WEREWOLF THE FORSAKEN

By Wayne O Connor

This scenario is intended as an introduction to the Werewolf The Forsaken Game and Mechanics. As such its short and was designed to fit a 2-3 hour slot (my own group runs very short RPG sessions followed by a short board-game on the nights we meet, so our RPG slots are kept short). The offshoot is generally scenarios are quite focused and action packed.
The scenario is combat based mainly, with the view to introducing a glimpse of the Spirit World.
The Scenario utilises one NPC from the Denver setting in the main Rule Book , Max Roman. For more info on both him and the Denver setting, check the core Forsaken book or the Hunting Ground: Denver Book. It is however quite easy to take the Scenario and easily place it in a different city and wilds than the ones here… 
SCENE 1, A World Of Darkness
The characters are new to the area of Denver, having come to answer the call of Max Roman, an Uratha here, to come and help reclaim the territory lost during the period of the dominance of the spirit Gurdilag, that has left Denver so ravaged…Feel Free to fill players in on the general known background of Denver as found in the Werewolf Core rulebook, to set the general scene before the game begins..
The Game begins with the characters going about their Human life styles. Describe to each how they go about a daily almost normal routine. This Routine may involve eating, travelling on the subway, watching the news. Essentially paint the more mundane aspects of their human side. Maybe paint the aspects of the World of Darkness around them too, the Goths, the Darkness, the seedy aspects, the graffiti covered buses and subways etc 

At some point each of them receives a Text. They have been awaiting the arrangement of their first meeting with Max Roman, a powerful Uratha in Denver who will give them rights to a Territory in this place.
The Text simply says “ The Test is arranged.  Tonight.  The Great Oak. 10.30pm.”

SCENE 2-Under Night Skies

Opening Intro : 
Under the Silverlight of the full moon, the nocturnal habitants of the wilds go about their business. The Hunters and the hunted, the endless cycle continues since first Father Wolf thread the world. Before our ancestors, his own children, born of the union of the great wolf with Luna, the Moon, slayed him. Tonight the owl watches the forest floor, the deer ambles through the woodland, The badger returns to his burrow after his late night scavenge…and The Pack gather…
Into the moonlit clearing, the wolves emerge, each from a different direction. They eye each other, they smell the air and their kin, their low growls the only communication. Then each becomes upright and there wolverine forms become human. Standing in the clearing they continue to eye the others of their pack and maintain their focus. 
A man in his mid 40s, cutting an imposing presence, enters the middle of the circle. Dressed in a casual but elegant jacket and jeans, with gray but full hair and a goatee he turns to address the other Uratha. “I am Max Roman. Tonight we gather here to decide who shall lay claim to this territory. Only a Pack who has shown courage and strength and wisdom shall be entitled to protect the lands here by The Great Oak. Tonight we shall test the Packs, and determine which Pack has these qualities in abundance enough to claim right to these lands.”

The Players pack gathers. 
These Woods overlook a nearby city and they can see the lights of the City below them, while at their back the mountains run north to west. The Locus here is an Oak Tree, Rating 2 Locus. Generates Rating x3 Essence a day=6 Essence. Only available from Spirit Side.

 The Tree sits on the very edge of the clearing its branches stretching out over the clearing ahead. A Single pathway leads up from a winding mountain road.

Max Roman speaks to the Gathered Packs as behind him other members of his Silver Syndicate watch on…
These lands have suffered like all in Denver during the tenure of Gurdilag. The Spirits and the Shadow Realm are in a state of shock and disrepair and it is our duty to heal the wounds inflicted as only we can. Spirits run wild in both the Hisil and the Umbra. The Spirits whisper to us of the existence of a nest of Beshilu somewhere in these lands. The Rat Hosts gnaw and eat and weaken the Gauntlet, and we believe many dangerous Spirits are roaming out through the hole they have made in the Gauntlet near here... your pack is tasked tonight to enter the Shadow Realm and converse with the spirits and locate the sight of the Beshilu threat. Find the Rat Host nest, purge it and set about being able then to repair the damage to the Gauntlet. Show great wisdom and deal with this threat and then you may lay claim to the lands around The Great Oak.
Werewolves can only Step Sideways at a Locus. Max Roman places a large Dish of Water near the Locus (+1 bonus for reflective surface ) and near a loci (+1 bonus) to aid side steps… 
Good luck. May the Hunt be a fruitful one. Return here when you are complete!
SCENE 3- A Shadowy Reflection
The players step sideways into the Shadow Realm. Introduce the Shadow realm and highlight the differences within…
The differences in Rural Areas are less obvious than in the Urban Shadow. The first thing the Uratha see are Spirits of various forms who suckle at the Locus for sustenance. Some are plant Spirits, similar to their Plant equivalents in appearance but moving, intelligent, “aware”. They flee as Uratha come near them.  Some plants here are seen as Seed or Nuts. 
Lurking in the Shadow branches of the Great Oak, The Oak Spirit Watches.  
Players roll Perception checks to see the large Spirit high in the trees. 
Looking down on the city below the players see no lights and a landscape shrouded in fog and completely different to its real life equivalent. Some buildings are not there at all, and the ones that are look twisted and monstrous. Spirits can be glimpsed, no cars, no humans…
Here in the Shadow realm, the Shadows stretch longer, the clouds swirl rapidly though no wind blows, the Trees seem to move. Some trees exist, some do not. The spirits of trees long gone linger weakly…

They may converse with Great Oak after he reveals himself by speaking “Who are you who enter under the Reach of the Great Oak?”

Great Oak hides within the Loci. He appears as a large but agile and strong Ent like version of the tree with constantly writhing branches around his head and a single mouth with no eyes.

 If the players speak to him and inquire of the Beshilu...
Yes, the things you speak of gnaw upon the Gauntlet. But why should I tell you of them and where they lay? Many of my kind are happy to go beyond this place, to enjoy the world and sensations of the Flesh. Why should I deprive my kin? In what way can the Great Oak benefit?”
If Players wish they may try offer the Spirit a bribe of Essence for information.  Alternatively they may try use muscle or Intimidate the Great Oak. It flees and they must give chase…if they catch it, it becomes willing to speak impressed by their hunt skills. Alternatively they may use Charisma/Negotiation to try explain to Great Oak that dangerous Spirit Kin may ravage in the world of Flesh unless they track down the Beshilu nest. They may try to appeal to the Spirits own alien sense of right and wrong to help them…
Great Oak says that “the Kin have spoken of an opening in the south, by the raging river, where they peer across into the world of flesh with ease. I know of none who have told me they have crossed, but perhaps this is where you seek...” 

If somehow the players fail to gleam this info from Father Oak, then let them meet another more forthcoming spirit? Or Possibly have them just stumble on the Beshilu lair by accident. Or perhaps they notices a lot of Small Spirits going towards the Lair, enough to warrant their travelling in that direction…

As the players move on, they are set upon by a Murder Spirit filled with Rage that lurks with the Spirit of the woods. It resembles a young girl in a cheerleader outfit, but both its eyes are gouged out and its arms end in glistening blades. The Cheerleader outfit is ripped and bloodstained. 

Run a Spirit Combat. 
SCENE 4-The Raging River
The Players find a raging River that they must cross. On the far side of the River lies a building that seems askew and out of shape, its walls and architecture not right... Spirits of Trees and Nature lurk around the large 2 story complex.  The Players need to leap or find a crossing in the river. The Building is the Shadow Reflection of a large closed Lumber Mill. 
Searching the interior the Uratha see many Spirits flee at their approach. They find a room where the Gauntlet lies weakened and they can glimpse through the rip into the Flesh World beyond…They find no evidence of Beshilu on this side of the Gauntlet, whatever did this is on the other side…

Players can Step Sideways back to the Hisil here…

They may return to the Real World at a Loci to locate this mill also. The Carson Lumber-mill closed in the 1990s after the company went into receivership…In the Real World the raging river is only a small Stream and easily crossed. The mill remains run down and closed here. 
As they enter the area where the Gauntlet has ripped (in the real world they cannot see this rip, though may sense the weakened gauntlet...) they see small normal rats scurry away. The interior shows no Spirits but is boarded up with only occasionally rays of moonlight seeping through. The Place has conveyor belts and saws and offices with dust covered windows. The ground is covered in detritus and a stink (accentuated to Uratha) fills the air…

Eventually players see a sleeping Homeless man (2 if u desire, or have just  a second stumble into view). Perceptions reveal he is breathing and moving. When he awakens, the first sign something is amiss is he is unaffected by Lunacy if player in Garou form.  He asks who they are and what they are etc...They see him twitch unusually and something unnatural writhing beneath his skin. Suddenly he bursts open gorily and The Beshilu host flows out of him…The Beshilu Rat Host are skinless white rats of various sizes. Feel free to add more Beshilu Rats swarming suddenly from the Shadows, Counting them as a single being as you deem approbriate. Perhaps have the factory machinery be turned on by accident etc, Saws, conveyors, Maybe Logs running down or chains swinging into view. As these various items roll, rumble and swing around they present new spins to the combat.

Run a Fight Sequence with the Beshilu.
· Covered in Rats, the Uratha player falls onto a conveyor belt running to a huge Saw.

· A bunch of logs are running to a sloping conveyor. As they roll down Players must avoid them.

· Perhaps a Gas cylinder goes off, a spark, explosion. A Fire in a Lumber mill..

· Beshilu Rats scurry down hanging chains, or a Uratha becomes entangled and is hoisted into the air by his neck (strength roll to break chain?)
Once the Players are successful, they return to Max Roman. He congratulates them and says that these lands are now theres to protect and safe guard. He warns them this will not be an easy task with threats from the Pure and hosts and the Spirits who run free. Welcome to Denver.

Beshilu
Int 4, wits5, res 3, str 3, dex 2, stam 5, pres 4, man 2, comp 2

Skills: Animal Ken (rats) 2, Athlethics 1, Brawl 1, Crafts3, Intimidation 1, Investigation 1, Streetwise(homeless) 3, Subterfuge (distractions) 1

Iron Stomach, Toxic resistance, Contacts 2

Willpower 5

Morality 5

Essence 4

Health 10

Initiative 4

Defense 2

Speed 10

Numina: Chorus, Discorporation, Gnaw gauntlet
The Murder Spirit

Power 4
Finesse 2
Resistance 4
Corpus 8
Essence 10
Willpower 8
Initiative 6
Defense 6
Size 5
Numina Harrow: an attack of negative power. Power+Finesse (6), 1 essence vs. Res+Comp.if spirit wins, victim overcome by fear for number of turns equal to successes. Chorus: Fear
Great Oak
 A Greater Gaffling Spirit, with 2 dots in Influences and 9 points in Attributes.

· Influence: the Earth  Influence: Trees

· Power: 4

· Finesse: 2

· Resistance: 3

· Corpus (Health):  (size 8) +Resistance 3= Corpus 11

· Essence 15

· Willpower: 7

· Initiative: 5

· Defense: 6

· Size: 8

· Numina: Material Vision and Chorus (speak to all other forest/tree spirits)

· Ban: 
Experience Rewards:

Taking Part=1 point

Good Roleplay=2 points

Getting Great Oaks info non violently=2

Defeating the Murder Spirit=1

Defeating the Beshilu Nest=2

What did u learn?= 1 point if players have grasped any concepts and can explain them.
