MET Conversions
Garou

Abilities:

Pack Tactics:  Werewolves, like true wolves, are more efficient in packs. Beyond the obvious devastation wrought by a bunch of shapechanging monstrosities, certain combat maneuvers make full use of the bond between packmates. The following tactics require a certain familiarity —the spiritual bond provided by a common totem spirit — before they can be performed by the werewolves in question. 
As a group, the pack may know one common maneuver for each point of Gnosis possessed by the packmate with the lowest Gnosis rating, present among those performing the maneuver or out that evening.  This preternatural awareness allows them to share an uncanny level of coordination. 
The following entries merely scratch the surface of what an imaginative pack can do, and each entry features a minimum number of packmates necessary to perform the feat. Coming up with new tactics may be worth a point of Glory or Wisdom Renown, and will certainly make your pack a more formidable entity.
Retests use the Pack Tactics ability unless otherwise noted.

Fur Gnarl 

· Usable By: Glabro, Crinos, Hispo, Lupus 

· Packmates Required: 2 or more

As one packmate strips away protective layers from the prey, a second packmate darts in to attack the freshly exposed area. The protection in question doesn’t have to be fur — it could be armor plating, protective gear, or something else. Either way, the target becomes more vulnerable, thanks to a tag-team assault. 

The first attacker makes a Brawl attack then makes a Simple Test to tear away the protection; for each two levels of damage done, the defender is down one additional health level of Armor. The next packmate can then attack that area; although she adds two to her difficulty, that second werewolf hits that weak spot, and bypasses that protection as if it wasn’t there at all. Until he can regrow or replace his armor, the prey remains in pretty sad shape… especially since the werewolves can strip away more layers with further attacks.

Harrying 

· Usable By: Hispo, Lupus 

· Packmates Required: 4 or more

Wolves typically run their prey to ground, separating groups and then driving a potential meal to exhaustion. Garou do the same thing, especially when a foe is too dangerous to attack head-on. To harry a target, at least four werewolves must close in and be in position— one in front of the prey, one behind it, and two or more on each flank, within attack range. The rearmost Garou drives the target towards the others, then breaks off as the one in front jumps out of cover, snapping and snarling. The packmates trade off positions, never actually closing in until the prey gets worn down. If and when the prey or werewolves stand and fight, combat proceeds normally. 

In game terms, both the rearmost Garou and makes an opposed Physical challenge, retest Athletics roll.  If the werewolf wins, make a Pack Tactics test—success means she chases the prey toward another packmate, “handing him off” for another round of harrying. If the prey wins, he escapes and the pack must chase him down again, adding 1 to the difficulty each time to try to resume (and the formation must be established to attempt again). For each successful “hand-off,” the prey loses one Trait cumulatively from all pools, until he’s worn down and either turns to fight, surrenders, or collapses from exhaustion. Normal humans also lose one Willpower point each time they’re “handed off” between werewolves, while human-like entities (vampires, changelings, mages, etc.) lose one Willpower point for every two successful exchanges. 

Because of the nature of the speed and quick maneuverability required to keep an opponent constantly harassed, harrying is performed in the quadrupedal forms. Many tribes, especially the Shadow Lords, Red Talons, and Get of Fenris, use harrying to kidnap and initiate their new cubs before or during the First Change. 

Savage
· Usable By: Any form for the first one; Crinos, Hispo, or Lupus for all the rest

· Packmates Required: 3 or more

Also called the “dogpile” by Bone Gnawers, this assault involves a bunch of werewolves jumping on a fallen opponent and tearing him to shreds. One Garou knocks the enemy over, and the rest charge in, biting and ripping with teeth and claws. 

The brave first attacker executes a successful Grapple and a pin maneuver, or must get an otherwise prone opponent in a Grapple.  Once the prey hits the ground, the packmates surge in to attack.  [They must all be able to perform at least one attack before the prey can act again.]  If the prey manages to survive the initial onslaught, it might try to stand up again.  This attempt requires a successful Physical challenge (rested with Athletics) with the werewolf getting an extra bonus Trait for each Garou involved in the attack. As many Bone Gnawer enemies have discovered, the dogpile tends to finish most enemies off in no time.

Taunt 

· Usable By: All forms

· Packmates Required: All present (at least 2)

The Garou cavort around their opponent, mocking, threatening, and tempting their opponent, seeking to drive them to distraction or stupidity. 

Every member makes a Social Challenge (retested with Intimidation for non-Garou or Expression for other werewolves).  For every two successes scored collectively, the target loses one Trait from her next action. 

A Garou may be taunted into frenzy. If the attackers score one success or more, the target must make a Rage check, at a one Trait penalty.  Prey taunted this way may soon wind up unable to act at all.  A target whose dice pool is reduced to nothing can’t do anything except dodge, scream, and probably die. 
Wishbone

· Usable By: Glabro, Crinos, Hispo, Lupus

· Packmates Required: 2 or more

Grabbing a foe by an extremity or two, one or more Garou can use their incredible strength to rip said enemy limb from limb.  This attack may be used for non-lethally for intimidation, torture, or grotesque theatricality. 

Each character involved in the attempt must successfully make a Brawl Grapple. The victim is one Trait down consecutively for each Garou involved thereafter (as the opponent’s ability to dodge or resist is greatly reduced). Assuming success, Gaia’s warriors can use their next action to give a nice hard yank. This damage is lethal if the werewolves are using brute strength, aggravated if they employ their teeth. Obviously, the Garou can choose not to pull; this tends to be a rather effective method of coercion. If the werewolves decide to make things last, they might pull slowly, inflicting bashing damage rather than lethal or aggravated injury. 

If any one Garou inflicts more than three health levels (after soaking) with this attack, the extremity in question is broken or… um, removed. 
Garou Gifts/Rites
Natural Camouflage (basic, Uktena 1st Ed.)

System: Physicals may be used in place of Mentals for hiding. Spending Gnosis simply means only supernatural means can detect. Otherwise use as printed.

Moonstruck Path (basic, Croatan Song)

System: Static Mental Challenge, retest Survival. Difficulty usually 8, but can be ST discretion.

Pull Water (basic, Croatan Song)

System: Static Mental Challenge, retest Enigmas. Willpower can be spent for additional days, or persons.

Sight of Hidden Places (basic, Croatan Song)

System: Static Mental Challenge, retest Enigmas. For every Mental trait spent, see an additional 10 feet. Otherwise use as printed.
Unicorn’s Arsenal (basic, W20)

System: The affected target loses two traits from all attack rolls for as long until that wound’s damage is healed.  Otherwise use as printed.

Book of Years (int., Book of Auspices)

System: Mental Challenge with either Enigmas or Ancestors as retest. Otherwise use as printed.

Calm the Savage Beast (int., W20 core)

System: The player spends a Willpower point and opposed Social Challenge against the target (restest Primal-Urge). If successful, a frenzying Garou within 30 feet (9 m) is brought out of the frenzy.

By spending an extra point of Willpower, this Gift may affect non-Garou in a state of frenzy, such as other shapeshifters or vampires.

Gift of Dreams (int., W20 core)

System: Static Mental, retest Expression. Higher difficulty test allows for more vivid and impactful dreams. Otherwise use as printed.

Rending the Craft (int., W20 core)

System: After the werewolf makes a successful claw attack, the player may spend a point of Willpower to end the effects of any ongoing magical power enhancing the target (such as the Gift: Razor Claws, or the Armor Charm). Permanent magical effects cannot be rent asunder by this Gift, nor powers that are innate to the nature of the target. For example, a werewolf&#39;s Gifts could be cancelled, but not her ability to shapeshift; a vampire&#39;s Disciplines could be disrupted, but not her immortality or her ability to spend blood to raise her Attributes. In the event that a magical effect mixes permanent and temporary elements, the permanent elements are retained while transitory elements are disabled. For example, a vampire's Potence would continue to passively be active, but Celerity (which uses blood expenditure) could not.

Sideways Attack (int., Player’s Guide Second Edition)

System: Either the Uktena tribe-advantage or Gift: Umbral Sight must be used to locate target. Spend a Gnosis point to attack for turn anything she sees in the Penumbra, including spirits that are not materialized. Only attacks that use Brawl as a retest may be used, and made at a two-Trait penalty. Otherwise use as printed.

Song of Heroes (int., W20 core)

System: This Gift requires the full recitation of a story of epic heroism, taking at least several minutes. At the end of the tale, the player spends two Gnosis points and make a Social Challenge (retest Performance) against the highest in a group wishing to affect. Success adds one phantom point of Ancestors Background for all listening Garou and Kinfolk, which can be used as per normal Background, and even on those who cannot normally possess it.  This bonus lasts until the sun rises.

Tongues (int., Player’s Guide 2nd Edition)

System: Requires spending a WP and a Mental Challenge against the difficulty of the language, retest Linguistics: (4 Traits--Common or modern language. 7 Traits: Obscure or heavy dialect. 10 Traits--Unknown or forgotten language).

------------------------------------------------------------
Greet the Lady of Justice (minor rite, Book of the City)

Replace die with Trait. Otherwise use as printed.

Facing the Final Journey (basic rite, LotWW)

Extended Social Challenge against the recipient (the recipient may not choose to submit in this challenge); for each success, the target gains a temporary Trait of Rage, Gnosis and Willpower. These extra Traits may not exceed the Garou’s twice normal maximums in these categories. There is no dishonor in surviving the trial this rite is used to prepare for, but it is never used lightly, for it requires the Garou to seriously consider his life and contemplate his death.

Rite of New Territory (basic rite, LotWW)

If participants agree and does not violate concerns of Kinfolk/Litany, contest may be made in forms other than Homid. Otherwise use as printed.

Rite of Feeding the Wolf (basic rite, Book of the City)

Static Social challenge, retest with Primal Urge.  Use difficulties as listed.  Each dot of Expression spent BEFORE the challenge adds 1 dot of Rage for scene.

Rite of the Glorious Past (int., Book of Auspices)

Mental challenge at difficulty 9, retest Rituals. Otherwise use as printed.

Corax Gifts/Rites
Morse (basic, MET)
The W20 version of this power allows the Static Mental Challenge against eight Traits to direct the message to the nearest Gaian shapeshifter of any breed, rather than for Corax who don't understand Morse code. Otherwise use as printed.

Tongues (basic, 2nd ed LotW)
System: This allows understanding of languages previously unknown to Corax. This requires spending a WP and a Mental Challenge against the difficulty of the language, retest Linguistics: (4 Traits--Common or modern language. 7 Traits: Obscure or heavy dialect. 10 Traits--Unknown or forgotten language).
Effects of the Gift last one scene.
[Alternatively, use Speech of the World from W20.]

Whisper Catching (basic, W20)
System: Spend a Willpower point. For the duration of the scene, any whisper within earshot is as audible to the Corax as if the speaker were speaking loudly and clearly. The player may still have to make Perception checks to hear whispers within earshot if obstacles or distance would make even an ordinary conversation difficult to hear. Certain powers, such as The Murmur Rite, can block this Gift.

Wire Sitter (basic, W20)
System: The player spends a Gnosis point. She listens in on the phone conversations (or receives mental translations of text messages) for as long as she keeps her ear to the land line or keeps at least one of the cell phone users in sight.


Kiss of Helios (int., W20)
System: The player spends one Gnosis. For the rest of the scene, they cannot be harmed by any natural forms of fire, up to and including molten lava. Artificial fires (napalm, gas fires, etc.) do one-quarter damage, and they are treated as bashing damage. Additionally, the Corax may ignite any portion of his body and keep it burning for extended periods. He does two additional aggravated damage if he attacks with blazing fists, claws or fangs. The effects last for one scene.

Scrying (int., W20)
The player spends one Gnosis and makes a Mental Challenge, retesting Occult. If not opposed (see below), Static Difficulty is 10--unless the Uktena possesses an item belonging to the person or place being viewed, in which case the difficulty is 8. The Uktena may view everything that happens in that area for the rest of the scene.
Many supernatural beings, particularly those capable of scrying themselves, know defenses against this Gift.

------------------------------------------------------------

Eyes of the Flock (basic rite, W20)
System: When the rite is successfully performed, the rite-master and any other participants can see through the eyes of every raven, crow, rook, and other corvid within (Gnosis) miles. The sensory load is enormous but can be shared among the participants. The Corax leading the rite makes a Static Mental Challenge against 9, retesting with Enigmas (reducing difficulty by 1 for every two additional participants), to sift through the overwhelming visual input to find what she is looking for.
