


A character sheet can be downloaded at: http://download.white-wolf.com/download/download.php?file_id=245.

A. Character Concept
1. Concept
a. Characters in this Chronicle will be starting off as cubs. Keep this in mind when designing your character. For the human-born, this means between most likely between the ages of 10 and 16.
b. The Chronicle is set in Southeastern Wisconsin, in and around the Milwaukee metropolitan area. Was your character born and/or raised there? If not, why is s/he there? If you need some help learning about the area, let me know!

c. What’s your character’s life like? Relationships with family, friends and school? Does s/he have a job yet?

2. Breed: The birth-form of your character.
a. Homid: You were born human and raised by human parents. You were not aware of your heritage until you experienced the First Change. It’s very likely that you were completely unaware of your family’s nature as Kinfolk (or of your Garou parent’s nature).

i. For an inexperienced Werewolf player, this is the way to go. If you want to play one of the other breeds, and have a really, really good reason, let me know.
3. Auspice: The moon phase under which your character was born. It determines his or her personality Traits, attitudes and interests, as well as place in the pack. Ideally, there is one of each auspice in a pack, so we’re looking for each player to pick a different one.
a. Ragabash (New Moon): Tricksters and questioners, the fight the Wyrm with guile and cleverness. There is an available NPC for the pack who is a Ragabash.
b. Theurge (Crescent Moon): Seers and shamans, they speak to spirits and understand their ways.

c. Philodox (Half Moon): Judges and law keepers, the adjudicate challenges between Garou and often serve as final arbiters.

d. Galliard (Gibbous Moon): Lore keepers and Tale singers, they remember Garou history and teach it through their impassioned tales.

e. Ahroun (Full Moon): Warriors and protectors, they fight like no other auspices and bring destruction to the Wyrm wherever it dwells and breeds.

4. Tribe: More than a simple ethnic or idealistic classification, the tribe is a social unit of werewolves bound together by blood, ideals and spirit. Tribal affiliation brings with it many responsibilities – but it also offers a kinship of purpose. There are twelve tribes of Garou, but only these ten are allowed for PCs, for reasons that have to do with the setting. The urban tribes might end up feeling a little out of place as well.
a. Black Furies: The Furies defend the wildest places and fight viciously to defend women. Most Black Furies are female, and the only males in the tribe are metis.

b. Bone Gnawers: Possibly the best-informed tribe and the most competent at spying. The Bone Gnawers live in poverty, and the other tribes despise them for their casual ways.

c. Children of Gaia: The most moderate of the tribes, the Children of Gaia consider themselves mediators and humanity’s champions.

d. Fianna: This tribe is of Celtic descent. Their ancestry ranges from Ireland, Scotland, Wales and England, but in modern times, they can be found anywhere their relatives have migrated. They are renowned as lusty for both battle and celebration.

e. Get of Fenris: Dedicated to the Wyrm’s utter destruction, the Get are considered savage and bloodthirsty. This tribe is primarily of Germanic and Scandinavian descent, and Fenrir take great pride in their heritage.

f. Glass Walkers: The Glass Walkers have adapted more closely to city life than every other tribe (except the Bone Gnawers), and they are not considered trustworthy. Glass Walkers tend to gravitate toward high technology, high finance and the criminal underworld.

g. Silent Striders: Exiled from their original homeland, the Silent Striders choose to live solitary lives on the road, traveling constantly. Some work as couriers between septs. Silent Striders have learned many secrets of both the physical and spiritual worlds in their travels.

h. Silver Fangs: The rightful rulers of the Garou Nation, they preserve impeccable breeding through both their lupine and human lineages. Most can claim descent through various European noble and royal families. This exclusionary behavior has led to inbreeding, and the Silver Fangs are tainted with madness because of it.

i. Uktena: The Uktena are the most mysterious and mystical of the tribes. They have charged themselves to guard the resting places of many powerful Banes, and some fear this association taints the tribe. Once, the tribe’s human blood was entirely Native American. In recent decades, the Uktena have begun to breed with other races.

j. Wendigo: The Wendigo are the only Garou tribe composed primarily of Native American members, but a few have bred outside their traditional lineages. The Wendigo resent the other tribes’ presence in North America, and they guard their caerns from all others.

B. Select Attributes

1. Rank the Attribute groups in order of Primary, Secondary and Tertiary groups. You receive 7 dots to distribute among your Primary Attributes, 5 dots to distribute among your Secondary Attributes and 3 dots to distribute among your Tertiary Attributes. Note that all Attributes start with one dot before you add any. An Attribute score of 2 dots is human average.
2. Physical Attributes: These define your character’s physical limits, such as how fast he can run, how much he can lift and how healthy he is. If your character is primarily action-oriented, then you’d be well advised to make Physical your primary category.
a. Strength: The Strength Trait indicates how much weight the character can carry, shove or lift. Strength figures into jumping and leaping, and it also measures the raw damage you can deliver in a fight. The higher your Strength is, the more punishing your blows are. Generally, characters with high Strength are big and brawny, although such is not always the case; the short and wiry types can also pack quite a punch.
b. Dexterity: Dexterity represents a number of physical aptitudes, including agility, speed and manual deftness. Characters with a high Dexterity have good hand-eye coordination. Generally, they’re graceful and light on their feet to boot. Dexterity influences accuracy in combat, as well as the ability to do precision work with one’s hands.

c. Stamina: Stamina is a state of both mind and body. It indicates the physical ability to withstand great strain over a long period of time (such as running for hours on end or going without food for days), but it’s also a matter of inner resistance (such as holding up in the face of torture or shrugging off dire wounds to finish a mission.) High Stamina allows you to endure an opponent’s blows, so it’s the Trait of choice for representing tough-as-nails werewolves.

3. Social Attributes: These define your character’s ability to interact with, relate to and sometimes use others. Social Attributes affect first impressions, your character’s ability to inspire or lead people or how attractive he is. If your character is a charmer or a deceiver, Social Attributes make a good choice for your primary category.
a. Charisma: Charisma isn’t really about good looks; rather, it’s innate charm, personality and power of influence. Even ugly people can have high Charisma, and many great leaders possess a commanding presence without being beautiful or handsome. Characters with a high Charisma Trait generally serve as inspiration for their fellows, exuding an air of trust and likeability. Others depend on them regularly to provide motivation and encouragement, a great expectation indeed. In contrast, characters with low Charisma have poor social skills, no matter what form they wear. They do and say the wrong things, and they generally end up pissing off people who might otherwise be friends.

b. Manipulation: Manipulation is the art of getting others to do what you want, preferably without them realizing how they’re being used. It differs from Charisma in that the person being persuaded doesn’t have to be a friend; a character with a high score in Manipulation can even exploit her enemies. This Trait is usually subtle, and it involves some variety of quick talking, bluffing or understated threat, unless an overt action fits the story. Botching a Manipulation roll can bring down the wrath of the intended target. Nobody likes to be manipulated. This Attribute is generally easier for homids to master than it is for lupus, although many betas and omegas are no stranger to the idea.
c. Appearance: Appearance describes your physical feathers and related qualities, such as voice and bone structure. A high score in this Attribute denotes a character who is physically attractive or who has some mysterious allure that others find enticing. A low score means that he’s unattractive or lacking physical features that most folks find pleasing. Appearance is important for first encounters and impressions. Charisma can go a long way after acquaintances are made, but Appearance certainly influences initial gut instincts.

4. Mental Attributes: These define your character’s mental capacity. How quickly can she think? How sharp is her eyesight? How smart is she? If your character likes puzzles or is an investigator, then Mental Attributes should be primary.
a. Perception: Perception is a combination of watching your surroundings actively while also relying on instincts and certain feelings. It may or may not involve intense concentration; it’s more like having certain awareness or sensitivity to what’s going on in the immediate vicinity. Perception comes in handy when characters search for clues, maintain alertness for ambushes or seek hidden knowledge. Characters that are too cocky or skeptical probably don’t rely on their Perception as much as they should if they want to live a bit longer.
b. Intelligence: Intelligence includes raw reasoning ability, problem-solving and memory. It’s not just your IQ score; instead, Intelligence involves how well a character can make sense of seemingly random facts and data, organizing them into usable and constructive patters. Many Knowledge Traits work with Intelligence to reflect working through dilemmas and conundrums. Lateral thinking and leaps of intuition are also part of Intelligence, as is logic, both deductive and inductive. Having a low Intelligence doesn’t necessarily imply stupidity; it’s just that the character probably thinks in simple patters, with no shades of gray. And by the same token, a high Intelligence doesn’t make a character Stephen Hawking. Instead, the character is just a whiz at remembering facts and pulling them out when they’re needed most.

c. Wits: The Wits Trait encompasses planning, quick thinking and cleverness. It affects a character’s reaction time in combat and his adaptability to new stimuli. If she has a low Wits score, she’s probably gullible and not particularly fast on the uptake; jokes slip right past her, even if she’s the victim. On the other hand, a high Wits Trait indicates an ability to keep cool in stressful circumstances and respond to unforeseen events with precision and aplomb. This Attribute comes in hand both in lively conversation and during the heat of a fight.

C. Select Abilities
1. Rank the Abilities groups in order of Primary, Secondary and Tertiary groups. You receive 13 dots to distribute among your Primary Abilities, 9 dots to distribute among your Secondary Abilities and 5 dots to distribute among your Tertiary Abilities. An Ability score of 3 dots is enough to have it as a profession. No character can start with more than 3 dots in any Ability. Most Abilities are self-explanatory. Please ask if you need more details on one.

2. Talents: Abilities your character can work out on her own or develop intuitively. It’s sometimes necessary to practice Talents, but they aren’t learned from a teacher or a book. They can be gained through direct experience. If your character tends to survive through her own wits or common sense, Talents are appropriate as the primary category.
a. Alertness

b. Athletics

c. Brawl

d. Dodge

e. Empathy

f. Expression

g. Intimidation

h. Primal-Urge

i. Streetwise

j. Subterfuge

3. Skills: Abilities learned through training. This category includes those Abilities one learns step-by-step through practice as well as those learned from a teacher. If your character us good at learning through practice, Skills make a good primary choice.

a. Animal Ken

b. Crafts

c. Drive

d. Etiquette

e. Firearms

f. Leadership

g. Melee

h. Performance

i. Stealth

j. Survival

4. Knowledges: Abilities that one can learn only through rigorous study and application. Many are learned in school or from books, but they can be acquired through experience. If your character is educated, has a good memory or spends a great deal of time in study, Knowledges are appropriate for the primary Ability category.

a. Computer

b. Enigmas

c. Investigation

d. Law

e. Linguistics

f. Medicine

g. Occult

h. Politics

i. Rituals

j. Science

D. Select Advantages
1. Backgrounds: Backgrounds describe the special advantages available by birth, opportunity or other circumstances. Make sure you integrate your Backgrounds into your character concept. You start with five points in backgrounds.

a. Allies: Folks who support you, whether out of love or common interest and are in some sort of position to do so. They are friends, not just contacts. Generally, they do not know you are a werewolf.

b. Ancestors: You may contact your ancestors to allow them to give you bonuses to any Ability, once per game session. Bone Gnawers, Glass Walkers and Silent Striders cannot start with Ancestors.
c. Contacts: People you know from all walks of life. They are not as reliable or friendly as Allies, but may have important knowledge. Get of Fenris and Wendigo cannot start with Contacts.
d. Fetish: You possess a fetish, a physical object into which a spirit has been bound. Fetishes have a number of powers granted by the spirit, so they are very significant to the Garou.

e. Kinfolk: You are in contact with certain humans or wolves that are descended from Garou without actually being werewolves themselves. They know you are Garou, and they are willing to help you, but they are not in positions of power. Fianna are recommended to select Kinfolk.
f. Mentor: A powerful elder Garou who looks after you. Glass Walkers cannot start with Mentor
g. Pure Breed: Your lineage, markings, bearing and other features of birth. Each point of Pure Breed adds an extra die to Social or challenge rolls involving other Garou. Bone Gnawers and Glass Walkers cannot start with Pure Breed. Silver Fangs must select at least 3 points in Pure Breed.
h. Resources: Your personal financial resources or access to such resources. If you don’t have any Resources, you have no money. Bone Gnawers, Silent Striders and Wendigo cannot start with Resources.
i. Rites: How many rites your character will be taught before your Rite of Passage.

j. Totem: The amount of points you have to contribute to your pack’s spirit totem. This is important!

2. Gifts: You will be taught these in the game.

3. Renown: This Chronicle begins with cubs, so you have no renown to begin with.

Finishing Touches

1. Rank: You begin at rank 0.

2. Rage: Rage is the amount of primal Beast that still exists in a Garou. It is blessing and a curse. You can spend Rage in any time of stress, and use it to gain extra actions in a turn, to change forms instantly, or to recover from being stunned. Also, Rage can be used to remain active when they might be incapacitated from wounds. The higher your Rage, however, the less able you are to deal with humans, and the more likely you are to Frenzy.
a. Your starting Rage is based on your auspice. Ragabash: 1, Theurge: 2, Philodox: 3, Galliard: 4, Ahroun: 5.

b. If you spend all your Rage and Willpower, you cannot regain Rage or change forms until you regain at least one point of Willpower and Rage.

3. Gnosis: This is your connection with the Umbra and spirits. Gnosis is used to activate some Gifts and Fetishes. You cannot spend Rage and Gnosis in the same turn. If you carry a silver item, it reduces your effective Gnosis.
a. Your starting Gnosis is based on your breed. Homid: 1, Metis 3, Lupus 5.

4. Willpower: This is your strength to overcome your base urges and push yourself to greatness. You can spend Willpower points to gain an automatic success at an action, fight an uncontrollable urge or halt frenzies.

a. Your starting Willpower is based on your tribe. Black Furies, Fianna, Get of Fenris, Glass Walkers, Silent Striders, Silver Fangs and Uktena: 3; Bone Gnawers, Children of Gaia and Wendigo: 4.
5. Freebie Points: You have 15 freebie points with which to round out your character and select Traits you couldn’t afford previously.

a. Attributes cost 5 points per dot.

b. Abilities cost 2 points per dot.

c. Backgrounds cost 1 point per dot.

d. Gifts cost 7 points per Gift.

e. Rage costs 1 point per dot.

f. Gnosis costs 2 points per dot.

g. Willpower costs 1 point per dot.
