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A World of Darkness
The world of The Apocalypse is, in many ways, just

like our world. Children are born, grow up, go to school,
follow careers, grow old and die. The sun rises and sets day
after day. In the World of Darkness, however, everything
is just a little grittier, a little more corrupt and a little
more tainted. Gang warfare is rampant. Poor areas are
more impoverished. Even the “nice” places are tainted
with a hint of something dark and corrupt. This darkness
is expressed in the ambiance of Gothic Art, demon-
strated by the feelings expressed in the architecture of
high cathedral ceilings, gargoyles and towering grotesque
structures that pierce the night sky. It is also expressed in
raw rage, random violence and rebellion— basic ele-
ments of the Punk Movement. That is why we call the
World of Darkness our “Gothic-Punk” setting, because it
combines these two styles. Gothic-Punk is a synthesis of
both styles, and, in The Apocalypse, it’s represented in
a very different way.

Mystic Modern Primitive
Werewolves are not the same creatures who walked

across the black-and-white movie screens in the heyday
of Lugosi and Chaney. No, these are creatures of far-
reaching mythic status. They are both heroes and
monsters, a combination of wolves and men. Unlike the
werewolves of the movie screen, a Garou is born either as
a wolf or a human, and the Garou only learns to take on
other forms after she matures. A crucial fact of the
Garou’s birth— whether her mother was a wolf or a
human— is important to her basic nature. This deter-
mines her “breed”. Being a Garou is not the result of some
lycanthropic disease that’s passed from person to person.
The Garou are an ancient species with a lineage that
reaches back before history, and they can trace their
bloodlines back to the days when humans first stood erect
on two legs and used fire to drive back the darkness.

In the modern world, they have adapted to modern
ways while retaining their old mythic roots. In this
respect, they are both modern and primitive, and their
mystical nature (especially in the world of spirits and

“I went to the place where Luna shone/ on her sister’s
creations/ and I saw apes who were like wolves / and wolves
who were like apes / and knew that nothing would ever be the
same again.”

—The Silver Record

Chapter Two:
Setting
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totems) is also very important to them. The Garou, as
they call themselves, are honorable, noble, savage, canny,
proud, angry, heroic, monstrous, inhuman, egotistical,
shortsighted, adaptable, wise, mysterious and tenacious.
As a species, they are perhaps the most hardy and the
most foolhardy of all the earth’s creatures. They believe
themselves to be the defenders of Gaia, an all-powerful
godlike being. If you ask a Garou who, or what, Gaia is,
you’ll get several different answers, and all of them are
considered correct. The Garou defend Gaia from the
Wyrm, a very real evil creature bent on consuming,
tainting and destroying all of Gaia. Not only is the Wyrm
real, but its evil spirits are powerful and prevalent every-
where, especially in the dark cities. Perhaps this is why we
call this “The World of Darkness.” Indeed, the Darkness
has allies. The Darkness is everywhere. Without the
vigilance of heroes, the Darkness will win.

The Silver Record: A History of the
Garou

In one of their most sacred writings, the Silver Record,
the Garou describe how their race emerged from the raw
earth and were given gifts by Luna, the crazy sister of their
mother, Gaia. The Record is a collection of Garou glyphs
and symbols, each of which mark an important stanza in
a long poem about the Garou. The Record speaks of when
the Garou were appointed to be the defenders of Mother
Gaia, who can be seen as the entire Earth, all of exist-

ence, or both. The Record tells of when the Garou were
given the power of shapechanging, the strength of Rage,
the insight of Gnosis, and the freedom of spirit-walking.
These were the birth-gifts given by the Four Winds.

The Garou’s Birth-Gifts
A Garou can control the shape he wears. He chooses

to be in a specific form, a form that is part of a spectrum
ranging from human to wolf. The most powerful (and
frightening) form of the Garou is the Crinos form, the
half-wolf, half-man shape. In this shape, they are tower-
ing monsters, but they are also deadly warriors.

Garou are creatures of Rage and Gnosis. Their Rage
enables them to be deadly warriors and can literally cause
them to move and act faster than the eye can see. Their
Gnosis allows them to tap into the spiritual wealth of
Gaia and use spiritual magic in her service. The Garou
are beings of two worlds: the Earth and the spirit world,
called the Umbra. They can step “sideways” into this
spirit world, where the spiritual is real and our reality is
only a shadowed reflection.

The Record also speaks of the Gifts that their mother’s
sister, Luna, gave to the Garou. Luna is revered for her
mystical knowledge, but is also reviled for the consuming
madness that she brings. Luna waxes and wanes, growing
full and slipping away to nothingness. The Moon sym-
bolizes the Garou’s own mystical side, and their changing
nature as well. It is said that great Luna took the first
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Garou to her lodge in the sky and taught them secret
knowledge. She looked into each Garou’s heart and saw
what phase the Moon was in at the Garou’s birth; she
provided the Garou with Gifts to fit the personalities and
strengths of the different phases.

This fact defines a Garou’s role among her people,
called the auspice. A Garou’s auspice determines not
only the Garou’s role in society, but also some of the
secret lore with which they are familiar. The auspice is
determined by the phase that the Moon was in on the day
of the Garou’s birth.

The Sacred Ways of the Garou
Over the centuries, spirits have given wisdom and

knowledge of special powers to the Garou. These powers
and secrets are shared among the other members of a
Garou’s breed and auspice, and also serve to further
define a Garou’s purpose and role within a tribe.

The Tribes
The Record speaks of the tribes, fifteen groupings of

Garou that originally formed out of pack differences and
changes in pack hierarchy. Among the first of these were
the Silver Fangs (rulers and warrior-heroes), the Shadow
Lords (beta-wolves, the schemers and politicians) and
the Black Furies (the alpha females, who followed their
own path). Several of the more mystical, philosophical
Garou, those who watched the skies for portents and
omens, formed their own tribe, one they called the
Stargazers.

In the Garou’s far travels, the Record tells of the Garou
splitting into more tribes: the Fianna of Ireland, the White
Howlers of Scotland, the Get of Fenris of the Saxon, Norse
and Germanic areas, the Silent Striders, who vanished for
a time into the dark continent of Africa, only to re-
emerge later, and the Bunyip, who travelled to and
dwelled on the continent of Australia. The Record also
speaks of the far-travellers: the Uktena, the Wendigo and
the Croatan, who journeyed far across what would be-
come Russia and traversed the same Bering Land Bridge
that the original Native Americans (some of them re-
lated to the Garou by blood) crossed. During pre-history,
the Silver Fangs ordained that the Garou would watch
over the humans in much the same way a shepherd
watches over his flock, except that they encouraged the
Garou to cull the weakest and oldest from the human
herds by ravaging their villages and encampments. As a
result of this practice, which the Garou called “The
Impergium”, two tribes formed: the Red Talons, who were
all bred by wolves and favored the policy (they had grown
to hate the hunter humans), and the Children of Gaia,
who sought peace among the Garou and an end to the
Impergium, knowing that somehow the Impergium would
haunt them until the end of their days.

When cities rose up, two more tribes of Garou emerged:
the Glass Walkers, who learned to use the tools of human-
ity, and the Bone Gnawers, who had grown tired of eating
the leavings from their Silver Fang betters and sought
refuge and a new life in the cities. For a time, all Garou
prospered, and the Wyrm was held at bay.

But the Wyrm was merely gathering its coils, like a
cobra waiting to strike. When it did, it took several tribes
down with it. The Garou’s own inner rage caused the
death of the Bunyip tribe in Australia as the rest of the
Garou waged an unholy war against them and killed
them all, believing them to be tainted. The Croatan were
also completely and totally lost in a supreme self-sacrifice
to defeat a powerful minion of the Wyrm.

The most heinous betrayal, however, was that of the
White Howlers. They joined with the Wyrm, although to
this day, no one knows why. They went to the lair of the
Wyrm, and there they were introduced to an insane
labyrinth known as the Black Spiral. They danced the
Black Spiral and went over completely to the Wyrm,
whom they now serve. These creatures are called the
Black Spiral Dancers, and they are the incarnation of all
that is evil in Garou.  Their name has been removed from
the Silver Record, and they will be reviled forever.

Now only thirteen tribes remain, and the number of
Garou is shrinking yearly. A tribe can mean a great deal
to a Garou, especially if his heart and mind can accede to
tribal policies. The tribe is part heritage and part commu-
nity. When a Garou is among the members of his tribe,
he is not only participating in Garou society, he is
connecting himself to the wisdom of the Garou in the
same tribe. The tribe shapes a Garou’s political outlook,
his viewpoints on human society and the way other
Garou relate to him.

Those without a tribe are called the Ronin, for they
have no tutor or master. These people are usually
renunciates, and they do not seek to help or hinder the
Garou. Many of them are lost wolves, having lost some
vital element that makes them Garou. Many are also of
the Wyrm. The Ronin are mysterious, shadowy and
distrusted, but some of them are among the greatest of
Gaia’s heroes.

The War for Gaia
The Garou are at war with the Wyrm in the defense of

Gaia. Many also believe that these are the last days of
that war, that the prophecies of the Apocalypse are
coming true and that the end of all things, even the end
of Gaia, is near. This threat of Armageddon influences all
of the Garou’s actions. Patience is in short supply, and
understanding even more so. The Children of Gaia,
peacemakers among the Garou, have quite a job on their
hands. Garou at this time tend to fluctuate between two
extremes: frenzy, in which they are totally consumed
with the hatred of the Wyrm and of all corruption, and
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Harano, in which they are totally overwhelmed by the
imbalance of the fight they wage and become utterly
depressed. Somewhere between frenzy and Harano is the
balance that the Garou strive to attain, caught as they are
between them. Many Garou seek to strike this balance by
learning from their elders and from ancient lore.

The Legacy of Lore
The signs of the Apocalypse are foretold in prophe-

cies, and many of them have already come true. It is hard
to doubt that these are the last times. Because of the
immediacy of the War against the Wyrm, the Garou have
had to adapt their ways and traditions. Before this time,
the Garou had grown quite separatist, uniting along
tribal lines. Now all the tribes have been thrown to-
gether, and they must find ways to interact without
provoking either frenzy or Harano. In addition to the
Silver Record, the Litany is an ancient collection of laws
given from the very first Garou onward. The Garou have
created the Litany to help them combat the Wyrm
within, as well as the Wyrm without.

Among the proscriptions in the Litany is the restric-
tion that Garou shall not mate with Garou. When two
Garou mate, they produce a sterile, disfigured breed of
Garou called a metis, although sometimes such a fetus
will not even come to term. Mating with another Garou
is a taboo similar to incest. Since the presence of a metis
is a direct result of a violation of the Litany, metis Garou
aren’t well received and usually have to put up with the
stigma of being a metis for their entire lives, especially if
their disfigurement is obvious.

Another important idea in the Litany is “the Veil”, a
custom which dictates that the Garou must forever hide
their presence from the mass of humanity and keep their
existence and sacred knowledge secret.

This is aided by the power of the Delirium, an effect
caused by the Garou’s prehistoric participation in the
Impergium. This effect is useful in keeping the Veil,
because humanity has a hard time remembering the
presence of a rampaging Garou. When a Garou reveals
himself in its half-wolf, half-man shape, it triggers an
ancient memory in humanity and results in an all-
consuming fear and loathing. The human mind usually
responds by rationalizing and blocking out the memory of
the Garou.

Finally, many Garou legends and stories are preserved
as a means to keep history, illuminate Garou wisdom and
serve as object lessons for Garou wanting to become just
as famous. Yet the Wyrm continually captures and de-
vours bits and pieces of the vast legacy of lore that has
been left for the Garou. This is part of the Wyrm’s
ultimate plan to destroy them.

The Shadow of the Wyrm
Like Gaia, the Wyrm is a difficult entity to describe. It

is a part of the Triat, a powerful spirit that embodies a

fundamental force in the universe. Some see it as the
power of corruption and oblivion. The Wyrm is both a
physically real thing and a spiritually corrupt ideal.  It
seeks to devour all of Gaia.

The Wyrm’s hunger for Gaia is explained by its his-
tory. The Wyrm used to be the balancing factor in the
Triat, maintaining balance between the Weaver, which
governs patterned reality and order, and the Wyld, which
governs chaos, magic and pure creative energy. However,
at some point in the past, the Weaver went mad, and the
Wyrm responded by trying to balance its madness. The
Weaver responded by trying to weave the Wyrm into its
web. Caught in this web of madness, the Wyrm changed.
This corrupted the Wyrm and caused it to embody
corruption. The Wyld became disconnected, even as the
Weaver grew powerful enough to try weaving it into her
web. Now the Wyrm is unbalanced and seeks to consume
everything; it is no longer satisfied by merely keeping the
Weaver and the Wyld in check.

The Garou believe that humans are children of the
mad Weaver, flaunting their technology, cities and soci-
eties. They also believe that wolves are of the Wyld, as are
all natural and untainted places in the wilderness. Those
Garou born to wolves are thought to be more mystical,
even if they aren’t of a mystical nature. Consequently,
many feel that the metis, the breed that results from a
breaking of the Litany’s rules on mating, are of the Wyrm.
This is not necessarily the case, although it is true that all
metis bear some disfigurement. Disfigurement is a mark
of corruption among many Garou.

The Wyrm manifests itself in many forms; some forms
are physical, although the actual Wyrm resides in a
metaphorical Pattern Web. The spirit army of the Wyrm
consists of corrupted Incarna, Bane soldiers and Wyrm
Elementals, evil spirits that represent the Wyrm’s cor-
rupting influence and power.

The Wyrm is also a corrupt ideal, a source of hate,
defilement and taint in the world. Many humans un-
knowingly serve it when they do corrupt or destructive
things. Through Wyrm-taint, its power can be sensed by
the Garou in many mundane things. Soft drinks, book
publishing, the movie industry— the list goes on and on.
Indeed, the Wyrm lies waiting for anyone seeking escape
from the troubles of this world.

The Wyrm is quite powerful in these Last Days. Not
only does it have its own evil spirit armies in the spirit
world and in Malfeas, but it also commands a number of
Wyrm-infested humans called fomori. These humans
have powers and mutations because of their alliance with
the Wyrm. The Wyrm also has a number of followers in
the major corporations of the world, especially a powerful
corporation called Pentex. The company is almost com-
pletely possessed by the Wyrm and is ruled by a board of
directors that is thoroughly corrupt.

Among the Garou, the Wyrm is an ever-present threat,
and its Black Spiral Dancers are everywhere. The Wyrm
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has also revealed ancient evil lore to twisted humans,
humans who are Kinfolk to the Garou. The Wyrm has
taught them a ritual to change themselves into Garou
using the prepared skins of werewolves. These Skin
Dancers, as they are called, are in many ways worse than
Black Spiral Dancers, as they cannot be easily detected
for what they are. The Skin Dancers appear as normal
Garou to all but the
keenest mystical
senses, while it is ob-
vious by just looking
at most Black Spi-
rals that they are of
the Wyrm.

And yet, in The
Apocalypse, the
chief threat of the
Wyrm is not mon-
strous beings— it is
the Garou them-
selves, for the Wyrm
also resides within
them. It is said that
the power of Rage,
that which causes
frenzy, comes from
the Wyrm. It is the
Wyrm that calls out
to each Garou and
corrupts sacred ways
and holy quests with
its own agenda. The
Garou are always in
danger of falling into
its jaws. Whenever
any Garou seeks self-
ish power over
selfless honor, dark
lore over Gaia’s wis-
dom, or terrorized
infamy over re-
spected glory, the
Wyrm wins a small
but important battle
in its war, and the Garou in question is one step closer to
utter corruption. Intertribal prejudice and fighting be-
tween Garou also serve the Wyrm’s purposes, although
the Garou are loathe to abandon such flaws. Ultimately,
each time the Wyrm causes a Garou to step from the
Silver Path, Gaia’s Way, the Wyrm scores another deci-
sive victory against the Garou, and hence, all of Gaia.
Among of the greatest victories the Garou can achieve
over the Wyrm are conquering distrust, hatred and cor-
ruption among themselves.

Others Who Dwell in
Darkness

 The Garou claim the whole Earth as their territory
and can turn up almost anywhere. They aren’t restricted
to the cities or banned from them. However, the Garou

are not alone in the
World of Darkness.
They must contend
with many other su-
pernatural peoples
and entities.

One of the tradi-
tional enemies of
the Garou are the
Kindred of Caine,
the vampires, also
known as the
Leeches. Because
vampires feed on
blood, employ dark
powers, and dwell in
the rotten Wyrm-
infested cities, the
Garou believe them
to be “of the Wyrm”.
In many ways, how-
ever, the Leeches
and the Garou are
alike: they are both
predators, expertly
adapted to their
home environment.
They are both con-
cerned with their
human protector-
ate. They both hide
from the presence of
humanity and work
to maintain the il-
lusion that they are
not real. Both are
prone to frenzied

rages. Both employ magical powers. And yet, perhaps
because of their similarities, the Garou and the Kindred
are constantly at war.

Clearly the mostly-civilized Kindred are not the wild
primitive warriors that the Garou are, but the vampires
have powers of the mind and powers of blood magic that
the Garou do not have. In the end, the Garou and the
Kindred could easily assure each other’s destruction.
Thus, the Garou tend to watch the vampires of an area
and often seek to limit their influence without openly
assaulting them, although occasional flare-ups are ex-
pected. Usually, members of the Gangrel clan of vampires
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interact most successfully with the Garou, as they are
closest to them in temperament.

The Garou also share the World of Darkness with
mages, who sometimes seek to drain the power of their
sacred lands. Cloaked in mystery, and often working as
servants of the Weaver, the mages are widely distrusted
and disliked by the Garou, although there are a few mages
who speak for Gaia. These mystics have found some
acceptance among the Garou.

The dark spirits of the dead, called wraiths, are often
glimpsed hovering just outside the range of Garou per-
ception, although what they wish of the Garou is still
clouded in mystery. They seem to be particularly at-
tracted to huge Garou battles, so much so that they have
been called “war crows,” as they often hover in the Dark
Umbra around battlefields.

Many Garou have relations with the faerie folk, par-
ticularly the Changelings of Earth who, born as humans,
have discovered their faerie origins and now lead dual
lives. The Fianna particularly have good relations with
these enigmatic but powerful and slightly mad creatures.
Truly, the Changelings are the daughters and sons of
Luna herself, and, as such, are cousins to the Garou. Still,
their bizarre and hard-to-understand codes of conduct
and ethics make it difficult to interact with them, and
many Garou believe that they serve the Wyrm through
their seemingly neutral stance in the War for Gaia. The
Changelings have, however, lost a lot to the advance of

the cities and will often aid the Garou, particularly if it
results in less civilization and more wilderness.

Other shapechangers also inhabit the earth. In an-
cient times, the werebears (Gurahl), wererats (Ratkin),
wereravens (Corax), werecoyotes (Nuwisha), werecats
(Bastet), werelizards (Mokolé), werespiders (Ananasi)
and other lycanthropes grew and prospered alongside the
Garou. The Garou grew jealous of their power, and,
claiming the right of genocide from Gaia, started a great
War of Rage against the other werecreatures. Now these
other shapechangers are mostly in hiding, and their
numbers are few. Only the Nuwisha and the Corax have
peaceful regular dealings with the Garou.

There are some humans who take it upon themselves to
hunt the Garou. They see them as monsters who wantonly
destroy human life. Perhaps they are attuned to the racial
memories of the times when the Garou used to cull their
ancestors from their “herds”. Perhaps they are simply react-
ing to the Delirium in a more violent fashion. Perhaps they
serve the Wyrm, or perhaps they see Garou as some kind of
diabolic evil that must be cleansed. Some are no doubt
thrillseekers and glory hunters, for the Garou are certainly
the most dangerous game one can hunt. Whatever their
motive, werewolf hunters can be deadly, despite their mor-
tal nature. Some have toughened themselves against the
Delirium, and some of them are Kinfolk to the Garou and
are thus immune to the Delirium. Many of them use magical
weapons or stolen Garou artifacts. Nearly all of them use
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silver in some fashion. A Garou must step lightly when
dealing with these hunters: one misstep may result in
ripping the Veil into tatters.

Despite the presence of many enemies in the World of
Darkness, it is the Garou themselves who are their own
worse enemies. This is in part because of the nature of
Garou Society.

Garou Society
Garou Society is complex, partially because the Garou

see themselves as the center of many connections. Aside
from the normal bonds of family, romance and friend-
ship, the Garou also have the bonds of pack, tribe and
sept. The Garou are both human and wolf, a synthesis of
the two. The wolf-nature is strong, especially in society.
Issues of dominance, station, territory and the pack are
strongly influenced by this lupine heritage.

The Pack
First among all their relations, the pack is more than

a family to a Garou. Anyone who is a member of a pack
will gladly risk her life to protect a packmate. A Garou
must stand by her pack in all things, even when she does
not completely agree with them. In fact, many Garou do
not totally get along with their packmates, although they
usually fall into accord when they are threatened from
outside the pack.

The pack is bound together by a mystical bond. Many
Garou instinctively know when a member of their pack
is in danger.  Over time, the bond strengthens. Packs
move as one, and they often perfectly integrate them-
selves in any action they do. A pack of Garou soon learns
to fight as if they were one, not many. In addition, a pack
totem is attracted to the pack and simultaneously adopts
and is adopted by that pack. This totem watches over the
pack and helps it discover its purpose. In these last days,
every pack has a quest that it must eventually solve. This
quest  dominates the thoughts and actions of the pack.

Many packs are formed out of a group of Garou who
undergo the Rite of Passage together. The Rite of Passage
is what marks a Garou’s passage from childhood to full
adult status. Sometimes, however, a pack will lose all its
members except for one or two, and Garou can adopt new
members into their pack with the Rite of the Pack, a
modified version of the Rite of Passage.

Packs adopt a name that is appropriate to their ethics and
beliefs and to the quest they believe Gaia has assigned them.
For example, a pack called the “Messengers of Unity” might
be interested in increasing cooperation between all Garou,
or a pack called the “Ghost Runners” may be a group of
spirit-warriors.

Tradition once held that packs were to be made up only
of other Garou in your Tribe, but that is no longer the case.
There are so few Garou that most packs are multitribal. The
most successful packs have most, if not all, of their auspices

represented. If a pack contains a metis, the pack will usually
defend the metis from discrimination and attacks when no
other Garou will. As Garou grow more powerful and higher
in rank and station, they tend to live apart from the rest of
their pack, even though they will be in touch constantly
with one another: they are family. For many Garou, a pack
is the only family left.

Not all Garou are in packs. Some are never accepted.
Sometimes all the packless Garou in a sept will get
together and form their own pack, but this is rare.
Usually, a Garou without a pack has some problem
associated with him. It is up to the sept to see that these
“lone wolves” either get accepted into a pack or at least
have something to bide their time. The Wyrm loves an
idle Garou, and many of these “lone wolves” get turned
into tools of corruption.

There are many packs in a sept. Sometimes, a pack will
come to hold all the key positions in a sept, and such septs
can be particularly strong.

The Sept
All around the world, hidden in secret places in the

wilderness or hiding in the parks of cities, high atop
massive skyscrapers or deep within crumbling buildings,
there are places of power that the Garou recognize as
sacred to Mother Gaia. These sacred places are called
caerns, for they originally were piles of stones dedicated
to the honored dead of the Garou. Now they are more
than that. A caern serves as a gathering point for all the
Garou in an area. If a moot is to be held, it will be held at
a caern. If a caern is held by the Garou, most likely it will
be held by a sept. A sept is a group of Garou who take and
hold a caern against the Wyrm. Each sept has traditional
offices that are usually filled by the most capable Garou
around— although in these days, it is difficult to find a
competent Garou for every position.

In addition to being a sacred place of Gaia, a caern is
also a means of transportation. Garou can step into a
Moon Bridge, a magical tunnel through the spirit world,
and can travel long distances between caerns in the
twinkling of an eye. It is possible for a Garou to travel all
the way around the world without ever relying on terres-
trial transportation.

Most of the powerful, ancient caerns were discovered
long ago. However, there is a way to utilize spirit magic
and open a brand new caern: through the Rite of Caern
Building. This rite is exceedingly difficult to successfully
accomplish, but the end result is another sacred strong-
hold for Mother Gaia, and so it is often attempted these
days— with an almost frantic frequency. Some old Ritu-
alists worry that the Rite of Caern Building is being
abused, and they seek to limit the number of new caerns
that are opened.

The sept is the main focus of all Garou society, for it is at
the sept that we see the Garou at their most social. Many
septs are ruled by a council of elders, which includes sept
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members who hold positions of authority, as well as council-
ors from all the represented tribes in the area. Some septs are
ruled by a single tribe; some are governed by Garou from a
diverse collection of tribes. Justice tends to be a local affair
at a sept: there is usually not enough time to send messengers
to the nearest Silver Fang sept to ask questions as to whether
something is legal or not. The Master of the Challenge and
the Sept Leader must make a decision about what is to be
done about infractions against the Litany or about intersept
conflicts.

The Garou are ruled as a Nation by many powerful
tribal septs. Generally, the Silver Fangs hold the most
power, although the Shadow Lords are continually at
their heels. In effect, it is the Children of Gaia who are
the most instrumental in maintaining Garou peace and
keeping the Garou on an even course, going so far as to
balance some of the crazy ideas that the Silver Fangs
have. Many Ragabash and most of the Silent Striders
serve as messengers between caerns and heralds for the
great septs, and Philodox judges of respected rank follow
complicated Moon Bridge “circuits” to bring Garou jus-
tice to even the farthest reaches of the world.

Septs define protectorates, areas that are under the
direct protection and care of the Garou. They also define
hunting territory and settle disputes between packs and
individual Garou. They enforce punishment for judg-
ments against violators of the Litany, especially those

who threaten the Veil. They are the ultimate clearing-
house for Renown, marking the rise and fall of Glory,
Honor and Wisdom among the Garou of their sept.

In short, without a sept connection of some kind, a
Garou has no way to gain Renown, is in danger of
treading on another’s territory and has no legal presence
in the protectorate that the sept claims. Furthermore,
important rites like the Rite of Accord, the Rite of the
Pack, the Engling Rite and the Moot Rite are not gener-
ally available, as these virtually require the presence of
many Garou and the presence of a caern at the site. In
addition, many elder Garou are generally available at a
sept; it’s a good place to seek a tutor for a Gift or rite that
you’re interested in learning.

It is traditional to announce one’s presence in an area
through howls or direct presence. If the sept is threatened
or otherwise in danger, the Warder may ask you to join
the guardians of the sept, if only temporarily. A sept will
often refine its particular rules of etiquette. When a
Garou decides to join a sept, she asks the Warder of the
Sept to mention her name at the next Moot Rite. Usually
the Galliards will use this opportunity to tell what stories
they know about the Garou.

All in all, the sept is a complicated place, full of action,
intrigue, fellowship and danger. The Apocalypse focuses
on the sept as the stage on which many of your of your
Mind’s Eye Theatre stories will be played.
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Sept Positions
Not every sept has all these positions. Indeed, these are the Last Times, and many septs find that they do

not have adequate personnel to fill all of the important roles. In this case, roles are either “doubled up” or
simply ignored, to the detriment of the Garou as a whole.

Sept Leader
This is the Garou who is ultimately in charge of the sept and its day-to-day running. Although the Sept

Leader is an elder, it is a position set above all the other elders, indeed, all the Garou in the sept. It is a position
of respect and honor, and the Sept Leader has the right to demand obedience of all who serve the sept.

Warder and Guardians
This is the Garou who is in charge of protecting the caern and keeping the sept safe. Under her are the

Guardians, “adren” Garou who aid the Warder with sept security. Conflicts sometimes arise between the
Warder and the Leader: the Warder has the authority to “close the caern” in times of danger. This power
supersedes even the Leader’s authority.

Master of the Rite
The Rite Master (or Mistress) has authority over all rites at a sept. Depending on the individual Rite

Master, this Garou may demand that all Garou ask permission of him before a rite is performed. The Master
of the Rite also has the power to demand that anyone learning a new rite must ask his permission first.
Generally, it is the Rite Master who decides who will take the various roles in the Moot Rite. Depending upon
who takes this position, it can be a position of great power and strength.

Master of the Challenge
The Master (or Mistress) of the Challenge is the elder who decides when and where a Challenge will take

place. She also judges the outcome of challenges and makes sure that challenges are conducted honorably.
You must apply to the Master or Mistress of the Challenge if you wish to challenge for Rank.

Gatekeeper
This is the elder or adren who is in charge of all the Moon Bridge travel to and from the sept. It is the

Gatekeeper who decides to whether someone may use a Moon Bridge. The Gatekeeper must be in constant
contact with the caern totem, who ultimately controls Moon Bridges and can disobey the Gatekeeper.

Keeper of the Land
This is the elder or adren who is in charge of keeping the land around the caern beautiful and clean. While

this may seem silly to some people, the Garou believe that spirits need clean and beautiful places to live and
that by maintaining a forest glen or rocky crag in its natural state, the Keeper of the Land can attract good
spirits to the caern. The Keeper can recruit other Garou to help in the duties of keeping the land, especially
if they uproot the Keeper’s favorite tree by accident or offend the Keeper in some way.

Den Mother or Father
This is the adren who is in charge of the cubs at a caern. He is responsible for the cubs’ initial training and

introduction into the lore of the Garou. He also protects the cubs during wartime and keeps them from getting
into dangerous mischief. This not exactly a coveted position, but one can earn much Wisdom and Honor
Renown by taking it.


