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Full Moon Rising

Theworld isin shadow. To one side stretches the forest, to the other the city. Y our claws are stained with
blood. Y our senses whisper of prey that runs before you, and of predators who stalk even the likes of you.
Y ou hear the howls of your brothers and sisters. Lunarises. Your blood bails. It istime to hunt.

Wolves at the Door

Werewolf: The Forsaken -- the game of bestial violence and supernatural terror -- is the second core setting
sourcebook intended for use with White Wolf's new Storytelling System(tm). Werewolves are creatures of
original sin, tainted by ancestral crimes and driven to hunt by the shame of being abandoned. This book
detailswhat it is to be Forsaken, one of the Tribes of the Moon. Create your own werewolf pack and seek
redemption or give in to your savage nature. Hardcover. For use with the World of Dar kness Rulebook.
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From Reader Review Werewolf: The Forsaken for online ebook

Max says

| have rather mixed feelings about this setting. Some of the stuff is pretty cool, such as werewolves as the
police of the spirit world. In fact, the spirit world in general is pretty cool - too bad it gets relegated to an
appendix and suffers from alot of poorly explained mechanics. There are a'so some cool plot hooks and
ideas sprinkled throughout, such as atrio of werewolves who run a bookshop, mentioned in the sample
setting in the back of the book. On the other hand, | don't really get why anybody would want to be a
werewolf. Their defining thing is their rage, and it's definitely much more of a drawback than an asset. It
seems asif they're abusive jerks to all of their loved ones, and have a chance of straight up killing friends and
families membersif things go wrong. | know that that's sort of the point, since the World of Darknessis a
horror setting, but still. Also, alot of the fluff in the first chapter turned me off. It feels asif there's some
important aspect of the legends about the death of Father Wolf missing, because that story never quite
coheres. | never got a sense of why the werewolves were justified in killing their sire. Further, going off the
short blurbs about the social groups, none of them sounded great - and most of them sounded like idiots. This
was rectified alittle by the full descriptions, other than the fact that | still don't like the "we're super awesome
Alphas' faction. The mechanics seemed to more or less work, albeit they were sometimes poorly explained. |
don't know that | care for the way learning Gifts works - you have a power stat like Vampires, which
determines certain limits, but you also have to raise another, separate stat to unlock more gifts. Furthermore,
most of the giftsjust didn't have the coolness factor that alot of the Vampire ones had. There's no melding
with the ground or mesmerizing people into seeing you as whoever they most expect. In the end, | didn't hate
Werewolf as much as the setting chapter made me want to, but | also didn't loveit. | am interested in
checking out the supplement on the Pure Tribes to learn about their side of things, but aside from that, | don't
feel the need to dive deep into the setting that | do with Vampire.

Krzysztof says

Well, that was weird... Ok, so the whole ghost setting of the game is interesting, but seems too vague and too
complex at the same time, making it just weird and giving me the feeling that | don't really understand how
the ghost world works. The Werewolves themselves seem to have been shoehorned into this setting as an
afterthought - they just don't make all that much sense within the world. The powers are too specific and too
weak in asense, they just don't seem very useful. The whole game seemsto be very combat centered, which
I don't think is a good idea, even though they are Werewolves... well, truth be told, | wasn't that optimistic
about the book before reading it, so | don't know if its just me or not. A weak 2/5 either way, didn't find it
very interesting and can't see myself playing this.

Colin says

The new World of Darkness werewolves - an interesting new take on the ideas begun in Werewolf: The
Apocalypse. Gone, though, isalot of the memorable cosmology (of Weaver, Wyld, and Wyrm) from the
original game, but the new game has a compelling cosmology of its own. There are even some nifty elements
that | felt were missing from the fist game (e.g. an explanation for the widespread belief that the bite of a
werewolf transmits lycanthropy, if it supposed to be an inborn condition). Anyway, it looks kind of fun. . .



Andre says

Dieses Buch ist gut geschrieben und illustriert. Es fuhrt einen in die Welt der Urathaein und gibt die
notwendigen Grundinformationen. Aber die Darstellung der Urathain ihren Kriegsgestalten ist, gemessen an
den Regeln fir diese Form, unrealistisch (sie stehen oder sitzen viel zu ruhig da). Bei den angegeben Filmen,
Biichern etc., die als mégliche Inspirationen angegeben werden, wirde ich jedem empfehlen aufzupassen.
Diese Quellen mogen gut sein um Werwolfe zu spielen aber fir echtes Wolfsverhalten wirde ich andere
Biicher empfehlen. Daneben kann es bei diesem Buch leicht dazu kommen, dass man es mit dem Horror
Ubertreibt und das Spiel so zu eintdnig wird. Auf3erdem wird die positive Seite der L eidenschaftlichkeit der
Uratha nicht genug gewirdigt und man konzentriert sich zu sehr auf das negative.

Ansonsten ist es ein sehr gutes Buch fir ein Spiel voller Horror. Allerdings verlangt es von den Spielern
auch genug Fantasie um einen Uratha wirkungsvoll darstellen zu kénnen.

Wyndeborn says

| love this setting, but the book is terribly opague in certain sections. Anyone who has played knows that
Renown and Gifts need some work. This book is otherwise amazing and | would highly recommend it as a
roleplaying game supplement (to the World of Darkness core rulebook).

Mark Stone says

Once, | was, perhaps, like you. | had never read Werewolf: the Forasken, and | never planned to. | was a
Werewolf: the Apocalypse, and somewherein my heart, | was still grumpy that White Wolf had ended the
linein thefirst place.

Then, on awhim, | started reading about Werewolf: the Forsaken. | posted a thread on rpg.net asking for
advice. | read Black Hat Matt's campaign blog and essay. | even read the Wikipedia page on the game. Then,
at GenCon, | picked up a copy and started reading it.

Despite twelve hours of gaming aday, | finished it in two days.

I wholeheartedly recommend this game to all fans of Werewolf: the Apocalypse. It captures the spirit of the
old game, and goes one further, by being better organized, better written, and truer to the premise of savage
horror.

Don't expect Forsaken to be Apocalypse repackaged. Forsaken is atighter, narrower game, but still full of
possibilities. Gone (and mourned, at least by me) is the savage eco-warrior werewolf. In his place isthe
werewolf who patrols the boundary between the physical and the spiritual. Similarly, gone is the beautiful-
and-strange Umbra, replaced by the strange-and-terrble Hisil. Gone is the stern uncompromising warrior for
goodness (and Gaia), replaced by afighter who has to make compromises and pick his targets carefully.

In short, Werewolf: the Forsaken is an excellent game. It won't replace Apocalypse in anyone's heart or
library, but it is afine inheritor of that game's legacy.



Gerard Pair0 vinardell says

SAlo o he jugado una sesion. Tiene muy buena pinta eso si.




