Clanbook: Gangrel





Brief History 





In the beginning of time, when God made Adam, he made


also a wife for him, out of the same clay from which he made the


first Man. Her name was Lilith, and she was the first feminist.


She is described as an unusually hirsute woman, who was not


willing to be subservient to Adam. When Adam complained to God


about her, God banished Lilith from the Garden Of Eden, and took


the raw material for Eve from Adam himself.





Now, when Lilith went forth from Eden, she was pregnant,


She gave birth alone and in the wilderness, attended only by wild


beasts, for the animals were yet unnamed, and none knew whether


they were destined to be prey or predator. So the first birth in


the World was midwived by animals and four children were born. A


bear, a wolf, a tiger, a serpent and another animal described


only as `a beast' were in attendance. Each received one of the


babes into its care; all but the serpent, whose foster-child was


stillborn. And each took the child away to raise however they


thought best. These children became the ancestors of the


zoanthropes, what we now call the Lupines.





One of Lilith's get, whose name comes down to us as Ennoia,


was raised by the wolves. Even when the wolves learned they were


carnivores and preyed upon other animals, they cared for her as


their own. When, at last, she was grown, she took a mate from


among the pack and bore him children. Some were like their father


and ran as wolves, and some were like her, in the form of Man.


Yet each had within them the seed of the other and it is from


them that Lupines trace their ancestry.





A long while later, Ennoia grew dissatisfied with her life


and left the pack to travel the world. Immortal like her parents,


she wandered for many years alone and came at last to a City


raised by her half-siblings, the descendants of Adam and his


second wife. Her great beauty and somewhat earthy nature stood


her well and she was well received in Enoch.





She dwelt there for many years until, in a series of


incidents reminiscent of the tale of Helen of Troy, she became a


source of discord in this proto-City. She finally left, though


not before presenting several lovers with children. It is from


these children that the Gypsies are descended.





Again, she wandered the World, finding never a place to


settle. Everywhere that she was taken in, she was cast out again


after her presence brought discord. Finally, long after her blood


had mingled with that of Eve's brood, she met one of Caine's, who


convinced her to return to Enoch. He could not satisfy her


appetites, but that mattered little, for he proved interesting in


other ways. In their passion for each other, it was not long


before she was made Kindred.





From Ennoia are descended all who call themselves Gangrel.


From her we learn the tongues of animals and how to change our


shape to resemble them. From her also we get our license to


wander the World freely. Even as the Lupines can trace their


blood back to her in her living days, so we Gangrel can find our


heritage in the blood of her changed life. But we remember, even


if our Lupine half-brothers do not, that we share a common


mother. - Lord Ashton, Gangrel Elder 





In the Cotwolds of England, most of the country's wild Gangrel


can be found. In many parts of the United Kingdom, Lupines


calling themselves Fianna and the more pernicious human Magi have


hunted the Gangrel to extinction (or into the City, which can be


just as bad). Some individual Packs of the Fianna appear to have


taken an oath not to molest Gangrel, but explanations of this


differ. There are Gypsies here also. 





Gangrel Culture 





Gangrel are contradictory. Almost without exception, they are


fervent loners who prize privacy, but they are also avid


storytellers who love nothing more than a night of tall tales.


Yet, though they are taletellers among the Kindred, they are not


its gossips. They keep their secrets well. They are often proud,


yet they associate regularly with Gypsies and similar outcasts.


Moreover, despite being survivors of fantastic tenacity, they


will willingly place themselves in danger to `count coup' by


infiltrating a Lupine tribe.





Through history, many vital cultures have survived with only


oral traditions. Nomadic cultures, in particular, prefer memories


to books, for they are easier to carry and can adapt to any


situation or environment. These cultures retain memorable stories


most accurately and for the longest time, often through poems,


alliterative verse and formulaic patterns. So, when two Gangrel


meet, each is more likely to be able to pass on the stories of


the other if they are memorable - even more so if they rhyme and


have a catchy beat.





The Gather 





One of the most interesting facets of Gangrel culture is the


traditional Gather. One is generally held at each Solstice and


again at each Equinox. The Solstice festivals are generally open


to invited guests, while those held on the Equinox are secret


revels for the blood-family or tribe only. News of an impending


Gather spreads by word of mouth, with regular or exceptional


events having more draw - the best and most regular may bring


Gangrel from all over the country. 





Generally, the gather begins with a party (refreshments of


various types provided by the host) and then turn into a


storytelling session and/or boasting contest. Someone is likely


to start a fight, which inaugurates any wrestling, brawling or


physical competitions the evening may hold. There is always the


chance of someone falling into the fire - which adds spice to an


evening - and the inevitable shape-changing contest signals the


end of physical pursuits. At this point, many Neonates will have


toppled into drugged, exhausted or battered-near-bloodless sleep,


but the Elders will stay awake into the wee hours telling tales.


Finally, the Gather will disperse, each in their own direction,


there to carry the word of decisions, fights and stories to other


Gangrel who were not present.





The Lupines 





The Gangrel use this term, Lupine, to name these fearsome


creatures. The Lupines are feared even by the Kindred, who are


themselves objects of fear. Mortals who encounter them are so


traumatised by the experience that they rationalise it away as


something - anything - else. One of them is a match for any but


the oldest and most potent Vampire, and a Pack too much even for


that. This is the main reason most Kindred huddle close to their


fetid Cities, like superstitious cavemen clinging to the light of


their campfires. 





The Gangrel, however, show no fear for these beasts and know


them better than any other Clan, understanding them well enough


to negotiate with them openly and sometimes even call them


friends. To avoid OOC knowledge abuse, detailed below is the


wealth of knowledge that the Gangrel have on the Lupines. 





	The Lupines have a tribal culture, similar to that of


the Native Americans. They prefer an oral tradition like the


Gangrel, though those born human can read and write as well as


any. They hold honour in high esteem. Their honour implies a


recognition of duty to the Tribe, as well as dedication to


protecting all life and the spirit of the Earth-mother as


manifest in Nature. However, they are not pacifists. They fight


for what they protect and they most emphatically do not include


Kindred among their charges - they will slay a Vampire on sight


as a literal crime against Nature. They believe Kindred either as


pawns or in league with the Wyrm, an archetypal force of


destruction (which may not be meant entirely as metaphorical)


whose goal is the destruction of the Earth-mother to the extent


that it threatens all life on Earth. Industries of every


description, from oil companies and lumber yards to nuclear power


plants and automobile factories are all on the side of the Wyrm.


Some Lupines would also include Mortals as allies of the Wyrm,


while others compare Kine to mere sheep who stray because their


shepherd has been napping. There is another potent agency of the


Wyrm, known as the `Black Spiral Dancers' that are believed to be


renegade Lupines who now serve the Wyrm and draw dark powers from


it. Some Lupines believe the Gangrel are similar turncoats among


the Kindred as they occasionally hunt Kindred with the Lupines.


Most do not trust the Gangrel even if they are committed enemies


of the other Clans, but some earn the acceptance and tolerance of


these noble beasts on rare occasions. The Silent Striders,


Stargazers, Uktena, Bone Gnawers, Glass Walkers and maybe even


the Shadow Lords are the most likely to treat the Gangrel in this


manner. All other Tribes are likely top attack Gangrel (or any


Kindred) on sight. They are a dying breed and the Kindred breed


their death with every Childe we Sire. Learn from them while they


are still here to tutor us.- Dr. Raoul J. King, Gangrel Ancilla 





Communicating With Lupines 


A Gangrel attempting to pass for Lupine will need a cover


story. She must preferably pretend to be Homid (a human born


Lupine), since this will account for the lack of familiarity with


their culture. `Lost Children' (those with Lupine blood the


Tribes are unaware of) can be greeted with great joy, for the


Lupines are no longer a fertile race and fewer still breed true.


Nonetheless, times being what they are, suspicions run high and


Lupine optimism will be tempered with a great deal of suspicion.


Being suspected of being a Black Spiral Dancer has put an end to


many a Gangrel infiltration attempt. The Abilities subterfuge and Animal


Ken will be helpful, as will the Disciplines Animalism and Protean


if used wisely. Protean might, for example, be able to


fool a Lupine into thinking you can change from Homid to Lupus.


The Lupine Gift Sense Wyrm will only detect Kindred as


such if they  have an earlier


Generation than 9th (the only exception being a Kindred who has


reached Golconda). Practices such as Diabolism may also give one


away. 





The benefits of such infiltration (beyond gaining covert


information on them and `running with the Pack') is the


acquisition of such Abilities as Lupine Lore, Enigmas


and Meditation and possibly even some Rites (though this


is very rare). However, Lupine Gifts cannot be employed by


Kindred. 








The Rom 





Gangrel also has a reputation for being able to closely


associate with the Romany Gypsies almost as well as the Ravnos


(who are themselves descended from their Romany blood). However,


such contact is a risky business. They are far from being mere


Mortals. They have customs and traditions which could prove fatal


if broken by Kindred, and their knowledge of denizens of the


World Of Darkness is second to none. But as outsiders and


outcasts, the Gangrel and the Rom can be allies in the wilderness


in times of great need. Many a Gangrel has been saved from the


hunt of the Inquisition by these nomads. 





The Traditions 





The Gangrel have a very different view of the traditions, as


most see the Camarilla as a necessary evil. Autarkis are


those Kindred who neither obey nor defy the Camarilla - they just


avoid it. Officially, the Gangrel deplore such Kindred. In fact,


they go out of their way to aid them. Here's who the Gangrel view


the Camarilla Traditions: 





	The Masquerade 


	Damn good idea. Lone Gangrel are more vulnerable to a secrecy


	breech than most City-dwellers. Watch it! 





	The Domain


	Worth paying attention to, if it's not too much trouble.


	Always remember, though, that unlike most Kindred, your feet


	aren't nailed to the ground. There's no problem so big it cannot


	be run away from. 





	The Progeny 


	The hell with the Prince. Talk to your Sire about this (if you


	can find her) - for advice if nothing else. You need to be


	careful in making Kindred, if for no other reason than they will


	be competing for your spot on the food chain. Old `suicidal'


	Gangrel have been known to pass on their blood before ending an


	existence that has proven unbearable - a sensible move from an


	ecological standpoint. 





	The Accounting 


	Yeah, right. There's a reason we pick `em independent - so we


	don't have to deal with this bullshit. 





	Hospitality 


	If you come to a City where you think the Prince will accept


	you, by all means announce yourself. If not, go in and lay low -


	very low. Depending on the Prince, it may be better to let them	


	think you're an Anarch than get caught trespassing. 





	Destruction 


	This is another of those rules that just doesn't apply on the


	open road. Our Gypsy friends say (with a different meaning),


	"On the road, each man is his own prince."








Recruitment 





Gangrel choose their Childe for many reasons - because they


loved or hated them, or because they possessed useful skills, or


even for amusement. Since telling the tale of the Embrace is


worth a warm drink at another Gangrel's camp, they usually make


this act as dramatic as possible. This could be in the form of a


traditional hunt, culminating in running the Childe down and


Embracing them, or it could mean sneaking up on them when they're


sleeping (so they go to sleep Mortal and awake Kindred). Before


abandoning the Childe, the Gangrel custom is to leave the Childe


on a full stomach by leaving a likely Vessel laying around


somewhere. Gangrel do not contact their Childe again until and


unless they judge them worthy of being part of their Clan. At


this point the Childe is on their own - as far as they know it


anyway. It is considered very bad form to interfere with the


Fledgling, but keeping an eye on them is always recommend, so


that the Masquerade is not broken. Once the Childe has made it on


their own for a period of time determined by the Sire, the


Gangrel then makes the necessary introductions.








Clan Prestige 





Since the Gangrel are loners and rugged individualists, Clan


Prestige is of little concern to them. However, those that


perform well at the Gathers do gain some standing amongst the


Clan. Often a reputation can be made or destroyed at a Gather in


a number of ways - by doing or saying something notable, by


fighting particularly well or poorly, by telling an outstanding


story or by hosting an exceptional Gather. Sometime, on the rare


occasions when Gangrel clash, they resolve there differences by


combats other Clans would view as savage. The combatants tear


into each other until one side yields - the winner gains Prestige


while the loser drops in Prestige. There is a mock version of


this system, called the Ordeal, which prevails at Gathers. They


do this to get the full measure of each other and to see how well


they have grown since they last fought. The Ordeal is another


means by which Clan Prestige may be won or lost. 





New Merits 





Ruse Of The Wolf (2 Trait Merit)


In animal form only, the Gangrel still smells alive, even to


the super-sensitive nostrils of the Lupines. This is essentially


a `Baby Face' Merit for altered forms and may be used against the


Lupine Gift Sense Wyrm (making them 2 bids down


when employing it against you). 





Gift Of Proteus (2-4 Trait Merit)


This Merit allows the Gangrel to `fine-tune' the shapes


achieved by Shadow Of The Beast. The number of Traits


determines the scope of variation. For 2 Traits, the character


can achieve minor variations of a form (i.e. able to determine


the actual breed of her wolf form). For 4 Traits, the character


can transform herself into either a black cat, crow, black dog,


or toad instead of the traditional wolf or bat form. 





Stereotypes 





	Assamites: Stay well clear of this lot. 


	


	Brujah: They're fast buggers, but they don't have claws to speak of.


	Generally OK. 


	


	Caitiff: Give `em a break unless they're a lost cause. 


   


	Followers Of Set: They're nobodies idea


            of a good time.. 





	Giovanni: Don't borrow money from them


            and you'll be fine. 





	Malkavians: Most are crazy, the rest are


            just sneaky. 





	Nosferatu: These guys stick together


            better than the Tremere - and the Tremere cheat.


 


  	Ravnos: They give us and the Gypsies a


            bad name. We'd be better off without them.





 	Toreador: Most of these fops are


            worthless. Party with `em but don't trust `em. 





   	Tremere: Manipulative, organised,


            secretive and treacherous. Never trust `em. 





   	Ventrue:  Next time you meet one of these


     	 professional politicians, steal his handkerchief and give


     	 it to next Lupine Pack you meet. 





   	The Sabbat: These creepy bastards are


        	the most honest bunch of us around. 





    	The Inconnu: An unknown quantity - you


      	decide.





   	Anarchs: More power to them.





   	The Inquisition: When they get on the


     	case, it's time to get the hell out of Dodge. 





    	The Arcanum: Close to breaking the


  	Masquerade, but these old farts are harmless. 





Gangrel Of Note 





The Waelkyrige 


Not an individual, but a group of warrior women. They are


literally the choosers of the slain and their title and station


dates back to when the Kindred could still be institutionalised


into a religion. The Norse faith, particularly, had room in it


for blood magic and these Gangrel were part of it. The Valkyries


were not considered any less the messengers of Odin for the fact


they were Kindred, just as the faithful would not mind the Ten


Commandments being engraved in mere stone; the material at hand


is what is used.





The role of the Valkyries was that of battle-fates. They could


appear in a significant battle to swing the tide to the benefit


of one side. As they chose the slain, there were two options


available to them. They could drink a Vessel dry, granting him


death in battle and a place in the Afterlife, or they could grant


him temporary but real immortality in the physical world by


Embracing them.





These daughters of Odin have awakened and believe the time of


Ragnarok (the Norse Armageddon) is near. Led by Brynhild, they


have been consolidating their position (as they see it) and have


been Embracing many of the combatants in recent battles in order


to build their power. As their number has grown, splinter groups


have formed. One of these, Oddindhter (a radical feminist Sect)


is responsible for much of the intelligence arriving from Russia. 





City Gangrel 


These are Gangrel who have established permanent Havens in


Cities (usually old warehouses and mansions or private chambers


in Sabbat temples - they rarely employ servants to protect their


Havens either). Allied with the Sabbat (and thus are antitribu),


they are the ultimate predators in the urban hunting ground


(though they are also fair hunters in the Wilds too). They hate


Lupines and have almost no contact with them. They also avoid


Gypsies too. City Gangrel seldom leave their `home' City unless


forced out. This off-shoot line developed after the Gangrel


reached the New World. 





Country Gangrel 


Another antitribu variant allied with the Sabbat, they


are mostly of Native American ancestry and even those who aren't


get along with the Indian nations. They have adapted to life in


nomadic packs (though they are still loners at heart). They also


hate Lupines and often send War Parties off to deal with those


that get too close. Country Gangrel avoid prolonged stays in


large Cities, preferring life in the Wilds. They are on tolerable


terms with non-Sabbat Gangrel, but share no common bonds with


them. They do, however, get along with Gypsies, though they


usually avoid contact with them if they can. 





