll Results 

Dramatic Failure: The character fails to assume Primal Form, and the strain of 
the effort exhausts him. He may not attempt to change to any other form or use 
any of Mother Luna’s Gifts for five turns.  

Failure: The character fails to assume Primal Form. 

Success: The character shifts into a form that resembles Hispo, but that is even 
larger. Primal Form stands six to eight feet tall at the shoulder. It’s treated as 
Hispo in most respects, including the general inability to speak, with the following 
exceptions:  
 

• The form’s dot modifiers are: Strength +4, Dexterity +2, Stamina +4, 
Manipulation –3, Size +3, Health +7, Initiative +2, Speed +9. The character is 
treated as having 2/1 armor due to the form’s thick hide.  

• The character causes Delirium as if he were in Crinos.  

• The character heals one point of lethal damage per turn, at the beginning of 
his turn. This replaces the one point of bashing damage that werewolves 
normally heal per turn unless the character has suffered only bashing damage. 
(If the player spends a point of Essence to heal - see p. 168 - the character 
regenerates an additional point of lethal damage.)  

• All Resolve + Composure rolls to resist Frenzy are at –3.  
 
The character can remain in Primal Form for one turn per success achieved on 
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the power’s activation roll. Unlike other Luna’s Gifts, the character cannot 
voluntarily choose to end this Gift’s effects prematurely unless a successful 
Resolve + Composure roll is made at a –3 penalty.  

Exceptional Success: The glorious fury that accompanies Primal Form rushes 

through the character without forcing him to lose control... yet. The character also 
regains a Willpower point. 

 

Pack 
 

Level Name Dice Pool 

• Web of Scent None 

•• Warning Howl Wits + Expression + Honor 

••• Brother’s Strength Composure + Empathy + Glory 

•••• Synergy Manipulation + Larceny + Cunning 

••••• Unity None 

 

Web of Scent (•) 
A pack can only work together so well, even with the bonds of the totem joining 

each packmate. The spirits that grant the werewolf this Gift want him to work closer 
with his packmates, and to that end they let him share their senses. He can’t 
communicate with his packmate or control where she looks; he is very much a 
passenger behind her eyes and nose. 

 
Cost: None 
Dice Pool: This power requires no roll. 
Action: Instant 
 
System: The character can borrow the senses of any of his packmates within half 

his Primal Urge in miles. He has to know where the chosen packmate is, whether 
through his normal senses or augmented senses through use of various Gifts. 

When borrowing his packmate’s senses, the werewolf must choose which senses 
remain his own and which come from his packmate, and these choices remain for 
the duration of the Gift. He gains the full benefit of her natural senses, but doesn’t 
benefit from any Gifts or other supernatural sensory effects that affect her. He also 
can’t use the borrowed senses of his own body, so would not be able to hear an 
attacker sneaking up behind him if he were relying on his packmate’s ears. The 
packmate knows when she is sharing her senses, and can spend a point of Essence 
to ‘fog’ them for a minute. The Gift-user doesn’t gain his original senses back, but 
gets nothing useful from his packmate for that time, and can do nothing about this 
interference. The Gift lasts for five minutes, or until the Gift-user cancels it. 

 

Warning Howl (••) 
A pack cannot travel as one all the time. Garou have territory that they must watch 

over. The entire pack traveling as one would not only make the werewolves easy to 
ambush, it would leave most of their territory unattended. Without the Garou 
watching, all manner of spirits and other creatures would wreak havoc. The spirits 
that teach this Gift show the packmembers that they are as one even when physical 
distance separates them. The Gift allows a werewolf to howl a warning to his 
packmates, calling their aid from anywhere within the pack’s territory. 
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Cost: 1 Essence 
Dice Pool: Wits + Expression + Honor 
Action: Instant 

 

Roll Results 

Dramatic Failure: The werewolf howls, but his packmates aren’t the ones who 
hear him. Spirits or Black Spiral Dancers could hear the howl, and find 
themselves aware of a lone Garou in trouble. 

Failure: The character’s howl doesn’t have the spiritual might it needs to reach 
his packmates. 

Success: The character howls, calling for his packmates to assist him. The howl 
pierces the Shadow and reverberates across his pack’s territory. Each 
packmember who is in the pack’s territory (including any disputed areas) hears 
the howl regardless of distance, though to anyone who is not part of the pack who 
hears it will just hear a normal wolf howl (or a human trying - badly - to mimic a 
wolf howl). The character’s packmates know instinctively where he is and why he 
is calling on them for aid - the Gift allows no misrepresentation, so werewolves 
who attempt to use it to summon their pack for trivial reasons will be disappointed. 
In an urban area that isn’t part of the pack’s territory, the howl can be heard for 
the user’s Primal Urge in city blocks, whereas in rural areas the howl carries for 
the user’s Primal Urge in miles. 

Exceptional Success: The packmates rushing to the aid of their fellow double 
their Speed until they reach him, but only if they head toward the howl. This effect 
ends when they arrive at the Gift-user. 

 

Brother’s Strength (•••) 
A true pack works together, each member contributing to whole that is definitely 

greater than the sum of its parts. The spirits that teach this Gift show the pack that 
this is so, allowing the packmembers to solve a problem that would normally only 
allow one werewolf to work on it as a pack, and making them better at working 
together normally. Of course, if the werewolf who possesses this Gift is not the pack 
alpha, some may question his right to be organizing so much of the pack’s efforts. 

 
Cost: 1 Willpower 
Dice Pool: Composure + Empathy + Glory 
Action: Reflexive 

 

Roll Results 

Dramatic Failure: The character’s concentration is shredded by the conflicting 
urges of his packmates. The attempt at teamwork fails, and the character suffers 
a -2 modifier on the action his pack was attempting. 

Failure: The character can summon no more assistance from his packmates. 

Success: The Gift channels the character’s packmates, giving him greater 

strength and ability. The werewolf using this Gift must be the primary actor, the 
character doing the most toward the action. If the action would normally allow 
teamwork, each secondary actor in the character’s pack can use "9 again" on 
their roll.  

If the action would not normally allow teamwork, the character can allow one 
packmate to assist as a secondary actor. Additional packmates cost one 
Willpower to add as secondary actors. This Gift can only be used once for a 
single action. 
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Exceptional Success: In addition to the effects of a success, the dice pool 

penalty from a secondary actor rolling a dramatic failure is reduced to -2. 

 

Synergy (••••) 
A pack that works together well will always have specialists. Sometimes, a 

problem needs the same specialist to be in two places at once, and this Gift allows 
that. A werewolf can donate her skills in an area to another member of the pack, a 
transfer facilitated by the user of this Gift. The spirits that grant this Gift want each 
packmate to look beyond what she can do individually to what the pack can do as a 
whole. 

 
Cost: 2 Essence 
Dice Pool: Manipulation + Larceny + Cunning 
Action: Instant 
 

Roll Results 

Dramatic Failure: The werewolf botches the transfer. The packmember with the 
highest rating instead takes on the rating of the other packmate for the remainder 
of the scene. 

Failure: The character cannot transfer anything. 

Success: The werewolf transfers a Skill from one packmate to another, 
effectively swapping both character’s ratings in that Skill. Both packmates must 
agree to the transfer, and the werewolf using the Gift must touch both parties to 
the transfer. The Gift-user can give a Skill but not receive. The two characters 
swap ratings and any Specialties in the named Skill, unless the lower rating is 0, 
in which case the donating character retains one dot in the Skill. The switch lasts 
until the character "borrowing" the Skill chooses to end the effect, or the next 
moonrise/moonset (whichever is sooner). 

Exceptional Success: As a success, but the donator of the Skill gains a +1 
modifier to all rolls using that Skill from past experience. This bonus stops as soon 
as the Gift’s effects end. 

 

Unity (•••••) 
The pack is a being greater than the sum of its parts. Each member contributes 

something toward the whole, be they werewolf or totem spirit, but the pack performs 
great deeds and binds powerful spirits. The pack is the basic unit of werewolf life, 
and this Gift proves it, allowing members to pool their mental, physical and spiritual 
resources. Spirits teach other Pack Gifts in order to make a point to a pack, showing 
the packmembers an area where they are deficient. This Gift shows that the pack 
have nothing left to learn. 

 
Cost: 3 Essence and 1 Willpower 
Dice Pool: This power requires no roll. 
Action: Instant 
 
System: This Gift lasts for a scene, and only affects other members of the user’s 

pack within twice his Primal Urge in yards. Until the end of the scene, each 
packmate present can choose to spend Willpower to affect the roll of any other 
packmate, can spend Essence toward a Gift or other ability used by another 
packmate or can take one Health point of damage that would have hurt another 
packmate. In the case of Health, the type of damage doesn’t change even if a Gift or 
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other supernatural power would normally have changed the severity of the damage. 
Each packmate can only make one transfer per turn of either Willpower, Health or 
Essence, and unconscious packmembers are entirely unaffected by the Gift - they 
can neither give nor receive. A character can make her transfer at any point in the 
Initiative order. 

 

Strength 
 

Level Name Dice Pool 

• Crushing Blow None 

•• Mighty Bound None 

••• Iron-Rending Strength + Crafts + Glory 

•••• Legendary Arm None 

••••• Savage Might None 

 

Crushing Blow (•) 
Sometimes a werewolf chooses to kill without using his claws or fangs - perhaps 

to elude hunters searching for a "rabid man-eating animal," perhaps simply as a 
gesture of scorn for his prey. Crushing Blow allows a character to deliver strikes with 
bone-shattering force. Few things in nature (or out) can stand against such power.  

 
Cost: 1 Willpower 
Dice Pool: No roll is necessary. 
Action: Reflexive 
 
System: This Gift’s effects last for a scene. During that time, any bashing damage 

the werewolf normally inflicts, whether with his bare hands or with a blunt instrument, 
is converted to lethal damage. 

 

Mighty Bound (••) 
The power of this Gift allows werewolves to leap across distances that would 

seem impossible for creatures of their size. A Garou who has learned this Gift may 
spring effortlessly from rooftop to rooftop in pursuit of his prey. 

 
Cost: None 
Dice Pool: None. A character who has learned this Gift automatically gains six 

dice to any jumping roll. The Gift’s effects are permanent once learned. 
Action: None 
 

Iron-Rending (•••) 
Werewolves tap into a source of strength that is older than all the works of man. 

Iron-Rending infuses a werewolf’s claws with such destructive power that iron, steel 
and concrete cannot withstand his might. A character with this Gift can tear apart 
steel like cardboard and claw stone as easily as clay. This Gift is usable only in 
Glabro, Crinos or Hispo form. 

 
Cost: 1 Essence 
Dice Pool: Strength + Crafts + Glory 
Action: Reflexive 
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Roll Results 

Dramatic Failure: The Gift fails and the werewolf’s claws actually soften and break 
off. The result inflicts one point of bashing damage. 

Failure: The werewolf gains no particular advantage. 

Success: When attempting to damage an inanimate object with his bare claws, the 

character may ignore a number of points of Durability equal to the number of 
successes achieved on this power’s activation roll. The Gift’s effects last for one 
turn per success rolled. If the werewolf attacks a target protected by worn armor, 
this Gift allows a number of Armor points to be ignored equal to successes 
achieved on the power’s activation roll. This Gift cannot penetrate Durability or 
Armor gained by mystical means, such as through the Gifts: Troll Skin or Wyrm 
Hide. 

Exceptional Success: Not only does the character ignore a portion of an object’s 
Durability or a target’s Armor, but he gains a +1 bonus to unarmed close-combat 
attacks for the duration of the effect. 

 

Legendary Arm (••••) 
With this Gift, a werewolf can hurl even tremendous and unwieldy objects great 

distances. Whether this means throwing a boulder as a projectile at enemies or 
tossing a packmate over high flames depends on circumstance.  

 
Cost: 1 Essence 
Dice Pool: This power requires no roll. 
Action: Reflexive 
 
System: This Gift allows a werewolf to throw an object while disregarding its Size. 

The character’s short range for throwing a non-aerodynamic target increases from 
(Strength + Dexterity + Athletics – object’s Size) yards to (Strength + Dexterity + 
Athletics) yards. An aerodynamic object may be thrown double these distances, as 
usual. In addition, this Gift allows a character to throw an object with a Size up to 
twice his Strength. So, a character with Strength 4 can throw an object up to Size 8. 
The character’s Strength is determined by his current form, whether Homid, Glabro 
or Crinos. Accuracy is determined as normal (Dexterity + Athletics + equipment). 
This Gift works for a single action. Legendary Arm may be used to hurl an object 
lifted through the application of Savage Might (and also adjusts the potential 
maximum Size of an object to be thrown). Without the combination of Gifts, the Size 
of an item thrown with Savage Might alone is subtracted from the base distance that 
it can cover. 

 

Savage Might (•••••) 
Though already capable of incredible feats of might, there are times when even 

Garou need to perform not the incredible, but the impossible. Calling on the 
indomitable strength of Father Wolf himself in every muscle, bone and sinew, the 
character channels a fraction of his progenitor’s might into a single extraordinary 
display of physical power. 

 
Cost: 1 Essence per three Strength gained 
Dice Pool: This power requires no roll. 
Action: Reflexive 
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System: Each point of Essence invested when this Gift is activated increases the 
character’s original Strength by three dots, even above the normal limitations of 
Primal Urge. For example, a character with Strength 4 for whom one Essence is 
spent has an effective Strength of 7, and a Strength of 10 if two Essence are spent. 
The player may make a Strength + Stamina roll, using the Strength modified for this 
Gift, for his character to lift even more weight as normal. This power lasts for only a 
single turn. 

 

Territory 
 

Level Name Dice Pool 

• Lay of the Land Wits + Politics + Purity 

•• Minor Sending Presence + Expression + Cunning 

••• Sense of the Territory Wits + Politics + Wisdom 

•••• Animate Land Manipulation + Intimidation + Glory 

••••• Disrupt Essence Presence + Occult + Honor 

 

Lay of the Land (•) 
This Gift gives the werewolf who uses it an instant sense of how many people and 

spirits are in the immediate area, as well as which werewolf pack (if any) claims it. 
For purposes of this Gift, "the immediate area" means "the territory feature," as 
described in this book. 

 
Cost: None 
Dice Pool: Wits + Politics + Purity 
Action: Instant 
 

Roll Results 

Dramatic Failure: The werewolf receives faulty or misleading information about 
the local area. The exact nature of the character’s mistake is up to the Storyteller 
— the werewolf should learn half-truths so that it is not obvious what she is wrong 
about. 

Failure: The werewolf gains no information. She cannot use this Gift again in this 
immediate area, until the next moonrise or moonset. 

Success: The werewolf gets a rough impression of what the total population of 
the area is, though the Gift does not differentiate among humans, werewolves, 
spirits or other supernatural beings. The character also sees the symbol and 
totem spirit of the pack that claims the area — if she has encountered the pack in 
the past she recognizes them immediately. 

Exceptional Success: The werewolf gets a more precise impression of the 
territory feature’s overall population. She also sees the symbol and totem spirit of 
the pack (if any) that claims the area, and if she does not know them, she hears 
the pack’s name as a howl. 

 

Minor Sending (••) 
Minor Essence flows crisscross every werewolf pack’s territory. With this Gift, the 

werewolf may infuse one or more Essence onto one of these minor Essence flows 
and whisper a message for a packmate. The packmate can be any distance away, 
so long as both are within the pack’s territory, and will still hear the Gift user’s 
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message as if whispered directly into her ear. This message cannot be tapped or 
intercepted. 

 
Cost: 1 Essence 
Dice Pool: Presence + Expression + Cunning 
Action: Instant 
 

Roll Results 

Dramatic Failure: The message fails to arrive at all. 

Failure: The message arrives, but is garbled beyond understanding. 

Success: The Gift user is able to transmit a whispered message up to 30 seconds 
in length. The message travels at about 200 miles per hour, or about half a mile per 
turn, so if the packmate is two miles away, the message needs four turns to arrive. 

Exceptional Success: As with an ordinary success, but the Gift’s recipient actually 
receives the spent point of Essence as it chases the message. 

 

Sense of the Territory (•••) 
A werewolf can use this Gift to read the local Essence currents, instantly gaining 

an idea of where all noteworthy disturbances are. He can learn the location of any 
loci in the territory, as well as the presence of any spirits of Rank 3 or higher or 
werewolves. This Gift only works within the werewolf’s own territory. 

 
Cost: 1 Essence 
Dice Pool: Wits + Politics + Wisdom 
Action: Instant 
 

Roll Results 

Dramatic Failure: Every werewolf and spirit in the pack’s territory instantly learns 
the Gift user’s location. The Gift user receives no information in return. 

Failure: No effect; the Essence spent is lost. 

Success: The werewolf learns the location of all loci higher than • in rating and all 
werewolves and all spirits of Rank 3 or higher within his pack’s territory. The Gift 
reveals only the presence of potential intruders on the same side of the Gauntlet as 
the user; if the Gift user is in the Shadow, the Gift will reveal only the location of 
spirits and werewolves who are likewise in the spirit world. 

Exceptional Success: The Gift reveals the presence of significant intruders on 
both sides of the Gauntlet. 

 

Animate the Land (••••) 
At the werewolf’s command, the land of his pack’s territory itself rises up in 

defense of the pack and its power. 
 
Cost: 2 Essence 
Dice Pool: Manipulation + Intimidation + Glory 
Action: Instant 
 

Roll Results 

Dramatic Failure: The land rises up in rage against the Gift user; the werewolf 
suffers a –2 to all Physical dice pools for the next three turns. 

Failure: No effect; the Essence spent is lost. 



 

20 

 

Success: Within the immediate area (the present territory feature), the player 

may apply the successes rolled as either bonus dice to the character and his 
packmates or penalties to his opponents’ dice pools, for the next four turns. The 
player defines the way that the local terrain rises up to assist the werewolf; 
shopping carts may hurl themselves into the path of onrushing foes, or a peaceful 
stream may become a roiling river. At that time, the player must also define which 
Skill will be affected by the dice — for example, the pack may receive bonus dice 
to Athletics as the ground tilts and eases to help them, or the pack’s enemies 
suffer a penalty to Firearms as barriers spring up in their way. The Storyteller has 
final judgment over whether a particular Skill use is appropriate; a pack cannot 
expect to gain bonuses to Politics rolls in the middle of a forest, for instance. Once 
the Gift user has defined the specific bonus or penalty that the terrain will impose, 
the modifier continues to work in that fashion throughout the duration of this Gift.   

This Gift can naturally be used only within the werewolf’s own territory. The 
local area cannot benefit from more than one use of this Gift at the same time. 
This Gift may be used only once per scene. 

Exceptional Success: The duration of the Gift is extended to six turns. 

 

Disrupt Essence (•••••) 
Within your pack’s territory, you can cause spirits and werewolves to waste 

Essence in powering their supernatural abilities. This may make them resort to 
physical tactics, or stay out of your territory entirely. 

 
Cost: 3 Essence 
Dice Pool: Presence + Occult + Honor 
Action: Instant 
 

Roll Results 

Dramatic Failure: The Gift effects rebound on the user. The user cannot use any 

more Territory Gifts until a day and a night has passed. 

Failure: No effect; the Essence spent is lost. 

Success: For a number of turns equal to the number of successes rolled, any 
creature that is not a member of the Gift user’s pack must spend twice as much 
Essence as would normally be indicated to power a given ability for as long as the 
creature remains within the Gift user’s territory. For purposes of this Gift, a pack 
totem is considered to be part of a pack (and therefore does not suffer that 
penalty).  

Exceptional Success: The Gift user may also designate up to five entities that 
are not members of his pack who do not suffer this penalty. 

 

Weaver 
 
Note: Learning and use of these Gifts brings with it a level of Weaver taint.  The 

higher levels of these Gifts are only available to those who have dedicated 
themselves to the Weaver. 
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Level Name Dice Pool 

• Craft Technology Manipulation + Crafts + Wisdom 

•• Information Flow Tap Harmony 

••• Calcify Resolve + Composure vs. Resolve/Resistance 
+ Power Stat 

•••• Group Fusion Presence + Persuasion + Honor 

••••• Solidify Reality Resolve + Composure 

 

Craft Technology (•) 
The Garou can instantly create complex, intricate technological items from other 

items. The item will in some way resemble the object from which it was created (the 
mother board is made of glass, not silicon), though it will function as it normally 
would. This Gift is taught by a Weaver-spirit. 

 
Cost: 2 Essence 
Dice Pool: Manipulation + Crafts + Wisdom 
Action: Instant 
 
System: The created object is not necessarily permanent; it will last a length of 

time according to the chart below. Expending an Essence point allows a created 
weapon to inflict aggravated damage (this effect is not permanent unless a Willpower 
dot is spent). 

 
Successes Duration 
1 5 minutes 
2 10 minutes 
3 One Scene 
4 One Story 
5+ Permanent 

 

Information Flow Tap (••) 
The Garou can tap into the flow of electronic data flowing between two computers 

without interrupting that flow – the Garou dips a finger into the digital stream between 
the machines, as it were, and then tastes the data. 

 
Cost: None 
Dice Pool: Harmony 
Action: Reflexive 
 
System: One success gives general information about the data but cannot 

distinguish the message’s contents if encrypted or protected against magical 
intrusion.  Three successes will pierce mundane encryption.  Supernaturally 
encrypted data resists this Gift using a Resolve + Composure roll of the character 
that ensorcelled it. 
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Calcify (•••) 
This Gift allows the Garou to bind a target into the Pattern Web. 
 
Cost: None 
Dice Pool: Resolve + Composure against target’s Resolve/Resistance + Power 

Stat 
Action: Instant 

 
System: Each success subtracts one from the victim’s Physical Attributes (or 

Power, in the case of spirits).  When the target’s Power or Physical Attributes drop to 
zero, the victim is bound fast into the Pattern Web until freed.  Werewolves can 
usually be freed from the Pattern Web by their packmates with a solid bit of effort.  
Spirits are more difficult to release, but Wyld energy should dissolve the Pattern 
Web. 

 

Group Fusion (••••) 
A Garou with this Gift gains the ability to fuse himself with two or more other 

Weaver-spirits with this Gift, granting him a higher Strength and Armor at the 
expense of Willpower. 

 
Cost: 1 Essence and 1 Willpower per turn 
Dice Pool: Presence + Persuasion + Honor 
Action: Reflexive 
 
System: Each turn the Weaver spirits are connected to the Garou, they increase 

the Garou one additional dot of Strength. For every 2 dots of Strength added this 
way, they lose one dot of Dexterity, to a minimum of 1, as their body becomes more 
and more calcified and unable to perform flexible actions as easily. These dots are 
available to the Garou until the end of the scene. 

 

Solidify Reality (•••••) 
This Gift enables the Garou to spin the Pattern Web, thus reinforcing the laws and 

rules of the Weaver upon aspects of the Umbra. 
 
Cost: None 
Dice Pool: Resolve + Composure 
Action: Instant 
 
System: Each success makes the object, spirit, or other aspect more solid, 

increasing its Essence or effective health levels by one per success.  The effect lasts 
for about a day.  This Gift can be performed on a target only once, until the effects 
wear off.  Even different Garou with this Gift cannot perform it multiple times on the 
same target.  Many times, Garou in the service of the Weaver will perform this Gift 
on each other before entering combat. 
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Wolf of Gaia 
 

Level Name Dice Pool 

• Wolf-Blood’s Lure None 

•• Speed of the Gaian Wolf None 

••• Primal Howl Presence + Expression + Purity 

•••• Savage Rending None 

••••• Spirit Pack Manipulation + Animal Ken + Glory 

 

Lure of Blood (•) 
A werewolf is not simply a person with the power to transform into a wolf, he’s a 

person with a wolf’s soul. The simplest of Wolf of Gaia’s Gifts to master, Lure of 
Blood allows one of the Garou to draw on his wolf soul, projecting it so that he 
seems more animal than human. While many mundane canines are naturally 
uncomfortable in the presence of the Garou as predators, this Gift makes the 
werewolf seem more like one of the pack. While this Gift offers no additional control 
over mundane wolves or canids, the user finds it easier to earn a wolf pack’s trust or 
intimidate a guard dog. 

 
Cost: None  
Dice Pool: This power requires no roll. 
Action: Reflexive 
 
System: When activated, this Gift grants the character the ability to communicate 

with wolves and dogs, regardless of what form he’s in. In addition, a bonus die is 
gained on all Social rolls made involving wolves or other canids. The Gift’s effects 
last from moonrise to moonset, or from moonset to moonrise. 

 

Speed of the Gaian Wolf (••) 
Garou of legend were said to be as fleet as the wind, able to outrun the swiftest 

prey. Werewolves naturally share a measure of his great speed, but this Gift can 
increase their swiftness even further. A clever werewolf uses this Gift to run at the 
same pace as the rest of his pack then surprise prey with a sudden burst when the 
moment is right. This Gift cannot be used when the werewolf is in Homid or Glabro 
form. The character’s Speed is doubled (after modifiers for his current form are 
determined). In addition, the character subtracts two dice from opponents’ Firearms 
dice pools. The effects last for a scene. 

 
Cost: 1 Essence 
Dice Pool: This power requires no roll. 
Action: Reflexive 
 

Primal Howl (•••) 
The werewolf howls with the voice of the first wolf, a voice that humans and 

animals instinctively recognize from millennia of ancestral memory. Those who hear 
the howl are overcome by their forebears’ fear of wolves hunting in the night, of 
predators that might yet come for them.  
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Cost: 1 Essence 
Dice Pool: Presence + Expression + Purity versus Composure 
Action: Contested; resistance is reflexive 

 
System: The howl can be heard for miles, as any wolf howl, but the Gift takes 

effect on any targets within 10 yards per dot of the werewolf’s Primal Urge. The call 
has no effect over a telephone or other indirect communication. Affected subjects are 
overcome by fear as if affected by Delirium. If a listener’s Composure dots are equal 
to or higher than the number of successes earned, the subject may act normally, 
even though he feels a shiver of primal fear. The Gift user cannot select certain 
targets to be affected or unaffected - the howl affects anyone who hears. 
Shapeshifters and spirits are immune to the effects of the Primal Howl. Vampires, 
mages or other supernatural beings who were born human combine Composure + 
the appropriate resistance Trait (such as Blood Potency) to resist the effects of the 
Gift. Wolf-blooded and ghouls gain no bonus. 

 

Savage Rending (••••) 
Father Wolf was more than a wolf-spirit. He was a spirit of war, tearing apart 

enemies with claws and fangs, more savage than any wolf born of flesh. His children 
have inherited many of his capabilities. The werewolf with this Gift can channel his 
fury through his claws and fangs, inflicting horrifying wounds on foes. It’s considered 
a sin against Harmony to use this Gift against other werewolves, equivalent to using 
a silver weapon. 

 
Cost: 1 Essence 
Dice Pool: This power requires no roll.  
Action: Reflexive 

 
System: The werewolf’s claw and bite attacks inflict aggravated damage. The 

amount of damage inflicted doesn’t change. Aggravated damage is caused for the 
duration of the scene unless the user terminates the Gift prematurely. 

 

Spirit Pack (•••••) 
Even the Garou can call on ties of blood. A werewolf with this Gift is able to 

summon ancient spirit brethren, drawing a ghostly pack from the other world to assist 
him in battle. The werewolf howls a battle cry as he invokes the Gift. One Wolf-spirit 
materializes per success achieved, and follows the general directions of the 
character. The spirits interpret the werewolf’s commands to the best of their ability, 
but they’re guided by their lupine nature. They fight in a pack rather than split in 
many directions at once, and they give chase to fleeing prey unless specifically 
commanded to halt. The spirits return to the depths of the Shadow once there are no 
more enemies to fight. If the Gift user is slain while the Wolf-spirits are present, they 
fight until the one who slew their summoner is dead or until they’re defeated, and 
then leave.  

 
Cost: 1 Essence 
Dice Pool: Manipulation + Animal Ken + Glory 
Action: Instant 
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Wyld 
 
Note: Learning and use of these Gifts brings with it a level of Wyld taint.  The 

higher levels of these Gifts are only available to those who have dedicated 
themselves to the Wyld. 

 

Level Name Dice Pool 

• Disorient Harmony 

•• Create Object None 

••• Curing Harmony 

•••• Break Reality Harmony 

••••• Taking the Name Strength + Occult + Glory vs. Resolve + 
Composure + Power Stat 

 

Disorient (•) 
This Gift allows the Garou to alter landmarks and directions completely. 
 
Cost: None 
Dice Pool: Harmony 
Action: Instant 
 
System: The number of successes achieved determines the severity of the 

change made.  It also determines the level of resistance that other creatures, Garou 
or spirit, have against tracking or maneuvering within the altered environment. 

 

Create Object (••) 
A Garou with this Gift may create almost any non-technological object out of the 

ephemera around it, up to the mass of the Garou. 
 
Cost: 2 Essence 
Dice Pool: No roll is necessary. 
Action: Instant 
 
System: The mechanics of this Gift are entirely up to the Storyteller, but should be 

pretty wide open and limited only to the player’s imagination. 
 

Curing (•••) 
This Gift allows the Garou to not only heal wounds, but also cure diseases. 
 
Cost: None 
Dice Pool: Harmony 
Action: Instant 
 
System: The number of successes required is determined by the severity of the 

disease; 1 success is required for normal diseases, where 5 successes would be 
required for normally incurable or supernatural diseases.  Also, each success heals 
one level of damage, of any type, up to the Garou’s Primal Urge rating.  This Gift can 
be used only once per scene per target. 
Note: Vampirism is not a disease 
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Break Reality (••••) 
Through the use of this Gift, Garou area able to disrupt the reality of a substance, 

and thereby modify its Umbral form.  For example, the Garou could create a door in 
a wall, enabling the Garou to pass through. 

 
Cost: None 
Dice Pool: Harmony 
Action: Instant 
 
System: The extent of the attempted change and how interesting, sensible and 

clever the action, as well as how much change is actually accomplished, is 
determined by the number of successes required. A failure on this roll is extremely 
harmful, and it causes the Garou to lose an Essence as well.  A dramatic failure can 
be almost catastrophic, as the land is altered, but in a way that is very likely to harm 
the Garou (at Storyteller discretion). 

 

Taking the Name (•••••) 
This Gift is the ultimate power of the Wyld, the one it reserves for a last-ditch 

effort.  By taking the name from an entity, the Garou looses the internal spiritual 
forces that hold a creature together.  In effect, it is splitting the spiritual nature of a 
thing, much in the way an atom bomb splits at atom.  The result is an enormous 
destructive explosion, on both the spiritual and physical planes. 

 
Cost: All remaining Essence (see below) 
Dice Pool: Strength + Occult + Glory against victim’s Resolve + Composure + 

Power Stat 
Action: Instant 
 
System: If the victim wins or ties the contested roll, it survives the onslaught, and 

the Garou perishes.  If the Garou gets more successes, the Garou dies, but in the 
process of removing the target’s name, the target explodes in a burst of primal 
energy.  The explosion is akin to a nuclear weapon’s detonation.  The Storyteller 
should use her best judgment as to how that affects anyone in the area, but instant 
death is a pretty clean way to go. 

 

Wyrm 
 
Note: Learning and use of these Gifts brings with it a level of Wyrm taint.  The 

higher levels of these Gifts are only available to those who have dedicated 
themselves to the Wyrm. 

 

Level Name Dice Pool 

• Wyrm Speech Wits + Occult + Depravity 

•• Howl of the Banshee Presence + Intimidation + Cunning 

••• Touch of the Eel Dexterity + Athletics + Cunning 

•••• Balefire Dexterity + Athletics + Power vs. Stamina + 
Composure 

••••• Heart of the Wyrm Wits + Expression + Depravity vs. Morality Stat 
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Wyrm Speech (•) 
This Gift allows the Black Spiral Dancer to understand and communicate with 

other sentient followers of the Wyrm.  Simple communication, however, doesn’t 
mean that any sort of bone between the Dancers and the other Wyrmlings exists 

 
Cost: None 
Dice Pool: Wits + Occult + Depravity 
Action: Reflexive 
 
System: With even one success on the activation of this Gift, the Black Spiral 

Dancer can comprehend the speech of another Wyrmling. 
 

Howl of the Banshee (••) 
The Black Spiral Dancer may emit a fearful howl that unnerves all in the vicinity. 

This Gift is taught by a Banshee, a woeful spirit of the dead. 
 
Cost: 1 Essence 
Dice Pool: Presence + Intimidation + Cunning 
Action: Instant 

 
System: The Black Spiral Dancer spends one Essence point and rolls Presence + 

Intimidation + Cunning. All who hear the howl, friends or foes, must make a Resolve 
+ Composure roll or run in terror for one turn per success. 
Note: This Gift affects friends and foes alike. 

 

Touch of the Eel (•••) 
The Black Spiral Ragabash releases a current of electricity through conductive 

materials nearby. If he is touched in any way during the use of this talent, the 
assailant receives an even greater shock. 

Only a Ragabash has the patience and deviance to learn this Gift. With the 
assistance of a servitor of its Bane-totem, the Black Spiral must capture an electricity 
elemental. In most urban environments, this may take several hours. The Dancer 
then torments, taunts and tortures the spirit until it offers him this Gift. Alternatively, 
the Ragabash might have to survive a Dance of Endurance involving electricity. 

 
Cost: 1 Essence 
Dice Pool: Dexterity + Athletics + Cunning 
Action: Reflexive 
 
System: The resultant charge can carry up to 30 yards if transmitted through the 

proper conductor.  At a distance, it has a 3 Damage Rating.  By touch, it has a 4 
Damage Rating. 

 

Balefire (••••) 
The Dancer can hurl balls of sickly green flame at her enemies. Balefire, as the 

very lifeblood of the Wyrm, is very dangerous to werewolves. It often inflicts hideous 
and life-threatening mutations, as well as tainting the victim heavily. It's impossible to 
dodge Balefire – it moves with a malicious intelligence. It can only be resisted. 
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Cost: None 
Dice Pool: Dexterity + Athletics + Power contested by Stamina + Composure 
Action: Reflexive 

 
System: If the victim fails to resist, the Balefire’s influence mutates her, as well as 

deals aggravated damage.  This Gift ignores any resistance given by Armor.  
Afflicted werewolves may grow extra (useless) eyes, lose all of her fur and hair, go 
blind, deaf or anosmic (no sense of taste or smell) temporarily.  Until she rejects the 
mutations and undergoes a Rite of Cleansing, she registers a strong taint to the Gift: 
Sense Wyrm. 

 

Heart of the Wyrm (•••••) 
This Gift allows the Black Spiral Dancer to send one target into the “thrall of the 

Wyrm.” 
 
Cost: 2 Essence 
Dice Pool: Wits + Expression + Depravity contested by opponent’s Morality Stat 
Action: Instant 
 
System: Only one success is needed to send an opponent into frenzy, but two or 

more successes are required to force the target of this Gift into Thrall of the Wyrm. 
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Both Worlds 
 

Level Name Dice Pool 

• Sense Wyrm Wits + Occult + Purity 

•• Create Element Harmony 

••• Eyes of the Cat None 

•••• Wither Limb Resolve + Composure 

••••• Totem Gift Presence + Occult + Honor 

 

Sense Wyrm (•) 
The Garou can sense manifestations of the Wyrm in the nearby area. This Gift 

involves a mystical sense, not a visual or olfactory image, although Garou using this 
Gift are likely to say, "This place stinks of the Wyrm." This power requires active 
concentration. This Gift is taught by any spirit servant of Gaia. 

 
Cost: None 
Dice Pool: Wits + Occult + Purity 
Action: Instant 
 
System: The resistance penalty for this Gift is based on the concentration and 

strength of the Wyrm's influence (sensing a single fomor in a room would have a 
difficulty of -5, while sensing the Wyrm's presence while at the edge of a hive's 
territory is -1, if any). Vampires can be sensed using this Gift, but only those with a 
Humanity rating lower than 5. 

 

Create Element (••) 
The Garou can create a small amount of one of the four basic elements - fire, air, 

earth or water. In this way, a Garou can replenish the air supply in an airtight room, 
make a rock to throw at someone, create a fire without matches or wood, or fill a 
bathtub without any faucet or pipes. Precious metals (especially silver) cannot be 
created, nor can lethal gases or acid. This Gift is taught by an elemental. 

 
Cost: 1 Essence 
Dice Pool: Harmony 
Action: Reflexive 

 
System: One cubic foot of the desired element is created per success, to a 

maximum weight of 100lbs. The element is now permanent until used up (breathed 
in the case of air or burned up in the case of fire without any fuel to keep it going). 

 

Eyes of the Cat (•••) 
The Garou may see clearly in pitch darkness. The Garou's eyes will glow a 

lambent green while this power is in effect. This Gift is taught by a Cat-spirit. 
 
Cost: None 
Dice Pool: No roll is required. 
Action: Reflexive 
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System: The Garou must state when this Gift is in effect, but there is no roll or 
cost expenditure. The Garou suffers no penalty or Dice Pool penalties from 
darkness. 

 

Wither Limb (••••) 
The Garou can cause a target's limb to wither, making it useless. Which limb is 

withered is the Garou's choice, but is must be an arm or leg. If the victim is a 
creature with regenerative properties, such as a Garou or vampire, the limb will 
regenerate whole after one scene. This Gift is taught by a venomous animal spirit or 
a spirit of Disease. 

 
Cost: 1 Essence 
Dice Pool: Resolve + Composure 
Action: Instant 
 
System: The penalties incurred by this Gift's user is up to Storyteller discretion, 

based on the limb affected. An example would be a withered arm making 
ambidexterity useless and unarmed and melee combat to suffer a -5 penalty, due to 
the target being off-balance. 

 

Totem Gift (•••••) 
The Garou is in touch with the totem of her tribe and can actually plead with the 

totem, gaining some of its power. The effects of this power are up to the Storyteller, 
but should be in keeping with the totem; thus Chimera (totem of the Stargazers) 
might grant the Garou increased insight or the ability to shapeshift into anything 
desired, while Rat (totem of the Bone Gnawers) might send swarms of rats to attack 
the Garou's enemies, and Grandfather Thunder (totem of the Shadow Lords) might 
smite the Garou's enemies with a blast of thunder and lightning. This gift is taught by 
the Garou's tribal totem. 

 
Cost: 1 Essence 
Dice Pool: Presence + Occult + Honor 
Action: Instant 
 
System: The benefits of this Gift's use is determined upon the totem chosen, and 

is completely up to the Storyteller's discretion. However, the benefits should be awe-
inspiring; successfully petitioning Fenris for some of his power should result in a very 
strong effect. 

 

Human 
 

Level Name Dice Pool 

• Master of Fire None 

•• Staredown Presence + Intimidation + Glory - target's Composure 

••• Disquiet Manipulation + Empathy + Cunning vs. target's 
Resolve + Composure 

•••• Spirit Ward Manipulation + Occult + Wisdom - highest Resistance 
in group of spirits 

••••• Part the Veil Presence + Empathy + Honor 
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Master of Fire (•) 
Once humans tamed fire to keep them warm and to drive off the wild beasts, they 

were on their way to civilization. Werewolves with this Gift invoke humanity's ancient 
pact with the spirits of fire. The spirits of flame agree to hold back their hunger when 
the werewolf touches them. An ancestor spirit or fire spirit grants this Gift. 

 
Cost: 1 Essence 
Dice Pool: No roll is required. 
Action: Reflexive 
 
System: This Gift allows a werewolf to heal fire damage as if it were bashing. This 

requires the expenditure of an Essence point; the effects last a scene 
 

Staredown (••) 
By staring into the eyes of a human or animal, the Garou can cause the target to 

flee in terror. This Gift can be used against Garou, but the Garou will freeze in place 
rather than flee. This Gift is taught by a Ram-spirit or a Snake-spirit. 

 
Cost: None. 
Dice Pool: Presence + Intimidation + Glory - target's Composure 
Action: Instant 
 
System: The victim flees for one turn per success. Should the Garou score five or 

more successes, the victim flees for the duration of the scene. Garou targets will not 
flee, but they cannot attack while this Gift is in effect, although they can defend 
themselves. 

 

Disquiet (•••) 
The Garou causes the subject of this Gift to feel inexplicably depressed and 

withdrawn. The subject will find it hard to use his anger (Rage) or concentrate 
effectively on tasks. This Gift is taught by an Ancestor-spirit. 

 
Cost: None 
Dice Pool: Manipulation + Empathy + Cunning versus target's Resolve + 

Composure 
Action: Instant 

 
System: The Garou rolls Manipulation + Empathy against a difficulty equal to the 

Willpower of the opponent. If successful, that opponent will not be able to recover 
Rage for the duration of the scene; furthermore, all difficulties for extended actions 
(not combat) are increased by one. 

 

Spirit Ward (••••) 
This Gift allows a Garou to protect himself from spirits by performing a quick 

warding rite. The Garou, by drawing an invisible pictogram into the air, scares and 
unnerves any nearby spirits (except the pack, personal, or tribal totems). This sign 
travels with the Garou wherever he goes for the duration of the Gift. This Gift is 
taught by an Ancestor-spirit. 
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Cost: 1 Essence 
Dice Pool: Manipulation + Occult + Wisdom - highest Resistance in group of 

spirits 
Action: Instant 
 
System: With success, spirits within 100 feet of the Garou (again, except for the 

pack totem) must subtract one from their Dice Pools for each success rolled. This 
Gift lasts for one scene. 

 

Part the Veil (•••••) 
The Garou may immunize any human from the Delirium for a scene. In this way, 

the human can interact with the Garou without deleterious effects. However, the 
human will forget much of what he knows if the Delirium is induced in him at a later 
date (he sees a Crinos, etc). This Gift is taught by an Ancestor-spirit. 

 
Cost: 1 Essence 
Dice Pool: Presence + Empathy + Honor 
Action: Instant 
 
System: A single success immunizes the target from the Delirium for a scene. 

There is a resistance determined on the human's current Morality rating. 
 

Morality Resistance 

9-10 -1 
7-8 -2 
5-6 -3 
3-4 -4 
1-2 -5 
 

Modern 
 

Level Name Dice Pool 

• Persuasion Presence + Subterfuge + Honor 

•• Jam Technology Manipulation + Crafts + Wisdom 

••• Reshape Object Manipulation + Crafts + Wisdom 

•••• Cocoon None 

••••• Assimilation Manipulation + Empathy + Cunning 

 

Persuasion (•) 
This Gift allows a Homid to become more persuasive when dealing with others; his 

statements and arguments are imbued with meaning or credibility. This Gift is taught 
by an Ancestor-spirit. 

 
Cost: None 
Dice Pool: Presence + Subterfuge + Honor 
Action: Instant 
 
System: Each success grants a one-die bonus to all Social rolls for the remainder 

of the scene. 
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Jam Technology (••) 
The Garou can cause technological devices to cease functioning, albeit 

temporarily. This Gift is taught by a Gremlin, a type of Wyld spirit that enjoys 
breaking things. 

 
Cost: 1 Essence 
Dice Pool: Manipulation + Crafts + Wisdom 
Action: Instant 

 
System: Technological devices within 50 feet cease functioning for one turn per 

success, though the devices are unharmed. The type of device affected is based on 
the number of successes achieved (see below). 

 
Device Successes 
Computer 1 
Phone 2 
Automobile 3 to 4 
(depending on size) 
Knife 5 

 

Reshape Object (•••) 
The Garou can instantly shape once-living material (but not undead!) into a variety 

of objects - thus trees may become shelter, buck antlers become spears, animal 
hides become armor, and flowers become perfumes. The item will in some way 
resemble the object from which it was created (the spear is made of antler, not 
wood). This Gift is taught by a Weaver-spirit. 

 
Cost: 1 Essence 
Dice Pool: Manipulation + Crafts + Wisdom 
Action: Instant 
 
System: A variable difficulty is imposed based on the complexity of the change 

desired (-1 to turn a broken tree limb into a spear, -3 to turn a plank into a floatable 
raft, etc). The created object is not necessarily permanent; it will last a length of time 
according to the chart below. Expending an Essence point allows a created weapon 
to inflict aggravated damage (this effect is not permanent unless a Willpower dot is 
spent). 

 
Successes Duration 

1 5 minutes 
2 10 minutes 
3 One Scene 
4 One Story 
5+ Permanent 

 

Cocoon (••••) 
The Garou causes a thick, opaque epidermis to surround him. The Garou is 

immune to fire, starvation, gas, et al. This Gift is taught by an Insect- or Weaver-
spirit. 
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Cost: 1 Essence 
Dice Pool: No roll is required. 
Action: Instant 

 
System: While in the cocoon, attacks must do an amount of damage equal to the 

Garou's Stamina + Occult to affect him at all. The cocoon lasts for one scene. Extra 
time may be gained by spending more Essence, allowing Garou to stay protected for 
days. How long a Garou can ultimately spend in the cocoon is up to the Storyteller. 

 

Assimilation (•••••) 
The Garou is able to blend smoothly into any culture, not matter how strange or 

alien the culture is. The Garou can slip in among Bedouin nomads as if he were one 
of them, or shop in a Chinese market without anyone noticing he does not belong. 
This Gift will not hide racial differences, but the behaviors and mannerisms of a 
native can be mimicked. This also allows the Garou to speak and understand the 
culture's language, although it will be forgotten when the Gift wears off. This Gift is 
taught by an Ancestor-spirit. 

 
Cost: 1+ Willpower 
Dice Pool: Manipulation + Empathy + Cunning 
Action: Instant 

 
System: If successful, he is able to interact with members of another culture as if 

he were from that culture. A penalty is imposed determined by how alien the culture 
is; the penalty would be -1 for another Garou sept, but it could be as high as -5 when 
trying to assimilate into a Black Spiral Hive. The Garou will not suffer Social roll 
penalties when interacting with members of the culture, although she will not receive 
any special benefits. The Gift lasts for one scene plus one day per Willpower point 
spent when activating it. 

 

Sin 
 

Level Name Dice Pool 

• Shed Dexterity + Survival + Cunning 

•• Curse of Hatred Manipulation + Expression + Glory vs. target's 
Resolve + Composure 

••• Mental Speech Presence + Empathy + Wisdom 

•••• Gift of the Porcupine None 

••••• Madness Manipulation + Intimidation + Cunning versus 
target's Resolve + Composure 

 

Shed (•) 
The Garou knows the trick of shedding and growing fur at an alarming rate. This 

gift makes the Garou especially hard to grapples successfully; opponents find 
themselves holding tufts of fur instead of their target. The Garou can also slide 
through tight spaces using his shedding fur as natural lubrication. A Lizard-spirit or 
Snake-spirit teaches this Gift. 
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Cost: None 
Dice Pool: Dexterity + Survival + Cunning 
Action: Reflexive 

 
System: The Garou may use his slick outer coating to avoid being grappled. With 

a successful Dexterity + Primal Urge + Cunning roll, he can free himself from any 
successful grappling attack. The fur also grants a two-dice bonus the werewolf's 
Dexterity + Athletics roll whenever he squeezes through tight spaces or slips 
restraints, such as handcuffs. 

 

Curse of Hatred (••) 
The Garou may verbalize the hatred in her heart, disheartening opponents with 

the intensity of her emotion. This Gift is taught by a spirit of Hate. 
 
Cost: 1 Essence 
Dice Pool: Manipulation + Expression + Glory versus target's Resolve + 

Composure 
Action: Instant 
 
System: If the Garou succeeds, her opponent lose two Willpower points and two 

Essence points. This may only be used on an opponent once per scene. 
 

Mental Speech (•••) 
The Garou may mentally communicate with another being over great distances. 

This does not allow mind-reading, but does allow the Garou to use Social Abilities, 
such as Intimidation, from a distance. The Garou must know the person with whom 
he is attempting to communicate (although he does not have to be friends with that 
person). If he does not know the person, he must have something that belongs to 
that person, such as a lock of his hair. This Gift is taught by a Bird-spirit or any spirit 
affiliated with intellect. 

 
Cost: 1 Willpower 
Dice Pool: Presence + Empathy + Wisdom 
Action: Instant 
 
System: The Garou may transmit a maximum distance of 10 miles per success. 

 

Gift of the Porcupine (••••) 
This Gift allows a Garou's fur to become bristly and sharp like the quills of a 

porcupine. The Garou must be in Crinos, Hispo or Lupus form. This Gift is, of course, 
taught by a Porcupine-spirit. 

 
Cost: 1 Essence 
Dice Pool: No roll is required. 
Action: Instant 
 
System: Anyone whom the Garou body slams, grapples or immobilizes takes 

aggravated damage from the Garou's sharp fur (Strength + 1). Furthermore, anyone 
who hits the Garou with bare flesh and scores fewer than five successes takes 
damage based on the attacker's Strength, although the Garou still takes normal 
damage. This Gift lasts for one scene or until the Garou deactivates it. 
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Madness (•••••) 
The Garou can induce madness in others. The madness will take a form decided 

by the Storyteller, but should be severe. This Gift is taught either by a Lune or by a 
spirit of Madness or Trickery. 

 
Cost: 1 Essence 
Dice Pool: Manipulation + Intimidation + Cunning versus target's Resolve + 

Composure 
Action: Instant 
 
System: The number of successes determines the number of days that the 

insanity lasts. 
 

Wilderness 
 

Level Name Dice Pool 

• Hare's Leap Stamina + Athletics + Glory 

•• Sense the Unnatural Wits + Enigmas + Purity 

••• Name the Spirit Wits + Occult + Wisdom 

•••• Beast Life Presence + Animal Ken + Honor 

••••• Elemental Gift Presence + Occult + Honor 
 

Hare's Leap (•) 
This Gift was originally developed by the lost Bunyip tribe. By invoking the Gift, 

Garou may leap incredible distance. Despite its name, this Gift is taught by Hare- or 
Cat-spirits (marsupial-spirits seem loath to aid the Garou these daysP). 

 
Cost: None 
Dice Pool: Stamina + Athletics + Glory 
Action: Reflexive 
 
System: If successful, she may double her normal jumping distance. 

 

Sense the Unnatural (••) 
The Garou can sense any unnatural presence and determine its approximate 

strength and type. Supernatural presences can include: magic, spirits, the Wyrm, 
wraiths, etc. This will detect vampires, but only those with Humanity scores below 7. 
This Gift is taught by any spirit servant of Gaia. 

 
Cost: None 
Dice Pool: Wits + Enigmas + Purity 
Action: Reflexive 
 
System: The more successes rolled, the more information is gained. However, 

understanding the information might require an Intelligence + Occult roll, at 
Storyteller's discretion. 
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Name the Spirit (•••) 
The Garou is able to detect the type of approximate Attribute levels (Power, 

Finesse, Resistance, Essence, etc.) of a spirit, as well as the spirit's rank and 
"name." This Gift is taught by a spirit servant of the Uktena totem. 

 
Cost: 1 Willpower 
Dice Pool: Wits + Occult + Wisdom 
Action: Instant 
 
System: The number of successes determines the amount of information gained: 

the more successes, the more information. A dramatic failure may reveal blatantly 
untrue or disastrous information. 

 

Beast Life (••••) 
The Garou may not only communicate with animals, but can attract and command 

them. If there are no animals of the sort desired in the vicinity, none can be called. 
This Gift is taught by any Animal-spirit. 

 
Cost: 1 Essence 
Dice Pool: Presence + Animal Ken + Honor 
Action: Instant 
 
System: One success causes animals within a 10-mile radius to be affected. Each 

additional success add 10 miles (two successes indicate a 20-mile radius). The 
effect lasts for one scene, but the time may be extended by spending one additional 
Essence point per extra scene. 

 

Elemental Gift (•••••) 
The Garou may call upon the primal force of Gaia Herself, thereby commanding 

the spirits of the elements. The Garou can cause the elements to rise up, undulate 
forward, and even engulf foes. This Gift summons an elemental spirit, not merely the 
raw matter of the elements. This Gift is taught by an elemental. 

 
Cost: 1 Essence 
Dice Pool: Presence + Occult + Honor 
Action: Instant 

 
System: If successful, he may control a large volume of air, earth, water, or fire - 

approximately 20' by 20' per success. The effect lasts for one scene. 
 

Wolf 
 

Level Name Dice Pool 

• Heightened Senses None 

•• Scent of Sight Wits + Survival + Wisdom 

••• Catfeet None 

•••• Gnaw Stamina + Size + Glory 

••••• Song of the Great Beast Presence + Survival + Honor 
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Heightened Senses (•) 
The Garou may vastly increase her sensory input for a short time. When in Homid 

or Glabro form, her senses become as sharp as those of a wolf, while in her wolf 
forms, her senses become preternaturally potent. This gift is taught by Wolf-spirits. 

 
Cost: 1 Essence 
Dice Pool: No roll is necessary. 
Action: Reflexive 
 
System: The following effects last for one scene. 
Homid and Glabro forms: Wits + Composure rolls are made at a two-Dice bonus; 

roll Wits + Survival + 2 to perform sensory feats impossible to humans. 
Crinos, Hispo and Lupus forms: Wits + Composure rolls are made at an additional 

three-Die bonus; +1 to Survival Dice Pools. 
 

Scent of Sight (••) 
The Garou can use his sense of smell to compensate completely for his eyes; 

thus, he could attack invisible creatures normally, or roughly navigate in absolute 
darkness. This Gift is taught by a Wolf-spirit. 

 
Cost: None 
Dice Pool: Wits + Survival + Wisdom 
Action: Reflexive 
 
System: The Garou rolls Perception + Primal-Urge against a Storyteller-

determined difficulty (depends on how powerful local smells are). The Storyteller 
should not require rolls every turn, but only when something could cause the Garou 
to lose his opponent's scent (he ran through water, they are fighting in a smelly alley, 
etc.) 

 

Catfeet (•••) 
This Gift gives the Garou the agility of a cat, making him immune to falls under 

100 feet (he lands on his feet just right). He also has perfect balance even on the 
most slippery surfaces, and the difficulties of all combat actions involving body slams 
and grappling are reduced by two. This Gift is taught by a Cat-spirit. 

 
Cost: None 
Dice Pool: No roll is necessary. 
Action: Reflexive 
 
System: The Garou does not need to expend points or roll for this ability; it 

becomes innate to those who learn the Gift. 
 

Gnaw (••••) 
The Garou may strengthen her jaws to the point that, given time, she can chew 

through just about anything. In addition, her jaws do more damage in combat. This 
Gift is taught by a Wolf-spirit. 

 
Cost: 1 Willpower 
Dice Pool: Stamina + Size + Glory 
Action: Reflexive 
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System: The length of time it takes to gnaw through something is up to the 

Storyteller. When employing this power in combat, the Garou's bite does an extra 
one-die of damage. 

 

Song of the Great Beast (•••••) 
The Garou must be in the deep wilderness to employ this Gift. If so, he can, by 

howling at the sky, call one of the Great Beasts - the ancient creatures that used to 
walk the Earth in ages past - to his aid. Examples of Beasts are the Sasquatch 
(Bigfoot), the Willawau (giant owl), the Yeti, the great Megalodon sharks that swam 
the seas eons ago, and other legendary creatures. Who knows - there are rumors of 
surviving dinosaurs in the deep CongoP This Gift is taught by a Nature-spirit. 

 
Cost: 1 Essence 
Dice Pool: Presence + Survival + Honor 
Action: Instant 
 
System: The more successes, the more positive the summoned Beast's 

disposition. 
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Auspice Gifts 
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Bard 
 

Level Name Dice Pool 

• Call of the Wyld Stamina + Empathy + Purity 

•• Call of the Wyrm Manipulation + Expression + Cunning vs. 
target's Resolve + Composure 

••• Song of Rage Manipulation + Persuasion + Glory vs. 
target's Resolve + Composure 

•••• Shadows by the Firelight Manipulation + Expression + Cunning vs. 
target's Resolve + Composure 

••••• Legend's Insight Presence + Occult + Primal Urge 

 

Call of the Wyld (•) 
The Garou can summon others by howling; Garou far beyond the range of hearing 

will sense the Call and may come to aid. This Gift can enhance the effect of any of 
the normal Garou howls (see Howls, pg37). This howl can also be sounded to 
summon specific Garou for a moot. Finally, Call of the Wyld is often used at the 
beginning of revels and other events, to invigorate the Garou. This Gift is taught by a 
Wolf- spirit. 

 
Cost: None 
Dice Pool: Stamina + Empathy + Purity 
Action: Instant 

 
System: The number of successes determines how far away the Call can be 

heard and how stirring it is to those who hear it. The actual effects are determined by 
the Storyteller, but they should be linked to the type of howl made and the intent of 
the Garou. Every two successes gives those at a revel extra dice to their Pools; 
Wyrm agents are distracted by the call and their first action suffers a penalty equal to 
the level of bonus received (see above); all Garou in the area do not hesitate to 
respond to the Garou's Call to Succor. 

 

Call of the Wyrm (••) 
This dangerous Gift actually attracts creatures of the Wyrm. This Gift is usually 

used to create an ambush or to flush prey from hiding. This Gift is taught by any 
spirit servant of Gaia. 

 
Cost: None 
Dice Pool: Manipulation + Expression + Cunning versus target's Resolve + 

Composure 
Action: Instant 
 
System: If the Wyrm creature loses the contest, it must come to the caller. 
 

Song of Rage (•••) 
This Gift unleashes the Beast in others, forcing Garou to transform into Crinos 

form, sending vampires into frenzy and turning humans into berserkers. This Gift is 
taught by a Wolverine- or Wolf-spirit. 
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Cost: None 
Dice Pool: Manipulation + Persuasion + Glory versus target's Resolve + 

Composure 
Action: Instant 
 
System: Each success drives the victim into a violent rage for one turn. 
 

Shadows by the Firelight (••••) 
The Garou creates interactive stories in which others take part, willingly or not. 

Usually this power is used at a moot when telling old stories, allowing those who take 
part in the story to enact the tales. However, this Gift can also be used on the 
unwilling, forcing them to participate in a story of the Garou's choosing. This Gift is 
taught by an Ancestor- spirit. 

 
Cost: 1+ Essence 
Dice Pool: Manipulation + Expression + Cunning versus target's Resolve + 

Composure 
Action: Extended 
 
System: When using this Gift on the unwilling, the Garou must spend one or more 

Essence and score at least three successes on a Manipulation + Expression + 
Cunning against the target's Resolve + Composure. If successful, the _player_ may 
tell a story and force the victim to perform exactly as the story's character does. This 
effect lasts one turn per Essence point spent. 

 

Legend's Insight (•••••) 
While any Garou with a spiritual connection to her ancestor-spirits may borrow an 

ancestor’s wisdom from time to time, the Galliards have, unsurprisingly, perfected 
the process. The character may call upon her illustrious predecessors for skill or 
knowledge and become, for a moment, the best she can possibly be. An ancestor-
spirit teaches this Gift. 

 
Cost: None. 
Dice Pool: Presence + Occult + Primal Urge 
Action: Instant 
 
System: For each success, the player may boost a Skill to five dots, or a Skill 

already at that level to six dots. Normally, "modern" Skills such as Computers, Drive, 
and even Firearms are disallowed, but this is left to the Storyteller’s discretion. The 
player should specify what Skills that ancestor is likely to grant her; these choices 
should remain consistent through subsequent uses of this Gift (that is, the same 
ancestor probably shouldn’t be granting Brawl, Weaponry, and Athletics one session 
and then Occult, Enigmas and Politics the next). 
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Counselor 
 

Level Name Dice Pool 

• Scent of the True Form Wits + Survival + Wisdom (vs. target's 
Wits + Subterfuge - power stat*) 

•• Strength of Purpose Stamina + Occult + Wisdom - Primal-
Urge 

••• Wisdom of the Ancient Ways Harmony 

•••• Bonds That Tie Us None 

••••• Geas Manipulation + Persuasion + Honor 
vs. target's Resolve + Composure 

 

Scent of the True Form (•) 
This Gift allows the Garou to determine what a subject really is. This information is 

conveyed as an olfactory sensation - it is actually a scent of the target's true nature. 
This Gift is taught by any spirit servant of Gaia. 

 
Cost: None 
Dice Pool: Wits + Survival + Wisdom (contested by Wits + Subterfuge - power 

stat, if target is supernatural) 
Action: Instant 
 
System: The Garou can automatically tell when someone is a werewolf, but can 

can detect vampires and faeries on a successful Wits + Survival + Wisdom roll, 
contested by the target's Wits + Subterfuge - power stat. Even mages can be 
detected, but the roll to do so is done so with a -3 penalty. 

 

Strength of Purpose (••) 
Some Garou feel so strongly about their place in the pack, the tribe and the world 

that they can draw on this resolve in times of need. The Garou can pull new resolve 
from his deepest reserves. This Gift is taught by a Wolf-spirit. 

 
Cost: None 
Dice Pool: Stamina + Occult + Wisdom - Primal-Urge 
Action: Instant 

 
System: For every two successes, she recovers one point of Willpower up to her 

maximum. 
 

Wisdom of the Ancient Ways (•••) 
All Garou have an innate connection to their ancestors, a form of racial 

unconscious accessible through intense meditation. The Garou, by tapping into 
these deep memories, can remember ancient facts and lore. This Gift is taught by a 
Garou Ancestor-spirit. 

 
Cost: None 
Dice Pool: Harmony 
Action: Instant 
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System: The Garou must meditate for a short time, concentrating on the past. If 
the roll is successful, the Garou taps into the ancestral memories, remembering 
ancient facts and lore. The more successes achieved, the more information the 
Garou gleans from the ancestral memories. 

 

Bonds That Tie Us (••••) 
The Philodox is mediator and judge, but is also investigator. The Gift assists a 

Philodox with such matters by revealing any emotions and opinions that exist 
between two people. Many Garou detest this Gift, since it is indiscriminate, revealing 
any emotion that may exist. It is taught by an Ant spirit. 

 
Cost: 1 Essence 
Dice Pool: No roll is required. 
Action: Instant 
 
System: The player spends one Essence as the Philodox taps deep into his own 

wellspring of emotion, connecting those emotions to those of his target. After this, 
the Philodox whispers the name of a person with whom the target has a relationship, 
and the Philodox will immediately feel every emotion toward that person that the 
target has. These emotions aren't real (at least to the Philodox), but they certainly 
feel it, and it is wise to avoid the person to whom those emotions are directed for as 
long as the effect lasts (one scene). A Garou or other supernatural that does not 
wish to cooperate with the Gift may roll their Resolve + Composure - Garou's Primal 
Urge, with success preventing the use of the Gift. 

 

Geas (•••••) 
A Geas causes others to do a Garou's bidding, though the Geas-layer cannot 

make the targets act contrary to their basic instincts. Thus, she could send a group 
on a quest, but could not make its members attack and try to kill each other - unless 
they were psychotics or werewolves. This Gift is taught by an Incarna avatar. 

 
Cost: 1 Essence 
Dice Pool: Manipulation + Persuasion + Honor versus target's Resolve + 

Composure 
Action: Instant 
 
System: In the case of a group, the roll is contested by the member with the 

highest Resolve + Composure total. 
 

Crescent Moon 
 

Level Name Dice Pool 

• Mother's Touch Intelligence + Medicine + Purity - target's power 
stat 

•• Name the Spirit Wits + Occult + Wisdom 

••• Castigate Presence + Intimidation + Honor 

•••• Grasp the Beyond Harmony (vs. Resolve + Composure*) 

••••• Feral Lobotomy Wits + Empathy + Glory vs. target's Resolve + 
Composure 

 



 

46 

 

Mother's Touch (•) 
The Garou is able to heal the wounds of others, aggravated or otherwise, simply 

by laying hands over the afflicted area. The Garou may not heal herself with the Gift. 
This Gift is taught by a Unicorn-spirit. 

 
Cost: 1-2 Essence 
Dice Pool: Intelligence + Medicine + Purity - target's power stat 
Action: Instant 
 
System: The Garou spends one Essence point and rolls Intelligence + Medicine + 

Purity - target's power stat, if available. Each success heals one Health Level. Even 
battle scars may be cured in this manner, but this must be done in the same scene 
the scar was obtained and requires the expenditure of an additional Essence point 
during the initial roll. There is no limit to how many times this may be used on a 
person, but each use requires Essence. 

 

Name the Spirit (••) 
The Garou is able to detect the type of approximate Attribute levels (Power, 

Finesse, Resistance, Essence, etc.) of a spirit, as well as the spirit's rank and 
"name." This Gift is taught by a spirit servant of the Uktena totem. 

 
Cost: 1 Willpower 
Dice Pool: Wits + Occult + Wisdom 
Action: Instant 

 
System: The number of successes determines the amount of information gained: 

the more successes, the more information. A dramatic failure may reveal blatantly 
untrue or disastrous information. 

 

Castigate (•••) 
The Theurge calls upon the spirits to revoke their favor from another Garou; she 

must verbally state the target’s offenses against the spirit worlds, and the target must 
be present; if successful, the target loses both Renown and spiritual Gifts. A hyena-
spirit teaches this Gift. 

 
Cost: 1 Essence 
Dice Pool: Presence + Intimidation + Honor 
Action: Instant 
 
System: The player spends a point of Essence and rolls Presence + Intimidation 

+ Honor against the target’s soul stat. The target loses access to one Gift of the 
Theurge player’s choice for the remainder of the story, of a maximum level equal to 
the successes rolled. In addition, for every 3 successes, the target to loses one point 
of Renown for good. 

 

Grasp the Beyond (••••) 
The Garou may take things to and from the Umbra without having to Dedicate 

them to herself. This includes humans and animals, both willing and unwilling. Garou 
often use this power to take loyal Kinfolk with them on Umbral quests or to heal 
injured Kinfolk - both body and soul - in mystic Glens. 
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Cost: 1-3 Willpower 
Dice Pool: Harmony (contested by Resolve + Composure, if the target is 

unwilling) 
Action: Instant 
 
System: The Garou must grasp the object or person he wishes to take to the spirit 

world. He must then spend a number of Willpower points: one for small items, two for 
larger items (swords, etc) and three for huge items (including people). He makes the 
usual Harmony roll to pierce the Gauntlet and step sideways; if successful, both he 
and the desired object or person pass into the Umbra. An unwilling target may resist 
with a Resolve + Composure roll. A Garou attempting to abduct an unwilling victim 
must achieve at least three successes on his Harmony roll. Any person taken to the 
Umbra, unless she has the ability to step sideways, must rely on the Garou to 
escape, or else find an area with a very thin Gauntlet, such as a caern. The Gauntlet 
rating must be 3 or lower for a victim to exit of his own accord. If he does exit, he 
may not reenter the Umbra, no matter what the Gauntlet rating. 

 

Feral Lobotomy (•••••) 
With but a thought, the Garou can devolve an opponent's mind to that of an 

animal, effectively destroying his intelligence. This Gift is taught by a spirit servant of 
the Griffin totem. 

 
Cost: 2+ Essence 
Dice Pool: Wits + Empathy + Glory versus target's Resolve + Composure 
Action: Instant 
 
System: If successful, the Garou can permanently destroy a target's Intelligence 

Attribute. Two Gnosis points must be spent for each point of Intelligence destroyed, 
and the Garou cannot destroy more points than he rolls successes. Additionally, the 
target begins acting more animalistic with each point removed. 

 

Full Moon 
 

Level Name Dice Pool 

• Falling Touch Dexterity + Medicine + Cunning vs. target's 
Stamina + Athletics 

•• True Fear Strength + Intimidation + Glory vs. target's Resolve 
+ Composure 

••• Heart of Fury Resolve + Composure - Primal Urge 

•••• Combat Healing None 

••••• Shared Strength None 

 

Falling Touch (•) 
This Gift allows the Garou to send her foe sprawling with just a touch. The Gift is 

taught by any aerial spirit. 
 
Cost: None 
Dice Pool: Dexterity + Medicine + Cunning versus target's Stamina + Athletics 
Action: Reflexive 
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True Fear (••) 
The Ahroun can display the true extent of her power, scaring one chosen foe into 

quiescence for a number of turns. This Gift is taught by a spirit associated with fear. 
 
Cost: None 
Dice Pool: Strength + Intimidation + Glory versus target's Resolve + Composure 
Action: Instant 

 
System: Each success she achieves cows the enemy for one turn; the victim 

cannot attack. He may defend himself and otherwise act normally, although given 
the chance he will probably flee. 

 

Heart of Fury (•••) 
The Garou can steel himself against anger, suppressing his rage and containing a 

mental dam against the explosive frenzies of his race. This anger will eventually 
catch up with him, so he must vent it before it breaks free in frenzy. This Gift is 
taught by a Lion or Wolf spirit. 

 
Cost: None 
Dice Pool: Resolve + Composure - Primal Urge 
Action: Reflexive 
 
System: Every two successes add one to the Garou's frenzy rolls for the scene, 

making it harder to frenzy. After that scene, however, past slights and injuries are 
remembered, refilling the Garou's heart and soul; he must spend one Willpower point 
or immediately make a frenzy check at regular difficulty. 

 

Combat Healing (••••) 
The Ahroun are famous for their ability to fight - it's their purpose in life. This Gift 

allows a Garou to heal wounds during combat without hesitation or even a moment's 
pause. Wolverine spirits teach this Gift, although they usually have to be bested in 
combat first. 

 
Cost: 2 Essence 
Dice Pool: No roll is required. 
Action: Instant 

 
System: The player spends two Rage points to activate this Gift. The Garou now 

heals one lethal damage, or two bashing damage, every round for the rest of the 
combat. 

 

Shared Strength (•••••) 
No matter how strong you are, you can't be everywhere. Sooner or later, if you live 

long enough, every Ahroun will experience the heartbreak of seeing a packmate die 
in combat, and knowing that they simply couldn't be there to help. Elders have seen 
this more than any, so it is not unusual that they would learn a Gift like this. This Gift 
allows an Ahroun to donate his capacities to one of his packmates for a single turn, 
imbuing them with their strength, speed and skill. However, they pay a high price for 
this help, losing their own strength for the same amount of time. This Gift is taught by 
a wolf spirit. 
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Cost: 2 Essence 
Dice Pool: None 
Action: Instant 

 
System: The player states a period of time for the Gift to remain active. This could 

be "the next turn", "an hour", "the rest of the scene" or even "until the day I die". If the 
Ahroun dies, the Gift ceases to work immediately, so "until the Final Battle" won't 
work unless you survive to see it. 

For that amount of time, one Garou of the Ahroun's choice and within their line of 
sight immediately is treated as possessing the Ahroun's Physical Attributes, Brawl 
and Weaponry skills, and Defense (if the target has higher abilities, they retain their 
own high scores). However, the Ahroun is treated as having a mere one dot in all 
Physical attributes, in all forms, as long as the Gift is active, no dots in Brawl or 
Melee, and 1 Defense. The target and Ahroun cannot spend experience points to 
raise any of the shared Traits until the Gift ends. 

 

Gibbous Moon 
 

Level Name Dice Pool 

• Beast Speech Presence + Animal Ken + Purity 

•• Distractions Wits + Expression + Cunning vs. target's 
Resolve + Composure 

••• Eyes of the Cobra Presence + Enigmas + Cunning vs. target's 
Resolve + Composure 

•••• View the Battlefield Wits + Composure + Glory 

••••• Head Games Manipulation + Empathy + Cunning vs. target's 
Resolve + Composure 

 

Beast Speech (•) 
The Garou may speak to animals, from pigeons in the park to beavers at their dam 

or fish in the sea. This does not change their basic reactions - a hungry tiger is still 
hungry and may well attack. This Gift is taught by a Nature-spirit. 

 
Cost: None 
Dice Pool: Presence + Animal Ken + Purity 
Action: Reflexive 
 
System: This roll must be made for each type of animal and for each encounter. 
 

Distractions (••) 
The Garou can make annoying yips, yelps and howls to divert the attentions of his 

target. This Gift is taught by a Coyote-spirit. 
 
Cost: None 
Dice Pool: Wits + Expression + Cunning versus target's Resolve + Composure 
Action: Instant 
 
System: Each success subtracts one from the target's Dice Pool next turn. 
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Eyes of the Cobra (•••) 
With but a look, the Garou can attract anyone to his side. This Gift is taught by a 

Snake-spirit. 
 
Cost: None 
Dice Pool: Presence + Enigmas + Cunning versus target's Resolve + Composure 
Action: Reflexive 

 
System: The Garou needs three successes to bring the target to his side; fewer at 

least start the victim moving in the right direction. 
 

View the Battlefield (••••) 
Moon Dancers are renowned for their ability to be everywhere at once during a 

fight. Some onlookers say that Galliards have a sort of innate sense of where they 
need to be during a fight, either to witness a blood feud consummated or simply to 
help an overwhelmed packmate. This Gift is part of the reason for these tales, and 
allows the Galliard to see the entire battlefield in her mind’s eye. A hawk-spirit 
teaches this Gift. 

 
Cost: 1 Essence 
Dice Pool: Wits + Composure + Glory 
Action: Instant 
 
System: The resistance varies based on the size of the battlefield. One large 

room would have a resistance of -1 (if any), while a football field would be -3 and an 
entire forest would be -5. If the roll succeeds, the character can see the entire 
battlefield as if from above (and can look through ceilings and the like to view the 
combatants below). This makes ambushing the character nearly impossible, and 
allows her to know if any of her allies are in immediate danger. Even if the 
character’s sight is somehow blocked (through use of the Darkness Gift: Shroud, for 
example) she still instinctively knows the exact location of her packmates. This Gift 
lasts for one turn per success on the initial roll. 

 

Head Games (•••••) 
Other werewolves always accuse Galliards of being manipulative and playing with 

their emotions, but those Garou with the Gift of Head Games do it like nobody else. 
The Galliard can change and control the emotions of those to whom she speaks. 
She could cause someone to fall in love with her (this won't last, and the victim's love 
may turn into justified resentment) or cause another to befriend her (again, this won't 
last, but a genuine friendship could still develop). This Gift is taught by a Coyote-
spirit. 
 
Cost: None 
Dice Pool: Manipulation + Empathy + Cunning versus target's Resolve + 

Composure 
Action: Instant 
 
System: Success allows the Garou to steer the emotions of any one individual. 

The more successes, the more quickly the emotions manifest and the more strongly 
they are felt. The Storyteller should give the Galliard extra dice for roleplaying this 
Gift especially well. 
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Half Moon 
 

Level Name Dice Pool 

• Resist Pain None 

•• King of the Beasts Presence + Animal Ken + Glory 

••• Roll Over Resolve + Composure vs. target's Resolve + 
Composure 

•••• Scent of Beyond Wits + Enigmas + Wisdom 

••••• Soul's Guilt Wits + Empathy + Wisdom 

 

Resist Pain (•) 
Through force of will, the Garou is able to ignore the pain of his wounds and 

continue acting normally. This Gift is taught by a Bear-spirit. 
 
Cost: 1 Willpower 
Dice Pool: No roll is required. 
Action: Reflexive 
 
System: The Garou, with success, may ignore all wound penalties for the duration 

of the scene. 
 

King of the Beasts (••) 
Specific animals, generally ones with which the Garou regularly associates, follow 

his commands willingly and unconditionally. They understand him and want to help. 
The Gift is taught by a Lion- or Falcon-spirit. 

 
Cost: None 
Dice Pool: Presence + Animal Ken + Glory 
Action: Instant 
 
System: The target must be within 100 feet, and the Garou rolls Charisma + 

Animal Ken + Glory, with a resistance based on his relationship with the animal (see 
below). This power only works on one animal at a time, and it does not attract 
animals to the Garou's vicinity. 

 
Relationship Resistance 
A sibling -1 
Feed (on occasion) -2 
Care for -3 
Stranger -4 
Hostile -5 

 

Roll Over (•••) 
The Garou has such a commanding presence that those encountered readily 

submit to her. Should she succeed in a test of wills, she dominates her foe, causing 
humans to fall to their knees, wolves to roll on their backs, etc. This Gift is taught by 
a Lion- or Wolf-spirit. 
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Cost: None 
Dice Pool: Resolve + Composure versus target's Resolve + Composure 
Action: Instant 

 
System: The Garou must score at least three successes more than the opponent 

on a contest Resolve + Composure roll. 
 

Scent of Beyond (••••) 
The Garou can bring all his senses to bear on one spot (even an Umbral site) with 

which he is familiar, no matter how far away that spot is. The Garou sense the site 
from a point of view as if he were standing in the middle of the area being scanned. 
This Gift is taught by a Bird-spirit. 

 
Cost: None 
Dice Pool: Wits + Enigmas + Wisdom 
Action: Instant 
 
System: Three or more successes are required if the spot is in the Umbra, and 

may require a successful Harmony roll, at Storyteller discretion. 
 

Soul's Guilt (•••••) 
This powerful but very temperamental Gift allows the weight of guilt which rests on 

the heart to emerge to the surface. The effect varies but usually appears as 
shadowing across the subject’s features; the shadows deepen as the guilt grows 
(other effects include “howls of demons,” the sound of winter winds or even ominous 
background music). Note that, while useful, it has some severe limitations, for it 
registers only what troubles the individual. To a saintly old lady, a white lie may give 
her nightmares and deeply shade her soul, while a vigilante may sleep the sleep of 
the just and go undetected by this Gift. Soul’s Guilt is taught by one of Falcon’s 
brood, or any spirit associated with Justice. 

 
Cost: None. 
Dice Pool: Wits + Empathy + Wisdom 
Action: Instant 
 
System: The Garou must look at (or in some cases, listen to or smell) the target 

and concentrate for one full turn. The player rolls Wits + Empathy + Wisdom; the 
number of successes indicate the clarity of the Garou’s impression. 

 

Mediator 
 

Level Name Dice Pool 

• Truth of Gaia Intelligence + Empathy + Honor vs. target's 
Manipulation + Subterfuge 

•• Call to Duty Presence + Persuasion + Honor vs. spirit's 
Resistance 

••• Weak Arm Wits + Brawl + Cunning 

•••• Reality's Path Wits + Enigmas + Wisdom 

••••• Wall of Granite None 
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Truth of Gaia (•) 
Philodox, as judges of the Litany, have the ability to sense whether others have 

spoken truth or falsehood. This Gift is taught by a Falcon Gaffling. 
 
Cost: None 
Dice Pool: Intelligence + Empathy + Honor versus target's Manipulation + 

Subterfuge 
Action: Reflexive 
 
System: This Gift reveals only whether the target speaks the truth or lies. 
 

Call to Duty (••) 
The Garou can summon spirits if she knows their names, and may give them one 

command. Only one command may be given; after it is carried out, the spirits will 
depart. Spirit names can be discovered either through personal acquaintance or the 
Gift: Name the Spirit (Lupus and Theurge). This Gift is taught by an Incarna avatar. 

 
Cost: 1 Essence (conditional) 
Dice Pool: Presence + Persuasion + Honor versus spirit's Resistance 
Action: Instant 
 
System: If the Garou spends a Gnosis point, she can summon all spirits within 

one mile to protect or assist her, even if she does not know their names. 
 

Weak Arm (•••) 
Philodox are more attuned to others than are most Garou. Accordingly, they can 

use this perceptiveness against their foes. Merely watching an opponent's fighting 
style lets the Garou determine its strengths and weaknesses. This Gift is taught by a 
Snake- or Wind-spirit. 

 
Cost: None 
Dice Pool: Wits + Brawl + Cunning 
Action: Instant 
 
System: A number of bonus dice equal to her successes may be divided between 

(or among) her attack and damage rolls. This Gift can be only be used against a 
given foe once per scene, and the benefits are lost at the end of the scene. The 
Garou must concentrate for a full turn to use this Gift. 

 

Reality's Path (••••) 
Perception is subjective, but the Philodox cannot afford that luxury. This Gift 

allows the user to sense whether what the subject believes to be true is actually 
false. A Jaggling of Falcon teaches the Gift. 

 
Cost: None. 
Dice Pool: Wits + Enigmas + Wisdom 
Action: Reflexive 
 
System: A single success determines if the subject is telling an unintended 

untruth. Three successes will discover if the subject was deliberately misled. Five 
successes or more will reveal the truth of the lie at its simplest level (it might tell who 
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perpetrated the crime, but not why or who the perp was working for). Note that this 
Gift only works when a subject speaks what he truly believes; packmates can’t go on 
"fishing expeditions" by throwing out names to determine who really committed a 
deed, for example. 

Reality’s Path deals with knowable facts ("She never intended to return", "despite 
his boast, your brother didn’t kill the Bane single-handed"), not greater spiritual 
truths. 

 

Wall of Granite (•••••) 
Philodox have a stronger relationship with the elementals of the earth than do 

other Garou, for just as the earth upholds those upon it, the Philodox uphold their 
people's ways. While in contact with earth or rock, the Philodox can invoke a wall to 
protect himself. This wall will move with the Garou, defending him from all angles. 
This Gift is taught by earth elementals. 

 
Cost: 1 Essence 
Dice Pool: No roll is necessary. 
Action: Instant 
 
System: The Garou spends one Gnosis point. The wall's dimensions are three 

yards height, two yards long and one yard thick; it can has an Armor rating of 10/10, 
and 10 Health Levels must inflicted to penetrate it at any point. The wall lasts for one 
scene or until released into the earth by the Garou. 

 

New Moon 
 

Level Name Dice Pool 

• Open Seal Harmony 

•• Sense of the Prey Wits + Investigation + Wisdom vs. target's Wits 
+ Stealth/Finesse + Resistance* 

••• Open Moon Bridge None 

•••• Luna's Blessing None 

••••• Turn the Moon Manipulation + Survival + Wisdom - target's 
Primal Urge 

 

Open Seal (•) 
With this Gift the Garou can open nearly any sort of closed or locked device. This 

Gift is taught by a Raccoon-spirit. 
 
Cost: None 
Dice Pool: Harmony 
Action: Instant 
 
System: A resistance is applied to the roll based on the local Gauntlet rating. 
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Gauntlet Rating Resistance 
1-2 -1 
3-4 -2 
5-6 -3 
7-8 -4 
9-10 -5 

 

Sense of the Prey (••) 
The character, if he knows anything about his prey, can track it down as rapidly as 

he can travel. This unerring sense of direction operates anywhere, and is used to 
track spirits through the Umbra as well as to find beings on Earth. This Gift is taught 
by a Wolf- or Dog-spirit. 

 
Cost: None 
Dice Pool: Wits + Investigation + Wisdom versus target's Wits + Stealth or 

Finesse + Resistance (conditional, see below) 
Action: Instant 
 
System: No roll is required unless the target is actively hiding, in which case a 

Perception + Enigmas roll is made against a difficulty of the target's Wits + Stealth. If 
the target is a spirit, the roll is made against the spirit's Finesse + Resistance. 
 

Open Moon Bridge (•••) 
The Garou has the ability to open a Moon Bridge, with or without the permission of 

the totem of that caern. This Gift is taught by a Lune. 
 
Cost: 1 Essence 
Dice Pool: No roll is necessary. 
Action: Reflexive 
 
System: The Garou spends one Gnosis point. See the Rite of the Opened Bridge 

(pg. 141) for more information on opening Moon Bridges. The maximum distance 
that can thereby be covered is 1,000 miles. 

 

Luna's Blessing (••••) 
When the moon is visible in the night sky, silver refuse to cause the Garou 

aggravated wounds. Indeed, if the moon waxes full, silver weapons may well turn on 
those who would wield them against the character. This Gift is taught by a Lune. 

 
Cost: None 
Dice Pool: No roll is necessary. 
Action: Reflexive 
 
System: For each strike against the Garou, the wielder of the weapon must roll 

three extra dice on the attack; these dice are read only to check for botches. The 
Garou can soak and regenerate silver as if it were normal damage, but only when 
the moon is visible. Thus, the Garou is still vulnerable during a new moon. 
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Turn the Moon (•••••) 
This Gift essentially makes a werewolf "walk a mile in someone else’s shoes." For 

a short period of time, the New Moon can change the auspice of another werewolf to 
whatever she deems appropriate. Any spirit of Luna can teach this Gift. 

 
Cost: 1 Willpower 
Dice Pool: Manipulation + Survival + Wisdom - target's Primal Urge rating 
Action: Instant 
 
System: For each success, the target must spend a day in his new auspice. The 

Ragabash can end the effects earlier, if she so chooses. The target loses access to 
specific auspice Gifts and suddenly finds his thinking influenced by the duties of the 
new auspice. For example, if the Ragabash changes an Ahroun into a Philodox, he’ll 
start trying to lead by example, feel an urge to settle disputes and try to bring things 
around him into balance (an opportunity for some fun and creative roleplaying). The 
New Moons of rank use this Gift to teach a lesson to those taking the duties of their 
auspice too much to heart, and it can be quite effective at showing them a different 
perspective. 

 

Protector 
 

Level Name Dice Pool 

• Inspiration None 

•• Sense Silver Wits + Survival + Wisdom 

••• Purity of Spirit None 

•••• Clenched Jaw None 

••••• Strength of Will Presence + Persuasion + Wisdom 

 

Inspiration (•) 
Other werewolves look to the Ahroun for leadership in combat. The Gift of 

Inspiration is one reason. The Garou with this Gift lends new resolve and righteous 
anger to his brethren. This Gift is taught by a Lion or Wolf spirit. 

 
Cost: 1 Essence 
Dice Pool: No roll is necessary. 
Action: Instant 
 
System: Comrades automatically receive one success on any Willpower rolls 

made during the scene. Note that this Gift does not affect its possessor, only allies 
within ear-shot of the Ahroun using this Gift. 
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Sense Silver (••) 
Ahroun are the Garou least concerned by humans, but even the greatest can be 

brought low by silver weapons. Thus, the Ahroun have learned to sense when they 
need to be more cautious. This Gift is taught by a Lune. 

 
Cost: None 
Dice Pool: Wits + Survival + Wisdom 
Action: Reflexive 
 
System: If successful, she can detect the presence of silver. Three successes 

allow her to pinpoint the silver's location. 
 

Purity of Spirit (•••) 
Many Galliards relate stories describing the werewolves’ weakness to silver as a 

kind of chiminage - the price Luna extracts from her children for the gift of Rage. 
Using this Gift, the werewolf can, at great cost, briefly shield himself against silver’s 
damaging power with his own spiritual energies. A Lune teaches this Gift. 

 
Cost: 1+ Essence 
Dice Pool: No roll is required. 
Action: Reflexive 
 
System: The number of Essence that the Garou spends gives that level of Armor 

against Silver only; if three Essence is spent, the Armor versus Silver is has a 3/3 
rating. The effect lasts for a number of turns equal to the Essence spent, not 
including the remainder of the turn in which it was activated. 

Note: This Gift cannot be activated at the same time as Luna’s Armor; whichever 
is activated last cancels the prior Gift. 

 

Clenched Jaw (••••) 
The Garou's jaw can become a grip of steel, clamping down on a foe and not 

releasing it until the Garou chooses. This Gift is taught by a Wolf spirit. 
 
Cost: 1 Essence 
Dice Pool: No roll is necessary. 
Action: Reflexive 

 
System: After making a successful bite attack, the Garou makes her grip 

unbreakable. While foes can make a typical resisted Strength + Brawl roll to break 
the grip, the Garou gains an automatic success per point of Strength to the 
contested Strength + Brawl roll to maintain the grapple. 

 

Strength of Will (•••••) 
Garou would follow an Ahroun with Strength of Will to the gates of Hell itself if that 

were what it took. Werewolves with this Gift inspire their comrades with their own 
force of will. This Gift is taught by an avatar of Wolf. 

 
Cost: 1 Willpower 
Dice Pool: Presence + Persuasion + Wisdom 
Action: Instant 
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System: Each success imbues a point of Willpower upon all the Garou's allies 
within 100 feet; this extra Willpower lasts for the rest of the scene. These points are 
used like any other. They can raise the ally's Willpower above its maximum or even 
above 10. This Gift may be used only once per scene. 

 

Sage 
 

Level Name Dice Pool 

• Mindspeak Manipulation + Expression + Wisdom (vs. target's 
Resolve + Composure*) 

•• Dreamspeak Wits + Empathy + Honor 

••• Book of Years Wits + Enigmas + Honor 

•••• Bridge Walker None 

••••• Fabric of the Mind Intelligence + Expression + Honor 

 

Mindspeak (•) 
Through the creation of waking dreams, the Garou can place any chosen 

characters into silent communion. This Gift is taught by a Chimerling. 
 
Cost: 1+ Willpower 
Dice Pool: Manipulation + Expression + Wisdom versus victim's Resolve + 

Composure 
Action: Instant 

 
System: The Garou spends one Willpower point per sentient being chosen, and, if 

the being is unwilling, makes a Manipulation + Expression + Wisdom roll against the 
victim's Resolve + Composure. All those included in the dream may interact normally 
through the Mindspeak, though they can inflict no damage through it. Their real 
bodies can still act, though all Dice Pools are reduced by two. The Mindspeak ends 
when all the participants want it to, or on the turn the Galliard fails the roll against an 
unwilling member. The beings affected must be within line of sight. 

 

Dreamspeak (••) 
The Garou enters another's dream and can thereby affect the course of that 

dream. The Garou does not have to be anywhere near the target, but must know or 
have seen the dreamer. This Gift is taught by a Chimerling. 

 
Cost: None 
Dice Pool: Wits + Empathy + Honor 
Action: Instant 
 
System: Each success allows for a minute (real time) of dreaming, in which the 

Garou can ask or manipulate the environment however he wishes; extreme 
alterations or alien environments may allow the dreamer to make a Resolve + 
Composure roll, with success causing the dreamer to awaken. If the dreamer 
awakens while the Garou is still within the dream, the Garou is thrown out of the 
dream world and loses an Essence. If the dreamer awakens abruptly, there may be 
additional punishments, at Storyteller discretion. While asleep and in a dream speak, 
the Garou who entered the dream will also suffer the damage that the dreamer's 
body suffers while asleep. 
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Book of Years (•••) 
The Galliard taps into a floodgate of knowledge from her ancestors. While the 

amount of information thus received is overwhelming, the Garou, if she keeps her 
head about her, can find information on nearly any topic. An ancestor-spirit teaches 
this Gift, although certain reptilian spirits have been known to impart it as well. 

 
Cost: None. 
Dice Pool: Wits + Enigmas + Honor 
Action: Extended 
 
System: If successful, the character falls into a trance and is immediately 

immersed in a deluge of memories stretching back to the dawn of time. This flood 
continues until the character terminates the Gift, and the memories get older the 
longer she remains in the trance. For every hour the character remains under the 
Gift’s influence, the memories stretch back roughly five centuries. For each hour that 
the character remains in the trance, however, the player must roll Resolve + 
Composure to keep the character grounded in her own time; each successive roll 
requires one additional success. If the roll fails, the character must either 
immediately terminate the trance or lose a point of temporary Willpower as the 
memories threaten to consume her. If the roll botches, her body disappears and 
reappears somewhere in the Umbra; the Legendary Realm and the Battleground are 
both popular choices. 

While the character cannot hope to remember all or even most of the information 
she sees, she can attempt to search for specific moments in history. The result is a 
sort of vision quest; the Storyteller may choose to simply describe what the character 
sees or might lead the character on a quest through the memories of the Garou until 
she finds the information she needs. 

 

Bridge Walker (••••) 
The Galliard has the ability to create minor Moon Bridges through which she alone 

can travel. The Garou travels between the ends of this Moon Bridge in one percent 
of the time it would take to travel that distance normally, allowing her to disappear 
from in front of a foe and reappear instantly behind it. Note that these Moon Bridges 
are not protected by Lunes and occasionally attract the interest of spirit creatures; 
these beings have been known to follow the Garou into the physical world. This Gift 
is taught by a Lune. 

 
Cost: 1 Essence 
Dice Pool: No roll is necessary. 
Action: Reflexive 

 
System: The Moon Bridge lasts for only one passage unless the Garou spends a 

Willpower dot during its creation, in which case it lasts until the next full moon. The 
maximum distance that can be traversed by the Bridge is the Garou's Harmony in 
miles. 

 

Fabric of the Mind (•••••) 
Garou with this Gift can bring their imaginations to life, creating a Dream Being 

from the fabric of their thoughts. This Gift is taught by a Chimerling. 
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Cost: 1+ Essence 
Dice Pool: Intelligence + Expression + Honor 
Action: Extended 

 
System: She can create any form of life she can imagine, assigning one point to 

Attributes or Skills for each success gained on the roll. The Garou can take as long 
as she wants to form the creature, accumulating successes from turn to turn, but 
once she stops, the Dream Being takes form and requires the Garou to spend 
Essence to keep it manifested. The cost is one point per scene if the Dream Being 
remains relatively inactive (such as cleaning the Garou's home or sitting as a 
gargoyle on the roof), or one point per turn if the Being engages in combat. Botched 
rolls manifest an uncontrolled (and often hostile) Dream Being; these cost no 
Essence but will stay as long as they desire. 

 

Seer 
 

Level Name Dice Pool 

• Sense Wyrm Wits + Occult + Purity 

•• Sight from Beyond None 

••• Pulse of the Invisible Harmony* 

•••• Prophecy None 

••••• Healing the Soul None 

 

Sense Wyrm (•) 
The Garou can sense manifestations of the Wyrm in the nearby area. This Gift 

involves a mystical sense, not a visual or olfactory image, although Garou using this 
Gift are likely to say, "This place stinks of the Wyrm." This power requires active 
concentration. This Gift is taught by any spirit servant of Gaia. 

 
Cost: None 
Dice Pool: Wits + Occult + Purity 
Action: Instant 
 
System: The resistance penalty for this Gift is based on the concentration and 

strength of the Wyrm's influence (sensing a single formor in a room would have a 
difficulty of -5, while sensing the Wyrm's presence while at the edge of a hive's 
territory is -1, if any). Vampires can be sensed using this Gift, but only those with a 
Humanity rating lower than 5. 

 

Sight from Beyond (••) 
When danger stalks the Garou, or momentous events are in the offing, visions 

being striking the Garou without warning. Her dreams are haunted by images of the 
Cainite elder stalking her; she begins seeing symbols of the Wyrm wherever she 
looks; the sky itself opens to show her images of the glorious battle to come. This 
Gift is taught by a Crow-spirit. 

 
Cost: None 
Dice Pool: No roll is necessary. 
Action: Reflexive 
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System: Interpreting these signs is best handled through roleplaying, but the 
Storyteller can require the Garou to roll Wits + Occult if appropriate. 

 

Pulse of the Invisible (•••) 
Spirits fill the world around the Garou, and none knows this better than the 

Theurge. Those Garou with Pulse of the Invisible remain constantly aware of all that 
spirits do around them and can interact with them at will. While most of what occurs 
is barely worth watching, the Garou will be aware of any dramatic changes. This Gift 
is taught by any spirit. 

 
Cost: None 
Dice Pool: Harmony (conditional) 
Action: Reflexive 
 
System: If the Garou's Harmony equals or exceeds the Gauntlet, he can 

automatically see into the Umbra. Otherwise, he must roll to pierce the Gauntlet, 
using Harmony. The number of successes is determined by the local Gauntlet. The 
effect lasts for an entire scene or until the character enters an area with a high 
Gauntlet. 

 

Prophecy (••••) 
This Gift offers the Theurge true insight into the future. Such visions are sporadic 

and sometimes enigmatic, but unless a specific effort is made to change what is 
ahead, they are always accurate. An owl-spirit teaches this Gift. 

 
Cost: None 
Dice Pool: No roll is necessary. 
Action: Extended 

 
System: This Gift is as much a story element as a power; the player should check 

with his Storyteller before buying it for a character. Regardless of whether it is 
possessed by a player character or not, visions come only at the Storyteller’s whim 
and contain whatever information he desires. The Storyteller should obviously avoid 
depicting player characters’ futures in such visions, to avoid turning them into a set 
piece. This Gift gives more detailed visions than the Gift: Sight From Beyond. 

 

Healing the Soul (•••••) 
Through a week-long ordeal of fasting, trance states and spirit communion, the 

Theurge is able to set the elements of the Triat into perfect balance within one 
individual’s soul. Obviously the subject to be healed must be willing, and the two 
individuals must remain in solitude (save for contact with spirits) for the duration. 
This Gift can cure insanity, ease emotional wounds, heal the effects of trauma and 
remove desensitization. If the spiritual injury was caused by ill conduct on the 
subject’s part, however, this Gift can only benefit them once: even the greatest 
empathy has little sympathy for those who willingly slide back into self-degradation 
after being helped out the first time. An avatar of Unicorn teaches this Gift. 

 
Cost: None 
Dice Pool: No roll is necessary. 
Action: Extended 
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System: The effects are largely character and story-based. This Gift alone cannot 
cure full-blown Harano, but it can certainly ameliorate the causes, preventing it 
before it takes hold completely. 

If the Storyteller has already embraced the complications of mechanical crossover 
in her Werewolf chronicle, she may elect to allow this Gift to restore one or two levels 
of Humanity, or subtract one or two levels of permanent Angst, once in a given 
vampire or wraith’s life. Of course, very few Garou elders would ever consider 
wasting Gaia’s blessings on a Leech, even a penitent one. 

Note: This Gift cannot be used to fully cure a Silver Fang or metis from their 
genetic derangement. 

 

Shaman 
 

Level Name Dice Pool 

• Spirit Speech None 

•• Command Spirit Presence + Persuasion + Glory vs. spirit's 
Power + Finesse 

••• Exorcism Manipulation + Intimidation + Cunning vs. 
spirit's Resistance or Wits + Subterfuge + 
Honor vs. binder's successes 

•••• Spirit Drain Harmony versus spirit's Resistance 

••••• The Malleable Spirit Harmony versus spirit's Resistance 

 

Spirit Speech (•) 
This Gift allows the Garou to communicate with encountered spirits. The Garou is 

thus able to address them whether they wish to be addressed or not. Of course, 
nothing (usually) prevents the spirit from leaving. This Gift can be taught by any 
spirit. 

 
Cost: None 
Dice Pool: No roll is necessary. 
Action: Reflexive 
 
System: Once learned, this Gift allows the Garou to understand the 

communication of spirits intuitively. Some spirits, such as Banes, may not always be 
understood. 

 

Command Spirit (••) 
The character can manipulate encountered spirits, giving simple commands and 

expecting their compliance. While she cannot summon spirits by name with this Gift, 
she can interact with those she meets. This Gift is taught by any Incarna avatar. 

 
Cost: 1 Willpower 
Dice Pool: Presence + Persuasion + Glory versus spirit's Power + Finesse 
Action: Instant 
 
System: Each successive command requires the expenditure of another 

Willpower point. Note that the Garou cannot command spirits to leave areas to which 
they have been bound; that requires the Shaman Gift: Exorcism. 
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Exorcism (•••) 
This is the Gift of ejecting spirits from places or objects, whether they are there 

voluntarily or are bound there. This Gift is taught by any Incarna avatar. 
 
Cost: None 
Dice Pool: If spirit does not wish to leave, the Garou makes a Manipulation + 

Intimidation + Cunning versus spirit's Resistance. If the spirit was bound in place, the 
Garou makes Wits + Subterfuge + Honor and gain more successes than the binder 
did when tying the spirit to its location. 
Action: Instant 
 

Spirit Drain (••••) 
The Garou may drain power from a spirit to feed his own resolve. This Gift is 

taught by a spirit servant of the Uktena totem. 
 
Cost: None 
Dice Pool: Harmony versus spirit's Resistance 
Action: Instant 
 
System: If the Garou succeeds while combating a spirit, the spirit loses one 

Essence point per success for the rest of the scene. For every point drained, the 
Garou gains an Essence point, which may exceed the maximum she can have per 
her Primal Urge; these additional Essence points are lost at the end of the scene. 

 

The Malleable Spirit (•••••) 
The Garou can change a spirit's form or purpose. This Gift is taught by a 

Chimerling. 
 
Cost: None 
Dice Pool: Harmony versus spirit's Resistance 
Action: Instant 
 
System: The resistance is based on what the Garou tries to accomplish (see 

below). 
 

Change Difficulty 

Characteristics 
(Attributes, Willpower, Essence, Corpus, etc.) 
(one point changed per success) 

-1 

Disposition 

(Friendly, Neutral, Hostile) 
(one level per success) 

-3 

Type 

(Naturae, Elemental, Bane, etc.) 
-5 

 
An additional roll must be made for each specific change; a Garou cannot change 

a spirit's Power and Disposition with the same roll. 
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Stealth 
 

Level Name Dice Pool 

• Blissful Ignorance Dexterity + Stealth + Cunning 

•• Blur of the Milky Eye Manipulation + Stealth + Cunning 

••• Impunity Presence + Subterfuge + Cunning versus 
target's Resolve + Composure 

•••• Weakest Link Wits + Enigmas + Wisdom 

••••• Blank Harmony (contested by Resolve + 
Composure, conditional) 

 

Blissful Ignorance (•) 
The Garou can become completely invisible to all sense, spirits or monitoring 

devices by remaining still. This Gift is taught by a Chameleon- spirit. 
 
Cost: None 
Dice Pool: Dexterity + Stealth + Cunning 
Action: Reflexive 
 
System: Each success subtracts one success from the Wits + 

Composure/Investigation rolls of those actively looking for the character. If no one is 
so doing, then one success indicates complete concealment. 

 

Blur of the Milky Eye (••) 
The Garou's form becomes a shimmering blur, allowing him to pass unnoticed 

among others. Once the Garou has been seen, however, this Gift is negated until the 
viewer has again been distracted. This Gift is taught by a Chameleon-spirit. 

 
Cost: None 
Dice Pool: Manipulation + Stealth + Cunning 
Action: Instant 

 
System: Each success adds a one-Die penalty to all Perception rolls made to 

detect him. 
 

Impunity (•••) 
One of the Ragabash’s jobs is to voice uncomfortable truths. Unfortunately, not all 

tolerate that role, and those who most need to hear the truth are often least willing to 
listen. No Moons must be quick on their feet to avoid a furious elder who’s been 
called on the carpet by a subordinate. With this Gift, the Garou may tell a respected 
leader he screwed up without becoming the dead messenger. The Gift is taught by a 
cat-spirit. 

 
Cost: None 
Dice Pool: Presence + Subterfuge + Cunning versus target's Resolve + 

Composure 
Action: Instant 
 
System: The Ragabash can avoid the worst repercussions of his statements. The 

target(s) must make a Resolve + Composure roll and make more than the successes 
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the Ragabash made on the initial roll to punish or attack the speaker for the rest of 
the scene. Each attempted user of this Gift in the span of a lunar month adds a -3 
penalty to the No Moon’s roll. Note that whatever the Ragabash says must be clearly 
and completely true from the user’s point of view – no prevarication or double 
entendres are possible. For example, "Your nephew broke the Litany" would work if 
said Garou ate a policeman, but not if he failed to respect a Black Spiral’s territory. 
(Though a simple opinion, such as "You’re being an idiot," is acceptable if heartfelt). 
The Storyteller is the final arbiter. If the Ragabash attempts to misuse this impressive 
Gift, not only will he not realize it didn’t work until after he speaks, but the spirits will 
make their displeasure evident. 

 

Weakest Link (••••) 
With this Gift, a New Moon can delve into the hearts and minds of a given pack. 

He can sense the fears and concerns of either friends or enemies to best help or 
harm them. Armed with this knowledge, the Ragabash can guide his own pack in 
attacking foes or use his own peculiar brand of wisdom to facilitate peace and 
healing. Any Weaver spirit can teach this Gift. 

 
Cost: 1 Willpower 
Dice Pool: Wits + Enigmas + Wisdom 
Action: Instant 
 
System: With each success above one, he can find out crucial information on two 

packmembers per success. For example, with two successes, he can target two 
packmembers; with three, he can learn about four packmembers. The Storyteller 
should word things in a descriptive way; she needn’t give specific rank or auspice, 
for example, but might point out who’s leading and who’s following. Moreover, this 
Gift can clue in a Ragabash on specific fears or phobia he can best use to his 
advantage. At the Storyteller’s discretion, he might also discern the ranking of pack 
members, who has the most Primal Urge, and possibly certain Merits or Flaws. 
Storytellers should be generous, as this is a rare and powerful Gift. 

 

Blank (•••••) 
"Consider it a bio-electrical blackout." That's how Pat O'Reidy described this Gift, 

and it remains the best description there is for it. For a short period, everyone in the 
room simply goes blank. They still stand upright (unless they were laying down to 
begin with, but eyes close, senses go dead, and nobody moves. Meanwhile, the 
Ragabash can move about without being seen, or can take actions they otherwise 
couldn't. Any actual attempt to harm someone will break the communcal trance, so 
slitting their throat while they remain unconscious won't work. But you could certainly 
pick someone up, put him in the trunk of a car,and take him elsewhere. A spirit of 
electricity or an electric eel spirit teaches this Gift. 

 
Cost: 3 Essence 
Dice Pool: Harmony (contested by Resolve + Composure, conditional) 
Action: Instant 
 
System: Each success "blanks" every person in a room for one turn. Supernatural 

creatures (including vampires, mages and imbued hunters) can make a contested 
Resolve + Composure roll. Every extra success the Ragabash gains over his target 
blanks the victim for one turn. 
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Trickster 
 

Level Name Dice Pool 

• Scent of Running Water None 

•• Taking the Forgotten Wits + Stealth + Cunning vs. target's 
Intelligence + Streetwise 

••• Gremlins Manipulation + Intimidation + Cunning 

•••• Whelp Body Harmony vs. target's Resolve + 
Composure 

••••• Thieving Talons of the 
Magpie 

Wits + Stealth + Cunning vs. target's 
Resolve + Composure 

 

Scent of Running Water (•) 
The Garou can completely mask her scent, making herself virtually impossible to 

track. This Gift is taught by a Fox-spirit. 
 
Cost: None. 
Dice Pool: No roll is necessary. 
Action: Reflexive. 

 
System: All rolls to track the Garou are done at a two-Die penalty. This Gift 

becomes an innate ability to the Garou who learns it. She need not expend any 
points or make any rolls. 

 

Taking the Forgotten (••) 
Not only is the Ragabash an accomplished thief, but those from whom she steals 

often never realize they have been robbed. If the character succeeds in stealing 
something, her victim will forget he ever possessed the stolen item. This Gift is 
taught by a Mouse-spirit. 

 
Cost: None 
Dice Pool: Wits + Stealth + Cunning versus target's Intelligence + Streetwise 
Action: Instant 
 
System: The Garou must score three successes on a Wits + Stealth + Cunning 

roll (difficulty of the victim's Intelligence + Streetwise). 
 

Gremlins (•••) 
The Garou can cause a technological device to malfunction merely by touching it. 

Use of this Gift actually intimidates the spirit that inhabits the device and causes it to 
function. If the Garou can sufficiently frighten the spirit, it will flee the device, causing 
it to malfunction permanently. This Gift is taught by a Gremlin, a type of Wyld spirit 
that enjoys breaking things. 

 
Cost: None 
Dice Pool: Manipulation + Intimidation + Cunning 
Action: Instant 
 
System: The more successes the Garou obtains, the more the device is 

damaged. Five successes permanently disable the device (the spirit has fled). Good 
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roleplaying might certainly warrant one to three additional dice at the discretion of the 
Storyteller, and there is a resistance penalty determined by the complexity of the 
device. 

 
Device Resistance 
Computer 1 
Phone 2 
Automobile 3-4 
(depends on size) 
Knife 5 

 

Whelp Body (••••) 
With this Gift a Garou may deliver a devastating curse upon a foe's body, causing 

it to weaken or palsy. Many consider the use of this power on a foe to be a 
declaration of unending war. This Gift is taught by a Pain- spirit or a spirit of Disease. 

 
Cost: 1 Essence 
Dice Pool: Harmony versus target's Resolve + Composure 
Action: Instant 

 
System: Each success scored by the Ragabash allows him to remove one point 

from any of the victim's Physical Attributes. The effect is permanent, although the 
victim may restore these Attributes via experience. This Gift may be used only once 
per scene against a given opponent. 

 

Thieving Talons of the Magpie (•••••) 
The Garou can steal the powers of others and use them herself. These powers 

can be Garou Gifts, spirit Charms, vampiric Disciplines, mage Spheres, etc. This Gift 
is taught by, of course, a Magpie-spirit. 

 
Cost: 1+ Essence 
Dice Pool: Wits + Stealth + Cunning versus target's Resolve + Composure 
Action: Instant 
 
System: The Garou must gain three successes. If successful, the Garou can use 

the specified power for each successive turn she is willing to spend a Essence point. 
 

Warrior 
 

Level Name Dice Pool 

• Razor Claws None 

•• Spirit of the Fray None 

••• Silver Claws Harmony 

•••• Stoking Fury's Furnace None 

••••• Kiss of Helios None 
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Razor Claws (•) 
The Garou may hone his claws to razor sharpness. This Gift is taught by a Cat or 

Wolf spirit. 
 
Cost: 1 Essence 
Dice Pool: No roll is necessary. 
Action: Instant 

 
System: The Garou takes a turn to scratch his talons over a hard surface, such as 

a stone. Claw attacks then do an additional die of damage for the remainder of the 
scene. 

 

Spirit of the Fray (••) 
The Garou may opt to attack first in any given turn, no matter what his initiative roll 

may be. This Gift is taught by a Cat spirit. 
 
Cost: 1 Essence (conditional) 
Dice Pool: No roll is necessary. 
Action: Reflexive 

 
System: The Garou using this Gift acts either on his initiave segment as he rolled 

it, or at one higher than any of his opponents, whichever is higher. There is no 
mandatory point cost or roll for this Gift, but Essence may be spent to ensure extra 
speed, granting a +5 bonus to Initiative for one action. If more than one Garou 
combatant has this Gift, the one who spends the highest Primal Urge goes first. 

 

Silver Claws (•••) 
The Garou can turn her claws into silver, making her a terror against other Garou 

on the battle field. This Gift is taught by a Lune. 
 
Cost: None 
Dice Pool: Harmony 
Action: Instant 
 
System: All claw wounds inflict aggravated damage against those susceptible to 

silver's touch. While the Garou manifests the claws, she suffers searing agony. Each 
turn she gains an automatic Essence point, and his Primal Urge is effectively treated 
as 2 higher. Furthermore, all noncombat actions suffer a one-Die penalty because of 
the distraction, and whenever she suffers Lethal damage, she must check for Frenzy 
as if she had received aggravated damage. 

 

Stoking Fury's Furnace (••••) 
The Garou is especially connected to his inner anger. He does not have more 

control than others, but is simply more familiar with using his Rage. This Gift is 
taught by a wolverine spirit. 

 
Cost: None 
Dice Pool: No roll is necessary. 
Action: Reflexive 
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System: The Garou regains can take one additional action for free each turn, and 
regains one Essence for each Health Level of damage she receives and does not 
have to check for Frenzy due to damage. 

 

Kiss of Helios (•••••) 
The Garou becomes immune to the damaging effects of fire, though artificial forms 

can still harm him. Additionally, the Garou is able to ignite small parts of his body and 
keep them burning for extended periods. Most commonly the Garou will light his 
mane during rituals, but he can also light claws, fangs, arms or whatever. These 
flames are approximately as intense as those of a torch. This Gift is taught by a fire 
elemental or a child of Helios. 

 
Cost: 1 Essence 
Dice Pool: None 
Action: Reflexive 

 
System: While in effect, artificial fire (napalm, gas fires, etc.) does half damage. 

The effect lasts for an entire scene. 
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Tribal Gifts 
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Amazon 
 

Level Name Dice Pool 

• Heightened Senses None 

•• Arion's Burden Presence + Athletics + Glory 

••• Coup de Grace Wits + Medicine + Glory vs. target's 
Stamina + Athletics 

•••• Body Wrack Dexterity + Medicine + Glory - target's 
Stamina + 4 

••••• Storm of Mother's Wrath Stamina + Survival + Glory 

 

Heightened Senses (•) 
The Garou may vastly increase her sensory input for a short time. When in Homid 

or Glabro form, her senses become as sharp as those of a wolf, while in her wolf 
forms, her senses become preternaturally potent. This gift is taught by Wolf-spirits. 

 

Cost: 1 Essence 

Dice Pool: No roll is necessary. 

Action: Reflexive 

 

System: The following effects last for one scene. 

Homid and Glabro forms: Wits + Composure rolls are made at a two-Dice bonus; 
roll Wits + Survival + 2 to perform sensory feats impossible to humans. 

Crinos, Hispo and Lupus forms: Wits + Composure rolls are made at an additional 
three-Die bonus; +1 to Survival Dice Pools. 

 

Arion's Burden (••) 
The Black Furies had many tribeswomen among the ancient Scythians who were 

renowned for the use of cavalry. During their battles with other Garou tribes, the 
Furies often surprised their enemies by showing that they too could employ Calvary, 
thanks to this gift. Most animals shy away from creature of high rage, and even the 
glabro form tended to make a werewolf heavier than the horse could handle. But this 
gift perfectly calms the mount's mind and makes the Black Fury as light as a child to 
it. It is taught by an avatar of Pegasus. 

 
Cost: None 
Dice Pool: Presence + Athletics + Glory 
Action: Instant 
 

System: One success is all that is needed to keep this Gift active for the rest of 
the scene. While this Gift works to calm any animal normally friendly to the Black 
Fury, it is most commonly employed on horses. Riding in Crinos form, even with this 
Gift, is a tricky business, requiring a Dexterity + Athletics roll. 

 

Coup de Grace (•••) 
The Garou studies her foe, seeking the best place to land a blow, then sets herself 

up to deliver a devastating attack the following turn. This Gift is taught by an Owl 
spirit. 
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Cost: 1 Willpower 
Dice Pool: Wits + Medicine + Glory versus target's Stamina + Athletics 
Action: Instant 
 
System: If successful, the Garou doubles the damage on her next blow, assuming 

it hits (i.e., if the Black Fury rolls 2 successes, she would do 4 damage instead of the 
normal 2). 

 

Body Wrack (••••) 
The Garou can cause a target to suffer immense pain. This Gift is taught by a pain 

spirit. 
 
Cost: 1 Essence 
Dice Pool: Dexterity + Medicine + Glory - target's Stamina + 4 
Action: Instant 
 

System: Each successes causes the victim to lose one die from all Dice pools as 
agonizing pain sweeps over his body. 

 

Storm of Mother's Wrath (•••••) 
When the Black Furies take up arms to destroy an enemy of Gaia, they are like 

unto a force of nature. Should a pack of Bacchantes include one with Storm of 
Mother’s Wrath, they nearly become a force of nature. The Fury wielding this Gift 
causes a fearful dark hailstorm to erupt, even out of a clear sky; the pack of 
Bacchantes, however, are not inconvenienced by the storm, and can move around 
and fight in it without difficulty. Signs of such a hailstorm in the area tends to be a red 
flag to Wyrm creatures, who know that a pack of Furies must be involved in a 
desperate fight; they may move to join in, or they may wait in ambush outside of the 
storm. A Mammatus, a Wyld-spirit of the air, teaches this Gift. 

 
Cost: 1 Essence 
Dice Pool: Stamina + Survival + Glory 
Action: Instant 
 
System: The storm has a 100-meter diameter and a duration of one minute. Every 

success on the roll extends the storm’s diameter by 100 meters, and extends its 
duration by 1 minute. Physical beings caught within the storm – humans, Garou, 
fomori, and materialized spirits – take a 3-die penalty to all physical dice pools. The 
exception to this is the pack of the character responsible for the storm; that group 
receives no penalty. Humans react to the storm as though faced with the Delirium; 
most will attempt to flee its fury. The storm cannot be generated indoors or 
underground, and its effects will not penetrate solid walls (though the pelting hail can 
and does break glass windows). 
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Beast-Of-War 
 

Level Name Dice Pool 

• Horns of the Impaler None 

•• Toxic Claws None 

••• Foaming Fury None 

•••• Crawling Poison Corruption vs. Stamina + Composure 

••••• Avatar of the Wyrm None 

 

Horns of the Impaler (•) 
This talent endows the Black Spiral with a pair of spiraling, chitinous black-and-

green horns.  Usually, they’re worn as antlers, although some Dancers have learned 
to protrude them from other parts of their bodies. 

This gift is usually taught by a Dratossi.  A Bane inside a physiologically freakish 
fomor might also bless an ally with this talent. 

 
Cost: None 
Dice Pool: No roll is necessary. 
Action: Reflexive. 

 
System: This appendage inflicts the same damage as a Bite attack; it can be 

used a maximum of twice each round of combat.  A horned Black Spiral may instead 
choose to charge his enemies; this increases the amount of damage by +5, but only 
one such charging attack can be made that round. 

 

Toxic Claws (••) 
The Dancer can cause toxic waste to ooze from her claws, coating them with an 

unhealthy greenish-gray slime.  Wounds left by these claws tend to leave unhealthy-
looking scars. 

 
Cost: 1 Essence 
Dice Pool: No roll is necessary. 
Action: Instant 
 
System: This Gift also requires a turn of full concentration to activate, on top of 

the Essence cost.  For the remainder of the scene, the Dancer’s claws inflict +1 to 
damage and leave residual Wyrm-taint on anything she slashes. 

 

Foaming Fury (•••) 
The Dancer’s mouth bubbles and foams with a noxious, greenish fluid.  His eyes 

widen and roll in their sockets, showing the whites.  The Dancer yips, barks and 
howls madly (and uncontrollably) as if in the grip of a rabid madness – a contagious 
one. 

 
Cost: None 
Dice Pool: No roll is necessary. 
Action: Instant 
 
System: The player of anyone bitten by a Dancer using this Gift must succeed in 

a Stamina + Composure roll, lest the character fly into a rabid frenzy. (In effect, the 
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character enters the Thrall of the Wyrm).  For each additional time a Garou is struck 
with claws under the effect with this Gift, they must make one additional success on 
the Stamina + Composure roll, as more and more of the noxious fluid enters the 
Garou’s body. 

 

Crawling Poison (••••) 
When the Dancer calls upon this Gift, his fangs turn black with venom, and his 

breath grows more foul than is normal.  The venom kills humans and animals slowly, 
and, the victim suffers terrible agony as the venom spreads through his body.  A 
Garou’s regeneration will protect her from the pain and eventual death, but only at 
the cost of her normal rapid healing. 

 
Cost: None 
Dice Pool: Corruption against target’s Stamina + Composure 
Action: Instant 

 
System: After making a successful bite attack that inflicts damage, roll the 

Dancer’s Corruption, contested by the target’s Stamina + Composure.  Each 
success inhibits the victim’s regeneration for one hour.  When used on humans or 
animals, the poison subtracts one from all Physical Attributes each hour.  If Strength 
or Dexterity reach zero, the victim may not move without assistance.  If Stamina 
reaches zero, the victim dies a painful and messy death.  The toxin may be stopped 
only by supernatural means.  Mother’s Touch can negate it on a one-for-one success 
ratio, but the Garou using it must spend one Essence per success. 

 

Avatar of the Wyrm (•••••) 
The Dancer assumes an awful and horrific visage, perhaps even a facet of the 

Wyrm itself (albeit a small one).  The Dancer increases in size, its skin becomes 
scaly and greenish-gray, and his claws increase in length to jagged, vicious knives 
dripping with venom.  His howl becomes a terrifying roar.  Only a Maeljin Incarna, 
one of the Wyrm’s most powerful avatars, can teach this Gift. 

 
Cost: 2 Essence 
Dice Pool: No roll is necessary. 
Action: Instant 
 
System: The Dancer must also concentrate for a full turn in order to activate this 

Gift, after which the transformation occurs.  The Dancer shifts to Crinos automatically 
(if he wasn’t already in that form) and adds an additional dot to all Physical 
Attributes.  Additionally, his claws inflict an additional level of damage and ignores 
any Armor.  Finally, treat those that witness a creature under the effect of this Gift as 
though they have 3 less Willpower when determining the effects of Delirium. 
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Beta 
 

Level Name Dice Pool 

• Aura of Confidence Presence + Subterfuge + Honor 

•• Luna’s Armor Stamina + Survival + Wisdom 

••• Call the Storm Resolve + Composure + Honor 

•••• Strength of the Dominator Wits + Intimidation + Glory vs. Resolve + 
Composure + Power Stat 

••••• Obedience Presence + Leadership + Honor vs. all 
listeners’ Resolve + Composure + Power 
Stat 

 

Aura of Confidence (•) 
The Garou radiates an aura of strength and command, preventing any attempts to 

read the Garou's aura or detect his weaknesses; he reveals no flaws whatsoever. 
This Gift is taught by an Ancestor spirit. 

 
Cost: None. 
Dice Pool: Presence + Subterfuge + Honor 
Action: Instant 
 
System: This must be rolled for each new encountered of situation the Garou 

finds himself in. 
 

Luna’s Armor (••) 
The Garou calls upon the blessing of Luna to deter any damaging attacks aimed 

at her. This Gift is taught by a Lune. 
 
Cost: 1 Essence 
Dice Pool: Stamina + Survival + Wisdom 
Action: Reflexive 

 
System: The Garou concentrates for one turn, then makes the roll. Each success 

allows the Garou to add one to her Armor for the purpose of soaking damage 
(including silver). The effect lasts for one scene. 

 

Call the Storm (•••) 
The Garou may summon a thunderstorm to his location. This Gift is taught by a 

spirit servant of Wendigo. 
 
Cost: 1 Essence 
Dice Pool: Resolve + Composure + Honor 
Action: Instant 
 
System: The effects cover a 10-mile area per success rolled. The Garou can 

spend 1 additional Essence each turn to call down a lightning bolt on his enemies 
(Dexterity + Occult against 1 target; the bolt has a Damage Rating of 10 and deals 
Lethal damage). 
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Strength of the Dominator (••••) 
The Garou, by force of command, draws from another's anger to feed his own. 

This Gift is taught by a Stormcrow. 
 
Cost: None. 
Dice Pool: Wits + Intimidation + Glory versus target’s Resolve + Composure + 

Power Stat 
Action: Instant 
 
System: For a number of turns equal to the successes scored by the Garou, the 

victim will lose one Essence point per turn, while the Garou will gain that Essence 
point. This may be attempted only once per target per scene. 

 

Obedience (•••••) 
The Garou becomes the ultimate alpha leader, commanding others to do as she 

wishes. This Gift is taught by a Stormcrow. 
 
Cost: 1 Essence 
Dice Pool: Presence + Leadership + Honor (contested by each target in the area 

with a Resolve + Composure + Power Stat) 
Action: Instant 
 
System: Failure by those in the area to match or exceed the Garou's successes 

means that the listeners must obey the commands of the Garou. The degree of 
obedience varies according to the difference in successes between the Garou and 
the listeners; one success means that the listeners can be persuaded to do 
something they don't mind doing; three successes means they'll pretty much do 
whatever the Garou tells them as long as they aren't directly opposed to it; five 
successes means the listeners will undertake virtually suicidal actions. 

 

City 
 

Level Name Dice Pool 

• Control Simple Machine Manipulation + Crafts + Cunning 

•• Power Surge Wits + Science + Cunning 

••• Control Complex Machine Manipulation + Crafts + Cunning 

•••• Attunement Wits + Streetwise + Honor 

••••• Song of the City-Beast Presence + Streetwise + Honor 

 

Control Simple Machine (•) 
The Garou may speak to the primal urban spirits in the simplest mechanical 

devices (no electronics, et al), causing them to operate or shut down as he sees fit. 
Levers flip, pulleys roll, screws unscrew, doors unbolt, etc. This Gift is taught by any 
technological spirit. 

 
Cost: 1 Willpower 
Dice Pool: Manipulation + Crafts + Cunning 
Action: Instant 
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System: The Glass Walker's control of simple machines (levers, pulleys, screws, 
door bolts, etc.) lasts for the duration of the scene.  Some manipulation of technology 
is subject to Storyteller approval. 

 

Power Surge (••) 
By speaking with the spirits of electricity, the Garou may cause a blackout over a 

wide-spread area. This Gift is taught by an electricity elemental. 
 
Cost: 1 Essence 
Dice Pool: Wits + Science + Cunning 
Action: Instant 

 
System: The area blacked or browned out depends on the number of successes 

rolled. One success is a single circuit, two for an entire house or story and so on. 
 

Control Complex Machine (•••) 
The Garou may bargain with the strange spirit life of the electronic world, thereby 

controlling cars, calculators, computers, video games, et al. The Gift is taught by a 
Net-Spider (the knowledge is sometimes stolen from the spirit, much as a cracker 
copies protected files). 

 
Cost: 1 Willpower 
Dice Pool: Manipulation + Crafts + Cunning 
Action: Instant 

 
System: The Garou’s control over complex machines (cars, calculators, 

computers, video games, etc.) lasts for the duration of the scene. Some manipulation 
of technology is subject to Storyteller approval. 

 

Attunement (••••) 
By standing in a particular area, the character can commune with the spirits of the 

area, thus getting an overview or what exists or has happened in the area - rough 
population, secret tunnels, places of note and so on. This Gift is taught by a 
Cockroach spirit. 

 
Cost: 1 Essence 
Dice Pool: Wits + Streetwise + Honor 
Action: Instant 
 
System: The amount of information gathered depends on the number of 

successes; on a Dramatic Failure, the spirits lie. This Gift may only be used in urban 
areas, as the Glass Walkers have become desensitized to the wilderness. 

 

Song of the City-Beast (•••••) 
The lupus of many tribes know the Songs of the Great Beast, which can summon 

semi-legendary monsters such as giant sharks, ape-men and dinosaurs.  While 
skunk-apes, Jersey Devils and moth men are not common in cities, the 
knowledgeable Glass Walker can call forces of equal power with this Gift. 
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Cost: 2 Essence 
Dice Pool: Presence + Streetwise + Honor 
Action: Instant 

 
System: A City-Beast is less of an actual mythological entity and more of an event 

– rampaging construction machinery, a collapsing building, a plague of hell-rats, 
even an incredibly aggressive St. James’ Day Parade or a block party gone riot.  The 
Beast will stay long enough to assist in immobilizing or defeating Gaia’s enemies.  Its 
nature depends on the story (and the number of successes the Garou summoning it 
achieves on the roll), but it is likely to be very powerful.  If a dramatic failure is 
achieved on the roll, the creature is summoned but is hostile to the Garou and his 
allies. 

 

Cleansing 
 

Level Name Dice Pool 

• Mother's Touch Intelligence + Medicine + Purity - target's 
power stat 

•• Grandmother's Touch Intelligence + Medicine + Purity - power stat 

••• Lover's Touch Intelligence + Medicine + Purity - target's 
power stat 

•••• Serenity Presence + Expression + Honor vs. target's 
Resolve + Composure 

••••• Life for Life Manipulation + Empathy + Wisdom vs. 
Resolve + Composure 

 

Mother's Touch (•) 
The Garou is able to heal the wounds of others, aggravated or otherwise, simply 

by laying hands over the afflicted area. The Garou may not heal herself with the Gift. 
This Gift is taught by a Unicorn-spirit. 

 
Cost: 1-2 Essence 
Dice Pool: Intelligence + Medicine + Purity - target's power stat 
Action: Instant 
 
System: The Garou spends one Essence point and rolls Intelligence + Medicine + 

Purity - target's power stat, if available. Each success heals one Health Level. Even 
battle scars may be cured in this manner, but this must be done in the same scene 
the scar was obtained and requires the expenditure of an additional Essence point 
during the initial roll. There is no limit to how many times this may be used on a 
person, but each use requires Essence. This Gift is not usable on the user (see 
Grandmother's Touch below), only on other creatures. 

 

Grandmother's Touch (••) 
This Gift is similar to Mother's Touch, but the Garou can use it to heal herself as 

well as others. This Gift is taught by a Unicorn spirit. 
 
Cost: 1-2 Essence 
Dice Pool: Intelligence + Medicine + Purity - power stat 
Action: Instant 
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System: This Gift functions identically to Mother's Touch, save that 
Grandmother's Touch is usable on the Gift's user. 

 

Lover's Touch (•••) 
The Garou can restore what another lacks: not only wounds healed, but also 

strength of will and even spiritual essence. Any spirit of love or avatar of Unicorn 
may teach this Gift. 

 
Cost: 1 Essence 
Dice Pool: Intelligence + Medicine + Purity - target's power stat 
Action: Instant 

 
System: The Garou touches the afflicted person kindly; the system is the same as 

for Mother's Touch. The two need not be lovers but the contact must convey 
affection and warmth; the two may embrace, one may caress the other or wrestle 
with him, or there may be further intimacy. Each success on the roll restores one 
health level of damage, one Willpower, or one point of Essence. The player may 
choose to divide the successes among the multiple pools; he need not choose to 
heal only wounds or Willpower. In all other respects, this Gift functions as 
Grandmother's Touch, save that it can be used on spirits as well as Garou. 

 

Serenity (••••) 
The Garou can quell other's Rage, even bringing Garou out of frenzies. This Gift is 

taught by Unicorn spirits. 
 
Cost: 1 Essence 
Dice Pool: Presence + Expression + Honor versus target's Resolve + Composure 
Action: Instant 

 
System: The target is incapable of using Essence at all for one turn turn per 

success. He may not spend Essence points, but neither may he frenzy. 
 

Life for Life (•••••) 
With this awe-inspiring Gift, the Garou can curb the excesses of even the worst 

killers, provided she is true to herself. The Garou must first approach her target, 
telling him of Gaia's forgiveness and swearing oaths of friendship and kinship to the 
target (beasts and mindless creatures are thus immune to this Gift). 

 
Cost: 1 Willpower dot 
Dice Pool: Manipulation + Empathy + Wisdom versus Resolve + Composure 
Action: Instant 
 
System: If the Garou wins, the subject is overcome by the beauty of life, and may 

not willfully bring harm to another living thing again until after the Garou herself 
makes her next kill, though the target may defend himself if necessary. Likewise, the 
Garou and her packmates may not attack or harass the target, or the Gift is 
immediately canceled. This Gift may not be resisted by spending a Willpower Trait, 
although supernatural creatures may spend a permanent Willpower Trait to for the 
standard resistance bonus (+2). This Gift has no effect on creatures created entirely 
of the Wyrm's essence (such as Banes themselves), though such things as vampires 
and Fomori are certainly possible targets. 
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Conniver 
 

Level Name Dice Pool 

• Fatal Flaw Wits + Empathy + Cunning vs. Wits + 
Subterfuge 

•• Cold Voice of Reason Manipulation + Subterfuge + Cunning 

••• Direct the Storm Resolve + Composure + Wisdom versus 
Resolve + Composure + Primal Urge 

•••• Curse of Corruption Harmony vs. Morality 

••••• Wounding Lies Presence + Intimidation + Purity versus Resolve 
+ Composure 

 

Fatal Flaw (•) 
The Garou can discern a target's weaknesses, allowing him an advantage in 

combat. This Gift is taught by a Stormcrow. 
 
Cost: None 
Dice Pool: Wits + Empathy + Cunning versus Wits + Subterfuge 
Action: Instant 

 
System: Each success grants the Garou a +1 to damage rolls against the target. 

Extra successes allow him to discern additional vulnerabilities; five successes gran 
the Garou knowledge of all the target's flaws. 

 

Cold Voice of Reason (••) 
A cunning Shadow Lord can talk his way out of just about anything. If a Lord is 

attacked by another Garou, the Shadow Lord may invent a clever remark that will 
detain his attacker for at least one round. This gift is taught by a Crow-spirit. 

 
Cost: 1 Essence 
Dice Pool: Manipulation + Subterfuge + Cunning 
Action: Instant 
 
System: The attacker is detained one round for each success as long as he, in 

turn, is not attacked. If the target is assaulted, the effect of the oratory wears off, and 
the victim may resume his attack. A dramatic failure with this Gift will cause the 
attacker to go into Frenzy. 

 

Direct the Storm (•••) 
Having a packmate who is prone to frenzy isn't safe for anyone. With this Gift, the 

Shadow Lord can direct the primal instincts of a frenzied Garou - friend or foe - 
causing him to attack targets of the Lord's choice. A stormcrow teaches this Gift. 
 
Cost: 1 Essence 
Dice Pool: Resolve + Composure + Wisdom versus Resolve + Composure + 

Primal Urge 
Action: Instant 
 
System: Success indicates that the Shadow Lord controls the target's frenzy and 

can set him on anyone she chooses. Using this Gift on a Garou in the Thrall of the 
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Wyrm is possible, but doing so requires the player to roll Rage (difficulty 7) to check 
for frenzy for her own character. 

 

Curse of Corruption (••••) 
The Shadow Lords, never a tribe to play fair, designed this Gift to discredit their 

rivals. Victims of this curse find themselves doubted by even their staunchest allies. 
Despite a target's most noble exertions, no one believes anything he has to say until 
the curse fades. A jackal spirit teaches this Gift. 

 
Cost: 1 Willpower 
Dice Pool: Harmony versus Morality 
Action: Instant 
 
System: The number of successes indicates the number of turns the victim 

suffers from the curse. Until it fades, everything the victim says sounds dishonest. 
 

Wounding Lies (•••••) 
For all their ability to prevaricate or misdirect when the need is there, few Shadow 

Lords – particularly elders – like being lied to.  This Gift is the ultimate expression of 
that conceit; it forces those whom the Lord is interrogating to speak the truth or suffer 
the consequences.  A person that lies to the elder suffers great wounds that 
mystically appear across his body with each untruth.  A pain-spirit teaches this Gift. 

 
Cost: 1 Essence 
Dice Pool: Presence + Intimidation + Purity versus Resolve + Composure 
Action: Instant 
 
System: If the Garou succeeds, the power takes effect; for the rest of the scene, 

each fib the subject tells inflicts one level of aggravated damage on the subject.  
Even half-truths open small, stinging wounds (no actual damage, but painful and 
obvious).  A Garou targeted by this Gift may overcome the effect by spending a 
number of Essence points equal to the interrogator’s successes (as capped by the 
Primal Urge limits, as usual).  Most others usually begin telling the truth after the first 
wound or two (the Storyteller may call for a Resolve + Composure check to keep 
silent).  Some Shadow Lords heighten the effect by claiming that silence will wound 
the target just as surely as lies will – an untruth on the Lord’s behalf, but one that 
gets results. 

 

Darkness 
 

Level Name Dice Pool 

• Shroud Harmony 

•• Blending None 

••• Invisibility Intelligence + Occult + Cunning 

•••• Death Trance Wits + Occult + Cunning 

••••• Uktena’s Glare Resolve + Composure 
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Shroud (•) 
The Garou can create a patch of inky black darkness. This Gift is taught by a spirit 

of Night. 
 
Cost: 1 Essence 
Dice Pool: Harmony 
Action: Instant 

 
System: For each success, a 10' by 10' area within the Garou's sight is covered in 

pitch-black darkness. 
 

Blending (••) 
Intruder legends tell of the uncanny ability of native peoples to hide in plain sight, 

even only yards away.  This Gift allows the user to blend into the landscape simply 
by crouching and keeping still.  It isn’t invisibility; rather, the Garou draws the 
landscape into himself to appear to the unwary as a natural part of the terrain.  This 
Gift is especially common among caern guardians.  Any stealthy spirit, such as 
chameleon, teaches this Gift. 

 
Cost: 1 Essence (conditional, see below) 
Dice Pool: No roll is necessary. 
Action: Instant 
 
System: The Garou stands among terrain features (trees, thickets, etc) or simply 

hunkers down and wills herself to be one with the environment.  A searcher must 
make a Wits + Composure roll and achieve at least 2 successes to recognize the 
Garou as something more interesting than a stump. The expenditure of an Essence 
negates three successes (this includes scent as well as sight).  If the searcher is 
looking directly away, the Garou may move slowly in any direction, but even the 
slowest movement while in the searcher’s field of view reveals her instantly. 

 

Invisibility (•••) 
This Gift makes the Garou invisible to sight and difficult to hear or smell. When 

employing this Gift, the Garou must concentrate on its use at all times; the Garou 
may not move any faster than half speed, nor may he do anything that would distract 
her. This Gift is taught by a spirit servant of Uktena. 

 
Cost: 1 Essence 
Dice Pool: Intelligence + Occult + Cunning 
Action: Instant 

 
System: The Garou concentrates for a turn in addition to the required cost. The 

number of successes he achieves on the roll must be recorded; anyone who 
attempts to see through the invisibility must roll more successes on a Wits + 
Composure roll than the Garou rolled when invoking this Gift. 

 

Death Trance (••••) 
Sometimes, death is the only way out.  But that doesn’t mean you want to stay 

that way.  With this Gift, the Uktena may appear dead, following the expected 
progression (lividity, rigor, etc.) well enough to fool a forensics team.  While “dead,” 
the Uktena is in a muted state, unable to move; his senses are still active but dulled 
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and dreamlike.  The danger is reviving, as the effort required to return to the living 
increases with time, and eventually the character is no longer feigning.  An opossum-
spirit teaches this Gift. 

 
Cost: 1 Essence 
Dice Pool: Wits + Occult + Cunning 
Action: Instant 

 
System: It takes three turns to “die,” in addition to the require cost and roll.  Once 

in a state of “death,” the body cools and exhibits all the normal signs of death at the 
proper rate of progression for environmental conditions (Players would do well to 
look through a forensics manual for hints).  To realize something isn’t right, 
observers must make a Wits + Composure roll and achieve at least the same 
number of successes the “dead” werewolf achieved.  A view from the Penumbra 
shows the spirit still resides in the body, but appears to be in some kind of Slumber.  
During this death trance, the Uktena need not breathe, but fire and such can still hurt 
him badly.  Physical wounds do not bleed until the trance is lifted, but neither do they 
heal. 

The character may hear, smell and see (assuming his eyes are open) while in the 
death trance, but all rolls to perceive anything suffer a -2 difficulty. 

The Death Trance Gift lasts as long as the Uktena wishes.  However, to wake at 
any time during the first day requires one success on a Resolve + Composure roll (to 
fully revive requires three turns, plus one turn per day spent in a death state).  Every 
day after that requires one additional success.  If the Garou fails to wake in time, he 
must wait a day before trying again (although the Storyteller may make allowances, 
such as friends trying to wake him, or he finds himself in a pyre).  After a number of 
days equal to the character’s Harmony rating, his spirit slips loose from the husk and 
the character dies.  As it is, some Uktena have eventually figured out they were 
being buried, but weren’t able to care enough to do anything about it for a long time. 

 

Uktena’s Glare (•••••) 
Just as the anger within Great Uktena burns those who dare to face him, so can 

the follower of Uktena sear foes with his own Rage.  To one who is worthy, Uktena 
may teach this Gift. 

 
Cost: 1 Essence 
Dice Pool: Resolve + Composure 
Action: Instant 
 
System: The Garou concentrates for a full turn, focusing on the anger that burns 

within.  If successful, the Uktena inflicts one level of aggravated damage per success 
just from his heated gaze.  A -3 difficulty is levied to the use this Gift with each 
subsequent attempt during the same scene. On a dramatic failure, the Garou takes 
an amount of aggravated damage equal to their Primal Urge Rating, and 
immediately enters Frenzy. 
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Daughter 
 

Level Name Dice Pool 

• Sense Wyrm Wits + Occult + Purity 

•• Sense of the Prey Wits + Investigation + Wisdom vs. target's 
Wits + Stealth/Finesse + Resistance* 

••• Calm Before the Storm Presence + Survival + Cunning vs. target's 
Wits + Empathy* 

•••• Flames of Hestia Harmony 

••••• Wyld Warp Wits + Enigmas + Wisdom 

 

Sense Wyrm (•) 
The Garou can sense manifestations of the Wyrm in the nearby area. This Gift 

involves a mystical sense, not a visual or olfactory image, although Garou using this 
Gift are likely to say, "This place stinks of the Wyrm." This power requires active 
concentration. This Gift is taught by any spirit servant of Gaia. 

 
Cost: None 
Dice Pool: Wits + Occult + Purity 
Action: Instant 
 
System: The resistance penalty for this Gift is based on the concentration and 

strength of the Wyrm's influence (sensing a single formor in a room would have a 
difficulty of -5, while sensing the Wyrm's presence while at the edge of a hive's 
territory is -1, if any). Vampires can be sensed using this Gift, but only those with a 
Humanity rating lower than 5. 

 

Sense of the Prey (••) 
The character, if he knows anything about his prey, can track it down as rapidly as 

he can travel. This unerring sense of direction operates anywhere, and is used to 
track spirits through the Umbra as well as to find beings on Earth. This Gift is taught 
by a Wolf- or Dog-spirit. 

 
Cost: None 
Dice Pool: Wits + Investigation + Wisdom versus target's Wits + Stealth or 

Finesse + Resistance (conditional, see below) 
Action: Instant 
 
System: No roll is required unless the target is actively hiding, in which case a 

Perception + Enigmas roll is made against a difficulty of the target's Wits + Stealth. If 
the target is a spirit, the roll is made against the spirit's Finesse + Resistance. 
 

Calm Before the Storm (•••) 
The Black Furies are at heart a tribe of contradiction, they both represent the 

harmony and the beauty of the Wyld, but also the spectacular savagery and brutality 
of the same. Sometimes, they even bring the two forces together, such as with this 
gift. It lays a sense of peace and quiet over an area, not an uncomfortable silence, 
but a serene sense of security. It is, naturally, used to prepare an ambush. The 
moment this peace breaks, these spirits of calm depart quickly and replaced by 
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spirits of anger, storm, and pain. Few subjected to this Gift survive the assault that 
follows. This Gift is taught by a cat-spirit. 

 
Cost: 1 Essence 
Dice Pool: Presence + Survival + Cunning (versus target's Wits + Empathy if they 

expect an ambush) 
Action: Instant 

 
System: A simple success projects a sense of utter safety on a group of no more 

than ten people. If they expect an ambush, they may roll Wits + Empathy (difficulty 8) 
in order to sense the sudden change of emotion within their own group. If they obtain 
more successes than the Black Fury on her roll, they can sense the impending 
assault and run. Otherwise, the Gift works and the resulting chaos causes the 
targets to lose one die on each of their rolls for every success the Black Fury initially 
rolled. 

 

Flames of Hestia (••••) 
By invoking this Gift, the Fury can produce white flames around her hands. These 

flames purify whatever they touch; cleansing tainted food or water. They will also 
help cure any damage caused by things of the Wyrm, and when used in hand to 
hand combat, the Gift inflicts great harm upon the creatures of the Wyrm. This Gift is 
taught by any spirit servant of Gaia. 

 
Cost: 1 Essence 
Dice Pool: Harmony 
Action: Reflexive 
 
System: Each success reduces damage done by radiation, poison or disease by 

one Health Level. The flames do one Health Level per success in aggravated 
damage to Banes, fomori and Black Spiral Dancers if the Fury scores a successful 
hit while the Gift is invoked. 

 

Wyld Warp (•••••) 
The Garou calls out to the Wyld, the primal force of chaos itself. Success 

summons one of the great Wyld spirits, or a number of lesser ones, to the Realm. 
They (or it) will probably help the Garou, but nothing is certain about these creatures 
of chaos; this is a desperate tactic at best. This Gift is taught by a Wyldling. 

 
Cost: 2 Essence 
Dice Pool: Wits + Enigmas + Wisdom 
Action: Instant 
 
System: She then rolls Wits + Enigmas, the resistance determined by the local 

Gauntlet rating (see below). Success summons a variable number of Wyld spirits. 
 

Gauntlet Resistance 
1-2 -1 
3-4 -2 
5-6 -3 
7-8 -4 
9-10 -5 
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Defiler 
 

Level Name Dice Pool 

• Bane Protector Manipulation + Persuasion + Cunning 

•• Sprint in Shadow Stamina + Survival + Cunning 

••• Beautiful Lie Wits + Subterfuge + Cunning 

•••• Mask Taint Presence + Subterfuge + Cunning 

••••• Rend Reality Corruption 

 

Bane Protector (•) 
The Black Spiral can summon Banes to aid her.  Before these servitors can act, 

the Black Spiral must convince them of her intent.  Her actions must be in the best 
interest of the Wyrm.   

This Gift is taught in the first circle of the Spiral Labyrinth.  The dancer may find a 
way to deceive the Banes that torment her, convincing them to aid her instead.  
Alternatively, a Black Spiral who performs an especially difficult task for a Bane-
totem might receive this knowledge in return. 

 
Cost: 1 Essence 
Dice Pool: Manipulation + Persuasion + Cunning 
Action: Instant 
 
System: The servitors can fight for her, but will not allow themselves to be bound 

or destroyed.  The spirits will also try to arrange a bargain, agreeing to help the 
summoner if she performs a service (or sacrifice) for them afterward. 

 

Sprint in Shadow (••) 
The Black Spiral Dancers live beneath the surface of the Earth, down in the 

chthonic darkness and close to the inhuman gibbering monsters that they worship as 
incarnations of their god.  A Garou’s long run is difficult through tunnels, as it 
depends on having plenty of room to run in straight lines and periodic sustenance.  
The Black Spirals turned in their earliest days to the spirits that cavort in the wake of 
Thunderwyrms, hoping that such spirits could teach them magics to increase their 
speed when traveling under the earth.  This Gift is taught by a worm-spirit. 

 
Cost: 1 Essence 
Dice Pool: Stamina + Survival + Cunning 
Action: Instant 
 
System:  If one success is achieved, the Black Spiral can undertake a full run 

despite being underground and in occasionally close tunnels.  Each additional 
success on the roll increases the run speed by a factor of one (so two successes 
turns the run from x2 to x3, three successes at x4, and so on.) 

 

Beautiful Lie (•••) 
When the Veil is endangered, Gaia protects the minds of the innocent with the 

Delirium, granting false memories and delusions. Since Black Spirals commit 
particularly grisly crimes, they can use this Gift to channel the Delirium, producing 
further misdirection or even summoning false evidence to cover up their activities.  
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Spirits serving Kirijama and Hakaken are both proficient in this sort of activity. 
They typically employ subterfuge to deceive those they wish to suborn. If a werewolf 
recruits enough servants for their schemes, this Gift may be taught in exchange. A 
Black Spiral with a particularly ingenious Dance of Cunning may also learn this Gift 
in the Shattered Labyrinth, especially if he exposes (or perpetuate) a particularly 
brilliant lie. 

 
Cost: 1 Essence 
Dice Pool: Wits + Subterfuge + Cunning 
Action: Instant 
 
System: A Black Spiral observing a particularly unsubtle crime may attempt to 

cover it up with a “beautiful lie.”  He begins to chant a story of what humans nearby 
are actually seeing.  Mass delusions follow, and ephemeral evidence (e.g. animal 
footprints, a bloody chainsaw, saliva from a rabid dog) remains for an entire hour to 
obfuscate the truth. 

 

Mask Taint (••••) 
A Dancer with this Gift can hide his Wyrm-taint from all senses or Gifts that may 

detect it. 
 
Cost: 2 Essence 
Dice Pool: Presence + Subterfuge + Cunning 
Action: Instant 
 
System: The effect lasts for one scene.  Shadow Lords may still detect Wyrm-

taint, with Sense Wyrm, from a Dancer thus veiled. 
 

Rend Reality (•••••) 
The Black Spiral has the power to tear a rift in reality with her claws, causing a 

nexus of entropy.  The area appears as if the sky and landscape has been torn 
apart, revealing a swirling world of chaos beyond the ragged tatters.   

 
Cost: 3+ Essence 
Dice Pool: Corruption 
Action: Instant 

 
System: In the area of effect, Banes are considered to be Materialized, though it 

does not require any Essence expenditure on their part.  The area is charged with 
entropic force - any damage dealt while in the area of effect is increased by two 
additional Health Levels. Any attempt to “step sideways” can kill the Garou foolish 
enough to try it.  The Garou trying to “step sideways” must make a Harmony roll and 
achieve at least 3 successes to avoid seven Health Levels of aggravated damage.  
The use of this power lasts for one scene.  Each additional Essence spent enables 
an additional 10-foot radius to be rent.  Any attempt to physically enter or exit the 
affected area requires an Intelligence + Occult roll. 
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Eater-Of-Souls 
 

Level Name Dice Pool 

• Bite of the Bat Strength + Medicine + Power 

•• Wyrm Hide None 

••• Blue Breath None 

•••• Landwaster None 

••••• Totem Form Stamina + Survival + Power 

 

Bite of the Bat (•) 
The Black Spiral Dancer develops razor-sharp teeth and an insatiable appetite for 

blood.  When biting an opponent, the character can choose to drink the blood of a 
foe, quickly weakening an enemy while temporarily fortifying herself. 

 
Cost: 1 Essence 
Dice Pool: Strength + Medicine + Power 
Action: Instant 
 
System: For each successes on the roll, the bitten victim loses one additional 

level of damage in addition to the bite damage.  The victim must make a Stamina + 
Composure roll to resist this additional damage.  For each level of damage inflicted 
on an opponent by this Gift (and only this Gift, the original bite damage does not 
count), the Black Spiral Dancer gains +1 Stamina for the next turn, but only with a 
successful Corruption roll. 

 

Wyrm Hide (••) 
The Black Spiral hardens his skin into a leathery hide, covering himself with 

pustulent, discolored flesh. If he’s actually wounded, the skin around the wound 
takes on a bluish tinge.  

The second circle of the Labyrinth requires a Dance of Rage. Sometimes the 
initiate is wounded repeatedly until he is force into an unrelenting fury. If he survives, 
he may then discover how to harden his spirit against such assaults, developing his 
Wyrm Hide in the process. This gift may also be taught by a Dratossi. 

 
Cost: 1 Essence 
Dice Pool: No roll is necessary. 
Action: Instant 
 
System: His mystically thickened hide gives him a 3/3 Armor Rating, which lasts 

for the scene. 
 

Blue Breath (•••) 
This Gift enables the Dancer to exhale asbestos fibers in a deadly cloud of dust.  

This gift is taught by Shush’thull, the Bane spirit of asbestos. 
 
Cost: 1 Essence 
Dice Pool: No roll is necessary. 
Action: Instant 
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System: Anyone inhaling the dust will begin to choke, suffering three levels of 
aggravated damage if she fails a Stamina + Medicine roll.  Players must state that 
their characters are holding their breath; otherwise, they inhale the dust.  A Garou 
who uses the Resist Toxin Gift in the same turn is immune to the effects.  Characters 
holding their breath are held to the standard suffocation rules for as long as they hold 
their breath. 

 

Landwaster (••••) 
This Wyrm Gift allows the fallen tribe to steal life in order to gain Gnosis.  Relshab 

the Faceless Eater teaches this Gift. 
 
Cost: None 
Dice Pool: No roll is necessary. 
Action: Reflexive 
 
System: The Black Spiral Dancer kills a living thing of their own mass or greater, 

whether this is a mother and her children, a redwood tree, or a buffalo.  The killing 
must involve physical contact between the Black Spiral Dancer and his victim.  For 
each living thing killed, the Dancer gains 2 Essence.  One additional Essence is 
gained when an intelligent creature dies in pain.  Any Gaian Garou using this Gift is 
considered to have fallen to the Wyrm. 

 

Totem Form (•••••) 
This powerful gift allows a Black Spiral to take on the appearance - and much of 

the power- of her pack’s Bane totem. For instance, a Dancer sworn to the Dark 
Fungus might sprout slime molds and toadstools in place of fur, radiating a cloud of 
hallucinogenic spores, while a bastard of the Green Dragon might swell into a 
draconian war form the equal of any Mokolé.  

This Gift is only taught by the pack’s totem spirit, and only to the Dancer who 
shows the most promise. Some packmates have been known to horribly maim one 
another in the process of proving who is worthy to learn this Gift. 

 
Cost: 1 Willpower 
Dice Pool: Stamina + Survival + Power 
Action: Instant 
 
System: It takes a full turn to transform, although the form lasts for the duration of 

the scene.  The Storyteller must best adjudicate the appearance and abilities of the 
totem form; for instance, one of Hakaken’s bastards might radiate fear so intense 
that opponents have to make Resolve + Composure rolls just to act against him, 
much less confront him.  The results, of course, should always be impressive. 

 

Endurance 
 

Level Name Dice Pool 

• Resist Pain None 

•• Troll Skin Stamina + Survival + Glory 

••• Alberich's Claws None 

•••• Hero's Stand Resolve + Composure + Glory 

••••• Endurance of Heimdall Resolve + Composure + Glory 
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Resist Pain (•) 
Through force of will, the Garou is able to ignore the pain of his wounds and 

continue acting normally. This Gift is taught by a Bear-spirit. 
 
Cost: 1 Willpower 
Dice Pool: No roll is required. 
Action: Reflexive 

 
System: The Garou, with success, may ignore all wound penalties for the duration 

of the scene. 
 

Troll Skin (••) 
With this Gift, a Garou can make her skin grow tough and thick, covered with 

warty knots of hard, armored flesh. This Gift is taught by an Earth Elemental. 
 
Cost: 1 Essence 
Dice Pool: Stamina + Survival + Glory 
Action: Instant 
 
System: For each success, the Garou receives a 1/0 natural Armor Rating, which 

applies on top of whatever armor they may be using. This Gift does not protect 
against fire or silver, and lasts for one scene. However, when imbued with Troll Skin, 
the Garou suffers a -1 penalty on Social-related rolls due to the ugly skin and its 
accompanying smell.  This penalty does not apply to Presence + Intimidation rolls, or 
rolls to activate Gifts. 

 

Alberich's Claws (•••) 
Alberich was a dwarven king who had his castle below the ground, carved out of 

the rock itself. Get of Fenris with this Gift could well have been amongst the builders 
of that palace, for their claws can slice directly through stone, steel or any other 
inanimate material as if it were butter. It is taught by a mole spirit or earth elemental. 

 
Cost: 1 Essence 
Dice Pool: No dice roll is needed. 
Action: Reflexive 
 
System: If the Fenrir's next attack is performed with natural weaponry and strikes 

an inanimate object, it automatically does an additional ten levels of damage. 
 

Hero's Stand (••••) 
The Garou plants herself on a patch of ground and channels the very force of Gaia 

through her body, essentially becoming one with the earth. She may not retreat or 
even move from her chosen "turf" (and no force on Earth can make her), but she 
gains many powers thereby. Only when all foes are defeated may she retreat or 
leave. This Gift is taught by an earth elemental. 

 
Cost: None 
Dice Pool: Resolve + Composure 
Action: Instant 

 



 

91 

 

System: Each success grants a +1 bonus to all dice pools for the rest of the 
scene. Additionally, she may not be surprised, and all attacks against her are 
considered frontal; she cannot be flanked. Any supernatural attempts to make her 
leave must obtain twice as many successes as the Garou did on the Resolve + 
Composure roll. 

 

Endurance of Heimdall (•••••) 
This powerful Gift grants the Garou great endurance and hardiness for a time. 

This Gift is taught by a Boar-spirit. 
 
Cost: 1 Essence 
Dice Pool: Resolve + Composure + Glory 
Action: Instant 
 
System: If successful, the Garou's Stamina rating is doubled for the duration of 

the scene. This will aid Stamina rolls, as well as give a temporary increase in Health. 
 

Enigma 
 

Level Name Dice Pool 

• Sense Wyrm Wits + Occult + Purity 

•• Drunken Spider Presence + Crafts + Cunning vs. spirit’s Power 

••• Clarity Wits + Occult + Wisdom 

•••• Strike the Air Wits + Athletics + Honor vs. Resolve + Composure 

••••• Astral Mind Intelligence + Occult + Purity 

 

Sense Wyrm (•) 
The Garou can sense manifestations of the Wyrm in the nearby area. This Gift 

involves a mystical sense, not a visual or olfactory image, although Garou using this 
Gift are likely to say, "This place stinks of the Wyrm." This power requires active 
concentration. This Gift is taught by any spirit servant of Gaia. 

 
Cost: None 
Dice Pool: Wits + Occult + Purity 
Action: Instant 

 
System: The resistance penalty for this Gift is based on the concentration and 

strength of the Wyrm's influence (sensing a single fomor in a room would have a 
difficulty of -5, while sensing the Wyrm's presence while at the edge of a hive's 
territory is -1, if any). Vampires can be sensed using this Gift, but only those with a 
Humanity rating lower than 5. 

  

Drunken Spider (••) 
This Gift is primarily practiced by those Stargazers who feel that the Weaver is the 

true enemy of Gaia.  With this ability, the Stargazer may affect the logic centers of 
any Weaver-spirit, jumbling its mind into sluggish discord.  If the spirit isn’t part of 
any physical manifestation mirrored in the “real” world, the spirit is merely hampered 
and confused.  If performed on a spirit that’s part of the soul of a machine, it actually 
makes the machine work significantly less efficiently, and thus makes it harder to 
use.  A computer affected as such may not do what the user intends.  Hitting “Enter,” 
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for instance, might trigger the “Backspace” key instead.  Or opening a document 
might cause it to appear as gibberish.  This Gift can be taught by either a cockroach-
spirit or a water-spirit. 

 
Cost: 1 Willpower 
Dice Pool: Presence + Crafts + Cunning vs. spirit’s Power 
Action: Instant 

 
System: If the spirit is “alone” and unassociated with any real world device, then 

each success on this roll reduces the spirit’s rolls to act by one die.  If the spirit is 
associated with a machine, then each success levies a -1 difficulty to use the device 
as it acts oddly and performs erratically and slowly.  The muddling effects last for the 
duration of the scene. 

 

Clarity (•••) 
The Garou is able to see through fog, pitch darkness and even recognize illusions 

or invisibility. The Gift is taught by a Wind spirit. 
 
Cost: None. 
Dice Pool: Wits + Occult + Wisdom 
Action: Reflexive 
 
System: If the Stargazer attempts to see through someone else's illusion, the 

number of successes must match or beat that which were achieved when 
establishing the illusion. 

 

Strike the Air (••••) 
The Garou becomes the ultimate example of passive resistance. She becomes 

unable to attack an opponent, but she is also unable to be hit, allowing her opponent 
to exhaust himself in the attempt. A mongoose spirit teaches this Gift. 

 
Cost: 1 Willpower 
Dice Pool: Wits + Athletics + Honor versus target's Resolve + Composure 
Action: Instant 
 
System: For the duration of the scene, the opponent cannot strike the Garou, no 

matter how many successes he achieves on the roll. This Gift is cancelled 
immediately if the werewolf attacks his opponent or if anyone else attacks on the 
Garou's behalf. This Gift will work on multiple opponents, but the player must 
activate the Gift for each opponent. 

 

Astral Mind (•••••) 
The Garou with this Gift can project his consciousness from his body and into the 

higher Realms of the Umbra. From there, his mind can enter realms denied physical 
beings. Since Garou are physical in the Umbra, they cannot usually enter these 
realms. New abilities and powers can sometimes be discovered in these realms and 
many Stargazers go on sojourns for unique knowledge and understanding. The 
Storyteller is encouraged to create new abilities that can be gained on such travels. 
These realms are realms of thought, and many odd enigma spirits wait there to test 
trespassers with a riddle contest, a mathematical problem or a philosophical 
dilemma. While the Garou's mind travels the Umbra, his body sits in the physical 
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world in the state it was left, and the Garou will appear to be in a coma. Finding 
one's way back to one's body is not always easy. 

 
Cost: 2 Essence 
Dice Pool: Intelligence + Occult + Purity 
Action: Instant 
 
System: Success means the mind is released to roam where it will. The number 

of successes determines how far the Garou can go. One success and he can 
traverse the Near Umbra, with three successes he can leave such everyday realms 
and travel deep into the Conceptual Umbra. To return to their body, the Gift user 
must a success in a Resolve + Composure. 

 

Fae 
 

Level Name Dice Pool 

• Faerie Light Wits + Enigmas + Wisdom 

•• Howl of the Banshee Presence + Intimidation + Cunning 

••• Faerie Kin Manipulation + Occult + Wisdom 

•••• Phantasm Intelligence + Expression + Cunning 

••••• Gift of the Spriggan Stamina + Survival + Glory 

 

Faerie Light (•) 
With this Gift, a Fianna can create a wisp of ghostly light, usually white, green, or 

faint blue in color. She can direct the glow to move, but the light isn't strong enough 
to illuminate more than three feet around the Garou. Some Fianna like to use this 
Gift to make their eyes flash green or blue. Ragabash love to create tricks with 
Faerie Light. This Gift is taught by marsh spirits and faeries. 

 
Cost: 1 Essence (optional) 
Dice Pool: Wits + Enigmas + Wisdom 
Action: Reflexive 
 
System: The Garou rolls Wits + Enigmas + Wisdom. The light appears anywhere 

the Fianna chooses, as long as it is within line of sight. It may float slowly at about 10 
yards per turn. The Gift lasts for one turn per success, unless an Essence point is 
spent, in which case the Faerie Light remains in effect for an entire scene. 

 

Howl of the Banshee (••) 
The Garou may emit a fearful howl that unnerves all in the vicinity. This Gift is 

taught by a Banshee, a woeful spirit of the dead. 
 
Cost: 1 Essence 
Dice Pool: Presence + Intimidation + Cunning 
Action: Instant 
 
System: The Garou spends one Essence point and rolls Presence + Intimidation 

+ Cunning. All who hear the howl, friends or foes, must make a Resolve + 
Composure roll or run in terror for one turn per success. 
Note: This Gift affects friends and foes alike. 
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Faerie Kin (•••) 
The Garou can call one of more faeries to aid her. The faeries are not under the 

Garou's control, though they are favorably disposed to the Garou (except on a botch 
- Gaia help the Garou who botches this one); what they do is entirely up to the 
Storyteller 

 
Cost: 1+ Essence 
Dice Pool: Manipulation + Occult + Wisdom 
Action: Instant 
 
System: The Garou spends one Essence point and rolls Manipulation + Occult + 

Wisdom. Each extra Essence point spent over the base amount increases the 
faerie's raw power, while extra successes increase the faerie's numbers. 

 

Phantasm (••••) 
This Gift creates a static illusion with full visual, auditory and even tactile and 

olfactory components. This Gift is taught by Trickster or Illusion spirits or even by 
faeries. 

 
Cost: 1+ Essence 
Dice Pool: Intelligence + Expression + Cunning 
Action: Instant 
 
System: The Garou spends one Essence point for each 10-foot area to be 

covered by the illusion and rolls Intelligence + Expression + Cunning. All in the 
vicinity must match or exceed the number of successes with a Wits + Composure or 
believe that the illusion is real. 

 

Gift of the Spriggan (•••••) 
The Garou may grow up to three times her normal size or shrink to the size of a 

small puppy. This Gift is taught by faerie or a Chimerling. 
 
Cost: 1 Essence 
Dice Pool: Stamina + Survival + Glory 
Action: Instant 
 
System: The Garou spends one Essence point and rolls Stamina + Survival + 

Glory. The effects last one hour per success. When larger, the Garou gains +3 
Strength and one extra Health Level for each 100% increase in size (100% per 
success gained on the roll); when smaller, the Garou retains her normal Strength 
and abilities, but may sneak around unnoticed or pass as a "cute little doggie" 
among humans. 
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Family 
 

Level Name Dice Pool 

• Resist Toxin Stamina + Survival + Wisdom 

•• Brew Wits + Crafts + Honor 

••• Reshape Object Manipulation + Crafts + Wisdom 

•••• Balor's Gaze Wits + Occult + Glory vs. target's Resolve + 
Composure 

••••• Havgan's Healing None 

 

Resist Toxin (•) 
Many Bone Gnawers learn a preternatural resistance to poisons and toxins of all 

kinds, doubtless due to their diet of refuse and American beer. A trash spirit teaches 
this Gift. 

 
Cost: None 
Dice Pool: Stamina + Survival + Wisdom 
Action: Instant 
 
System: Success nullifies the effects of most conventional poisons, and adds 

three dice to the Garou's Stamina for purposes of resisting Wyrm-enchanced 
poisons. The effect lasts for the scene. 

 

Brew (••) 
The Fianna are renowned for their ability to drink liquor. Part of this legend stems 

from their ability to make it. With Brew, the Garou can mystically transform a pitcher 
of any liquid into an alcoholic substance. This Gift can surreptitiously inebriate 
unsuspecting targets. A Grain-spirit teaches this Gift. 

 
Cost: 1 Essence 
Dice Pool: Wits + Crafts + Honor 
Action: Instant 
 
System: After spending an Essence point, the player rolls Wits + Crafts + Honor. 

The number of successes determines the quality and potency of the concoction. One 
success can create cheap, domestic beer, low-budget wine or mediocre tequila, 
while five successes can create a high quality imported beer, fine vintage 
champagne or a top-shelf liquor. A botch creates a brew that induces massive 
hangovers (-1 penalty to all rolls for the entire next day). 

 

Reshape Object (•••) 
The Garou can instantly shape once-living material (but not undead!) into a variety 

of objects - thus trees may become shelter, buck antlers become spears, animal 
hides become armor, and flowers become perfumes. The item will in some way 
resemble the object from which it was created (the spear is made of antler, not 
wood). This Gift is taught by a Weaver-spirit. 

 
Cost: 1 Essence 
Dice Pool: Manipulation + Crafts + Wisdom 
Action: Instant 
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System: A variable difficulty is imposed based on the complexity of the change 

desired (-1 to turn a broken tree limb into a spear, -3 to turn a plank into a floatable 
raft, etc). The created object is not necessarily permanent; it will last a length of time 
according to the chart below. Expending an Essence point allows a created weapon 
to inflict aggravated damage (this effect is not permanent unless a Willpower dot is 
spent). 

 
Successes Duration 
1 5 minutes 
2 10 minutes 
3 One Scene 
4 One Story 
5+ Permanent 

 

Balor's Gaze (••••) 
One of the Garou's eyes begins to glow a baleful red. Its stare is horrifying, 

causing wracking pain in any being who meets its glare and whose resolve falters. 
This Gift is taught by a Pain spirit. 

 
Cost: 2 Essence 
Dice Pool: Wits + Occult + Glory versus target's Resolve + Composure 
Action: Reflexive 

 
System: The Garou spends 2 Essence points. He then rolls Wits + Occult + Glory. 

Thereafter, for the remainder of the scene, any foe at whom he so much as glances 
must equal or exceed the Garou's successes on a Resolve + Composure roll or 
double over in agony. Such a foe is suffers a -5 penalty to all actions for the scene, 
even though the foe takes no actual wounds; this penalty is added to any Wound 
Penalties the foe is already suffering from and does not replace those penalties. If a 
foe successfully resists, she is immune for the duration. 

 

Havgan's Healing (•••••) 
Named after the foe Pwyll dueled in the Otherworld, this powerful Gift lets wound 

alternately harm and heal the Garou, giving the Fianna a critical edge in a sustained 
battle. A death-spirit teaches this Gift. 

 
Cost: 2 Essence 
Dice Pool: No dice roll is necessary. 
Action: Instant 

 
System: To activate this Gift, the Fianna must spend two Essence points and 

concentrate for one turn. For the duration of the scene, any damage received 
alternately harm or heal the Garou. The first blow to strike the Garou injures him as 
normal; with the second blow, any damage instead is treated as healing. Bashing 
wounds heal bashing damage, lethal wounds can heal bashing or lethal, and 
aggravated wounds heal all forms of damage. The third blow injures, the fourth 
heals, and so on. Wounds suffered from silver can never heal, however; they inflict 
damage as normal, and "use up" that blow – for instance, a Fianna wounded by 
silver by the fourth blow after activating this Gift takes aggravated damage as 
normal, and the fifth blow will injure, not heal. (However, any aggravated damage 
taken on the sixth blow and every other attack after that could heal the silver 
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damage.) Any wounds left unhealed by the end of the scene must be healed as 
usual. 

 

Fenrir 
 

Level Name Dice Pool 

• Visage of Fenris Presence + Intimidation + Glory vs. 
Resolve + Composure + Power Stat 

•• Halt the Coward's Flight Presence + Intimidation + Glory vs. 
Resolve + Composure + Power Stat 

••• Might of Thor Resolve + Composure + Glory 

•••• Loki's Touch Manipulation + Empathy + Cunning vs. 
Presence + Survival + Power Stat 

••••• Horde of Valhalla  

 

Visage of Fenris (•) 
The Get appears larger and more fearsome, commanding respect from peers and 

cowing his foes. A wolf-spirit teaches this Gift.  
 
Cost: None 
Dice Pool: Presence + Intimidation + Glory against target’s Resolve + Composure 

+ Power Stat 
Action: Instant 

 
System: Only one success is necessary to affect non-Garou and Garou of equal 

or lower rank. To affect Garou of higher rank, the player must score a number of 
successes equal to twice the difference in Rank between the Garou and the target. 
Allies and peers affected by this Gift see the Get as impressive and noble (+1 to all 
Social rolls). Foes pause for a moment to summon the resolve necessary to fight 
such a monster (losing one from their initiative ratings). This Gift lasts for one scene. 

 

Halt the Coward's Flight (••) 
The Garou may slow his fleeing foes, preventing them from escaping his wrath. 

This Gift is taught by a Wolf spirit. 
 
Cost: None 
Dice Pool: Presence + Intimidation + Glory against target’s Resolve + Composure 

+ Power Stat 
Action: Instant 

 
System: If successful, the Garou may halve the Speed of the individual for a 

scene. 
 

Might of Thor (•••) 
The Garou can immensely increase his strength, wreaking terrible havoc on 

opponents. This Gift is taught by a Wolf spirit. 
 
Cost: 1 Essence 
Dice Pool: Resolve + Composure + Glory 
Action: Instant  
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System: The Garou may double his Strength for one turn per success, after which 

he will be as weak as a kitten (Physical Attributes 1, half Willpower) until he rests for 
an hour. If the Garou achieves an exceptional success on the roll, the Garou triples 
his Strength score for one turn per success instead of doubling. 
 

Loki's Touch (••••) 
This Gift is rare among the Get of Fenris, but the Rotagar often find it necessary to 

cool the rages of their comrades. With just a touch, the Garou may cause a target to 
go into uncontrollable fits of laughter or simply to have a better sense of humor. This 
Gift is taught by any Trickster spirit (most often Ratatosk, the Squirrel). 

 
Cost: None. 
Dice Pool: Manipulation + Empathy + Cunning against target’s Presence + 

Survival + Power Stat 
Action: Instant 
 
System: The Garou must touch an opponent in order to enact this Gift (a Strength 

+ Brawl may be required).  The fits of laughter will last for one round per success, 
during which time target may not take any offensive action, although he may defend 
himself if attacked, retaining his Defense + Armor normally. 

 

Horde of Valhalla (•••••) 
The Garou must be in good standing with his totem (have displayed exemplary 

courage) and may only use this Gift in the most dire circumstances, as he is asking 
aid from Fenris himself. This Gift is taught by an avatar of Fenris. 

 
Cost: 2 Essence 
Dice Pool: Presence + Animal Ken + Honor 
Action: Instant 
 
System: If successful, a number of spirit wolves from Valhalla emerge from the 

Umbra to do battle with the Garou's foes - one wolf for every success achieved. 
These wolves are identical to those of the Wild Hunt. The wolves will return to 
Valhalla at the end of the scene. If the Garou achieves an exceptional success, two 
wolves emerge for every success instead. 

 

Impergium 
 

Level Name Dice Pool 

• Wolf at the Door Presence + Survival + Glory vs. Resolve + 
Composure + Power Stat 

•• Cull the Herd Wits + Survival + Wisdom 

••• Babble Manipulation + Survival + Cunning vs. Presence 
+ Subterfuge 

•••• Herding the Infant 
Ape 

Presence + Survival + Purity 

••••• Curse of Lycaon Harmony vs. Resolve + Composure + Power 
Stat 
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Wolf at the Door (•) 
Some humans can't just be splattered all over the nearest tree. Some of them 

have to be taught a lesson and left alive, for whatever reason. However, the Red 
Talons know how to make the message stick. This Gift induces a terrible dread of 
and respect for the forest, and it makes a human target afraid to tamper with it in any 
way. Any predator spirit can teach this Gift. 

 
Cost: None 
Dice Pool: Presence + Survival + Glory against target’s Resolve + Composure + 

Power Stat 
Action: Instant 

 
System: The Garou must make eye contact with the target, but he can be in any 

form when he does so. The effects last for one day per success. During this time, the 
human must roll Resolve + Composure to leave his home, and he may not go near 
anything resembling a forest without spending one Willpower. If the human does 
leave his home he is shaky and fearful until he returns, and suffers a -2 penalty to all 
Mental and Social dice pools. This Gift functions on Kinfolk, mages, ghouls and other 
supernatural homids, but they can add their Power Stat to their resistance roll. 

 

Cull the Herd (••) 
A Red Talon using this Gift measures the vitality of her prey to plan her attack 

strategy effectively. During the Impergium, Red Talons used this Gift to pick the 
weakest of the humans and destroy them. Occasionally, the Red Talons killed the 
strongest of the humans to remove them from the breeding pool. Today, the Gift 
continues to help Red Talons hunt and kill their prey. An Avatar of wolf teaches his 
children how to detect the easiest prey. 

 
Cost: None. 
Dice Pool: Wits + Survival + Wisdom 
Action: Reflexive 
 
System: The Red Talon needs only one success to determine the general health 

and fitness of an individual. This Gift also works on animals and Garou as well as 
humans. One success detects any injuries, whereas five successes would reveal the 
creature's entire physiology. 

 

Babble (•••) 
The Garou may strip away someone’s grasp of language, making them unable to 

communicate.  No matter how hard the person tries, they may only grunt, growl and 
moan unintelligibly. 

 
Cost: None. 
Dice Pool: Manipulation + Survival + Cunning against target’s Presence + 

Subterfuge 
Action: Instant 
 
System: Success causes the target to be unable to communicate in any way 

(including speaking, writing, hand gestures, etc.) for 1 scene. 
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Herding the Infant Ape (••••) 
Perhaps the most unpopular Gift in the entire tribe, this Gift is hidden by Whelp's 

Compromise, although a few Warders of the Land use it in more... experimental 
ways. It turns a human child of no older than ten years old into a creature of the wild, 
unable to set foot in a city. Some suggest this Gift is responsible for myths such as 
Romulus and Remus, or the tale of Mowgli. Whelp's Compromise camp members 
use this to show that humans themselves can exist in harmony with Gaia, it is the 
City that is evil and needs to be destroyed.  

 
Cost: 3 Essence 
Dice Pool: Presence + Survival + Purity 
Action: Instant 
 
System: This Gift can only be used on a human child of no more than ten years. 

The number of successes required is based on the child's age (see below). The 
number of successes rolled also becomes the number of decades that pass before 
they can re-enter a city. If they do so before then, they suffer incapacitating cramps, 
refuse to eat, and stay immobile until removed from the city.  

Since this Gift only works on those too small to fend for themselves, few who use 
it simply abandon their charges. After all, a dead human child in the wild isn't the 
example the Whelp's Compromise wants to make. 

 
 Child’s Age 
Successes (in years) 
1 Less than 1 
2 1-2 
3 3-4 
4 5-6 
5+ 7 and up 

 

Curse of Lycaon (•••••) 
The Garou may transform any human or Garou into a normal wolf. Garou will stay 

in this form for the duration of the scene; against humans, this effect is permanent. 
This Gift is taught by a Wolf spirit. 

 
Cost: 1 Essence 
Dice Pool: Harmony against target’s Resolve + Composure + Power Stat 
Action: Instant 
 
System: Werewolves are forced into Lupus form for the duration of the scene.  

When used on humans, the effect of the Gift is permanent.  The person remains a 
normal wolf in body and mind for the rest of his life. 
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Information 
 

Level Name Dice Pool 

• Diagnostics Wits + Crafts + Wisdom 

•• Cybersenses None 

••• Data Flow Wits + Computer + Wisdom 

•••• Intrusion Harmony 

••••• Summon Net-Spider Presence + Computers + Honor 

 

Diagnostics (•) 
At a glance, the Glass Walker can tell what is wrong with a machine. He can then 

enlist the aid of the machine's spirit in repairing the faulty device. Any technological 
spirit can teach this Gift. 

 
Cost: 1 Essence 
Dice Pool: Wits + Crafts + Wisdom 
Action: Instant 
 
System: With even one success, the Garou mentally convinces the spirit of the 

device to aid her in fixing it. (Most spirits are happy to do so - they don't want to be 
junk!) The time to fix the device is halved, and the player may subtract any 
successes achieved on this roll from the successes necessary to fix the device. 

 

Cybersenses (••) 
The Garou, through studying his own senses and the tools of science, may alter 

his sensory perceptions to those of a machine. Thus, he can change his hearing to 
detect radar, change his eyes to detect UV emissions or radiation, etc. This Gift is 
taught by any technological spirit. 

 
Cost: 1+ Essence 
Dice Pool: No roll is necessary. 
Action: Reflexive 
 
System: After activating this Gift, the Garou adds Science to his normal Wits + 

Composure roll involving the new sense(s). The effect lasts for a scene. 
 

Data Flow (•••) 
The Glass Walkers originally developed this Gift as a "remote control" for new 

electronic devices. As the computer gained importance, this Gift gained a whole new 
utility. Glass Walkers now use this ability to take control of the data resources that 
are so important to the world's economy and to the world in general. By focusing her 
attention on a single computer, a Glass Walker can take control of that machine from 
across the room. She can order it to erase its memory, alter security clearances, 
transmit false data or simply print a document. An electrical spirit or the even more 
complex computer spirits can teach this Gift. 

 
Cost: 1 Essence 
Dice Pool: Wits + Computer + Wisdom 
Action: Instant 
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System: A success establishes contact with the computer. As long as the Garou 
keeps her target in line of sight, she can maintain contact with the machine. While 
this Gift allows remote access, the Garou must still make all the appropriate rolls to 
manipulate the computer. 

 

Intrusion (••••) 
It’s impossible to keep a cockroach out of a house, and it’s equally impossible to 

keep a Glass Walker out, provided she has this Gift.  Once this Gift is activated, the 
Glass Walker can easily break almost any barrier that is presented to her.  Doors 
mysteriously unlock upon her approach; padlocks fall open with no explanation.  The 
Gift has, however, a very short and specific time limit.  A cockroach-spirit teaches the 
Gift. 

 
Cost: 1 Essence 
Dice Pool: Harmony 
Action: Instant 
 
System: Every success will keep this Gift active for exactly one minute, and many 

Glass Walkers deliberately time themselves with stopwatches so they can know 
when this Gift will wear off.  During this time almost no door or barrier can possibly 
stop the Glass Walker.  Highly secure doors (such as foot-thick iron security doors) 
may require a Dexterity or Wits + Streetwise roll, but every success on the initial roll 
for this Gift adds a +3 bonus to such rolls. 

 

Summon Net-Spider (•••••) 
The Garou can summon a Net-Spider - one of the Weaver spirits that dwell within 

the Realm of electronic reality. Within reasons, the Net-Spider gives its summoner 
absolute control over computers. The Garou can also send the Spider into someone 
else's system to disrupt it - the effects of this are left up to the Storyteller, but should 
be destructive. This Gift is taught by an avatar of Cockroach. 

 
Cost: 2 Essence 
Dice Pool: Presence + Computers + Honor 
Action: Instant 
 
System: If successful, the Net-Spider appears and will heed the Garou. The 

Spider allows the Garou to halve all difficulty rolls involving computers. 
 

Inner Strength 
 

Level Name Dice Pool 

• Falling Touch Dexterity + Medicine + Cunning vs. Stamina + 
Athletics 

•• Inner Strength Wits + Occult + Wisdom 

••• Merciful Blow Wits + Medicine + Cunning vs. Wits + Athletics + 
Power Stat 

•••• Counting Coup None 

••••• Circular Attack Wits + Athletics + Cunning* 

 



 

103 

 

Falling Touch (•) 
This Gift allows the Garou to send her foe sprawling with just a touch. The Gift is 

taught by any aerial spirit. 
 
Cost: None 
Dice Pool: Dexterity + Medicine + Cunning versus target's Stamina + Athletics 
Action: Reflexive 

 
System: Even one success sends the opponent to the ground. 
 

Inner Strength (••) 
The Garou, after brief meditation, convert her inner anger into iron resolve. This 

Gift is taught by Ancestor spirits of the Stargazers. 
 
Cost: None. 
Dice Pool: Wits + Occult + Wisdom 
Action: Instant 
 
System: The Garou concentrates for five minutes in addition to the roll to activate 

this Gift.  Each success converts one point of Essence into Willpower. 
 

Merciful Blow (•••) 
The Garou can subdue a foe in combat without harming him. This Gift is taught by 

a Mongoose spirit. 
 
Cost: 1 Essence 
Dice Pool: Wits + Medicine + Cunning against target’s Wits + Athletics + Power 

Stat 
Action: Reflexive 
 
System: If his next blow (hand or weapon) strikes and would do damage, the 

Garou may then roll to activate the Gift against the target. One or two successes on 
this roll cause the opponent to keel over helpless for the next turn; three or more 
paralyze the foe for the entire scene.  This attack does not do damage to the target, 
beyond the described effects. 

 

Counting Coup (••••) 
The Garou invoking this Gift can steal Renown from another Garou by touching 

them, but doing no actual damage. The Garou is in effect demonstrating that he 
could have severely damaged his opponent, and only did not because he chose so. 

 
Cost: 1 Essence 
Dice Pool: No roll is necessary. 
Action: Instant 
 
System: Then onward, they can declare that they are trying to count coup against 

their opponent - they make an attack roll with a -2 resistance penalty (it is harder to 
know when to pull the blow). If the attack succeeds, they effectively pull one point of 
Glory from their opponent for themselves.  This point only lasts until the next full 
moon, though during that time, the Renown is their own, and there is no damage 
done with this attack. 
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Circular Attack (•••••) 
The Garou can battle multiple opponents, not only avoiding their attacks, but 

actually channeling them into other foes (or causing a foe to strike himself if the 
Garou is fighting only one foe). This Gift is taught by a Wind spirit. 

 
Cost: 1 Willpower 
Dice Pool: Wits + Athletics + Cunning (see description) 
Action: Instant 
 
System: The Garou must make one roll to initiate this Gift, against every 

opponent he is in combat with. The Garou must be in melee combat, or must be 
attacked in a firefight by two or more foes. Each success enables the Garou to avoid 
and redirect one attack. Each of the redirected attackers then makes an attack roll 
against the new target instead. Any remaining attacks that are not redirected 
damage the Garou as normal. 

 

Leadership 
 

Level Name Dice Pool 

• Falcon’s Grasp None 

•• Empathy Intelligence + Empathy + Wisdom 

••• Wrath of Gaia Presence + Intimidation + Glory vs. Resolve + 
Composure 

•••• Mastery Presence + Persuasion + Honor vs. Wits + 
Subterfuge 

••••• The Secret of Gaia Harmony 

 

Falcon’s Grasp (•) 
A leader must keep a tight grip on his power, and this Gift allows the Garou to do 

so literally. The Garou's hands or jaws tighten in a mighty death-grip, making it 
nearly impossible to escape. A falcon spirit teaches this Gift. 

 
Cost: 1 or 2 Essence 
Dice Pool: No roll is necessary. 
Action: Reflexive 
 
System: For the remainder of the scene, the Garou's grip with either hands or 

jaws (or both at the cost of two Essence) is much stronger. In game terms, the 
Garou's Strength is considered three higher for purposes of grappling or maneuvers 
such as the jaw lock. The Garou may not use this extra Strength to inflict damage. 

 

Empathy (••) 
To be a leader among wolves is largely a matter of physical dominance, but a 

human leader must understand his charges and follow their will to a degree. With 
this Gift, a Silver Fang can understand those around him and live up to their 
expectations. A falcon spirit teaches this Gift.  
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Cost: 1 Essence 
Dice Pool: Intelligence + Empathy + Wisdom 
Action: Instant 

 
System: Success indicates that the Garou knows that the majority would like to 

see, be it attack, mediation, harsh punishment or clemency. The more successes the 
player rolls, the better the Garou understands the people's desires, even if the 
people would rather keep those desires secret. Note that this Gift by no means 
reveals the wisest or most rational decisions, just the most popular one. 

 

Wrath of Gaia (•••) 
The Garou is revealed by his foes as that which Gaia intended him to be: Her 

Chosen Warrior. Wyrm beasts will flee in fear unless they can master their instinctual 
terror of Gaia's Defender. This Gift is taught by an avatar of Gaia Herself. 

 
Cost: 1 Essence 
Dice Pool: Presence + Intimidation + Glory against target’s Resolve + Composure 
Action: Instant 
 
System: All agents or minions of the Wyrm (including Kindred with Humanity less 

than 5) in the vicinity must make Resolve + Composure rolls. If a Wyrm creature 
does not match or exceed the Garou's successes, it will flee in terror for the duration 
of the scene. 

 

Mastery (••••) 
The Garou can command other Garou (including Wyrm-tainted Garou such as 

Black Spiral Dancers) to do her bidding. This Gift is taught by a Falcon spirit. 
 
Cost: None 
Dice Pool: Presence + Persuasion + Honor against target’s Wits + Subterfuge + 

Primal Urge 
Action: Instant 

 
System: The Garou can cause the target to obey any non-suicidal command for 

one turn per success. This Gift works only against Garou. 
 

The Secret of Gaia (•••••) 
When the Great White Wolf died to save Gaia, he learned her secrets. The nature 

of the actual "Secret of Gaia" is obscure, but few question that the Silver Fangs have 
a deep and ancient connection with the Earth Mother. This Gift is a powerful aspect 
of this relationship. The Garou who uses this Gift becomes completely aware of her 
immediate vicinity in vivid detail. The Fang is aware of the area's topography, wildlife 
and the local spirit population. The Silver Fang also becomes aware of Gaia's 
condition in the area, but in a very general sense - Gaia is pained, feels trapped, 
whatever. An avatar of Gaia teaches this Gift, but only to the worthy. Silver Fangs of 
any auspice may learn it, but it is most common among Theurges and those of 
House Wise Heart. 

 
Cost: 1 Essence 
Dice Pool: Harmony 
Action: Instant 
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System: The Secret of Gaia is a more powerful version of the Theurge Gifts: Spirit 

Speech and Pulse of the Invisible. The Garou becomes preternaturally aware of a 
one-mile radius for each success, almost becoming part of it. The Garou can 
automatically see into the Penumbra and all Wits + Composures rolls are at +3 
bonus. Furthermore, all local non-Wyrm spirits are well-disposed toward the 
character, granting +2 on all Social rolls involving them. Finally, one extra die is 
added to all Dice Pools (save those involving combat) while the Garou is in the 
higher state bestowed by this Gift. The Gift's effects last a number of hours equal to 
the Garou’s current Harmony. If the player achieves a dramatic failure on the roll, the 
character becomes acutely aware of Gaia's agonies and succumbs to the most 
severe pangs of Harano for an entire scene. 

 

Love 
 

Level Name Dice Pool 

• Resist Pain None 

•• Luna's Armor Stamina + Survival + Wisdom 

••• Spirit Friend Presence + Empathy + Honor 

•••• Beast Life Presence + Animal Ken + Honor 

••••• The Living Wood Presence + Survival + Honor 

 

Resist Pain (•) 
Through force of will, the Garou is able to ignore the pain of his wounds and 

continue acting normally. This Gift is taught by a Bear-spirit. 
 
Cost: 1 Willpower 
Dice Pool: No roll is required. 
Action: Reflexive 
 
System: The Garou, with success, may ignore all wound penalties for the duration 

of the scene. 
 

Luna's Armor (••) 
The Garou calls upon the blessing of Luna to deter any damaging attacks aimed 

at her. This Gift is taught by a Lune. 
 
Cost: 1 Essence 
Dice Pool: Stamina + Survival + Wisdom 
Action: Reflexive 
 
System: The Garou concentrates for one turn, then makes the roll. Each success 

allows the Garou to add one to her Armor for the purpose of soaking damage 
(including silver). The effect lasts for one scene. 

 

Spirit Friend (•••) 
The Children walk among spirits and interact with them more easily than most, for 

their aura exudes friendship. This Gift is taught by Unicorn spirits. 
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Cost: None 
Dice Pool: Presence + Empathy + Honor 
Action: Instant 

 
System: Each success adds one die to all the Garou's Dice Pools for interacting 

with any spirits in the vicinity (except those of the Wyrm). 
 

Beast Life (••••) 
The Garou may not only communicate with animals, but can attract and command 

them. If there are no animals of the sort desired in the vicinity, none can be called. 
This Gift is taught by any Animal-spirit. 

 
Cost: 1+ Essence 
Dice Pool: Presence + Animal Ken + Honor 
Action: Instant 

 
System: One success causes animals within a 10-mile radius to be affected. Each 

additional success add 10 miles (two successes indicate a 20-mile radius). The 
effect lasts for one scene, but the time may be extended by spending one Essence 
point per extra scene. 

 

The Living Wood (•••••) 
The Garou may call the powers of the forest to arise and aid her; nearby trees will 

begin to move and attempt to protect the Garou. The trees will restrain, block and 
even fight foes. This Gift is taught by a Glade Child. 

 
Cost: 1 Essence 
Dice Pool: Presence + Survival + Honor 
Action: Instant 
 
System: The Garou animates on tree for each success rolled. 
 

Magic 
 

Level Name Dice Pool 

• Sense Magic Wits + Occult + Wisdom 

•• Spirit of the Bird None 

••• Banish Totem Harmony vs. Totem’s Power + Resistance 

•••• Call Elemental Harmony 

••••• Fetish Doll Wits + Crafts + Cunning 

 

Sense Magic (•) 
The Garou is able to sense Garou rituals and Gifts, the Thaumaturgy of the 

Tremere, the Spheres of the mages, fetishes and other magical phenomena. This 
Gift senses the presence of magic and its general strength; it reveals only basic 
information about the magic itself. This Gift is taught by a spirit servant of Uktena. 

 
Cost: None 
Dice Pool: Wits + Occult + Wisdom 
Action: Reflexive  
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System: The number of successes needed is based on the strength and subtlety 

of the magic. The radius is 10 foot for each success. 
 

Spirit of the Bird (••) 
The Garou may hover and float in the air. This Gift is taught by any Bird-spirit. 
 
Cost: 1 Essence 
Dice Pool: No roll is necessary to activate this Gift. 
Action: Instant 
 
System: He may move at a Speed of 12, and the duration is one hour. 

Maneuvering requires a roll of Dexterity + Occult, and the penalties of all complex 
actions, such as combat, are increased by two. 

 

Banish Totem (•••) 
By speaking words of forbiddance, the Uktena can bar pack or personal totems 

from giving their children aid. Doing so also disrupts the spiritual rapport between 
packmates, making it difficult for them to execute pack tactics or work in concert. An 
ancestor spirit teaches this Gift. 

 
Cost: 1 Essence and 1 Willpower 
Dice Pool: Harmony contested by the pack Totem’s Power + Resistance 
Action: Instant 

 
System: The Uktena must concentrate for a full turn, and he must know which 

totem his victims follow. If successful, the pack members lose all Traits associated 
with their totem, and they cannot use pack tactics or act in concert for the remainder 
of the scene (suffering a -3 penalty to all actions done as a pack). If the Uktena is 
rendered unconscious or killed, the Gift is cancelled. 

 

Call Elemental (••••) 
The Garou is able to call one of the four classical elementals (air, earth, water, 

fire) of his choice to him. This Gift is taught by an elemental spirit. 
 
Cost: 1 Essence 
Dice Pool: Harmony 
Action: Instant 
 
System: The Garou spends one Gnosis point and rolls Gnosis (difficulty of the 

area's Gauntlet) to summon the elemental. He must then roll Manipulation + Occult 
to cause the elemental to look favorably upon him. At the end of the scene, the 
elemental will return from whence it came. 

 

Fetish Doll (•••••) 
The Garou may harm a victim from afar by mutilating a doll he constructs in the 

victim's image. He must have a part or article from the being against whom he plans 
to employ this Gift. He must then construct a mannequin in the shape of the victim. 
This Gift is taught by a strange Umbral spirit. 
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Cost: None 
Dice Pool: Wits + Crafts + Cunning 
Action: Extended 

 
System: The Garou spends a week to construct the doll, then makes the 

appropriate roll to activate the Gift. To harm the victim, the Garou rolls Intelligence + 
Medicine against the victim’s Resolve + Composure. Each success inflicts one level 
of aggravated damage, up to a maximum of 10 - beyond 10, the doll is so mutilated 
that no further damage is possible. Each failure on the roll subtracts one from the 10 
possible levels of damage that can be inflicted and a dramatic failure destroys the 
doll without harming the victim. 

 

Master the Wild 
 

Level Name Dice Pool 

• Beast Speech Presence + Animal Ken + Purity 

•• Beastmind Manipulation + Empathy + Glory vs. Resolve + 
Composure 

••• Elemental Favor Presence + Subterfuge + Honor vs. Finesse + 
Resistance  

•••• Quicksand Manipulation + Survival + Cunning 

••••• Gaia’s Vengeance Presence + Occult + Glory 

 

Beast Speech (•) 
The Garou may speak to animals, from pigeons in the park to beavers at their dam 

or fish in the sea. This does not change their basic reactions - a hungry tiger is still 
hungry and may well attack. This Gift is taught by a Nature-spirit. 

 
Cost: None 
Dice Pool: Presence + Animal Ken + Purity 
Action: Reflexive 

 
System: This roll must be made for each type of animal and for each encounter. 
 

Beastmind (••) 
The Garou can reduce the mental faculties of a target to those of an animal for a 

short time. This Gift is taught by an avatar of Griffin. 
 
Cost: None 
Dice Pool: Manipulation + Empathy + Glory contested by victim’s Resolve + 

Composure 
Action: Instant 
 
System: The effect lasts for one turn per success. 
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Elemental Favor (•••) 
By cajoling a nearby elemental, the Garou can get the elemental to perform one 

"favor" for her. This can include the manipulation or even destruction of the 
elemental's material reflection - thus a rock might roll onto enemies, fire may 
explode, water may flow at the Garou's whim, or winds may knock foes to their feet. 
This Gift is taught by any elemental. 

 
Cost: None 
Dice Pool: Presence + Subterfuge + Honor contested by elemental’s Finesse + 

Resistance 
Action: Instant 

 

Quicksand (••••) 
The Garou can turn the local ground into a sticky mass that can catch foes and 

prevent them from moving easily. This Gift is taught by Earth elementals. 
 
Cost: 1 Essence 
Dice Pool: Manipulation + Survival + Cunning 
Action: Instant 

 
System: Each success turns a 10-foot area of ground into a viscous, sticky 

substance. Anyone in the area save the Garou can only move at half walking speed, 
and no combat maneuvers requiring movement may be executed. Additionally, there 
is a -1 penalty for all attacks involving actions more complex than basic grappling. 

 

Gaia’s Vengeance (•••••) 
The Garou can cause the very features of the land to animate and attack 

intruders: branches will lash out, rocks will roll and smash, vines will trip, water will 
such victims under. This Gift is taught by an avatar of Gaia herself. 

 
Cost: 2 Essence 
Dice Pool: Presence + Occult + Glory 
Action: Instant 
 
System: The game effects are up to the Storyteller. 
 

Meditation 
 

Level Name Dice Pool 

• Balance None 

•• Surface Attunement Dexterity + Athletics + Cunning 

••• Avoid Fate None 

•••• Preternatural Awareness Wits + Athletics + Wisdom 

••••• Wisdom of the Seer Intelligence + Occult + Wisdom 
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Balance (•) 
The Garou is able to walk across any ledge, rope, etc. no matter how thin or 

slippery. This Gift is taught by Wind spirits. 
 
Cost: None 
Dice Pool: No roll is necessary; once learned, this Gift is always considered 

active. 
Action: Reflexive 
 
System: While climbing or performing any actions involving balance, the Garou 

received a +3 bonus. 
 

Surface Attunement (••) 
The Garou may attune herself to the surrounding environment, thereby gaining the 

ability to walk at normal speed across such surfaces as mud, water, snow and 
quicksand without falling through or leaving tracks. This Gift is taught by the spirits of 
small animals (rabbits, sparrows, mice) animals usually overlooked by the other 
Garou, but honored by the Stargazers. 

 
Cost: None 
Dice Pool: Dexterity + Athletics + Cunning 
Action: Reflexive 
 

Avoid Fate (•••) 
With this Gift, the Stargazer can dodge the wheels of fate for the moment. 

Through a preternatural connection between herself and the universe, she avoids 
certain disaster. A cat spirit teaches this Gift to Garou.  

 
Cost: 1 Essence 
Dice Pool: No roll is necessary. 
Action: Reflexive 
 
System: Once per scene, the player can spend an Essence to reroll any failed 

roll. 
 

Preternatural Awareness (••••) 
The Garou attunes all her senses to her surroundings, thereby becoming 

preternaturally aware of her opponent's doings and allowing her to anticipate them 
somewhat. This Gift is taught by a Wind spirit. 

 
Cost: 1 Essence 
Dice Pool: Wits + Athletics + Wisdom 
Action: Instant 
 
System: All opponents’ Dice Pools to hit the Garou are reduced by a number of 

dice equal to the number of successes. This applies even if the Garou cannot see 
the attack coming. The effect lasts for one scene. 
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Wisdom of the Seer (•••••) 
By gazing into the night sky for an hour, the Stargazer can ask a question and 

have it answered. This Gift is taught by a Chimerling. 
 
Cost: 1 Essence 
Dice Pool: Intelligence + Occult + Wisdom 
Action: Instant 

 
System: If successful, the Garou can answer any one question (i.e.: ask the 

Storyteller). The clarity of the information is not always guaranteed and it is rare to 
gain a complete and straightforward answer. 

 

Messenger 
 

Level Name Dice Pool 

• Speed of Thought None 

•• Messenger’s Fortitude None 

••• Speed Beyond Thought Stamina + Athletics + Honor 

•••• Drumbeat of the Shadow Wits + Occult + Honor 

••••• Portents Intelligence + Enigmas + Honor 

 

Speed of Thought (•) 
The Garou can double her land speed. This Gift is taught by a Roadrunner or 

Cheetah spirit. 
 
Cost: 1 Essence 
Dice Pool: No roll is necessary. 
Action: Instant 
 
System: The effect lasts for one scene, and can be combined with the Wolf of 

Gaia Gift: Speed of the Gaian Wolf, but only if the Essence cost for both Gifts are 
spent at the same time. 

 

Messenger’s Fortitude (••) 
The Garou may run at full speed for three days without rest, food or water. After 

the duration expires, the Garou must sleep for a Week. This Gift is taught by a 
Camel or Wolf spirit. 

 
Cost: 1 or 2 Essence 
Dice Pool: No roll is necessary. 
Action: Instant 
 
System: The Garou may do nothing save run while this Gift is in effect; for an 

additional Essence, he may imbue the effects of this Gift upon another being. 
 

Speed Beyond Thought (•••) 
The Garou may run at 10 times normal speed. The Garou may do nothing save 

concentrate on running. The effects last for eight hours, after which the Garou will be 
famished and must eat immediately or risk frenzy or worse. This Gift is taught by a 
Cheetah or Air spirit. 
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Cost: 1 Essence 
Dice Pool: Stamina + Athletics + Honor 
Action: Instant 

 
System: Unlike Speed of Thought, this Gift cannot be used in combination with 

Speed of Thought or Speed of the Gaian Wolf. 
 

Drumbeat of the Shadow (••••) 
Ghosts fill the world around the Garou, and none knows this better than the Silent 

Strider. Those Striders with Drumbeat of the Shadow remain constantly aware of all 
that ghosts do around them and can interact with them at will. While most of what 
occurs is barely worth watching, the Garou will be aware of any dramatic changes. 
This Gift is taught by any spirit. 

 
Cost: None 
Dice Pool: Wits + Occult + Honor 
Action: Reflexive 
 
System: If the Garou's Harmony equals or exceeds the Shroud, he can 

automatically see into the Dark Umbra. Otherwise, he must roll to pierce the Shroud, 
using the Dice Pool for activating this Gift as the pool. Only one success is required. 
The effect lasts for an entire scene or until the character enters an area with a high 
Shroud. 

 

Portents (•••••) 
This Gift allows them to see one future event with clarity while within a meditative 

trance. Though the future is mutable, the Garou will see the most likely event. 
 
Cost: 2 Essence 
Dice Pool: Intelligence + Enigmas + Honor 
Action: Instant 
 

Omega 
 

Level Name Dice Pool 

• Tagalong Presence + Subterfuge + Honor 

•• Desperate Strength Health Levels* (see below) 

••• Dumpster Diving Harmony 

•••• Cliché Curse None 

••••• Help Me None 

 

Tagalong (•) 
Commonly used by Bone Gnawers residing in a sept controlled by other tribes, 

this Gift ingratiates the Bone Gnawer to a pack's or caern's totem for a short time. 
While the Gift is in effect, the Gnawer is treated as a member of a pack with regards 
to using the totem's blessings and any pack tactics the pack knows. If used on a 
caern totem, the totem looks favorably upon the Bone Gnawer. The Gnawer may 
then perform the Rite of the Opened Caern, if he knows it, without fear of retribution. 
A lost-dog spirit, a servant of Rat, teaches this Gift. 

 



 

114 

 

Cost: None 
Dice Pool: Presence + Subterfuge + Honor 
Action: Instant 

 
System: The Gnawer must know the name of the Totem in question. He must 

also prostrate himself before the caern's center of the pack's leader and wiggle 
forward on his stomach like a begging dog. The resistance varies based on the 
totem's opinion of the Bone Gnawer, which is left to the Storyteller's discretion. 
Success indicates that the character gains the previously mentioned benefits for one 
day, and that the totem will not look favorably on a Garou who mistreats the Bone 
Gnawer without cause. This Gift usually won't cause any bad feelings from the sept 
or pack in question as long as the Bone Gnawer minds his manners. However, using 
it too often certainly will. 

 

Desperate Strength (••) 
In times of great trauma, desperate people have displayed amazing feats of 

strength and endurance.  With a burst of adrenaline, a mother can lift a truck off a 
pinned child, or a father may smash through a wall to save his family.  Through 
strength of will, a Bone Gnawer may channel that same desperate energy.  If 
another packmate has fallen or been captured, the Garou may use this hideous 
strength in a desperate effort to help his pack. 

 
Cost: 1 Willpower 
Dice Pool: Health Levels (see below) 
Action: Reflexive 
 
System: The Garou first makes a standard challenge involving a feat of Strength. 

The Garou can burn a point of Willpower and rolls one die for each empty Health 
Level he has remaining.  For each success on this secondary roll, the Garou may 
take a level of aggravated damage to gain an additional 3-die bonus on the feat of 
Strength; he does not need to trade all of his successes in this fashion. 

 

Dumpster Diving (•••) 
One of the less sanitary tribal totems, the Great Trash Heap, has dissipated its 

consciousness throughout the dumping grounds, landfills and trash piles of the 
world.  Bone Gnawers who follow this totem commune with the Incarna by 
defending, protecting, and even obeying these festering heaps.  When a Garou has 
reached this rank of renown, he may be called upon to travel between festering 
sacred sites to carry out the totem’s demands. 

Just as entering a Moon Bridge helps Garou travel between caerns, dumpster 
diving allows Bone Gnawers and their packs to venture from one shrine of the Great 
Trash Heap to another.  The werewolf burrows down into the trash, tunnels around in 
it, and then resurfaces inside another Heap on another part of the planet.  Obviously, 
this Gift is taught by a totem-spirit of the Great Trash Heap. 

 
Cost: None 
Dice Pool: Harmony 
Action: Instant 
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System: The totem decides when to open and close these gateways and assigns 
their destinations.  The highest-ranking Bone Gnawer makes the Harmony roll when 
entering the trash pile; the travel time is the same as for stepping sideways.  This 
ability cannot be used more than once per day, and it only works at the totem’s 
behest.  Keeping these pathways open is difficult, so the traveler and his pack must 
return to their original site within three days.  If they don’t make it back in time, they’ll 
have to travel back by more conventional means. 

 

Cliché Curse (••••) 
From Roger Ebert's Little Bigger Movie Glossary, "Clichephobia. Condition 

affecting people raised on movies. Symptoms occur when real life situations echo 
movie clichés, and the sufferers must take action to avoid what would be the 
inevitable denouement in a movie." 

What is a humorous anecdote in the hands of humans becomes a deadly weapon 
in the claws of a Bone Gnawer. Most often employed with an appropriately dramatic 
curse (although this isn't necessary), the target of this Gift becomes certain to suffer 
an unfavorable fate in a cliché-related way. Anyone reaching for something high in a 
cupboard will inevitably have the entire contents fall on top of him. Riding a bicycle 
on a sunny day invites being hit by a truck. While it is possible to avoid the effects of 
this curse, doing so requires virtually shutting yourself from the world, and not in a 
dark room, either. It is taught by a dog spirit or by a spirit from a television realm. 

 
Cost: 1 Essence 
Dice Pool: No roll is necessary. 
Action: Instant 
 
System: The Garou names the victim, who must be within hearing distance and 

line of sight. For twenty-four hours, the victim risks disaster. Once that disaster 
occurs, however, the curse is ended. 

 

Help Me (•••••) 
Once each game session, a Bone Gnawer with this Gift can tell a tale of suffering 

so pitiful that he can elicit the help of an average human. With enough successes, he 
may convince the human to go out of his way to help the poor, suffering bastard get 
on his feet. Masters of this Gift have managed to walk with a mark of the ATM for a 
sizable donation, borrow the keys to a car for an evening, or sleep on someone’s 
floor. The tribe has spent millennia watching over the human race; after realizing on 
some subconscious level this great service, the human pays his protector back with 
a grand favor. Great Bone Gnawer heroes use this Gift when they need help 
protecting humans from the evils around them. 

 
Cost: None 
Dice Pool: No dice roll is needed. 
Action: Instant 

 
System: There’s a price to pay, however. Some rabble exploit these victims for all 

they can get, but this behavior is hardly considered honorable. Word gets around. 
Using this help for the common good is commendable, but if the werewolf uses this 
Gift from Gaia to rip people off, he’ll lose one temporary Honor each time if the local 
Garou find out. In any case, the Storyteller decides what help the human offers. 
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Peace 
 

Level Name Dice Pool 

• Mercy None 

•• Calm Presence + Empathy + Wisdom vs. Resolve + 
Composure 

••• Dazzle Presence + Empathy + Honor vs. target's Resolve + 
Composure 

•••• Strike the Air Wits + Athletics + Honor vs. target's Resolve + 
Composure 

••••• Halo of the Sun None 

 

Mercy (•) 
Children of Gaia see no use for lethal force when they are not fighting minions of 

the Wyrm, but even they succumb to frenzy. This Gift, used chiefly by Children of 
Gaia with high Rage or in duels, allows the Garou to use her natural weaponry and 
Rage without fear of killing her opponent. A dove-spirit teaches this Gift. 

 
Cost: 1 Essence 
Dice Pool: No roll is necessary. 
Action: Instant 
 
System: For the rest of the scene, all damage that the Garou inflicts with her own 

body (claws and teeth, but not weapons of any kind) is considered bashing. A 
creature "killed" by such damage merely falls unconscious, and he may heal the 
wounds at the normal rate for bashing damage. 

 

Calm (••) 
The Garou can quell the anger in others. This Gift is taught by a Unicorn spirit. 
 
Cost: 1 Essence 
Dice Pool: Presence + Empathy + Wisdom versus Resolve + Composure 
Action: Instant 
 
System: Each success removes one of the target's Essence points, although lost 

Essence can be regained normally. 
 

Dazzle (•••) 
The Garou can overwhelm a target with the beauty and glory of Gaia. This Gift is 

taught by a Unicorn spirit. 
 
Cost: None 
Dice Pool: Presence + Empathy + Honor versus target's Resolve + Composure 
Action: Instant 

 
System: So long as the target is not attacked, it will stand mutely in awe for the 

remainder of the scene. This Gift may only be attempted once per target per scene. 
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Strike the Air (••••) 
The Garou becomes the ultimate example of passive resistance. She becomes 

unable to attack an opponent, but she is also unable to be hit, allowing her opponent 
to exhaust himself in the attempt. A mongoose spirit teaches this Gift. 

 
Cost: 1 Willpower 
Dice Pool: Wits + Athletics + Honor versus target's Resolve + Composure 
Action: Instant 
 
System: For the duration of the scene, the opponent cannot strike the Garou, no 

matter how many successes he achieves on the roll. This Gift is cancelled 
immediately if the werewolf attacks his opponent or if anyone else attacks on the 
Garou's behalf. This Gift will work on multiple opponents, but the player must 
activate the Gift for each opponent. 

 

Halo of the Sun (•••••) 
The Garou becomes surrounded by a sphere of blazing sunlight. Certain Wyrm 

creatures - denizens of the dark - may flee before the brightly shining Garou. This 
Gift is taught by a spirit allied to Helios, the Sun Celestine. 

 
Cost: 1 Essence 
Dice Pool: No roll is necessary. 
Action: Reflexive 
 
System: The effect lasts for one scene. The damage rating of any hand-to-hand 

attack made by the Garou is increased by two; alternative, the Garou can cause 
aggravated damage when in Homid or Glabro form. Anyone directly facing the Garou 
suffers a -3 difficulty because of the glare, and any vampires within 20 yards must 
make a Rötschreck roll. 

 

Politics 
 

Level Name Dice Pool 

• Sense Wyrm Wits + Occult + Purity 

•• Hidden Meaning Wits + Empathy + Wisdom 

••• Mindblock None 

•••• Princely Bearing Presence + Persuasion + Honor 

••••• Paws of the Newborn 
Cub 

Harmony vs. Stamina + 3 

 

Sense Wyrm (•) 
The Garou can sense manifestations of the Wyrm in the nearby area. This Gift 

involves a mystical sense, not a visual or olfactory image, although Garou using this 
Gift are likely to say, "This place stinks of the Wyrm." This power requires active 
concentration. This Gift is taught by any spirit servant of Gaia. 

 
Cost: None 
Dice Pool: Wits + Occult + Purity 
Action: Instant 
 



 

118 

 

System: The resistance penalty for this Gift is based on the concentration and 
strength of the Wyrm's influence (sensing a single fomor in a room would have a 
difficulty of -5, while sensing the Wyrm's presence while at the edge of a hive's 
territory is -1, if any). Vampires can be sensed using this Gift, but only those with a 
Humanity rating lower than 5. 

 

Hidden Meaning (••) 
Sometimes what someone doesn’t say is just as revealing as what they do say.  

This Gift allows a listener a sense of exactly what a speaker is concealing or 
avoiding saying.  A heron-spirit teaches this Gift. 

 
Cost: None. 
Dice Pool: Wits + Empathy + Wisdom 
Action: Reflexive 
 
System: If the roll succeeds, the character gains an idea of what worries the 

speaker most, even if they haven’t alluded to it in any way during the speech.  The 
more successes achieved, the more information the Storyteller should provide. 

 

Mindblock (•••) 
The Garou possesses a powerful psychic shield, increasing the difficulty of all 

attempts to affect or attack her mentally. This Gift is taught by a Falcon spirit. 
 
Cost: None 
Dice Pool: No roll is necessary; after learned, this Gift is always considered 

active. 
Action: Reflexive 
 
System: All attempts to affect or attack the Garou mentally are made with a 

resistance of the Garou’s Stamina + Resolve. This includes vampiric Domination and 
Majesty. 

 

Princely Bearing (••••) 
This Gift allows a Garou to temporarily raise her Rank. During this time, she is 

considered to be of that Rank, and thus can issue challenges and rulings appropriate 
to that Rank. This Gift is not used in the presence of other Silver Fangs, but 
traditionally only used when interacting with the lesser tribes. 

 
Cost: 1 Willpower 
Dice Pool: Presence + Persuasion + Honor 
Action: Instant 
 
System: One rank is gained for 1 success, 2 ranks if three successes are rolled, 

and so on. The maximum rank that can be gained is limited by their Persuasion 
rating. A dramatic failure reveals the Silver Fang's perfidy. 

 

Paws of the Newborn Cub (•••••) 
The Garou prevents a target from using any special or supernatural abilities. She 

is as a newborn cub, with only mundane powers at her disposal. This Gift is taught 
by Falcon-spirit. 
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Cost: 1 Essence 
Dice Pool: Harmony contested by victim’s Stamina + 3 
Action: Instant 

 
System: Each success removes all special abilities of the opponent (aggravated 

damage, claws, Gifts, vampiric Blood Pool, mage Spheres, regenerative powers, 
special attacks) for one turn. 

 

Predator 
 

Level Name Dice Pool 

• Scent of Running Water None 

•• Sense of the Prey Wits + Investigation + Wisdom vs. Wits + 
Stealth or Finesse + Resistance* 

••• Trackless Water Intelligence + Survival + Cunning 

•••• Gorge None 

••••• Blessing of the First 
Pack 

Presence + Occult + Honor 

 

Scent of Running Water (•) 
The Garou can completely mask her scent, making herself virtually impossible to 

track. This Gift is taught by a Fox-spirit. 
 
Cost: None. 
Dice Pool: No roll is necessary; once learned, this Gift is always considered 

active. 
Action: Reflexive. 

 
System: All rolls to track the Garou are done at a -2 penalty. This Gift becomes an 

innate ability to the Garou who learns it. 
 

Sense of the Prey (••) 
The character, if he knows anything about his prey, can track it down as rapidly as 

he can travel. This unerring sense of direction operates anywhere, and is used to 
track spirits through the Umbra as well as to find beings on Earth. This Gift is taught 
by a Wolf- or Dog-spirit. 

 
Cost: None 
Dice Pool: Wits + Investigation + Wisdom versus target's Wits + Stealth or 

Finesse + Resistance (conditional, see below) 
Action: Instant 
 
System: No roll is required unless the target is actively hiding, in which case a 

Wits + Investigation + Wisdom roll is made against target's Wits + Stealth. If the 
target is a spirit, the roll is made against the spirit's Finesse + Resistance. 
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Trackless Waste (•••) 
The Garou employing this Gift must have at least a rough familiarity with the 

terrain in a given area (have spent at least a week in the vicinity). The Garou may 
completely disrupt others' perceptions of that terrain's landmarks, etc. Humans and 
the like will automatically become lost (compasses won't work and maps will become 
misleading). Even Garou may become lost. This Gift is taught by any wilderness-
oriented spirit. 

 
Cost: 1 Essence 
Dice Pool: Intelligence + Survival + Cunning 
Action: Instant 

 
System: Each success enables a two-mile radius to be affected. Other Garou 

must roll Wits + Survival and equal or exceed the Gift user's roll. The effect lasts four 
hours. 

 

Gorge (••••) 
Natural wolves will eat as much as possible when food is available, for they never 

know when their next meal will arrive. With this Gift, a Red Talon can do much the 
same thing with Rage, Gnosis or Willpower, storing such energy against the day she 
will need it. A wolf-spirit teaches this Gift. 

 
Cost: None 
Dice Pool: No roll is necessary; when learned, this Gift is always considered 

active for the chosen Trait. 
Action: Reflexive 
 
System: Upon learning this Gift, the player chooses which Trait (Essence or 

Willpower) her character can store. Thereafter, the character can hold three more 
points in the appropriate Trait than her permanent rating. These extra points must be 
regained as usual, and cannot be taken a second time to choose the other Trait. 

 

Blessing of the First Pack (•••••) 
The Red Talons believe that the very first pack of Garou set the standards for the 

auspices, and that only the Talons retain a strong enough connection to that First 
Pack to use this Gift.  This may or may not be true, but no non-Talon Garou has 
every exhibited this mighty Gift (but then, very few among the Talons even know of 
it).  The Garou calls upon the originator of her auspice and is temporarily 
transformed into the pinnacle of her moon-sign.  An avatar of Wolf or a powerful 
Lune may teach this Gift, but neither does so often. 

 
Cost: 2 Essence 
Dice Pool: Presence + Occult + Honor 
Action: Instant 

 
System: If the roll succeeds, the character becomes infused with the very 

essence of her auspice.  For the remainder of the scene, the character receives five 
dots of Pure Breed in addition to any she already possesses.  She may also make 
use of any auspice Gift for her particular Auspice of level 4 or lower.  In addition, 
Blessing of the First Pack grants power based on the character’s Auspice (see 
below). 
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Auspice Bonus 
Ragabash +3 to Stealth, +2 to Wits and Dexterity 
Theurge +3 to Occult, +2 to Intelligence and Harmony 
Philodox +3 to Persuasion, +2 to Manipulation and Stamina 
Galliard +3 to Expression, +2 to Presence and Strength 
Ahroun +3 to Intimidation, +2 to Strength and Primal Urge 

 

Purist 
 

Level Name Dice Pool 

• Camouflage None 

•• Claws of Frozen Death None 

••• Bloody Feast Harmony vs. Stamina + 3 

•••• Call the Cannibal Spirit Presence + Occult + Honor 

••••• Heart of Ice Wits + Occult + Cunning vs. Stamina + 4 

 

Camouflage (•) 
When in the wilderness, the Garou is extremely hard to see, for she can blend into 

the woods. This Gift is taught by a Deer spirit. 
 
Cost: None 
Dice Pool: No roll is necessary; once learned, this Gift is always considered 

active. 
Action: Reflexive 
 
System: All rolls to spot the Garou suffer a -3 penalty, provided the Garou is in the 

wilderness. 
 

Claws of Frozen Death (••) 
By breathing on his claws, the Wendigo can change them into ice-like shards, as 

cold and hard as they are sharp.  This Gift is taught by one of Wendigo’s brood. 
 
Cost: 1 Essence 
Dice Pool: No roll is necessary. 
Action: Instant 

 
System: The Wendigo must breathe on his claws in addition to the expenditure 

and roll; this counts as an action, but he may take other actions in the same turn by 
spending Essence. For the duration of the scene, his icy claws do two additional dice 
of damage due to frostbite and exceptional sharpness. 

 

Bloody Feast (•••) 
Great Wendigo, as a hungry cannibalistic spirit, can teach his favoured children 

the ability to gain added strength from an enemy's flesh and blood. An avatar of 
Great Wendigo teaches this Gift. 

 
Cost: None 
Dice Pool: Harmony contested by victim’s Stamina + 3 
Action: Reflexive 
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System: To activate this Gift, the Garou must first bite his opponent and be able 
to taste blood - meaning he must inflict at least one health level of damage, and his 
victim must be something that bleeds. If his opponent has toxic blood or none at all, 
this Gift will not work. The Wendigo gains one extra dot in Strength for every two 
health levels inflicted by the bite (maximum of +5). The extra Strength bonus lasts for 
one turn per success on the roll to activate the Gift. However, flesh and blood can be 
addictive - the Wendigo's player must make an immediate frenzy roll the turn after 
activating the Gift. 

 

Call the Cannibal Spirit (••••) 
The Garou must chant and dance for a full hour under the night sky to invoke this 

Gift. If the summons is successful, a Wendigo avatar will answer the summons. The 
avatar will track down a victim of the Garou's choosing (the Garou must have an 
article or part of the victim) to eat his heart. Great Wendigo sends an avatar to his 
most worth Children to teach them this Gift.  

 
Cost: 2 Essence 
Dice Pool: Presence + Occult + Honor 
Action: Instant 

 
System: If the roll results in a dramatic failure, or the Wendigo avatar is thwarted 

in its mission, it will return to kill the summoner. 
 

Heart of Ice (•••••) 
The Garou must know the name of the being to be affected by this power, and 

must whisper it to the vengeful winds. Subsequently, the victim's heart or other 
internal organs begin to turn to ice, gripped by the curse of Wendigo. This Gift is 
taught by a spirit servant of Wendigo. 

 
Cost: 1 Essence 
Dice Pool: Wits + Occult + Cunning contested by victim’s Stamina + 4 
Action: Instant 

 
System: Each success causes one automatic Health Level of damage, 

accumulating at one per turn until the number of Health Levels lost equals the 
number of successes. This damage is aggravated and may not be soaked. Vampires 
affected by this power have their blood coagulate, losing five Vitae per success; if 
this reduces them to zero, they enter torpor. 

 

Royalty 
 

Level Name Dice Pool 

• Awe Presence + Empathy + Honor vs. Resolve + 
Composure 

•• Luna’s Armor Stamina + Survival + Wisdom 

••• Silver Claws Harmony 

•••• Claim of Authority None 

••••• Luna’s Avenger None 
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Awe (•) 
The Garou, simply by her bearing and strength, proves to others her mastery and 

right to rule other tribes. This Gift is taught by a Falcon spirit. 
 
Cost: None 
Dice Pool: Presence + Empathy + Honor contested by subject’s Resolve + 

Composure 
Action: Instant 
 
System: If successful, all Social rolls made by the Garou against that target are 

made with a +1 bonus, and the target's suffers a -1 penalty to hit the Garou in 
combat. 

 

Luna’s Armor (••) 
The Garou calls upon the blessing of Luna to deter any damaging attacks aimed 

at her. This Gift is taught by a Lune. 
 
Cost: 1 Essence 
Dice Pool: Stamina + Survival + Wisdom 
Action: Reflexive 
 
System: The Garou concentrates for one turn, then makes the roll. Each success 

allows the Garou to add one to her Armor for the purpose of soaking damage 
(including silver). The effect lasts for one scene. 

 

Silver Claws (•••) 
The Garou can turn her claws into silver, making her a terror against other Garou 

on the battle field. This Gift is taught by a Lune. 
 
Cost: None 
Dice Pool: Harmony 
Action: Instant 

 
System: All claw wounds inflict aggravated damage against those susceptible to 

silver's touch. While the Garou manifests the claws, she suffers searing agony. Each 
turn she gains an automatic Essence point, and his Primal Urge is effectively treated 
as 2 higher. Furthermore, all noncombat actions suffer a one-Die penalty because of 
the distraction, and whenever she suffers Lethal damage, she must check for Frenzy 
as if she had received aggravated damage. 

 

Claim of Authority (••••) 
There are times when a Silver Fang cannot be present at important moots or 

meetings, and must send another Garou in her place. To make sure that any 
advantages to be gained aren't neglected, a Silver Fang with this Gift can grant her 
messenger some of her own natural authority. It is taught by an ancestor spirit. 

 
Cost: 1 Essence and 1 Willpower 
Dice Pool: No roll is necessary. 
Action: Instant 
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System: For a week thereafter, the representative is considered to possess the 
same level of Pure Breed as the Silver Fang, so long as she notes the name of the 
Silver Fang she speaks for. This Gift may not be used on an unwilling target. 

 

Luna’s Avenger (•••••) 
The Garou can transform her entire body into purest silver. She becomes a nigh-

unstoppable warrior. This Gift is taught by a Lune. 
 
Cost: 1 Essence 
Dice Pool: No roll is necessary. 
Action: Instant 

 
System: This Gift confers immunity to silver, and all of the Garou's attacks gain 

benefits equivalent to those conferred by the Gift: Silver Claws. In addition, the 
Garou gains two extra Stamina levels. The effect lasts for one scene. 

 

Savage 
 

Level Name Dice Pool 

• Razor Claws None 

•• Snarl of the Predator Presence + Intimidation + Glory - target's Wits 

••• Venom Blood Stamina + Medicine + Glory 

•••• Scream of Gaia Primal Urge + Glory 

••••• Fenris' Bite Strength + Medicine + Glory 

 

Razor Claws (•) 
The Garou may hone his claws to razor sharpness. This Gift is taught by a Cat or 

Wolf spirit. 
 
Cost: 1 Essence 
Dice Pool: No roll is necessary. 
Action: Instant 
 
System: The Garou takes a turn to scratch his talons over a hard surface, such as 

a stone. Claw attacks then do an additional die of damage for the remainder of the 
scene. 

 

Snarl of the Predator (••) 
The Garou lets out a primal snarl, sending shivers up opponents' spines and 

cowing them into submission. This Gift is taught by a Wolf spirit 
 
Cost: None 
Dice Pool: Presence + Intimidation + Glory - target's Wits 
Action: Instant 

 
System: Each success subtracts one from the number of dice the opponent can 

use next turn (the victim is cowed and overwhelmed). 
 



 

125 

 

Venom Blood (•••) 
The Garou may change her blood to a black, viscous bile capable of harming 

anyone who comes into contact with it. This Gift is taught by any poisonous spirit 
(Snake, Spider, etc). 

 
Cost: 1 Essence 
Dice Pool: Stamina + Medicine + Glory 
Action: Reflexive 
 
System: Anything that contacts the Garou's blood takes one aggravated damage 

per success. This effect lasts for the duration of the scene. 
 

Scream of Gaia (••••) 
The Garou may leap into the midst of his foes and issue a terrible howl from the 

depths of his being, a scream of pain from Gaia Herself for all the ravages she has 
suffered. Foes are knocked off their feet and injured. This Gift is taught by a Wolf 
spirit. 

 
Cost: 1 Essence 
Dice Pool: Primal Urge + Glory 
Action: Instant 
 
System: Everyone in a radius of 10 feet per success is blasted back, knocked to 

the ground and suffers one die of bashing damage per success as an earsplitting 
shockwave engulfs the area. 

 

Fenris' Bite (•••••) 
The Garou's teeth become terribly sharp, and jaw success increases to an 

incredible degree, allowing the Garou to mangle limbs with a single bite or even 
chomp them clean off. This Gift is taught by an avatar of Fenris. 

 
Cost: 1 Essence 
Dice Pool: Strength + Medicine + Glory 
Action: Instant 
 
System: The Garou's bite, if it hits, will crush and mangle one of the opponent's 

limbs, inflicting two levels of lethal damage per success instead of the normal one. 
The target's limb is rendered useless for the scene (or much longer in the case of 
humans and other creatures without regenerative powers). If five or more successes 
are scored on the roll, the limb completely severed. 
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Scavenger 
 

Level Name Dice Pool 

• Blissful Ignorance Dexterity + Stealth + Cunning 

•• Odious Aroma None 

••• Reshape Object Manipulation + Crafts + Wisdom 

•••• Infest Manipulation + Animal Ken + Cunning 

••••• Riot Wits + Subterfuge + Cunning 

 

Blissful Ignorance (•) 
The Garou can become completely invisible to all sense, spirits or monitoring 

devices by remaining still. This Gift is taught by a Chameleon- spirit. 
 
Cost: None 
Dice Pool: Dexterity + Stealth + Cunning 
Action: Reflexive 
 
System: Each success subtracts one success from the Wits + 

Composure/Investigation rolls of those actively looking for the character. If no one is 
so doing, then one success indicates complete concealment. 

 

Odious Aroma (••) 
The use of musk has long been a defense in the wild. With this Gift, the Garou can 

greatly amplify her own natural body odour, creating a debilitating stench. This Gift is 
taught by a Stinkbug spirit. 

 
Cost: 1 Essence 
Dice Pool: No roll is necessary. 
Action: Reflexive 
 
System: The Garou spends one Gnosis point. For the duration of the scene, all 

beings within 20 feet of the Garou (provided they have olfactory organs) subtract two 
from all Dice Pools as they choke and retch. However, the Garou subtracts two from 
all his Social Dice pools and may be ostracised for the duration (not a big worry for 
most Bone Gnawers). 

 

Reshape Object (•••) 
The Garou can instantly shape once-living material (but not undead!) into a variety 

of objects - thus trees may become shelter, buck antlers become spears, animal 
hides become armor, and flowers become perfumes. The item will in some way 
resemble the object from which it was created (the spear is made of antler, not 
wood). This Gift is taught by a Weaver-spirit. 

 
Cost: 1 Essence 
Dice Pool: Manipulation + Crafts + Wisdom 
Action: Instant 
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System: A variable difficulty is imposed based on the complexity of the change 
desired (-1 to turn a broken tree limb into a spear, -3 to turn a plank into a floatable 
raft, etc). The created object is not necessarily permanent; it will last a length of time 
according to the chart below. Expending an Essence point allows a created weapon 
to inflict aggravated damage (this effect is not permanent unless a Willpower dot is 
spent). 

 
Successes Duration 
1 5 minutes 
2 10 minutes 
3 One Scene 
4 One Story 
5+ Permanent 

 

Infest (••••) 
The Gnawer may call up a horde of vermin (rats, insects, slugs, birds, snakes, etc) 

to invade an area (no greater than a large building) of his choice. The creatures will 
act according to their nature and will not mindlessly attack humans; indeed, many of 
them may try to flee. This Gift is taught by a Rat spirit. 

 
Cost: 1 Essence 
Dice Pool: Manipulation + Animal Ken + Cunning 
Action: Instant 

 
System: The size of the horde is determined by the number of successes; one 

success will cause a notable problem and several calls to the exterminator, while five 
will create a scene from a horror film as the building is swarmed in creatures. 

 

Riot (•••••) 
The Garou summons a horde of malevolent spirits to provoke the hatreds and 

fears of the down and out - the homeless, the gangs, the urban animals such as 
alley cats and stray dogs, etc. This Gift is taught by a Rat spirit. 

 
Cost: 2 Essence 
Dice Pool: Wits + Subterfuge + Cunning 
Action: Instant 

 
System: If successful, these spirits direct their material hosts against a target of 

the Garou's choosing, though the disparate elements of the riot will by no means 
work together (they may not even be aware that others are trying to accomplish the 
same thing). The number of successes determines the extent of the riot - one 
success incites a building, three a neighborhood or suburb and five the entire city. 
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Secret 
 

Level Name Dice Pool 

• Spirit Speech None 

•• Medicine Dreams Presence + Occult + Honor 

••• Ancestral Recall Wits + Enigmas + Honor 

•••• Hand of the Earth Lords Dexterity + Occult + Glory 

••••• Fabric of the Mind Intelligence + Expression + Honor 

 

Spirit Speech (•) 
This Gift allows the Garou to communicate with encountered spirits. The Garou is 

thus able to address them whether they wish to be addressed or not. Of course, 
nothing (usually) prevents the spirit from leaving. This Gift can be taught by any 
spirit. 

 
Cost: None 
Dice Pool: No roll is necessary. 
Action: Reflexive 
 
System: Once learned, this Gift allows the Garou to understand the 

communication of spirits intuitively. Some spirits, such as Banes, may not always be 
understood. 

 

Medicine Dreams (••) 
When the humans began hunting animals, the animals retaliated by sending 

disease amongst the humans to kill them. Once they saw that their diseases killed 
good people as well as bad, they relented and herb-spirits came to medicine men in 
dreams to tell them how to heal the sick. Wise Uktena still know that medicine comes 
from these spirits in dreams, and this Gift allows them to call forth the herbs for 
wisdom. It is taught by the spirit of an aloe plant. 

 
Cost: 1 Essence 
Dice Pool: Presence + Occult + Honor 
Action: Instant 
 
System: This Gift is used when an Uktena is attempting to heal someone 

seriously ill. If the roll is successful, then the Uktena will awaken with new insights in 
how to heal the sick person. Each success on the roll adds one dice to any Medicine 
rolls for that day. Should this grant the Uktena more than ten dice on his Medicine 
dice pool, he may even attempt to cure incurable illnesses such as terminal cancer 
or HIV/AIDS. To do so, six or more successes are needed on appropriate Medicine 
rolls. 
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Ancestral Recall (•••) 
By accustoming themselves to a particular area or tribal group, the Earth Guides 

can "recall" pertinent information about tribal practices or traditions that may have 
been lost over time. This might uncover hidden lore of the tribe or simply reveal 
everyday information not generally known by outsiders. The Gift is taught by an 
Uktena Ancestor spirit. The Garou using this Gift need not have Past Life. 

 
Cost: 1 Essence (conditional, see below) 
Dice Pool: Wits + Enigmas + Honor 
Action: Instant 
 
System: The Garou must have spent at least 24 hours in the presence of those 

whose tribal memories she is trying to access. The number of successes determines 
the strength and obscurity of the information available. If the Garou can access 
hidden or forgotten lore, the player must spend a point of Essence to learn it. 

 

Hand of the Earth Lords (••••) 
The Garou can telekinetically move substances weighing up to 500lbs. This Gift is 

taught by an earth elemental and an air elemental. 
 
Cost: 1 Essence 
Dice Pool: Dexterity + Occult + Glory 
Action: Instant 
 
System: The effect lasts one turn per success. 
 

Fabric of the Mind (•••••) 
Garou with this Gift can bring their imaginations to life, creating a Dream Being 

from the fabric of their thoughts. This Gift is taught by a Chimerling. 
 
Cost: 1+ Essence 
Dice Pool: Intelligence + Expression + Honor 
Action: Extended 
 
System: She can create any form of life she can imagine, assigning one point to 

Attributes or Skills for each success gained on the roll. The Garou can take as long 
as she wants to form the creature, accumulating successes from turn to turn, but 
once she stops, the Dream Being takes form and requires the Garou to spend 
Essence to keep it manifested. The cost is one point per scene if the Dream Being 
remains relatively inactive (such as cleaning the Garou's home or sitting as a 
gargoyle on the roof), or one point per turn if the Being engages in combat. Botched 
rolls manifest an uncontrolled (and often hostile) Dream Being; these cost no 
Essence but will stay as long as they desire. 
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Shadow 
 

Level Name Dice Pool 

• Seizing the Edge None 

•• Clap of Thunder None 

••• Paralyzing Stare Presence + Intimidation + Cunning vs. Resolve + 
Composure 

•••• Open Wounds Strength + Medicine + Cunning vs. Stamina + 3 

••••• Shadow Pack Harmony 

 

Seizing the Edge (•) 
To the Shadow Lords, there is no possible way for a contest to be even. If neither 

competitor wins, they both lose. This Gift allows the Garou to swing the balance, 
ever so slightly, in her favor. A spirit servant of Grandfather Thunder teaches this 
Gift. 

 
Cost: 1 Essence 
Dice Pool: No roll is necessary. 
Action: Reflexive 

 
System: For the remainder of the scene, whenever the Shadow Lord is involved 

in a direct confrontation with another being (specifically if the player must make an 
opposed roll), any ties go to the Shadow Lord. For example, a Shadow Lord and her 
Get of Fenris rival are wrestling. Both players must roll to see if the Get of Fenris can 
break the hold that the Shadow Lord has caught him in. If the players roll the same 
number of successes, the Shadow Lord wins, and the Get remains pinned. This Gift 
last for one scene. 

 

Clap of Thunder (••) 
The Garou may clap her hands together, sending forth a shockwave that can stun 

all before her. This Gift is taught by a Stormcrow. 
 
Cost: 1 Essence 
Dice Pool: No roll is necessary. 
Action: Instant 

 
System: All those within 10 feet, friend and foe alike, must score at least one 

success on a Resolve + Composure roll or be stunned an unable to act for one turn; 
on a dramatic failure they are stunned for the duration of the scene. The Garou must 
be in Homid, Glabro or Crinos form to employ this power. 

 

Paralyzing Stare (•••) 
The Garou can direct a terrifying gaze at a target, causing her to freeze in paralytic 

fear. This Gift is taught by a Stormcrow. 
 
Cost: 1 Essence 
Dice Pool: Presence + Intimidation + Cunning against target’s Resolve + 

Composure 
Action: Instant 
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System: The Garou concentrates for a turn and make the activation roll. Each 
success gained on this roll freezes the opponent in place for one turn. 

 

Open Wounds (••••) 
The Garou may cause the next wound he inflicts on a target to bleed profusely. 

This Gift is taught by a Pain spirit. 
 
Cost: 1 Essence 
Dice Pool: Strength + Medicine + Cunning against target’s Stamina + 3 
Action: Instant 
 
System: If the roll succeeds, the target will bleed, suffering one damage per turn 

for a duration of one turn per success. This is not aggravated damage. 
 

Shadow Pack (•••••) 
The Garou may summon a shadowy duplicate of himself, or even multiple 

shadow, to spend beside him in battle. These shadows eerily resemble the Garou 
and have the same powers. This Gift is taught by a spirit of Night or a Chimerling. 

 
Cost: 1+ Essence 
Dice Pool: Harmony 
Action: Instant 
 
System: For each Essence point spent, the Garou summons an exact duplicate of 

himself to fight by his side. These Garou have identical Attributes and Skills, but not 
fetishes; they may not use Essence or Willpower, and each has only as many Health 
Levels as the number of successes rolled. The shadow-Garou last for one scene. 

 

Sister 
 

Level Name Dice Pool 

• Breath of the Wyld Harmony 

•• Curse of Aeolus Harmony 

••• Visceral Agony None 

•••• Wasp Talons Dexterity + Brawl + Cunning 

••••• Thousand Forms Intelligence + Animal Ken + Wisdom 

 

Breath of the Wyld (•) 
As the Furies see it, the problem with most humans (and some Garou) is that they 

have forgotten that the energy of Creation is nourishing, refreshing and ever present. 
With this Gift, the Black Fury may instill a feeling of vitality and life in a living being. A 
spirit servant of Pegasus teaches this Gift. 

 
Cost: None 
Dice Pool: Harmony 
Action: Instant 
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System: The Fury must touch her target's skin, and this Gift must be used 
outdoors in a natural setting (a city park is sufficient for the Gift to function). Success 
grants a rush of energy and clarity of thought. In game terms, this Gift grants one 
extra die on all Mental rolls for the next scene. It also adds one to rolls to resist 
Frenzy the target makes in that time. 

 

Curse of Aeolus (••) 
The Garou summons an eerie, chilling fog to shroud the landscape, unnerving her 

enemies. The Garou can see through the fog, but others will have trouble navigating 
the mists. This Gift is taught by a spirit servant of Aeolus, a totem spirit. 

 
Cost: None 
Dice Pool: Harmony 
Action: Instant 
 
System: The Garou's vision is unhindered by the mist, but all others halve their 

Wits + Composure rolls (rounded down). Additionally, the mist is creepy and 
unnerving to enemies; -1 to all Resolve + Composure rolls. 

 

Visceral Agony (•••) 
The Garou turns her claws into barbed talons dripping with black venom. The pain 

caused by these claws is excruciating. The Gift is taught by a pain spirit. 
 
Cost: 1 Essence 
Dice Pool: No roll is required, beyond the standard roll to attack the target. 
Action: Reflexive 
 
System: The Garou spends one Rage point with each attack. The claws inflict no 

extra damage, but any penalty to actions caused by the claws' wounds is doubled for 
the duration of the scene (ie: a foe suffering from -1 because of wound penalties 
would instead suffer a -2 penalty to actions). Even if the foe is in frenzy or otherwise 
resistant to pain, he suffers normal wound penalties. 

 

Wasp Talons (••••) 
The Garou may actually hurl her claws through the air at a foe. The Garou is 

incapable of using this Gift or making a claw attack the next turn, for her claws must 
actually regenerate. This Gift is taught by a Wasp spirit. 

 
Cost: 1 Essence 
Dice Pool: Dexterity + Brawl + Cunning 
Action: Reflexive 
 
System: Damage is normal for the Garou as if making a Brawl attack normally, 

while there is a penalty determined by range as though the Garou was using a 
firearm. The short range is 20 yards; the Garou receives no penalty at this range. 
The medium range is 40 yards; the Garou receives a -2 penalty at this range. The 
long range is 80 yards; the Garou receives a -5 penalty at this range and is the 
farthest the claws can be hurled. 
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Thousand Forms (•••••) 
The Garou with this Gift may change herself into any animal between the sizes of 

a small bird and a bison. The Garou gains all the natural abilities of that animal 
(flight, poison bite, etc) She may not take the form of Wyrm-beasts (not that they 
would want to!), but she may take the form of mythical beasts with some extra effort - 
most Black Furies take the form of pegasus in that case. 

 
Cost: 1 Essence 
Dice Pool: Intelligence + Animal Ken + Wisdom 
Action: Instant 
 
System: The resistance varies, rising higher the farther removed from the Garou's 

natural form the desired animal is. For example, an ape or panther (mammals of 
roughly similar mass) might be -1, while an alligator (a reptile of larger mass) might 
be -2, and a frog might be -3. Mimicking mythical animals is always -5. 

 

Storyteller 
 

Level Name Dice Pool 

• Persuasion Presence + Subterfuge + Honor 

•• Glib Tongue Wits + Expression + Wisdom vs. target's Wits + 
Subterfuge 

••• Cairbre's Tongue Manipulation + Expression + Honor vs. target's 
Resolve + Composure 

•••• Fog of War Manipulation + Expression + Cunning 

••••• Call the Hunt Presence + Occult + Honor 

 

Persuasion (•) 
This Gift allows a Homid to become more persuasive when dealing with others; his 

statements and arguments are imbued with meaning or credibility. This Gift is taught 
by an Ancestor-spirit. 

 
Cost: None 
Dice Pool: Presence + Subterfuge + Honor 
Action: Instant 

 
System: Each success grants a one-die bonus to all Social rolls for the remainder 

of the scene. 
 

Glib Tongue (••) 
The Garou is mystically able to make whatever she says be what the target wants 

to hear. Whatever the Garou says, even gibberish, will be heartily agreed with, 
although the Garou won't have a clue what the target thinks she is saying. This Gift 
is taught by a Trickster spirit. 

 
Cost: 1 Essence 
Dice Pool: Wits + Expression + Wisdom versus target's Wits + Subterfuge 
Action: Reflexive 
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System: The Garou spends one Essence point and rolls Wits + Expression + 
Wisdom, contested by the victim's Wits + Subterfuge. The effects last for one turn 
per success. 

 

Cairbre's Tongue (•••) 
This Gift was used by the ancient songmaster Galliard Cairbre to show his people 

the corruption of Breas the Beautiful. By speaking out harshly against or satirizing 
someone who is Wyrm-tainted, the possessor of this Gift will cause the Wyrm-taint to 
appear as splotches on his target's face, lowering the target's Appearance. This Gift 
is taught by faeries and Fianna ancestor spirits. 

 
Cost: 1 Essence 
Dice Pool: Manipulation + Expression + Honor versus target's Resolve + 

Composure 
Action: Instant 

 
System: The Garou using this Gift must spend a Essence point, then roll 

Manipulation + Expression + Honor, contested by the opponent's Resolve + 
Composure. If the roll succeeds, and the target is Wyrm-tainted, then she loses a 
point of Presence for every success as incriminating blotches spread across her face 
and body. These marks last for a scene. If the roll fails, or the target is not Wyrm 
corrupted, nothing happens. 

 

Fog of War (••••) 
No matter how disciplined the army and ordered the plan, a battlefield is chaos.  

Smoke, noise, hidden enemies and fear can all lead to disorganization.  Even in the 
modern age, mistaken identity leads to "friendly fire" casualties.  This Gift 
exacerbates this problem to often devastating effect.  A commander might not even 
see advancing foes, or see foes that aren't there; a team may fire upon allies, or 
mistake a command to "advance" for a call to "retreat."  This Gift is taught by a 
raven- or other trickster-spirit. 

 
Cost: 1 Essence 
Dice Pool: Manipulation + Expression + Cunning 
Action: Extended 
 
System: The Garou sings, howls or plays an eerie song (bagpipes are popular), 

spends a Essence point and rolls Manipulation + Expression + Cunning.  If 
successful, foes in hearing range must make a standard Wits + Composure roll 
every turn to be fully aware of what’s happening around them.  They must achieve 
more successes on this roll than the Garou rolled on the initiating roll.  If they tie the 
number of successes the Garou originally rolled, the foe is confused, and if they fail 
to reach the number of successes, the foe critically misinterprets what she sees.  
The Gift lasts as long as the song or howl continues, but the singer must concentrate 
on the song (and thus cannot engage in combat or other strenuous activity). 
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Call the Hunt (•••••) 
This Gift may only be used once per month, and there must be an overwhelming 

evil in the area. The Garou may call the Wild Hunt of Celtic mythology down from the 
sky to harry and slay the evil. This Gift is taught by the Huntsman himself. 

 
Cost: 1+ Essence 
Dice Pool: Presence + Occult + Honor 
Action: Instant 
 
System: The Garou must chant and concentrate for a full hour. Afterward, he 

spends one Essence point and rolls Presence + Occult + Honor. The Huntsman and 
a single hound are always summoned; another hound will come for each extra 
Essence point expended. If the roll to summon is botched, if the threat is not deemed 
appropriate for the summons, or if the Garou fails to join in the Hunt, the Wild Hunt 
turns on the summoner. 

 

Survivor 
 

Level Name Dice Pool 

• Resist Toxin Stamina + Survival + Wisdom 

•• Dead End None 

••• Friend in Need Resolve + Composure 

•••• Attunement Wits + Streetwise + Honor 

••••• Survivor Stamina + Survival + Wisdom 

 

Resist Toxin (•) 
Many Bone Gnawers learn a preternatural resistance to poisons and toxins of all 

kinds, doubtless due to their diet of refuse and American beer. A trash spirit teaches 
this Gift. 

 
Cost: None 
Dice Pool: Stamina + Survival + Wisdom 
Action: Instant 
 
System: Success nullifies the effects of most conventional poisons, and adds 

three dice to the Garou's Stamina for purposes of resisting Wyrm-enhanced poisons. 
The effect lasts for the scene. 

 

Dead End (••) 
Through a bit of graffiti and casual sabotage, the Garou can discourage anyone 

who wants to track him, follow him, or even take interest in his affairs.  The werewolf 
can alter a sign, spray-paint directional information, or perhaps just simply turn street 
signs the wrong way to misdirect people who find it.  This Gift works far better on 
humans than supernatural creatures.  Some urban werewolves attempt this Gift two 
or three times a week to keep their stomping grounds hidden. 

 
Cost: 1 Essence 
Dice Pool: No dice roll is needed. 
Action: Extended (see below) 
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System: Using this Gift requires enough time to spray-paint graffiti, turn around a 
street sign, or commit some other act of urban mischief. (If you need an exact 
number of turns, roll Wits + Survival and subtract the number of successes from 10; 
that’s the number of turns you will need.)  On any roll to track the Garou past this 
obstacle, impose a resistance of 3.  The effects last for a full week. 

 

Friend in Need (•••) 
It takes a lot for a pack to accept a Bone Gnawer as an equal, but once they do, 

the Gnawer's loyalty is unshakeable. This Gift allows a Bone Gnawer to risk all, even 
his own life, to aid a packmate or tribemate. A dog spirit teaches this Gift. 

 
Cost: 1 Willpower 
Dice Pool: Resolve + Composure 
Action: Instant 
 
System: When a packmate or fellow Bone Gnawer is on danger, the character 

may "lend" him what he needs, be it a Gift the Bone Gnawer knows, his Willpower, 
his Primal Urge, his Essence, or even his own life (in the form of health levels). The 
Bone Gnawer cannot lend a Gift of higher rank than the recipient could know, neither 
can he lend Attributes or Skills. If the roll is a Dramatic Failure, the Bone Gnawer 
loses the traits in question, but the recipient does not gain them. This Gift lasts until 
the end of the scene unless the recipient decides to terminate it early. If the recipient 
dies before the Traits are returned, the Bone Gnawer loses them permanently. 

 

Attunement (••••) 
By standing in a particular area, the character can commune with the spirits of the 

area, thus getting an overview or what exists or has happened in the area - rough 
population, secret tunnels, places of note and so on. This Gift is taught by a Rat 
spirit. 

 
Cost: 1 Essence 
Dice Pool: Wits + Streetwise + Honor 
Action: Instant 
 
System: The amount of information gathered depend on the number of 

successes; on a Dramatic Failure, the spirits lie. This Gift may only be used in urban 
areas, as the Bone Gnawers have become desensitized to the wilderness. 
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Survivor (•••••) 
This Gift allows the Garou temporary immunity to many environmental effects, 

such as pressure or temperature variations. She is also immune to disease, poison 
and even radiation, as well as any corrupting effects from the touch of Wyrm entities. 
She does not need to eat, drink or rest and she gains three extra points of Stamina, 
even if this takes the attribute over 10. She also ignores wound penalties. In addition, 
whenever she is about to die or defeated, she automatically regains one Willpower 
point. The Gift is taught by a Bear-spirit. 

 
Cost: 1 Essence 
Dice Pool: Stamina + Survival + Wisdom 
Action: Reflexive 
 
System: The effects last for one day per success. 
 

Tradition 
 

Level Name Dice Pool 

• Resist Pain None 

•• Speak with Wind 
Spirits 

Manipulation + Expression + Honor 

••• Wisdom of the Ancient 
Ways 

Harmony 

•••• Last Stand Resolve + Composure 

••••• Invoke the Spirits of 
the Storm 

 

 

Resist Pain (•) 
Through force of will, the Garou is able to ignore the pain of his wounds and 

continue acting normally. This Gift is taught by a Bear-spirit. 
 
Cost: 1 Willpower 
Dice Pool: No roll is required. 
Action: Reflexive 
 
System: The Garou, with success, may ignore all wound penalties for the duration 

of the scene. 
 

Speak with Wind Spirits (••) 
The Garou can understand and speak with Wind-spirits. In addition, he may ask 

one question of the aerial spirits that ride the winds of the world (their attention span 
is too short for anything more). The question must have something to do with the 
nearby area (they quickly forget what they see). This Gift is, of course, taught by any 
aerial spirit. 

 
Cost: 1 Essence (conditional, see below) 
Dice Pool: Manipulation + Expression + Honor 
Action: Instant 
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System: The Garou does not need to spend points or roll to understand or speak 
with wind-spirits. To ask a question, however, the Garou must spend one Essence 
and roll Manipulation + Expression + Honor. The number of successes indicates the 
accuracy of the information; on a dramatic failure, the spirits lie. 

 

Wisdom of the Ancient Ways (•••) 
All Garou have an innate connection to their ancestors, a form of racial 

unconscious accessible through intense meditation. The Garou, by tapping into 
these deep memories, can remember ancient facts and lore. This Gift is taught by a 
Garou Ancestor-spirit. 

 
Cost: None 
Dice Pool: Harmony 
Action: Instant 
 
System: The Garou must meditate for a short time, concentrating on the past. If 

the roll is successful, the Garou taps into the ancestral memories, remembering 
ancient facts and lore. The more successes achieved, the more information the 
Garou gleans from the ancestral memories. 

 

Last Stand (••••) 
The Garou plants herself on a patch of ground and channels the very force of Gaia 

through her body, essentially becoming one with the earth. She may not retreat or 
even move from her chosen "turf" (and no force on Earth can make her), but she 
gains many powers thereby. Only when all foes are defeated may she retreat or 
leave. This Gift is taught by an earth elemental. 

 
Cost: None 
Dice Pool: Resolve + Composure 
Action: Instant 
 
System: Each success grants her a +1 bonus to all her Dice Pools. Additionally, 

she may not be surprised, and all attacks against her are considered frontal. Any 
supernatural attempts to make her leave must obtain twice as many successes as 
the Garou did on the activation roll. 

 

Invoke the Spirits of the Storm (•••••) 
The Garou may summon just about any weather effects he desires; a blizzard, a 

monsoon, a tornado, a thunderstorm, a pea-soup fog, whatever. This Gift is taught 
by a spirit servant of Wendigo. 

 
Cost: 1 Essence (additional Essence is optional, see below) 
Dice Pool: Resolve + Composure + Honor 
Action: Instant 

 
System: A resistance may be applied to this roll, as determined by the Storyteller 

(depending on the current climate and the change desired). The effects cover a 10-
mile area per success rolled; if a thunder-storm is called, each additional Essence 
point spent allows the Garou to call down a lightning bolt or tornado on his enemies 
(Dexterity + Occult, to hit; Damage Rating 10). 
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Tribal 
 

Level Name Dice Pool 

• Call the Breeze None 

•• Cutting Wind None 

••• Chill of Early Frost Intelligence + Occult + Honor 

•••• Curse of Harano Manipulation + Expression + Cunning 

••••• Wsitiplaju’s Bow Wits + Firearms + Glory 

 

Call the Breeze (•) 
The Garou may summon a strong, chill breeze and direct it at whim. The breeze 

will disperse clouds of vapors or insects, and will chill anyone not prepared for the 
cold. This Gift is taught by a spirit servant of Wendigo. 

 
Cost: None 
Dice Pool: No roll is necessary. 
Action: Reflexive 
 
System: The Garou may call this breeze merely by whistling. Anyone relying at all 

on hearing will have one fewer die of any Wits + Composure roll related to that 
sense. 

 

Cutting Wind (••) 
The Garou may summon a painfully bitter blast of wind, which he may direct at 

foes. This Gift is taught by a spirit servitor of Wendigo. 
 
Cost: 1 Willpower 
Dice Pool: No roll is necessary. 
Action: Instant 
 
System: To direct the wind in combat, he rolls Dexterity + Occult. Anyone hit by 

the wind loses two dice from all actions taken that turn and has one die from actions 
the next turn. The wind might also knock foes off ledges, into pits, etc. The wind lasts 
for a scene. The range is calculated according to the modifiers for firearms. The 
medium range is 20 meters. 

 

Chill of Early Frost (•••) 
The Garou invokes the spirits of winter in a great ritual, summoning biting winds 

that whistle and shriek through the area. The chill is as much mystical as it is 
physical, sent from the domain of great Wendigo himself. 

 
Cost: 1 Essence 
Dice Pool: Intelligence + Occult + Honor 
Action: Instant 

 
System: The Garou chants for an hour. A resistance may be applied to the roll by 

the Storyteller, depending on the temperature (-1 if it is already winter, -3 on a 70° 
spring day, -5 in the midst of a summer heat wave). Success drops the temperature 
in a five-mile radius to below freezing (or even further if it was already winter). 
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Anyone without a natural fur coating subtract two from all Dice Pools and may suffer 
damage from the bitter cold. The effect lasts for one hour per success. 

 

Curse of Harano (••••) 
The Wendigo can inflict a state of Harano on a single victim. The target feels the 

tragic history of all the world's oppressed peoples, including the Garou themselves. 
Rumors that this power would not affect Native Americans have been dispelled by a 
Shadow Lord who swindled the Gift out of a naive Wendigo - who found himself the 
victim of a Gift he'd just taught. The Shadow Lord has not been heard from in recent 
days. A wind-spirit teaches this Gift. 

 
Cost: 1 Essence 
Dice Pool: Manipulation + Expression + Cunning 
Action: Instant 
 
System: More than five successes inflicts permanent Harano upon the victim; 

otherwise, the suffering lasts for the rest of the scene. 
 

Wsitiplaju’s Bow (•••••) 
This Gift allows a Garou to shoot an arrow that can wrap around corners and hit 

targets out of sight. An Ancestor spirit teaches this Gift. 
 
Cost: 1 Essence 
Dice Pool: Wits + Firearms + Glory 
Action: Reflexive 
 
System: The range of the weapon does not change. The Wendigo must know 

roughly where her opponent is, although she need not know precisely; "a few feet 
down that alley over there" can suffice, for example. 

 

Wanderlust 
 

Level Name Dice Pool 

• Silence Dexterity + Stealth + Cunning 

•• Heaven’s Guidance None 

••• Adaptation Stamina + Survival + Wisdom 

•••• Attunement Wits + Streetwise + Honor 

••••• Gate of the Moon Intelligence + Occult + Wisdom 

 

Silence (•) 
The Garou can muffle any sound she makes, the better to creep up on an enemy 

or escape unnoticed. An owl-spirit teaches this Gift. 
 
Cost: None 
Dice Pool: Dexterity + Stealth + Cunning 
Action: Instant 
 
System: Each success adds one to others' resistance to hear the Garou for one 

scene. 
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Heaven’s Guidance (••) 
A Silent Strider must be able to make his way through unfamiliar territory without 

benefit of chart of compass. While under a night sky, even clouded, the Strider with 
this Gift can never be truly lost. Although this Gift cannot tell a Strider exactly where 
he is at all times (the constantly shifting borders of province and country alike are 
hard to foresee), the Strider will always have a perfect sense of direction, as well as 
how many leagues he has traveled that day. Various Star-spirits and other spirits of 
the Aetherial Realm teach this Gift. 

 
Cost: None. 
Dice Pool: No roll is needed. 
Action: Reflexive 
 
System: No roll is necessary; the Strider's sense of direction and distance is 

absolute while he is under a night sky. 
 

Adaptation (•••) 
The Garou may exist in any environment, regardless of pressure, temperature or 

atmospheric composition. The Garou also takes no damage from poison or disease, 
though concentrated flame or radiation still affects the Garou normally. This Gift is 
taught by a Bear-spirit. 

 
Cost: 1+ Essence 
Dice Pool: Stamina + Survival + Wisdom 
Action: Instant 
 
System: The effects last for one hour per success and may be extended by 

spending Essence. This Gift may be applied to others as well as the Garou who 
possesses it. 

 

Attunement (••••) 
By standing in a particular area, the character can commune with the spirits of the 

area, thus getting an overview or what exists or has happened in the area - rough 
population, secret tunnels, places of note and so on. This Gift is taught by a Rat 
spirit. 

 
Cost: 1 Essence 
Dice Pool: Wits + Streetwise + Honor 
Action: Instant 
 
System: The amount of information gathered depends on the number of 

successes; on a Dramatic Failure, the spirits lie. When achieving this level of 
Wanderlust, the character must choose whether it is for use within the wilderness or 
city.  It cannot be used for both. 

 

Gate of the Moon (•••••) 
This power only works at night, and there must be at least a sliver of a moon in the 

sky. The Garou can open a special type of Moon Bridge, allowing instantaneous 
travel to her destination. This Gift is taught by Lunes. 

 
Cost: 1+ Essence 
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Dice Pool: Intelligence + Occult + Wisdom 
Action: Instant 
 
System: The Garou spends one Essence for every 100 miles she wishes to 

travel.  A resistance may be applied, depending on the distance of the journey and 
the accuracy with which she knows her destination - up to -5 for a far journey to an 
unknown place. Success allows the Garou to travel to that place instantly. She will 
be disoriented for a turn unless she scored at least three successes. A dramatic 
failure means that the character is hurled through space in a random direction, 
arriving far from her destination (or even high in the air). The Garou may take other 
willing subjects with her by spending one Essence point per person. 

 

Warder of Man 
 

Level Name Dice Pool 

• Trick Shot None 

•• Garafena’s Crown None 

••• Elemental Favor Presence + Subterfuge + Honor vs. Finesse + 
Resistance 

•••• Doppelganger Presence + Expression + Cunning 

••••• Chaos Mechanics None 

 

Trick Shot (•) 
This Gift, once an acquired taste, has undergone a recent surge in popularity. It 

allows the Garou to execute brilliant feats of sharpshooting, such as shooting a 
weapon from an opponent's hand or firing down the barrel of an enemy's gun. The 
Garou cannot use this Gift to harm an opponent directly, however, and he can use 
Trick Shot only with rifles, pistols or revolvers. Air-spirits teach this Gift.  

 
Cost: None 
Dice Pool: No roll is necessary. 
Action: Instant 
 
System: The player adds the character's permanent Glory rating to his dice pool 

when performing a really outlandish shooting trick. Again, this Gift does not allow 
direct damage to targets ("I'll shoot him between the eyes!"), but it can be used to 
injure opponents indirectly ("I'll shoot the rope that's holding the chandelier over his 
head!"). The effects are permanent. 

 

Garafena’s Crown (••) 
Garafena was a mythical serpent in Russian folklore that sat upon a golden crown 

and was called upon to give blessing to his followers. A recent Gift that has only 
been known since 1998, Garafena now offers his blessings to any Garou who wears 
his mark. This Gift is taught by a snake spirit. 

 
Cost: 1 Essence 
Dice Pool: No dice roll is needed. 
Action: Instant 
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System: The Glass Walker must don a crown of some description, a hat, or even 
a scrap of fabric wrapped around their head will do. For the rest of the scene, any 
guns fired by the Glass Walker will never run out of standard ammunition or need to 
be reloaded. 

 

Elemental Favor (•••) 
By cajoling a nearby urban elemental, the Garou can get the elemental to perform 

one "favor" for her. This can include the manipulation or even destruction of the 
elemental's housing - thus a metal vault door might unlock itself, a glass sheet might 
explode at the Garou's enemies, cables might coil around the Garou's opponents, 
etc. This Gift is taught by any urban elemental. 

 
Cost: None 
Dice Pool: Presence + Subterfuge + Honor contested by elemental’s Finesse + 

Resistance 
Action: Instant 
 

Doppelganger (••••) 
The Garou may take the exact likeness of a particular human or wolf, or even 

another Garou. This is taught by a Chameleon spirit, or a spirit of Illusion. 
 
Cost: 1 Essence 
Dice Pool: Presence + Expression + Cunning 
Action: Instant 

 
System: The effect lasts for one day per success. 
 

Chaos Mechanics (•••••) 
Werewolves pulse with the Wyld's energies, of course, but all creatures with form 

and nature have something of the Weaver in them, or so the Glass Walkers argue. 
Upon learning this Gift, the Glass Walker reconciles the two halves of his being, and 
he can summon primal energy and mystic form at the same time. 

 
Cost: None 
Dice Pool: No roll is necessary; once learned, this Gift is considered always 

active. 
Action: Reflexive 
 
System: A Garou with this Gift may twice the Essence or Willpower per turn than 

they normally would be able to. What's more important is that it allows the Garou to 
take Rage actions in the same turn that he steps sideways, provided that the player 
rolls enough successes to get to or from the Umbra instantly. This Gift's effects are 
permanent. 
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Wisdom 
 

Level Name Dice Pool 

• Sense Wyrm Wits + Occult + Purity 

•• Summon Talisman None 

••• Death Track Wits + Occult + Honor 

•••• Dam the Heartflood Manipulation + Medicine + Cunning vs. Resolve + 
Composure 

••••• Reach the Umbra None 

 

Sense Wyrm (•) 
The Garou can sense manifestations of the Wyrm in the nearby area. This Gift 

involves a mystical sense, not a visual or olfactory image, although Garou using this 
Gift are likely to say, "This place stinks of the Wyrm." This power requires active 
concentration. This Gift is taught by any spirit servant of Gaia. 

 
Cost: None 
Dice Pool: Wits + Occult + Purity 
Action: Instant 
 
System: The resistance penalty for this Gift is based on the concentration and 

strength of the Wyrm's influence (sensing a single fomor in a room would have a 
difficulty of -5, while sensing the Wyrm's presence while at the edge of a hive's 
territory is -1, if any). Vampires can be sensed using this Gift, but only those with a 
Humanity rating lower than 5. 

 

Summon Talisman (••) 
The Strider can summon to herself any dedicated handheld object (see the Rite of 

Talisman Dedication). The item disappears from wherever it currently rests, even 
from somebody else's grasp, and appears in the Garou's grip. Striders use this Gift 
to bring special items to them once they have finished a journey, or to recover items 
lost along the way. A packrat-spirit teaches this Gift. 

 
Cost: 1 Essence 
Dice Pool: No roll is needed. 
Action: Instant 
 
System: The Garou need only concentrate on the item. The Garou can only call 

half of his dedicated items - he must choose which ones upon learning this Gift. 
 

Death Track (•••) 
Sometimes someone's journey ends too soon, such as a man dying before he can 

tell the Silent Strider important information. Silent Striders with this Gift do not let the 
end of someone else's journey be the end of theirs. As long as the Silent Strider can 
find the body, they can then follow the trails of the spirit until they find the ghost. A 
servant of Owl teaches this Gift. 

 
Cost: 1 Essence 
Dice Pool: Wits + Occult + Honor 
Action: Instant or Extended (see below) 
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System: The Silent Strider stands over the body of the dead. One success is 
needed to smell the direction of the ghost from the body. Every day the search 
continues, another roll must be made, with one additional success required for each 
day spent searching. The Storyteller determines how far away the ghost is. 

 

Dam the Heartflood (••••) 
No tribe loathes the blight of vampires more than the Silent Striders. By using this 

Gift, a Strider may block the flow of blood in a vampire's heart, preventing him from 
using any supernatural powers tied to the blood. This Gift is taught by Cobra spirits, 
who resent being viewed as a symbol of Set. 

 
Cost: 1 Essence 
Dice Pool: Manipulation + Medicine + Cunning against subject’s Resolve + 

Composure 
Action: Instant 

 
System: This Gift can only be used on a supernatural creature with Vitae who 

gains power from that blood (vampires, ghouls, even Anasasi). Each success 
prevents the target from spending any Vitae, for whatever purpose, for a full turn. A 
Garou may only use this Gift once per scene against a given target, but multiple 
Garou may use this Gift on a target once each. Strider packs armed with this Gift are 
amongst the fiercest Leech-slayers known to the Garou. 

 

Reach the Umbra (•••••) 
The Garou may pierce the Gauntlet and instantly travel to the Umbra at will, 

without the need for a reflective surface. This Gift is taught by an Owl spirit. 
 
Cost: None 
Dice Pool: No roll is necessary. 
Action: Instant 
 
System: The Garou simply wills herself to step sideways. She does not have to 

make the usual Gnosis roll and can never get "caught". 
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