ENT Garou Rules

Since werewolves are not allowed as player-characters, this for Non-player Characters. Remember, a vampire trying to fight a werewolf physically is asking for a final death.

Garou character creation should start the same as vampire with a few exceptions. 

Gifts replace disciplines. Garou begin with one level one gift from each of the following categories: Breed, Auspice, & Tribe. 

Rage: Garou get rage based on their Auspice. 

Ragabash: 1; Theurge: 1; Philodox: 2; Galliard: 2; Ahroun 3

Gnosis: Garou gain gnosis based on Breed:


Homid: 1; Metis; 2; Lupus: 3

Garou gain Protean 1a, 2a(wolf form only), 3a for FREE.

Garou can access the Umbra using a reflective surface and spending a gnosis.

Garou can add their Rank to defensive bids Vs. Vampire Disciplines.

The Uses of Rage:

1. Celerity 1a - 3a: The Garou must spend for this EVERY turn.

2. Heal damage: This can ONLY be done when the Garou reaches incapacitated.

3. Gifts: Some gifts require Rage be spent.

4. Shape shift: Immediate shape shifting requires one rage spent unless shifting to breed form.

Gaining Rage:

1. The Moon: Garou can Rage the first time they see the moon each night.

2. Injury: Garou gain rage for the first injury they suffer in a combat scene.

3. Humiliation: Anytime the Garou is publicly humiliated

4. Control Loss. Anytime a Garou loses control, s/he gains a Rage

The Uses of Gnosis:

1. Step Sideways: Garou must spend a gnosis and see their reflection to go to the umbra. 

2. Gifts: Some gifts require gnosis be spent.

Gaining Gnosis:

1. Spirits: The Garou can gain gnosis from willing spirits, or unwilling if they first defeat the spirit.

2. Fetishes/Talens: Some hold extra gnosis for any Garou.

3. Running Wyld: The Garou must spend 1 hour in wolf form acting like a wolf (chasing rabbits, squirrels, etc.).

Abilities: Garou have a few extra abilities from which to choose. Some may be needed for Gifts. Only the Extra are noted Here:


Technology: Knowledge of thing mechanical and electrical.


Enigmas: Ability to work puzzles and think abstractly.


Primal-Urge: Ability to handle the wyld side.
