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Distant

Thecirclegathered aswar drumssent heavy, booming song
to the overcast skies Elder Galliards of dl thirteen tribes
danced furioudy around thefire asthe FiannaCouncil of Song
assumed itsplace for the telling of tales.

Those gathered around the fire this night were pups, fresh
from the Rite of Passage. They sat expectantly as the dders
good quietly in the shadows, glowing with pride and concern
for the new warriors. This night, the pups would travel the
Moon Bridge and join their brothers and sgtersto stand as a
shiddagainst theforcesof corruptionrapingthepure Amazon.
They would cast away childhood and stand among the adult
warriors as equds. It was a night of courage, but dso one of
despair, for many would not return.

The Galiards became frantic with the pounding music.
Facesflushed with sweet and tears, they raised armsto the sky
and screamed to the heavens to guide diese pups in their
endeavors. The drumming reached afever pitch, pounding at
thenight sky and the surrounding woodlandswith an ominous
passion.

Then the drums became softer, dieir thrumming and inten-
sty lowered, but ill drivenby fury. TheGalliardsceased their
dance, and the Council of Song lifted armsto the moody skies
and prepared toweavedieirtae. Theair becamedtill asdl eyes
looked to them. The time had come to remember.

The soft voices of the Council of Song caressed the ears of
thepups, liftingtheir spiritstodancewith the ghostsof the past.
Foramoment, the Council memberssmiled downonthepups,
perhaps remembering what it was like to be young and expe-

Thunder

rience the rush of life for the first time. But the smiles soon
faded and they became sad. The pups looked up to them,
granting them full attention as the tale began...

Thick, black smoke belched into the hot Soudi American
sky as die bulldozers pushed the corpses of trees into lifeless
piles beside the newly-forged road. It was a good day's Kill.
Everything seemed to be going asplanned. Panel by pand, the
road washbuilt. The Amazonhad so muchto offer. What better
company than Pentex to bring it to its fullest potential ?

Pentex made itsfirst move into the jungle inthe midst of a
sweltering summer. They mercilessy ripped away any part of
the rain forest that dared get in their way. Acres of woodland
fell to the ondaught each day, and the newly barren land was
quickly laid with the foundation of their Amazon Headquar-
ters.

Mog of the labor was performed by poor natives of the
region. They worked long, hard hours in the blazing sun for
minimal wages, but since this was more payment than they
were accustomed to, they endured these hardships for their
survival.

Early on, Pentex thought thisundertaking wouldbe smple:
move in, set up, begin extracting the area of natural resources,
and pay off the nativestokeep them ignorant of the truth. How
wrong they were.

It took only afew daysfor apack of Garou to discover what
had happened. They arrived before Pentex could get their
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operation into full swing. This Get of Fenris pack was known
asthe Black Frog.

They were wanderers, living their lives like the Silent
Striders. Their blood was clearly that of the Get, obvious in
their quick, violent temperament. The Black Frog sumbled
upon the Pentex operation by accident. They had hired
themsdlves out as mercenaries in some futile human dispute.
Since the problem had been resolved, they were preparing for
their journey homeward. Stumbling across the roadway, they
discovered Pentex'sfoul plan.

Instead of informing other Garou, they quickly st into
action done, dill goked with the fires of glory from their
former conflict. They followed the road back to a native
village, now being used as Pentex’'s base camp. For severd
nightsthey watched it, getting an idea of the Pentex maraud-
ers routine. Pentex, however, was well prepared for spies,
conceding the true extent of their operation from the curious.
The Black Frogt was satisfied with the little information they
had gathered and rushed headlong into battle. They rushed to
their desths.

As the heat of the day subsded, night came The pack
assaulted the village. Alarms immediately rang out, aerting
the guards to the Garou's presence. The night was rent by the
cracking of automatic gunfire as the entire compound erupted
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in activity. The Black Frogt had not expected so much resis-
tance so quickly. They had failed to discover their enemies
hidden strength: the fomori First Teams. Rushing forth from
hidden, underground warrens, the well-armed fomori lesped
forth to engage the pack.

The Black Frog, realizing their mistake and understanding
therewasno turning back, jumped heedlongintofray. Swords,
goears and claws flashed as they soiled the earth with enemy
blood. Despite their courage, it was only a matter of moments
beforesilver bulletsripped through their flesh. Warriorswere
left dying on the blood-soaked sail.

Pentex soldiers encircled the fallen Garou as moonlight
reflected from smoking gun barrels. The victors looked down
upon their fallen prey and smirked, walowing in arrogance.
They lowered their wegpons, taking aim on the dying Garou.
All were 4ill but one, the pack leader known as Grendd
Walks-with-Desth.

Soldiers aimed wegpons a Grendd as he opened his eyes.
Hebeganto laugh, softly at first, but withmoreintensity ashe
managed to summon what little strength remained in him.

"You have given me eternd life, you bagtardd Gaia will
reward my pack for our sacrifice." He gpat thewords at them,
glowering with contempt. The soldiers looked gtartled for a
moment, even shaken. They traded glances with one another,
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unsureof the meaning of Grendel'swords. " Otherswill come,
you pitiful fools," Grendel growled. "Otherswill come™

Withthis, thesoldiers confusionvanished and gaveway to
anger. They unleashed their weaponsupon Grendd, filling his
aready woundedbody withhundredsof silver bullets. Grendel
Walks-with-Death, his flesh torn and his body destroyed,
released hislast breath into the cam Amazon night and died
with asmile spreading acrosshisface.

A soft rain fell on the dead Garou as they lay at the feet of
the soldiers. Thunder echoed throughout the forests. Gaia
wept for the fallen heroes. The blood of the fallen washed in
crimson streams to the Amazon river.

The Firgt had fallen in the Garou's most noble endeavor,
and many more would fall until the Garou tasted victory or
died.

AstheCouncil of Songfell sllent, aneeriegreenglow spilled
onto the gathering. The Moon Bridge opened. It wastimefor
the pups to step through and experience the glory of battle.
War drums echoed faintly from the far Sde of the Bridge.
Thoughfar away, they shared the sameintensity asthedrums
around the cubs. From both sdes of the portd, the pounding
becameasone. Theddersliftedtheir voicestothesky tohonor
those who would taste war for thefirst time.

Thepupsrosefromthecircle, determination clearly visible
in their expressions. As they checked their possessons, they
glanced a one another, dowly smiling. They turned and
walked toward the Moon Bridge, never looking back.

As the pups stepped through, the Moon Bridge dosed
behind them and the drums became slent. The dder Garou
wordlesdy dipped from the dlearing into the myriad shadows
of the night. Except for the smoke rising from the dying fire,
there was no sign they had ever come.
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Let This Be Our Last
Battlefield

She can't deep now

Themoonisred

She fights a fever

Sheburnsin bed

— Paul Simon, "She Moves On"

TheAmazonisaland of mystery and beauty, filledwiththe
wondersof Gaiainall Her myriadforms. Thisisareslmamost
dien to the world which surrounds it, a world that has
remained outside the thoughtless grasp of humanity and its
everexpandinggreed.

Now that has changed.

The Amazon hasbecomethefront lineinthebattleto save
Gaia. The Wyrm and its twisted minions have begun their
advance into the jungles. Nothing remains safe from their
grasp. They plunder and rape the land with no intention of
givingback what they take. Thedespoiling of the Amazon has
become a symboal of the Apocadypse and the darkness that
awaitsto engulf the planet.

Gaia lays wounded, Her chest ripped open, Her heart
exposed for the Wyrm to consume. The great Earth Mother,
Her breath shallow and wesk, looksto the horizonwhispering
prayersof salvationfromdry, crackedlips.

There is Hill hope.

Gaids vaiant warriors, the Garou, have taken on the
oppressors. The Thirteen Tribes now stand as ashield againgt
theondaught of Gaia'shaven. TheAmazonriver runsredwith
theblood of thosewho sacrificeall for future generations. The
linesare drawn and agreat war wages in the quiet, untouched
beauty of the Amazon. This war could decide the fate of the
Garouandtheir Kinfolk. Indeed, thiswar coulddecidethefate
of all.

Theme Hdl is Here

Theessence ofwar isviolence. Moderationinwar isimbecility.
—John A. Fisher

This book takes the defenders of Gaia into the heart of the
Apocaypse. It thrusts them into the front lines of the war to
savetheplanetfromthosewhowoulddestroy it. Itisadark and
hopelessjourney into the depths of dl that is evil. A noble
cause ingpires the Garou, showing them the true meaning of
beingawarrior: fightingforwhatisjustandwillingly givingall
forvictory.

Thethemeof thisbook iswar: rival forces bent on conquest
and destruction. The Wyrm and its dly, Pentex, have made
thefirst moveby establishingbasesintheAmazon. They strike
out at Gaiawith al their hatred and might, orchestrating the
destruction of therainforests. Mercy isdiento them andthey
sparenothingintheir path. Only the Garou stand intheirway.

TheGarouforcesarepitifully weak compared to the might
of Pentex and its armies, yet they do not fater, nor do they
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retreat. Thisisawar which must bewon at any cog, for ifitis
not, then there will be nothing left to fight for. Gaiawill die.

Mood: The Blood of My
Brothers

The war in the Amazon is abloody one. Entire packs rush
into the blood-stained forests seeking revenge againgt the
Wyrm. They are often never seen again. A feding of despair
cregps into the souls of those who fight in this haven of Gaia
The Amazon is a land of mourning, not only for those who
havefalen in battle to the Wyrm, but aso for those pupswho
areyettocome, thosewho haveyet to ssethefull horror of war.
It isamourning for those who will die here.

Asinall grest wars, confusion isthe order of theday. Cheos
reigns supreme in the Amazon as on dl bettlefidds. It isthe
anxiety of never knowing what the next day or the next
moment may bring. Warriors live under the shadow of death
as the sorrowful whispers of the fallen carry over resless
summerwinds.

The Gothic-Punk
Amazon

The day is cold, and dark, and dreary;

Itrains, and the wind is never weary;,

The vine till clings to the moldering wall,

But at every gust the dead leaves fall,

And the day is dark and dreary.

— Henry Wadsworth Longfellow, "The Rainy Day"

Tothe mortd visitor, the Amazon appears cam and serene.
Sunshine reflects off the dew, moistening the towering trees.
The rivers and streams whisper quietly to the many animals
inhabiting this grand place. Under the boughs, there lurks a
darker truth.

Bane spirits scream in the shadows of newly constructed
factories. Congtant raids are launched by the Garou againgt
Pentex and their forces. The legionsof the Wyrm strike nightly
in search and destroy missions, intent on suppressing Garou
resstance. To the casud observer, it is a great expanse of
untouched forest, but to the Garou who fight here, it is a
twisted, macabre haven of despair, growing worse with each
passing day.

The air is filled with the tormented screams of Amazon
spirits as they cry to the winds for aid. The ingtigators of this
suffering — black-hearted, calous spirits — a0 lend their
cries to this symphony of misery that filters through the
towering trees, tugging at the hearts of al who ligen. The
Gauntlet iswesk in this area, torn apart by Pentex's destruc-
tion. A portal hasbeen crested through which many greet evils
have entered the world. This is only the beginning.

Pentex's plan for the Amazon is smple continue the
industrial expansion into the forests at any cogt. The sage is
. It isnow Galas darkest hour and only the Garou stand in

her defense. It isawar that must bewon, lest dl be lost. The
time to act is now.

This Book

Rage Across the Amazon is a sourcebook chronicling the
Garou's bloody war in the Amazon. It explores in detail die
most important conflict in Garou society. The tactics, leaders
and objectives of die Garou face opposition from Pentex and
itsevil dlies

This book takes into account al factions of the present
conflict and how they interact on the battlefield. Pentex isnot
the only force involved. The mysterious werecrocodiles keep
their intentions secret from the Garou. The fierce and cunning
werejaguarssidewith no oneandwage continuouswar against
both Garou and Pentex to drive invaders from their forests.

Here you will find al the information necessary to run a
chronicle in the war-torn jungles of the Amazon. Also in-
cluded are many plot idess designed to help you get started
immediately. Thisbook isas much intended for apack of pups
fresh from their Riteof Passageasitisfor apack of adult Garou
who arewiseto the glories of battle. Gaia opens her amsto dl
who would defend her.

Source Material

Much has been written and produced about the Amazon
and its unique landscapes, history, culture and inhabitants.
Your locd library should carry many such publications. You
should dso have no problem finding inspirational material on
the topic of war. The following is a short list of books and
movieswhich may prove useful.

Books

» The Amazon: Past, Present, and Future, by Alain
Gheerbrant. A very good, lushly illustrated introduction to the
history of the Amazon, from the Conquistadors to the present
day. In the paperback Discoveries™ series Henry Abrams,
Inc.

* Amazonia: Voices from the Rainforest, a Resource &
Action Guide, edited by AngelaGennino. A very good source
for details of the ongoing development in the Amazon. In-
cludesareference guidefor support groupsworkingto save the
rainforests. Published by Rainforest Action Network.

Movies

» The Emerald Fored, directed by John Boorman. A tae
of aboy raised by Amazon Indiansand hisfather'ssearchtofind
him. When they are reunited, the father discoversthat hisson
hasamore meaningful lifethanhedoes. Thisfilmisfilledwith
shamanic magic and great scenery.

 Apocalypse Now, directed by Francis Ford Coppola. One
of the best war movies ever made, though it's not really about
war: it'sabout aman's own inner journey and disillusionment
with...well, just about everything. St in Vietnam, this is
Coppolds twist on Josgph Conrad's Heart of Darkness.
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e Medicine Man, directed by John McTiernan. Seen
Connery isapharmacologist inthe Amazon whofindsacure
for cancer only to lose it to humanity's encroaching push into
thejungle.

« Platoon, directed by Oliver Stone. War ishdll, and this
film provesit. The film examines the persond impact of war on
an everyday American kid (the director's autobiographica
look at himsdlf in Vietnam).

e The Mission, directed by Ronald Joffe. A Jesuit priest's
mission in the South American jungle becomes the center of
aconflict between the Church and the Native Indian'sway of
life as Robert De Niro's character pursues his own quest for
penance. A lush and beautifully shot film.

« At Play in the Fidds of the Lord, directed by Hector
Babenco, fromthehbook by Peter M athiessen. Baptist mission-
aries take over an aiandoned Catholic misson and begin
convertingtheIndians. Everything goeswrongfromthere. A
very good film, highlighting the problem of one culture trying
toforceitsviewsonto another.

 Aguirre, Wrath of God, directed by Werner Herzog. In
1560, Conquistador Lope de Aguirre mutinies on an expedi-
tionfor El Dorado. Hetakesover the expedition and leadsthe
mentotheirdoom, blindwithhisownlustfor power andglory.
A somewhat surreal film: theeerinessandstrangesilenceof the
unknown jungle is heightened by thelack of ascore.

« Raiders of the Lot Ark, directed by Steven Spidberg.
The quintessentia pulp adventure film. Indiana Jones risks
life, limb and his hat to recover important archeologica
artifacts. Theintroductory sequence isagreat sourceof atmo-
spherefor digging up lost ceemsin thejungle.

The Real War

i breathe / my throat clenches / clutching to exclude / a dozen
different stenches in falmouth bay / a blue whaleralls/ gonna drown
in swill / fromcity sewer holes / summers longer / deltas gashed /
ancient trees/ uprooted, smashed/ time isgenerous-more, takemore
/imustoutrunthedinosaur

— Pete Townshend, "Outlive the Dinosaur"

Although this book is a work of fiction and should be
interpreted assuch, someof theissuesaddressed arequiteredl.
Awar of sortsi stakingplaceintheA mazontoday, awar of epic
proportions. Thousands of acres of forest land are destroyed
yearly by corporationsintent on profit done. Itisadark time
for the thousands of species of plantsand animasthat live in
theAmazon. Undiscovered plantsinthejunglecould hold the
curefor many devastatingdisesses. Millionsof theseplantsare
wiped from existence by massive deforestation before they
have even been discovered. Every day, an estimated 74,000
acresof rainforest are logt to deforestation.

Thisbook isafantasy of rage and frustration brought tothe
bailing point. Thevillainsinthisbook are greed, hatred, and
short-sightedness. Pentex, in the guise of an international
corporation, israping theland for no other reason than to hurt
Gaa

Thereal situation ismuch more complicated than thi sbook
portrays. Brazil is acountry trying to escape its "third world"
gtatus. Much of the deforestation isdonefor economic reesons.
Initsdesperate attemptstorisefrom poverty, Brazil and other
South American nations have initiated many programs that
seem to aid the nation economicaly, but only help to destroy
the rain forests.

Cattlefarmingisoneactivity responsiblefor thedestruction
of theforest. Treesarecleared to makeroomfor cattle grazing.
When the soil does not sustain the cattle's feed, the farmers
must push deeper into theforests, leaving usdessfid dsbehind
them.

Gold mining isoneof themost toxic activitiesin theregion.
Minersusemass veamountsof poisonousmercury torefinethe
small amounts of gold they dig up. Thismercury is released
back into the environment, polluting rivers far downstream
from the mining. Fish populations are infected or destroyed,
whichinturncontaminatesthenativeswhorely onthefishfor
their survival. The miners are dso contaminated by their own
methods. Its an interconnecting web of cause and effect.

Another volatile Stuation in the rain forests concerns
landless workers fighting for land reform. Some are assassi-
nated by landownersintent on stifling the voices of discontent.
Locd activistsgo"missing” every year. Near theCargjasMine,
generoudy funded by foreign investorsand international banks,

of actividts, priests, and anyone dsewho getsintheway of the
landowners. In one incident lumbermen, angered by their
eviction from Indian lands, hunted down and killed fourteen
Native American men, women and children.

In comparison to such red life atrocities, Pentex can seem
rather tame. In the World of Darkness, of course, Pentex is
deeply involved in such terror tactics. Any excuse to deliver
misery to theworld is considered agood risk for this corpora-
tion. Itsprofits, measurednotindollarsbutinWyrmcorruption,
depend on such bold actions in third world countries.

What you Can Do

Y oudo not haveto sit passively and alow therainforest to
disappear. Ecology is not regiond; the interlocking net of
nature extends past nationa boundaries. This is not palitics,
butsurvival. Learnwhatisrea ly goingonintheAmazon. Y our
voiceisapowerful wegponinthestruggletosavethisbeautiful
land. Make it heard.

There are many organi zationsthat dedi cate countless hours
to save the Amazon and other endangered lands and pecies
from the ondaught of misguided "progress” Please contact
your locd chapter of the Rainforest Action Network, the
Nature Conservancy, the World Wildlife Foundation,
Greenpeace or any other organization dedicated to the preser-
vation of the Earth. Any effort can makeabigdifference. The
battle lines have been drawn. Now it isyour time to rage.
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The Time of Long Ago

What is the little one thinking about?

Very wonderful things, no doubt;

Unwritten history!

Unfathomed mystery!

— Josiah Gilbert Holland, "Cradle Song'

The Earth ages Mountainsrise and fall, the sea ebbs and
flows, andlifeiscreasted and destroyed. The Amazonremains.
How long ago thisriver formed isunknown, but it haslagted.

Thosewiththememoriestoknow say therehasalwaysbeen
anAmazonand awayswill be. TheMokoledream of thepast.
They spesk of theriver astheheart of this pureland, theblood
stream of the earth. The werecrocodiles dream... and
dream.. .and dream... and theriver beginsto dow, to loe its
flow astheWyrmsucksthewater greedily fromtheworld. The
werecrocodiles deep as modern times catch up to the river.
Modern times are not kind to this ancient wonder.

Early Migrations

When the Pure Ones came across the Bering Strait land
bridge, they quickly spread out over the continent. TheGarou
watched over them asthey went. TheWendigokept mainly to
the northern regions and the plains, the Croatan moved
towards the eastern coast and southern swamps and the
Uktena moved aong the western coast and deserts.

When the other tribes settled, content in their new lands,
only the Uktenakept moving, spurred by their curiosity. Over

long years, the Uktenaeventually reeched the Amazon. None
of them stayed for long. Whilethejungleswere awe-inspiring
and impressve, they were smply not what these wolves
wanted. Many returned the way they came, back to Centra
America They left behind them seeds the Kinfolk of the Pure
Ones. The Kinfolk loved this new land and would not leave.

The Native Pure Ones

The Uktena dso found a mystery waiting for them in the
jungles: theexistence of Pure Onesthey had never ssenbefore.
They believed that al the Pure Ones had crossed over with
them. The Garou thought they were thefirst to arrive. Here,
intherain forests and rivers, were humansliving in harmony
and joy with nature. The Uktena thanked Gaia for another
sgn of Her wisdom and thought no more about the subject.

L aterthey learned of theBaamandMokol e, thewereg aguars
and crocodiles, long residents of the jungles. The natives had
come with them much earlier to the land as the shapeshifters
fled the persecution of the War of Rage. Their legends tdll of
gresat treksacrossthe ssaand spiritworld, smilar totheGarou's
own legends of their trek to the Pure Land. Gaiahad led them
to safety from Her own children. She had led these same
children away from the Wyrm's danger.

New Cubs

Many years after the Uktena had |eft the Amazon, Indian
Kinfolk gave birth to three Garou. The Garou who had led
them to this land were now legends in their tales, beings long
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gone. Thesechildren had easy livesuntil their Change. When
they took the form of wolves, they did not know what had
become of them. No one in their tribe had ever seen a wolf
before. The shamans were perplexed. Obvioudy, these chil-
dren were the chosen shgpechangers of a Strange, new spirit,
but no one could say whether this spirit was good or bad.

They decided to summon the Jaguar for advice, and his
children came. When the Baam came to their Kinfolk's
village and discovered Garou, they wereenraged. Onenoticed
that the three Garou seemed ignorant of their nature. A
werecat, no matter how angry, istill awerecat, and curiosity
soon won over. The Baam pledged to teach the children the
ways of their heritage as an experiment. They wished to
discover for themsdveswhether Garouweresdfish, gingy and
arrogant by nature or smply by nurture.

The Amazonian Uktena

The Bdam, after years of deding with the young Garou,
finally decided that, while one of them showed the typica
loathsome Garou traits, the other two showed admirable
vaues. Thebad onewascdled Cacu. Thegoodsoneswerel nki
and Huatope. After aheated taghairm, or werecat moot, they
decided that it was time these young Garou met their own
kind.

Hoards- Thunder was chosen from among those at the
taghairm to march themfromthejunglestotheir ownkindin
Mayan lands. It was along journey, filled with many adven-
tures and legends before they reached their destination. The
Mayan Uktena marveled at these new Garou, so pure and
drange. They seemed to possess the wisdom of cats. The logt
Garou were invited to stay and learn their ways. Hoards
Thunder smiled from his hiding place in the trees and dipped
away for hisjourney home.

The Amazonians stayed for awhile among their kind, but
became homesick for the rain forest. Eventually, they had to
return. On their trek home, they were joined by some of the
Mayan Uktenawho aso longed for the great forest. Thuswas
crested the Amazonian Uktena tribe.

Over theyears, thetribegrew weak fromitsrestricted blood.
There were no wolves to breed with and bolster their blood-
line. The Amazon was apure place, aland of Gaia, and these
werewolves il discovered waysto live as one with the land.
They thrived, even as one heritage, and never logt the ability
to walk with two skins.

The Age of Discovery

Discovery is always a rape of the natural world. Always.
— lan Mdcolm, Jurassic Park

The Amazon wasnot dwaysasit istoday. Therainforests
of the Amazon Basin were once untouched by humanciviliza:
tion. Asforeign discoverers came in search of new lands, the
unexplored vastness of the interior of the South American
continent became a place for the survival of dreams. The
jungle was a place where living wonders were waiting to be

discovered for the edification of European citizens and the
study of science.

The Conquistadors

Thefirstto exploit thisland for European interestswerethe
Spanish Conquigtadors. Francisco Pizarro overthrew the Inca
Empirefor Spainin 1532. Soon, the natives of theregionwere
being exploited asdave labor, building citiesfor the Spanish.

Later, Gonzao Pizarro led the first Conquistador expedi-
tion over the Andes and into the rain forest in search of
cinnamon. Theexpeditionwasafailure. Hewasforced toturn
back, but not before killing many of his native guides out of
purefrustrationandanger. Notlongafter, FranciscodeOrellana
=t out, accompanied by Caspar de Carvaja who documented
their longjourney. They were thefirst Europeansto encounter
many of the Indians. Carvgd's account gtirred the imagina-
tionsof others. Soon explorerswererushing off tothe Amazon,
desperate to uncover its many legends and wonders.

The Explorers

Inthefollowingdecades, explorersenteredthejungleswith
dreams of what they would find. Wasthis, indeed, thefabled
land of Homer's Amazons? Was this actualy the home of the
Ewaipanoma, araceof peoplewith headsin their chests?Was
thisthelandwherethegreatest of dl dreamslived—thegilded
king, El Dorado, and hiscity of gold?

Indesperation for therichesof El Dorado, explorerssuch as
Sir Walter Raleigh delved deep into the rain forest, following
hints, rumorsand legend. Raleigh never found hisriches. That
never soppedtheflood of others. TheAmazonwasaplacethat
dirred the soul and made the bold and the mad believe they
could become kings. Lope de Aguirre, a Conquistador subor-
dinate officer, took over the expedition hewasin and declared
himsalf King of Amazonia. He was defeated by Venezudan
troops and executed. This still did not dampen the courage of
others. What did thisnew land hold for these bold and curious
Europeans? The rain forests held nothing less than the hope
of dreams come true.

These explorers killed the spirit of the land as they discov-
ered it. As each map was made, as eech scientist stated new
discoveries, as eech linewaswritten in abook, the wonders of
the land were banished to non-existence. What magic could
live before the ondaught of science? What could stand before
rationality and logic?

The Technomancers

Simplediscovery wasnot the source of the dow death of the
land. The true foes were the Technomancer mages, powerful
magicianswho sought to maketheworld conformtotheir will,
to their single, mechanigtic vison of existence. The Amazon
wasperfect for them. Herewas achanceto provethe inherent
"truth" of their new scientific theories to the world at large.

Their theories, however, were not based on truth, but on
denid. They sought to prove their own stance through denying
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the very existence of those opposed to their vison. Any being
or creature of supernatura origin had no place in their clock-
work world and thus had to be purged from it. So began the
campaign of discovery inthe Amazon.

Expeditions were sent out, funded by universities and
foundations in the control of the Technomancers. Their goa
wasto banishthewild legendsof thisfar-off land and shinethe
"true" light of science and reason for all the world to see

Only one being was strong enough to challengethe "Age of
Discovery”: El Dorado, anative Dresmspesker mage.

TheGilded King: El Dorado

El Dorado was a king in his own lands, ruling the native
peoplewithaj ust hand. Hehad beenamost promisingdisciple
of the shamans and had grown beyond even their powers. His
travels to other worlds had given him powerful magic and a
wiseunderstandingof thewaysof thisworld. Herecognizedthe
explorers for what they were. He saw the Technomancer
magters pulling their strings, even though the explorerswere
ignorant of any wrong-doing. Werethey not merely represen-
tatives of their respective crowns and universities? El Dorado
had seen their like before in the guise of the Incan Empire.

Chapter One: History

Greedy and domineering, they wanted to hold dl theworld in
their hands.

A secret magical war began. El Dorado marshaled the
ancient forces of the land. He resisted the Technomancer's
efforts to wipe them from the earth. From hiscity of gold, he
directed his dlies to push back the explorers. The Mokole
joined thefight, rousingfromtheir nests. The Balam leapt into
thefray, bringing afury that ingtilled terror in the hearts of the
fiercest mages. As aways, the Garou were a0 there.

The Black Fury Amazons

Grestest of al dlies in the war were the Amazons, Black
Fury Garou whose legend lived strong in the world. The
explorershad even named the grest river after them. Fromthe
distant lands of Scythiathey had come, fleeing the persecution
of men. They took their stand in the jungles of the Amazon
Basin, swearing never to let men of any race movethemagain.

They saw the thresat of the explorers and joined El Dorado
tofight them. Although El Dorado was aman, hewas unlike
the European men the Black Furiesraged about. Helived dose
to Gaia, even witnessing the dreams of the Earth Mother, and
walked inbalanceontheearth. Findly, herewasaworthy man
they could support.




The Log City of Gold

Oh city of my dreams

Of speed and skill and schemes

Like Atlantis, you just disappeared from view

— Pogues, "White City"

Perhaps it was inevitable, consdering the power the
Technomancers had over redlity itself, but no one could have
predicted the outcome. In a masterpiece of magic, the
Technomancersfinally destroyed the city of gold by mapping
it out of existence.

Vast amounts of power were required. One of the
Technomancers was devoured by the Paradox of the redlity
shift, but the city was shunted into itsown realm, cut off from
the Earth. El Dorado'sown magick fell flat, severedfrom their
valuable connection to Gaia. Their meaning was bereft with-
out Gaidsaid.

The city disappeared from the Earth and regppeared inthe
Umbra, completewith itsforest, mountain and lake. All paths
toearthand eventheUmbrascapewereshut of f. E| Doradowas
aland done now, aredm unto itsdlf, with noway out and no
way in.

The Technomancer'sown magic wastoo powerful evenfor
them. They could not get into the new realm to finish thejob
of destruction, nor couldthey evenpeerintoit. Itwasasifitdid
not exist within redity a dl. Soon the Technomancers
announced victory and moved their efforts into other arenas.
El Dorado was forgotten in the conscious minds of men. In
their dreams, he lived on.

El Dorado had one lad, invisble connection to earth:
dreamsof thelod city of gold. Astheyearspassed, thedreams
became legends Legends fueled the greed of humans. In the
early 20th century, archeologigt Joseph Herlich began an
expedition to find the logt city, spurred by his dreams of gold.
Thedreamswerenot truly his, but werethe subtle suggestions
of El Dorado himsalf, speaking to the man through deep. The
Technomancers took no notice. They were busy with other
affairs. Thus, the path back to Earth was remade.

When Joseph Herlich finally discovered the valey of El
Dorado, he did not redlize it was on a path he had forged
himsdlf. El Dorado'smagicled Herlichto therediscovery of the
valley, bresking the spdll sedling the city from the world. A
single, arduous path now exiged. It remained hidden in the
depdis of the Amazon jungle.

El Dorado was agracious hogt to Herlich, but Herlich was
never to leave the city again. The Technomancers could not
be dlowed to know their enemy had returned. The city istill
unknown to many residentsof thejungle. El Dorado'scitizens
know the danger of showing themsdves.

With the war between Pentex and the Garou now being
fought, El Doradoisunsureof what coursetotake. If any were
to hear of hiscity, it would againbein danger. Hemust protect
thecity at al cog.

Modern Times

You better swimfast

Or you'll sink like a stone

For the times they are a changin'
— Bob Dylan

Troubles in Brazl

Inthe 19th century, thecountry of Brazil enjoyed apolitical
stability uncommon to the South America continent. In the
20th century, al that was to change. Racked by political and
economic dtrife, Brazil changed governments on an dmost
regular basis. People can only be oppressed for so long. When
a government refuses to dlow people rights endowed to dl
humanity, acycleof changeisofteninitiated. Moreoftenthan
not, it is done through violence, the only voice that some can
hear.

In 1985, the military government of Brazil wasoverthrown
by the people and replaced by aciviliangovernment. Thisnew
government decided the time had come to join the rest of the
world on an equal socid and economic level. Approva was
giventodlowforeigncorporationsinto thecountry, especidly
those of American origin. Little did the people know what a
terrible problem thiswould cregte.

Pentex

Smokestacks, belching black, we're the have-nots

in your shade.

How about a diice of life, how about some human trade?

Eat at the best restaurantsin town.

No headwaiter going to turn us down

‘coswe're all kinds of animalscoming here:

occasional demonstoo.

— Jethro Tull, "Occasond Demons'

In 1986, the Pentex Corporation quietly moved into the
Amazon areato st up its operation and begin destroying the
Amazon Basin and the surrounding jungles. Pentex, in the
guiseof the DevelopersForestry Group, sentitsfirst emissaries
of industry into the Amazon area. They were legd specidids
who negotiated the proper contracts. In the shadows, First
Teams scouted the countryside for the best possible construc-
tion Stes.

Once the legdlities were completed, the Brazilian govern-
mentwasmani pul ated into believing the company wouldhel p
boost the economy of this poor country. The mega-corpora:
tion st its Snister plan into motion.

A native village, hidden in the jungle, was quietly taken
over toformthetemporary headquarters. Thefoundationwas
laid for the horror that was to come. Pentex began to plow
through the jungle unmercifully, destroying anything in its
path. They held no regard for the consequences of their
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actions. They worked day and night inshifts, wastingnotime
intheir destructiveefforts. It wasthen, quiteby accident, that
their operationwasdiscovered.

TheFirgPackFalls

The Black Frost, a Get of Fenris pack, ssumbled onto the
temporary villageandimmediatel y understood what washap-
pening. The Black Frogt stalked thejunglesilently for severa
daysand nights before making their move, hopingto gain as
much information as possible about their adversaries. Once
this task was completed, the Black Frost pounced upon the
Pentex village. They camewithrageintheir hearts, only tobe
struck down in moments by the overpowering might of the
hiddenfomori First Team.

When these Garou did not return on schedule, their Kin-
folk became worried. An expedition was organized to retrieve
them, dead or dive. The Kinfolk soon discovered the Pentex
operation and realized the fate of the Black Frogt.

Showing more wisdom than their daughtered kin, the
members of this expedition quickly returned to inform the
Fenriseldersof their discovery. An emergency war moot was
cdled. Emissariesfromall tribeswereinvitedtodiscussthebest
course of action. The quarrels began.

Golgol Fangs-First Takes
Charge

The Get of Fenris asserted their rights asthe most powerful
and cunning warriors. The tribe declared themsdves in com-
mand of all operations in the Amazon region. Their Fenris
leader, Golgol Fangs-First, wasquick to take advantage of his
tribe's loyaty. He assumed the postion of commander-in-
chief for the Garou forces preparing to leave for the Amazon.
This upset many elders of the other tribes, but there was no
timefor disputes. Itwasimperativethat afightingforcearrive
intheAmazonto sat up adrop zonefor further combat forces.

Oncethefirstwaveof Garouwarriorsarrived inthejungle,
they quickly set up atemporary base camp and made prepara
tionsfor thearrival of the others. Assoon astheother warriors
arrived and members of the Thirteen Tribes were forced to
interact, thefighting began.

The Fanna tribe, led by Killian Stormfist, did not beieve
Golgol and his band of Nordic warmongers to be competent
leadersin asituation sovitd tothe survival of Gaia. With the
support of the Fianna, Killianimmediately chalenged Golgol
for theright to lead the Amazon Garou. DespiteKillian'sfine
fighting skills, he was bested by the Get of Fenris eder and
conceded the authority of Golgal.

Many others dso tried to claim leadership of the Garou in
the Amazon, believingit to be their right. The Shadow Lords
wanted control becauseof their ancient rivarieswith theother
tribes. The Black Furiesbelieved themaeswerenot worthy to
lead an operation of this importance. All lost to Golgal.
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Thispetty bickeringand savagein-fighting lastedfor severd
mondis. Duringthistimethe Garou lost track of thereasonfor
their presence in the Amazon. Pentex did not. They com-
pleted the congtruction of their Amazon headquarters and
began their operation to destroy dl life in the rain forest.
Another terrible blow had been delivered to the Garou,
exploiting their short-Sghtedness and impatience.

At this point, all 13 tribes conceded to the leadership of
Golgal Fangs-Firg with the stipulation that aWar Council be
set uptoadvisethe Fenriselder inhismost important decisions.
Golgal found this to be agreeable, and the War Council was
instituted by the elders of the other twelve tribes. Thus, under
the guidance of the Amazon War Council, the Garou began
their great fight toliberatethe Amazonjunglefromitsoppres-
0rs.

Garou Bases

In the beginning, the war did not go well. The Garou
presence was pitifully smal in comparison to the might of
Pentex anditsdlies. Garou casudty rateswereastoundingand
many who rushed into the jungle to defend Gaiawere never
seenagain. Thosefirst dayswerethedarkest. Hopewashardto
find and morde was low.

Golgol Fangs-Firg, redizing the ineffective organi zation of
the Garou troops, sought to change the tide of the war. He
organized the Garou into moreeffectivefighting unitsconss-
ing of Wargs, groupsof packscommanded by aBattle Master.
Three packs made a Warg, with each assgned a separate
function tosupport al activitiesnecessary for misson success
Battletactics dso changed agreat ded. The Garouforceswere
losing far too many warriors by rushing headlong into the
Pentex armies. Pentex wasj ust too well equi pped and trained.
They outnumbered the Garou by aratio of ten to one.

Golgol guided the Garou to establish hidden basss in the
jungles where they could launch their raids against Pentex.
Thefirst, most famousand by far the most successful of these
hidden bases was established dose to the Pentex Amazon
Headquarters. It has earned a reputation of unparaleled suc-
cessamong the Garou. Ranch Apocalypsg, asit hascometobe
known, isan enigmato thefomori who constantly search the
junglefor itswhereabouts. Sofar, they havebeen unsuccessful
in dl their attempts. The warriors who staff this legendary
outpost continue in their misson to diminate the Pentex
Headquarters.

As these hidden outposts were being established, Amazo-
nian cagrns were adso being built. The largest and most
powerful of these, the Hallow Heart Caarn, became the
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primary base of operationsinthe Amazon War. Redlizing the
conflict would not be settled overnight, the Garou set up
extensivemedical and supply facilities. Thiscaern served the
needs of al those who fought in the jungle. Here, al Garou
destined for glory in the Amazon first arrive.

The Hollow Heart Caern became the home of the Garou
War Council. All mgjor tactical decisions were made there.
Thecaernwasguardedfiercely by theGarou. Itisthefounda
tionfor successinthe Amazon. Other caernswere awakened
aswell, includingthe Sky River Caern and the Caemof Rain
Spirits. Mogt of these are open to members of dl tribes. It is
understood that thewar isagroup effort. Only through unity
will the Garou taste victory.

Astime passed, the Garouforcesdosed the gap on Pentex.
Golgol sent amessage around the world: Garou in search of
glory could fight an unparaleled war with the Wyrm in the
jungle. Many responded to thiscdl and fell into the chain of
command. Pentex faced aforce to bereckoned with.

The Wergaguars

Duringtheestablishment of thehidden outposts, theGarou
discovered another adversary that Pentex had aready suffered
losses from: the Balam. These wergjaguars were fierce oppo-
nents, guarding their Den-Realms with every fiber of their
being.

Theinvading Garoudiscovered thesiteof adormant caern,
the Hollow Heart, and began their preparationsfor re-awaken-
ingit. Thiswasthereal mof Matua, aBdam. Shefought hard
todrivethenumerousGaroufromherrealm, butthecaernwas
too important to them. At first, the Garou tried to negotiate
withMatua. When that failed, they triedtokill her. Shewas
forcedtofleeher landswithbitter hatefor theGarouburning
inher heart. She sought out the most powerful Baam eder,
Black Claw, and swore fealty to him in return for his aid in
fighting theGarou. Heaccepted.

For ashort time, the Garou focused their efforts into the
struggle againg this new enemy. Pentex launched savage
atacksagainstboththeGarouandtheBa am. Bothraceswere
preoccupiedby theirage-oldgrudgeagai nstoneancther. Once
again, Pentex inflicted heavy lossesonthe Garou. They were
forced to pull away from their fighting with the Bdam and
concentrate their efforts on the activities of Pentex.

TheBalam, onthe other hand, saw noreasonto ceesetheir
strugglewithan ancient enemy. Thewerejaguarsbegan aseries
of guerrilla-style raids on Garou war parties. They maintain
these raids today on a congtant basis, hindering the efforts of
not only the Garou, but Pentex aswell. This has been their
junglesincethe gray, forgotten timesbefore history. They ill
fight savagely to save it from all outsiders.

In 1991, Black Spira Dancer dlies of Pentex moved into
the areaaround Anamaand began their Rite of Caem Build-
ing. Thisareawasanexusfor three Bdam Den-Realms. The
weregjaguar owners rushed forth to fight the invading Garou.
They were nearly destroyed by the great numbers of the Hive

andfled fromtheir redlms. The Bdam logt yet another realm
to the Garou.

These Baam went to the Black Claw and swore fedlty to
him if he would help them regain their reilms. He accepted.

Only the few native Uktena, among dl the Garou in the
jungle, are free from Balam raids. The Bdam have lived in
relative peace with these werewolvesfor years, sncethefirst
three Amazonian Uktenawereraised amongthem. Thewar is
even straining that relationship.

The Mokole Rampage

Alligators snap at your ankles

And branches snap at your brain

If 1 ever get through this swamp alive

I'll never more pray for rain

— Pogues, "Blue Heaven"

Pentex began anew operation degper in the Amazon than
their other activities. An oil-drilling exercise would test the
areafor ail. Areasof Peruhavelucrativeoil depodts. Very few
companies were willing to put forward the expense to move
east of the Andes into the Amazon Basin. Already, the huge
pipe which pumped ol westward over the Andes had broken
down multiple times, spewing its black contents over the
region. Endron Qil volunteered to risk the venture. Of course,
the government supplied tax incentives.

Soon, they weredrilling indiscriminately all over the area.
They found a deposit and immediately set up a pipeline to
ddliver it over the mountains. The government couldn't be
bothered when this pipe burst. Galons of oil spilled into the
Amazon River. They expected Endron to clean it up. Endron
sent afew menouttohandletheaffair. Withacrew of only ten
men, it would take themyearsto clean up any problems. Too
bad, they said. Budgetsweretight.

The clean-up crew was hever seen again. Endron'sdrilling
camp disappeared overnight. All that was left was an empty
clearing... and some strange footprints. The footprints re-
sembled tracks left by a dinosaur. Endron covered up the
operation quickly and hasn't been back since.

If any of the clean-up crew had survived, they would have
described huge reptiles thrashing through the edge of the
clearing. Giant creatures tore the camp apart in minutes. A
horrible roar echoed through the hills. The Mokold were on
the rampage.

Although the werecrocodile nests were far removed from
Pentex development, they dso felt the pain of the war. Qil
flowed downstreamfromdiedrilling siteto Mokol6 enclaves,
polluting their nests and poisoning their hatchlings. The
Mokole could not deep through this. Their rampage was
againg anyone in the area asociaed with Pentex, even
innocent workerswho had been forced towork at thedrill site.
No onewith even the dightest connectionwith the mega-corp
wasspared.

When the Garou heard of this affair, even they voted to
leave the Mokole done.
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The Battles

These few young men

The few who dare

To battlein hell

Le Mercenaire!

Strength and muscle and jungle work

— Warren Zevon, "Jungle Work"

Many battles of this war have become famous. Stories are
told around the fire over and over again. The fame of their
participants has often spread to other regions. Veterans, too
maimed to fight, return home and tell the taes to ther
septmates. Below are the most famous of these conflicts.

Battle of Bane Field

Thiswas the first major assault against Pentex Headquar-
ters Itwasanincredibly violent and destructivebattleinboth
the physical realm and the Umbra. Two Garou forces, the
"Dread Foe' and the "High Mountain," assaulted Pentex

Headquartersasthefull moon roseinthenight sky. By dawn,
many Garou were dead, but even more Pentex First Teamers
lay on the field of battle, never to rise again.

At ladt, the physica camp had been breached and some
havoc wreaked, but the Pentex battalion was too strong. The
Garou had to retreat by dawn. The security fencing had been
torn, requiring two weeks to replace it. All their helicopters
weredsodestroyed, requiringoneweek toreplace. Duringthis
time, Pentex had to send their teams out on foot for supplies,
causing them to fall under many Garou guerrilla assaults.

The battle is named, however, after the conflict in the
Umbra. The 50 meter kill-zone around the Headquarters
swarmed with Banes in the Umbra, hordes of which came
againgt the Garou who had stepped sideways for the assault.
Many Theurges gained immense glory from the battle, includ-
ing a Bone Gnawer cdled Dreads-Not. Many other Garou
died. The Banes were destroyed or driven away. A victory of
sorts was achieved.
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TheMarch ofthe Trees

This battle deep in the recesses of the rain forest was the
occasonof amiraclefromGaia. A Garou pack wasambushed
by afomori First Team in an ancient grove of trees. One of the
pack members, Airk Goldfist, wasamember of "GaidsHand,"
agroup following the chivdric ideds of Garret Faithful, the
Children of Gaia War Council member. When the battle
turned againgt hispack, Airk dropped hisklaiveand prayedto
Gaiafor deliverance. He was answered. The ancient trees
groaned and cracked. They uprooted themsalvesand wrapped
their massive boughs about the fomori. The Wyrm minions
struggled desperately, buttonoavail. They weresmothered to
death by thetrees. Whenthelast fomor died, thetreesfrozein
placeandtheir rootsreplantedintotheground. It wasasif they
had always been rooted there.

The pack thanked Gaia for Her aid and returned to their
caern. The tale quickly spread and "Gaids Hand" became a
respected camp.

Battle of Screaming Mud

A Garou Warg, led by the Black Fury Shress Hardheart,
attacked the recently built Hdl's Hand Hive of the Black
Spird Dancers. The results were horrible. The Black Spirds
had only recently created their cagrn in the underground
tunnelsaroundablastedand defoliatedfield. They had already
ganed dread dlies in the waste land. The very mud of the
swampy ground came to life and sucked the Garou force down
totheirwaists. Theground moaned, screaming abone-chilling
roar. TheBlack Spirdsspilledfromtheir holeand attacked the
immobileGarou, daying nearly al of them. Shresswasableto
commandaf ewtostepsidewayswithher,wherethey couldsee
the giant H'ruggling holding them. They raked it with their
dawsuntil it rdleased them. Crying, it fled.

TheGarou suffered abitter loss Thisstory istoldwhenever
they need to work up their rage againgt the Black Spird
Dancers.

Battle of the Dreadful Moon

Thisaccount istold at thePentex HQ asawarningfor cocky
Firgt Teamers and by the Garou to acknowledge the power of
the spirits. Pentex had been laying afoundation for a toxic
waste factory when a Garou pack assaulted them. This pack
wasknownastheTangible Spectres, famedfor their powerful
spiritalies. Thesedlieswerewiththem. Lunesmoved against
the fomori, chasing them down and wrapping themsdves
about their faces. What magicthey worked thenismysterious
even to most Garou Theurges, but the First Teams who
survived still scream whenever the full moon isin the sky. One
survivorkilledhiswhol eteaminapsychoticepisodeduringthe
next full moon. Since then, they have had to be tied to their
bedsonthosenights.

Battle of Freaks

The"Dread Claw" Garouforceonceraged amassiveassault
on the Pentex Laboratories. The Warg was unprepared for
what came out to meet them. A disgusting and horrific

menagerie of fomori flooded from the building towards the
Garou. The Garou easily cut them down as they came, but
hordes kept coming. The leader of the force, Folk
Humblehammer, swore thefomori wantedto die, for they did
little attacking. They simply ran into the waiting daws of the
Garou. When it was over, as the last fomor lay dying on the
ground, he croaked out a "thank you" before expiring. The
Garou retreated, confused and horrified at that laboratory
where monsters were made againgt their will.

The Fall and Return of the Hero

This is one of the most treasured tales by the Garou, for it
provestothemthat, evenindefeat, they canbevictorious. The
Garou hadleft their baseof Ranch Apocaypsewhenthey were
attacked by First Teams Well outnumbered, the Garou soon
fell, but not before they took many fomori with them. Their
leader, aSilver Fang hero known as Earth's Anger, swore that
hewouldreturntokill the First Team leader. Hewastorn apart
by silver bullets, but he kept his promise...

A year later, ayoung Silver Fang pup new to thewar came
upon the Firgt Team leader in battle. He cried the name of
Earth's Anger for courage. He got more than he asked for.
Earth's Anger himsdlf visited the young pup, taking over his
limbsand leading his actions in battle. The First Team leader,
startled and confused, was torn to piecesin seconds. The pup
howled to the sky in the voice of Earth's Anger and all Garou
heard. The pup then sagged to the ground, exhausted, as his
ancestor left him.

The Garou marve at thistaletoday, for it isproof that they
will returnfrom past livesto fight again against the Wyrm.

A New Phase

For years the struggle continued in the shadows of the
human world as both human and werewolf died and spirits
screamed under the canopy of the Amazon jungle. For the
longest time neither side could claim the upper hand. Even
Pentex, despite their staggering quantity of troops and equip-
ment, could not claim victory.

Inthewinter of 1990, the tide wasturned. The war took on
a new phase. Pentex sought to establish another base of
operations in the jungle under the guise of Green River
Awareness, a rain forest preservation research center. For
many longweeks, the Garoufought conventiondly. Midnight
raids were made against Pentex excavation equipment. Am-
bushes were st for First Teams. It then dawned on a Garou
pack that it would be best for the Brazilian government to
intervene in this matter. A plan was devised to force themto
do 0.

The Swiftclaw Pack pulled back, leaving Pentex togo about
its business. They held back and weatched from the shadows.
Pentex continued with its congtruction, comfortable in the
lack of resistance they received in building their facility. The
Garou then adopted a new tactic, one which would prove to
be quite successful.
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Pentex walowed in its pride, believing they had extin-
guished the Garou presence in the area. The pack made its
move. They began to st firesat random in thejungle, causng
great blazes destroying many acres of woodland. Afterwards,
theground wascharred and inhospitable. Asthey didthis, they
left the mark of Pentex on everything, using itemssolenfrom
Pentex on raids.

Atfirgt, the Swiftclaw werehighly criticized for what they
had done. They were taken before Golgol Fangs-First and
found guilty of conspiring with the Wyrm. Despite their
pleading, the Council would not be petient for the results that
wereto come. Mereminutesbeforethe pack to bewascast out
and disgraced, valuablenewsarrived. Green River Awareness
was accused by the government of irresponsible actionsresult-
ing in irreparable damaged to the Amazon rain forest. They
weretherefore banned from further research inthat particular
aea

Severd other investigations were initiated againgt Green
River and its contacts, the other locd Pentex companies, to
determine the validity of their research in the Amazon.
Almost overnight thewar turned in the favor of the Garou as
Pentex was forced to face a new enemy, that of a legdly
egtablished government with the power to evict themfromthe
area. Pentex began to shuffle paperwork in order to hidetheir
true intentionsfrom the constant investigationsraised againgt

-

them. Asthistook place, they pulled back fromthe battlefield
to maintain their cover. The first mgjor blow was ddivered
againgt Pentex. They decided to stand back, lick their wounds
and ressess their position.

Golgol Fangs-Firg, redizing the intentions of the pack who
had brought Pentex to their knees, swalowed his pride and
removed the charges againgt them. Instead, herewarded them
with the renown deserving of their deed.

Today

Time marches on

Time stands till

Time on my hands

Timetokill

— Warren Zevon, "The Indifference of Heaven"

Today, thewar still wages. Pentex desperately attemptsto
regain its foothold in the Amazon while suffering through
governmenta inquirieson their actions. Because of this, they
havestepped up raidsagaingt the Garouforceswitheverything
they have to throw againgt them. Black Spira Dancers con-
stantly burrow through underground tunnels in search of
Garou outpogts. Pentex First Teams show no mercy on their
nightly attacks.
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New Pups

The Garou have been forced to bring in more warriors to
stand against theanger of Pentex anditsalies. Pups, freshfrom
theRiteof Passage, aresent tothejungletojointhefight. They
work to preserve and protect Gaia againgt the treachery of the
Wyrm.

Thisrecruitment has angered many septs. The ders argue
thattherearetoofew cubsborneveryyeartorisktheminawar.
Asyoung Garou, hot for glory, rush to the Amazon under
promises of power and renown, caerns are left behind with
fewer and fewer young to take the place of theold. Golgol sends
theword out wherever he can, tempting dl Garou tojointhe
fight. Only very recently have others begun to resis this,
claiming that Golgol would kill them al in the jungle by
leading a war no one can win.

The split in the Garou nation is widening. The gap grows
ever greater between the pro-war and the anti-war factions.
How long canthisstrugglegoonbeforetheGarouaredivided?

AFragileUmbra

Another danger hasarisen, onethat isnearly unimaginable
totheGarou and thusdenied by them. Thespiritworldisbeing
plunderedfor thewar effort. TheUmbrahasitsown environ-
mental balance just as the rain forest does. In fact, both are
vitdlylinkedto each other. A change inthephysica worldhas
repercussonsintheUmbra. Toacertaindegree, thereverseis
asotrue. Radica changeinthespiritworldwill affect physica
redity.

The Garou in the war, desperate for power to use againgt
Pentex, have begun to summon spiritsto bind into fetishes. In
their arrogance, the Garou do not care whether a spirit is
willing to cooperate. The Garou argue that they have come to
save the spirits from Pentex. The spirits must show their
gratitude in return by empowering wegponsfor thefight. The
Garou force them to become fetishes.

They do not recognize the vital role these spirits play in a
spirituad  eco-gtructure. By taking them from their Umbral
homes, they |eave the Umbrascape barren of guardiansand the
life necessary to make the physica world meaningful. For
example, when an Anacondaspirit, whoseroleistomysticaly
adtheriver'sflow, istakenfromitsUmbral river lair, the"red"
river, of which the Umbra river is a spiritual counterpart,
begins to sagnate. In addition, when the spirit is no longer
there to defend the river, Banes can move in to take up
resdence, and the river can soon become a hell-hdle.

Of course, the Black Spird Dancers arejust asguilty asthe
Garou. They have listened more dosdy to their Bane aides.
They have redlized some secrets of the Umbral rain forest.
Spird Dancers use these secrets to sdectively destroy the
spiritua environment, placing Baneswhere spirits of harmony
and beauty once dwedled. The Bdam and Mokole have
redized the danger and fight dl Garou, trying to throw them
from thejungle. SomeGarouredizethedangers, but unlessthe
Garou as awhole catch on, they may harm the land they fight
to save.

It isadark and desperate time for the Changing Breed and
for dl theworld. Thefight continuesand will do so until Gaia
can once again know peece or the last drop of Garou blood
spills to the earth.
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The Battlefield

Ah!' never shall the land forget

How gushed the life-blood of her brave,

Gushed, warm with hope and courage vet,

Upon the soil they fought to save.

— William Cullen Bryant, "The Baitle-Fed"

The Amazon isdifferent from most areaswhere the Garou
are active. For the mogt part untouched and unexplored by
humans, the Amazonisaprigtineplace. Itisaland wherelife
grows, free from the devastating touch of humanity.

There are mysteries in the Amazon outside the reach of
humankind and itsever-present greed. Likemany other beau-
tiful landsbeforeit, the Amazon hasnow captured theattention
of corporations and individuals wanting to discover these
mysteries. Thedamagethat occursisirreversible. Whether this
isintentional or not, the effects are the same.

There are no Garou protectorates in the Amazon and few
caems. This is the land of wergjaguars and werecrocodiles.
Until recently, the Garou have had no business in this area.
M ogt of the placesthey now occupy are make-shift basecamps
used as points-of-origin for reconnai ssance missons and guer-
rillastyleraids. Thereareafew caems, however, that function
in the area thanks to the patience and determination of their
Garou keepers. These caerns till stand, despite the constant
raidsfrom Pentex.

Chapter Two:

South America

(See map on page 118)

The continent of South Americaisthefourth largest in the
world, stretching for about 7,400 km from north to south and
5,150 from eadt to west. The continent covers more than 17.8
million sgquare miles. It is bounded by the Atlantic Ocean on
its eagtern shores and the Pacific on its west coest. Central
America and the Caribbean Sea are found to the north and
Drake Passage separates South America from Antarctica to
the south.

The arenafor the Amazon War ismainly in the country of
Brazil. Brazil isthe largest country in South America, stretch-
ing amost 4,350 km eastward from the foothills of the Andes
M ountainstotheAtlantic Ocean. Brazil bordersevery country
of the South American continent with the exception of Chile
and Ecuador, occupying nearly haf the continent of South
America It isthe world'sfifth largest country, only dightly
smaller than the continental United States. The population is
about 40% less than that of the U.S

Brazil is mostly highlands and mountainous areas. The
country enjoyed a politica stability in the 19th century,
unusual for mogt L atin American countries. Political strifeand
sodd turmoil have led to the bloody overthrow of many
adminigtrations inthe 20th century. Under the administration
of a civilian government Snce 1985, Brazil is currently at-
tempting to rise from the depths of third world status. One of
the methods it uses towards this end is to alow foreign
corporations, particularly American ones, to establish produc-
tion basesin the country. Pentex had the chance to make their
move.
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Manaus

Manaus, the largest city in the area of the Amazon conflict,
is on the Rio Negro, seven miles from the junction with the
Amazon river. It has a population of over 800,000 people. The
city saw itsboom|atelast century astherubber market took of f.
Manaus was the center of that rubber industry, and it quickly
grew in population and riches. The city even became a center
for European culture in thejungle with its own operahouse to
sarve the artistic tastes of the rubber barons.

Manaustoday isthe major transportation nexusinthe area
Fromhere, vehicles crossthe Amazon through theriver, inthe
air or over the TranssAmazonian Highway. DFG, Inc. uses
Manaus as its major port. Their deforestation efforts are
supplied through this city.

Welcome to the Jungle

Myforestisaworldoftall, slender treetrunksthrustingstraight
out of the ground, climbing and climbing and unfurling only way up
at the very top. Light streams in only where a lightning bolt has
knockeddownatree, but theforest closesitswoundsrightaway. Its
natural stateisagreen, gloomy semidarkness, likea Romanesque
cathedral.

— Darcy Ribeiro, Moira
The Amazon rainforest holds 30 percent of al known plant
and animal species. In two and a haf hectares, an average of
23,000 species of life can be found. The massve development

projectsplannedforthe Amazonwill irrevocably destroy many
gpecies of plant and animal, some of which have never been
discovered by the modern world. Already, many species of
plants have been discovered and logt as the edges of the forest
recede.

The climate of Brazil and the Amazon area is relatively
moderate. Temperatures rarely exceed 95 degrees Fahrenheit
in the tropics due to the high atmospheric humidity. Average
temperatures vary from 71 degrees Fahrenheit in July, the
coldes month, to 80 degrees Fahrenheit in January, the
warmest month. The jungles are hot and humid, bringing a
congtant sweet to anyone traveling there. Life in thejungle is
not adry existence. The forest sees arainfall of over 70 inches
per year. Thunder sorms are dso common.

Theforest playsan important part in atmospheric recycling,
producing an estimated 40 percent of the world's oxygen. It
adso plays avita role in producing the moisture necessary for
rainfall in surrounding countries. Asthe forests are cut down,
the cyde of rain is impaired, leading to droughts. Asthe rain
forests are cleared for cattle farming, soil eroson increases
dramaticaly, leadingeventually to usdess, barrenfields. Tropi-
cd rain forests cannot support the kind of farming techniques
that were developed for northern climesor soil. Rainforest soil
isnot nutrient rich. Tree roots rarely run deep, making it easier
for bulldozers to knock them down.

The Garou know that the destruction of the rain forest
means a deadiblow to the world on a level scientists cannot
predict or perceive. Thereare dso spiritua effects. The corrup-
tion of the Wyrm is quite red to the Garou.
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The Great River

A winding river

Getswound around a heart. Puttit

Tighter and tighter

Until the muddy water part

— Paul Simon, "Can't Run But"

The Amazon River is the longest on the South American
continent. Originating in the Peruvian Andes, theriver flows
about 6,450 km to its mouth in the Atlantic. It istheworld's
second longest river, yet no other river gpproachesitsvolume
of flow, exceedingtheworld's10 nextlargest riverscombined.

Thebasinof thisgresat riverisfoundinsdeBrazil inthestate
of Amazonas. Here, theforces of Pentex and their dlieshave

begun their conquest of this land and its resources. This is
where the war is fought.

Flora

Theriveranditsmany tributariesarehometovariousforms
of plant and animal life. There are 80,000 species of plantsin
the Amazon. Inonehectareof Amazonianrainforest, thereis
anaverageof 300trees. Thenumbersarestaggering, especidly
when compared to aCaliforniaforest with an average of only
five to ten trees for each hectare.

Broadleaf evergreens are typical for the rain forest. They
form adasad canopy over the Amazonworld. Vinesprolifer-
ate. Other plants andflowerscan be seen growing on the trees.
The highest upper canopy treesrise to 165 feet, with afew as
tall as200feet. Theforest floorisrather open, but canget quite
tangled, expecidly close to the river banks or in areas of new
growth over developed land.

Indl, theplant life of the Amazon isamazingly diverse, a
riot of uniqueform and color. Gaia has grown many wonders
here, and she waits for Her children to discover them. The
deeper into the undisturbed interior one goes, the weirder the
landscape gets. The Storyteller shouldfeel freeto crestebizarre
and never-before-seen plants.

Fauna

The Amazon is home to 30 million insects. In one tree,
more gpecies of ants can be found than exist in dl of England.
TheRio Negro, atributary of the Amazon, has the grestest of
diversity offishintheworld, while Columbia, another country
containing the rain forest, has the grestest diversity of birds.
The Peruvian section of the forest has 1,450 species of butter-
flies. All of North Americacontainsonly 730. Gaiahas many
children in the rain forest.
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Within the Amazon live anacondas, crocodiles, peccaries,
howler monkeys, doths, piranhas, stony Matamataturtlesand
thousands of other animals ranging from the deadly to the
beautiful. The Amazon is teeming with animal life.

The Amazon isnot only aprimeplacefor plant pharmacol -
ogy, but dsofor anima pharmacology. A recently discovered
Soeciesof frogemitsoailsthat act asapowerful drug, known by
the Indians to ddiver eerily prescient visons. Research on
suchanimas, however, may never come about, for theanimals
disappear with the declining forest and native lore on such
things disappear with the Indians culture.

Umbrascape

The Umbra landscape around the Amazon is one of the
mogt vivid and active in theworld. Spiritsflittoandfroina
kaeidoscope of color and motion. Inthe Amazon, many of the
plant spirits are mobile, floating through the green, towering
trees and tending to flowers over vast aress. There are dso
drange spiritslooming here, awakened by native magic, such
as ayakuasca, the spirit of a powerful drug taken by native
medicine men.

Many spirits of long dead or extinct creastures still roam the
Umbra, seemingly unaware of their extinction. Occasondly,
aGreat Beadt roamsfree, awakenedfromitssdumber inGaias
womb. The neck of a massive dinosaur can occasondly be
glimpsed rising above the distant trees. The lumbering drides
of a Megatherium, or Giant Sloth, might shake the ground.

Also in this landscape are the Den-Realms of the Baam
weregjaguars, hidden among the Umbral trees.

The sensory impression of the Amazon Umbra is not the
usual gray. Thisplaceisaland of green, pattered with brilliant
reds, yellows and blues. Spirits find easy camouflage in this
background. AnacondaGafflingslurk inhugetreesand wind-
ing rivers, camouflaged against the green. They wait for their
prey: either their usua diet of frog Gafflingsor adaring try at
a wandering Garou.

The smdls of the Umbraare intense for any wolf. Potently
fragrant flowers, pungent rotting vegetation and the scent of
drangeanimal trackscanbefound here. Insomeplaces, ascent
hasstuck, stayingat that sitef or ages, regardlessof how longago
it was l€eft there. Characters may find the scent of a dinosaur
and believe oneisnearby when thebeest really passed through
theareaagesago. Thesefossilized scentscanbequiteconfusing
for characters trying to track someone in the Umbra.

ThisUmbra, like the earthly rain forest, is avast spiritual
ecosysem. While its balance is not as delicate as its physica
counterpart, it too suffers from destructive tampering. The
Pattern Spiders have dowly begun to penetrate this land of
pure Wyld, tearing huge chunks of living green and leaving
lifeless brown behind. It is now common to see their Pattern
gtrands choking the rivers and paths.

In addition, the Wyrm's minions have taken their toll on
this place. Black Spird Dancers wander the area, destroying
natural spirits and putting Banes in their place. Glade Chil-
dren become Blight Children. The vast clear-cut aress have
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become nightmares of smoking dirt and empty fields. Areas
once healthy are now haunted by blasted and scorched plant
soiritsmourning their logt roots.

The danger of thisUmbrarealm isthereaction of the Wyld
to the invaders. No one can predict what will happen in the
Umbrawhen an ecosystem ishurt. The paths and ways of the
Umbrano longer match those in the real world. No one can
predict what features on the physical plane will exist in the
Umbra. Itiseasy enoughtogetlostinthe"red" jungle, butthe
Umbra jungle routinely swalows up Garou patrols. These
patrols disgppear for months only to regppear haf acontinent
away from their entry point.

Garou Theurges are easily confused when mapping paths
through the spirit world. Mappingisatactica necessity, but
adso anear impossibility. So far, due to the confusion of this
dien environment, the war has taken place mainly on the
physical plane with occasond battles transferring into the
Umbra. Garouand Black Spird Dancersstepsidewaystofight
tothedeath in spirit battles. Battlesin both reelms are crucid
to the future of the Amazon.

The Storyteller has complete freedom in the Umbra. This
isaplace possessed by theWyld, and thereforedll rulesarein
question. Whenever characterstaketotheUmbra, it shouldbe
ared task for them to figure out what isgoing on. Thisisa
bizarre, spiritual jungle that defies reason. This Umbra can
provide a place for intense "Alice in Wonderland" settings
withenigmatic spiritsconstantly baffling outsider characters.

Therearetwoways acharacter can understand the Umbra:
beanative, or dly withanative spirit. Only afew Uktenaare
actualy nativetothisregion. They havetriedtoavoidthewar
forthemost part. These Garouwill know which pathsto take
in the Umbra and which spirits to trust. It is up to the
Storytellertodecidewhether aplayer cantakeanativeUktena
asher character.

If the characterswant to aly with alocd spirit, the Story-
teller should givethem ahard task to achieve before they can
beaccepted aspart of therainforest. Any of thetotemsgiven
in the Appendix can provide characters with a native-level
understanding of theUmbra, but spiritswill not easily accept
outsiders. If the pack wishesto gain Coatimundi astheir pack
totem, they should have to quest to find Coatimundi first and
then perform any task she asks before they can gain her
supernatural aid.

Trave

Mogt of the long travel in thejungle is by river. The forests
are smply too thick for outsiders to traverse quickly. The
Native Amazonians, of course, know how to travel dieforests
onfoot with relative ease, but most outsiders have not mas-
teredthisart. TheGarou evenhavetroubleat times. They are
used to forest of a different sort. The Appendix gives game
datistics for various types of boats used on the rivers of the
Amazon Basin.

Foot travel for outsidersmay require amachete to chop away
undergrowth. Those unfamiliar with thejungle may havea
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hard time orienting themsdves. It isvery easy toget lost ina
land with no horizon line. Orienting by the sun may requirea
character to climb a tree simply to see the sun's position.
Outsiderswill have agreater difficulty for their Survival kill
rolls. Garou in Lupusform, however, will not need amachete
totravel through the undergrowth, although Garou may have
torely moreon Primal-Urgethan Survival for getting around.
While Primal-Urge cannot be used to orient onesdf, it can
help instinctively guide oneto water or assst intracking food.

Tracking can be very hard for someone used to adifferent
environment. The sheer detail that assaults the senses in the
rain forest provides a mgjor distraction, and the number of
strange scents can confuse any wolf. The Storyteller should
remember thiswhen non-native player characterstry to track
prey through the forest.

The Garou

The Garou have dlaimed multipleareasinthejungle, even
constructing acaern of their own cdled Sky River and taking
over adormant Uktena caem known as Hollow Heart. They
have many smdller bases and hidden scout camps throughout
the region.

The Hollow Heart Caern

Caern: Forest clearing northeast of the Rio Negro

Leve: 4

Gauntlet: 3

Type Awareness

Tribal Structure Headquartersfor the North Ward; open
to all Amazonian Garou

Totem: Tree Frog

This is the replacement center and primary base for al
Garou operationsin the Amazon. It isaleve four caern cared
for and contralled by theWar Council, thecircleof elders. This
caern is the center of al Garou activity in the Amazon and
contains the reception point for al incoming warriors from
Moon Bridges across the world. It is the primary base for
logistics, ammunition and weapon storage and the most well
stocked areafor hospital suppliesand medica care. TheNorth
Ward is stationed here.

Thecaernwasawakened in 1987, shortly after Garouforces
begantoarriveonaregular basisfromvari ouspartsof theglobe.
It was understood from the beginning that aprimary base of
operations must be established. Thisisnot awar that will end
soon, but one that could last for years or even decades.

This caern isacongtant target for Pentex attacks. Sofar, it
has sustained its existence and avoided destruction. The caern
islocated northof theAmazonriver inBrazil andissurrounded
by harsh, unexplored woodlands.

Hollow Heart is a caem of Awareness. By successfully
performing the Rite of the Opened Caern, a ritemaster will
receive the Slent Strider Gift of Attunement.

The caern'stotem, the Tree Frog, isadept at camouflageand
lendsitsability to thecaern. The caernisvery hard tofindfor

thosewho have never beenthere. Until asearcher entersthe
clearing, she must make a Perception plus Awareness roll
againg a9to perceive thecagrn'sexisence. The caern dsohas
the Rite of the Shrouded Glen cast upon it.

Sy Rver Caern

Caern: Near the Purus River

Leve: 3

Gauntlet: 4

Type War

Tribal Structure Headquartersfor the South Ward; open
to al Amazonian Garou

Totem: Howler Monkey

The Sky River Caern is located beside the Purus River,
found south of the Amazon. The South Ward isstationed here,
and it is their duty to protect the area from the Hell's Hand
Hivewhile sending rai ding partiesagai nst the Pentex Labora-
tories.

This is a caern of War. The ritemasters of this caern can
channd itspower into fighting skill with asuccessful Rite of
Caern Opening. All three points of cagrn rating can be
channded into a Dice Pool in one fighting ability for al
membersof thepack. Theeffectswill lastfor onescene, but can
besaved until thepack needstodraw onthePoal. Forexample,
if aritemaster-succeedswithhiscaemopeningrall, all members
of the pack could then st aside an additional threedicetothe
DicePool of either Brawl, Meleg, Firearms, Archery or Kailindo
for one scene. All the pack members would increase the Dice
Poal of the same skill.

BRDe=S

30 Rage Across the Amazon



The caern's totem, the Howler Monkey, is congtantly on
thelookoutfortrouble. If danger approachesthecaern, hewill
screechwarningstotheGarou. Only membersof thecaerncan
hear these screeches.

Caern of the Rain Spirits

Caern: Near Codgjas, off the Amazon River

Levd: 2

Gauntlet: 4

Type: Elemental

Tribal Structur e NativeUktenaor Wendigo; other Garou
canonly visit.

Totem: King Thunder

Thisnative Uktenacaernispresently in shamblesbecause
of theearly Pentex raidslaunched againgt it. Located up river
from Codgjas, this is one of the few caems established and
caredfor beforethewar began. Becauseof this,itwasoneof the
first targets chosen when Pentex began its ondaught on the
jungle.

Thiscaernislevel two andreatively small, but itsinhabit-
antsdefenditfiercely nonethe ess. Itisacaernof theElements,
andcansummonloca elemental spirits, generaly intheform
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of rain-gpirits. A successful caern opening cansummon either
two minor elementals or one major elemental.

Most of the surroundingforest haseither been burned away
or defoliated in the hope that this would break thewill of the
Garou defenders. Sofar, thishasbeentonoavail. Itisadark
and brooding place, filledwith asenseof mourningfor itsonce
pristine beauty. The Uktenawho carefor the caern trest it as
though it is pure and unblemished.

Therearevery few Uktenanatives| eft. They mustnow rely
onoutsider Garoutohel pthemdefend their caern. Sofar, only
other Uktenaor Wendigo are dlowed to stay in residence, but
others can visit and receive some of the caern's powers.

Thespiritua center of thecaemisonly afew metersacross,
but quite powerful nonethdess. From thispoint, suddenrains
are summoned to blanket the areas surrounding the caern,
hindering the efforts of Pentex First Teams on missons of
destruction. Membersof other tribeswill quickly runtotheaid
of the Uktenaand their caern if cdled. Thisisperhapstheonly
reason that the caern ill stands today.

The caarn's totem, King Thunder, is a locd spirit that
controls many elementas. He can deliver devastating sorms
onto enemy encampments. Many First Team assaults have
beendel ayed duetopowerful stormsoverthe DFG Headquar-
ters.
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Ranch Apocalypse

For hours we live in congtant fear that someone might say
something to remind us of the chilling stories of men whofell adeegp
in theforest and lost their souls by turninginto animals, and lived as
animas forevermore.

— Darcy Ribeiro, Moira

Ranch Apocalypse isthe major base camp of Garou assault
activity in the Amazon. It is located a half-days march from
DFG headquarters and maintains a constant staff of Garou
guerrillawarriors. Ranch Apocaypse is athorn in the side of
Pentex.

Ranch Apocaypse was built on the grounds of a native
village. Originally, Pentex had taken over thevillagewhenthe
DFG Headquarters were being built. Now thevillage restson
the soil where the Black Frog, the first pack in the war, were
dain. The areais considered halowed ground.

Pentex isunawarethat the Garou are using their abandoned
village. When the factory was completed, they moved out,
leaving only the community house behind. The jungle has
now grown over the road leading to the factory. The Garou
know it is there, but avoid it nonetheless

Ranch Apocaypse has managed to remain asecret for many
reasons. No injured Garou is dlowed to return to theranch. If
awarrior is wounded to the point where she can no longer
outrun her pursuers, it isunwritten law that sheistofleeinto
thejungle, returningwhenitissafeor continuingtofight, even
if it means death. The Garou who are stationed at this camp

aso st up mock camps to fool the nightly Pentex reconnais-
sance.

North and South Ward battalions both man this base with
one Warg each, (see Chapter Three)

Pentex

Pentex Amazon Headquarters

The headquarters of Pentex in the Amazon Basin can be
found in lands that were once proud and majestic woodlands
filled with the sounds of abundant life. Theland is now adark
and slent place, fearing what it has become.

The headquarters are hidden under the name of DFG, Inc.:
the Developers Forestry Group. They are located afew miles
from the Amazon and Negro rivers. The areawas once rich
withlife, untamed and beautiful. Headquarters coversan area
of nearly two square miles. All the facilities required for
industrial and military activities are here. The fortress isa
monument to the evil of greed.

The compound houses as many as 350 employeesat any one
time, including the First Battalion (see Pentex, in Chapter
Three). The compound dso houses agreset variety of military
equipment, including armored personne carriers, helicopters
and an incredible array of conventional and chemical weap-
ons. Fromthislocation, al thenightly raidsagainst Garou-held
positions are launched. Despite the power and might of this
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facility, it iscongtantly under attack from both Garou forces
and werejaguars.

Thisestablishmentisamacabrework of art-risingglorioudy
to the sky. The factories rdease hot, acrid smoke into the
heavensandfill thenearby streesmsand woodlandswithtoxic
residue. Uncaringand undauntedinitsquest, theheadquarters
of Pentex in the Amazon have become the grestest threat to
the ecology of thisbeautiful and untouched areaof theworld.
Becauseof this, it istheprimary target of all Garou searchand
destroy missons

ThegroundswereoncetheDen-Rea mof awerejaguar. She
oncefought to save her territory, but was overcome by Bane
spirits unleashed into the area. Today, this Bagtet serves the
cause of Pentex Corporation s0 she can remain in her once-
beautiful home. She has been so corrupted by Banes that she
nolonger remembersGaia. Only her realmisimportant to her
now.

DFG has sofar been ableto hideitsmilitary strength from
therest of theworld. WhenaBrazilianofficial visitedrecently,
Pentex explained away the dectric fence and well-armed
guardsby providing proof of hogtileeco-guerrillaattacks. This
proof wasfaked, but the government was convinced. Worried
that eco-terroristswerethreateningtheeconomy, they granted
DFG alicense to shoot any such terroristson sight. The issue
of thislicensewas, of course, influenced by heavy bribesand
theoccult whispersof Banes.

Chapter Two:

Cleared
Around
Complex

The Compound

The compound (see map) is surrounded by an extensive
network of security sysems, including motion sensors and
microwave sensors. The motion sensors are placed on the
fences, alerting the guards of an intruder if they are touched.
The microwave sensors are placed throughout the compound.
The device transmits abeam between two points and triggers
anaarmifthebeamisinterrupted. Therearea sopatrol routes
along the indde of the fences manned around the cdock by
armed guards. Towersrise 60 feet fromtheground, providing
clear visibility for the guards appointed to maintain surveil-
lance of the surrounding woodlands. The entire area is
surrounded by a 50 meter kill zone. This area has been
completely defoliated, hel pingpatrol stoprotect againstwoul d-
be intruders.

Insde the compound are avariety of storage, training and
maintenancefacilities serving the needs of both the troopsand
the employees of the factory. The front and back gates are
manned at all times by aforce of seven heavily armed troops.
A fast pursuit vehicle armed with a .50 caliber machine gun
dands by. Located on the north sde of the compound is the
primary maintenance facility for al the vehicles and equip-
ment.

Inthe east s de of the compound, one of thefew areasinside
the gates still wooded, is the bungaow of the Chief Regional
Officer, Bamaby Shadrack. Themorningsuncascadesthrough
the windows on the eastern sde of the house and provides a
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pleasant atmosphere for his morning med. The house is
£ congtantly guarded by aplatoon of troopsand is surrounded by
tripwires and claymore mines to prevent unauthorized en-
trance.

The factory facility is located near the center of the com-
pound and is as heavily guarded as the other important
buildings. The laboratories are located nearby toward the
southern fence line. It is necessary to house this particular
operation dose to the fence so that toxic wastes are filtered
outsde the gates ingtead of accumulating indde. Along the
northwestern sde of the compound are the housing and
training aress for the troops stationed here. This area main-
tainsitsown surveillance system separatefromthosefound in
therest of thecompound. 1t not only housesthetroops, but dso
their vehicles, hdlicopters and wegpons. Guard patrols around
thisareaaretwicethosein therest of the compound. Theguard
towerserected on thewestern end of thisareaprovide an extra
degree of security for both the troop compound and the rest of
the fecility.

Only Pentex employeesare alowed accessto any portion of
the compound with the exception of Barnaby Shedrack's
bungalow and sdected aress of the factory. The Brazilian
government has been bribed to look the other way and not
dick their noses in Pentex's busness.

Thetroop configuration includesthe Firg Battalion: Alpha
Company (1st, 2nd and 3rd platoons) and BetaCompany (1st
and 2nd platoons).

Thiscompound is the source of the disease that now infects
the Amazon jungles. The sckness grows stronger with each

passingday.

Pentex Laboratories

This smaler facility is located near Manicore on the Ma-
deiraRiver. This location contains the primary research and
development plant for Pentex in the Amazon, hidden under
the auspices of Magadon, Inc. Here, genetic and biologica
research are pursued. Everything is done under the guise of
medical research.

ThenativeBrazilianswhoworkfor Pentex inthisfacility are
asad lot indeed. They areligless, lacking the drive of human-
ity. These poor souls have been so tortured and exploited by
Pentex that they are no longer truly human. They have been
used as guinea pigs for all the biologica agents developed in
thisfacility. Now they arethewilling cohorts of Pentex'splan
for the future of the Amazon.

Themajority of thosewhostaff thisfacility arescientistsand
ressarch personnd. A amal contingent of troops are on
continuous standby to protect againgt raids by both Garou and
Baam war parties. These attacks have been rare up to this
point becausetheeffort thesetwoforceshavebeenfocusingon
DFG's Headquarters. Asaresult, Pentex has been able to go
about its research relatively undisturbed.

The compound is built upon a native village with a
missionary's church. The church is now the storage building,
next to the new, more modem laboratory facility. Troop
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barracksareinthelarge, nativehut. The security issimilar to
the DFG Headquarters, with reinforced chain-link fencing
and dectronic sensors. Guards patrol the perimeter con-
stantly.

The troop configuration consists of GammaCompany (1st
and 2nd platoons) and Delta Company (3rd platoon, on
roving patrol).

Pentex Sorage and Supply
Facility

To resupply their Amazonian forces efficiently, Pentex
maintains a large group of warehouses in the Manaus port.
Throughextensivebribes, thesewarehouseshaveavoided any
government inspections. From here, the equipment is either
loaded ontoaboat for travel deeper intothe Amazonor carried
inland and transported across the River Negro to the jungle
headquartersin secret.

Thewarehouses are heavily guarded around the dlock by a
platoon. Theplaceisawayswdll lit. Afencewithvideocamera
security surrounds the compound. The warehouses extend
downarow with lift vehicles parked infront of thefive separate
buildings. Each building hasakey-card lock system. Only the
First Team leader and local executivescarry key-cards.

This center is guarded by the Gamma Company's 3rd
platoon.

Pentex Mining Facility

And some have soiled from a distant shore

And the company takes what the company wants

And nothing's as precious

As a hole in the ground

— Midnight Qil, "Blue Sky Mine"

This mining facility located near Catrimani in the Andes
Mountains has been in operation since the beginning of
Pentex's involvement in the Amazon. It is ill arelatively
smdll operation and has come up barren in most of its mining
efforts. So far, the Garou have al but ignored the mining
facility, although it has been expanding at arapid rate in the
past few months. Black Spird Dancers now assgt with the
burrowing. The cover company isHarold & Harold Mining,
Inc.

While the site does not unearth much slver, Harold &
Harold smugglessilver herehiddeninsupply crates. Thesilver
is then taken by hdicopter to the DFG Headquarters and
manufacturedintobullets. Occasiondly, thesilverismarched
over land if Pentex believes a helicopter will fall under too
muchscrutiny. Inthiscase, First Teamsmust guard it over the
long march.

Thisfacility isguarded by the BetaCompany's3rd platoon.

Operation Blight

Far downthe Amazonriver isPentex'svilest operationyet:
adefoliantfactory inthejungle. Most of theGarouareunaware
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of thisfactory far from the Pentex HQ. They were ableto lay
thefoundationsand begininitial work beforethey were finaly
discovered. The Garou areunsurewhat to do. Thefactory isfar
from their support lines, so any packs which assault it cannot
be assured of any back-up aid or assgtance. It hasthusbecome
aplacefor frantic assaultsby singlepacksgreedy for glory. Few
packs have returned from these raids.

Every day, the factory churns out more chemicals to lay
waste to tracts of forest. The factory waste is then dumped in
theriver.

This operation is guarded by Deta Company's 1¢t and 2nd
platoons.

Hell's Hand Hive

Located near Anama is the Hive of Hdll's Hand. Once, this
area held three Bdam Den-Redms. Then the Black Spird
Dancers came, pushing them out and destroying both the
Umbral and physical Bdam territory. The Black Spiral Danc-
ers now cdl this recently destroyed land home.

Thisplace isnow barren of dl life. Thereisno beauty here
and the mere sight of it is enough to rack the soul with hollow
obs. It stinks of the Wyrm and its corruption. Mogt of the
activity of the Black Spirdl Dancerswho now inhabit thisplace
is carried out underground. There is an extensive network of
tunnelsjust below the surfaceextending over an areaof severa
miles. No light ever spillsindde die blackness of their tunnels.
TheBlack Spirdsprefer torest by day and come out under the

cover of darkness. The tunnels have flooded often, drowning
some Black Spirds. The swampy soil cannot support too much
digging. This has not prevented them from continued burrow-
ing, however. Their madness will not dlow them to abandon
suchfutile tasks

There are no trailsin the areato prove any movement takes
place. The only visible difference between this area and the
surrounding forest is the blatant chemica desolation.

The Balam

The Bdam tribe of the Bastet werecats cdled the Amazon
home long before the Garou arrived. The recent war has
caused them grief. They have begun to rage againgt both
Pentex and Garou factions in the war. This is their territory
and they will be damned if anyone, fomor or wolf, isgoing to
clamit.

Den of Black Claw

The Den of Black Claw is the current stronghold of the
BdamfightingforcesintheAmazonarea Itholdsatota of five
Bastet. Thefirst isthe elder Black Claw himsdlf. Three Bdam
have come from Anamaafter being pushed from their former
rellms by Black Spird Dancers. Thefifth is Mania, who logt
her home to the Garou at Hollow Heart. After the grest losses
they sustained at Ahama, the Balam made a hurried effort to
reestablish themsalves. Located near Manaus, this is a well
fortified and guarded post.

The Bdamwho serve inthe Den of Black Claw are perhaps
the fiercest of dl the wergjaguars in the jungle. Despite their
individual natures, they have managed to work together quite
well to expd the Pentex threat from their homeand.

Thisphysical territory of thedenisbuilt asanetwork of tree
dwdlingswell camouflaged againgt the backdrop of the Ama:
zon. TheUmbral territory of therealmisapristine, uncorrupted
jungle. Huge trees abound, with limbslarge enough to seet the
entire Bdam forcefor ataghairm. Sofar, no one hasbreached
theUmbral Gauntlet of thisden. No one, outside of the Balam,
redizes that it exigts.

The realm is small for five predators, covering 27 square
miles, and has a Gauntlet rating of 8.

Den-Realm of Rorth Son-of-
Bagt

Along the Purus River is the Den-Realm of Rorth Son-of-
Bad. He dwells aone, untouched by the present conflict. As
one of the eldest among the Bastet, he chooses hot to partici-
pate in the activities of the younger Baam. He bdlieves his
time to fight has passed.

Rorth'sarea of jungle isnot as beautiful as it oncewas The
warrior'sfailing health and the raveges of war have dulled this
place. They have not, however, extinguished the light that
shines from Rorth's aged eyes. The area covers nine square
miles and has a Gauntlet of 8. If thisden is invaded, whether
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by Pentex or the Garou, Rorth'skinwill respond quickly and
savagely, asheiswell respected among hiskind.

Grrrash talawr

Thisisthemainterritory of the M okole, thewerecrocodiles.
Itisstuated onthebanksof the Urucuriver and hasbeentheir
home for millennia. Grrrash tak'nyrrr is a primitive place,
seemingly unchangedfromprehistorictimes. Itisherethat the
Mokoleliveasonewiththeindigenouslifeof thearea. Grrrash
tak'nyrrristheMokolenesting ground.

Tooutsdersinthisares, theterritory of the Mokoleisvery
inhospitable. It has avoided the horrible destruction other
placesinthe Amazon have suffered. Thismay not last for much
longer. A smdler nest up the Amazon River, Hooark'Ooark,
was poisoned by Endron Qil, forcing the Mokole there to
abandonit. Thesamefatemay lieingtorefor Grrrashtak'nyrrr.

Pentex First Teams have recently scouted the area on
reconnaissancemissonsfor Garoustrongholds. They notonly
came back empty-handed, but failed to return a dl. The
Mokole do not abide unwelcome visitors in their realm.
Although they havelittle understanding of the palitics of the
current conflict, they nonetheless have been forced to act.
Their leaders are currently pondering ameeting with Garou
forces. They are conddering an dliance so that their territory
might be protected againgt further Pentex missons

It must be pitch dark in my village now. Inside the houses,
everyone's asleep in hammocks tied to posts in the watt and poles,
forminglittlefamily clusters. The man's hammock below, hiswife's
above himand their children'sabove her. Underneath, to take the
chill off the early morning air, some paltry embers are burning,
casting a glow on nothing but the floor...

— Darcy Ribeiro, Moira

All over the Amazon, the villages of indigenous people can
till be found, dotting clearings dong the riverways. These
grow fewer astimemarcheson. Thelndiansareoftenforcedto
leave to seek jobs in the cities and towns. Empty and aban-
doned villages are left dong the rivers. The clearings are
dready being retaken by the jungle.

In the Gothic Punk jungle, this has wounded Gaia. The
Indians have aplace in Gaids plan ascaretakers. Without their
wise management of thejungle, it iseaser for Banes and other
Wyrm creatures to take over once-pure areas. Garou trekking
through the jungle may come across an abandoned village and
think to spend the night there. They should think again. The
village may have become the home of aWyrm monster. Skull
Pigs(see Book of the Wyrm) breeding with thenative peccaries
and tapirs have become numerous in thejungles, often taking
up resdence in the empty villages.

Asfor the dtill-inhabited villages, they often house Kinfolk
forthe Balam or Mokole. Any Garouwhothinkstolay aclam
may find himsdlf toe-to-toe with an enraged shapeshifter.
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The Garou

There | stand with my own kin

At the end of everything

Finally the dreamis gone

I've had enough of hanging on

— Big Country, "Stedtown

From the moment the Garou first discovered Pentex's
plans, they have come in force to the Amazon. At first, packs
fought among themsdves more than they fought Pentex.
Sincethearriva of Golgol Fangs-First, theGarou haveshaped
up into an organized fighting force.

Golgal ingtilled disciplinewiththethreat of death. Thiswar
washot to be taken lightly. It was amatter which concerned
the entire Garou nation. Golgol has used his knowledge of
human fighting tectics to arrange the Garou into disciplined
forces with ahierarchy of command. This has worked incred-
ibly well so far, strengthening the basic Garou socid unit, the
pack. Golgol redlized that pack competitionwasanimportant
factor, but aso that such competition must be directed againgt
theenemy. Themost rewarded packs arethosewith themost
enemy kills. Packs that fight among themsdves are punished
sverdy.

At one point, 190 Garou were fighting Pentex in the
Amazon, but casudties have reduced this number to 130.
Golgol isdesperately tryingtodraw moreGarouintothefight.

He has begun recruiting cubs who have not yet undergone

their Rite of Passage.

Player Character Packs

Player character packsintheAmazonwill bepart of aWarg,
agroup of three packs under the command of aBattle Master.
Each pack ill has a pack leader, but this leader must take
orders from the Battle Master. A leader who doesnt will
answer to Golgol.

Wargs are usually named after their Battle Master. For
example, Battle Magter Jurgen Kreig's Warg issmply caled
"Kreig'swarg."

Each Warg isassigned to aMoon. There aretwo Moonsin
aWard, or battaion. Thereare two Wardsin the Amazon: the
North Ward and the South Ward. The Garou Organization
sdebar explains the command structure. This is an ided
gtructure, the way Golgol would like it to be. Redlity has
prevented hisdream of aperfect war from coming true; not all
the pogditionson the chart arefilled. As packs get killed, holes
are left in the structure that cannot easily befilled.

Sofar, the structure has held due to successful dominance
chdlenges from the Bétle Magters and War Leaders There
have been cases where individual pack leaders have won
significant chalenges over their superiors. These Garou have
been promoted to higher positions. Also, afew rogue packs
haverun off intothejungleto runthewar theirownway. Few
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Garou QOrganization

» Basc Amazon War unit: the Pack (commanded by a
Pack Leader). Avg. 5 Garou
Types of Packs: War, Borzoi* (Scout), Guardian
» A "Warg"(commanded by aBattle Master). Avg. 15
Garou
Congds of three packs, usualy two War and one
Borzoi. Caern Wargs have one War and two Guardian.
* A "Moon" (commanded by aWar Leader). Avg. 45
Garou
Consgts of three Wargs.
*A"Ward" (commanded byaWar Chieftain). Avg. 90
Garou
Condgts of a caern and two Moons

*"Borzoi": aRuss anwol fhound, fromtheRussianword
borzoy = swift.

are heard from again. The Ghost Raptor Pack is the most
famousand successful of theseroguegroups.

Where and how the player character pack fits into this
gructureisuptothe Storyteller. Mogt of thegtoriesgiveninthe
Encounters chapter assume that the pack is relatively low on
the totem pole, that they are one of three packs in "Krieg's
Warg." Kreig(seeSouthWar dbelow) isagrizzleddrill sergeant
kind of Garou. He sends his packs out on important missons
and expectsthemtofollow hisorders The Storytdller isfreeto
make up hisownWarg for the pack, or evento alow the pack
to go rogue (thus making them Golgdl's enemies).

Moots

BattleMootsarecdled on aregular basisinall the Amazon
caems. These are more like strategy or misson objective
sessonsthan actual moots. These small mootsareopen only to
those who are invited: usually the pack, Warg or Moon who
will carry out thestrategy discussedthere. A BattleM oot opens
with aMoot Rite. Then all involved get down to the business
a hand. Thereareno soriestold or grievancesaired; theseare
tactical moots.

Another kind of war mooat is the Victory Moot. These are
cdlebrations for heroic actions. The moot isopento dl inthe
camp. A pack is singled out to receive this honor, athough
sometimes an entire Warg ischosen to gain recognition. Their
victory is recounted for al to hear. These are the moots in
which player characterswill gainimmediate renownfor their
missons.

A Council Moot is often cdled to discuss high-level strat-
egy. Only the War Council is alowed to participate. Tribal
secretsare sometimesreveaed. The Council membershaveall
taken oaths, seded by rites, to never repesat the secrets they
discover here.

Regular moots are cdled for general get-togethers. Any
Garouintheregionisinvited. Theseareusually occasonsfor
thetelling of legends and myths, the airing of grievancesor the

calling of challenges between members of different caems
Another purpose for these moots is to recharge the caern. All
present are expected to join in these energizing rites.

Golgol Fangs-First, High War
Chieftain

Breed: Homid

Auspice Ahroun

Tribe Get of Fenris

Attributes. Strength 5, Dexterity 4, Stamina 5, Charisma4,
Manipulation 3, Appearance 2, Perception 4, Intelligence 4,
Wits4

Abilities Alertness4, Athletics5, Brawl 5, Dodge5, | ntimida-
tion 5, Primal-Urge 4, Animal Ken 2, Firearms 2, Mdee 4,
Leadership 5, Stealth 2, Survival 3, Enigmas 1, Rituals3

Backgrounds: Pure Breed 2, Contacts 2 (septs outside of
the Amazon), Allies 5 (the Amazon war force)

Gifts: Smdl of Man, Inspiration, Razor Claws, Resist Pain,
Staredown, Spirit of the Fray, Silver Claws, Combat Healing,
Strength of Will, Body Shift, Might of Thor, Hero's Stand,
Horde of Vahala

Ungoppable Warrior (6th Leve Ahroun Gift) — A
Garou who uses this potent Gift can regenerate aggravated
damage. Thisworksagaing al attacksexcept thosefromsilver
wegpons. Each turn, roll Stamina + Primal-Urge againgt a
difficulty 8; if successful, then spend one point of Rage per
Hedlth Leve hedled (much like avampiric Blood Pool).

Rage 7, Ghosis 7, Willpower 10

MeritgFlaws Overconfident, Untamable

Rank:6

Renown: Glory 160,000, Honor 110,000, Wisdom 90,000
Rites Rite of Wounding, Rite of Ostracism, Stone of
Scorn, The Hunt
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Fetishes Figt of Thor (see Tribal Weapons, in Appendix
One).BattleHarness(L evel 5, Gnosis6; thisregal |lookingiron
ves adds plus two to the wearer's Strength and adds three
armor dice. It must first be activated before it can even be lifted.
It becomes weightless after successful activation).

Image Golgal is a huge Garou, over seven feet tdl in
Homidformand 13 feet in Crinos. Heisamog 65 yearsold and
isgettinggray hairs, eveninLupusform, but isgtill inincredibly
trim and fit fighting shape. He wears an impressive battle
harness(seeFeti shes, above) and hisbody islacedwithbattle
cars and ritual pictograms.

RoleplayingNotes: Y ouarequiteleve-headedfor aGet of
Fenris. Y ou have seen so many battlesthat you remain com-
pletely calmduring afight, evenwidi bombsdroppingonal
ddes Through your life, you have grown from afierce, excit-
able pup to adisciplined and introspective tactician.

Background: Golgol wasborn onaWorld War 11 battle-
field. That day, his Garou mother only stopped fighting long
enough give birth before going back into battle. Shedied in
glory beforehe could suck at her teat, but her pack adopted him
andensuredhissurvival . Hishumanfather never knew he—
ortheGarou—existed.

Asthewar ended, hismother'spack achieved aposition of
honor. They had beenamong thefew Get of Fenrispackswho
hadfought against Germany. AsGolgol grew up, heworkedto
live up to his reputation. In Vietnam, he fought for the fun of
itand learned about jungl etactics. Now heisusing thishard-
won lore in the Amazon War.

Many of the young Fenrisfear him, for they have grown up
hearing legends of his explaits. This causes the other tribes,
whohaven'theardal thetales, towonder just what hedoesto
themfor disciplinary action. All hereally hastodo isdart a
scowling glance at aFenristo stop any problem behavior.

The War Coundal

Black Furies

Lanya Wings-Afire is the edest among the Furies. She
ensuresthat thewisdomanddesiresof her tribearerepresented
inal thecouncil meetings. Sheisfrom the Dakota Badlands
andisdtill gettingusedtothejungleterritory. Therearerumors
that she | eft her caem because of apolitical squabblewiththe
sept leader. Sheisdlegedly hereonly togain enough glory to
return and overthrow theleader inachallenge. Lanyadenies
thiswhenever it isbrought up and has chalenged the last few
who have accused her of this. She isaRank Five Philodox.

Bone Gnawers

There is no Bone Gnawer representative on the council.
TheGet and Shadow L ordshaveddliberately scared away any
whowereinterested. Not many were. Thefew BoneGnawers
involved in the conflict have relied on Code Red, the Glass
Walker elder, to represent them.

Children of Gaia: Garret Faithful

Breed: Homid

Auspice Gdliard

Attributes Strengdi 3, Dexterity 4, Stamina3, Charisma,
Manipulation 4, Appearance 5, Perception 3, Intelligence 4,
Wits4

Abilities. Alertness 3, Athletics 2, Brawl 4, Dodge 4,
Empathy 4, Expression 3, Primal-Urge 2, Animal Ken 3,
Melee 4, Kailindo 2, Leadership 5, Surviva 2, Enigmas 3,
Medicine 2, Rituals 2

Backgrounds: Allies3 (GaiasHand), Pure Breed 2, Past
Life 4

Gifts Persuason, Mother's Touch, Cal of the Wyld,
Mindspeak, Dreamspesk, Lunas Armor, The Guilty Mind,
Unicorn's Grace, Bridge Waker, Halo of the Sun, Head
Games

Special Power: TrueFaithinGaia: 7. Garret has extreme
faith in the will of the Earth Mother. This faith gives him
amazing abilities and can even dlow the intervention of
miracles at times. Garret can use his Faith Dice Pool to cause
vampires to flee (difficulty 8) or to pray for miraculous events
(Storytdler's discretion).

Complete rules for Faith are given in Vampire: the Mas-
querade and the supplement Hunters Hunted.

Rage 3, Gnosis 10, Willpower 8

Rank:5

Renown: Glory 45,000, Honor 80,000, Wisdom 60,000

Rites: Talisman Dedication, Questing Stone, Rite of Con-
trition, Rite of Cleandng, Gathering for the Departed, Rite of
Spirit Awakening

Fetishes Garret holds the Chalice of Renewal (see Tribal
Weaponsin Appendix One). Great Klaive, Tearsof Gaig and
Clear Water (three vids).
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Image A very handsome man with pure white hair and
clear blueeyes. Heis63" and weights about 160 Ibs. Heisin
hisearly fortiesbut wearshisagewd|. Thewesathered lineson
hisfacessemmorelikemarksof wisdomthantheresult of hard
living.

Roleplaying Notes Walk with pesce and others will
follow. Y our duty to Gaiaistoprovidean examplefordl Garou
tofollow. Befair andgeneroustoall whoarenoble. Bedecisive
andjust when punishing those who are dishonorable. Y ou do
not likethewar, but redize it isnecessary.

Background: Garret Faithful is the eldest of the Children
of Gaiain the Amazon. He sees his duty here as a chance to
ensure that the "superior” Gaian fighting idedl is enforced.
This means that the Garou must display honor, mercy and
fairness. Because of this near pacifist ideal, Garret is a odds
with many of the other council members. He is dso adevout
follower of this code of Gaia, and miraculous events have
occurred around him.

These miracles have convinced many of the young Garou
that heisblessed by Gaia. Some packs have pledged tofollow
his methods and "chivdric code" much like the knights of
Arthurian times. They cal themsdves "Gaids Hand". Most
Get of Fenris, Shadow Lords and Red Taons call them fools.
These packs, however, have displayed amazing amounts of
sheer luck, forcing the council to admit that this may be a
messegefromGaia
Fianna

Breoghan Dances-in-Clover is the eder council member
for the FHanna HeisaRank Five Gdliard and aso amember
of the camp known as the Grandchildren of Fionn. Breoghan
iswidely respected by both the Fiannaand the membersof the
council. He is a fair man, dways willing to consder the
thoughts of others.

Breoghan's happy-go-lucky personality makeshim an easy
person to get dong with, although he can be quite fierce if
pushed too far. He tends to trust the decisons made by the
Council unless they seem too extreme. He isan accomplished
musi cian, asaremany membersof histribe, and hewill gladly
play hisguitar if asked. Breoghantruly believesthat theGarou
presence in the Amazon is necessary for the survival of Gaia
and he is quick to anger around any who do not believe 0.
Despite the fact that Golgal is of the Get of Fenris, Breoghan
trusts Golgol completely and will defend his decisons againgt
any who oppose him.

Get of Fenris

Golgol Fangs-Firg isthe council member for the Get. Ashe
isaso High War Chieftain, he has adisproportionate amount
of power. TheFenrissay thisisonly right, for they werethefirst
inthewar. Many on the council grumble, but none have dared
to question this.

Glass Walkers

Code Red is the odd name of the eccentric Glass Walker
who represents his tribe on the council. Red is a mysterious
figure. Heisacabocuo, having both Brazilian and Portuguese
ancestors. Somebelievehemay befrom RiodeJaneiro, butno
one really knows much about his past. All admit he is an
exemplary member of his tribe. This makes him didiked by
mogt of the council, but quite respected by the Glass Wakers
in the war. It is Code Red who has provided the Garou with
some of the most potent weapons and defenses for the war:
high-tech gadgetry and eectric spirits that have confounded
even Pentex. Code Red's Glass Walkers have even been able
toturn Pentex' own equi pment againgt them by awakening the
spiritswithin the mechanisms. Thishascaused Golgol to value
hisadvice, eventhough therest of the Fenrisshaketheir heads
in disgust. Code Red is a Rank Four Ragabash.

Red Talons

FerceHunger istheRed Tdonofthecouncil. SheisaRank
Four Ahroun and amember of the Anti-Extermination camp.
She respects the native tribes of the Amazon and the Garou
homids she has worked with in the war, but must, as a Red
Tdon, demand harsh regtrictions againg dl humans. She
trusts the rest of the lupus on the council more than any of the
homids, even Golgal. The sharp contrast in westher between
Brazil and her native British Columbiahasmadeherjob more
difficult.

y
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ShadowLords

Last-One-Out is the lupus Shadow L ord elder of the council
andarank five Theurge. Hesarcadticaly criticizeseverything
thecouncil discusses, butwhenthetimefor decisonarrives, he
isamong the most decisive of all Garou inthejungle. All the
Shadow L ordsinthe Amazonfollow himfaithfully, although
Last-One-Out demands they follow GolgoPs chain-of-com-
mand in al cases The only exception, of course, iswhen the
Lords are to gain from disobedience.

Slent Sriders

Horusthe Swordisthe Silent Strider who sitson council for
histribe. He isaRank Five Ahroun famedin many different
exploits and especidly known for rescuing an African caern
from Pentex. His experiences there make him invauable to
Golgol indecison making. Heisthe Chief of all the Borzoi, or
scout, packs. They take their training directly from him.

Slver Fangs

Maria Orrelano is the Silver Fang of the council. Her sept
inMexicowarswiththe Black Spiral Dancersof that country.
Her glory from these battles has earned her the Black Spird
canines she wears around her neck. Some whisper that dose
proximity to the Spiras has made her somewhat mad, but
otherssay it smply the Silver Fang blood. Sheiseager tolead
many missons hersdf, and the rest of the council must
continually stop her. They areheretolead, not toget killed in
battle. MariaisaRank Four Galliard.

Sargazers

AwenaWaks-The-Airtsistheoneof thevery few Stargaz-
ersinvolved in thewar. Sheisamaster of Kailindo and will
teachthisarttoany cub shebdlievescanlearnit. Very few can.
Anyoneshe bdieveswill not beabletofinishtrainingwill not
be taught. Gung-ho glory-seeking Garou cannot learn from
her. She sayslittle during council but when she gives advice,
itisusually correct. AwenaisaRank Four lupus Ragabash.

Uktena

Cavdoisthe Uktenacouncil member. Heisfrom southern
Brazil, where he was a priest of Macumba before his Change.
Hiscontact with the spiritsonly improved after he discovered
hisheritage. Heisone of themost feared Theurgesinthearea.
Many native magicians, even Kinfolk of the Mokole, have
dlied with the Garou out of fear for what Cavalo would do to
themif they didn't. Cavado is Rank Five.

Wedgo

Argues-With-AngeristheWendigocouncil member. Much
of her Mexicanwolf pack was destroyed by human encroach-
ment, leaving her bitter and hodtile. She has come to the
Amazonto exact her vengeance againgt Pentex, for sheknows
they areresponsible for many of theworld'snatural disasters.
Her adviceistaintedwiththisanger, andfew council members
take her serioudy anymore. They aways know how she will

vote: for the most direct, destructive optionspossible. Sheisa
Rank Five Ahroun.

The Leaders of the North Ward

This battalion of Garou operates out of the Hollow Heart
Caern. Members of this Ward are often sent far afield on
missions againgt Pentex.

The two Moons of this Ward are the "High Mountain”
Moonandthe"Dark Foe' Moon. Golgol Fangs-First istheWar
Chieftain of the North Ward in addition to being the High
War Chieftain.

Sady, War Leader

Breed: Homid

Auspice: Ahroun

Tribe Fianna

Attributes Strength 3, Dexterity 4, Stamina4, Charisma 5,
Manipulation 3, Appearance 4, Perception 3, Intelligence 3,
Wits 4

Abilities Alertness 3, Athletics 3, Brawl 4, Dodge 3,
Empathy 3, Expresson3, Primal-Urge 2, Firearms2, Mdee2,
Leadership4, Rituals2

Backgrounds: Allies 3 (the High Mountain Moon)

Gifts: Resist Toxin, Inspiration, Smell of Man, Brew, Glib
Tongue, Silver Claws, Bdor's Gaze, Troll's Bridge, Woadling,
Cocoon

Rage 5, Gnosis 6, Willpower 7

MeritgFlaws. none

Rank:4

Renown: Glory 50,000, Honor 30,000, Wisdom 35,000
Rites. Rite of the Opened Caern, Moot Rite, Rite of
Passage, Vaice of the Jackal

Fetishes: Heart of the Spirit (holds 5 Rage points, see
Players Guide); Great Klaive
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Image: Shandy isatdl, lanky fellow inHomidformand a
long, lanky wolf in Lupus. Hehaslong, stringy redhair and an
engagingsmile. Hisgreeneyesglow withenergy. HehasCdltic
design tattoos on his biceps.

Roleplaying Notes Smilel Sure, war canbeareal hell, but
it brings people together. You glory in the unprecedented
chance to party with dl the tribes. Always crack ajoke if
someone looks down-and-out and give agood pat on the back
to anyone who needs it.

Background: Shandy is the War Leader of the Dark Foe
Moon. He is acompetent and outgoing leader, well respected
by everyoneinvolved in the Amazon conflict. Heisastrong-
willed, loud and boisterous manwho enjoysagood fight and a
stiff drink. Shandy isformerly amember of the Irish Republi-
can Army and was didllusoned with the cowardly way in
which they chose to fight. He volunteered for duty in the
Amazon in search of the real thing. His large victory parties
havebeenaboontomoraefor thosewho serveinthe Amazon.
The victory parties are held whether victory was achieved or
not. He always volunteers to be first into the fray and will
quickly chalenge othersfor the right if they volunteer before
him. Heiswell knownforhisbroadsmile, quickwitandsavage
temperament.

Tanaut, Battle Master

Breed: Lupus

Auspice: Philodox

Tribe Silent Striders

Camp: Harbingers

Attributes Strength 3, Dexterity 4, Stamina3, Charisma2,
Manipulation 3, Appearance 2, Perception 4, Intelligence 4,
Wits3

Abilities: Alertness 4, Athletics 3, Brawl 3, Dodge 3,
Empathy 2, Prima-Urge2, Stregtwise2, Anima Ken2, Drivel,

Méeee 4, Kailindo 3, Stedth 4, Surviva 3, Enigmas 3, Inves-
tigation 2, Rituals1

Backgrounds Contacts 3, Past Life 5

Gifts: Heightened Senses Scent of the True Form, Speed
of Thought, Resist Pain, Scent of Sight, Summon Taisman,
Weak Arm

Rage 4, Gnogs 7, Willpower 6

MeritsFlaws: Driving God (destroy al Setites)

Rank: 3

Renown: Glory 16,000, Honor 12,500, Wisdom 13000

Rites Rite of Tdisman Dedication

Fetishes Sak the Heart (Level 4, Gnoss 7; this is an
Egyptian wand which will leed the user to the location of a
vampiresheart—whether itisinthevampire'sbody or placed
elsawhere, such asaSetitésheart. A successful activationroll
must be made. Tanzut has dedicated this item to hersdf and
can summon it with her Gift), Swvord of the Avenging Son
(Level 5,Gnogis6; thisEgyptianswvordisveryold. A spiritfrom
ancient Egyptresdesinit, seethingwith hatefor the Followers
of St who destroyed itshomeland. Againgt Setites, thissword
doublesitsdamage Dice Poal once activated. Thisisdedicated
to Tanzut and she can summon it with her Gift).

Image: InLupusform, TanzutisanEthiopianwolf, leanand
deskwithreddish-fur. InHomidform, sheappearsasawoman
of Coptic descent with dark hair and complexion. She has
Egyptian hieroglyphs tattooed dl over hersdlf; they gppear in
al forms. She wearsworn-out, loose-fitting clothing.

RoleplayingNotes Y ouareavery quiet person, forthereis
very littlethat needssaying. Whenyoudo spegk, itisplainand
draight with no attempt at subtlety. Y ou are on a misson of
vengeance and have little time for anything ese.

Background: Tanzut is the leader of her own Warg. She
cameto South Americain search of her enemies theFollowers
of Sat. After abattleinMedeinnearly killed her, shefledtothe
jungles of the Amazon and discovered the war. She quickly
joined up for diefight, rising quickly in the ranks.

Thewar isonly atemporary distractionfor her. Sheredlizes
dieneed to aid Gaia, but her seething hatefor the Foll owers of
Sat may drive her to leave soon. Hunting down the vampires
whodrovehertribefromtheirhomeland agesagoisherdriving
god.

The secret behind Tanzut's hate is arcane. She is possessd
by an ancestor who died under the fangs of a Setite. The past
lives of a Sender's ancestors are normally dosad to dieir
experience, but Tanzut is different from the rest of her tribe.
She wears this wondrous ability as a curse. Why she done
among her tribe has this ability to cal her ancestors is a
mystery, but the dead have seized the opportunity and use her
asatoal for vengeance.
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Sherrick Drast, Pack Leader
Breed: Homid

Auspice: Philodox

Tribe Shadow Lords

Camp: Judgesof Doom

Attributes Strength 3, Dexterity 4, Samina 3, Charisma 1,
Manipulation 3, Appearance 2, Perception 3, Intdlligence 5,
Wits4

Abilities Alertness 3, Brawl 3, Dodge 3, Intimidation 4,
Primal-Urge 2, Firearms 2, Mdee 4, Stedlth -3, Enigmas 2,
Occult 2, Rituals 2

Backgrounds Contacts 2 (locd enemies of Golgal), Past
Life 1, Pure Breed 2

Gifts Smdl of Man, Truth of Gaia, Fatal Flaw, Resist Pain,
Clap of Thunder, Weak Arm, Icy Chill of Despair

Rage 6, Gnosis4, Willpower 6

MeritgFlaws DrivingGod (must"purify” world)

Rank:3

Renown: Glory 20,000, Honor 7,000, Wisdom 15,000

Rites Rite of Talisman Dedication, Voice of the Jackal

Fetishes Silver Scimitar, Scar Fetish Armor (Leve 3,
Gnoss 5; thisis asmdl tattoo of ashidd. It acts as magica
protection for Sherrick's whole body, providing two dice of
armor).

Image: Sherrick is of British and Turkish descent. Heisa
dark man with black hair, black eyes and afierce scowl. In
Lupusform, he is ablack furred wolf. He stands about six feet
tall andisof mediumbuild. Hishairisbraidedintothreepony-
tails, which hang well-below hisshoulders.

RoleplayingNotes Y ou arenot ahappy person. Theworld
isindeeptroubleand othersjust haven't redizedthat thefun's
over. Only through discipline and asceticism can theworld be
purified. All thisjoy cloudstheissue. Damn those Children of
Gaia, they dways get in the way. Golgol will fall soon, and

you'll be ready to push your agendato the Shadow Lord who
succeeds him.

Background: Sherrick grew up inasdumof London, theson
of apoor British man and a Turkish immigrant. He hated his
mixed blood. The children ridiculed him about it a school,
epecidly Elmo Hubble and hisgang. Hegot into many fights,
and his irrationa anger became legendary to dl the school
children.

When Sherrick underwent hisfirst Change, it was revolu-
tionary. He now had a form with which his anger could be
ddivered. He broke into ElImo Hubbl€'s house that night and
tore him to pieces as EImo's parents watched and screamed.
Then hewasgrabbed from behind and thrown from the house.
Surrounded by growling and snarlingwolves, heran, but they
nipped &t his heds no matter how fast he went. He was log,
running through the woods

The Shadow Lords caught him and taught him alesson in
obedience. Although the scars would lagt him alifetime, the
disciplinefulfilled along-suppressed desire. Hefelt asense of
belonging. As ahomid, he had loathed his "mixed breeding”,
but asaGarou, hisblood was strong. Sherrick wasapure bred
Shadow Lord and fit wel into their primitive hierarchy.

The Judges of Doom came to him much later, impressed
with his ethics and discipline. He went through arigorousand
harrowing initiation, but was soon a member of that feared
camp. Few inthe Amazon know of hisaffiliation. He kegpsit
quiet, for he knows the Judges have a bad reputation among
foolish Garou.

For now, he leads his pack of Shedow Lords, the "Gaunt
Dogs" and indtills in them terrifying standards of duty and
obedience.

Leaders of the South Ward

The South Ward is the battle force located south of the
Amazonriver. They areheadquartered a the Sky River Caern.
They experience much fightingwith the Black Spirdl Dancers
of the Hell's Hand Hive.

The two Moons of this Ward are the "Red Sky" Moon and
the "Dread Claw" Moon.

Dag Hateful Hand, War Chieftain

Breed: Homid

Auspice Ahroun

Tribe Get of Fenris

Attributes Strength 4, Dexterity 3, Stamina4, Charisma3,
Manipulation 2, Appearance 3, Perception 3, Intelligence 3,
Wits5

Abilities: Alertness 2, Brawl 4, Dodge 4, Intimidation 3,
Primal-Urge 3, Firearms 2, Mdee 4, Leadership 3, Stedlth 2,
Surviva 3, Law 2, Politics 2

Backgrounds Contacts 3, Past Life 2

Gifts: Persuason, Inspiration, Razor Claws, Resist Pain,
Snarl of the Predator, Staredown, True Fear, Disquiet, Heart
of Fury, Might of Thor, Clenched Jaw
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Rage 5, Gnosis 4, Willpower 8

MeritgFlaws. Huge Size (one extraHedlth Level)
Rank: 4

Renown: Glory 40,000, Honor 23,000, Wisdom 32,000
Rites: none

Fetishes Rager (see Players Guide); Gresat Klaive

Image Standing nearly tenfeettal in Crinosform, Dagis
an intimidating sight to his opponents and most of his alies.
Hisfurisadeep, rusty brownwithauburnhighlights. Hiseyes
are sted gray and maintain their passon and fury even in
Homidform. Dag'sbody ismostly coveredwithtattoos, serving
as reminders of his adventures and travels. When in Homid
form, Dagiscompletely bald.

Roleplaying Notes: Dag isavery quiet person, preferring
not to speak unless absolutely necessary and thenusing asfew
words as possible. He is quick to anger, reacting to ignorance
and disrespectful behavior with a sudden fury. When in a
conversation, Dag will never break eye contact. If the person
he is conversing with averts his glance, Dag will quickly point
out an inherent weakness of that person.

Background: Dag Hateful Hand is the Get of Fenris War
Chieftain of the South Ward and avery quiet person. Bornin
Germany in the 1950s Dag has spent his life snce hisfirst
Change traveling theworld in seerch of martia adventure. He
isaborn leader, never following anything but the ways of the
Garou. As along time friend and fellow warrior to Golgol
Fangs-Firgt, hewaschosen by hisfriendtolead the SouthWard
early oninthewar. Inthe beginning, he accepted thisposition
more for the adventure than the idedls of the conflict, but has
since become a stalwart champion of the Amazon War. He
leads the South Ward with quiet glares and an ironfist. None
dare to cross him, fearing his legendary battle skills.

Dag hasfought asamercenary in many campaignsaround
the world and is a fitting leader for the South Ward. The
discipline he maintains with his underlings, however harsh it

may be, not only strengthens the pack units, but dso teaches
thewarriorsnecessary survival skills.

Jurgen Kreig, Battle Master

Breed: Homid

Auspice: Ahroun

Tribe Get of Fenris

Attributes. Strength 4, Dexterity 2, Stamina4, Charisma 2,
Manipulation 3, Appearance 3, Perception 4, Intelligence 3,
Wits 3

Abilities. Alertness 2, Athletics 4, Brawl 4, Dodge 4,
Intimidation 2, Firearms3, Melee4, Leadership 2, Survival 2,
Palitics 1, Rituals 2

Backgrounds: Allies 2 (other Battle Masters)

Gifts Smdl of Man, Razor Claws, The Faling Touch, Jam
Technology, Staredown, Halt the Coward's FHight, Heart of
Fury, Venom Blood

Rage 6, Gnosis 3, Willpower 6

MeritsFlaws. none

Rank: 3

Renown: Glory 21,000, Honor 18,000, Wisdom 11,000

Rites: Tdisman Dedication, Rite of Wounding, Rite of
Passage, Stone of Scorn

Fetishes Gaias Poultice, Heart of the Spirit (as a Scar
Fetish; 3 points of Willpower), Smal Klaive

Image: Jurgen is an old-battle-scarred hulk. He is awide
man, broad-shouldered and broad-chested. He hasacontinual
scowl on hisface, heightened by the scar running down from
the left Sde of hismouth and has glory pictogramscarved into
hisarm.

Roleplaying Notes: Y ou are gruff, surly and cantankerous
— everything a Battle Master must be to ensure his Wargs
survivd. Yeah, renown is important to you, but even more
important isgetting thejob done. If any under your command
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gooutoftheirwayforglory,knockthemaroundsome They're
heretofight underyour orders. If they get glory longtheway,
fine, butorderscomefirst.

Background: Jurgenwasoneof thesecond pack of Fenristo
arrive in the Amazon. He has been here for some time and
doesn't plan onleaving anytime soon. Thisisthe most impor-
tant placeintheworld, thetruebattleground of the Apocalypse.
Everythinge sepa esin comparison.

Hehasbeen heretoo long to care muchfor renown, having
seen too much to be fazed by anything these days. Just doing
onégsjob isthe most important thing to him now.

It'shispersona duty to seethat the new cubsput under his
command survive, at least until they get promoted to another
BattleMagter'scharge. Hewill gowell out of hisway tomake
sure they live, but will not coddle them in any way.

Crick Rumarangler, Battle Master

Breed: Lupus

Auspice: Philodox

Tribe BoneGnawer

Attributes Strength 2, Dexterity 4, Stamina3, Charigmas3,
Manipulation 4, Appearance 2, Perception 4, Intelligence 4,
Wits5

Abilities: Alertness 4, Brawl 3, Dodge 5, Empathy 2,
Expresson2, Primal-Urge3, Streetwise 3, Subterfuge2, Ani-
mal Ken2, Drive3, Firearms4, Mdeel, Leadership 1, Repair 2,
Computer 2, Enigmas 1, Politics2, Rituals1

Backgrounds Kinfolk 2 (pack of dogs)

Gifts: Heightened Senses Cooking, Scent of the True
Form, Cdl to Duty, Gift of the Termite

Rage 3, Gnoss4, Willpower 6

MeritgFlaws: Luck

Rank:3

Renown: Glory 20,000, Honor 20,000, Wisdom 30,000
Rites: Talisman Dedication

Fetishes Blanket of Peaceful Dreams, Friendship Ring,
Bouncing Rock (with ding)

Image: Crickisalanky wolf withmottled dark spotsover his
fur, giving him the look of an ugly mongrel. He keepshisfur
trim, and iswdll-groomed in Homid form. Hefeelshehasto
keep up appearancesso otherswill likehim. Asahuman, heis
half-Caucad an and half-Spanish, ameztico. He tandsfivefeet
tall and weighs about 115 pounds. He appears to be in his
thirties.

Roleplaying Notes Take things easy and dow. Rushing
things never got anyone anywhere except into trouble. Smile
and nod alot whenyour superiorstalk toyou. Befriendly with
those under you. Y ou never know whenthey'll begoin' up the
ladder and you'll be goin' down.

Background: Crick isone of thefew Bone Gnawersinthe
Amazon and not widely respected because of it. Hecommands
hisunit with asense of caution because he aways seemsto be
the object of criticism from somewhere, either from the War
Council or fromhispeers. He is cleaner than most of histribe,
due in part to his need to impress those in the chain of
command.

Crickisaquiet typebutwill not allow himsdftobe pushed
too far. When this happens, his competency as a warrior
becomes obvious. He a0 listens to the needs of those who
serveunder him andtrieshisbest to meet themifat al possble

Heis in charge of the Warg which defends the Sky River
Caern.

Roshen One-Arm, Pack Leader

Breed: Lupus

Auspice Ragabash

Tribe Slver Fang

Attributes Strength 3, Dexterity 2, Stamina4, Charisma3,
Manipulation 2, Appearance 2, Perception 2, Intelligence 2,
Wits 3

Abilities Alertness 2, Athletics 2, Brawl 3, Dodge 3,
Primal-Urge 3, Mdee4, Leadership 3, Performance 2, Medi-
cine2, Rituals1

Backgrounds Pure Breed 3, Allies 2 (other packs in the
Warg)

Gifts: Heightened Senses, Scent of Running Water, Lam-
bent Flame, Awe, Jam Technology

Rage 8, Gnoss4, Willpower 7

MeritgFlaws: One Arm, Metamorph

Rank:2

Renown: Glory 10,000, Honor 8,000, Wisdom 4,000

Rites; Talisman Dedication

Fetishes Severed Arm (Levd: specid, Gnosis 7; this is
Roshen'sold arm, turned into afetish. ItisaCrinosform arm
that Roshen usesasaclub. It delivers Strength + 2 aggravated
damage when it hits).

Image: A scraggly guy of about twenty years. Heis52" and
weighs 120 pounds. He has anutty looking smile and likesto
walk waving his severed arm.
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Roleplaying Notes: Pretend you're crazy. Y ou get alot of
attention that way and your enemiesfear you. You know it's
just aput on, asdoesyour pack, who plays aong with you.

Background: Roshen One-Arm lost hisarm in battle some
years ago. The arm, severed while hewasin Crinosform, was
preserved and madeinto afetish. Now, Roshenusssitasaclub
in battle, wielding thetattooed limbwith no mercy against his
enemies. Each member of his pack has asevered arm tattooed
across his chest to show his membership in the Pack of the
Severed Arm.

Raoshen is considered to be somewhat nuts by most people,
but he'sjust a Ragabash through and through. He cameto the
Amazon from California, where he is a member in a Napa
Vdley sept of Siiver Fangs.

Frecbooters

Members of this Black Furies camp wereamong thefirst to
arrive in the Amazon when the war began. They have main-
tained aconstant involvement since that time. This particular
pack is comprised of Black Furies from the African Congo,
athough there are severd members of other tribes who ad
them. They have been given housing in the Hollow Heart
Caern, which they use as abase camp for their expeditions.

They can often be encountered in the field, searching for
lost caerns or fetishes.

Joba Vareye

Breed: Metis

Auspice: Theurge

Tribe Black Furies

Camp: Frechooters

Attributes Strength 2, Dexterity 3, Samina4, Charisma3,
Manipulation 2, Appearance 3, Perception 5, Inteligence 3,
Wits4

Abilities: Alertness 5, Archery 2, Athletics 3, Brawl 1,
Dodge 3, Primal-Urge 3, Streetwise 1, Animal Ken 2, Drive 2,

Firearms4, Mdee 2, Repair 3, Stedth 3, Surviva 4, Enigmas 2,
Linguistics 2 (Y anomami, Portuguese), Occult 2, Rituals 1,
Scence2

Backgrounds Contacts 2, Resources 2

Gifts: Create Element, Sense Wyrm, Heightened Senses,
Burrow, Sight From Beyond

Rage 4, Gnosis 7, Willpower 4

MeritgFlaws Daredevil

M etis Disfigurement: Fragile Claws

Rank: 2

Renown: Glory 10,000, Honor 7,000, Wisdom 4,000

Rites: Talisman Dedication, Rite of the Unvelled Glen

Fetishes Bane Arrows (quiver of 20), Bane Skin, Smdl
Klaive

Image: In Homid form, lobaisathin black woman about
53" inheight. In Lupusform, sheisathin black wolf. In her
natural Crinos form, she stands nine feet tall with black fur.
Shewearsglovesin all formsto protect her claws, for it hurts
to use her fragilenatural weaponry. Shegppearstobeinher late
teens.

Roleplaying Notes: Always be on the lookout for danger
and adventure. You are a wide-eyed girl, aways ready for
excitement. Laugh alot when you talk.

Background: loba arrived inthe Amazon two months ago,
joining her pack at the Hollow Heart Caern. She had aready
learned two of theloca languages and was ready for explora-
tion. Sheisangry and disappointed to discover the rulesdown
here. Golgal, for instance, will only alow her pack toleavethe
campwhen hethinksitissafe. Shehasyet to get into the deep
jungle. It isher dream to discover alot city of the Incas or an
older caern of some sort.

Sheisamost tothepoint of forging ahead without her pack,
tired of waitingfor them. If any packsareheadingintothedeep
jungle, shewill try tojointhem, bribing themwithpromisesof
great treasures which she clams only she canfind.
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The Ghost Raptor Pack

Hidden in asecret, dark recess of thejungle rumored to be
an abandoned Bastet domain, a pack of Garou follow the
Ahroun known only as "White Father." These 12 Garou of
mixed breeds and tribes, and the Kinfolk who have come to
follow them, arewarriors par excelance.

The Ghogt Raptorsare agroup of Theurges, Ragabash, and
Ahrouns who follow Uktena as their pack totem and were
among the first packs to arrive in the Amazon. They were
assigned acommand of their own, an elite unit with ordersto
wreak havoc behind enemy lines as much as possble. They
went into the bush and have subsequently ignored all callsfor
themto return.

The Ghogt Raptor pack would be an incredible dly to the
mainforce of Garou in the Amazon War. Golgol andtheWar
Council, however, have declared them "rogue"” They aredue
for judgment. Only the continuing conflict keeps the War
Council from calling ahunt and performing various punish-
ment Rites on them once they are captured.

Theidentity of "White Father" isnot known, but the Ghost
Raptorsserve him asthey would serveagod: living, fighting,
and even dying at his command. Some of the information on
White Father ssems to point to the idea that one of the Garou
inthe Raptorshasbecomeinfected withaBaneand now seeks
tossthimsalf upasadeity tobeworshippedby theother Garou.

TheRaptorskeep their home asecret, although rumorsthat
they havesupply cachesdl over theAmazonareprobably true.

No one is quite sure how the Ghogt Raptors stand in the
War. They arecertainly an effectivefighting force, however.
The Raptors are prone to appear out of the mists without
warning, striking hard before retreating. They will leave no
signof their ever having beenthere. Theonly evidence of their
actionswill bethecorpsesthat litter theground. They areoften
dghted in battles near the Bdam's Den Realms. Lately they
have begun the di sturbing practice of breaking up Moot Rites
by disrupting the proceedings with distracting, but harmless,
explogons. Figures dart through the Moot and disappesar into
the shadows. A group of Ghost Raptors broke into one of the
fetish gorehouses last month and burned every lagt fetish to
asheswithanas-yet-unidentified Gift. Why they wouldattack
their own kind in this fashion is beyond the War Council.
Golgal is growing impatient with the need to ded with the
Raptorsonceandfor adl.

Many tales whisper of their powers and legendary adven-
tures. Some say they have befriended the Bastet and can
traversetheir domainswith impunity. Someadso say that they
have befriended the Incama Panthesilea, the warrior-spirit of
the Amazon, and serve her as well as Uktena. This might
explain why they brand their flesh with the symbol of the
[abrys, adouble-headed axe. Furthermore, itiswhispered that
they have persondly been responsible for the destruction of
severd Pentex outposts and the dimination of afew pieces of
heavy machinery. They have dso stolentwo Bell jet helicop-
ters from Pentex.

The werecats refuse to tell the Garou anything about the
Raptors, saying that they are noble and good warriors, if
nothing e se. The Mokole are dso close-mouthed about them.
Golgol believesthat the Raptors have made dlies of these two
groups, andfed sthat they may beworkingfor theirinterestsin
someway.

They are consgdered loase cannons and not afew raids on
Pentex have gone awry because of their untimely appearance.
Golgal would like to have these crack warriors under his
command. Failing that, he would rather have them punished
and perhapsevenkilledif necessary. Now that they havebegun
to interfere with the Garou presence in the Amazon directly,
Golgal feds that he might soon have to divert necessary war
resourcesto hunting theseroguesdownanddealingwiththem.

Background

The Ghost Raptors have a compound in the deep jungle
that is an abandoned Den-Realm. They have several weapons
and supply caches throughout the Amazon Basin and have
scoutswho keep awatch on Pentex'severy move. They do not
serve Gaiain this matter, however. They have been contacted
by Panthesilea through their leader, White Father, aTheurge
accustomed to being possessed by that spirit regularly.

Panthesileaisanincrediblewarrior inher ownright andhas
been responsible for the reasoned, regular fashion with which
her Garou conduct themsdlves. Shehasbecome darmed at the
number of fetishes, talensand spirit thrall sthat the Garou have
been making inthe Amazon. Her Pack hasbeendirected togo
forth and prevent further destruction of the spiritual environ-
ment. White Father dso directs the Ghogt Raptorsto help any
Garou they can without reveding themsdves too much or
revealing the secret location of their home domain.

Through Panthesileds blessng, the Raptors enjoy very
goad relations with the indigenous people™nd the indigenous
weres. Thisisthesecret of their success. Locd workersprovide
them with detailed knowledge of the layout of the Pentex
facilities, alowing them to move in asmall force and get the
most out of their manpower. Because they have limited
resources as a group, the Ghost Raptors have had to learn to
make the most of what supplies and equipment they have, in
addition to "acquiring” from Pentex exactly what they need.
While one of the hdicopters they have stolen has been
reduced to arusted hulk by the humidity and poor conditions
of the jungle, the other one till functions. A Glass Walker
mechanic has imbued the helicopter with an Owl totem spirit
and thegroup usssit for night raids. A Sdeeffect of thisisthat
the helicopter is completdly silent in operation and is essily
navigated in the dark. Unfortunately, they cannot get the
helicopter tostart duringtheday. TheOwl isanocturnal spirit.

The chief problem the Ghost Raptors face is that their
leader, White Father, has been exposed to too much toxic
wagte andradiation. Hewill soondie. Thereisno clear second-
in-command within the Pack. The Ghost Raptors face
extinction if they cannot decide among themsdaves who will
command thislite corps. The most prominent contendersfor
the pogtion of leader are a Shadow Lord Ragabash named
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Orson Bladewalker, a Silver Fang Ahroun named Uthor
Bitesilver, and a Black Fury Theurge named Dione
Shadowbreeze.

Lately, the Uktenapack totem has been warning them that
the Wyrm seekstoinfiltratethem. Thishasmade the Raptors
very uneasy. They will oftencauseade ay af ew minutesbefore
helping anyone (including player characters) while a pack
member scansthemwith Sensethe Unnatural or a least Sense
Wyrm. They will still be very distrustful of any Garou since
they are technicaly outlaws and wanted for punishment.

Thunder Tiger

Breed: Lupus

Auspice Ahroun

Tribe Stargazers

Attributes Strength 4, Dexterity 4, Stamina3, Charisma 3,
Manipulation 1, Appearance 2, Perception 3, Intelligence 2,
Wits5

Abilities: Alertness (ambushes) 4, Athletics 2, Brawl 3,
Dodge (bodyguard) 4, Expresson 1, Empathy 3, Intimidation 1,
Primal-Urge (tracking prey) 4, Animal Ken 3, Etiquette 1,
Frearms1,Mdeel, Leadership2, Stedth3, Surviva (jungle) 4,
Kailindo (Leaping Kick) 4, Enigmas 1, Medicine 3, Occult 1

Backgrounds Familiar Spirit4(EastWind; gives+2Dodge),
Past Lives 1, Pack Totem 2

Gifts. Bdance, Heghtened Sanses Razor Claws, Inner
Strength, Leap of the Kangaroo, Sense the Unnatural, Silver
Claws, Whispering Wind, Shriek (Level Two Bagtet Gift),

Rank:3

Renown: Glory 25,000, Honor 9,500, Wisdom 7,500

Fetishes Tiger-Scar (Levd 2, Gnods 5; a gift from
Panthesiles, thisisamark of great pride and repect. Thunder
Tigerisat -2 toany Socid roll difficulty with the Bastet)

Image: In Lupusform, Thunder Tiger is agray wolf with
yellow eyes. He has alarge scar-like marking on hisflank in the
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shape of aleaping tiger. In Homid form, the tiger-scar trans-
formsto atiger tattoo marking him as a member of the East
Wind schodl of Kailindo. He dressss in the battered fatigues
the Ghogt Raptors ordinarily weer.

RoleplayingNotes Thunder Tiger usually gruntsrepliesto
al questions asked of him and uses the least number of words
necessary. He continualy watchesall thosearound him, even
when not on duty.

Background: Thunder TigerwasborninthePacificNorth-
west andwentthroughtheFirst Changea oneinthewilderness.
His cries of anguish attracted a Theurge Stargezer named
Windsinger. Windsinger took the young pup to amountain
hideaway and befriended him. Hewastaught how to wear the
Homid shepe comfortably, and eventually began to train
Thunder Tiger for the destiny that Windsinger had seen for
him in a precognitive vision.

Thunder Tiger received his namefrom his Kailindo tutor,
Sharpened Breeze. Because of Tiger'snatural ingtinctsand his
fluid dexterity, he was a perfect study for the disciplines of
Kailindo. Thewarrior was able to channel his Ragewe | and
could "concentrate in the now-time of eternal vigilance."

When Windsinger's pack, the Ghost Raptors, decided to
travel to the Amazon, Thunder Tiger asked to be one of the
Raptors and was willingly accepted. Hegrew inrank with the
pack as they began their tour of duty in the Amazon, soon
becoming one.of the chief bodyguards of White Fether.

When the pack first met the Bastet, he quickly bested their
champion. Winds nger was accorded the honor of being Chief
Guardian of White Father and devated in rank. His van-
quished foe taught him one of her ancient Gift-secrets, the
wergiaguar's Shriek.

Thunder Tiger is perhaps too devoted to his postion as a
bodyguard. Hewill quiteliterally doanythingtoprotect White
Father fromharm. Hewill challenge anyone to defend White
Fether's honor. It is this foolhardy fanaticism which gets
Thunder Tiger into trouble, but it isaso thisloyalty whichhas
brought him so far so quickly in the pack's hierarchy. None
among the Ghost Raptors will challenge him, athough he
rarely asserts his own dominance.

Thunder Tiger isapotent warrior, and hisleve of expertise
is commensurate with the Ghost Raptors pack. They are an
elitefightingforce, and thereisnoroomfor thewesak amongst
them.

Native Uktena

Most of the few native Uktena live at the Caern of Rain
Spirits. Inal theAmazon, thereareonly six natives | eft. There
were not many to beginwith and most have been killed inthe
wa.
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Jubati

Breed: Homid

Auspice: Ragabash

Tribe Uktena

Attributes. Strength 2, Dexterity 2, Stamina 3, Charisma3,
Manipulation 2, Appearance 2, Perception 3, Intdligence 4,
Wits 4

Abilities. Alertness 2, Athletics 3, Brawl 2, Dodge 2,
Empathy 3, Primal-Urge4, Animal Ken4, Sedth 3, Survival 5,
Enigmas 3, Occult 2, Rituals2

Backgrounds Allies 5 (Baam and Mokole), Mentor 4
(native elder)

Gifts: Smdl of Man, Blur of the Milky Eye, Shroud, Spirit
of the Fish, Alter Scent

Rage 4, Gnosis 8, Willpower 5

MeritsFlaws. Phobia(Mild): Heavy Machinery

Rank: 2

Renown: Glory 6,000, Honor 13,000, Wisdom 8,000

Rites Questing Stone, Tdisman Dedication, Riteof Cleans-
ing, Rite of Binding, Rite of Sprit Awakening, Ritual of
Summoning

Fetishes Tsangti'sBlowgun (Level 4, Gnosis 7; this 10foot
long blowgun once belonged to a locd Uktena hero. It has
somemeagical abilitiesassociatedwithit: arangeof 40yardsand
adamage Pool of 5 dice, usedfor penetrating armor only. Jubeti
has15darts); Curare(seeDrugsandPoisons, inA ppendixOne;
there is enough of this poison for 10 blowdarts); Ayahuasca
(see Drugs and Paisons, in Appendix One; one gourd full of the
mystical drug)

Image In Homid form, Jubati is a Native Indian of the
Y anomami tribe. Heis4'7" and weighs 100 pounds. Hisbody
ispai nted with many of thewar and beauty marksof histribe.
In Lupus, he is adesk wolf with reddish fur.

Roleplaying Notes: Y ou used to smile alat, for you were
happy. Now the world is dying and you are very sad. Y our
friends worry about you, warning you to "not let Harano take
you." Y ou cannot stop worrying. Let Harano come.

Background: Jubati lived in the first village that Pentex
took over when they entered thejungle, thevery placewhere
the Black Frost pack died. He had fled when the machinesfirst
came. They scared him like nothing he had ever seen. When
he returned and discovered the machines living in hisvillage,
hewent to visit Atahualpa, his Bastet friend who lived in her
realm near the village, and was horrified to discover what she
had become. He barely escgped her trap and fled to the Caern
of Rain Spirits, where the rest of his tribe lived.

Since the outsider Garou have come, he has felt a little
better. They worry him with their strange and destructive
ways, but they are here to help, aren't they? More than
anything, though, he cannot help but dwell on the loss of his
homeand hisBagtet friend. Ifheisgiventhechanceto saveher,
he would takeit.

Pentex

Pack your bags full of guns and ammunition

Bills fall due for the industrial revolution

Scorch the earthttill the Earth surrenders.

— Midnight Qil, "Mountains of Burma

Pentex doesnot advertiseitsactivitiesinthe Amazon. Ithas
hidden itsown existence inthejungle by staging itsoperations
throughvariouscompanies. Their maincompany intheregion
isknownasthe Deve opersForestry Group. Despitethename,
this company speciadizes in clearcutting large areas. Ostensi-
bly, it isaconglomeration of manufacturers, each speciaizing
in aline of forest management equipment. Bulldozers, chain
saws, and even defoliant chemicds are all marketed. In actu-
dity, itisaPentex holding company, anexcusetopull al their
deforestation schemes into one corporate entity.

TheDFGwonthemajor biddingfromtheBraziliangovern-
ment to clearcut Amazon Basinforestsfor cattlefarming. The
meat fromthe cattle issold to fast food restaurantsall over the
world (and alarge percentage going to OTolley's).

DFG was Elliot Meiche's brain child. In his international
effortstodeforest theworld, theAmazonwould havebeenhis
magj or accomplishment. DFG'sactivitiesweren't secret enough.
The Garou found out. Since the war has broken out, Meiche
has been pulled out of DFG management and Robert Allred
has been given the task of directing the war effort from afar.
DFG isnow, morethan anything dse, afront for Pentex'sFirst
Teams.

Pentex South American Headquartersis located in Rio de
Janeiro. From there, finances and construction were overseen
for the manufacture of the DFG Headquarters near Manaus.
DFGasomaintai nsstoragef acilitiesandwarehousesinM anaus
port.

Among the other companies Pentex operates in theregion
is Harold & Harold Mining, Inc. This international mining
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Pentex Organization

 Badic unit: the First Team (commanded by a Ser-
geant). Avg. 5
Types of Teams. Assault, Ranger, Support
« A Platoon (commanded by a Lieutenant). Avg. 20
Conggsof four Firgt Teams, usualy including two
Assault and one Ranger. HQ platoons have one Assault
and two Support.
» A Company (commanded by a Captain). Avg. 80
Congdts of four platoons.
« A Battdion (commanded by a Colond). Avg. 160
Conggs of an HQ and 2 companies

company is tearing apart the Andes in search of precious
metasand gems. They areaded in their effortsby burrowing
Black Spird Dancers. The war has caused Pentex to place a
platoon of First Teamsnear their Andean operationsto protect
them from Garou assaullts.

Magadon, Inc. has a laboratory in the Amazon. Their
officia storyisthatthey areresearchingtherareplantlifeof the
Amazon and searching for cures to humankind's deadliest
disseses They are actually digging up the plants to discover
deadly new toxinsand addictivedrugs. Their |aboratory isaso
guarded by First Teams.

‘_.
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Rainbow, Inc. is ds0 involved in the Amazon, athough
they are now headquartered in Rio. They no longer own a
factory intheregion. Instead, individual nativesspendtheyear
collecting rubber from the trees, rolling them into large bdls,
taking them down river to Manaus and sdling them to
Rainbow. Thecompany'smaineffortsarecurrentlyinindone-
s g, athough the company began when Pentex bought out the
holdings of aManaus rubber baron.

Promotion

Besdes thenormal promises of power and revenge ontheir
enemies, onething drives the First Teams of the Amazon: the
chance of promotion. Promotion dlows a First Teamer not
only the chance to boss around those of lesser rank, but dso a
two-week vacation in Rio. The chance to get away from the
war for even two weeks has Firgt Teamers fighting among
themsalves for that valued promotion.

Three things are judged when considering a soldier for
promotion: kills, cunning and corruption. Thenumber of kills
they have to their name is very important. They prove the
valor of the First Teamer, or at least his sheer insanity. Garou
killsare valued highly. Cunning is another trait which iswell
rewarded, although harder tojudge. Those First Teamerswho
have devised unique or ingenious methods of ambushing or
foolingtheGarou are considered to have meritorious cunning.
Findly, corruptionisconsdered. Theamount of damageaFirst
Teamer has done to the rain forest is talied and rewards are
given for extreme destruction, epecidly if toxic waste was
involved.

Promotionismeasured inmilitary ranks: private, corpord,
sergeant, and so on. The highest promotion is from magjor to
executive. The soldier haseffectively been given anexecutive
positionwiththe company, acushy officejobwithhighsdary
and retirement plan. This is the dream of most fomori. Few
achieveit. The carrot isdangled before the soldier's nose. The
Pentex executives do not like giving office jobs to uncouth
warriors.

Barnaby Shadrack, Chief
Regional Officer ("Crow")

Attributes Strength 3, Dexterity 2, Stamina2, Charisma4,
Manipulation 5, Appearance 4, Perception 3, Intelligence 5,
Wits4

Abilities. Alertness2, Dodge2, Expression4, Intimidation5,
Subterfuge5, Drive 2, Etiquette 4, Firearms4, Leadership 5,
Computer 3, Investigation 2, Law 3, Linguigtics (Spanish,
Portuguese) 2, Occult 1, Politics 4, Science 3

Backgrounds Resources 5, Mentor 4 (Robert Allred),
Contects 5, Allies 5

Powers. Immunity to Delirium



Rage 0, Gnosis 1, Willpower 10

Equipment: Mini-Uzi submachine gun with three dips of
slver bullets.

Image A tdl, thin, cdean shaven man with perfectly
groomed black hair. His eyes are sted-gray and his glare is
intense. He never blinks when talking to others. Never. He
wearsafinesuit, whatever isinfashiona themoment, andhas
aRolex. Hedwayshasabriefcase with him and hidesan Uzi
inside it.

Roaleplaying Notes Y ou wonder why other people have a
hardtimekeepingtheir codl. Y ou have notroublewhatsoever
inkeeping your emationsbottled up. Y ou know that to show
any kind of emotion— other than what you want to show, of
course— isthe ultimate sign of weskness.

Background: Joseph Sheldan was one of the most feared
corporate raiders on Wall Street before he took a high-
poweredjobwith EndronQil. Thetragicaccident that took his
lifeonadeep-seaderrick waswell-publicized. Thus, Josephwas
put torest and Barnaby wasbom, awhole new identity for the
hot-shot Pentex executive. Joseph... er, Barnaby, didn't careif
hispubliclifewasgone. Theraw power of hisnew positionwas
enough to occupy him.

When his good friend and mentor, Robert Allred, moved
him down to the Amazon to clean up one of Elliot Meiche's
mistakes, he knew he was on a stepping stone to the Board.
Barnaby knows his job and his future is riding on his perfor-
mancehere, sohesnot about tolet abunch of furry animalson
twolegsgetintheway. No, theGarouwill s mply havetostep
asdefor hisinterests. Of course, Barnaby knewthey wouldn't,
and that just gave him achanceto show agood kill ratioto his
superiors. Why theratio isn't asgood as expected isbeginning
to trouble him.

Regional Board

Catherine Shodgrass Catherine (Ms. Snhodgrass to you)
has never taken any **** from anyone. She was practically
born to her present job. Quick and decisive decisions are her
forte. She had been the president of a shipping company, and
when the company was bought out by Pentex Inc., shedecided
not to take her lay-off sitting down. She marched into the
Headquarters and demanded to see "who's in charge” The
security guard smiled and led the way. All those stairs down
were odd (the basement was deep...) She figured the top man
wasdown here looking over the operations. The guard assured
her that it was but aminor malfunction when the lights went
out, and heturned on hisflashlight for her. Thensheheard the
growling, like a mad dog waiting in the darkness. She knew
shed been fooled, but she didn't run. She charged. She
knocked the guard over and into something moving. He
screamed as he was torn to pieces. Again, she didn't run.
Instead, she legped onto the beast and fought it to the ground.
Those years of sdf-defense training came in handy, and her
attitude gave her an edge. The monster didn't stand a chance.

Findly, thebeast quit struggling. Shecould hear himtalking
ashisvoicewas muffled inthefloor: "C'mon, lady, get offame.”
Shejumped off in surprise. Therewas now just amanthere, a
rather hairy guy. Hewalked her back upstairs, explainingthat
he was a werewolf and that he liked her style. Soon she was
recommended for a postion in Pentex by a Black Spira
Dancer.

Overthenextfiveyears, sheroseintheranksandwasfinally
granted ahigh-level positionintheRiooffice. Thewar actualy
thrills her, and she is convinced Pentex will win here easily.
Catherine tends to dominate the board meetings.

Robert C. Barnacre Robert, while no stranger to the
corporateworld, isstill alittleunsure of hispresent employers.
They aredl awfully odd, what with somechangingintowolves
whileothersroutinely lesk pusfromtheirjoints. It'senoughto
give most people a nervous breakdown. Robert istoo profes-
siond for that. Hedoeshisjob and doesit well. That'swhy he's
where he is today in atop-level executive position. Sure, he
knows that just about everything hiscompany doesisillegd,
but headso knowsall thewaysaroundthat. Hdll, doesn't every
company bend therules alittle?

What Robert hasn't redlized isthat the company isannoyed
with him for not doing moretofit in. Robert hasbeen singled
out for some mysterious purpose by Lethargg, the Urge of
Apathy. No one dares disturb him.

Bethany Kiker: Bethany is the poiled daughter of James
Kiker, member of the Pentex Board of Directors. She knows
nothing about being an executive and doen't care. She
demanded that daddy get her ajob inRio, and so hedid. She
comes to dl the board meetings but doent redly listen to
what'sgoing on there. Shestoo busy thinking about shopping.
She's well aware of the disgusting monsters who work for
"daddy's company,” but she's seen them in the movies before,
so they must be red. She's sure every company has secret
monsters working for them.
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Sdlazar Eudtis: Sadlazar used to beastandup comedian, but
hewasamiserablefailure. Hejustwasn't funny. Becauseof his
addiction to gambling, he owed alot of people alot of money,
and they wanted it right away. Sdazar fled to South America
and eventually became aforeman at Harold & Harold Mining
Company's operation in the Andes. He got quite a reputation
as acrud taskmagter. Then one day, he got drunk and wan-
dered intothe minesat night. Hehad never met the mysterious
night shiftwhodidahdl of alot of digging at night. Hethought
held just go say "hi" to them. They weren't pleased to see him.

Theonly thing that saved Salazar fromdeath at the claws of
the Black Spirds was his bad jokes. As they toyed with him,
cutting him a little here and there, he went a bit nuts and
gtarted spouting his club act. In minutes, he had the Black
Spirdsrolling in thedirt, clutching their somachs and dmost
choking on their own laughter.

Thisdebaclequickly brought him to the attention of Robert
Allred. Allred, lways on the lookout for someone who could
control the mad Garou, promoted Salazar to the Regiona
Boardonalark. Salazar hasdonesurprisinglywell, andanytime
another board member threatensto screw him over, heinvites
hisBlack Spiral buddiestotheboardroomfor afew laughs. The
board members shut up awful quick.

Dean Herburger: Dean was the premiere sadlesman for a
high-priced L.A. advertising firm until he went to that weird
party and took those strange drugs. Thenext thingheknew, he
wasinastate hospital with the blood of 10 peopleon hishands.
Hewasgoingtofry inthechair as soon asthe doctorsdeclared

him "sane"" But Herburger was considered avaluable asst to
Pentex, so the underpaid doctors were given handsome sums
tolock Herburger up inamaximum security loony binfor life.
Of course, Herberger isnot in hiscell, he's now in Rio sitting
ontheRegiona Board. He'sstill got avery goodfed for sdling,
too. Hecan easily convince the other board membersto see his
way on mog things... except when he has those flashbacks...

Deborah Garcia: Deborah ran away from home at 16 and
came to Rio. It was such a beautiful city and her life was
wondrousfor atime. Itwasall onebig party until theonenight
shegot drunk inthewrong part of town. Her date dumped her
near the poor shantytowns. She was a bit scared, for she had
never seen this side of Rio. Poor people stared out of tin shacks
at her as she stumbled past. But nothing could happen to her
— thiswas till Rio, right?

The Seeder Bane hunting in the shantytown came across
her and knew it had found aprize. Shewasdragged screaming
into the Umbra and experienced the torture of anew birth—
as a fomor. When the Bane spat her back into the physica
world, shewascrazed and enraged. By thetimethe Pentex First
Team finally arrived to retrieve her, she had killed eight
children. They took her back to Pentex Headquarters and
trained her in her new role asafomor. She exhibited amazing
command abilities akin to the vampires domination powers.

Sherose in the ranks quickly, and Pentex discovered that
her powers of command could come in handy in an executive
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position, so she was promoted to the Regiona Board. Intimes
of dress, sherevertsback tothepersonality of a 16 year oldgirl.

Samud Jehosaphat Linedecker: Samuel began his career
a Pentex as nothing more than a janitor. Responding to a
temp assignment, hearrived at the Toronto HQ and wasgiven
the task of waxing the basement laboratory floors. Pentex was
careless. Samud did not have a security dearance for that
level. The guards let him in, simply assuming that he was
cleared. The Banesdon't assumeanything. Samuel wasdiscov-
ered by the guards later. They tried everything, but even
high-powered stomach pumpscould not get that "thing" out of
him.

The horrible "thing", ChemBatch #373 to be exact, got to
be good friends with its new hogt. It told its host many
things.. .gpecid things.. .secret things about the Toronto ex-
ecutives. Samue was not above bribery, and soon he had
landed a cushy job as an executive on aregiona board— in
Rio! Findly, avacation.

They hadn't tol dhim about thewar and thedanger of Garou
guerrilla atacks. ChemBatch #373 knows nothing about
being an executive, so Samuel has to pretend that he knows
what he's doing most of the time. He hopes the others don't
catch on.

Elap Ylliw,"Misses-Reveille",First Team
Leader

Breed: Homid

Auspice: Galliard

Tribe Black Spird Dancers

Attributes Strength 2, Dexterity 3, Stamina 2, .Charisma3,
Manipulation 4, Appearance 2, Perception 3, Intelligence 2,
Wits 4

Abilities. Alertness 3, Athletics 2, Brawl 3, Dodge 3,
Intimidation 2, Primal-Urge3, Firearms3, Melee 2, Stealth 3,
Survivd 2, Enigmas 3

Backgrounds Allies4 (Hell'sHand Hive), Past Life 3

Gifts: Smell of Man, Call of theWyld, Shroud, Staredown,
Ears of the Ba, Foaming Fury

Rage5, Gnosis 3, Willpower 5

MeritsgFlaws Dark Secret (seebelow)

Rank: 3

Renown: Power 15,000, Cunning 11,000, Infamy 25,000

Rites none

Fetishes The Black Pistol (Level 6, Gnosis 8; this is a
standardissue, old USarmy .45 Colt automatic, painted black.
It takes normal load ammunition, but.. .doesrfu'ngsto these
bullets. Once a bullet passes down the barrel of this baby, it
won't stop going until it tastes blood. All attack and damage
DicePoadlsarenormal, but thebulletwill keepflyingaroundits
targetuntil it hitsorisdestroyed. Theowner of thisguncanfire
hisfull dip and not hit once. The bullets will kegp swarming
around their target until they hit. Keep making attack rollsfor
eaech bullet every round until every bullet hits. Thebulletscan
befooled, but exactly how isup to the Storyteller).

Image: InHomidform, Elapislanky andthinwithlongred
hair. He has an unnerving smile and glare. Theré's madnessin
thoseeyes. InLupus, heisareddishwolf withthesameill glare.

RoleplayingNotes Y ou areaquiet person. To say anything
may give your secret away. They must not know your secret.
Until it is reveded, be very cagey around snoops and nosy
superiors.

Background: Elap had hisfirst Change at the age of nine.
Before he could tdl anyone, the Black Spirds came and
kidnapped him from his parent's Irish farm and took him by
boat to their dread caern in Scotland. Elap remembers very
little of his Rite of Passage and successivelife. When hefinally
returned to some semblance of sanity, he found that hewas an
honored and respected Black Spira Dancer. He did not know
why. He could remember nothing.

He has pieced together some facts from hearsay. Elap was
privy to some very specid lorefromthe Wyrm itself. No one
knowswhat this secret is, but they dl want to be hisfriend for
when herevedsit. A lot of young Spirdshavekissed uptohim
in hopes of his favor. He knows that when they find out he
forgot, they'll tear himto pieces. Hehideshisignorancearound
others, desperately afraid of what will happen to him.

To get away from prying ears, he joined Pentex for their
Amazon War. This only made things worse. Other Garou
rushed down to the Hell's Hand Hive, sure that the secret
would be reveded in the War. He's trying now to get sent on
amission tokeep himwell away fromany other Black Spirals.

Pentex HQ Personnel

Charley Riley (Chief Engineer): Riley is an expert engi-
neer, adept at designing functiona facilitiesthat maximizethe
amount of waste to dump. He is adevout and dmost religious
servant of those Magljin Incama who regulate the Elemental
Wyrms. He does not know it yet, but he has a horrid disease
whichiseating him away frominside. Thisdiseasecanonly be
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detected on the Umbra, and thus has not been discovered. It
isdready too latefor acure, andwhenRiley findsout about it,
hewill probably freak out and attempt to destroy hisfactory in
vengeance. How could his patrons have dlowed this? He does
not realize that this diseese isthe reward for hisloyalty.

Doctor George Bernard (Head Scientist): Director of the
loca Project lliad. Bernard's life's work isto create breeds of
fomori that share the same characteristicsfrom parent to child.
Bernardisjubilant over thewar, aperfect chancefor himtotry
out new fomori breeds. The congtant casudtiesinthewar have
causd his superiors to give him carte blanche in his experi-
ments. All the First Teamsfear him, living in terror of being
summoned to his labs for "reconfiguring”. Bernard is con-
gantly trying to improve on past cregtions.

He has hordes of Banes to makes dedls with. He promises
them apermanent materid forminreturnfor allowinghimto
alter their natures. He is continudly attempting to cregte the
perfect mix of Wyrm and human.

Bernard'spartner, Dr. Elise Bornman, the director of Project
Odyssey, iscurrently stationed in Rio. From there, sheisable
to track potential psychicsfor recruitment.

Md Westerburg (Foreman): Md isaregular kind of guy
except for hislliad atered muscleswhichgivehimthestrength
to lift sed girders as if they were paperweights. He is afair
foreman, but somewhat racis to the locd natives who have
been conscripted into service. He does not like it when other
officiasgivehiscrew ordersandwill sdewithhismenover the
"suits' in any dispute. His loydty to Pentex as a whole,
however, isunquestioned. Hebelieveshisretirement planwill
alow him to go to Hollywood with his musdes and become a
gtar. He does not redlize that Pentex will never dlow him to
leave the company.

Atahualpa, "Blood of the Incas' - Corrupt
Bagtet

Tribe Badam

Breed: Feine

Attributes Strength 3, Dexterity 5, Samina4, Charisma 2,
Manipulation 4, Appearance 3, Perception 4, Intelligence 2,
Wits 3

Abilities. Alertness 4, Athletics 4, Brawl 4, Dodge 5,
Intimidation 4, Primal-Urge 5, Subterfuge 2, Anima Ken 2,
Etiquette 1, Stedth 5, Survival 4, AreaK nowledge3, Enigmas2,
Linguigtics(English, nativeY anomami) 2, Medicine2, Occult 2,
Ritualsl

Backgrounds Pride 3 (corrupt Jaguars), Den Realm 2 (9
sguare miles, Gauntlet 6)

Gifts: Heightened Senses, Razor Claws, Catfeet, Eyesofthe
Cat, Sense of the Prey, Cdl the Pride

Fomori Powers Lashing Tail, Roar of the Wyrm

Rage 9, Gnoss4, Willpower 6

Rank: 3

Rites. Tdisman Dedication

Fetishes: Dragon's|chor (3 applications), Soul Ruby (gives
the following: Science 2, Black Spirdl Sign Language 2,
Computer 1)

Image Atahudpaappears to beavery sck jaguar. Her fur
isfalling out in patches and she has an incessant cough. These
aredll effectsfromtheBanewhichinhabitsher body. InHomid
form, she is from an amogt extinct Incan blood line. She
appears as alocad native with very pure bred-features and is
twenty five years old.

Roleplaying Notes: Pace about often. You areajaguarina
cage. Y our own home has become your hell. That'swhat you
got for staying todefend it. Y ou now fight the Banewithinyou
to control your actions. Snarl and growl to the unjust skies.

Background: AtahualpasDenRealmisintheUmbraright
where Pentex decided to build itsheadquarters. Shetriedwith
all her might, but could not stop them. Her relmisnow ahome
to Banes, which have possessad Atahudpa and her pride. She
isdesperatefor escgpe, but most days she cannot remember her
real identity and her place in Gaids plan. The Baneiswinning
possesson of her.

She knows only one way out now: to attack as many Garou
as she can. Atahual pa hopes they arefierce enough to kill her
and give her peace. The cursed Banewill not allow this. It has
asdf-preservation motive and has caused her to run wounded
from two battles. Sheismustering dl her will for thenext fight
to ensure that she dies on that field.

The Balam

Theweregjaguars are usually very individuaistic creatures,
gtaking out their own territories (the Den-Redms) and keep-
ing away unwanted intruders. The war has caused many of
them to come together and formulate afighting force of their
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own, or a least a method by which they can work together.
Black Claw, one of the highest ranking among them, has been
chosen astheir war leader. In hisrealm four other Balam are
following hislead in thewar.

Throughout the whole Amazon Basin there are about 22
Bdam, but they are separated from each other and tend to
ignore the war, except where it impinges on their borders.

Black Claw

Tribe Baam

Bread: Feline

Attributes Strength 5, Dexterity 4, Stamina4, Charisma3,
Manipulation 2, Appearance 2, Perception 4, Intelligence 5,
Wits4

Abilities Alertness 5, Athletics 4, Brawl 5, Dodge 5,
Intimidation 5, Primal-Urge 3, Anima Ken 3, Stedlth 4,
Survival 3, AreaKnowledge4, Enigmas 2, Rituals3

Backgrounds Pride 5 (Jaguars), Kinfolk 2 (Y anomami
natives), Den Readdm 3 (27 square miles, Gauntlet 8)

Gifts: Heightened Senses, Razor Claws, SenseWyrm, Eyes
oftheCat, Eerie Eyes, Cdll the Pride, Shriek, TracklessWaste,
Attunement, Walking Between Worlds, Song of the Great
Beadt (Black Claw can summon a Hoplophaneus, or a saber-
toothtiger. Thiscreatureishugeandvicious, statsarel efttothe
Storyteller)

Rage 8, Gnosis 3, Willpower 7

Rank: 5

Rites: Taghairm Rite, Rite of Fealty, Badger's Burrow

Fetishes Skin of the Toad (Levd 4, Gnoss 5; thisis the
shedded skin of agiant poisonoustoad. Black Claw will pull it
from hispouch, wrap it about hishand over agrassglove, and
then rake hisfoewith his other claw. After he has opened a
wound, he will touch this glove to it, thus introducing the
poisonintohisfoe'sbody. Thevictimmust makeaStaminaroll
againg adifficulty of 8 or losethree Health Level sper touch).

Image Black Claw isvery large and muscular inall forms
from human to jaguar. His Homid form appears to be a
Y anomami and he aso wears the garb of thistribe.

RoleplayingNotes Y ouareasterncat. Unlikeyourfellows,
you don' like to play with the others often. Y ou are too angry
andwould tear them to pieces. No, you must reserve your rage
for the invaders, both Pentex and Garou. Y ou will not spesk to
any werewolves except a native Garou or an acknowledged
leader of et least pack leader Satus.

Background: Black Claw has aways been arespected cat,
for he good up againgt the homids long ago. The rest of the
Balam thought there was little to fear from the gpes. Now he
is bitter at the loses in battle. The Baam's overconfidence is
affecting their strategy. Those Badam who have sworn obei-
sance to him through the Rite of Fealty must follow his orders
explicitly or they will be thrown from hisrealm.

He is enraged at Golgal's arrogance and imperiaism. If it
were not for Golgoal, infact, the Garou might have dlied with
Black Clawlongago. Now they suffer Black Claw'sraids, forhe
will not rest until al outsiders are thrust from the jungle.

TheMokole

The Mokole are trying to remain noncombatants in the
war, but encroachment into their nests has caused afew to go
on the rampage. A few First Teams have disgppeared in the
jungle, never to be seen again. They are the victims of
marauding werecrocodiles and cannot compete againgt the
Mokol€e's superior knowledge of the jungle.

The Mokole are somewhat confused about the issues in-
volved inthewar. They redizethat Pentex isvery bad, but dl
of them have a deep-seeted fear and hatred of the Garou. The
wisest amongthem, Nyi (seePlayersGuide), isconsderingan
dliancewith Garou, but isunsure how to approach them. She
is hoping they will approach the Mokol€ firgt.

There are about 33 Mokole in the entire Amazon Basin,
gathered into seven family groups. Nyi's family resides in
Grrrash tak'nyrrr. It condgs of four adults and two new
hatchlings, including theyoungadult Song-Of-Y ounger-Days.

Song-Of-Younger-Days

Bread: Suchid

Agpect: The Rising Sun, "Strike"

Attributes Strength 4, Dexterity 3, Stamina4, Charisma 1,
Manipulation 1, Appearance 2, Perception 3, Intelligence 2,
Wits 4

Abilities: Alertness 2, Athletics 4, Brawl 4, Dodge 3,
Expression 2, Intimidation 4, Primal-Urge 3, Animal Ken 2,
Stedth 1, Survival 3, Medicine 2, Occult 1

Backgrounds Mnesis 2, Kinfolk (crocodiles) 2

Gifts: Below, Heightened Senses Razor Claws

Rege 7, Gnosis 4, Willpower 4

Rank: 1

Archid Characterigics Terrible Claws (on feet), Bipedd
Waking, Great Speed (add five to Dexterity for movement)
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Special: +1 Initiative

Fetishes none

Image: InArchidform, Song-Of-Y ounger-Daysappearsas
asevenfoot tall Veociraptor. In Homid form, helookslike a
Native Indian. In Suchid, heisanormal looking river reptile.

Raleplaying Notes: Y ou are awatchful and quick-witted
guardian of the nest. Y ou don't spesk much. Words are not
important to you. Y ou can communicate well enough witha
sharp-toothed grin or adash of your claws.

Background: Song-Of-Y ounger-Daysistheyoungest adult
inhisfamily group at Grrrashtak'nyrrr, but heiscertainly the
most energetic. While the rest wish towallow inthe mud, he
wantstohunt. Hehasd ready caught many apeswanderingtoo
dose to the nest. They were srange gpes who stank of
corruption and darkness. They tasted bad.

Nyi has asked Song-Of-Y ounger-Days not to attack any
Garouwho comenear in casethey want to makefriends. Song-
Of-Y ounger-Dayswill neverdisobey Nyi,buthehasneverseen
aGarou before. He understandswhat awolf lookslikeand will
leavethemaone; but hewill attack any human shapehefinds,
even aGarou in Homid form.

Animals

There are many unique animalsliving in the Amazon Rain
Forest. The sheer amount of diversity inevenasmall regionis
unbelievable. Bdow are a few animas that can provide a
danger to others. Dice-rolling combat encounters can be built
around these. The Storyteller should aso keep in mind that
specific animas might be chosen by the Wyrm to do its
bidding. Theseinfected creatureswouldhavealtered or greater
datigtics.

All animashaveaminimum Surviva 2 and Primal-Urge 2.

Anaconda

Attributes Strength 3, Dexterity 1, StaminaZ2, Perception 2

Abilities: Athletics 3, Brawl 2, Intimidation 3, Stealth 3

Attacks Condriction attack: once a successful overbear
has been done, the Anaconda can squeezefor Str + 2 damage.
Bite: damage is based on Strength.

Hesalth Levels 0/-2/-5

These snakes can grow to 25 feet in length. They are not
venomous, they instead condtrict their prey, squeezing small
animals and hirds to death. They are members of the boa
family, and live either intreesor rivers.

Jaguar

Attributes Strength 3, Dexterity 4, Stamina2, Perception 2

Abilities: Athletics 4, Brawl 4, Dodge 2, Intimidation 2,
Stedth 2

Attacks. Rake: Strength + 2. Bite Strength +2.

Hedlth Levds normal

Supreme hunters, jaguars are spotted big cats. They hunt
from trees, which means they drop down on prey in surprise
atacks. While they are residents of the rain forests, jaguars
range asfar north as Mexico and even Texas. Many Amazo-
nian jaguarsare Kinfolk tothe Bamwergaguars.

Crocodiles

Attributes Strength 3, Dexterity 2, Stamina3, Perception 1

Abilities. (normal/in water) Athletics 2/3, Brawl 2/3,
Dodge 1/2, Intimidation 4

Attacks: Bite: Strength + 3 (yikes!). Tail thrash: Strength
as damage (difficulty 7).

Health Levels normal

Armor: Onedie.

These |eftoversfrom the Cretaceous period are scary look-
ing creatures, but are rather tame unless they are hungry or
threatened. In combat, they are not the duggish reptilesmost
people believe them to be: they are surprisingly fast. Many
Amazonian crocs are Kinfolk to the Mokole.

Electric E€

Attributes: Strength 1, Dexterity 2, Staminal, Perception 1

Abilities Athletics 2, Dodge 3

Health Levels-2/-3/-5

Attacks Electricdischarge (600 voltsupto 25 yardsaway;
only inwater): roll Stamina + Athletics, difficulty 6. Anyone
inthewater must then try to soak the number of successss; if
any damage gets through then the victim takes one point of
aggravated damage, regardiess of how much damage actualy
got past the soak.

Electric Eels will use their eectric discharge to stun prey
while hunting; a Garou may be affected by this accidentdly.
Eels can, however, become territorial and feel the need to
defend aparticular area.
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The electric ed can be found in till waters in many of the
rivers of the Amazon Basin. It looks like a verticaly flat
combination between a snake and afish.

Piranha

Attributes: Strength 1, Dexterity 2, Stamina 1, Perception 1
Abilities: Athletics 3, Brawl 2, Dodge 4

Attacks Bite: Strength +1, but the victim's sogk roll
difficulty israised by one due to the number of bites.

HealthLevels 0/0/-2/-3/-4/-5

Thegatisticshere arefor aswarm of piranha (generdly five
to ten; add one dot per ten extra piranha that join the fray).
Theseviciousfish are attracted by any movement inthe water:
a thrashing swimmer will summon swarms of them.
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ThePack

Packsmay contain autocrats, petulant individuals, or even
cretins, and the personalities involved may make one pack more
Prussianandaustereinitsorganizationthananother.

— Barry Lopez, Of Wolves and Men

The player characters, inwar or during peacetime, are part
of apack. Pack cohesion and identity are different in awar.
Warriorsarenotjustagroup, they arearigidly definedmilitary
unit. Thepack must be abletofunctionasone. Pack members
must protect and watch out for each other.

Pack dominance roles are intengified, and these roles are
reinforced by harshpendltiesfor disobedience. Eachpack must
have a clearly defined leader whose commands are obeyed
without question during battle. He may be chdlenged later
backincamp, butonthefield, dl Garoumustfall inline. Doing
otherwisewill not only kill theindividud, but the pack aswell.

The Storytdler should demondtrate the importance of this
by examples of non-player character packs. It's afine line to
walk: balancing the individuality required for creative
roleplayingwith therigid patternsimposad by dominance law.
Thisisredly no different than roleplaying any other game of
war: soldiers aways have commanders who in turn have
CXDmmanders above them. Orders will often conflict with the
desires of the heroes, but that's where dramatic conflict lies
TheAmazonWar isafractiouswar. Warriorsaretornbetween
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pack loydty and the rage of individuality. The drama and
legends of the war are created from this mix of emations.

Multi-Tribal Packs

Multi-tribal packs in the Amazon are not unusua. Most
tribes send their favored packs down to fight, but as pack
membersdie, they must bereplacedby whoever canfill thegap.
Usudly, this is a member of another tribe who has logt his
entire pack to thewar. Over the period of the war, the origind,
"pure" tribal packshave become conglomerates of many tribes.

This has added to the cohesion necessary for the Garou to
operate in thewar. Inter-tribal conflict, origindly a problem,
has lessened due to the mix of tribesfighting Sde-by-sdewith
each other onaregularbass A pack withaSilver Fang, aSilent
Strider, an Uktena, a Black Fury and even a Bone Gnawer
would not be unusual.

Pack Names

All packs need names to identify themsealves. Inthe Ama:
zonWar, packsviewith each other for glory. They livetohowl
their pack names around the fires of a moot. Missons are
assigned to packs, not individuds. Thus, a pack's name is a
major part of any story inthe Amazon conflict. Encouragethe
players to get together and name themselves.
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Travel Times

When Garou packs travel inthe rain forest, they must
choose one among them to lead the way. Thislead charac-
ter will make the travel rolls listed below once per day.

By Land:

Garou in Homid - Crinos form roll Inteligence +
Surviva againg asix difficulty. Fivemilesaretravelledfor
every successon theroll. Those in Hispo formroll against
afivedifficulty, while thosein Lupusroll against afour.
Natives to the region roll againgt afour difficulty in dl
forms. A botch on the roll means the pack is lost.

If a character has Area Knowledge: Amazon, she may
know some short cuts. Add the Area Knowledge score to
the Dice Pool for the roll.

By River:

Garou must have a rudimentary skill with boating to
takethisroute. Rall Intelligence + Athletics against asix
difficulty. 10 miles are traveled for every success on the
roll. A Garou must be in Homid - Crinos to steer the bot,
athough the Crinosform may be too heavy for fast travel,
cutting down on the number of successes for the roll. A
botch means the boat is caught in an eddy, and the pack
must spend the whole day getting it out.

By Umbra:

If aGarou is non-native to the region and is not dlied
withaloca totem, shemust makeaWits+ Enigmasrall to
successfully travel the Umbra without getting lost. The
difficulty isgeneraly six, but this can be higher or lower
depending on familiarity with the immediate area. The
number of miles travelled per success is up to the Story-
teller; great distances can be traversed quickly at times,
whilewalking the length of acity block cantake afull day
a other times. If the Storytdler needs to get characters a
great distancequickly, hecan dlowthem upto 20 milesper
SLCCESS

A native or a loca totem-aly can rall Intelligence +
Survival ingtead against afive difficulty. The number of
miles travelled per success is usudly five, but this can
increase as noted above.

Sories

Thereweregreat complexesof stories, somethat, strung together,
could be weeks in the telling. Other stories were told only once ina
person's lifetime.

— Barry Lopez, Giving Birth To Thunder, Seeping
With His Daughter

Below are somestory ideas, springboardsfor theadventures
that are to be had in the Amazon. These brief encounters are
followed by a short adventure cdled "Rio by Night" and the
full-length adventure"In Dreamsand Nightmares." Inthislast
section, the pack must raceto prevent Pentex from destroying
the logt city of El Dorado. They be infor a surprise when they

encounter a famous Garou enemy: Samue Haight, "The
Skinner."

Using The Ghost Raptors

Occasiondly, the players will get in over their heads. The
Ghost Raptors (see Chapter Three) make an excdlent plot
device if this happens. Since the Balam continually report
Garou activity to the Ghost Raptors, they may be derted to
your characters fate if they are in trouble.

There are other posshle stories involving the Raptors:

A Battle Master may decideit istimeto ded withthe Ghost
Raptorsonce and for all and send thepack after them. Thiswill
involve an "Apocaypse Now" sort of story where the players
must penetrate the degpest parts of the jungle, skirting the
Mokole and the Baam and attempting to locate the secret
domain of the Raptors.

Oneof your packmates(or evenoneof your BattleMasters)
may be aGhost Raptor in disguise waitingfor the opportunity
toeither recruittheplayersor prevent themfrom makingmore
fetishes and further damaging the spiritua environment.

TheGhost Raptorsareeverywhere, but it ispossiblethat the
players may accidentaly stumble into one of their secret
caches of supplies, especialy when they need them most.

Y our pack might get asked to jointhe Raptors if they begin
toshow aconcernfor theamount of destructioninthe Amazon
because of Garou violence. They will only be accepted if they
have proved themsalvesto be good warriors. Thiswould bean
interesting Chronicle: being part of an elite force that is
independent of both the Garou and Pentex.

Recon Missions

DayRecon

The pack is sent to investigate anearby indigenous village
where Pentex activity issuspected. Upon arrival at thevillage,
the Garou will find the villagers quite helpful and friendly.
They will offerfood and show theGarouanearby clear-cut site
that has been abandoned for severa weeks The sitebearsthe
faint echo of Wyrm taint, but the taint is long gone.

After the investigation of the site, the villagers will offer the
pack aplace to stay for the night. If they accept, the horror
begins. Assoon asthe sky isdark and the moon rides abovethe
horizon, Banesdescend onthevillage and possessthevillagers,
causing themto attack the Garou and attempt to subdue them.

Shortly after the Bane-infected villagers attack, a Pentex
First Team will move in. Their objective is to take the pack
divein order to gain information regarding the Garou's base
camp. Theplayers actions could very well affect the outcome
of the war...

Night Recon

The pack issent by their eldersto carry out areconnaissance
mission on a new Pentex camp in order to prepare for afull-
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scae assault. The camp islocated further into thejungle than
Headquarters, and Pentex istrying to keep it a secret.

The outer defenses of the camp condst of roving patrols,
watch Banes and various dectronic detection devices. The
pack, after dipping through, will get its first glimpse of the
camp.

Nothing at the camp appearsout of the ordinary for Pentex.
There is a stockpile of military hardware that reeks of the
Wyrm. While the entire camp is strongly tainted, the central
tent, amassive congtruct, isthefocusfor agreater taint.

In the Umbra, the central tent is surrounded by awhirling
dance of Banes. If the pack manages to penetrate far enough
into the camp to actually view the indde of the tent, they will
discover the camp's horrible secret. A massve, meta pit
surrounded by technological devices tended by people in
protective uniforms. Contained within is a massive
Thunderwyrm. Pentex has outfitted the beast with a control
devicethey believe will allow them to direct the creature as
they will. They intend to use it in an attack on the Garou.

If the pack can get the device, they can perhaps contral the
Thunderwyrm to wreak havoc on the Pentex base. Good
luck...

Thunderwyrm: Str6, Dx 2, a6, Per 3, Int 1, Wits2, Athl 3,
Brwl3

Attacks: Body Sam, Punch or Bite

Hedlth Levds OK/OK/OK/-I/4/4]-2/-2/-3/-3/-4]-4/-5/-
5/Incapacitated

Thisthingis25feetlong, ugly and pissed of f about beingtold
what to do.

Recon Encounter

On aroutine patrol in the areanear the Garou's camp, the
pack happensacrossasmall, abnoxioudy friendly monkey that
chatters loudly and follows them around. Sense Wyrm will
show thecreaturetobeWyrm-tainted. If attacked, it will flee,
tryingtolead the group into aPentex ambush. If not attacked,
itwill merely observe the pack's movements and report their
patrol pattern. This creature is one of severd that Pentex is
sending out to spy on the Garou in preparation for the big
assault on the Garou's base camp.

Search and Destroy Missions
The Rogue Pit

The pack isordered to secure asection of junglethat Pentex
has begun to exploit. The Garou eders believe that Pentex
forces have not yet fully dug in and that the mgority of the
Pentex forces are mere humans who can be quickly driven
away before a Firgt Team arrives. Such is not the case The
groupwill betracked and ambushed enrouteby anequivaent
pack of Black Spird Dancers. This ambush will appear to be
totally unrelated to the mission, instead seeming to be mere

happenstance.
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If the pack is not deterred by the Black Spirds, they will
arrive a the Pentex base to discover that the "mere humans'
are actually another pack of Black Spiras posing as Pentex
grunts. The Black Spiralsintend to despoil the areawithtoxins
and create another Fit. They are led by a powerful Theurge
who knows the Ritual of Caern Building. The areathey have
moved into isvirginjungle.

This move by the Black Spirds is not condoned by Pentex.
The Black Spirdswant to create their own base of operations
away from the Pentex base in order to creste a second front.
Pentex does not approve of this splitting offerees and neither
do the elders of the Hell's Hand Hive. Nonethdless, this Pit of
Black Spird corruption must be investigated and eiminated
before the base is established.

Unearthed Remains

ThePentex crewsarevery excited about sometypeof buried
treasurethey located. Itisuptothepack togoin, find out what
thistreasureis and dedl withit. The characterswill be advised
that thereisextensvesecurity, and astealthy night infiltration
will be recommended.

Upon arrival at the sight, the pack findsfar less security in
the area than was anticipated. The pogs appear to be aban-
doned. If they continue to investigate, they will find the
excavation sght where Pentex was working, aswell as what
looks like a deeply buried tunnel.
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Going into thetunnel revealsaseries of roomswith various
treasures, mostly works of art dating back over a thousand
years. In the next chamber they find dead Pentex personnel
scattered about, most of them broken like dolls. After ashort
while, the pack hears shooting from further into the tunndl.

Asthey arriveinthelast room, they find thetrue "tressure”
Pentex was after. Standing in the middle of the room, waiting
for thepack, isanancient vampire thecompany hasunearthed
and awakened. She holds in her hands an assault rifle she has
just discovered how to use.

Killing thevampireisnot theonly possbleoutcometo this
encounter...

Hding the Traitor

A Garou warrior has decided it means more to win than to
gtand up for acause. Tothat end, thewarrior hasturned to the
Wyrm and saekstojoin the Black Spiral Dancers. Thetraitor
has taken off into the jungle and must be destroyed before she
reeches the Black Spird hive.

Thisistruly apity. Hewasone of thefinestjunglewarriors
in the Garou camp. The pack must race againgt the Black
Spirds to find a traitor who knows the jungle better than
anyone d<e and does not wish to be found.

Tunnd Rats

Pentex has done a great deal of work digging themsalves
into their present postions. The extent of this was only
discovered when the Garou recently managed to capture a
secret Pentex position. This site was supposed to be a second
division of Pentex Laboratoriesuntil the Garou took it. Under
al the major buildings are tunnels leading off in various
directions. The pack is sent to investigate these tunnels.

Not only must they dedl with any traps placed inthe area,
but aso with the problem of fighting in dosed spaces Should
the pack manage to prevail, even under these conditions, they
must gill dedl withthe Bane-infested giant rat used tobuild the
underground labyrinth. They must sodeal with the possibil-
ity that aBlack Spird Pit or evenanentire Hive couldexist in
this underground nightmare.

Fomor Rat: Str 3, Dx 5, Sta 3, Athl 3, Brwl 4, Dodge 3

Attacks: Bite (Str + 2)

Powers Plague Bite (asthe Ratkin Gift)

Hedlth Levds OK/-2/-3/-5/Incapacitated.

Thisisarat the sze of aSaint Bernard and actsrabid dueto

the Bane posessing it.

See and Flee

The Garou have found out that a Black Spira Theurge,
with the assistance of certain Pentex personnd willing to be
sacrificed, is going to attempt agreet ritua of sometype. The
pack is sent to sneak dose enough to the Pit to be able to step
ddewaysinto the Umbra, ssewhat ishappening and runhome
before anyone can react.

Theproblem, however, isthreefold. Firgt, they will havean
entire Pit of Black Spird Dancers after them. Second, the

Umbra in that area is swarming with Banes Third, the
Theurge just summoned and bound something that looks
grikingly like aNexus Crawler.

Combat Encounters
Air Raid

On aroutine patrol, the pack will start to hear odd buzzing
sounds Ifthey chooseto investigate, and evenifthey don't, the
buzzing sounds will grow louder. The pack is ambushed and
quickly becomes a participant in a Pentex combat readiness
test. The corporation wants to use the pack to see how well a
new air force deals with combat.

Theairforceconsstsof 15 Wyrm-tainted and Bane-ridden
insects. Mogt of these creatures are giant mosquitoes, though
ome are giant locuss. The average size of one of these
cregturesis threefeet, athough some range from half afoot to
sx feet. Thereisone"bug" Pentex istryingtowork out of this
system. The Wyrm-tainted insects don't do aggravated dam-
age, but the Bane-ridden ones do.

A smdl Firs Teamhidesnearbyj udgingtheperformanceof
theair corps. They al have been given afetish to protect them
from the attacks of the giant insects.

Giant Mogquitoes Str2, Dx 3, Sta3, Athl 3, Brwi 3, Dodge3.
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Attacks: Pincer nose (Str + 2; candrain blood with success-
ful attack: one aggravated Health Leve per turninadditionto
regular damage).

Health Leves OK/OK/ -3/-5/Incapacitated.

Flight Spead: 30 yds + Dx per turn. These mosquitoes are
fast and quick.

Giant Locugs Str 3, Dx 2, Sta4, Athl 3, Brwl 3, Dodge 2.

Attacks Chewing (Str +1), Ram (Str + 3; thelocust flies
into atarget after spending oneturninfull flight. Thedamage
roll isressted by thetarget'sAthletics+ 2; if thelocust winsthe
contest, the target is knocked down).

Health Levds OK/OK/-2/-3/-5/Incapecitated.

Flight Speed: 15 yds + Dx per turn. These are larger and
heavier than the mosquitoes and not as bright.

Balefirefight

Pentex has been burning large aress of jungle dl acrossthe
Amazon. The Garou have discovered the next sight to be
decimated and the pack is sent to ded with it. Pentex is not
surprised to see the warriors of Gaia arrive. The company has
prepared its best pyromaniacs to ded with them. The Garou
will arrive to find four Furmlings (Wyrm-spawned fire
elementals) running wild among the trees — and heading
graight for them.

Furmlings (Balefire Elementals): These appear as lumi-
nousblobsof napal m-likeplasma. They glowwithanirradiated
phosphorescence.

Rage 10, Willpower 5, Gnosis, 5, Power 30

Charms Balefire (as the Black Spird Gift, Cog 2), Airt
Sense

Guard Duty

In the past few days, there has been aremarkable rise in
Pentex movements. Instead of being sent out on more "impor-
tant" missions, the pack is stuck with guard duty. They are
guarding aborder outpost that coincideswith an Umbral Glen.
This will prove to be a rather dull assgnment until late the
followingnight.

Off in the digance, a howl sounds, followed soon by
another. The first is the Warning of the Wyrm's Approach,
and the second isthe Call for Succor. It isessy to pick out the
direction of the howls, and the pack may wish to go to the aid
of their fellows, epecialy once the sound of gunfire begins.

Any who go to investigate will discover another pack
serioudy outgunned and outmaneuvered by a Pentex First
Team. A little stedthwill dlow the newcomersto ambush the
Firg Team and reverse the situation. This particular First
Team conggts entirdly of fomori.

After the defeat of the First Team, the pack will find two
members of the other pack till aive. Both have been badly
wounded and will require escort if they are to make it back to
base. They are little more than pups fresh from their Rite of
Passage and are traumatized by losing the rest of their pack.

Whoever takes it upon themselves to escort these pups to base
will not be around for the events that follow.

If the pack deserts its post to assigt the pups, apair of Black
Spirds, a Ferectoi and a number of Banes will move in and
plant the seeds of corruption in the Glen. They hope to be
finished and gonebeforethe pack returns. However, ifthey are
not ableto do this, or if the pack |eft behind awatch member,
the Wyrm creatures will try to take them out swiftly and
silently before continuing with their mission.

Investigation

Dance of the Dead

The Garou base is under sege inthe Umbra. The spirits of
long dead Native Amazoniansareattacking thosewhowalk in
the spirit world. The Garou don't have the dightest ideawhy.

The pack is sent to the known burial grounds of one the
tribes. There they find the spirit of an old tribal leader. Upon
speaking to him, the pack learns the location of asecret buria
ground.

Should the pack choose to investigate the sight, they will
find it guarded by four Black Spird Dancers and two Ferectoi.
If the pack is able to defeat the guards, they will find nothing
of interest at the sight itsdf. Only in the Umbrawill light be
shed ontheproblem. IntheUmbra, thepack will find thespirit
of agmall girl dressed in the robes of a triba prietess. She
appearsto be degping and is surrounded by Banes. The Banes
are holding her hogtage to blackmail the spirits of the native
dead to attack the Garou.

If freed, the girl will awaken and amile. She will take the
hand of the Garou who did the most towards freeing her and
lead him outsde. She will then disgppear. Unknown to the
character, she has shown him to the spiritsto let them know
that he isher savior. The character will have good luck in the
junglethereafter, whichwill show up in minor ways: mosgui-
toesdon't bother him as much, it iseaser to movethrough the
thick growth, andsoon. Theeffectsshouldlast long enoughfor
the rest of the group to guess the honor he has been bestowed.

Rescue Missons

The Captured Friend

A Garou messenger wasintercepted and captured by Pentex.
She has information on the location and methods to be used
during the next raid on Pentex. She must be returned to the
Garou camp or killed before the information can be retrieved
from her. It seemsonlyfair toassgnthosewho shecalls friends
to this task; thus, the pack will be sent.

The Trapped Theurge

A Garou Theurge is trapped in the Umbra by a hogt of
Banes Shehasused her powerstostay aive, but may notreturn
to the norma world without assistance. The pack has been
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assigned aspart of thegroupwho must fight of f the Banes. The
mission must be accomplished before the Banes receive rein-
forcements.

The Hostage Pups

Pentex has managedtokidnap thelatest litter of Garou pups
andisintending to usetheminahorrid ritual tobringamajor
Wyrmminionintotheworld. Thepupsarevery important, for

divinationsrevea they will be important in thewar with the
Wyrm, though none know how. They must not be logt.

Pentex intendsto use the pupsto lureasmany Garou packs
aspossibleintotrapsand ambushes. Asfor theimportant pups,
ifthey truly areimportant and powerful, itisabadthingforthe
Garou: the pups have dready undergone the Dance of the
Black Spird. Thehostageshaveadready beenbrainwashed; the
amount of damagethisbit of espionagewill inflictislargely the
result of the players actions.

Rio By Night

Thisstory takesthepack to RiodeJaneiro, acity of tropical
wonder and beauty. There the charactersbecomeentangled in
Kindred affairs, havearun-inwith Pentex and learn about the
unsung heroesof thewar: theGlassWalker monkeywrenchers.

Scene One: The Mission

The pack iscaled beforetheir Battle Master, Jurgen Krieg.
He tells them to sit down and then paces about, looking at
them and pondering, then looking back at them and ponder-
ingsomemore. "All right, | guessyou'retheones™ hesays. "We
need apack togotoRio." Helooksfor the characters reactions,
waiting for one of them to look relieved or to make aremark
about avacation. Hewill then get in that character'sface and
yell: "This ain't no beach vacation! You ain't going to the
Copacabana"

Hewill stand back and explainthe mission in full: "Pentex
has something big planned, but we haven't been able to find
outwhat. They'rekeeping thisoneall hush-hush. Wedoknow
that they've been briefing some execs in Rio.

"These execsarrived two days ago by boat and went straight
to Pentex HQ downtown. They haven't left thebuilding since
then. Incaseyou didn't know, wehave some operativesinRio,
monkeywrenchers who are handling the logistics end of the
war. One of these guys was able to oy in on these execs
meeting using Pentex's own vid-comp security system. He
heard some... interesting things before they shut his connec-
tion down.

"Anyway, it gppearsthereisnow aplan afoot for Pentex to
build an dliance with the Lesches of Rio to help wipe out our
operativesthere. We can't let thishappen. If aLeech war were
to bresk out, it would drain too much of our resources and
probably lose us our foothold in Rio. In case you bozosdidn't
know, our Rioboyswereinstrumental inthe'92 Earth Summit.
We can't lose them.

"Now, | don't know al the details about these Leeches
Y oull bebriefed onthemwhenyou get toRio. Y ou're misson
isto defend our operatives. They aren't very military and may
not be able to handle themsdlves if Cadavers start hunting
them down. So the War Council decided that we would send
down apack towatch out for ‘'em. But the Rioguysdidn't like
thisideaat al; found it insulting in fact Too bad. | don't care

what they want, I've got orders and so do you: defend theseguys.
It'stheirjobtostopthedliance. It'syourstodefend themwhile
they do it.

"I don't now how long thiswill take, but | expect to get you
back here as soon as this situation blows over. Now, get outta
herel”

Heturnsand walks away. A Glass Walker waiting nearby
waks up and introduces himself: "Hdlo, I'm Nathan
Duskrunner. | will escort youto Rio. If you'll comethisway..."
He leads the pack towards the caern center, where the Master
of the Rite is ready to open a Moon Bridge.

Nathan has obvioudy aready made up his mind about the
pack. Heturnstothethem asthey wait and says. " A few words
of advice: don't antagonize anyone. We take enough flack for
you gung-ho types and frankly we're sick of it. You can't
possibly understand what we do for the cause, so let's leave it
at that. Oh, your host will bethe Open Arms Sept.” TheMoon
Bridge opensjust ashe saysthis, and he stepsforwardiintothe
slver radiance. Anocean breezewaftspast him. The Master of
the Rite bids the pack to enter. On the other side of the Moon
Bridge, the adventure in Rio awaits.

The City

The characters come out on the other Side into an expensive
looking living room. The living room is part of anice home.
WEell-kept grounds can be seen just outside the window. A
security fencesurroundstheestate. ThehomesitsonCorcovado
mountain, and the living room walls contain huge windows
looking out over the city of Rio towards Guanabara Bay.

Garou in Homid form stand around in the room watching
thecharactersasthey arrive. They look very much liketypical
rich resdents of the city. Some are obvioudy of European
backgrounds, but othersaremezti co (of mixeddescent). Thesix
Garou say nothing to the newly arrived pack.

Nathan waits for dl the characters to arrive and then
motions to them to follow him. He walks outside, across the
lawn and into a grove of trees. There is awrought iron table
with aglass top and matching chairs. An old man sits at the
table, obvioudy waiting for the group. Nathan stands behind
the man and motions the characters to st down.
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The man smiles a them and says, "Wecome to Rio. | am
Guiterrez, the leader of this sept.” He leans back in his chair.
"I must tell you, | am not happy about your arriva. | amaware
of your ordersand | dispute them. However, since | have been
outvoted by the Council, | shdl be a gracious host. You are
welcome to accompany us in our activities, but you will not
participate— only watch. | cannot stress how délicate affairs
arehere. Pentex isstirringup many oldfedlings. | believel can
handlethem, but you are not to interfere. Isthisclear T

Hewaitsfor ananswer. If thecharactersargue, hewill scowl,
get up and wak away. If they agree, he will smile and sy,
"Good. | haveayoung manwhowill show you around Rio. We
have quite the night life here." Hewill chuckle, stand up and
leave.

Nathan then leads the characters to their quarters. Thereis
ahall of guest rooms in a separate building from the house.
They are very plush guest quarters, modded after the many
resorts in the area. For any city-bred homids, it isavery nice
break from the harshjungle.

Nathan tells them to wait there. In alittle while, they are
visitedby theirguide. Heisasmall manabout 18yearsold. This
Lupine is a native of Rio, a meztico of mixed Indian and
European blood with a broad and infectious smile. He intro-
duceshimself asRough Tangent of theGlassWalker Tribeand
proudly proclaims, "I amyour tour guide!”

Rough Tangent

Breed: Lupus

Auspice Theurge

Tribe GlassWakers

Attributes. Strength 2, Dexterity 3, Stamina 3, Cha
risma 5, Manipulation 3, Appearance 3, Perception 4,
Intelligence 4, Wits 5

Abilities. Alertness 4, Athletics 2, Brawl 2, Dodge 3,
Expression 2, Primal-Urge 2, Drive4, Firearms3, Repair 2,
Stealth 2, Computer 5, Enigmas 3, Occult 2, Rituals 1,
Science 3

Backgrounds Contacts 4 (hackers), Resources 3

Gifts Heightened Senses Spirit Speech, Control Simple
Machines, Cyber Senses, Jam Technology

Rage 2, Gnosis 7, Willpower 4

MeritsFlaws Compulsion (talking)

Rank:2

Rites: Tdisman Dedication

Fetishes FreeRide (Leve 5, Gnoss6; thisdeviceisasmall
dligator clip with a wire attached to Rough's belt. When
hooked up to a power ling, it dlows Rough and anyone
touching him to be instantly trangported through the power
conduitsand out again at the closest transformer, similar to the
Glass Wdker Gift: Phone Trave).

Image: In Homid form, Rough is of mixed Brazilian and
Europeanblood. Hehasabroad andinfectioussmile. InLupus,
heisashaggy brown wolf with white stresks through hisfur.

Roleplaying Notes. Oh, boy, are you excited! You'retired
of partying done. Now that these out-of-town Garou are here,
it's your chance to show off.

Background: Roughwasborntoashe-wolfwho livedinthe
shantytowns of Rio, taking what scrgps she could find. The
Open Arms Sept looked after her occasiondly, hoping she
would oneday bear atrue Garou. When shedid, they took the
pup and placed him in a home of knowing homid Kinfolk.
Rough grew up more ahomid than alupus.

He loves computers and their potential for reveding new
spirit mysteries. He hopes Rio can become areal cutting edge
high-tech city some day.

The Tour

Rough takes the pack out on the town. He seems desperate
to show off the city, espedidly to any lupus. He will make
multiple comments about how Rio isarare city — onewhere
the humansknow how to have fun. The pack may soonredlize
that, despite his behavior and attitude, Rough is actudly a
lupus.

It is around 5:00 p.m. when the tour begins. Rough leads
themtoamini-van ("Careful! | t'sbdongstoGuiterrez. If itgets
somuch asatiny scratch, I'mhistory! Just kidding. No, redly,
havefun!"). Hedrives them down the mountain. They cansee
above them, on the top of the mountain, one of Rio's most
famous attractions. the statue of Christ the Redeemer, arms

open to accept the city.

=T

BAIA DE CUANABARA

ATLANTIC
OCEAN

1. Pentex HQ
2. Open Arms Sept
3. Kindred Assault
4. Meeting Site

Rio de Janeiro
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Legends of Rio

* Lup€es Vidon: "Ealy on in the city's history, one
crazy BoneGnawer cdled L upesvorehehad avisonat the
foot of the statue of Christ the Redeemer. He recounted
how the statue looked down at him and, with open arms,
pointed to a cathedral. He took this asign that he should
join die church (after al, he was crazy). Well, he went
there, found the loca priest, and introduced himsdf asa
werewolf. Thepriet, horrified, threwhimfromthechurch.
Lupeshrugged hisshouldersand thought nomoreabout his
minor run-in with homid religion. The priest, however,
had summoned somefriendsto Rio, and soondie Inquisi-
tion was hunting in the favelas and woods for us.

"Our leader then was asmart fellow and knew what to
do. If you amply point the fanatics at a vampire, he
thought, they'd forget werewolves ever exiged in their
fervor to destroy the unholy dead. So, he sent apack out
to nab a neonate. They got one and dropped him off,
beaten and hurting, in the shantytown. Since thisguy was
hungry after his beating, he found one of the dum locas
and began feasting. This is when L'Inquisition came on
him. They staked the poor fool.

"This neonate had asrewho wasrather fond of him. A
minor war Sarted between the two gangs, hunters on one
dde, vampiresontheother. Of course, thevampiresfinally
won, but | think one of the hunters escaped by ship.

"Ohwall, just goesto show youwhat happenswhenyou
get dl hung up on religion. Huh? What about Gaia? Hey!
Gaids not religion — Shes red! Get with it."

* A Vist From Wdles "Then there was the time
Orson Weles came to Rio. Thiswasback in '43 or '44, |
don't remember which. He turned the whole town into
onebigparty—whichisnthardtodo. Hesfilmingthisbig
movie, right? He doen't really have a script, so he spends
the timejust filming the party. Boy, isthe studio getting
pissedtoo! They eventualy cut off hismoney, but they had
to put ads in the papersto do it, tdling the hotds and bars
not to honor his credit. They were scared. They finally
pulled the whole crew outta there.

"Thefilm never got rleased. Hell, most of the footage
islog, too. It'sashame, because some of our elderswerein
the film, dancing around the streets like everybody dse
But | hear that Welles caught Suarez on film. Y ou know,
Suarez, the vampire Prince of Rio? | hear Wdles and his
roving camera saw something they shouldn't have. That's
why the studio redly cut hisfunding, because of a phone
cal from Suarez. And dl that film—it'sgone. Y ou don't
just throw away that much footage, right? Ah, well, it
would have been acod film."

Rough drives them around town and points out famous
buildings, including the site of the '92 Earth Summit ("A real
coup for us Hdl, | got alot of renown mysdf for that gig.").

He then dows the car and becomes quiet. They arein the
Centro, the downtown digtrict. Tal buildings surround them:
banks and corporate offices. He sopsthe car in the middle of
the street and points a block away to a building on the far
comer. "There" hesays "That'sit. The enemy.” Thebuilding
is nondescript, looking much like the other office buildings
surrounding it. A plain logo can be seen above themain doors
ALLIED BANK. "That's supposed to be a ‘financia lending
indtitution'. Don't be fooled. It's redly Pentex."

If any of the characters try to get out of the car for adaser
look, hewill warnthemingtantly. "Dont! Areyoucrazy ?They
guard this place like gold! You can bet there's something
watching us even now. Cmon let'sgo." If the charactersresis,
hewill say, "Hey, remember your orderd Y ou aren't hereto
screw up our operations. Y ou'rehereto defend usl That means
me, too. Let's get outta here”

Hewill thentake them straight to Copacabana Beach, park
the car and lead them to abar cdled "Margaritas.” Indde, he
will then start telling the pack tall tles, regalingthemwith his
adventures and relating legends of the sept. If the characters
feel theneedfor backgroundinformationonthecity, thisisthe
perfect time to ask for it. They should time their questions
carefully, however. Astheevening passes Roughwill steadily
and methodically get drunk.
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Brujah Neonates

Attributes Strength 3, Dexterity 3, Stamina 3, Cha
risma 2, Manipulation 2, Appearance 2, Perception 3,
Intelligence 2, Wits2

Abilities: Alertness2, Brawl 3, Dodge3, Intimidation 2,
Strestwise 3, Firearms 2, Mdee (knives) 2

Disciplines: Potence 2 (add two dice to damage Pools
for Mdee and Brawl), Fortitude 1 (acts as one levd of
armor)

Humanity 6, Willpower 5

Blood Poal: 5 (they can spend one Blood Point per turn
and add it to any Physicdl Attribute for one scene Vam-
pires can pend Blood Points to heal damage at the rate of
one Blood Point per wound level. If they fall below three
Blood Points, they must roll threedice againg adifficulty
6 or they will frenzy, desperatefor blood).

Equipment: They al have switchblades and light re-
volvers. Nooneisusing dlver. Whenthey redizethat they
can't really hurt the Garou without specia wegpons, they
will flee.

Rough then starts rambling about things he was not sup-
posad to reved. The players might inquire about Guiterrez's
plans. Evenif they don't, hewill tell inavery proud, drunken
way how Guiterrez told him to take the pack out on the town
and distract them. He saysthat Guiterrez didn't want abunch
of war heroes messing up hisdelicate negotiationswith Boyer.
When the characters ask who Boyer is, as any good player
surelywould, hewill look at theminsurprise. HEl redlizethat
hehassaidtoomuch. Itisnowtoolatetocover up. Hewill look
sheepishly at them and say, "Wadll.. .Boyer's the right-hand
man of Suarez, the Kindred Prince of Rio."

Scene Two: The Meeting

It is very essy for the characters to get Rough to spill the
location of Guiterrez's meeting and even to get directions
there. Despite getting the information from Rough, the char-
actershave still been removed fromthered action. Whilethe
characters were talking to Rough in the bar, vampires were
surrounding themeeting sight. Guiterrezwasbeing stalked by
agroup of vampiresashewaited for Boyer toarrive.

In actuality, the vampires are responding to an earlier
attack. Boyer wasambushed by agroupof Black Spird Dancers
before he even | eft for the meeting Ste. Since many vampires
don't distinguish Black Spirdsfrom regular Garou, the local
Kindred now bdieve they are dl being hunted by Garou.
(News about the war in Chicago hasn't helped). They have
either gone into hiding, or, as the characters discover, are
taking the initiative againg the Garou.

Atthebar, asthepack and Rough head out into theparking
lot, they are surrounded by agroup of men. Themen seemlike
agroup of locdsand Europeans, but they are actually Brujah

vampires. The vampires have their own reasonsfor delaying
the pack.

The Brujah will demand to know the location of the
nswhoattacked Boyer. Roughwill arguethat noonewas
assigned to attack Boyer; the Lupineswanted the negotiations
to succeed. The argument will become very intense unlessthe
players (especialy any Philodox involved) canturnthesitua
tion to their advantage. The Brujah were given a description
of the Lupines that attacked Boyer: a pack was seen fleeing
fromthe scene of the crime. Roughwill beableto identify the
pack asalocad gang of Black Spiras. It should be evident that
Pentex would havealot to gain by setting the Kindred against
theGarou. The Brujah, of course, don't care about the distinc-
tion between who is a Black Spird and who is not, and they
don't giveadamn about Pentex. They will gleefully report that
Guiterrez is probably dead by now and attack. Rough is till
trying to sober up; the pack must now carry out their duty and
protect him.

The Brujah are clearly outmatched. Once the vampires
redlizethey can'twinthefightwithoutslver, they will fleeinto
thebeach crowd. If the characters pursuethem, thecrowdwill
asume they are police chasing the locds for no good reason
andwill try todetainthem. If thecharactersarein Crinosform,
the Ddirium will take effect and the beachgoers will panic.
Their haphazard riot will prevent the charactersfrom getting
to the vampires before they disappear down the streets.

Rough tells the pack that they've got to get to the meseting
sitequickly and begsthemto get inthe car; otherwise, hewill
leave them behind. Following Rough's directions while driv-
ing quickly through the streetswill, of course, requirearoll of
Witsor Dexterity + Drive. Rough isgoing to have to sober up
fast-

Rough screeches to a halt at the mesting Site, a stretch of
beach in Ipanema, and jumpsfromthe car. A group of Garou
aregathered about thebody of Guiterrez. TwodeadKindredlie
nearby tornlimbfromlimb. Nathanlooksup at Rough andthe
characters and scowls (a character who getsfive successes on
a Perception + Empathy roll will see that he is actualy
ashamed. The characters should have been here as they were
ordered).

Nathan saysto the characters, "Weve been tricked. Damn
Pentex! Damn this war!” Rough looks shaken and dares a
Guiterrez'sbody. He suddenly shiftsinto Lupusform and lets
loose a Howl of Mourning. The other Garou, except for
Nathan, shiftto Lupusanddothesame. Nathan smply stands
with his head bowed, clearly ashamed.

It isobviousto Nathan that Pentex istrying to start awar
in Rio between the Lupines and the Kindred. Give the
characters a chance to suggest courses of action. The Open
Arms Sept wantsto end the coming Kindred-Garouwar. Any
arguments about this could lead to intense and impassioned
roleplaying. The characters may have persond fedlings, but
they ill have their orders.

Rough does have one idea that may help the players. He
explainsthat Pentex kegpsvideo tapesof dl their meetingsand
planning ses5ons. Since this was clearly a Pentex ploy, they
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had to have planned it at their HQ, which means that there
would be tapes of those involved "confessing” to the crime. If
the Garou could get these tapes and show them to the prince,
hewouldrealizewhatwasred ly goingon, andtheGarouwould
actually gain an aly against Pentex.

This may spark alot of arguing about making dedls with
vampires, but Nathanwill explainthat duringwar, you choose
your enemies as carefully as possble. Any who are not your
immediate enemy should be |eft done. The Kindred are not
participantsinthe Amazon War and thus should not be given
any excuseto attack Garou. Nathan, like most of hissept, isa
Glass Walker and is not overly bothered by vampires. He
cons dersthematter closed. They must not start awar withthe
Kindred.

Despite any persona fedings, the pack is under ordersto
protect the Glass Wakers. Their best option is to protect
Rough Tangent as he infiltrates Pentex headquarters.

Scene Three Corporate
Assets

Rough takes the pack back to Corcovado caem. He tells
them to catch afew hours of degp, because "they're going to
need it." Thenext morning, hewakesthem up and handsthem
somebusinessauits. "Thesewill help. Our Theurgesworked all
night onthem. Dontworry, they'll fit." Thesuitsfit perfectly,
asif they were custom tailored. Rough explainsthat thereisa
spiritboundintoeachsuitexudinganauraof respectability and
importance. The pack will disguise themsalves as busness
executives. If questioned about what typeof spirit it is, Rough
will bevague, sayingheisunsure. (They arerarefinancespirits
found in downtown Rio, created from the energy of interna-
tional financetaking place. Since these are Weaver spirits, the
Glass Wakers are reluctant to talk about them to other
Garou.)

Rough then drives the pack to within afew blocks of the
Pentex building. He parks on the street and says, "Cmon. No
matter what, don't change form until | say it's safe. I've done
alot of work on figuring out their security. A hdl of alot of
people walk through their doors every day, so they rely on
Banestokeepaneyeoutfor shapechangers. I'vegot afew tricks
to fool them. Those suits are just one of ‘em.”

He leads the pack to the building's front doors and walks
through with no hesitation. A small group of businessmen is
coming out at the same time. He holds the door openfor them
and smiles. Everything ssemsnormal. If the characters delay,
he will "hss!" at them and motion them into the building.

Thelobby ishuge. Peoplesitinplushchairswaitingfor their
appointments. A bank of elevatorsisstraight aheed, flanked by
security guards. Video camerasareplaced inevery corner. The
redlight ssemstogtareat thepack likeamal evolenteye. Rough
gathers the pack to him and says "Jugt in time for our
appointment.” He then leads them towards the devators.

He then sopsdead and turns around to face the pack. "Oh,
oh. Black Spird a 12 Odock. Damn." If the characters look,

they will see nothing out of the ordinary, just asecurity guard
wholookshbored. "Bdieveme, that'saBlack Spiral. | recognize
him and hell recognize me. Welve got to hide” Give the
players afew moments to notice the restroom nearby. If the
playersdon't think of it, Rough will walk off towards asmal
dde wing where the universal icon for "men's room™ can be
seenonadgn. If any of the charactersarefemale, Rough will
immediately pull them into the men's room anyway.

Fortunately, dl the gdls are empty. Rough desperately
needsto get to acomputer terminal tofindwherethetapesare
gtored. The playerswill no doubt regret not having thechance
to make a better plan for breaking into the building. Rough
does, however, have aquick solution. "1 dont like it, but it
looks like well have to walk the spirit sooner than | thought.
This could be good — they won't expect it. Well usethese to
shift," he says, pointing at the bathroom mirrors.

The Web of Finance

The characters can enter the Umbra by stepping sdeways
using the light reflecting off the mirrors. A strange landscepe
and a horrible stench are on the other side of the Gauntlet.
They are 4ill in the rest room, but the room is now very
ominous. They can hear something belching behind a gdll.
Rough signds them to quietly get out. If anyone looks back
beforeexiting, they cansseasmall H'rugglingleavingthestall
with something very disgusting dripping from its mouth.

The lobby looks similar, but is currently empty of people.
Baneswith glowing red eyes can be seen inthe comerswhere
the video cameras were. They stare intently at the pack, but
soon look away. Rough whispers, "It's the suits. The Banes
think we belong here. Cmon.”

Rough opens adoor marked "stairs' and enters. The sairs,
normally concrete, are now rickety and appesr to be made of
wood. Roughwarnseveryoneto becareful and beginstowalk
up the creaky winding stairwell. On the secondfloor, hewalks
into the first office he can find.

Beyond the door is a large room filled with partitioned
cubicles. The partitions appear to be spider webbing. Pattern
Spiders can be ssen moving about repairing bits of the web. If
anyone peeks into the physica world, they will see an office
room. Inesch cubicle, peopleareworking at computers. Every
time one of them tries to lean over and look into another
cubicleor talk to another employee, aPattern Spider zipsover
and beginsbuilding awall betweenthem. Thisseemsto negate
any disturbance. The pidersinsurethat theworkersremainat
their tasks.

Therearetwo terminalsinthisroom not being used. Rough
quietly walksin and sits at one of them. "1'm going to find out
where they keep the tapes” A player character might decide
tousetheother machine. If o, aroll of Wits+ Computer versus
adifficulty of 7 will be sufficient to find the information. It is
passible that the player may wish to discover other informa-
tion. Placing information on other Pentex activities here
could easlly lead to another adventure in the campaign.

70 Rage Across the Amazon



While this is going on, the pack may notice the Spiders
getting edgy. Eventualy, one Spider comes over to Rough and
isabout to attack. Rough finishesright before the Spider legps.
The moment Rough stops typing, the Spider ssemsto forget
what it was doing. It turns away and returns to its weaving.
"Sorage Room#5 onthebasement level," Rough says. Hewill
leavetheroomandwalk downthestairs, seemingly unfazed by
the Spiders. (Ifthecharacterspanic, or somethinggoesterribly
wrong, statisticsfor Pattern Spidersareonpg. 164 of Werewolf.)

Scene Four: It's Never That
Easy

The exit is a the lowest levd in the stairwell at a door
marked "Basement — No Unauthorized Entry." Rough will
stepout of theUmbra. Theplayerswill needtofollow him. The
tapes exigt only in physica redlity. The door knob reflects
enough light from above to provide a focus for stepping
Sdeways.

The hallway beyond the door isdark with dim light bulbs
strung every 15 feet. Right outside is another door marked
"Storage Room 1". Rough pointsdown the hall to adoor onthe
left. Hell lead them out while watching for trouble.

Nothing impedes their way and the door is not locked.
However, a Black Spird guard is standing just indde the
gorage room. He has heard the pack in the hallway and has
activated asilent alarmtocall for histeam. Ifthe playersdonot

caution him, Rough will quickly open thedoor, and the guard
will grabhim instantly. If the team is cautious, they will eesily
eliminatetheguard. Eitherway, analarmlightwill be flashing
in the storage room and First Teamerswith pistolswill be on
theway. They will arrivefrom thestairwel and chargetowards
the pack.

Once indgde the room, anyone who makes a successful
Perception+ Alertnessroll againgt adifficulty of 7will sserows
of video tape stacked on shelves dong the walls. Unless they
get closer, they cannot read the labds

The First Team will arrive shortly, and the pack will have
afight ontheir hands: one Black Spira andfour (or five, if the
odds aren't even) First Teamers.

Firss Team Number 17

Goltrag Huolg

Goltragisanugly Black Spird metis. Heisthe leader of the
First Team.

Str4,Dx3,Sta5,Chal,Man3,AppO,Per2,Int2,Wts3,
Athl 3, Brwl 5, Dodge 3, Intim 4, Primal-Urge 3, Firearms 3

Gifts: Shroud, Sense Wyrm, Smell Fear, Howl of the
Banshee, Ears of the Bat
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FirgTeamers

Str3,Dx 3, Sta3, Cha2, Man 2, App 2, Per 2, Int 3, Wts3,
Alert 2, Athl 2, Brwl 2, Dodge 3, Firearms 3

Weapons M-16 assault rifles (1 clip silver bullets, 2 dips
normal), silver knives.

Take the Tapes and Run

During the battle, one of the characters will hopefully,
ingteed of fighting, try tofind the tape. If not, Rough will cal
to apack member for help and point toward the wall of tapes.
An Intdligence + Enigmas roll at difficulty 8 will dlow a
character tofigure out thefiling system. From there, aPercep-
tion + Alertnessrall, difficulty 7, will alow the character to
find the right tape amid the clamor of battle.

Rough has something dse to do. As soon as one of the
characters begins looking for the tape, Rough will run to
another wall. If no one will assg him, he will still run to the

other sde of theroom. There are many pipes stretching along
the basement walls. Rough looks them over and findswhat he
needs apower conduit. He pulls out ascrewdriver and begins
toopenapand. If anyoneaskshimwhat heisdoing, hewill say,
"Jugt get the tape, dammit!"

Thepanel isessy to open. Hepullsandligator clipfrom his
pocket with awire attached to hisbelt and asksthe pack if they
havethetapeyet. If 0, hewill tell themto quit fightingandrun
towards him. He will then tell them to hold on to his suit —
and they're off!

Rough activateshisFreeRidefetishand thepack isinstantly
trangported through the building's power lines to the trans-
former two blocks down the street. They materiaize on the
dreet, none the worse for their ride through a maglstrom of
megavalts.

Rough conveniently parked his car nearby in casehehad to
use his fetish. Security guards are starting to pour from the
buildingandwill startfiringat the pack. It will only take afew
turnsfor Rough to preparethegetaway vehicle. Roughandthe
characterswill quickly drive away from the building.

Roughwill turnup the sereofor theridehome, and thevan
will pull up outsde of the house on Corcovado. Rough rushes
the tape toNathan, who is astonished that the plan succeeded.
He then thanks the pack immensdly and rushes off with his
own pack to get the tape to the prince. He tells the pack to
defend the caern, asKindred may try to assault it.

Tying it Up - or Letting
It Run

Itisuptothe Storyteller wheretogowithstory now. Ideally,
Nathan should be able to stop the brewing troubles with the
tape— but what if he never gets the tape to the prince? Also,
will the caern attacked by vampireswhile theplayersguardit?

A vampire war will complicate matters for the Garou and
the Storyteller. It isthe Storyteller's call whether hewantsthis
to happen. It could be the beginning of a VVampire/Werewolf
crossover chronicle.

Regardless, the pack and Rough will eventually be treated
to afinefeast and a victory moot. They will get dl the renown
they deserveandaninvitationtostay inRio aslongasthey like.
The characters will receive a permanent invite to return
anytime.

Even if things work out, the characters must return to the
Amazon soon. That'sweretherea war is Asimportant asRio
is, it is removed from the true thester of conflict.
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In Dreamsand
Nightmares

by J. Morrison

‘Over the Mountains

Of the Moon,

Down the Valley of the Shadow,

Ride, boldly ride,

the shade replied,

'If you seek for Eldorado.’

— Edgar Allan Pog, Eldorado

While the battle for the Amazon rages on, the pack learns
thetruth about an ancient myth. "In Dreamsand Nightmares'
revolves around the legend of El Dorado, most commonly
known asthefabled logt city of gold. The pack learnsthe hard
way that most legendshaveabasisinfact. They musttry tosave
the legendary city from the minions of Pentex.

Fromthevery start, thepack isinarace againg timeasthey
discover the importance of the ancient city, the truth about El
Dorado and the importance of El Dorado to the Amazon.
Pentex hasahead start, and certain sgnsadong theway could
lead the pack to understand that they are up against someone
they've met before...

Samuel Haight has appeared previoudy in the Werewolf
supplement Valkenburg Foundation and the Vampire supple-
ment Sabbat Storyteller's Handbook. Neither of these
supplementsis necessary for running "In Dreams and Night-
mares' or for the use of thischaracter. A brief recap of Samuel
Haight'shistory isgiven later inthis story, aswell as updated
character gatitics.

The Plot

Scene One The pack engages in combat with an inexpe-
rienced First Team. The Garou win the battle, but one of the
Teammemberswantsto bargaininformationfor hislife. This
informati on could makeabig differenceintheoutcomeof the
war. It concerns El Dorado and Pentex's plans to acquire the
vast amount of gold to be found there and destroy the city.

Upon reporting to their superiors, the pack istold the truth
about El Dorado: it is not only a city but the name of the
powerful magewhorulesthere. They aregiventheassgnment
to save El Dorado before it istoo late. A map will show them
the only way to reach the Realm, but the Pentex Team already
has a substantial head art.

Scene Two: The pack must race through the Amazon Rain
Forest, attempting to reach the gateway to El Dorado. A few
surprises are waiting for them in thejungl€'s depths.

Scene Three The pack isambushed by ancther First Team,
this one having a few advantages. Their machine guns are
loaded with silver bullets and ingenious traps have been
quickly setbehindthem. Thetruthisreveded: theleader ofthe
Pentex Team is none other than Samud Haight, "The Skin-
ner'.

Scene Four : TheGarou madly dash through thejungle, but
Samud Haight is up to his old tricks: booby traps and jungle
snares await the unwary Garou. Can the pack beat Haight to
ElDorado?

SceneFive: Haight winstheraceto El Dorado and the pack
must find the source of the realm's power, El Dorado himself,
before Haight can completehismission of destruction. Haight's
First Team blocks the way ...

Soene Six: Thepack isfacetofacewithalegend. El Dorado
ishere, butsoisSamud Haight, andHaighthasafew newtricks
up hisdeeve. A fight to the finish ensues, and the pack must
leave the realm of El Dorado or face the effects of alegend's
death. To escgpetherealm they must first face Samud Haight
and his new friends.

What is Really Going On

Samuel Haight isonceagainworkingfor Pentex, butisnow
in a position of power far greater than he had before. Pentex
believes that El Dorado is a caern and possibly a source for
controlling the market of gold in the world. What they do not
understand is that El Dorado is not just a place, but a place
named after the powerful Dreamspesker mage who has ruled
and protected his city for millennia

What Pentex dso does not understand is that Samuel
Haight aready knows about El Dorado the mage and that he
intendsto steal the mage'spower for himsdlf. Toaidhiminhis
task, Haight has personally chosen some powerful dlies the
surviving members of Firs Teams that have fallen to the
Garou. What the unsuspecting Garou do not know is that,
once again, Samue Haight is looking forward to gathering a
few Garoupdts. Heaready hasKinfolkwhoareanxioustojoin
him in the creation of anew tribe— and in the destruction of
al Garou.

About El Dorado

El Dorado isapowerful Dreamspeaker mage. Theworld at
large has effectively forgotten about hisexistence, savefor the
occasiond legends of acity of gold and aking cdled El Dorado
who was anointed with gold dust daily. Centuries ago, when
the Conquistadors came to the new world and invaded the
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South American continent, they daughtered tribes of people
and searched diligently for the city of gold they had heard the
natives describe. The Conquistadors never succeeded. The
reason they could not find El Dorado's city of gold wassmply
that he had no desire to be found. Ensuring that he could not
be captured and that his city could not be destroyed, El Dorado
madebargainswiththeBlack Furieslivingintheareaandwith
the Bastet aswell. He promised his aid whenever they needed
him in exchange for the destruction of any Conquistadors that
cametoo dose to hiscity.

El Dorado's assistance had dwaysbeen theirsanyway. Both
groupsreadily agreed. El Doradowascaled uponfrequently as
the increasing waves of invaders came into his lands, and he
never fatered in his promise to asss the Black Furies and
Bastet. Likewise, they never faltered in keeping their vowsto
him. Neither group had expected El Dorado's magick to be
detected by the Technomancers.

The Technomancers sent severa mages of their own into
the region. They attempted to locate and destroy the power of
El Dorado. Thefirstfewwereneverheardfromagain. Theyhad
no choice but to send asmall army of magesto assault thecity.
Instead of actually doing combat, the mages opted to perform
powerful ritual sthat effectively "mapped” El Dorado'scity out
of exigence.

The entirecity and the largest freshwater lake ever toexist
on earth shifted into the Umbra. It wasnow aplace apart. The
Technomancer's own magick backfired on them, for while no
one could leave the realm, they could not get in to finish the
job. After atime, they became convinced that nothing would
ever excape. Pleasad with the results of their experiment, the
mages went back to Spain and told of their success

El Dorado ill maintained his connection to the earth
through dreams. After longyears, hefinally fed the dreamsof
one man who would become obsessed with the city. In 1933,
Joseph Herlech, an archeologist, led an expedition into the
trackless jungles in search of the fabled lot city of gold. He
found it.

Herlech was unknowingly forging a path to the ream
through hisown desiresand will. When hefinally entered the
logt valey, itwasthefirst timein centuriesthat anew facewas
seen in El Dorado. Through powerful magick and great sacri-
fice, El Dorado managed to dow the passage of time in his
realm. Nearly three centuries had passed on earth while only
thirty years had passed inside the Dorado Realm.

Herlech never left his newly discovered city, for El Dorado
could not dlow the Technomancers to learn that their ol
had been breached. El Dorado'sown spell wasa sodestroyed by
the reconnection to earth; time passed again at the same rate
as the rest of the world.

El Dorado had beenreceivingvisionsof adirefuturefor the
rainforest, and he knew he had to live long enough to prevent
it. He put himsdf in adeep agdess degp with the magica gold
dust he had used to coat his body. Now El Dorado degps. He
isusingvast mental powers a his command to leave hisbody.
He roams the Amazon, reincarnating himsdf in the forms of

variousanimalsandlivingentirelivesinintimatecontactwith
Gaa

He has learned more than he ever thought possible and has
grown substantialy in power. He hasnever hesitated to be of
ad when he was needed. The Black Furies who have served
him for generations have stayed with him in the Dorado
Redm, protecting the d egping mage and coming out into the
Umbra only when absolutely necessary, such as during their
raids to gather Kinfolk when the time for mating has come.
The Furiesof El Dorado were the cause of the origind rumors
of Amazonwarriorsin South America. Many till dressasthey
did in ageslong gone, never realizing their attire isarchaic.

El Dorado has visited the eders of the Garou in dreams,
advising them of potentia riskswhen he knew of them and
warning them that their present course is detrimental to the
jungles. While the Garou e ders do not dways agree with El
Dorado, they understand that he hasbeenvery helpful inhis
ownright. Theywill dodl that they cantoasssthiminhistime
of need.

Sadly, El Dorado's time of need is now. The Wyrm's
corruption has even managed to reach the South American
continent. Atahualpa, a Baam werecat who knew the loca-
tion of El Dorado, has been corrupted by the Wyrm. She has
told dl she knows to Pentex. Pentex has plans for the vast
amounts of gold residing inthe Dorado Realm. That iswhere
Samuel Haight and his First Team come into the story...

Theme

Gread is the theme of this story. Greed destroys the last
bastion of Amazon myth, shattering the remnants of a once
powerful city andamagethat served natureassurely asdothe
Garou. Greed finally brings about the end of a Golden Age.

Mood

Themoodfor "In Dreamsand Nightmares' isdesperation.
The Amazon is falling to Pentex, and one of the few truly
powerful aliesof the Garou isabout to bedestroyed— unless
the pack can reach El Dorado in time.

The mood for the story isaso vengeance. The Skinner has
returned, and a chance for retribution is a hand. But once
again, Samud Haight isprepared for the Garou asfew others
could be. He has studied his enemies: he knows their weak-
nessesand knowshow to hurt them psychologicaly aswell as
physicaly. Asmany inthepack may want revenge on Samuel
Haight, hewantsrevengeagainstall Garou. Hewasbornmere
Kinfolk, jealous of his brothers Garou heritage. Make no
mistakes, Samud Haight isatwisted man, butheisdsoavery
brilliant one. Heisascold blooded akiller asthepack islikely
to mest.

A complete background for Samud Haight islisted at the
end of this adventure. Players who have not met Haight
personaly might still know piecesof thelegend. A roll againgt
Intelligence + Occult roll might allow acharacter to recal bits
and piecesof Haight'smethodsand history. A Galliard might
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haveheard astory or song detailingthe Skinner'sinfamy. Ifal
dse fails, a convenient non-player character assigned to the
pack could dowly reved important details throughout the
adventure.

ene One;
Down Behind The
Lines

"Listen, | got information, see? 1 got information you could use
tofry bigger fish than me."

— Any bad guy in abad situation

The pack has been given the dubious honor of guarding
their caern'shawn. Thisisaduty fraught withdanger. Atany
time, agroup of Pentex mercenariescould show up. Pentex has
recently taken to actively searching out the locationsof caerns
inthe area. The cost of their operations in the Amazon have
become preposterous. Bamaby Shadrack has demanded that
thesearchbemade. The sept |eadersweread erted of thedanger
whenthey intercepted amessenger withanoteauthorizingthe
added expense of the operation.

The pack issoon engaged in amajor skirmish with Pentex
First Team Number 13. The Firgt Team is comprised of five
membersandisonly lightly armedright now. Their missionis
simply one of reconnai ssance. However, even without heavy
artillery, theFirst Teamisnot to betaken lightly. They do not
know that they have been set up. Samuel Haight has had it
withthe palitical back-stabbing that the loca Pentex leaders
havebeenengaged in. Back-stabbingwoul d not bo.ther Haight
so much, but al of the knives have been pointed at him.

One of the less subtle moves by the executive committee
wasfueling arivalry between Haight and Roland Thompson,
thehead of First Team Number 13. Thompson has long been
accustomed to having things hisway at the Pentex camp, but
all that changed when Haight arrived. Haight hasbeen given
agreat ded of bureaucratic run-around by the Executive
Committee and hasgeneraly ignored Pentex's problems. The
committeecannot understandwhy Haight hasbeen promoted
unduly inthe ranks of the company, and they cannot condone
the odd assortment of individuals Haight has brought with
him. Just to ensure that Haight knows his place, they have
started conceding to hiswishes, taking away the equipment
and privileges that Thompson once had and giving them to
him.

They havedso made certainthat Thompsonknowswhy his
requestsfor equi pmenthavebeendelayed. AsfarasThompson
canse, Haightisbehindall of histroublesof late. Hehasmade
certain that Haight understands his resentment. The origina
plans around the Pentex camp involved having First Team
Number 13 goinsearchof El Dorado. Withthehel p of Robert
Allred, Haight has vetoed that move and taken on the task
himsdf. Intruth, Haight isfar more qualified for the task of
leading the assaullt on El Dorado, but that had littleto dowith
hisrequest for interference.

Chapter Four:

By taking the most important tasks assigned to the First
Teams for himsdf, Haight has left First Team 13 with the
dangerous task of scouting out the locations of the Amazon
caems. Elliot Meiche, infuriated by Robert Allred's successful
takeover of the Amazon Project, hasbeenplayingafew games
of hisown, including arranging for amessage of authorization
to be "discovered" by the Garou. Meiche is doing his best to
assure the destruction of his would-be rival, and has insured
that Haight will have hischance at the powers of El Dorado—
with the Garou hot on his trail.

What Haight doesn't understand ishow deep therivalry is.
Thompson will do anything he can to make Haight look bad,
including salling out Pentex to assure Haight'sdefeat. At least
one member of the Firs Team should be captured. The
prisoner or prisonerswill then attempt to barter informationin
exchangefor their lives. Whether or not the pack agreesto the
exchangeisentirely uptotheplayers, of course, but they should
at least be willing to ligten.

The information to be exchanged is this: the First Team
member will offer tolet the pack know about aplanned assault
on El Dorado, a caern well-hidden in the jungle. The plan is
not only to attack the caern, but to utterly destroy it and take
the gold that lies there. It is possible that the pack will not
believe the team member, pointing out that they have never
heard of the El Dorado caern. Theteam member will tell them
to send someone back to their camp and ask one of the local
Garou about El Dorado. Hewill go onto explainthat thereis
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aheavily armed First Team on theway to El Dorado right now
assisted by vampires.

Whether the pack decides to let the remaining team
member liveisentirely uptotheplayersagain. They should at
leest consider whether the Firg Team member has seen the
caern, aswell as adeciding whether killing the enemy inthis
situation is honorable. The First Team member will probably
not be willing to talk about the assault until after the Garou
have promised safety. The question is, ultimately, which is
more important: the honor of the pack or the safety of the
caern. It's not really much of achoice the safety of the caamn
should come first. However, any member of the Children of
Gaiatribe that gives her word and then kills a Team Member
anyway will lose honor in the eyes of that tribe.

Should the pack decide to take their prisoner with them
back to their Battle Magter, they may have an unpleasant
surprise on their hands. The Firg Team members are al
carrying radio tracking devices, and unless they have been
searched, the tracking deviceswill later leed aheavily armed
assault battalion straight to the caern.

Theinformation the pack has received should beimportant
enough to cdl for amesting with their Battle Master, Jurgen
Kreig. Kreigwill take the information poorly, grumbling and
griping under his breath. He will finaly decide that the
informationistooimportant forhimtovoteonhimsaf. Jurgen
will send the pack to talk with their War Chieftain, Dag
Hateful Hand. Dag dso will be digdleased with the informa-
tion, and hewill inturn send thepack, alongwith asmall scout

pack, asquickly as posshble to the Hollow Heart Caern. The
pack now gets achance to see the Garou chain of command in
action as they are asked to tell their story repeatedly. At last
they are handed to the top authority, Golgol Fangs-First, the
HighWar Chieftain. Golgol Fangs-First will takethenewsas
poorly as the rest, but he will finally have something to say
about theentire affair.

"Thisisgravenews. El Dorado has spoken to usindreams,
and has offered to aid uswhen he isable. El Dorado must be
warned, but no Moon Bridge exists that can send you there.”

TheHighWar Chieftainwill givethepack amap. Themap
details the area where they are and shows the fastest, safest
route to El Dorado and to the Dorado Ream. "Thereisonly
oneway toEl Dorado, and that istofollow thismap. El Dorado
isremoved fromtherest of theworldinasection of theUmbra
that isunreachable. But thereisanopening, asinglespotwhere
El Dorado can be entered. It isdeep in thejungle, three days
travel from here.

"Y ou must go to El Dorado and warn him of theassaullt. El
Dorado has protection in hisream, but it may not be enough
to stop Pentex, not without advanced warning."

In the event that there are no Black Furies in the pack, he
will handthemasmall fetish. Thefeti shsimply alowsthepack
to enter the Dorado Realm and not be attacked on sight by the
Black Furiesthat have madetherealm their home. If thereare
any Black Furiesin the pack, the fetish will not be needed.
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Thepack issent ontheirway with praisefor theinformation
they have captured and the hope that the information came
soonenough.

Firs Team Number 13
Sgt. Roland Thompson

Position: Team Leader

Attributes. Strength 4, Dexterity 2, Stamina 3, Cha
risma 4, Manipulation 3, Appearance 3, Perception 5,
Intelligence 3, Wits4

Abilities. Alertness 3, Athletics 3, Brawl 5, Dodge 4,
Intimidation 3, Subterfuge 2, Drive 2, Etiquette 2 Firearms4,
Méeee 3, Leadership 4, Repair 2, Stedth 4, Surviva 4, Com-
puter 3, Investigation 3, Linguistics 2, Medicine 3, Politics 1,
Science2

Backgrounds Allies 3, Contacts 2, Resources 2

Powers. Immunity to Delirium

Rage 0, Gnosis 0, Willpower 8

Weapons H&K G3 (two dips silver anmo, 3 dips nor-
mal), survival knife

Image Roland is aperfect straight man: he looks dightly
stupidandd ack-faced, andhecarrieshimse f withanappalling
lack of bearing. Intruth, hed umpsdightly becauseheisadways
very relaxed, astate of mind and body that works best when
performing the martial arts. He does not appear threatening

Roleplaying Notes: Y ou don't much like or trust anyone
whoisnot apart of your Team. Y ou havelearned dl too well
how easily thosearoundyouwill try tostabyouintheback. As
aresult, you have no hestation to stab themfirst.

Background: Roland Thompson spent the majority of his
life moving around the world from one military base to
another. His father was a career soldier and his mother kept
busy with haf adozen hobbies. By fourteen he had become a
perpetual problem child, joining in fights and bullying the
younger children. WhentheAllred Military Academy offered
totaketheproblemchildinandteachhimtheerror of hisways,
hisparentsreadily agreed.

Thompson wastrained by the best teachers money can buy
tobeakilling machine. The Allred Academy isadivision of
Pentex that specidizesinteaching theart of killing to children
that want to learn and, at the sametime, teachesthem how to
appear perfectly sane to the people they meet. On the few
occasions when Thompson came home to vist his parents,
they were stunned by the changes. He had gonefrombeinga
disorganized, emotiona messto being adisciplined, clean-cut
and seemingly loving child. Theday after hisgraduation from
theacademy, Roland Thompson sabotaged the car hisparents
had rented and waited to collect his inheritance. He has
workedfor Pentex ever snce and quickly becamean efficient
Firg Team leader.
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Paosition: Second in Command/ Demoalitions Expert

Attributes. Strength 3, Dexterity 4, Stamina 3, Cha
risma 4, Manipulation 3, Appearance 2, Perception 3,
Intelligence 4, Wits 4

Abilities Alertness 3, Athletics 4, Brawl 3, Dodge 3,
Subterfuge4, Drive4, Etiquette 3, Demolitions 5, Firearms4,
Méeee 3, Leadership 4, Repair 3, Stedlth 3, Survival 4, Enig-
mas 2, Medicine 4, Occult 2

Backgrounds: Allies 2, Contects 2, Resources 1

Powers Immunity to Delirium

Rage 0, Gnogis 0, Willpower 7

Weapons. Glock-17 (one clip of silver ammo, two dips
normal), flare gun, severa pounds of plagtic explosve and
detonators.

Image Tanya is a fairly socky Orientad woman, very
muscular andjust alittle soft around the gut. Her hair isblack
and starting to go gray. She will often flash aquick smile.

Roleplaying Notes: Y ou areamogt always smiling because
you are usudly thinking about how lovely it will be to watch
everythingaroundyouburn. Y ouaredsojust alittledistracted
by theimagesyou seeinyour mind, theimagesof thingsyou've
burned in the past.

Background: The first time you amiled was when you set
your pesky brother onfire. Thegaginhismouthkept himquiet
and the wire wrapped around his wrists and ankles kept him
from thrashing around too much. He should never haveraped
you. Naturally the rest of the family had to go aswell. They
would have told on you. Y ou've been running ever since, but
now you get paid to bum things.

Abraxas

Position: Fomor Agent

Attributes. Strength 8, Dexterity 2, Stamina 8, Cha
risma 1, Manipulation 1, Appearance O, Perception 3,
Intelligence 3, Wits 2

Abilities. Alertness 2, Athletics 2, Brawl 4, Dodge 1,
Intimidation 4, Firearms 2, Meee 4, Stedth 4, Surviva 2

Weapons. "Oh, none for me, thanks."

Backgrounds Allies 2

Powers Immunity to Delirium, Exoskeeton, Body-barbs,
Lashing Tall

Rage 0, Gnogs 0, Willpower 4

Hedlth Leves 0, -1, -2, -5, Incapacitated

Image: Abraxasishuge. Hestandsjust under 12feettal and
isdmost aswide. Hisbody iscovered with athick, horny hide
colored aglossy black and hisfacehasjust enoughroomfor eyes
above the large besk that has replaced his mouth. Like an
insect, hisskin issegmented, and he can squeeze into remark-
ably narrow regions and can pass between trees that areonly a
fewinchesapart. Lately, athick syrupy fluidhasstarted lesking
from inside his body. No one has explained to him that he is
dying. He would be lesswilling to fight if he knew.
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Roleplaying Notes: Dont talk; kill.

Background: Few people would believe that Abraxas is
only 16 years old. No one s0 young should be so enormous.
Abraxas decided to run away from home only last year, and,
unfortunately, he ran into a Wyrm-Hole in the process of
trying to find shelter from an approaching storm. The three
hours in that hole caused many changes in Abraxas, and he
would certainly have gone insane if not for his discovery by
Pentex. Pentex supplies Abraxas with food and aplace to Say;
the First Team provides him with companionship.

The transformations that continue in Abraxas have re-
moved three levels of health permanently. He will be dead by
the end of the year if his metamorphos's continues.

Jack Sardis

Pogtion: Heavy Artillery

Attributes: Strength 3, Dexterity 4, Stamina 3, Cha
risma 2, Manipulation 3, Appearance 1, Perception 3,
Intelligence 2, Wits 5

Abilities Alertness 4, Athletics 3, Brawl 3, Dodge 3,
Intimidation 1, Subterfuge 3, Drive 4, Firearms 5, Melee 2,
Leadership 2, Repair 4, Stedth 2, Survival 3, Computer 3,
Palitics 2, Science 4,

Backgrounds Allies 2, Contacts 1, Resources 1

Powers Immunity to Delirium

Rage 0, Gnogs 0, Willpower 6

Weapons Two Calt .45's (one clip of dlver anmo each, 6
dipsnormal).

Image Bading and scarred, Jack has seen the results of
exploding artillery from less than two feet away. Hehaslarge
burn scars over about 80 percent of his body and a amile that
promises great pain to anyone who is an enemy.

Roleplaying Notes Your only friends are the First Team
memberswith you at any given time. At the present time, you
only have two heavy handguns with slencers. Y ou're fegling
quite naked without at least a mortar cannon.

Background: Jack came away from Viethamwith aperma-
nent attitude adjustment. He missed the sound of artillery so
much that he decided the mercenary lifewasfor him. Hesbeen
fighting ever since.

Sene Two:  Day One
(Run Through The
Jungle)

"I love the smell of napalmin the morning. It smellslike....It

smells like victory!"
— Robert Duvdll, ApocalypseNow

In this scene, the pack must trek through unfamiliar sec-
tions of the jungle in an attempt to beat the First Team to El
Dorado. The jungle here is heavy with undergrowth. The
location is just right for hiding the first of Samud Haight's
traps. After saverd hours of trekking through the woods, the

78 Rage Across the Amazon



pack will run across afaint path where Haight's caravan of
supplieswascarriedthroughtheundergrowth. A quick glimpse
at the map will show that this path leads directly towards El
Dorado.

It istrue that the some of the First Team and their supply
caravan have come thisway, but only as adeliberate ploy to
drivethepack into pursuit. Theonly peoplethat have actually
comethisway arethe Stragglers, asmall group of locd natives
(seebdow) hired to haul suppliesand Samuel Haight. Haight
has been dong to assis in the scouting of this area. He has
personaly chosen the best areas for both placing traps and
hiding the Stragglers.

Any Garou with the Heightened Senses Gift has a decent
chance of recognizing the scent of Samue Haight (Perception
+ Alertness, difficulty 8). If thescent isrecognized (especialy
ifthecharacter hasmet Samud Haight inValkenburgFounda-
tion ), the character will regain one Rage point automaticaly.

Haight believes in being prepared for any contingency, so
he has decided to lead any pursuing Garou from the truetrail
he fallows. Smply leading the Garou away is not enough.
Samud Haight wants their skins, he needs to gather al the
Garou skinsthat hecanfor hisownsick plansto createhisown
tribeof Garou.

Following the path is sure to do two things: lead the pack
away fromtheir actual target and lead themright into afield.
The trap is set up to maim and destroy as many of them as
possble Itwill dso let Haight know that the Garou areon his
trail.

Samuel Haight has prepared for the Garou, but because of
hisowntwisted senseof fair play, thetrapsthat wait ahead are
not meant to be fatal. They are smply meant to dow the
pursuers down and "soften them up" for the Stragglers.

Following the path, or even skirting the surrounding area,
will lead the pack to avery thick areaof dense growth; itisin
this area that the traps wait. A very obvious trail has been
hacked through here. Past the initial wall of growth, there are
carefully laid claymore mines about every two yards for the
next 20yards. They aredetonated by tripwires (roll Perception
+ Alertness, difficulty 9, to notice). To avoid an exploding
mine, roll Dexterity + Dodge againgt a difficulty of 9. Each
mine delivers seven leves of non-aggravated damage.

There are ds0 agood number of Samud Haight's patented
slver-coated throwing spikes. The spikes are st to fall from
concedled boxes hidden in the trees. Wires are on the ground
beneath the boxes (Perception + Alertness, difficulty 9 to
notice). When these are tripped, the contents of the box will
soill onto the Garou. Rall five dice againgt adifficulty of the
character's Dodge + 3; one spike hits per success scored. Each
sikethat strikesaGarou doesonelevd of aggravated damage,
but most of these should simply scatter over the areawithout
actualy striking any of thepack. They arehereto simply make
it harder for the pack to get through. If none of the pack has
recognized Samuel Haight isrunning things, and if they have
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met with Haight before, they should have another chance to
recognize hiswork now.

In addition, Haight has set severd smplesnaresinthe area
made of stainless sted cord with silver wires carefully woven
into place. These require a Perception + Alertness roll, diffi-
culty 9, to detect. A Dexterity + Dodge roll, difficulty 8, is
required avoid one that has been triggered. There are only
three of these st. The cordswill cause one leve of aggravated
damageeachturnthey arein contactwithaGarou'sbody. The
easestway toavoiddamageistosmply shiftintonatural breed
form, as silver then does no damage. Of course, the character
gtill may not be strong enough to break free. Cutting a cord
requiresfive levels of damage.

Haight'slast surpriseintheareaactually comprisesabout 50
percent of the traps. Haight hasplaced what he cdls"howlers'
throughout thearea. Howlersdonothing morethan causeloud
explosionsfollowed by high pitched, piercing screeches. Those
withHeightened Sensssactivewill effectively bedeafenedand
will likely go into afrenzy to escape the painful noise (the
chance to resist afrenzy is lowered by one for this roll). Of
course, going into afox frenzy in aminefield can have messy
results.

Thereislittlelikelihood of any charactersbeing killed here,
butthereisavery read likelihood of beingseverdly injured. Any
of thepack thatisdtill frenzyingwill runacrossthefinal trapon
the other side of the dense growth: two Stragglerswith assault
riflesare in the trees patiently waiting for the Garou to come
out. They will gainautomatic initiative if any Garou comeout
of thetrapsin afrenzy. The good newsfor the pack isthat they
only havefivesilver bulletseach. Thebad newsisthat thetwo
Stragglers are sharpshooters.

Six successes at jumping are needed to reach the Stragglers
inthetree. Thereisa+2 difficulty to hit the Stragglers since
they are partialy conceded in the trees.

Sharp Shooting Sragglers

Attributes. Strength 2, Dexterity 4, Stamina 3, Cha
risma 2, Manipulation 2, Appearance 2, Perception 4,
Intelligence 2, Wits 2

Abilities. Alertness 4, Athletics 3, Brawl 2, Dodge 3,
Firearms 5, Mdee 3, Repar 3, Stedth 3, Survival 4,
Medicine 2

Backgrounds Allies 1, Contacts 2

Powers Immunity to Delirium

Weapons H&K G3 (fivesilver bullets, four normal clips),
combat knife, Colt .45 auto (2 normal clips)

The Stragglers have been promised abounty of $5,000 for
each Garou they bring back to Samud Haight, provided the
pelts are mogtly intact. Everybody needs extramoney inthese
timesof inflation. These guysintend to bag asmany Garou as
possible.

They arethe only two surviving membersof First Team 18
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Scene Three Day Two
(Megt New Friends)

Cause | got aname and | got a number

I'vegotajob todo

| gotanameand | got a number

and I'm comin' after you.

— Genesis, "I'm coming after you"

By thispoint, the pack should have afew woundsin need of
hedling. Let the pack rest. When night comes, no lightswill be
seeninthedigance; what little light that exists comesfromthe
gtars above and from the thin diver of a crescent moon. The
nightishardly restful, forthereareodd soundsintherainforest.
Distant screams and faint shrieks can be heard. Odd shedows
move through the deeper sections of the jungle.

When the morning comes, the jungle looks more oppres-
sve. Thetreesthat surround the Garou are the same, but the
air feds heavier. The temperature is high enough to make
breathing difficult. Clouds cover the Sky and promiseto bring
rainin dienear future. After thepack has marchedfor anhour
or 90, the rain will begin. Lightning dances across the skies,
thunder shakes the ground and extremely heavy rains wash
from the skies in afutile attempt to wash away the Wyrm's
growing corruption.

BRIDG=2

Severd hours of trudging through the mud and rain pass
before much of anything happens. Thereisavery red danger
of quicksandintheares, but thepack should havelittletrouble
pulling their friends from the thick quagmires. None of the
gpots with quicksand are large enough to grab more than one
Garou at atime.

Asthe sun is beginning to set a the end of the second day,
the pack meets up with the remaining Stragglers. Unlike the
previous Stragglers, thisgroup is comprised entirely of fomori.
Therearefour indl, and their only desre istodestroy the pack.
Whilethis group has been offered asubstantial sumfor intact
Garou pdlts, they have dso been cautioned by Haight that it
is more important to op any Garou from breaking through;
nothing must prevent him from getting to El Dorado. The
Stragglers are dmogt fanatically loyd to Haight and will do
their very best to kill the Garou and leave the pelts intact.

The pack may not be strong enough to do battle with this
many fomori. Donot hesitateto havethe Chimeraswitchsides
immediately or to smply reduce the number of fomori oppo-
nents. Ineither case, the scdes shouldbefairly evenly baanced
between the fomori and the pack.

By the time the pack hasfinished with thefomori, the sun
hasfinished setting. Again, the Garou should find it necessary
to rest and recover. Throughout the battle, the rains continue
and lightning thrashes through the tortured skies.
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More Stragglers
Abigail Pesbody, " Drowner™

Attributes. Strength 2, Dexterity 4, Stamina 2, Cha
risma 3, Manipulation 3, Appearance 2, Perception 3,
Intelligence 4, Wits 3

Abilities: Alertness 2, Athletics 1, Brawl 4, Dodge 2,
Empathy 2, Expression 2, Intimidation 1, Subterfuge 4,
Drive 1, Firearms 4, Melee 2, Leadership 3, Performance
(Striptease) 2, Stedlth 3, Survival 3, Investigation 2, Law 1,
Linguistics4 (Portuguese, Spanish, French, German), Medi-
cine 3, Occult 2, Palitics 2, Science 3

Backgrounds Allies 3, Contacts 2, Resources 1

Powers Infectious Touch, Plasmic Form, Immunity to
Delirium

Rage 0, Ghosis 0, Willpower 7

Weapons .45 Colt automatic (2 clips silver bullets, 2
regular clips)

Image: Abigail is surprisingly normd in appearance. She
has light brown hair and dark brown eyes. Her skin is oddly
pae.

Roleplaying Notes There is nothing that delights you
morethanwatching aGarou dowly suffocate. Y our standard
method of attack is to turn into your Plasmic Form and force
yoursdf down a Garou's throat. (This is a resisted rall of
Dexterity + Brawl versusthetarget's Stamina+ Dodge; three
or more successes will successfully dlow her to force hersdlf
down the Garou's throat. Damage is equivaent to Abigail's
Strengthandworksassuffocati onor drowningintheWerewol
rulebook. While this damage is not aggravated, the Garou
cannot hedl the damageuntil successfully breaking away from
Abigail.)

When there are too many around to indulge in that smple
pleasure, transformintoyour Plasmicformandhitasmany as
you canwith your Infectious Touch. Y oulaugh shrilly when-
ever you succeed in touching an opponent.

Background: Abigail was Kinfolk to the Garou, but she
never knew it. Her parentsdied in acar accident at an early age
and | eft her to go from one foster home to another. When she
reached the age of nineteen, Abigail had the misfortune to
atract the attention of an Odyssey research team when
volunteering for college experimentsto pay her tuition. Odys
sy hasremade Abigail and explained toher that the Garou are
vile creatures that desire the death of al humans. Everything
that she has seen to date, including the dismemberment of her
original First Team, has convinced her that Odyssey iscorrect.

Her original team was First Team Number 22.

Lance White, "Fatso"

Attributes. Strength 8, Dexterity 2, Stamina 6, Cha
risma 1, Manipulation 1, Appearance 0, Perception 4,
Intelligence 3, Wits 5

Abilities Alertness 2, Athletics 1, Brawl 4, Intimidation4,
Stregtwise 3, Subterfuge 4, Meee 4, Surviva 3, Enigmas 2,

Chapter Four:

Investigation 4, Law 3, Linguigtics 2, Medicine 3, Occult 1,
Politics 2

Backgrounds Contacts 2, Resources 2, Allies 2

Powers Mega-Strength, Hide of the Wyrm, Mouth of the
Wyrm, Stomach Pumper

Rage 0, Gnoss 0, Willpower 5

Wegpons. Silver Axe

Image: Fatsolivesuptohisnameand then some. Heweighs
just under 800 pounds and is buried in greasy, seeping flesh.
Lances hair has fallen out and left open sores His skin has
taken on a decidedly reddish tone with large purple stresks
fromthestretchmarksonhisskin. Fatso'sbreath makessewers
smdl sweet in comparison.

Roaleplaying Notes: Chuckle to yourself alot, and swing at
your opponentswithal of your might. Ifyousucceedinkilling
an opponent, dig in and chow down! Them Garou make
mighty good estin'!

Background: Lance has always been heavy was dwayson
one diet plan or another. Then one day he found out about
Iliad and what he thought was a weight reduction program.
Oopd!

Hisorigina teamwasFrst TeamNumber 36. Exceptfor Ed,
the rest of the team was destroyed in a Garou engagement.

CharlesGrammercy, "Edl"

Attributes: Strength 5, Dexterity 4, Stamina 5, Cha
risma 0, Manipulation 1, Appearance 0, Perception 4,
Intelligence 3, Wits 5

Abilities Alertness 5, Athletics 4, Brawl 5, Dodge 4,
Streetwise 4, Subterfuge 2, Drive 3, Firearms 3, Melee 4,
Performance 3, Repair 1, Stedlth 5, Surviva 3, Enigmeas 2,
Investigation 4, Law 1, Linguigtics 2, Medicine 2, Occult 5,
Politics 2

Backgrounds Allies 2

Power s ExtraLimbs, Body-barbs, Umbral Passage, Claws
and Fangs, Hide of the Wyrm

Rage 5, Ghoss 0, Willpower 9

Weapons. Why bother?

Image Ed is extremely gaunt in appearance with deek
black skin. His body is entirely harless and his face rather
resembles that of an ed. Virtually every joint in his body has
spursof boneerupting fromtheflesh. Most of thesespursleave
acrust of blue scabrous materia wherethey have erupted. The
sours are something new to E€l. He hasyet to decide whether
he likes them.

RoleplayingNotes Y oupracticaly purrwhenyoutalk, and
youlikethewayyoulook. Y ouareextremely grateful to Pentex
and will gladly do anything for them.

Background: When the doctors told Charles Grammercy
he had only afew monthsto live he took it very poorly. Who
wouldn't? When the lliad Project offered a dim chance of
recovery, achance to beat the thrice-damned AIDS virusthat
was destroying his body, Charlesjumped at the chance. The
chemica stew hewas injected with wasincredible. Hisentire
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body felt revitdized. It was less than aweek later that more
sariouschangesstartedtooccur. Charlesisvery grateful for the
second chance at life... even if the life is destined to be very
different from the one he once knew. Charlesiswilling to do
anything at al for Pentex. They saved him from his worst
nightmare: adow agonizingdeath. Charleswasawaysthetype
of manwho preferred theideaof "going outinablaze of glory."

Hisorigind team, alongwith Fatso, wasFirs Team Number 36.

Weeks

Race: Chimera

Attributes. Strength 5, Dexterity 4, Stamina 5 ~Cha-
risma 3, Manipulation 4, Appearance 5, Perception 6,
Intelligence 3, Wits 3

Abilities: Alertness 3, Athletics 2, Brawl 3, Dodge 4,
Empathy 5, Expression 5, Intimidation 5, Primal-Urge 3,
Streetwise 5, Subterfuge 4, Anima Ken 5, Leadership 1 ,
Performance4, Stealth 5, Survival 4, Enigmas4, Investiga-
tion 3, Linguistics 1, Medicine 2, Occult 5

Backgrounds: none

Power s Shapeshifting, ExtraLimbs (addssix diceto mul-
tiple attacks only), Claws and Fangs

Rage 0, Gnosis 2, Willpower 7

Weapons Two largeklaives.

Image Meeks has chosento be femal e and normally shows
itsdf as an attractive woman with long blond hair and blue
eyes.

RoleplayingNotes: Pickatarget carefully, find the onethat
looksmost i njured amongst your enemiesand shapeyoursafto
theexactimage. Apologizeprofusdly forwhat you areabout to
do, forithurtsyoutokill Garou; they havea waysbeen friendly
toyou in the past. Thisjob bothersyou, for you have dways
liked Garou, but theonly way to get your mate back isto assist
in the Pentex battle for the Amazon. If you ever find Robert
Allred on the gtreet, he is adead man.

Under no circumstances will you harm a follower of the
Chimeral Meeks will attempt, using facial expressions, to
explain that she wishes no harm. If the tides have turned
againg the Garou, she will beg the Garou she attacks to play
"oossu”

Background: Meeks does not like Pentex. She smply has
no choice in what she is doing. If a Garou were to offer
assstance, shewould switchsidesimmediately, asshehascome
to think of the Garou as honorable. There is no honor in
Pentex, only pain. Megks bdieves her mate isheld by Robert
Allred andfeelsshe has no choice but to assig Pentex in their
schemes. Intruth, it is Elliot Meiche who held her poor mate
Tobora, but he has long since destroyed him in an attempt to
gain information about the Chimerarace.

Arthur Barrister

Attributes Strength 5, Dexterity 4, Samina3, CharismaO,
Manipulation 2, Appearance 2, Perception 3, Intelligence 3,
Wits 2

Abilities. Alertness 2, Athletics 2, Brawl 3, Dodge 4,
Intimidation 4, Streetwise 2, Subterfuge 3, Animal Ken 1,
Drive 3, Firearms 3, Melee 5, Leadership 4, Performance 1,
Repair 4, Stedlth 4, Survival 1, Enigmas 3, Investigation 3,
Law 2, Linguistics 3, Medicine 2, Politics 4, Science 3

Backgrounds Allies4

Powers Eyes of the Wyrm, Webbing, Roar of die Wyrm,
Immunity to Delirium, Lashing Tail

Rage 0, Gnosis O, Willpower 4

Weapons. 45 Colt automatic

Image: Hisdimy skiniscoveredwithpus-filled blisters. Of
thefour Team members, Arthur Barrister looks the most like
acreatureof theWyrm. Hehasno legsand hislong tail dithers
acrosstheground. Hiseyesarealwayswideopenandhismouth
is filled with cilia ingtead of teeth.

Roaleplaying Notes: Kill, Kill, Kill!

Background: Arthur Barristerwashborntheillegitimateson
of Robert Allred, who didn't like the idea of illegitimate
children or lawsuits very much. Allred had both the newborn
and his mother captured by a Firsg Team and persondly
delivered to lliad. Poor Arthur hasbeen in the hands of Pentex
for the ladt fifteen years. Only Samud Haight and the other
fomori have ever shown him kindness without squirming at
the thought.

He was a member of First Team Number 55, destroyed
during a Garou assault.

Scene Four: Day Three
(Hardships Untold And
(Dangers Unnumbered)

Thought it was a nightmare

Lord, it was so true

Here come the don't know walkin' slow

Devil's on the loose

Better run through thejungle...

— Credence Clearwater Reviva, "Run Through
The Jungle"

Thefirst light of the morning isvirtually non-existent. The
storm clouds have darkened. Theonly hint of sunrissisapae
circle of light trying in vain to break through the douds. The
rains are now so severe that the leaves of the trees are bent
down by the crushing weight of the falling water.

In the far distance, the Garou can hear a roaring rushing
sound. A small creek has now becomearaging river. Eventhe
water-soaked trees are only dark silhouettes in the furious
torrent of rain. Occasondly, theentiresky isbriefly litby blasts
of lightning that stretch from horizon to horizon.
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The map that the pack carriesiswet, but readable. Thepath
the pack hasfollowed this far is gone. The only option isto
trudge on. Gaia is maddened with pain and, in the deep
untouchedjungles, Gaidspainisavery red danger. After only
afew hundred yards, the pack will notice that the sound of the
river iscoming doser. The river will be visible soon.

Theflood watershaveliftedtheriver well beyondthebanks
normally here; trees have become submerged in the raging
waters, and rapidly dying Glade Spirits can be seen in the
depths of the treesthat arelifted and hurled aside by thefoam
crested waters.

Any Garou brave or foolish enough to attempt swimming
across the river must make no less than five successes on a
Strength + Athleticsroll (difficulty 7) for every 10 feet he
crosss. Theriverisb0feet acrossat itsnarrowest. A failurewill
have the Garou dragged by thewatersfor at least amile, and
abotch will result in the unfortunate Garou being struck by
high speed debris and knocked sensdessfor two turns. Should
the Garou have more than two consecutive botches, she will
be knocked unconscious by the repeated impacts.

Ifthereisnorope, theGarou may fedl that thereisno choice
but to force atree down and use it as abridge. The trees are
certainly tall enough here, but the feat of crossng the tree
without falingintotheriver below will requireaDexterity +
Athleticsrall (difficulty 7). Well equipped Garou may dso
attempt to attach ropes to the trees to use as anchors. If the
Garou arethissensible, thentheir difficulty isreduced to 5. If
acharacterfalls, refertotheWerewalf rulebook (page 196) for
rules on drowning.

The pack will likely be substantially delayed by the unex-
pectedriver. Beyondtheriver itsalf, theground startstosowly
climbupwards. Theground isnot steep, but fiveaccumul ated
uccesseson an extended Dexterity + Athleticsrall (difficulty
7) isrequiredtosuccessfully climbupthewater dicked hills. A
failure will result in a dip and tumble to the foot of the hills,
causing another delay inreaching El Dorado. A botchwill send
the character ralling and tumbling al the way down to the
river wherethe unfortunate Garou must again climb fromthe
waters and trek up the hill. The pack should be reminded that
somewhere ahead of them, Samud Haight and hisFirst Team
are dso struggling to get to El Dorado.

Beyond the hills, there isasheer cliff face, dropping down
into adeep valley. It isherethat El Dorado once existed inthe
physicd world. The face of the cliff has many minute cracks
and crevices. A good climber should have little difficulty in
getting down the cliff on aclear sunny day. Today isanything
but sunny. Between thewindsin excessof 30 milesanhour and
thetorrentid rainfall, thedick stconewa | might aswel | beailed
glass

Thecliff'sfaceisextremely steepanddropsforover 200feet.
Climbing downwill require acumulative total of 20 successes
on a Dexterity + Athletics roll at a difficulty of 8. For each
auceess, thecharacter hassuccessfully lowered 10feet. A botch
a any time means that the character has dipped and falen.
Roll onedieof damagefor every 10feet that thecharacter fdlls.
Thisisnormal damage and may be soaked. Again, characters
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who have brought a substantial length of rope with them
shouldbejustfine; thedifficul ty for descendingisthenreduced
to5.

The valley spans across asubstantial area and looks rather
like a crater from above. The forest is dosdy packed in the
valey. In the distance, towards the center of the valey, a
column of stoneisvisible. From the valey'sfloor the soneis
no longer visible, blocked from view by the trees of the forest.
According to the map, this stone is the pack’s destination.

After descending (or falling) into the valey, the pack has
one more obstacle, a Bastet of the Balam tribe. Bdlengash is
not used to Garou, save for the occasond Black Fury passng
through his territory very politdly. He will be extremey
displeasad by any Garou bearing a bad attitude. Balengash
holds the entire valley as his Den-Ream and has done so for
thelast 15 years.

Should the pack contain any members of the Black Fury
tribe or show Bdlengash their Black Fury fetish, he will let
them pass through histerritory. Should the pack be offensive
in any way, especidly if they are contemptuous, Balengash
will maketheir livesalivinghell. Samuel Haight hasmanaged
to dip past the Baam while he was busy in his Den-Ream.
Ballengash knows that someone passed through earlier, but
does not who it was.

Garou attempting to pass into the Umbra will find a
substantial barrier intheirway (Gauntlet 7). Again, theGarou
shouldbecivilor they will find themsdvesharried by Bdlengash.
Socid skillswill befar more useful than combat ahilities. Ifthe
pack iscivil, Balengash will lead them directly to El Dorada's
Ream. If the pack is offensive, Bdlengash will step into his
Den-Redlm and skip about the characters, making sudden
sneak attacks while drawing them dowly away from their
target (roll Balengash's Manipulation + Enigmas versus the
Wits + Enigmas of the characters to succeed in mideading the
pack).

If Bdlengash decidestolead thepack away fromtheDorado
Redm's entrance, he will attempt to get them hopdesdy lost.
If he succeeds, he will then leave them done, keeping a
watchful eye. If he fails, he will start using guerrilla warfare
tactics and his superior knowledge of the area. As the Den-
Realmisdirectly linked to the Dorado Ream, Balengash dso
has easy access to a large supply of silver and, if blatantly
atacked, he will retaiate with silver tipped spears.

Bdlengash is extremely defensive about his territory and
will fight tothedeath againgt apack that causeshimgrief. If the
pack actudly takes the time to smply discuss their problem
withBdlengash, hewill aidtheminanyway possible Balengash
considers El Dorado to be his friend and will gladly fight to
protect the mage.

Ballengash

Tribe Bdam

Age 32

Attributes: Strength 4, Dexterity 5, Stamina 4, Cha
risma 3, Manipulation 5, Appearance 4, Perception 3,
Intelligence 3, Wits 4

Abilities Alertness 4, Athletics 4, Brawl 3, Dodge 3,
Empathy 3, Expression 4, Intimidation 5, Primal-Urge 4,
Subterfuge 1, Animal Ken 3, Mdee 3, Leadership 2, Perfor-
mance 4, Sedth 5, Surviva 5, Enigmeas 4, Investigetion 2,
Medicine 3, Occult 5, Rituals 3

Backgrounds Den-Ream 3, Resources 5 (El Dorado's
gold, which he constantly "borrows").

Gifts: Beastmind, Trackless Waste, Catfeet, Razor Claws,
Blur of the Milky Eye, Lick Wounds, Eyesof the Cat, Senseof
the Prey, Taking the Forgotten, Shriek, Walking Between
Worlds

Rank: 4

Rage 6, Ghosis 9, Willpower 7

Rites Taghairm Rite, Rite of Claming, Rite of Binding,
Rite of the Fetish, The Badger's Burrow

Fetishes Badtet Klaive, Sanctuary Chimes

Image In Homid form, Balengash is dark skinned with
long straight black hair and greenish-gold eyes. He dressssin
atraditiona style, with a ceremonid kilt and a long feather
decorated cloak. The clothes have been chosen just in case
anyoneimportantwill visit. Whilehewould never admit it, he
thinks of the Garou asimportant visitorsto hisarea. Hewears
an ornate headdress made of cloth, woven with gold and
adorned with feathers. In the center of the headdressisagold
jaguar'shhead.

In Crinosform, Balengash isjust over eight feet tall with
light brown fur. The sun has bleached hisfur in some places.

Roaleplaying Notes: Y ouwill wait to beformally addressed
by the Garou. This is only proper. They are entering your
territory and should request permission. Y ou will not spesk
unless spoken to, and you love to stare at the Garou intently.
Youlike it when the Garou are nervous. Always smile before
answering questions and aways snarl when insulted.

Background: Bdlengashhasawayslivedinthisvalley. He
has|eft only once, and eventhen, he returned asquickly ashe
could. He knows the precise location of El Dorado and has
been to the Dorado Realm on numerous occasons The Black
Furies respect him and could not care less about the gold he
pilfersfromtimetotime. ThegoldiseverywhereintheDorado
Redm and is effectively usdessto the Furies.
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Scene Five
Lost Or Won, the Race
Is Done

With or without the assgance of Balengash, the pack
finally reaches entrance to the Dorado Reddm. The Dorado
Realmiswdll hiddenandwould normally requireyearstofind.
This is because the passage to the Realm ishidden fifteen feet
off the floor of the valley on the sde of the sone column. It
gppears as ahole in the Sone.

The column is only 40 feet tall. The vast majority of the
goneisentwined invines, making it'seem like any of the other
countless trees unless a Perception + Alertness roll is made
againg adifficulty of 6. The entrance to El Dorado's Redm is
only open at night. It can only be reached by climbing the sde
of the column facing Luna. Even on nightswhere there is no
moon, the passage is there, just harder to find.

The Dorado Realm

The entrance to the Realm opensamerefoot and ahdfinto
the stone column. The Dorado Redm is extremely large-
severd times larger than the entire area of the valley . It is
nighttimeinthe Dorado Realm aswell, but thereare no storm
clouds. The air is sweat with the distant smdl of cinnamon.
Theair isdrier and cooler by at least 15 degrees The pack will

a. El Dorado Square
(see detail map)
b. Agricultural Terraces

find themsalves standing on a shdf of sone. A hundred yards
from the entrance is agreat, gaping chaam that reechesalong
way towards the horizon on both Sdes.

Far to theleft (the north), thereisaprimordia junglewith
trees that are dmogt impossibly rail. It is from this direction
that the wind carries the scent of cinnamon. Still a good
distance away to the right (the south), but doser than the
jungle, thereisan immenselake. Thereisapparently noendto
this lake. It goes on forever, as if the pack were staring at the
ocean. Directly across the chasm is El Dorado, a good quarter
mile or more away. It isaclear night, and the city isbathed in
moonlight.

Next to thispicture of idyllic paradise is one of horror. Two
dead Garou corpses lie nearby in pools of their own blood.
There skins have been removed. The victims are Black Furies
from the El Dorado Sept of Gold.

If the charactershave met Haight before (Valkenburg Foun-
dation), and still haven't recognized his scent or actions, they
will definitely recognize who they are up againgt now. If the
team has never met with Haight previoudy, then they should
be adlowed a Intdligence + Occult roll a adifficulty of 8 to
recognize the trademark work of the Skinner. It is safe to
assumethat even if the pack hasnever met with Samuel Haight
before, they would have a substantial chance of having heard
of the fiend's actions.

All members of the pack gain an automatic point of Rage.
Thisisaheinouscrime. Any Black Fury will gainan automatic
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three Rage points. In the far distance, well beyond the gaping
chasm, sounds of gunfire and howls of pain can be heard.

The pack must now find away across the chasm. On the
near Sde, a bridge can be seen hanging downwards, cut at the
far end by Haight after crossing. The pack can either run the
mile and a half to the deep forest, or run to the edge of Lake
Parima, half amileaway, swimmingagood mileor sountil they
can reach solid land. Either way, they will be subgtantialy
delayed.

The Chasm

The chasm before Dorado isimmense, easily athousand or
more yards across. The chasm has grown gteadily over the
centuries, theonly gnofinstability inthe Dorado Realm. The
shifting into the Umbraof so large amass caused minor flaws
in the land trangported. The chaam exigts as aresult of these
flaws and a bridge has existed dmog since the time of the
original shifting.

Thechasmisquiteliterally bottomless. Any foolish enough
to attempt scaling down one side will enter adifferent section
of the Umbra. There is no way to return from afall into the
chasm. There is only one entrance into the Dorado Realm. A
character whofallsor climbsdowninto the chasmwould have
to physically walk back to the main entrance of the Dorado
Realm, atrek that wouldtakemonths.

The Chasm has grown so large now that awaterfall on the
samescd easNiagaraFalsnow exigtswherel akeParimapours
into the Chasm. Being in the Umbra, Parima is constantly
renewed and in no danger of ever draining. There has never
been aneed to halt the water's descent.

Swvimming Lake Parima

Should the pack attempt to swim Lake Parimain anattempt
to get to the actual city of Dorado, they may have afew nasty
surprises on their hands. A powerful undertow pulls towards
the chaam. If the pack attempts to smply dive in and start
swimming, they will find that the undertow iseasily asstrong
as the river they encountered before (extended action of four
rolls Strength + Athletics or Swimming, difficulty 7; 15
UccesEs to clear the shortest distance between the two
shores). A botch means the difficulty incresses to 9 as the
character is pulled into a even stronger section of the under-
tow. A second botch means increasing the difficulty to 10,
while athird botch means that the character has gone over the
edge of the chasm. Three sucoesses on a subsequent Strength
+ Athleticsrall, difficulty 8, will alow the character to catch
hersdf on the edge of the chasm and climb back up. Shewould
then have to start al over again.

Ifthe pack tries"dog-paddling” at the surface of the leke, the
difficultyisonlyab(forthoseinLupusform,itisad). |fthepack
once again uses a life saving rope by tying themselvesinto a
chain, they can make the trek across with no serious risk. The
minimum time to run the required haf mile and swim the
necessary distance is 30 minutes.
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The Fores of El Daab

Theforest of El Dorado isnot just ajungle, itisajunglein
the Umbra. Long ago, when this section of the jungle was
samply a part of Earth, the oddities that ill resde here were
known to al. The Technomancers who mapped El Dorado
and hiscity out of existence dso mapped the denizens of these
woodsout of existence aswell. Thereisonly oneplaceleft for
these crestures- the Realm of El Dorado.

Should the Garou ask for help from the oddities, they will
recelve assgtance. Should they ignore them, the oddities will
return the favor. Should the pack foolishly decide to attack,
thiswill dso bereturned inkind.

Other creatures can be ssen in thejungles. Reptilian beasts
scurry away when anything gpproaches. Boars as large as
economy cars lumber in the distance. Strange monkeys with
snakelike fangs watch from the trees. All of them will keep
their disance from the Garou.

The trip through the jungle is relatively harmless and will
take 30 to 40 minutes without assgance. The Ewaipanoma
know short cuts to the city and could get them there in ten
minutes.

Ewaipanoma - The Headless Men

The Ewaipanomaare "Heedless Men," an unusual tribe of
beingsthat haslong been extinct in the materia world, wiped
out by the Wyrm-corrupted Europeans. These Europeans
cdled them "Acephdi," naming them from their own ancient
legends. They feared them as cannibals and savages. Whileiit
is true that they are primarily meat egters, they are hardly
cannibas. They are only savage in their fighting techniques.
Few EwaipanomaremaininEl Doradoand, intruth, arehardly
"headless™ Their facesare Ssmply located in the center of their
chests.

Living strictly in these woods, having little contact with
humansor Garou, the Ewaipanomaare dmost painfully shy.
This does not, however, stop them from hunting down the
gigantic boars that roam the woods, and it certainly does not
gtop them from protecting themselves.

Attributes. Strength 8, Dexterity 3, Stamina 7, Cha
risma 2, Manipulation O, Appearance O, Perception 5,
Intelligence 2, Wits4

Abilities: Alertness 2, Athletics 4, Brawl 5, Dodge 4,
Empathy 4, Expresson 2, Intimidation 5, Animal Ken 4,
Melee 5, Stedlth 3, Survival 5, Enigmas 2, Linguistics 3,
Occult 2

Backgrounds Allies5 (El Dorado)

Powers The Ewaipanoma may be conddered to have the
equivalent of Rage only for the purpose of gaining extra
actions. They do not frenzy.

Rage 3, Gnosis 1, Willpower 5

Weapons The headless men have no natural weaponry,
but they carry long spears with silver tips.

Image: The Ewaipanomaare heavily muscled and gargan-
tuan, standing just over 12 feet tal. The Ewaipanomas thick

skin isdark brown and textured like bark. While the headless
men are not in any way Wyrm-corrupted, it is aways possble
that, spotted one at a time, the pack may think that they are
fomori. If attacked, the Ewaipanoma will cal for assstance
from its people and fight to the death. The headless men give
and ask no quarter.

Roleplaying Notes Never turn your back on the enemy
and never surrender. If you aretreated civil, youwill welcome
anyone you meet as afriend. Long association with the Black
Furies has left you with the ability to understand and even
gpeak with the Garou. El Dorado isyour friend and protector,
and you would diefor him.

Scene Sx
The Fall of El Dorado

She cried to the southern winds

About a love that was sure to end

Every dreamin her heart was gone

Heading far a showdown...

— Electric Light Orchestra, "Showdown”

Atfirst glimpse, the city of El Dorado isamiraculoussight.
Buildings of marble and gold stand proudly againgt the night
sky and torches light streets that are quite literally lined with
gold. The amount of gold in the city of El Dorado could essily
destroy themarket priceof gold irrevocably. Tonsupontonsof
gold can be sen here.

Upon coser ingpection, the pack can se where large
portions of the city have now fallen into disrepair. Buildings
have been deserted for years and are dowly being redlaimed by
theforest. At onetime, the areawhere the pack megtswiththe
Ewai panomawas the edge of the city. Now, unlessthey have
the hel p of the HeadlessMen, the arealookslike nothing more
than steep, inaccessible hills. In truth, there is ashort-cut, but
the chances of the pack locating the path are extremely dim
(Perception + Alertnessroll, difficulty 20with aminimum of
three successes required).

Unlessthe pack was successful in beating Samuel Haight to
El Dorado, they will come across devastation on aleve that is
physicaly repelent. Coming into the actud city, they will find
the bodies of 30 or so Native Amazonian Kinfolk, &l merci-
ledy shot down or smply torn apart by the First Team.
Scattered among the remains of the Kinfolk, three Garou
corpsescan befound. Each Black Fury corpse hasbeen meticu-
loudy skinned.

For once, though, things look a little advantageous to the
pack. There are three First Team membersout hereaswell, all
quitedead. Thereisno sgn of anyonedse. If the Ewaipanoma
or Balengash havejoined the pack, they can point the way to
where El Dorado lies desping. Otherwise, the Garou will have
to try locating the mage ingde the remains of the city.

Even without help, though, the pack should have little
difficulty in loceting El Dorado: the sounds of bettle leed
deeper into the city proper, as do the sgns of devagtation.
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Halfway to El Dorado's resting place, two Black Furies are
fighting savagely against membersof Haight'sFirst Team. The
Black Furies have aready been injured. These First Teamers
have a surprisng amount of slver ammunition, much more
than is typica for the Pentex troops. A great ded of that
ammunition has aready been spent.

Four First Team members are hiding nearby. They are the
remainsof First Team Number 69. Congder all membersof the
Firg Teamto be down two Heslth Levds, the Black Furiesare
down four levels each. If the pack does not asig the Black
Furies, they will be dead soon. This has been a bloody battle,
and the Black Furies have definitely lived up to their tribal
name.

The Black Fury Amazons:
Klymtra and Alestro

Breed: Homid

Augpice Gdliard and Ahroun

Attributes: Strength 3, Dexterity 4, Stamina 4, Cha
risma 3, Manipulation 2, Appearance 3, Perception 4,
Intelligence 3, Wits 4

Abilities: Alertness 3, Athletics 4, Archery 5,
Brawl 4, Dodge 4, Empathy 3, Expression 3, Intimida-
tion 4, Primal'Urge 4, Animal Ken 3, Etiquette 1,
Melee 5 (spears), Leadership 2, Stealth 2, Survival 4,
Enigmas 3, Linguistics 1, Medicine 4, Occult 4, Ritu-
as3

Weapons. Bow and Arrows (silver), silver tipped pears

Backgrounds Pest Life 3, Pure Breed 2, Resources 5

Gifts: Klymtra: Smdl of Man, Beast Speech, Heightened
Senses Didractions, Senseof thePrey, Viscera Agony; Alestro:
Persuasion, Razor Claws, SenseWyrm, SenseSilver, Staredown,
Coup de Grace

Rank: 3

Rage 6, Gnods 8, Willpower 8

Image The Black Furies of the Dorado Redm are as
traditiona asany to befound. EveninHomid form they wear
very little clothing. They are dmost entirely South American
in appearance, a result of breeding with the natives of the
Amazon.

Roleplaying Notes Under norma circumstances, these
are not very outgoing Garou. Under the present circum-
gdances, they aregrateful to any who are of asssance and busy
tearing apart anything that gets in their way.

Background: The Black Furies of the Sept of Gold have
been living in the Dorado Realm for centuries, leaving only
when low on good breeding stock to mate with. If the natives
of the dosett villages could be convinced to talk, they would
tell gories of the demons that came in the night and stole their
men or smply forced themsdaves on them before leaving. The
Kinfolk in El Dorado are dmogt entirely the victims of pillag-
ing in locdl villages and are — or were — quite content with
their lives. They havebeentreated very well, dthoughthey are
still second-dlass citizens. These Furies are the basis for the
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legendary Amazon warriors of lore, and their ancestors were
responsible for the deaths of many of the Conquistadors of old.

When the time came for El Dorado to rest and learn the
waysof Gaia, the Black Furiesof the Amazon vowed to protect
him in return for the assstance he had given countless times
inthe past. Thisisavow they have dways kept.

If the characters aid the Furies and survive, they will plead
with the pack to rush to the inner square to save El Dorado
beforeitistoo late.

FirgTeamNumbe 69

Anthony Blakemoor

Attributes. Strength 6, Dexterity 4, Stamina 3, Cha
risma 1, Manipulation 1, Appearance O, Perception 3,
Intelligence 4, Wits 3

Abilities. Alertness 2, Athletics 1, Brawl 4, Dodge 3,
Intimidation4, Streetwise4, Subterfuge4, Drive3, Firearms4,
Melee 4, Leadership 3, Stedth 4, Survival 3, Investigation 2,
Medicine 3 , Science 3

Backgrounds: Allies 3, Contects 3, Resources 3

Powers: Infectious Touch, Eyesof theWyrm, Immunity to
Ddlirium

Rage 0, Gnosis 0, Willpower 7

Chapter Four:

Weapons 45 Colt automatic (2 clips silver bullets, 2
regular clips), two slver knives.

Image: Anthony iscovered with blisters. Upon contact, the
rapidly growing blisterscrack and spill infectionuponany who
come intouch them. Hisface is o blistered that only one eye
opens properly.

Roleplaying Notes You are a non-stop flurry of foul
language. Insult the heritage of everyone you fight.

Background: Some people have dl the luck; you've had
none of it. If you'd thought alittle blackmail on thesdewould
cause you this much trouble, you'd just have given Elliot
Meiche back his collection of private video tapes ingtead of
trying to el them.

Terry Williamson

Attributes. Strength 8, Dexterity 4, Stamina 6, Cha
risma 0, Manipulation O Appearance 0, Perception 4,
Intelligence 1, Wits 5

Abilities. Alertness 2, Athletics 1, Brawl 5, Dodge 3,
Intimidation 4

Backgrounds Contacts3

Powers. Mega-Strength, Exoskeleton, Body-barbs

Rage 0, Gnoss 0, Willpower 7

Weapons None
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Image Terry is completely covered by a thick bony hide
covered with spikes.

Roleplaying Notes: Mogt of Terry's mind was destroyed a
long time ago, but she till knows how to fight, so she is il
useful. Smilebroadly, drool andtakeyour best shot at anything
your teammate tells you to destroy.

Background: Whenyour father wasdismissedfrom Pentex,
youmadeitastrong point togo after thebastard that cost daddy
hisjob. Y ou should have never dapped Danforth Stern in the
face, andyou certainly should havemadecertain hisbodyguard
fomori weren't present. If you could remember any of this,
you'd probably till be pissed off about the whole thing.

Danny Vanderhooten

Attributes: Strength 3, Dexterity 4, Stamina 3, Cha
risma O, Manipulation O, Appearance O, Perception 3,
Intelligence 3, Wits 4

Abilities: Alertness 3, Athletics 2, Brawl 4, Dodge 3,
Melee 4, Stedth 5, Survival 3, Medicine 2, Occult 1,
Politics 3, Web-Making 4

Backgrounds Allies 3

Powers Tail, Claws and Fangs, Webbing, Berserker

Rage 5, Gnosis 0, Willpower 4

Weapons Silver studded club.

Image Danny's body has changed to the point where he
rather resembles a large black scorpion standing on its hind
legs His skin looks deceptively hard and is only as tough as
normal flesh.

Roleplaying Notes Y ou have the annoying tendency of
trying to Sng victorioudy in battle. Sadly, your voca cordsno
longer function properly, so all anyone hears is a series of
grunts.

Background: Hey, adl Danny was trying to do was get a
medication that would finally cure his terminal case of acne,
okay?It'snot hisfault! Just ask him, hell dohisbesttotell you.

Dwayne Billingdey

Attributes: Strength 5, Dexterity 4, Stamina 3, Cha
risma 2, Manipulation 2, Appearance 2, Perception 3,
Intelligence 3, Wits 2

Abilities; Alertness 2, Athletics 2, Brawl 3, Dodge 4,
Intimidation 4, Streetwise 2, Subterfuge 3, Animal Ken 3,
Drive 3, Firearms 3, Melee 5, Leadership 4, Performance 1,
Repair 4, Stealth 4, Survival 1, Enigmas 3, Investigation 3,
Law 2, Linguistics 3, Medicine 2, Palitics 4, Science 3

Backgrounds Allies 3

Power s Fangsand Claws, Roar of the Wyrm, Immunity to
Delirium, ExtraLimbs

Rage 0, Gnosis 0, Willpower 4

Weapons .45 Colt automatic (1 clipsilver, 2 dipsregular),
Rocket Launcher (now empty).

Image Dwayne has dark gray skin and seven extra limbs
that resemble crab armsgrowing fromhiselbows. Hisfacehas

twelvetiny orbsin aperfect circle growing over the cavern he
cdls his mouth.
Roleplaying Notes Grab 'em, bite 'em, eat 'em.
Background: Dwayne learned a important lesson too late
inhislife: never volunteer to be aguineapig in place of alife-
time spent in prison. Dwayne is brought to you courtesy of the
fine people at the Iliad Project.

At the Gates

The pack will likely be kept occupied for some timewhile
helping the Black Furies, but when thefighting is done, there
will be little time for anything beyond anod of thanks. There
isstill Samuel Haight to dedl with and, once again, Haight has
afew tricksup hisdeeve.

The run to El Dorado's square is short, only afew hundred
yards, but the pack soon discovers that Samuel Haight is not
aone. Samue Haight has atendency to draw the twisted and
londly to his sde, and it s8dom takes him long to win their
loyalty. Standing outside of El Dorado's square are two vam-
pires, one more fomori, and aGarou. They stand in front of a
st of dosed doors, and they are ready to do bloody combat to
thedeath. Theworst part of this, asdefrom the combat, isthat
one of the Leeches might look very familiar if the pack helped
in the war againg the Leaches in Under A Blood Red Moon.

One of the Leechesis Mary Johnson, a 10-year old Kinfolk
of the Garou who was Embraced by Sabbat and believed
destroyed in Chicago. The other vampire is Mary's first at-
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tempt at Embracing another (she's dtill quite new at it). The
fomori makesmost of thosethepack hasfacedsof arlook down-
right petite. The Garou is apoor soul who has been corrupted
by afomori and iseasily mistakenfor aBlack Spirad Dancer.

All but Owl Eyes, the Garou, will attack the pack immedi-
ately. The pack and the Black Furies have afight on their
hands. Mary Johnsonwill immediately attack any Garou she
recognizes from Chicago. She will scream accusations and
condemnationsat thetop of her lungsand start firing. Shewill
give them no chance to gpologize or explain why they mur-
dered her family. If she does not recognize a member of the
pack, killing the closest Lupinewill just haveto do.

Mary Johnson

Attributes. Strength 4, Dexterity 5, Stamina 3, Cha
risma 4, Manipulation 3, Appearance 2, Perception 3,
Intelligence 3, Wits 3

Abilities Alertness 3, Dodge 5, Firearms 2, Stedth 2,
Survival 4, Occult 1

Backgrounds. Resources4, Allies5

Disciplines: Fortitude 3, Presence 2, Dominate 1, Viciss-
tude 1 (allowsher tomakeminor aterationsinher appearance
or mimic the voice of another; full detailsare in The Sabbat
Players Guide).

Path of Enlightenment: none

Virtues Conscience 2, Sdf Contral 3, Courage 5

Willpower 10

Blood Pod: 10/1

Wesapons A seriouscaseof guilt (tobethrownimmediately
at any Garoushehasmetinthepast), anH& K G3 assaulltrifle,
two full slver dipsand avery bad attitude.

Image Mary isacutelittle moppet with curly blond hair,
pretty blue eyes and an adorable pout that hides her szable
fangs. Mary isdsocut in severa placesfrom thedamagedone
to her by the Garou when they believed they had killed her.
Mog of the seriousdamageisgone, but thesurfacewoundsare
dill there. Every day when Mary degps she has horrible
nightmares about how her Kinfolk came into the house and
killed her. They killed her family, too. Each day when she
awakens, the wounds are back. Today she has not gotten
around to curing them.

Roleplaying Notes Y ou hate Garou! They came into your
house, they assaulted your family and tore them apart just
because they were different. Y ou know what Samud Haight
told youwasright: they were resentful of your family gaining
power, because with the power that you and Sam have, the
Garou can no longer condder you as ssocond dass citizens.
Wi, here's your chance to blow the bastards to Kingdom
Come. Start firing away, just like Samuel taught you to.

Background: If you have Under A Blood Red Moon, you
aready know about Mary Johnson, but just to be safe, hereiit
goes Mary was a 10-year old Kinfolk of the Garou when the
war for Chicago was fought. She and her family dlowed a
Garou pack (theplayer characters) to stay withthem and after
afew days were attacked by a Sabbat pack and Embraced.

Chapter Four:

When the Garou came back to the house, they found that the
entirefamily (exceptfor afew missngand deed members) had
become Lesches

The chances are good that the pack killed the Kinfolk on
sight, but even if they did not, other Garou certainly would
have. In either case, Mary was bdlieved dead when shewasntt.
She managed to crawl away as the Garou were starting to
dispose of the bodies. Having heard discussons about Pentex,
she even managed to make her way to one of the Pentex offices
in the weeks that followed.

Finding a young Sabbat vampire who wanted assstance,
Robert Allred was all too eager to help. Allred has promised
assigance in her training in exchange for Mary's loydty to
Pentex, and Mary has agreed. Having seen her family tornto
shredsby Garou, Mary has developed aperverse hatred for all
Garou. Then she met Samuel Haight. Haight has told Mary
the truth about what he is, and Mary has come to look upon
Haight with a sense of awe that borders on religious fervor.
Mary will do anything for Samuel Haight, anything at al.

Richard Justice, "Juicer"

Attributes. Strength 4, Dexterity 3, Stamina 3, Cha
risma 3, Manipulation 2, Appearance 3, Perception 5,
Intelligence 3, Wits 4

Abilities: Alertness 3, Athletics 3, Brawl 5, Dodge 5,
Intimidation 4, Streetwise 3, Anima Ken 2, Drive 2,
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Firearms 4, Mdee 4, Leadership 2, Repair 2, Stealth 4,
Survival 4, Computer 3, Medicine 2

Backgrounds: Allies 2, Resources 3

Disciplines: Fortitude 1

Weapons H&K G3 assault riflewith no bullets | eft.

Path of Enlightenment: none

Conscience 1, Sdf Contral 4, Courage 5

Willpower 6

Blood Podl: 10/1

Image: Richard is ill wearing his shredded Pentex uni-
form. Despite his current lack of wounds, his clothes are il
wet with hisfreshblood. Hehasdark curly hair, gray eyesand
big fangsinavery hungry looking mouth.

Roleplaying Notes: Until just afew minutesago, youwere
dying, tornapart by oneof thosefreaky bearswiththebigclaws.
Nowyoufed justfine-damngoodinfact. Itwasthatlittlegirl's
blood in your mouth that did it. But man, are you hungry.
Maybeif you tackled oneof thebig guyscomingyour way you
could drink him dry. Y eah, that sounds like a good idea

Background: Richard got himsdlf torn apart in thefighting
just minutesago. Samuel decided it would besweet of Mary to
give him the Embrace and even made sure that she licked his
woundsfirgt. He logt alot of blood, and right now he's seconds
away from afeeding frenzy.

Dominic King

Attributes: Strength 9, Dexterity 4, Stamina 4, Cha
risma 1, Manipulation 2, Appearance 0, Perception 4,
Intelligence 3, Wits 3

Abilities: Alertness 4, Athletics 3, Brawl 5, Dodge 5,
Intimidation 5, Prima-Urge 1, Subterfuge 4, Leadership 3,
Survival 5, Science 3

Backgrounds Allies 2, Resources 3

Powers: Mindblock and Sense Magic (bothfunctionasthe
Garou Gifts), Hand of the Earth Lord, Body-barbs, Mega-
Strength, InfectiousTouch, Exaske eton, Extralimbs, Eyesof
theWyrm

Rage 0, Gnodis 8, Willpower 9

Image: Dominiclookslikeapraying mantisseen under the
influenceof mindalteringdrugs. Heisjust under savenfeettal
and hasared chitinous hidewith sx smdl armsdl ending in
pincers or giant serrated blades.

Roleplaying Notes Y ou adore Samud Haight; you would
diefor Samuel Haight. Mostly, youwill kill and skinGaroufor
Samud Haight. Afterdl, if not for him, youwouldn't evenbe
here.

Background: Once upon atime, Dominic Kingworkedfor
the Nolan Harker Mining and Transportation Company. He
knew Samud very well; they talkedoftenabout what they were
goingtodowiththeir lives. Dominic heardal about theGarou
and the plansthat Samud had for them. Samue even offered
to let Dominic in on the plans once he had enough skins, but
fate took the opportunity away from him. When the two of
them were ingpecting one of the company's mines, fate opted

ingteed to have Dominic fall into a shaft that shouldn't have
been there.

Samuel Haight riskedgreat persond injury topull Dominic's
brokenbody fromtheWyrmHole. Thenhepulledafew strings
to ensure that Project lliad came up with a way to save
Dominic. The metamorphosis hurt, but when he had finaly
clawed hisway out of the cocoon hisbody had built, hewasa
glorious killing machine. Samuel even took the whole thing
one step further and made sure that Project Odyssey knew of
Dominic's unique mentd talents. Now Dominic isafighting
machine in more ways than one.

Owl Eyes Bane Shatcher

Bread: Metis

Auspice: Theurge

Tribe Uktena

Attributes. Strength 5, Dexterity 3, Stamina 4, Cha
risma 2, Manipulation 3, Appearance 1, Perception 3,
Intelligence 4, Wits 5

Abilities: Alertness 3, Athletics 2, Brawl 4, Dodge 3,
Empathy 3, Expresson 3, Intimidation 3, Primal-Urge 4,
Subterfuge2, Animal Ken3, Etiquette2, Firearms2, Melee4,
L eadership3, Performance2, Stealth4, Survival 2, Enigmas,
Investigation 3, Law 1, Linguigtics 1, Medicine 3, Occult 5,
Rituas3

Backgrounds PestLife4, Kinfolk 3, Allies3, Resources2

Gifts: Spirit Speech, Sense Magic, Sense Wyrm, Burrow,
Curse of Hatred, Sight from Beyond, Spirit of the Fish, Spirit
of the Bird

Rank: 3

Renown: Glory 10,000, Wisdom 20,000, Honor 14,000

Rage 8, Gnods 6, Willpower 4

Rites: Rite of Contrition, Ritual of the Questing Stone,
Rite of Tdisman Dedication, Rite of the Opened Caern, Rite
of Binding, Rite of Becoming, Ritual of Summoning, Rite of
the Fetish

Image Owl Eyes is covered in patchy fur and has one
ridiculoudy short arm. Hisfurless sections of fleshare rapidly
being covered over with hard callused scdes, and the stench of
theWyrmisoozingfromhim. Hiseyesaremaddened withthe
fight to retain control, afight that heis rapidly losing.

Roleplaying Notes The damnable voiceswon't leave you
done! You are Garou, you must honor Gaia, but the voices
keep tellingyou otherwise. Y ouwill not attack the Garou, and
if they should attack you, you will thank them and bare your
throat. Y ou want the suffering to end.

Background: Owl EyesBane-Snatcher awayssufferedfor
being born a metis. He had hoped that coming down to the
Amazonandgainingglorywouldchangethat. Sofar, ithasnot.
When Owl Eyesfound the Conquistedor's Sword, heknew he
was doing wel. When he saw Samud Haight, he knew that
there would soon be much renown for the killing of the
Skinner. Samuel Haight beat him to the ground and knocked
him unconscious.
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When heawoke, Haight thanked himfor the Conquistador's
Sword and left Owl Eye's bound body to the gentle ministra-
tionsof Dominic King. That was threeweeksago. TheWyrm
has started eating away at the Garou's soul. He could feel the
changes occurring in his body, but he has lacked the courage
tojust kill himsdf outright. He will gladly let the pack end his
suffering. Whether he can still stay his hand in combat is
debatable. The Wyrm's corruption has spread through his
body. He is barely capable of kesping control and has been
using sheer Willpower to keep himsdlf on Gaids path.

The Chambers

If the pack has adlied themsdves with Balengash, the
Ewaipanomaor the Chimera, they will likely beinfairly good
shape by the end of this battle. If the pack has opted to go it
done, thereisapretty good chancethat they aresufferingfrom
heavy damages by the time this battle isfinished. Either way
there is ill one fina task: Samue Haight must be stopped
fromkilling El Dorado.

The next obstacle is a st of heavy gold doors. These doors
are dosed and have been barricaded from the inside. Opening
thesedoorswill requireaStrength of 15. Morethan oneperson
is needed to push these doors open. A Willpower roll to force
these doorswould be at adifficulty of 9.

Onceinsgdethemainroom of El Dorado'slair, thereismuch
to see Three Black Furies lay heavily wounded. They have
joined hands and are concentrating. These three Furies are
olderthanany of thewarriorsthepack hasseensofar. They are
concentrating on summoning Wyld Spirits. All three have
been wounded beyond the point of fighting, and trail sof blood
can be seen where two of them have crawled over to the
weakest of the three.

Theentireroomiscovered ingold and preciousgems. Inthe
very center of theroomisEl Dorado himsdlf, strugglingfor his
life againgt Samue Haight. El Dorado hasjust awakened. He
isfatigued by hissuddentripback into hisown body andistill
disoriented. Confusion and pain can be seen on hisface, even
through the protective golden dust that covers his body.
Haight istaking full advantage of the situation.

Asthe pack enters the room and finally seesthe reason for
their quest, Samud Haight thrusts the Conquistador's Sword
deep into El Dorado's heart. The mage and Haight are both
briefly covered in a coronaof energy. Asthe energy fades, El
Dorado dumpsforward. El Dorado isdead.

The energies continueto surround Samuel Haight. Hegrins
triumphantly until the Conquistador's Sword in his massive
handsshattersintotiny fragments. Hisgleequickly switchesto
shock and then to fury.

At thispoint, it isvery likdly that the pack will attempt to
attack Samud Haight, but they will betoo late again. Haight
is attacked instead by the three Wyld Spirits that have been
summoned by the Black Fury eders. Even as the pack ad-
vances, threewhirlingmaelstromserupt aroundHaight, lifting
him into the air and devouring him. Haight can be seen
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through the rushing maelstrom of the spirit's bodies, briefly
surrounded by strange energies before heis torn apart.

A Perception + Alertnessrall, difficulty 10, will dlow an
obsarver to see that, in truth, Haight has used his fetish,
Shedding the Spirit's Skin, to reform in another part of the
Umbra. Do not let the pack members have aroll to see this
unlessthe playersstatethat they arelooking dosdy to ssewhat
is happening to Haight. Samud Haight should not be captured
by the pack, nor should he be destroyed by thepack, for hewill
return again in future gories.

The Wyld Spirits continue whirling through the room in
the opposite direction, leaving a path open to see if El Dorado
isdill dive. Heis buttheblowwasfatal. Hewill mumbleunder
his breath, speaking in Incan. Everyone will be ableto under-
stand hiswords inside their minds. "It isover... My reign... |
now flywitheagles..." El Dorado diescoughingbloodfromhis
ruptured lungs.

Scene Seven:
Conclusions and
Catastrophes

And now my bitter hands

Shake beneath the clouds

Of what was everything.

— Pearl Jam, "Black"

As El Dorado dies, o dies the magic that has held the
Dorado Realm stable in the Umbra. The realm has long been
surrounded by spirits of the Wyld, attracted and held in the
area by the Rites of the Black Furies over the centuries. Those
spirits now move in, claiming the realm for their own.

The spirits do not assault the realm, but age it out of
existence. The city begins to crumble. The strange and beau-
tiful crestures that have existed here for centuries start to
shrivel and wither until they are dust in a matter of seconds.
Thegreat junglesgrow larger and larger, rapidly growing over
the tops of buildings and rising through the streets and build-
ings of El Dorado. The few remaining Kinfolk, hidden in the
hutsthat weretheir homes, screamindismay astheirworldfalls
apart. TheBlack Furieswill attempt tosavetheKinfolk, aswill
Ballengash if he ispresent. The pack's help would naturally be
highly appreciated.

TheBlack Furieslead their Kin to thewidening chesm. One
of the Black Fury eders, although wounded, usesher Wingsof
Pegasus Gift andfliesto the dangling end of thecut ropebridge.
She flies it back to the edge, where ancther elder uses her
Reshape Object Gift to mend it. They then quickly file
everyone across into Balengash's Den-Readlm. From there,
they return to Earth.

Asthe pack and survivorsstep out of the Dorado Realm, the
waters of Lake Parimacan be seen swallowing the lands of El
Dorado, taking everything that the mage had preserved into
their depths. The once clear skies are filled with multicolored
clouds and dancing explosions of lightning. The realm isgone.
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Unknown to al but the most perceptive, Samud Haight
was not destroyed in the attack by the Wyld Spirits. He used
hisfetish to throw himselfintotheUmbra. Thereisabsolutdy
no chance that the pack could locate him, even if they tried.
Haight could literally be anywhere a dl in the Umbra. The
Conquistador's Sword has been destroyed, and the knowledge
that Haight desired has been destroyed with it. In truth, the
sword was never meant to contain the knowledge of one as
powerful as El Dorado, but the fetish has granted Samuel
Haight rudimentary knowledge in several Spheres of Power.
Haight now understands the ways of the mages and the
principlesinvolved inusing magick. What hewill dowiththis
knowledge remains to be seen in his next adventure-

Asfor El Dorado himsdlf, only the Black Furies know his
secret. They will not revedl that heistill dive, livingreincar-
nated in the body of an eagle as he has done for the last few
decades. Heisliving thedreamsof Gaia. Heisno longer what
hewas, for heisnow part of Gaiasgreater redlity, livingasone
with the anima totems. Perhagps he will return oneday, but it
isunlikely.

Samuel Haight

| wantitall,

| wantitall,

| wantitall,

And | want it now!

— Queen, "l Want It All"

Breaed: Homid

Tribe Outcast — he thinks of himsdlf as the first of the
Skin-Dancer tribe.

Auspice: Theurge

Attributes: Strength 5, Dexterity 3, Stamina 5, Cha
risma 5, Manipulation 5, Appearance 2, Perception 4,
Intelligence 4, Wits 4

Abilities. Alertness 4, Athletics 4, Brawl 3, Dodge 4,
Intimidation 5, Prima-Urge 3, Stregtwise 3, Subterfuge 4,
Animal Ken 3, Drive 2, Firearms 5, Melee 4, Leadership 5,
Stedth 4, Surviva 5, Computer 2, Enigmas 4, Investigation 4,
Linguigtics 3, Occult 5, Politics 4, Rituals5

Backgrounds Allies 5, Resources 5

Rage 8, Gnosis 8, Willpower 9

Gifts. Heightened Senses, Razor Claws, Inspiration, Curse
of Aedlus, Viscerd Agony, Thieving Tdons of the Magpie;
Bane Protector, Wyrm Hide, Blood Omen.

Thefirst sx Giftswere taken from Garou; last three Gifts
werefrom Black Spiral Dancers (see Book ofthe Wyrm). Most
Giftswere gained by using the Conquistador's Sword.

Thaumatur gy: Samud Haightknowsseverd Thaumaturgic
pathsandrituals, most of whichcanbefoundinVampire The
M asguer ade: Movementof Mind3, Lureof Hames2, Weather
Control 2, Spirit Thaumaturgy 1. He dso knowsthefollowing
rites. the Ritual of Sacred Rebirth (see below), Donning the
Mask of Shadows, Puissant Shidd, and Ward againgt Lupine
(he'still abit leery of trying that last one, just in case).

Fetishes Shedding the Spirit Skin (Level 5, Gnosis 7; this
bizarre necklace is actudly a mummified snake painted with
bizarre runes. Samue took it from a Black Spird Dancer he
killed a while back. It dlows the wearer to Reform in the
Umbraasif hewereaspirit. Theareahe Reformsinisrandom
and normally linked to an area under the dominion of the
Wyrm).

The Conquistador's Sword (Level 6, Gnosis 6; This is a
powerful artifact that has only recently come into Samuel
Haight's possession. This sword was created centuries ago by
the Technomancers as away of asssting Pedro de Ursuaiin his
atemptsto map Amazonia. No one had counted on one of the
mage's subordinates, Lope de Aguirre, to start a mutiny.
Aguirre was later beheaded by the troops sent by
Technomancers, but the Conquistador's Sword was never
found until it was located recently by an Uktena Garou, Owl
Eyes-Bane Snatcher. Owl Eyes Bane-Snatcher, a metis, was
trying towin respectfromhisfellow troopsand, inlocating the
sword, opened his heart to the Wyrm. Haight has since
"liberated" the powerful fetish and learned how it works.
Effectively, the Conquistador's Sword will steal thememories
of anyone it kills and take any paths of power into itsdf. The
paths of power can then be learned by the bearer of the sword,
rather like the Thieving Tdons of the Magpie, but on a
permanent basis. Haight has now used this powerful fetish
againgt severd opponents and has learned several powerful
Gifts. He plans to use the Conquistador's Sword against El
Dorado to learn the powers of the mage).
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Image: Samue Haight isamiddleaged manwithhazel eyes
and purewhite hair. Haight isin excdllent physical condition.
Inal hisforms, Haight will maintain awhite coat.

Roleplaying Notes: Y ou have learned so much since your
rebirth. Y ou have dwaysbeen aschemer, but you now redlize
that youwereanovice. Thereisdtill somuchtolearn, so many
ways you can shape the world to the way you want. Y ou hate
al Garou, and youwill gladly kill themal. Y ouwill sparethe
Kinfolk, saving them from their hideouslivesasKinfolk.

Never step into a direct confrontation when you are out-
numbered; that would befoolish. Y ouhaveso muchtocorrect,
so much to change, and your work hasonly just begun. If you
can kill El Dorado with the Conquistador's Sword, you can
control the powers a his command!

Background: Samuel Haight was aKinfolk of the Garou,
but Haight was never satisfied with just being Kinfolk. He
wanted all the powersthat the Garou possess Haight's father
and his cousins, the Carney Brothers, had known the glory of
being Garou, and Samud Haight resented this. Haight tried
many timesto gain hisfather's regpect in other ways, but was
aways something of a disappointment to hisfather.

Samud Haight lived alifeof near-successes heamost made
it as aprofessond football star, but his knee was ruined; he
amost made it to the top of hisdass in college, but therewere
others who studied more; he amost made it into medica
school on afull scholarship... but there were aways obstacles
that Samuel Haight could not quite surpass.

Samud finally found something that hewas truly good at:
hunting. Sam hunted big game the world over, stalking and
killingevery typeof dangerousprey that could beimagined. At
thesametime, Samuel Haight started | earning about theworld
away from other Kinfolk. He uncovered secrets of the other
supernatural powers that existed. Samud's fascination with
the occult even led him into battle with a vampire of the
Tremereclan, avampire he assaulted and eventually managed
tokill. Samuel drank the vampire'sblood when heleft, having
learned in his travels that the blood of vampires was healing
and life-extending. He dso took all the vampire's books of
magic and, through trial and error, he started teaching himself
the dark art of Thaumaturgy.

As Samud Haight traveled theworld, learning more of the
Thaumaturgic arts and hunting more and more exatic crea-
tures. He found aritual that changed his life. The Ritual of
Sacred Rehirth, found in the possesson of adark cult in India,
taught Samue that he could take control of al aspects of his
life. With the ritual, Samud Haight could become a Garou
himself—if hewaswillingto pay theprice. Samudl Haight had
tohavethe skins of five Garou to change himsdlf. It took years
of effort, but Samud finally achieved hisgod only ashorttime
ago using the skins of lunatic Garou from the Vakenburg
Foundation.

With these skins of daughtered Garou, Samuel Haight
enacted the ritual to become awerewolf himself. But, in the
process, he became a pawn of the Wyrm. Chased by other
Garou, Samue Haight used his powerful fetish, Shedding the
Spirit Skin, and escgped into the Umbra. While he had
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escaped hispursuers, hecould not escgpe theresultsof hisown
pride. Samud saw that his actions had made aWyrm-hole of
hishomeandthat hehimsdf washorribly corrupt. Hecould no
longer hide the magnitude of his actions from himself.

The shock of seeing the Banes attracted by his actions and
the sheer magnitude of how far he had falen from the ways of
the Garou temporarily drove Samued Haight insane. He used
hisfetish again and disgppeared far into the Umbra. There he
found the lair of Ischen, a powerful Wyrm minion. The
creature desired away back to the material planeand felt that
Samued Haight'sfetish was aperfect way to ensure its escgpe.
The unintentional intervention of severd Sabbat vampires
foiled the creatures attempts, allowing Samue Haight to
ecapeback intothematerial world. (SeetheSabbat Soryteller's
Handbook.)

Samud Haight had long worked for Pentex before his
"rebirth" and saw no reason not to return to his previous
employers upon coming home. He soon attracted the atten-
tion of Robert Allred, one of the Pentex Board of Directors.
LikeHaight, AllredwasaKinfolk of the Garouwho grew tired
of being consdered a second dass citizen by some of the more
arrogant Garou. He saw akindred spirit in Samuel Haight and
was very impressed by what Haight had managed to achieve.
The two men soon became, if not good friends, then comrades
inrarms. Haight has promised to use the Ritud of Sacred
Rebirth on Allred, turning him into Garou aswell. He needs
Garou pdts, and so Allred has sent him to the Amazon with
carteblanche, desperatef or thepromiseof power Haight holds.

T g

But Haight isnot being hasty inlivinguptohispromise, for he
knowsthat it isthe only bargaining tool he holds. He plansto
hold it as long as possible.

There are many more among the Kinfolk that loathe the
Garou, resentingeverythingthe Garou believeand al that has
been denied them by thewhim of fate. Allred and Haight have
aready st plansin motion for creating atribe of their own: a
tribeof "Skin-Dancers' to liberate the Kinfolk and destroy the
Garou.

While inthe Amazon, Samud Haight has met with severd
problems. The loca heads of Pentex have grown resentful of
the power effectively given to Haight by Allred and the
amount of authority this newcomer has been granted. Even
more, they resent Haight havingaccesstosomuchsilver; while
therest of the First Teams have to cut through wave after wave
of bureaucratic red tape, Haight has been using his connec-
tions inthe mining operations of Pentex to get dl thesilver he
could possibly need. Haight wasthe Director of Operationsfor
adivision of Pentex, the Nolan-Harker Mining and Transpor-
tation Company, for over five years before he used the Ritual
of Sacred Rebirth on himself. As aresult of histime in a
position of some authority, Samue became good friendswith
severa of the more important people in the mining divisions
of Pentex. His connections include Harold & Harold, the
company in direct charge ofissuing slver ammunition to the
troops in the Amazon assault.

The loca heads of Pentex have deliberately done al that
they could to delay shipments of equipment to Haight and to
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insurethat thetroopsheisgiven aresomeof theweskest. Many
of the stragglers left over from devastated First Teams were
essentialy handed over to Haight to make his life more
complicated. What none of the executives counted on was
Haight's powerful charismatic affect on al of the Stragglers
and on Mary Johnson. Mogt of them have come to look at
Haight asasort of messiah, amessenger of thenew ways. Mary
Johnson, dso aKinfolk before her embraceby vampires, looks
at Haight as she would afather, having been orphaned even

before the war for Chicago. Haight has had no hesitation in
manipul ating those fedlings to his own end, congtantly taking
Mary'sblood torestock hisdwindling supplies— all thewhile
being careful of the Blood Bond—and supportingMary inher
effortsto learn more about her vampiric powers. Mogt of the
Stragglers would die for Haight, convinced that he would
manage to even bring them back from the dead.

While Samue was locked in Ischen's domain, he learned
severa new tricks from his host. He has dso learned severd
new Giftsfrom Robert Allred. He has continued to drink the
blood of L eeches, dowing hisaging substantially and adding to
his own natural strength.

Chapter Four: Encounters 97






The war in the Amazon is fought on three levels conven-
tiondl, tribal andspiritual. Thefollowingisalist of satistics for
weapons used in the conflict. Storytellersare urged to expand
thislist as they seefit, although it should be noted that some
weaponswould not beused often duetotheir grossdestructive
power or highvighility. Itwould not bewisefor Pentex to shell
aknown Garou stronghold with abattery of howitzers— this
would bring about unwanted attention for all those involved
and would not make for good press

These are the conventional weaponsthat are most likely to
be in use on both sdes of the Amazon conflict. The Storyteller
may use any of the other wegpons found on the chart in this
chapter, but discretion is advised. This is a secret war that
neither Sde wishesto publicize. The integrity of the Vel must
remain intact and Pentex has no desire for the world to
discover and understand its sinister plots.

Archaic Weapons

There are many tribal wegpons the Garou use in the
Amazon in addition to conventiona weaponry. Among these
are the typical spears, dubs, bows and dings detalled in the
Werewolf Players Guide. Another weapon used often in the
Amazonistheblowgun.

Blowgun

Thisweapon firesasharp projectile propelled by breathing
through adender tube. The damage isminimal, so the projec-
tile is dipped in poison. The most common poison employed

iscurare(seePoisons), whichcausesmuscleparalys sandquick
desth.

Use of a blowgun requires a Dexterity + Athletics roll
againg a difficulty of 8. The range is generdly 20 yards,
although extremely long blowgunswill increese thisdistance.

Fetish Weapons

The war in the Amazon is a sacred conflict to the Garou.
The horrors committed in the South American jungles epito-
mize everything that the Garou have dedicated themselves to
prevent. The battle is indeed a warning of the Apocalypse.

Each of the Thirteen Tribes has awegpon it holds sacred, a
weapon of such legendary power that it has become a symbol
of thetribe and itsways. For many generations, these wespons
were not used in conflict, but were instead under the protec-
tion of aguardian appointed by the owning tribe. Thewar has
changed this. Today, thesewegponsarewid ded withrage and
vengeance in the Amazon, both as a powerful meansto put a
stop to the ondaught of theenemy and asasymbol of prideand
history for the individual tribes.

These weapons are usually entrusted to the elder warrior of
eech tribe. This Garou has earned the right to wield such a
weapon for further glory of the tribe. A description of each of
die sacred tribal weaponsfollows.

Among these wegpons are swords, bows, dings, daves,
daggers and spears. Many of these weapons have spiritual
properties at the discretion of the storyteller. The use of spirits
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hasbecome asubject of great debate in the Amazon conflict as
it has begun to upsat the spiritual balance of the entire area.

BlackFuries

Axe of the Matriarch: The Black Furies crested this
weapon to be asymbol of feminine power and authority. It is
a gx foot long, two-handed axe with roses carved dong the
entire length of the haft.

When widlded in combat by a Black Fury, the axe screams
ablood-curdling cry asit cutsthe air. It Slences upon impact.
The axegedsvirility fromitsmaevictimstofeed itswielder:
for every point of damage inflicted (not soaked), the victim
loses adot of Strength. This Strength is added to the wielder's
Willpower points for the duration of the battle. The damage
ddivered by thiswesgpon is a0 aggravated.

Needless to say, men quake in fear when thiswesapon ison
the field.

Bone Ghawers

The Bone Gnawers have no specid wegpon in this war.
They are a tribe of misfits, vagabonds and rejects who have
never possessad a weapon of glory. This by no means makes
them a usdess dly in the war. Since the conflict began, the
Bone Gnawers have been collecting and hoarding weagpons of
all makes and designs to be used by dieir Tribe and its dlies.
One never knows what a Bone Gnawer in the Amazon will
turn up with next.

Children of Gaia

The Children have no specia wespon in the war, for they
are here to promote peace. Instead, they have one of their
grestest fetisheswith them.

Chalice of Renewal: This ancient golden cup shines with
the glow of the sun. It is said to have once contained the tears
Gaia wept for Her children, the dead young cubs who were
raised again by Her to become the Children of Gaia. For one
night only, once every third new moon, thecup ismysterioudy
filled with saty water. Any who drink adraught of thiswater
areingtantly cured of any physical woundsor diseeses Thisis
aminor power compared with the true purpose of the chdice.
Thedrinker will dso experience addirious night wheresheis
gifted with avisonfrom GaiaHersdf.

This vison can take any form, and the Storyteller is
encouraged to add details of the character's life to the visons,
but thefollowing traits aways appear inavison of renewd: a
sense of overwheming loss, as if the drinker was a mother
looking upon her dead children; asense of renewed hope asthe
sun dawnsin the east and sporeads warmth to the world; and a
sense of joyous victory as life returns to the world, as if the
drinker hersdf caused thelifeto grow by will done These are
the experiences of Gaiafrom long ago.

Thedrinker will awaken from hisddlirium upon the dawn
and will passessone point of True Faith in Gaia. The character
will be able to cal upon this Faith to turn vampires (see
Vampire The Masquerade) and may sometimes be granted
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miracles TheV ampiresupplementHunter sHuntedhasdetails
onusing TrueFaith. Gaiasmiracleswill al benatureoriented.
Flanna

Sword of Fionn: Thisis the mos prized possesson of the
Fianna. Stories are told about the sword being used by Fionn
MacCumhal, legendary Garou Kinfolk. Fionn was ahero of
Eire and pursued many adventureswith his mercenary band,
the Fianna, who took their name from this Garou tribe.

Legend holds that when this blade is used in battle, it
summons the spirits of not only Fionn MacCumhd, but al
those who fought by his side, to join in the fray once more.
When the blade is unsheathed, the surrounding area comes
alive with hundreds of shedows. They will constantly mock
and torment all the enemies of the Fianna and their dlies.

Theseshadowy warriorswill fightfor the Fianna, mirroring
the actions of the present warriors. Add two dice to each
Fianna's attack Pool and subtract two from each opponent's
Dice Podls due to the digtraction. Many enemies have been
knowntofleethe battlfield to escapethe spectres, their minds
unable to cope with such a sght.

The sword adso addsfour diceto al damagerollsduetoits
keen edge and well-balanced weight.

Get of Fenris

Fig of Thor: Thisis a spiked sted gauntlet. Each link is
beautifully engraved with scenesof awolf pack hunting astag
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under the light of afull moon. It is said that Thor himsdf was
inspired by the courage and bloodthirst of Jorgen Fists-of-
Thunder, the legendary Get of Fenris warrior, and rewarded
him with this gauntlet.

Whenusadin battle, theFigt of Thor deliversfour extradice
of damagefor every successful attack and the Clap of Thunder
Gift. Thisthunder is heard with every blow struck.

Glass Walkers

Laying Down the Law: Thisis aregular looking L.A.W.
rocket. There is a mgjor difference, however, between the
legendary weapon and itsnormal cousins aspirit of judicious
vengeance inhabits this technologica wonder. It never runs
out of rockets nor does it need to be reloaded — just aim and
fire. Each rocket will sesk out an enemy deserving of its
judgment. The punishment is detonation. Use the regular
datigticsfor a L.A.W. rocket (see Heavy Weapons, below),
except with a bonus of three dice to the attack Poal. If it is
amed at an innocent (usually anon-Wyrm being), the rocket
will veer off and hit the dosest guilty party—which could be
the user!

Red Taons

The Red Tdons have no "wegpon' in the war, but instead
posess a powerful spirit aly. This being takes the form of a
tattoo engraved upon the grestest hero of the tribe. If the hero
dies, the tattoo disgpears from her body and reappears on the
next rightful heir. Thespiritisfromaprimordial realm of raw
nature and is avicious predator known smply asthe Hunter.
It lendsitsbearer an extrafour diceto tracking Dice Podls, two
dice to Stedth (stalking), three dice to Intimidation and two
dice to Rake and Bite manuevers.

ShadowLords

TheBlack Bow: Thisbow wascreated by the Shadow L ords
as aweapon of assassination. Itssole purpose isto diminateits
intendedvictimquietly andunerringly. Thebow andstringare
completely black. The bow is made of unknown wood of the
smoothest texture.

This wegpon aways drikes it target, athough it does no
extradamage. The Black Bow isthefavored wegpon on many
of the Garou's search and destroy missons through the Ama:
zon jungles and dso a means of eliminating specific Pentex
officias.

Slent Sriders

TheWhispering Crydal: Thiscrystal bal was givento the
Silent Striders by their Gypsy Kinfolk back in the dark
recoessesof time. It appearstobeavery plaincrysta ball. Looks
are deceiving.

When employed, the Whispering Crystal becomes a pow-
erful tool for determining future events. Its user can s.e 0
clearly intothefutureasto point out troop strengths, weaponry
used by opposing forces and the location of ambushes. This
vison extends about 24 hours into the future. There isadark
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sdetothisartifact. Becauseitcanseesodearlywhat istocome,
thosewho look into the crystal will ssewhoistoliveandwho
istodieinthefutue. Becauseofthis, itiswiddy feared by other
tribes and holds an ominous reputation even amnong the Silent
Striders themsdlves.

Slver Fangs

Soeptreof the Impergium: Thisbeautifully ornate sceptre,
intricately carved with scenes of an old world forest, is a
weapon of power for the Silver Fangs. Thisrod is rumored to
betruly ancient, arelicof the Impergium. Itistypicaly carried
by the high marshdl of a Silver Fang war party.

When thiswegpon is used on an enemy, the effectsare the
same as the Delirium againgt one of human kind, except that
everyoneisaffected with aminustwo modifier onthe effects
chart (see pg. 201 of Werewolf). This effect extends to all
creatures—noneareimmune. Thiswegponisjust aseffective
when used againgt a Bane spirit as it is against a Pentex
employee. The sceptre affects dl enemies within a 25 foot
radius.

The Children of Gaiawarn againgt the use of this wegpon,
for they claim it is cursed. They say the Delerium is acurse
againg the Garou for the arrogance of their actions during the
I mpergium; thissceptre representsthat curse, and to il useit
will bring doom upon the Garou.

The Sceptre of the Delirium is gpproximately five feet in
length with acircumference of about four inches. It is capped
by adull gray spiked bal similar to the head of amace.

Sargazers

Orb of the Umbra: ThisStargazer artifact hasbeen consd-
ered ablessng by other tribeswhen it has been usad in battle.
Theitemisperfectly spherica withno blemishes. It congtantly
drawsand reflectseventhefaintest ambient light aroundit; the
internal colors are congtantly in flux.

When thisitem isbrought into use, it actsasaportal to the
Umbra, forcibly drawing in dl Bane spirits within a 50 foot
radius. All Banes within this area of effect must make a
successful Gnosisresigtanceroll toavoid thisfate. Those Banes
who are unsuccessful are unable to return to the battlefield.

Uktena

Wand of Ashes This artifact of the Uktena is a potent
bringer of flame. It was created for the express purpose of
destroying Kindred and hassucceeded brilliantly. It isrumored
thatthewandwasforgedfromthelavafiresof MountVesuvius
as it destroyed Pompeii.

TheWand of Ashesddiversagout of flameand inflictstwo
wounds with adifficulty of 8 to resist. The only restriction is
line-of-sight. The Storytdler should be warned: the Wand of
Ashes can bejust as deadly to Garou as it isto Kindred.

The wand appears as agnarled and charred piece of wood
about 15 inchesinlengthwith no specid markingsof any kind.
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Wendigo

Buffalo Spear: This Wendigo artifact was created long
before the white man ever discovered the new world and has
beenthesymbol of Wendigopridefor generations. TheBuffalo
Spear isnearly six feet inlength with abroad, blunt head and
a shaft wrapped entirely in buffalo hides. The spear is very
heavy, but not unwieldy.

When thrown, the Buffalo Spear nearly always dtrikes its
intended target. The wielder receives five extra dice to her
attack Pool. When this weapon hits an enemy, it does two
extradice of damage due to its weight. The weapon is primi-
tive, but formidable, not unlike the Wendigo themselves.

Black Spiral Dancers

Spiral Boomerang: These black, intricately-carved boo-
merangsareforgedinthePit of Malfeasby twisted metisBlack
Spira weaponsmiths. These are horrible weapons indeed, for
each one is the home of one to ten Banes waiting patiently for
their time to come.

When a Garou is struck by a Spird Boomerang, she is
"pushed" ddeways into the Umbra unless a successful Gnosis
resistance roll is made. Once in the Umbra, the Banes are
released from the weapon and ingtantly attack the Garou
victim. If the Garou is victorious, she may step out of the
Umbra at will; if not, the Baneswill carry the bested Garou
warrior to whatever black depths of the Umbra the Bane

condders home. This could mean a quick desth — or dow
torture. Justifyibly, thiswegponisfeared by all Garou.

Slver Weaponry

Pentex has fought werewolves many times before and is
ready for an extended conflict with thefurry beegts Harold & .
Harold Mining is responsible for most Pentex slver reserves.
Mining operationsall over theworld dig up silver for shipping
to the Amazon. In addition, Pentex's various subsidiary com-
paniesbuy siver intheworld's market, ways careful that the
massive purchases can never be traced to one company.

The DFG HQ has extendve handloading facilities where
dlver is made into bullets and handed out to troops. The HQ
a0 has a group of slversmiths who can make sturdy slver
coated knives. These are handed out as standard issue. The
dlver is first melted into forms designed to get past most
customs barriers: tent poles of silver that look like @l uminum,
hurricanefencing, and soon; all theseitemswoul d beexpected
in ajungle compound. Shipments are transported to the port
inManaus, wherethey are stored inwarehousesuntil they can
be secretly trangported to the HQ.

Pentex, like many companies, often srangles itsdf in red
tape. The First Teamshave tofight to get the proper ammuni-
tionrequigition. Bribery andfavorsinfluencethesupply clerks.
Any Firg Teamer who loses hisknife inthejungle could wait
months before he is issued another.

Sofar, the teams have been provided with enough to keep
themalive, but they cannot accomplish too much without the
vauable slver. Insead, Pentex is pumping up funding on
Project lliad to providetroopswith proper "natura" weaponry
that does not require costly shipping.

Guns

Heavy Pistols

M 1911: A mainstay of theU.S.Armyforyears, thisgunwas
replaced in 1985, but many are ill in use It is dso apopular
mode in civilian markets.

Desxrt Eagle .50 AE: This huge pistol has found little
acceptance among thosewhowouldreal ly useitincombat, but
it is dill popular with armchair soldiers. Made in Isradl, this
pistol has great sopping power and can aso befound in .357
and .44 magnum cdibers.

Submachine Guns

Ingram MAC-10: Perhaps one of the easest wespons in
theworld to operate and maintain, the MAC-10 hasfound a
place in the hearts of everyone from terrorigts to housewives
The MAC-10firesastandard 9mm round and its light weight
and concedlibility make it even more endearing.

Uzi 9mm: The most common submachinegun on the
market today, the Uzi iswidely accepted and easy to acquire.
Y et another in the family of wegpons that fire the common
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Firearms Chart

Name Caliber Difficulty Damage  Rate
Heawvy Pistols
Mo Ry IS < 7 R ) TR
Diesiert Eagle S0AE 8
Submachine Guns

LA *

2532 T 50

Assault Rifles

ma;f 050 S TREREL T00

AKA4T "

10 30 N 230

Heddér & Koch G3*: MW - ISR 300

Pump-Action Shotguns

Automatic Shotguns

Faanchi Law 177 S 12 googe -1l *-‘F
SPAS 12 12 wauge

Rewington 1100 mm

LsAS 12 * 12 gauge
Difficulty: Thedifficulty to hit atarget at do&a range.
Damage: The base damage done on a successful hit.

f 10/20 N 0

Rate: The maximum number of bullets agun can firein aturn.

Capacity: The number of bullets the gun can hold.

Concealment: P = can be hidden in apocket; J = can be hidden inajacket; T = can be hidden in atrenchcoat; N = cannot

be hidden on one's person.

Range Maximum range is double this listing, but anything above the listed range is considered a long-range shot.

* indicates the gun is capable of three-round bursts

9mm round, it can be found in any wak of life, egecidly
crimina lives, earning it a oot in many nightly news broad-
cess.

Heckler & Koch MP-5; This popular German-made
submachinegunisamaingtay of SWAT teams, counterterrorist
forceslike England's SAS and even some U.S. Specid Opera
tionstroops. The MP-5 isarguably the best SMG currently on
the open market, known for its reliability and fast handling.
There is ds0 a more concedable model — the MP-5K.

Thiswegpon of choice isprobably one of the most trustwor-
thy and well constructed wegpons on the market athough,
aong with many other automatic wegpons, it isbanned inthe
United States. This 9mm submachinegun is atrusted friend to
many European counter-terrorist groups due to its fast action
and unerring reliability.

Thompson M 1928: The Thompson M1928 is the dassc
Tommy gun of gangster movie fame. It is an epecidly heavy
submachine gun, and becomes even heavier with the addition
of itswell-known 100-round drum.
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Assault  Rifles

M-16A1, M-16A2; This5.56mm wegpon isused by many
military groups around the world and is the mainstay of the
U.S Army. The M-16A1 is a lightweight and dependable
combat riflewhich can used asan autometic or semi-automeatic
weapon with theflick of aswitch. It isaso constructed so that
an M203 40mm grenade launcher can be mounted on the
underside of the barrel. The M-16A2 is much the same, with
theexception that it isonly capable of athree-round burst and,
dueto thebarrel construction, isunableto support the grenade
launcher.

M203: This rifle-mounted grenade launcher fires a40mm
round to a maximum effective range of 450 meters. The
munitions available for this weapon vary greatly and include
high explosive, incendiary and shotgun rounds, as well as
variousriot geses. Itisavery effectiveweapon for use againgt
unarmored vehicles and small troop units.

103



AK-47: The AK-47 is quite common in Third World
countries and is now becoming popular in the United States.
Once the main weapon of the Soviet Union, it was replaced by
the AK-74-

Heckler and Koch G3: A state-of-the-art combat rifle.
This German made assaullt rifle isafavorite of gpecid opera-
tions groups and anti-terrorist forces around the world. Using
astandardNato 7.62mmround, itisversatile, reliable and essy
to maintain.

Shotguns

Ithica M 37: This shotgun is amainstay of anti-drug units
and riot control squads. Its 12 gauge format makes it quite
formidable. The weapon is quite concedable in the stakeout
verson: thestock isremovedto makeroomfor apistol gripand
the barrel is shortened consderably.

Fianchi Law 12: Thisltalian-made shotgun isvery expen-
sve and generally comeswith intricate detail work to make it
look more attractive.

SPAS12: A military weapon, the SPAS12 has been
adopted in Europe.

Remington 1100: This American-made shotgun ispopular
with both hunters and police in the United States.

USAS12: TheUSASisafull-auto shotgun. Itsappearance
isthat of avery large M-16. Now being purchased by SWAT
teams insde the United States, it was tested by Specid Forces
during the invasion of Panama.
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Ammunition

A wide variety of ammunition is available to al who use
firearms, but the differences between mos types are usually
quite minor. The exceptions to this rule follow.

Armor-Pierang

Armor-piercing or "cop-killer" bulletsgained infamy inthe
1980s and these deadly little fellows are till prevaent. The
most famoustypeisthe so-cdled Teflon-coated bullet, but this
is by no means the only one. Hardened sted and tungsten
carbideaso havetheir uses. Thesebulletsdo not have the same
sort of impact area that regular dugs do. Armored vests usd
againg them will provide one less die of armor, but the guns
will do one less die of damage.

Garouwho carry gunswill usethese bullets against Pentex

First Teams, but Pentex has found that the manstoppers (see
below) work better againgt the lightly-armored Garou.

Manstoppers

The opposite of armor-piercing bullets, manstoppers are
designed to have an even greater impact area. They generdly
widen or fragment when they hit their target, causing damage
over awider area. These include hollow-point rounds (which
flatten when they hit), glazier rounds (which fragment) and
homemade rounds (which are made by carving an "x" on the
dug). Thesebulletscausean extradieof damagewhenthey hit,
but armor provides double its usual protection.

Incendiary

Incendiary roundsareespecidly repulsiveto Garou because
they inflict aggravatedwounds. They arerarely usedwithsmall
arms. The most common form is the Dragonsbresth shotgun
shell. This phosphorus shdl turns a shotgun into a mini-
flamethrower for aturn, spraying aspout of fireup to 20feet.
It hits like a regular shotgun, but inflicts two aggravated
wounds (difficulty 7 toresist) and may cause nearby Garouto
check their Rage. Multiple use of Dragonsbresath rounds can
serioudy damagethe integrity of ashotgun barrdl, so Storytell-
ers should take full advantage of botched Firearms rolls.

Drugs

Not all bulletsare designed tokill their targets. Many types
of nonlethal ammunition have been created. Each hasitsown
purpose.

Commonly used to capture animals, tranquilizer darts are
usually fired out of large, single-shot rifles. They do eight dice
of damage to humans and Garou. This damage is not applied
to Hedlth Leves. Each level of damage subtracts one diefrom
the victim's Dice Pools Additionally, if the target takes more
damage than he has Stamina (or Stamina + Rage for Garou),
he passes out for one hour for every point of damage beyond
Stamina
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Other kinds of drugs can d<o be fired from these guns; the
Storyteller is encouraged to creste interesting Pentex manu-
factured pharmaceuticals.

Heavy Weapons

Few who have not witnessed the effects of high explosves
and heavy weapons understand their destructive power. To
illustrate the damage ratings in the sections that follow, here
aresome examples:

» A homemade black powder bomb weighing 10 pounds
will makeacrater 10feetdeepby 20feetaround(possibly larger
than the room in which you are now sitting). Ordnance
dropped by aircraft use ahigher grade of explosve and weigh
from 50 to 1000 Ibs

* One medium-sized artillery shell landing in the center of
a block of brownstone rowhouses would level haf the block
and shatter every window for fiveblocks. An artillery barrage
conggts of hundreds of such shells.

* .50 caliber machine gun bullets will retain letha force
after passng completely through astone house. Such machine
guns commonly fire 600 rounds per minute.

Grenades

Fragmentation Grenades

A fragmentation grenade has a damage Pool of 12 dice at
ground zero (such as in a character's hand). For every yard
between the grenade explosion and the character, reduce the
damage Podl by onedie.

Example A 12 diefragmentationgrenadedetonates5yards
away from acharacter. The damage Podl is 12-5, or 7 dice of
damage.

Weight: .6lbsSize: A 6" x 4" cylinder

Smoke Grenades and Tear Gas Grenades

Smoke grenades emit a dense cloud of white or colored
anoke. Tear gas grenades emit acloud of irritating gas. There
isnoblast from thesegrenades. The smokeisreleased through
holesinthecanister. Thecloudwill fill a10yardby 10yardarea
inone minute and will last 10 minutes in till air.

The Shadow Lords have discovered that smoke grenades
are very good at covering their melee attacks. Pentex usually
harms asmany of their own troopswhilefiring into the smoke
asthey do Garou.

Weight: .6lbsSzet A 7" x 5" cylinder

WhitePhosphorus

White phosphorus grenades generate a temperature of
2700° Fwhen they explode. A WP grenade has a Podl of 12
dice at itspoint of detonation. Reduce the Dice Pool by onefor
every two yards between the character and the grenade. This
isaggravated damage because of the burning, although Garou
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can try to soek the damage. WP grenades will ignite most
common materialsthat areevendightly flammable.

Weight: .6lbsSize A 7" x 3" cylinder

Explosives

Explosvesareratedintermsof Blast Power. Every point of
an explosive's Blast Power isworth one die per pound of the
explosve. Each liging dso daes what will detonate the
substance and whether it will bum without exploding.

Blasting Powder

Thismoderngunpowder isusedincommercidly sold small-
armsammunition. Itisasocaled"smokdesspowder" (because
it doesnot smokeasblack powder does). Frequently soldunder
the brand name "Pyrodex," it is lega to purchase in small
quantities.

Pentex has alot of this around. They manufacture most of
their ownammunitioninthe Amazonto prevent nosy journal -
isgts from noticing huge ammunition purchases.

Blast Power: 2 Detonator: Hame or Hest Burn: Yes. Blast
powder will typically only explode when it is encased under
pressure.

Nitroglycerine

Nitroglycerineisanaily, clear liquidthat canbeeasly made
in ahome workshop. It is very unstable and quite powerful.
Nitro is unpopular for both these reasons Rules for the
detonation of liquid nitroglycerin areleft up to the Storyteller.
Be capricious; nitro is unpredictable. Nitro may be "safety-
packed" by a character trained in the handling of explosives.
Such aprocess significantly reduces the danger.

Blast Power: 3 Detonator: Varies, usualy reacts to move-
ment and changes in temperature. Burn: No, athough the
chances of exploding decresse if the substance is not encased
under pressure.

Nitrocellulose (Gun Cotton)

Nitrocellulose (gun cotton) is manufactured by soaking
cotton (cdlulose) innitroglycerine (nitro). Thisgtabilizesthe
nitroglycerin.

Blast Power: 3 Detonator: Exremesof Heat, Impact Burn:
Yes, a low temperatures it even makes an excellent fuse.

Dynamite

Dynamite, dso cdled TNT, is nitroglycerin stabilized in
charcod or another absorbent. Dynamite that goes through
changes of temperature over afairly long period of time will
"swveat" pure nitroglycerine crystals. Dynamite in this state
gppears shiny, not waxy asit normal does

Dynamite canbefound in many congtruction sitesthrough-
out the Amazon, whereit isused to blow away hugetreesthat
won't go down any other way.



Blast Power: 3 Detonator: Fulminating Primer (whichcan
a0 be used as an emergency flare), Heat Burn: No. If you sat
dynamite on fire, it will explode.

Plastique (C-4)

Plastique (plagtic explosive) is manufactured in varying
drengths. It issimilar to modeling clay in condgtency, and is
extremely gable. Mogt military explosves areplagtique.

Blagt Power: 1-20 Detonator: Primer or Electricd Charge
Burn: Y es (but why would youwant toburnit?)

Primacord

Alsocdledingtant fuse, primacordisan explosivemanufac-
tured in string form. It is used to detonate widely separated
explosves a the same time. It can do be usad as a "main
charge' by an expert.

Blag Power: .5 Detonator: Primer Only, Open Hame
Burn: No

Napalm

Napam isjdlied gasoline When it burns, it tends to cling
to its target. Napalm will continue to burn underwater. The
only way to remove burning napalmisto scrapeit off, invari-
ably removing the skin aswell. All damage doneby napalmis
aggravated. Roll onedieto seehow much of thebody iscovered
by napal m (the Storyteller may modify thisroll asshe seesfit).
Roll that many diceof damageevery turnfor 10turns. Napalm
can be made inhome laboratoriesand placed in glassbottlesfor
throwing.

Napa mbombswill haveaBlast Power of 6-12to spreadthe
napal mout. Modernj etsdrop napal m canisterswithout explo-
gves, asthey rely on the gpeed of the jet to Soread the ngpam
when the canigter ruptures.

Pentex isbeing very careful with thisstuff. They haveonly
used it twice in the Amazon, as it is very noticable to any
outsde observer. They will only useit to quickly defoliate an
area if they have no other choice.

Blagst Power: 0 (unlessused inanapalmbomb) Detonator :
Open FlameBurn: Yes, it is supposed to burnwithout explo-
sve force.

Support Weapons

Support weaponsprovide heavy or sustained firepower and
require aseparate Skill of either Heavy Wespons or Artillery

Support Weapons Chart

to use (Complementary Skillsfor these are listed in Vampire
Player's Guide). Machine gunsarethe only exceptionto this;
they require the Firearms Skill.

Firing any tripod-based weapon without atripod requiresa
minimum Strength of six.

.30 Caliber Machine Gun: Thiswegpon isoftenfound on
vehicles or as a squad support wegpon among Third World
armies. [t comeswith abipod; ammunition isbelt-fed.

.50 Cal Machinegun: According to the Geneva Conven-
tion, this wegpon is only to be used againgt equipment, not
personnel, due to its gridy effects. (The Geneva Convention,
however, classfies uniforms and boots as equipment....) This
isapowerful wegpon usedfor assaultsaganst heavy equipment
and asameansof suppressivefire. Thisweaponisoftenfound
on vehides or as a squad support wegpon. It comes with a
tripod; ammunition is belt-fed.

M-79 Grenade Launcher: The M-79 grenade launcher
looks and operates like a stubby shotgun with a two-inch
barrel. Thegrenades explode onimpact. Thereisno magazine
to thiswespon. After each shot, the weapon must bere oaded.

Flamethrower: A backpack carriestanksof napamwith a
hose connecting to a rifle-like launcher. The flamethrower
weighs 50 pounds with al three tanks, but only one tank is
needed. Eachtank isgoodfor fiveminutesof congtant spraying.

LAW: LAW dgands for Light Antitank Wegpon. The
LAW is a digposable, oneshot rocket and launcher. The
launcher isatubeabout two and ahalf feetlong and about four
inches in diameter. The rocket is about 14 inches long.

The LAW produces "backblagt” when fired. Flames and
rocket exhaugt emitfromtherear of thefiringtube. Because of
thebackblagt, thereisatwo-yard danger zonedirectly behind
any such weapon. Anyone in the danger zone when the
wegpon isfired suffers four dice of aggravated damage from the
flames.

Artillery

Indirect-fire wegponslike mortars send their projectilesin
an arc, rather than line-of-sight like agun. Because of this, no
mortar can befired indde abuilding. Mortar shellsfall verti-
caly onto their targets and do damage like explosives, losing
onedieof damageforeveryyardfromgroundzero. Thesmalest
mortars fire grenade-szed shells. Large mortars bresk down
into three-man portable loads (consgting of the barrel and the
two halves of the baseplate). Somelarge mortars are towed on
amdl trailers.

Name ___ Difficulty Damage Weight
S50 Caliber ﬂchlnc Gun 7 o] 1000 vands a0 ) 200 40 ths
Flamethrower 6 napalm 60 yards ¢ Spectal Waries

e
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Artillery Chart

Tvpe

Large Mortar 9 24 HO0 yardstwen males
Wheeled Vehicle Chart
Vichicle Safe Speed Max Speed

“_ﬁrwmﬂh

e

B0 Ths L5 Ibs

Mancuver Brake Eacror

m_ﬁﬁ (off l_

Small Truck ) 0 110

3-8

Tractor-Tratler 70 110

Mortars are extremely rare in the Amazon conflict, but
Pentex will occasondly use them to lob afew shdlstoward
wherethey believe Garou aregathered. If questioned about the
explodons by any "outsders' (such as the media), they will
clam it was smply a pre-scheduled detonation of hard-to-
remove stumps during clear-cutting. They will then produce
al the correct documentation to prove it.

Small Mortar: Breeksdownintobarrel andbaseplate, each
25 pounds.

Large Mortar: Splits into three nearly equa pieces.

Vehides
Wheeled Vehides

A new dtatisticfor vehicles, the BrakeFector, ismultiplied
by the current gpead (in miles per hour) to figure stopping
disanceinfeet. At peedsbd ow 25 mph, do not usethe Brake
Factor. Ingtead, assume any vehicle can opwithinadistance
equal to its own length.

Jeep: Jeepshaveexceptional off-road mobility.

float Chart

Type Cruise Maximum

Maneuver

+B -3

Truck: Small trucksarenolonger than 15feet, largetrucks
canbeupto 28 feet long, and tractor-trailersmeasure up to 60
feet long. Note that the norma "dry van" hauled by 18
wheslers cannot be opened from the insde.

Boats

Boats have, ingteed of a Brake Factor, alisted amount by
which it can decelerate each turn.

All gpeadson thefollowing chart aremeasured inknots. (1
knot per hour equals approximately 115 mph.)

Pirogue A native Amazonian boat, well-suited for
manueveringthewaterwaysof therainforest. Theboatiswider
than a canoe and has aflatter ked.

Johnboat: A johnboat isaflat-bottomed fishing boat with
asmall dectric motor.

Small Powerboat: Thisgroup includes ski boats.

Aircraft

Stall istheminimum speedfor anaircraft. Stal x 100isthe
minimum length of runway (in yards) the plane requiresto
land. Note ds that flying a night is consderably more

Deceleration

_ﬁw:x&m. Dextesity mm m

Pirogue Srrengrh +2 3 x Strength fi 2x ‘*tfen,_.r'rh

Johnboat 8 10 T } 1
Small Powerboatr 30~ 50 5 Dexterity 4
Aircraft Chart

Aircraft Stall Cruise Maximum Manetiver Passengers

Benall: Prop/ MSINNG  110. 3E 170 -m

Medium Prop 0 150 230 8-20
m 380 __ﬁm

Lear Jet 350 450

Large Helicoptés I‘J' e 180 240 ﬁ 30

Appendix One: Weapons

107



Military Aircraft Chart

Alrcraft Crew

Stall  Bafe Maximum

]'g@;euggr

Deceleration Armor

AH-64 Apache A 450 0

difficult thanflyingby day, though apilot may tekeaspeciaty
of Instrument Flyingif shehasaskill of 4or 5inPilot. All goeeds
on both Aircraft Charts are in miles per hour.

Parachutes. A parachute takes 30 minutes for a skilled
person to pack, and one full turn to put on. A norma one-
person parachute can support 600 poundsin anemergency, but
everyone relying on it will have to make a Dexterity roll
(difficulty dependson terrain) to avoid injury upon landing.

Military Aircraft

UH-60A (Blackhawk): A U.S. Army general utility heli-
copter, used for troop trangport and resupply. It can be armed
with .30 caliber machine gunswhich firefrom thesdes of the
vehicle. Itcancarry 11 passengers. Pentex has purchased some
of these for Firg Team transports.

AH-64 Apache The current U.S. Army attack helicopter.
It canland ona 15 degreedope. It isequippedwitharadio and
can be sedled againgt radiation, biologica weagponsand chemi-
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ca attacks. It is armed with a 30mm chain gun, four rocket
launchers or 16 TOW missiles and two 2.75" rocket pods. It

carries no passengers.

Drugs and Poisons

Drug and poison ligtings include a vector (a means of
entering the system), sensory information on how to detect the
toxin, and an effect, which isnormaly aloss of Hedlth Levels
and any specific effects. Also listed are the means of protection
and antidotes for the substance.

Chemica weapons such as mustard gas were used against
troopsfor thefirst timein WWI. Thesehorriblewegponshave
earned a morbid reputation in the history of warfare and a
hedlthy fear from soldiers of al nations. They come in many
forms, each with its own fatal effects. A partia lising of
chemicd wegpons follows.

Ayahuasca

Vector: Imbibed

Sensory: Awful tasting liquid.

Effects. Powerful hallucinogen. Itisused by nativedoctors
asacurativeformanyills, especidly spiritually caused diseeses.
Anayahuasguer o or curander o, aplant medicinedoctor, issad
to be able to take this drug and actually see the Scknessina
person. A person taking this drug will become afriend of the
forest. She canthensseat night, not be bothered by insectsand
wak the jungle with ease. While on this drug, the user is
guarded by the spirit of ayahuasca.

Protection: Don't drink it. Someone who wishes to take
ayahuasca must convince a curandero to make it for her.

Curare

Vector: Injected.

Sensory: Reddish, brown gum.

Effects. Skdetd muscle relaxant. Curare is used by Ama-
zonian Indiansasanarrow or dart poison. Thepoisoniscarried
inahollow cane sedled onboth endswithfur. Thearrow isthen
inserted into the cane and dipped into the gummy substance.
The word is derived from a native word, woorari, meaning
"poison.” Each turn after the poison enters the bloodstream,
the victim looses one level of Dexterity until he can no longer
move (zerodots). Hewill then lase one Health Leve per turn
until dead from paraysis.

Protection: Curare is usudly injected with an arrow or
blowdart. Armor or tough skin can prevent the arrow from
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penetrating. It was once rumored that garlic applied to the
wound may hedl the poison, but this actually requiresagarlic
plant whose spirit has been awvoken. A Garou may spend two
points of Rage to purge the poisonfrom her body, or the Resst
Toxin Gift will nullify the effects.

Blood Agent

Vector: Contact/Inhaled

Sensory: Colorless and odorless in a gassousform

Effects. Coma and degth. It attacks the white blood cdls
and cripplestheir ability to carry oxygen throughout the body.
A victimwill dowly agphyxiate over about Sx hours. Symp-
tomsfor thiswegponarenausea, vomiting, bluefingernailsand
toenails, a gradudly increasing numbing of the extremeties,
shortness of breath and loss of bowe control. Thereisno cure
or antidote. This agent is commonly mixed with an acidic
substance which can destroy thefiltersin many military-issue
protectivemasks, thusinsuring apai nful demisetoanywhoare
unlucky enough to be caught in an effected area. Thisisthe
worgt fear of many soldiers.

This wesgpon attacks the Physica Attributes, beginning
with Strength and then attacking Dexterity and Stamina at
therate of onedot per turnuntil death occurs (whenthevictim
isreduced to zero in al Attributes). Although thiswegpon is
incredibly lethal to humans, aGarou may usetheResst Toxin
Gift to nullify the effects of the chemicd.

Protection: NBC (Nuclear, Biologicd and Chemical) or
M.O.P.P. (MissionOriented Protective Posture) suit. WARN-
ING: Leavetheareaimmediately! Theacidicchemicasinthis
agent will eat through filters and protective maskswithin 10
minutes.

Tear Gas

Vector: Contact/Inhaled

Sensory: Colorless (frequently mixedwith smoke), distinct
odor

Effects: Coughing, gagging, severeirritation of theeyesand
mucusmembranes, Subtract twodicefromall Dice Poolsuntil
clear of thegas cloud for 10 minutes.

Protection: A gas mask will protect fully, scuba mask or
goggleswill protect theeyes, and breathing throughawet cloth
will protect the lungs. The Resist Toxin Gift will negate the
effects of tear gas

Mustard Gas

Vector: Contact/Inhaled

Sensory: Faintly yellowish, digtinctive odor

Effect: Caudtic; causes blistersto exposad flesh. If inhaled,
blistering insde the lungs may prove fatal. Subtract one
Hedlth Leve per turn the skin is exposad to the gas. Victims
lose two Health Levels per turn of breathing the gas

Protection: Full-skincoverage and agas mask are necessary
for any protection. Ordinary clothingwill protect for oneturn
only. The Resigt Toxin Gift will negatethe effects of thisgas.
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NerveAgent (Sarin)
Vector: Contact/Inhaled

Sensory: Colorless, odorless

Effect: Highly concentrated nerve gasinflictsone Health
Levd per turn; thiscannot be soaked. At alow concentration,
itinflictsone Health Level per minutewith the samerestric-
tion. At atrace concentration, it inflictsone Hedlth Levd per
hour.

Nerve gas causes nausea and disorientation, followed by
desath. It isimportant to redize that the lethal effectsof Sarin
occur a aconcentration of 10 -100 parts per million and that
the effects are always letha. (Chances of nonlethal but ill
symptom-inducing exposure arelessthan 1 in 10,000).

Protection: Seded NBC or M.O.P.P. gear

Antidote: AtropinelnjectionKit (hypdermicneedieswith
antropine; must beadministered bef oresymptomsbegin. At-
ropine taken without exposure to Sarin becomes a toxin).
There are rumors that Pentex has engineeered this poison so
that antropine will only give the victim three to four more
hoursof life. TheResg Toxin Giftwill negatetheeffectsof the
ges

NOTE: It may be possbleto protect onesdf from Sarin by
sedling aroom in ahigh place. Isragl used this approach to
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protect its population during the 1991 Gulf War, but the
effectivenesswasnot tested (there were no gas attacks).

Atropine

Vector: Injected

Sensory: Odorless colorlessliquid

Effect: Overaperiodof (Stamina+ 3) hours, victimssuffer
nausea, cramps, vomiting, disorientation andcongested breath-
ing before they die.

Antidote: Blood transfusion, hospitd care.

Chemical Protection
M.O.P.P.Quit

The M.O.P.P. auit, or Mission Oriented Protective Posture
suit, islead-lined and designed to cover the entire body with
the exception of the head. It is used as a means of protection
in achemica environment. The suit comes in abasic olive
drab green, athough newer versons are in a camouflage
patternto providegreater protectionfromvisud sghtingsina
wooded environment.

Thesuit protectsthe wearer from the effects of chemica and
biological wegponswithashield of leed sawnintotheinsdeof
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the suit, preventing the agent fromcoming in contact with the
skin. Thesuit only provides complete protectionwhen used in
conjunctionwiththeM 17A1 protection mask. Themask uses
filtersto trap theharmful agents and prevent themfrombeing
introduced into therespiratory system. Some chemica agents,
however, are mixed with acidic agents that, although non-
toxic, have a corrosve effect on the filters of the mask, thus
destroying them and rendering the mask usdess.

The M.O.P.P. suit isacommon item in most of theworld's
armies due to the popularity of chemica weapons on the
battlefield. Inthe United States, Great Britian, Germany and
other highly developed nations, it isconsidered basic issueand
no soldier is ever without one.

Security Systems

Pentex's security systems are audiovisud, involving cam-
eras, closed-circuit televisons and microphones. Often the
mikes are tuned to pick up certain sounds (breaking glass,
VOiCeS, €c.)

Thesesecurity sysemsarebased on sensorsand comeintwo
types. on/off and perception-based.

On/Off sensors do not require a roll to detect something.
They either trigger or they do not. For example, a window
breakage sensor will go off only if the window isbroken. An
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eectriceyewill go off only if thelight beam isbroken. There
is no roll for these sensors. The Storyteler must have the
playersdescribetheir actionsvery carefully. Thesensorsmust
respond accordingly.

Perception-based sensorshaveaPerception Attribute used
in the same manner as acharacter's attribute. For example, a
thermal sensor might have aPerceptionrating of 8. The sensor
will roll eight dice againg adifficulty rating of Six to detect a
character and trigger an darm.

Security Systems
Sensors Perception
~ Microngve Seasor IR - - 3. ik
Motion Sensors b
t Baniere I - G o]
Window l
:Digon o) 5 TR
Door (meral) 3
Sty — o — . |
Wall (cement) 9
i Bulkhesd 30

Per ception: The Dice Pool used to detect intruders.
Strength: The Dice Pool (see the Strength Chart in
Werewolf) required to break through the barrier.
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All thefollowing totems arelocd to the tropical rainforests
of South America. Some of them extend their powers up to
Mexico, but it is rare to find their children north of the Rio
Grande.

Each of these totems is wise in the ways of thejungle. In
addition to the benefits listed below, they will grant their
outsider children the wisdom to navigate the confusing
rainforest. Thisdoesnot negateany normal modifiers. ltssmply
dlowsanorthern Garou to understand thejungleaswell asshe
does her pineforests or southern swamps. Without thislore, it
will be much harder for her to travel or track through the
rainforest. The Storyteller should add extradifficultiesto such
actions for any Garou not allied to locd totems.

Allying with these totems will usually require a quest of
some sort. The Storyteller should fedl free to come up with
imaginative adventures for the characters who wish to search
for these totems.

Totems of War

Anaconda

Background Codt: 5

Anaconda is the lurking hunter of the jungle, dithering
from the trees above or through the water below to suddenly
legp at her prey. She does not use poison to take down her
enemies, but instead reliesonher condriction and terrible bite.
She squeezes her enemies near to death and then sinks her
fangs in.
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Characters with this totem gain two dice in Brawl for any
grappling or overbearing maneuvers. They dso gainonedie of
damage in hite attacks. She ds0 gives them Stedlth 3 for
sneaking up on enemiesor hiding from them (so that they can
st up for thekill, of course).

Anaconda is not popular with Garou, for they beieve her
tactics are those of the Wyrm. The native Uktenaknow better.

Ban: Anaconda has few redtrictions, but she asks that her
children not harm any snakes.

Jaguar

Background Cost: 7

Jaguar istheking of therainforest, the supreme predator of
theAmazon. El Tigre, astheSpanishcal him, isapowerful and
deadly hunter; many defer to him. He is dso dlied with the
Balam tribe of the werecats, who can assume hisform.

Jaguar's children gain one die in Strength, one die in
Dexterity and one die to claw damage.

Ban: Children of Jaguar must kill any who destroy the
rainforest. This would seemingly make Jaguar an aly of the
Garou, but Jaguar believes the Garou harm the forest: any
Garou who dlieswith Jaguar must fight his own kind.

Pantheslea

Background Cost: 9

It isthought that Panthesilea may once have been the spirit
of one of the first Black Furies to ever set foot in the Amazon
Basin. Intime, the collective spirit of the Amazon has continu-
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ally reinforced the power of Panthesilea, and shehasgrownto
represent the Amazon's beauty, mystery, and fierce vitality.

Panthesilea is perhagps one of the mog difficult of the
Amazonian totems to contact, and she rarely chooses an entire
pack. When she does manifest, she tends to focus on one
member of her chosen pack and totally possess that person,
gpeaking to the pack directly and taking ahand inthe business
she feels needs to be done. That pack member immediately
developsan effective Pure Breed score of 5 for the duration of
his possession. This Incarnas commands are exceedingly hard
to ignore. Thispossesson, unfortunately, causesmadnessinal
but the most strong-willed of Garou: make aWillpower roll,
difficulty 9; unlessthree successesare scored, lose one point of
Willpower per possesson. Her consciousness is vast and com-
plicated, reflecting the diversity and wilderness that is the
Amazon.

The possessed packmember has a Leadership of 7, aMéeee
skill of 5, and aBrawl talent of 7. Panthesileaoften directsthe
activites of the pack with her talents, organizing them into an
elitefighting force.

The rest of the pack gains the Slent Strider Gift of
Attunement. Also, any anima native to the Amazon will
never harm one of Panthesileas children. Those packs she
choosss gain ingant dliance with dl of the native Uktena,
Bagtet and Mokole in the arear they al ingtinctively know
someone touched by the Jungle Warrior.

Panthesileaiis concerned with the longevity and vivacity of
both the spiritual and physical life of the Amazon: currently

BRIDEES
Rage across the Amazon

114

she is involved with trying to stop the mass-production of
fetishes and tdens. This production results in many of the
Amazonian nature spirits being sucked away.

Ban: Pantheslea will often give her children missons to
undertake. If they do not follow her orders in such things, she
leavesthem. Thenature of the missons are usually toright the
balance of the ecosystem, but the specifics are up to the
Storyteller.

Totem of Respect

Harpy Eagle

Background Codt: 6

Harpy isahugebird and lordsover thehighest canopy of the
rainforest. From her vantage point, she can see much that
endangerstheforest, but shecanrarely ssedetails, for thethick
canopy hidestheworldbelow. Itissaidthat Harpy understands
the big picture but misses the small details.

Harpy gives her children the Spirit of the Bird Gift and
Intimidation 2. In addition, they receive 100 Honor upon
allying with her.

Ban: Harpy asks her children to protect the trees. They
must prevent the deforestation of the Amazon.

Totem of Wisdom

Toad

Background Cogt: 6

Toad isavery srange totem. He is lord of many medicines
and poisons, and can concoct on his back anything from
hallucinogens to deadly toxins. He can dso provide hedling
dixirs

Children of the Toad gain Medicine 3. With the right
materials, they can concoct many strange dlixirs (Storytdler's
discretion). They dso gain the Resist Toxin and Venom Gifts.
However, toad demands apricefor hispowers. ..

Ban: Toad's children are ugly: lose two pointsfrom Appear-
ance. They aso must not harm toads.

Totem of Cunning
Coatimundi

Background Codt: 4

Coatimundi isthemost curioustoteminthejungle. Related
to Raccoon, he has his nose in everything and is aways
breaking things. But he knows hisway around likefew others
and gives his lore and secrets to his children.

Children of Coatimundi gain Subterfuge 3, Stedlth 2 and
Area Knowledge (Amazon) 3. However, as a totem of cun-
ning, he is without honor. His children lose 25 honor every
time they gain renown.

Ban: Coatimundi's children must not scold or harm pests,
such as coatimundis, mice and curious monkeys. They must
alwaysgiveabeggar somethingfor histroubles(hischildrenare
quite popular with Bone Gnawers).



The Tactical
Sorytelling Method

ForaStoryteller, sometimesrunning awar canbehell. How
do you arbitrate the background action? When battles take
place, whowinsandwholoses? ThisisaStorytelling game—
in other words, the needs of the story dictate theplot. Thiscan
sometimesseemforced. Theplayersmay feel the Storytelleris
not being fair in his rulings.

Oneway around thisisthe Tactica Method of Storytelling.
Thislittle system was introduced in the Vampire supplement
AnarchCookbook. Itisamethod by whichgroup conflictscan
be resolved in a smple manner with the same type of dice
rolling that goes on in regular person-to-person combat.

Therearetwo different waysthissystem canbeused. Inthe
first method, the Storyteller resolveswhat will happeninthese
battles by himsdf. Group character sheets and some dice-
rolling are used to find the outcome. This is sort of like solo
wargaming. For this, it is best if the Storytdller makes all the
rollsand figurestheresultsbefore the game, whenthe players
come into the action. This will require adjusting the results,
though, to match any player action that could change the
predetermined outcome.

In the second method, the players take one or more groups
and run them against the Storytdler's groups. It is not recom-
mended that they use their character's pack as agroup in this
method. Thisrobsthegameof itsuniquerol eplaying potential.
Character packsare meant to resolvethingswhileroleplaying,
not by simply rolling dice. This method should insteed be used
toresolve large-scal e battl esbetween Garou Wargsand Pentex
platoons.

Groups have much the same statistics that characters do:
names, Abilities, Backgrounds and, optiondly, Natures and
Demeanors. Instead of thefull rangeof Attributes, groupsonly
have Physcd, Sodd and Menta gats. Groups dso have
wegpons and powers. They do not have Rage, Gnosis or
Willpower, athough there are optiond rulesfor these aswell.

Eachgroup involved inthewar should bewrittenup by the
Storytdller. Actions can then be resolved between these
groups with smple dice rolls. The results are introduced as
background information.

Certain equipment can add to agroup's attack Pool. Claws
and Fangsadd onedieto Braw! Dice Pools whilesmdl Klaives
add one die to Melee Dice Podls and large Klaives add two.
Normally, pistolsadd onedie, riflesadd two, and shotgunsand
submachine guns add three, but unless the bullets are silver,
Garou canregenerate thisdamage. All silver weaponsadd one
die when used againgt Garou groups.
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Groups ds0 have Powers. These represent certain Gifts,
fetishesor fomori powerswhichwill have an effect on group-
level combet.

Garou groupswill have two physica stats. Oneisfor their
natural forms, evenif thereisamix of forms, suchashomidand
lupus Garou together. The other gtat isfor their Crinos form,
theirwarform. Garouinthislatter modeautomatically "regen-
erate’ one enemy success againgt them per turn (as shown in
theexample), unlessthedamagewasaggravated (claws, silver,
fire, etc.).

Combat between groups is resolved through resisted dice
rolls. Inthecase of two or moregroupsattacking onegroup, the
single group must split its Dice Poadl to be able to attack both
of the other groups.

The results of combat between groups still requires Story-
teller interpretation. The outcome is defined by a set number
of sucoesses that need to be achieved by one of the groups. The
groupthat first achievesthat many successeswins. Itisuptothe
Storyteller tointerpret how they win. Inacity game, thepolice
will rarely shoottokill; if they win, they will have successfully
subdued and arrested the group. Inthe Amazonwar, however,
platoons are more ruthless. In this case, the Storytdler can
decide that each success kills one member of the opposing
group. Thisway, they canlose thefight and till cause casud-
ties.

Sample Groups

The Savage Grigle Pack: Number: 5; Nature: Bravo,
Demeanor: Bravo; Attributes: Physical 3/6, Socid 1, Mental 2;
Abilities: Brawl 4, Intimidation 4, Primal-Urge (tracking) 3,
Stedlth 2, AreaKnowledge (Amazon) 1. Backgrounds: Allies
2 (other packs), Rage 4. Wegpons: Claws and Fangs. Powers:
Elementd Gift (the eements can be commanded to attack
foes; foringance, theGift could turnthegroundtomudtodow
enemy movement).

Firg Team Number 31: Number: 5; Nature: Fanatic,
Demeanor: Bravo; Attributes: Physical 3, Socid 1, Mental 2,
Abilities: Brawl 1, Intimidation 3, Subterfuge 3, Firearms 3,
Méeee 1, Demalitions 1, Stedth 3. Backgrounds: Allies (other
teams) 2. Wegpons. Uzis (+3 firearms, but no silver bullets),
knives(+1 Médee). Powers. Toxic Touch (all Brawl attacksare

aggravated).
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Example of Tactical Resolution

While the player character pack snesks into the Pentex
Laboratories, the Savage Gristle Pack is assigned the job of
keeping the Firg Team guards busy outside. Both Savege
Grigle and the Firgt Team are NPC groups. The Storyteller
decides that she wants to run the actud story of the player
characters own attack using roleplaying, but will use the
Tecticd Method for the other attack.

She choosss one of the players (or lets them choose from
among themselves) to run the Savage Gristle Pack while she
takestheFirst Team. Shewill "cut" back andforth betweenthe
two actions throughout the story.

The Storyteller decides that a total of five successess are
required for one side to win (each sucoess represents an enemy
kill). Shefirst rolls initiative for the two groups, giving the
player an extratwo dice for surprise, and declares that if the
player wins, he can have an unresisted attack. They each roll
their group's Mental + Alertness against asix difficulty; the
Frgt Teamwinswith twosucoesses The attack isthusaresisted
roll asusud.

First Team Number 31 attackswith their guns (Physicd 3
+ Firearms 3, plus three dicefor their Uzis = 9 dice) and are
resistedby the Savage Grigtl€sclaws(Physica 6+ Brawl 4, plus
onefor their daws=11). Thedifficulty for both Sdesisset a
six. The Firg Team gets five successes, while the Garou get
two, leaving the First Team with three successes
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The Storyteller sums up the turn: the Garou charged from
thejungle, but Pentex was not taken by surprise. They pulled
out their gunsand beganfiring. The Garou took casualties, cut
down by the heavy fire.

The Storyteller then decides to return to regular play for a
while, roleplaying the player pack in their adventures. A little
whilelater, when he comesto agood cliffhanger moment, she
decides to switch the scene back to the Tactica action going
on outside the labs.

At the start of the second turn, the Garou regenerate the
damage they took lagt turn. Since the bullets used were not
dlver, they regenerate one damage success The First Team
now only has two successes over the Garou, rather than three.

Thisturn, theFirst Team getstwo more successes, whilethe
Garou get five, leaving the Garou with three successes The
Frst Team il has atotal of two successes from last turn.

Again, theStoryteller sumsup the action: thebulletsdid not
keep the Garou down for long; they lesped into thefray again,
barely wounded. Pentex faltered and thewerewolvesvaliantly
raked their foes.

Later in the adventure, the Storyteller gets around to the
third turn. First the Garou regenerate another of the First
Team's succeses, leaving the team with only one now, while
the Garou have three. This time, the First Team gains two
uccesses and the Garou get four; this leaves the Garou with
two successesthisturn. Added totheir running total, they have
five successes — the number required to win.

The Storyteller sums up: the Garou tear once again into
their foes and decimate them. The First Team isleft to rot on
thefield of battle.

Alternatives

Willpower isatrait that represents avery individual char-
acterigtic. However, particularly tight-nitgroupscansometimes
have aWillpower score, especidly under the influence of the
Strength of Will Ahroun Gift. They canthen usethisto resst
certain Mental or Sodd attacks (see Other Tactical Stuations,
below).

Asfor Rage if atight-knit groupisunitedintheir anger, then
they may get aRagescore. Get of Fenrispacksarelikely tohave
Rage as a group. Whenever a group suffers a bad loss the
Sorytdler should get them to check their Rage with anormal
frenzy roll. If they get four or more sucoesses, they frenzy: they
are dl dragged into a chain-reaction of Rage taken to the
boiling paint. Inbattle, itismost often aberserkerfrenzy. This
will cause the Garou to attack with their smplest weaponry
(usualy claws) until their enemyisdead. Duringafrenzy, they
gain one die to their attack Pool. However, if an enemy used
awildly successful Intimidation attack on the Garou, then a
fox frenzy may be the result. In this case, the Garou flee the
field. In this system, Rage cannot be spent for extraactions.

Asfor Gnoss, ifthegroupisfightingahordeof Banesinthe
Umbra, they canbeassgned aGnosistraitfor useasaDicePool
in Binding Rites or other spirit magics at the Storytdler's
discretion.
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Remember, all thesetraitsareusudly veryindividudigtic. It
israretofind agroup that can average out enough to have a
soore in these traits. Use Willpower, Rage and Gnosis with
discretion.

Other Tactical Stuations

Group stuations outside of war can dso be resolved with
thissystem, giving groups extended actions. For example, the
Shadow Lords have to make an extended action roll of Sodid
+ Subterfuge (or Intimidation) to convince the Get of Fenris
to sde with them againgt the sept leeder.

While combat actions can be resolved in short turns (per-
haps five or ten minutes each), Socid or Menta actions will
usudly requirelonger. Intheaboveexample, itmay takeweeks
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per roll to convince the Get that the Shadow Lords advice is
sound, or it could take months.

Final AdMce

The Storyteller should never let this sysem intrude on
roleplaying. Itisusedwithbackgroundactions, nottheprimary
gtory action. If the results dash with the dory, then the
Storyteller shouldfeel freeto changethemor ignorethem. The
rules are meant to complement the game, not overcome it.

Remember that, aboved|, Werewolf isaStorytdling game.
If thissystem foulstheplay or dowsup thegame, ditchit. Itis
presented here smply as one method for arbitrating group

interactions. Don't get hung up on these rules and don't panic
if they don't work right for your style of gaming.
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2. Ranch Apocalypse
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Clan Shirt
Offer

Gangrel Malkavian

j i

Mosieratu Toreador Yentrue

Watch Your Back!

You'd hetrer be careful out there hecause when you break the Masquerade wich your new Clan Shirr you
don'e know who or what will be afrer you,

Acrually, there is no real danger when you put on our 100% cotton black Clan tees — except mayhe
from jealous friends drooling over the distinctive Tim Bradstreet artwork.

Stop by your favorite Game Store and pick a few up today, or if your Clan is unavailable, give us a call or
write us directly, The cost is $18, plus 53 shippme and handling, oversess orders add 30%.

55 1800454 WOLF

CLAN SHIRT OFFER
4598-B STONEGATE INDUSTRIAL BLYD,
STONE MounTav, GA 30083
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Werewolf Temporary Tattoos

Inserted into this book is a sheet of temporary transfer
tattoos of Garou pictograms, including:

* One for each of the 13 tribes.

 Renown marks. two each for Glory, Honor and Wisdom.
Theserepresent two different grades: meritand highvaor (the
pictograms with the sde marks are for high valor).

See the chart in the Werewolf Players Guide to identify the
Garou pictograms.

Usethesetattoosasyou please. They aremeant tobefun,
s0 have fun with them. The Storyteller can hand them out as
rewards for good roleplaying or when a player succeeds ex-
tremely well inthe game.

They are meant to be props, just like music, lighting and
costumes can be propsfor roleplaying. If youfind theideaof a

gaming tattoo to be an affront to your dignity, don't use them
— it'sthat smple. Don't take life too serioudly.

How to Apply your Tattoo

1. Moigten the areayou want tattooed with water (not too
wet or the ink will smear; not too dry or it won't stick).

2. Place tattoo face down and press on dightly moistened
areafor afew seconds.

3. Lift up, and now you are tattooed.

4. Washes off with sogp and water.

NOTE: Although thetattoo isprinted using safe, non-toxic
vegetable FDA regulated colors, they arenot recommended for
sengitive skin. Do not place near eyes or take internally.

A Note Fromthe
White Wolf Environmental Action Committee

ENVIRONMENTAL ACTION
CouMITTEE

Planned in Aladal

For more information, write to:

Wolf Kills Sl

That'sthebignewsherewiththe EAC. Y oumay haveheard
about Alaska's attempt last November to begin agrid shooting
of wolves. Their excuse was that wolves were harming the
caribou population — even though evidence and environ-
menta studies stated otherwise. The fact was that Alaska
wanted more caribou availablefor hunting. Well, theplanwas
stopped after massive boycotting by peoplefromdl over. The
incident made the nationd news. In early 1993, Governer
Hickle declared that the plan would be hadted and no more
wolf control programs would be ingtituted this year.

He's gone back on hisword. Alaskahasyet another plan to
kill wolves. Aerial shooting will commence in October unless
the state officials can again be convinced that what they are
doingiswrong. Anyonecannow buy a$15 licensetokill awolf.
All the plans they have concocted up to now are not based on
any evidencethat wolves are harming the caribou popul ation.
Don'tjust takeourwordforit—l ook intothisissueyourselves.
Ifyou care about the dwindling wolf populations of theworld,
then you must make your voice heard on this issue.

Friends of Animals
Nationd Headquarters
P.O. Box 1244
Norwak,CT 06856

Also, you can write, cdl or fax the Governor a:

Walter J. Hickd, Governor
State of Alaska

P.O. Box 110001

Juneau, AK 99311-0001
(907)465-3500, FAX 463-3454

You canwrite us at the Environmental Action Committee
andwell be glad to send youwhat informationwe have onthis
isue

EAC

White Wolf

4598 Stonegate Industrial Blvd.

Stone Mountain, GA 30083

Rage across the Amazon






HOW TO APPLY
YOUR TATTOO:

1. Moisten the area you want tattooed
with water (nottoo wet orthe ink will
smear, not too dry, or it won't stick).

2. Placetattoo face down and press on
slightly moistened area for a few
seconds.

3. Lift up, and now you are tattooed.

4. Washes off with soap and water.

NOTE: Although the tattoo is printed

using safe, non-toxic vegetable FDA

regulated colors, they are not recom-
mended for sensitive skin or near eyes
or to be taken internally.



RAGE ACROSS

. he AMAZON. " -

The Greatest Threat

The Wyrm has made its move — Pentex Incorporated is behind the
destruction of the Amazon Rain Forest. Bulldozers rear down ancient trees,
leaving scorched wastelands behind. Facrories vomit balefire into the rivers,
paisoning Gaia’s bloodstream. Banes screech through the jungle, muiming the
spirits and Umbral glens. The hungry maw of the Wyrm opens wide to devour
its feast...

The Greatest Sacrifice

...but the Wyrm chokes on the bitver rage of the Garow, The wartiors of Gaia
are here to end the corruption, destroy the defilers and take back the Earth.
The Amazon War has begun, the greatest bartle yet for the body and soul of
Gaia. In their darkest hour, the Garou must succeed before the Dark Foe
destrovs everything.

» Across the Amazon Is o chranicle settine for Werewolf. 1t includies:

* The heroes and villains of the War, from the mighty Garou
Golgol Fangs-First to Pentex's Samuel Haight . the Garou Skinner.
* The Others in the war: the Bastet
werejaguars and Mokolé werecrocodiles
whose homes are threatened by
the conflict.
® A sheet of full-color emporary
tartoos, including eribal pictograms
and marks of renown.

B 4508 SroNeqiTe 1o, B,
paensnn CTONE M. CA 30083
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