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“The Night beckons with blood…and dry martinis”
Jeremy Buxman

WOLF PACK: an RPG of werewolves with expensive taste.

“The night beckons with blood…and dry martinis.”
Written by: Jeremy Buxman
GAME FU INGREDIENTS

1. There is a goal based system that gives experience for character improvement: Doing stylish things gives you Alpha points.
2. Characters' skills are generated / recorded using a mind map with their placement affecting their value : See the Lunar Chart
3. A world filled with Shape shifters: You’re playing werewolves
4. Death before dishevelment: 
5. The night beckons…with dry martinis

Am I Man? Am I Monster? Am I well-dressed?
You are a very interesting and dynamic person. You live a life that other men can only dream about—in fact, you’re so awesome you live two lives that other men can only dream about. 
One life is filled with fast cars, beautiful women, and the very best that civilized life can buy. You spend your days sipping mimosas, your nights living the life in the best clubs with the best people, and doing things that are beyond the reach of almost everyone else on the planet.
The other life, you’re four hundred pounds of man-eating flesh, fur, and white gleaming fang. That’s right—a werewolf. The great monster of myth, the most cool, most suave, and most stylish of the nightmare races (no matter what the vampires say). The perfect combination of animal and man, combined into one devilish, sexy, and altogether near-divine specimen. Fast. Smart. Sexy. Able to take anything but a silver bullet and still go out for gin and tonics later. 
It should come as no surprise, really—being a werewolf burns off so many calories that within a week of being ‘promoted’, your muffin tops and beer bellies have become a set of washboard abs that would make an Ambercrombie model jealous. You heal instantly—so no more acne scars. You’re filled with enough energy and drive to push a giant predator to track down his prey, so getting that spreadsheet done by this afternoon is easy. You’re effectively immortal, without fear, and pouring out enough raw bestial pheremones that date night is every night. In short—you are supremely bad-ass.
Now go out there and show the world.
There are three laws of being a Werewolf:

1. Live Stylishly

2. Destroy all the uncool monsters.
3. Leave a good-looking corpse.

Making your Werewolf

To play this game, you need to first make a character for it. Actually, first you should get a drink (see sidebar). 

Ready? Great!

The first thing to do is to make your werewolf’s human side. Need help? Simple—imagine the coolest guy you can possibly imagine, played by your favorite bad-ass action star, and dressed up in the finest suit you can image. Oh, and a really nice car. There—that’s your guy! Now give him a name. Something cool and dangerous…

No. Not “Wolf” or “A. Garou”. That’s just tacky.

ATTRIBUTES

Next, determine your Attributes. You have five attributes. You also have five levels you can give them (amazing!), one “8”, one “7”, two “6’s”, and a “5”. The higher the rank, the better you are in that field. Go ahead and have a drink, then give each attribute a rank.:

Style: How good you look when you do something. This one’s pretty important, so you should give this one an “8”.

Body: This is your overall physical capacity.

Wits: Your mental acumen and mental alertness.
Charm: The capacity for talking, speaking, and dressing fine.

Control: How tough it is for you to keep that giant monster in check.

SKILLS
Great! You’ve finished the Attributes. Have a drink, and we’ll continue on with Skills. You have ten skills that will cover most of what you need to do:
Violence: Doing anything mean to somebody with your fists, claws, or automatic weapons.
Athletics: Be it leaping from rooftop to rooftop, or just a rousing game of golf, Athletics covers all non-violent physical actions.

Toys: Use of technology or tools of any kind, from cars to iphones.

Urbanity: need to know where a subway is? Or a bar? Or a pub? Urbanity is the knowledge of city-life and what’s going on.

Style: One of the most vital skills—how to look good, and knowing the specifics of good taste.

Terrible Lore: TL is knowledge of every other terrible nightmare monstrosity and creature under your bed that wishes they were just as cool as you. It’s also a catch-all for knowledge of the weird and not-normal.
Taunt: Your ability to insult and cut-down anybody.
Strut: How impressive your character looks, sounds, and speaks. The catch-all for impressing people by being friendly.

Scare: How to intimidate. This is, by the way, easier as a werewolf (obviously).

Track: Finding what you need when it’s not obvious—say a meal, a tasty beverage, or a mortal foe.

Now that you know what the skills are, you’ll need to put them into place. A Werewolf is designed with a Lunar Chart, a “mind map” that lets us know what your good at and what your…well, less good at. I mean, werewolf. You’re good at everything. Let’s look at a Lunar Chart:
      FULL
         HALVES                         SLIVERS                            NO

         4D                         3D                                       2D                                   1D
The Lunar chart is a nice, easy way to make your character, let you know what’s important to them, and get a better grasp on the character’s personality. It’s simple—write one skill in the Full Moon slot, one skill in the two Half Moon slots, one skill in the New Moon slot, and the rest go in the Slivers.
The Full Moon slot is what is most important to your character’s psyche. This is the thing they do best, the skills and groups that they feel most proud of. The Half Moon slots are things that the character has trained on for most of their life, and are things they’re great at compared to most people. Slivers are things that the character is good at, but not great at—again, werewolf. The New moon slot is the only thing that the character isn’t all that good at—after all, weaknesses help define a character, and make them even cooler. Like Batman.

FINAL TOUCHES
Health: Put down five boxes for health. Don’t worry about them—they’re not really important.

Well, that’s it! Sit back, have another martini, and relax. Now you can start playing!
HOW TO PLAY: THE STYLE & SUBSTANCE SYSTEM
Werewolves do not just DO things. They might save the world, destroy a villain, save the city...but they do it to prove to everyone just how cool they are. It’s not just a life, it’s competing to decide who’s Alpha. That’s why they hang out in packs—to show other werewolves just how cool they are in comparison to other werewolves!
All games should start at the Pub, or the Club, or wherever a bunch of awesome guys would hang out. Then, boredom or threats to the world will interrupt an evening, and the wolves will have to go out and do something about it. 
When your character needs to do something, they will make a skill roll. Determine which attribute to use, and your Style attribute (everything uses Style). Next, pick the specific Skill being used, and how many dice it has from its position on the Lunar chart. Roll that many D10’s. You’re looking for dice at or under the attribute ranks in question.

Example: Bill’s playing Antonio Salamanco, underwear model, kendo master, and werewolf. He’s trying to jump from one rooftop to another. That’s an Athletics check, using “Body” (Antonio’s got a 7), since it’s a physical check, and his Style is “8”. Antonio’s put Athletics in a Half Moon slot, meaning its 3D for the roll. He rolls a 4,6, and a 9. A 4 and a 6 is lower than both, so he did great!
What the die roll means

A success on the attribute check means you’ve succeeded at the task, which is handy of course. However, it’s the Style die that’s important. If the style die is a success, than you’ve done whatever you’ve done stylishly, which means you get an Alpha point! Even if you failed the task, at least you looked good doing it. If you get both a style and an attribute success, you get two Alpha points—after all, looking badass while succeeding is its own reward. 

If you don’t get any successes at all, then you’ve completely failed at the task, and even worse—you loose a point of Alpha. 

In cases of a tie, the higher die roll wins—first attribute, then style. 

At the end of the session, whoever has the most Alpha points gains the title of pack leader, giving them official control of the pack. The one with the lowest points has to get the first round of drinks for the pack.
On Alpha points

Alpha points are a great way to keep people in character. Describing what kind of clothes they’re wearing? Great—have an alpha point. Doing something very uncool, or just being a complete prick? Go ahead and take a point away. These are a system of showing how Werewolf-like you’re being, so the more you can be like a werewolf, the more points you get. Remember—this is for fun’s sake, so have fun!
Modifiers, if you still want thing to be a bit more complicated and are sober enough to use them.

If you decide your character needs a bit more help, and they have something to help them out (say, a Ferrari, a semi-automatic machine pistol, or a 777 Boeing), you can give a +1 to +3 to any one die. Feel free to make this more complicated if you’d like, but I’m on a deadline and this game really has been designed to be played while slightly buzzed.
Violence and other forms of damage

If you want to cause a bit of ol’ ultraviolence, then you use your violence stat. In this case, how well you roll really comes in handy. To hit your target, you need to roll under attribute AND above the Body attribute of your target. You will cause one point of damage if you hit the target, and an additional point of damage for every point above the target’s attribute. This system can be used for other kinds of damage as well—if you’re Taunting someone, you’ll need to beat their Will, etc. 

For normal people, damage may be a problem—but you’re a werewolf. If your werewolf ever runs out of health, they need to take a breather—simply take one round off. Next round, you’re good to go! Remove all damage and get back to it. Even better, all wounds are removed at the next scene, or whenever the GM or group feel its appropriate. If you’re really in the mood for it, you can use other things than mere boxes for health—gummi bears, cookies, or shots of fine aged scotch work particularly well for this.


Oh, you can die—if someone hits you with a blessed silver bullet in the heart on a new moon. But really—who does that anymore?

Wolfing Out

Of course, you’re a nightmare on wheels (expensive, Italian wheels). A character may decide to take one action a turn and…well, turn. Changing into a Werewolf is a good thing in many ways—you get to boost your Body attribute by two points, and your damage is increased by two points as well. Of course, being a feral wolf man does make things more difficult too—subtract two from all other attributes while you’re in wolf form. Changing back takes two turns—one to become human again, and one to change into yet another fine set of tailored clothes that you handily had nearby (don’t think too hard about it).

Leaving a Good Looking Corpse

The point of a werewolf is to live life to its fullest—which normally means burning out sooner or sooner. Werewolves don’t have long lives—either they get killed by some nerdy werewolf slayer, eaten by an eldritch horror, or simply disappear into the mists of time…

Essentially, your character will not last long. Every game you play after the first, you need to spend half your Alpha points to keep playing as that guy, because even if you’re the boss, you’re getting old. The Alpha from last game has to spend three quarters of their Alpha points, because even if they were so awesome last week, what have they done lately? There’s no resting on your laurels for a werewolf.

Even this will only work for three games—after that, you’ve been there, done that, made the t-shirt and got on the reality TV show. Time to go out in a blazing explosion of limo, coke, and illegal heavy weaponry. This could be a great game session—have  a living wake for your awesome friend by getting the needed accoutrements for their final passage into the afterlife. 
Of course, new werewolves are always accepted by the pack—they’re used to change, after all. Before a werewolf goes off, though, they prepare an inheritance package for someone who’s just barely cool enough to be a werewolf themselves. They give them a bite, a present, and the address to the pub before they leave this world. This gives the pack a replacement and the world one last bit of evidence that the old wolf was here.

Your new character starts the game with an inheritance. This is a trinket from the one who made them—their favorite watch, a bottle of three-hundred year old whiskey, a tie, whatever seems in character for them. This item is not only sophisticated and stylish, but also charged with the mystic energies of the previous owner. This inheritance will give a +1 modifier to any roll you can use it with, and can be sacrificed (that is, destroyed in a spectacular manner) to give a free success in both style and substance. This will work no matter how bizarre, but the player must be able to describe HOW this inheritance is able to make sure it works. After that they’re on their own, but hey—they’re a werewolf. They’re gonna do great now.

MONSTERS, VILLAINS, AND OTHER UNCOOL PEOPLE
Of course, being a supernatural killing machine with fantastic taste means you’re going to draw some attention. There are a great many monsters out there, and they are almost always entirely uncool. Being their sacred duty to stop the uncool, and the fact that half the time these guys are the ones to start something, it is common for werewolves to get into a tussle with these guys.
Vampires: Vampires, frankly, try too hard. They’re always moody, always dressed in black, bemoan how terrible life is when they should really just relax, and can’t handle their liquor. Vampires will normally either just start something with you trying to prove how cool they are, or will stumble into your nightlife by stealing your lady friend or penthouse apartment from you while you’re doing something else. 

Style: 7
Body:
7
Wits: 5
Charm: 8

Control: 6

Urbanity, Style, Taunt, and Violence all at 3D, all other skills 2D.

Health: 6

Special Power: Hypnotize: Vampires can hypnotize targets. If they get a critical success (both style and substance successes), they can hypnotize a person and alter their memories or make them do something specific. This only works if their Charm is greater than the person’s Control, and they have to be making eye contact to make it work.

Werewolf Hunters: Poor guys. They’re really just people so jealous of werewolves that they…well, snap. I mean, what else do you call a person willing to melt down a priceless heirloom to try to kill some guy in a Lamborghini? Most of the time, just try to ignore them—but if they end up being a serious threat, than the kid gloves can come off.

Style: 4
Body: 4
Wits: 6
Charm: 3
Control: 5

Terrible Lore: 4D, Track, Toys, Violence: 3D, all other skills 1D

Health: 3

Special Rules: Werewolf Hunters are armed with blessed silver bullets and really big guns. They normally get a +2 to a violence roll because of it. Even worse, if a werewolf looses all their health in an attack by a werewolf hunter, the character actually dies!

Werewolf hunters are also Too pathetic to eat.  Essentially, you can’t just kill them just because they’re bothering you. Violence is an uncool way to deal with them, and attacking them thusly will subtract an Alpha point for each attack on them. This rule is in effect until they actually kill somebody. Then they’ve gone too far, and will have to be punished.

Zombies: Disgusting. The walking dead are a problem—they’re hard to put down, and anybody they put down comes right back up to help them (except for werewolves—we’re too cool to be desiccated corpses, after all). A zombie horde is a real mess, and something that werewolves have been handling for ages. Yet, they still keep coming up…which isn’t really surprising.
Style: 3
Body: 6
Wits: 0
Charm: 0
Control: 0

Violence: 2D, all other skills at 0

Health: 6

Special Rules: Anyone a zombie kills (assuming they’re not a werewolf) will come back as a zombie. They tend to gang up on folks, giving them +1’s and +2’s to actions. Zombies can only be killed by destroying the body or decapitation.

Mad Dogs

Some folks just don’t get it. They think the best part of being a werewolf is eating people. It’s sad, but sometimes you just have to put down one of your own before they give everyone else a bad name. Of course, doing so is tough—you need to kill them with Silver, after all—but it must be done. Preferably before midnight, because there’s this awesome afterparty going on downtown that we should get to…

Style: 4
Body: 8
Wits: 7
Charm: 6
Control: 4

Violence, Tracking: 4D, all other skills 2D

Health: 6 (they work out…a lot)

Special Rules: Well, actually, they’re the regular rules—they have all the advantages of being a werewolf, including wolfing out and health rules. They can only be killed with blessed silver through the heart, and that might be a bit tricky to find this time of night.

FINAL NOTES

This is a simple game. Keep the action moving, the drinks flowing, and the pompous belief in superiority on high, and you’ll be fine. If things slow down, have an explosion happen, or a zombie horde, or guys burst into the room with guns…just keep the action going until you’re all satisfied, and then have one last celebratory toast. 

I can’t believe I had to put a “don’t drink and drive” warning in an RPG…

Thanks to Warren Zevon for making the awesome “Werewolves of London”, which was really the inspiration for this game. Like you couldn’t tell.

Finally, just wanted to say thanks to DMSO and the other judges on RPG.net for getting the TRO challenge going, and ESPECIALLY anybody who actually plays this! Give me an email and let me know what you think!

Sincerely,

Jeremy Buxman

AKA Sabermane

Sabermane@gmail.com
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LUNAR CHART

      FULL
         HALVES                         SLIVERS                            NO’s

4D                         3D                                       2D                                   1D

SKILL LIST*




HEALTH

Violence

Athletics

Toys

Urbanity

Style

Terrible Lore

Taunt

Scare

Track

*yes, these go in the Lunar chart, but for ease of use they’re here.

CREATION RULES: Attributes: 8,7,6,6,5
Skills: 1 in Full (4D), 2 in Half (3D), 1 in No (1D), all others in Slivers (2D)

Sidebar: the Drinking list





This would probably qualify as a “beer and pretzels” game, but frankly, neither of those are particularly werewolf enough. 





Instead, we recommend a Werewolf of London, a drink made at my bequest by “erythromycin” of RPG.net’s tangency:





2 parts chilled gin


1 part Akavit





Serve in a martini glass with a pearl onion for that “full moon” effect.





Of course, any fine scotch, wine (red, obviously), or even a good microbrew is also cool enough for a werewolf, and if you’re really feeling hardcore, we might even recommend using shots for damage (take a wound, take a shot, refill at the next scene).





Just remember—werewolves don’t get wasted, sick, drive drunk, or other stupid things. That’s just not done. 








ALPHA


POINTS





“You better stay away from him,


He’ll rip your lungs out, Jim!


I’d like to meet his tailor.”


--Werewolves of London, Warron Zevon





“Looking good and dressing well is a necessity. Having a purpose in life is not.”





--Oscar Wilde





“Style is knowing who you are, what you want to say, and not giving a damn.”





--Gore Vidal





The demon wolf is not evil, unless the man he has bitten is evil. And it feels good to be a wolf, doesn't it? 


--Wolf








"In half an hour, the moon will rise . . . and I'll turn into a wolf!"


�"You 'n' twenty million other guys."


--Abbott and Costello Meet Frankenstein





“Little Red Riding Hood�You sure are looking good�You're everything that a big bad wolf could want.


--“Little Red Riding Hood”, Sam the Sham








