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THE APOCALYPSE

THE WYRMTIDE RISES

The fractured remnants of the once-mighty Garou Nation are under
28 siege, beset by enemies from every corner. From the insidious corporate
machinations of Pentex and its ilk to the malevolence of Banes, fomori, and
other possessed hosts, the Garou face an overwhelming tide of monstrosities.
Standing as Gaia’s last line of defense, the Garou struggle against forces
determined to desecrate her sacred, dying soil — even as the spirits of the
Weaver and the Wyld sometimes turn against them.

Discover how the Garou continue the fight when their best weapons fall
short. Engage with dozens of adversaries and rivals to expand your chronicles.
Choose your battlefields, Advantages, Gifts, and Loresheets with care — your
enemies have never been more numerous or more dangerous. Wyrmtide offers
a wealth of adversaries, tactics, powers, and narrative depth for players and
Storytellers to elevate any chronicle.

* 12 malign corporations, agencies, and institutions to trouble your pack

* More than 30 servants of the Wyrm to destroy

* 6 additional Weaver and Wyld servants as rivals or enemies

* 8 distinct battlefields to fight your enemies in x
* 2 sample stories to play through or adapt to your chronicle

* 10 New Advantages and Flaws, 8 Wyrm-tainted Gifts, and 3 Loresheets

* New adversary powers to make cach one unique

Wyrmtide is a sourcebook for Werewolf: The Apocalypse, a Storytelling
Game of Spiritual and Environmental Horror.
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INTRODUCTION

he Garou are notlacking for enemi
The slavering Black Spiral Dancers hold a
M dark mirror to the Garou, showing what

they look like bereft of the guiding hand of Gaia.
The many fronts of the Pentex Group and o

eference to the way rising waves throw plastic trash
»nto the beaches they’ll soon consume. Everywhere
rot, infest everything, includinggi there seems to be more fomori, more Black Spiral
turn into the monstrous fo Dancers, more malignant spirits of destruction.
The Garou are warriors
book is all about the : the world in garbage.

monsters and ot iti For most Garou, the Wyrmtide is an implacable,

These, too, are the Wyrmtide, threatening to drown

unconquerable enemy. How can anyone fight the
rst enemies of tide? Yet some argue just the opposite. It’s in the
eeking an honorable nature of the tide to recede. Most of all, the tide

e, malicious liars who submits to the moon, and what are the Garou if not
nanity. Or worst of all, creatures of Luna?
These thoughts may make it seem that the remains
have never needed help in of the shattered Garou Nation can yet win the

o fulfill their worst impulses. There’s war, at least until the grim reality of a Black Spiral
s human as shortsighted greed. Dancer’s claw tears apart such fancies.
One of the odd side effects of a victorious enemy
- 53 \ T PR ':H'l ¢ ""5” is that the minions of the Wyrm fight each other
wvﬂimﬁSt ¥ Y - more than ever before. After the shattering of the

N\ aia is in her death throes. As Garou Nation, many Black Spiral Dancers and

ﬂ her body thrashes, extreme weather privileged executives of Pentex fronts feel that they

have destroyed their old nemesis. Nothing stands in

earthquakes, and rising sea levels threaten



WYRMTIDE

GAIA IS NOT THE ENEMY. SHE IS THE BATTLEF/ELD.

EVERY TIME WE STEP INTO THE UMSRA WE HEAR THE HOWL.
WE SEE VISIONS OF DESTRUCTION. WE SMELL THE ACRID STEN

OF BURNT FLESH.

IS THERE ANYTHING SWEETER? WE ARE WINNINGDAND

UMBRA SINGS OF OUR NICTORY.

THE WEANER TRIES TO STRANGLE THE WY
BUT IT'S UNAWARE THAT THOSE \ERY SAME WE
TO TRANSMIT POISON. USE THE TOOLS OF THE ENEM

THE WEAVER'S WERS DOING THE W

the way of a complete and total victory! TF

each other for the spoils of th
This may present opp

Destroyer. Spirits of the
umans and organizations

sense or safety. Places where rules
, whether they lead to anything good
often rife with the emanations of the
1, stifling Gaia as bad as any Bane.

Indeed, some Garou, many Red Talons chief
among them, argue that it is the Weaver and not
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Wyrm that represents the real enemy. In their
inds, the Wyrm is in overdrive, driven mad by the
all-encompassing reach of the Weaver. If the Great
pinner is brought back under control and its webs
burnt and slashed, all may be well again.

For some, such talk leads to dangerous ideas like
seeking the end of human civilization. A few have
even come to the conclusion that the only tribe that
understands the importance of this is the Black
Spiral Dancers. Thus, are defectors made.

The most heartbreaking of all enemies are those
born of the Wyld. Great beasts rampaging in the
dark corners of the world may be animated by
a Wyld-spirit. The chaos of creative force may
emerge in fantastically violent storms raging across
continents, driven by climate change and spiritual
forces drawn from the dawn of time.

Few Garou wish to fight creatures of the Wyld, yet
sometimes they must.




GAIAS HHOWL

? s the Wyrmtide rises, Gaia drowns
Ain its filth. This is one of the first things

a Garou notices when stepping into the

Umbra for the first time: Gaia’s Howl resonates
through the spiritscape, the shadow paths vibrating
with her pain and despair.
For many Garou, the Umbra and its many creatures
is what finally convinces them of the immediate
necessity of the war for Gaia. It’s one thing to oppose an
abstraction like climate change. Quite another to actually
witness the spirits of greed and hatred hover over sites of
human carelessness and abuse. Once you have bit down
into the throat of a spirit of radioactivity, you know that
the enemy is out there and you need to destroy it.
And indeed... The enemy truly is out there,
everywhere in the physical world as much asitis in
depths of the Umbra. Gaia’s Howl resonates throu
the moonlit paths and the forgotten byways of the spi
world. Somewhere in the depths, spirits of pollution,
filth, and destruction respond in a vast Apoca

CHAPTERS

he book consis

death, wittingly or
ot only in themselves, but
h represent one way for Gaia to

r One: Fight To Win looks at the tactics
employ against their enemies from the

red Nation. The war for Gaia feels impossible
o win, but there is no space for defeatism among the
last of the Garou warriors. You just have to figure
out how to really fight to win. The chapter also

includes new player options and Loresheets.

INTRODUCTION

Chapter Two: Organize for Annihilation looks
at the most dangerous enemies of all: humans.
The ordinary middle manager of a cut-rate energy
company is not much of a threat against a Garo

warrior. The real threat posed by humans lie
organization. Once assembled i
NGOs, and other organizations,
capable of destroying th
chapter details Pente
serving the Wyrm,

Chapter Three:

? Everybody Is Against You is all
ral enemies spawned by the

d, spirits who previously served

e of the other two great Triatic entities

gly turn towards the Destroyer.

Chapter Five: Where To Fight details locations
here the characters can take on all the enemies
presented in this book. Every fight needs a backdrop,
and that is what this chapter is all about. It presents
interesting, fleshed-out locations you can drop into
your game and repurpose as you see fit.

Chapter Six: Stories puts everything you’ve read
about so far into practice. What does it look like
when all the enemies, organizations, and locations
presented in this book are put into use for the
purposes of making a Werewolf story? The chapter
presents story outlines you can use for single session
games or drop into an ongoing chronicle.

Appendix I: Human Enemies considers the
question of how to make human enemies interesting.
Amidst all the Banes and fomori, sometimes it’s the
humble FBI agent who causes the most trouble for
the players’ pack.

Appendix II: Storyteller Options gives the
Storyteller new game mechanical choices to create
more varied enemies such as Banes, fomori, and
Black Spiral Dancers. B



