Alexander Rostov
Gifts:

Persuasion: Makes Garou more convincing: The Garou rolls Charisma and Subterfuge (difficulty 6). If successful, the difficulties of all social rolls are reduced by one for the remainder of the scene. 

Spirit Speech: No Roll or cost required. The Garou may speak the language of any normal spirit, although it does guarantee a spirits mood. Banes and certain other spirits (watchers) can not be addressed by using this Gift, although Banes can be chosen to be understood if they so wish.
Sense Wyrm: Garou uses a mystical sense to check if Wyrm manifestations are near.: Garou rolls perception and occult (difficulty of Wyrm’s taint).
Rites: (20 points maximum)

Rite of Accomplishment: (2): The rite allows an honoured Garou to be recognised in his Glory, honour and/or wisdom through the trials he has endured. Again 5 Garou are needed to perform it and particulars are down to the tribe, Sept and individual. The rite has to be performed in front of a totem spirit and each person at the Cairn should be given the opportunity to speak in favour or against the applicant Garou (if he frenzies the rite automatically fails). Difficulty depends on the quality of the ‘blag’ and the totem makes the final decision. One success or more allows the applicant to change his temporary renown into a permanent dot. If the roll is a fail he loses all temporary renown points gambled, worse still a botch, the participant loses ALL his temporary renown (gambled or not) and may not attempt the rite for another month.

Rite of Cleansing: (1): This rite purifies an object, person or place. The Garou often uses a willow or a birch tree branch to scare away the Wyrm taint. In the case of a living creature this can be extremely painful and often fatal. The Rite master rolls Charisma and Rituals (difficulty of the taint – set by storyteller/ gnosis of spirit) and requires the amount of successes to the level of the Wyrm taint. With the following modifiers.
-1 Difficulty if done at dawn

-1 Difficulty for an hours appropriate preparation 

+1 Difficulty if less than 5 Garou take part in the rite

The pain is often so intense that tainted Garou will Frenzy so they are often tied down first. If done a Black Spiral or Bane the damage is worked out as 10 aggravated per dice of successes. The total damage is then divided into 3 separate soak rolls. Any minor taint less than Level 1 taint (most common) will cause only mild injuries but is extremely painful.

Rite of Contrition: (1): Allows the Garou to make a formal apology to spirits or Garou. The apology should be themed to the target and a small gift is always given. A single success is only a gracious apology while the crime may require more than a gracious apology. The roll is Charisma and Rituals (difficulty 7). This rite does not need 5 Garou present.

Rite of Binding: (1): The Garou uses this rite to create a Talen, it can only be done in the presence of a spirit. The Garou must spend a minimum of 1 Gnosis. Each point of Gnosis reduces the spirits Gnosis rating by 1. The roll is the Garou’s present Willpower (difficulty of the spirits adjusted Gnosis). The amount of successes is the duration of service the spirit is forced into. In the case of a Talen, until the item is activated. No spirit will normally allow itself to be bound, but spirits allied to the Garou’s Totem are usually friendlier. This rite does not need 5 Garou present.
Rite of Questing Stone: (2): The rite allows the Garou to find a person or object, causing an object to lean towards the target (just like in dowsing). The difficulty is Wits and Rituals Difficulty 7. If a personal item is owned by the Garou (such as hair, or favourite trousers) the difficulty is reduced by 1. The rite does not work thropugh the Umbra or other realms. This rite does not need 5 Garou present.
Rite of Talisman Dedication: (1): Allows the Garou to bind an item to themselves in a set form, so they may take it through the umbra. You may carry as much as your Gnosis will allow. 1 point for a small item, 2 points for clothes or item the size of a rifle, 3 points for a suit of armour. The cost to use is 1 gnosis and the roll is wits and rituals (difficulty 7 - higher if the item is not purified). It costs 1 Willpower to remove the item in another form. This rite does not need 5 Garou present.

Rite of the Fetish: (3): Allows the Garou to create a fetish. Firstly the planning stage. You must decide what you want the fetish to do then see the relevant elders (Get-a-Fenris won’t be helpful making a harmony flute) this is all done in character - then  a secret roll of  manipulation and rituals (difficulty of elders willpower or minimum of 7), a botch gives out wrong information - one success is needed per level of the fetish. Each success over reduces the difficulty of the next stage by 1.

Preparation stage requires the Garou to collect the items needed to create the fetish, a silver sword for a Glaive, a bell for a spirit bell etc. and purifying them appropriately for the desired spirit. This is done in character then a secret roll intelligence and either streetwise, survival, occult or enigmas depending on the nature of the fetish (difficulty fetish level +5). A botch means the wrong materials are used or they will taint the fetish in some way. Only 1 success is needed each additional success lowers the difficulty of the last stage by 1. 

The Questing stage involves locating the correct spirit. You may have to wander into the deep umbra. It is role played, then roll perception and enigmas (difficulty is the level of the fetish+4). A botch brings hostile Wyrm or Weaver spirits, 1 success locates the spirit, each additional success reduces the difficulty of the last roll. 

Negotiation stage involves convincing the spirit. ‘Oratory’ involves convincing the spirit to fight the Wyrm. Roll charisma and leadership (difficulty the spirits willpower +1 for each additional character rage over 3). ‘Geasa’ involves the Garou swearing to do something/things. The more things he swears to do the more chance there is an acceptance. If he ever goes against the wish of the fetish or breaks the Geasa the item becomes cursed. No roll is required. ‘Offering Bribes’ is simply giving the spirit permanent Gnosis. The roll is manipulation and streetwise (difficulty 9-1 per gnosis given and +1 per rage over 3). If the difficulty is more than 10 it is impossible! Or lastly ‘Combat’ involves reducing the spirit to 0 power in spirit combat. The fetish must be paid for by the fetish background.

Rite of Spirit Awakening: (2): With this rite a Garou can awaken a sleeping spirit, the Garou must play a rhythm on a musical instrument (drums being the most common).  Talent is not important but may help sway certain spirits. The cost is 1 gnosis and the Garou rolls wits and rituals (difficulty of spirits rage). It does not ensure the spirit will be friendly. If the rite is performed in the physical the appropriate spirit appears in the umbra. For example if done on a recently parked VW beetle, an umbral representation of the car will appear in the umbra. If no successes the spirit is not awoken and the gnosis point remains unspent, if a botch it will awaken a Wyrm spirit or cause the spirit to be hostile. 
Rite of Summoning: (2):  The Garou must be in the Umbra. The power of the spirit determines the difficulty (Gaffling 4, Jaggling 5, Totem avatar 7, Incarna 8-9, Celestine 10). Each hour spent in preparation lowers the difficulty by 1 (it can never be lower than 3). The player makes a remaining Gnosis roll. Successes have the following results (Spirit is hostile 1, Spirit is initially hostile 2, Spirit is neutral 3, Spirit is benign 4, Spirit is friendly 5). Botches can summon the wrong spirits or bring Banes in great number. Table results may be altered by ST as appropriate to totems. Garou who successfully summon and deal with Celestine and Incarna gain 2 points of Wisdom. Thick gauntlets can make this rite very difficult, while a thin gauntlet makes it easy for spirits to manifest. 
Rite of Becoming: (2):  Must be performed at an anchorhead domain and allows the Garou to travel to and from a deep umbra realm. An appropriate braid must be made which the Garou ties to his person. If lost or damaged the rite is broken and the Garou takes one level of aggravated damage. If the Garou does not return immediately he risks becoming lost.
Rite of the Opened Cairn: (1): The Garou uses this rite to activate a Cairn’s totem spirits power. The roll is a resisted roll between the rite master and the totem, the character rolls wits and rituals (difficulty 7). Number of successes is the Cairn’s level. The Cairn spirit uses its Cairn level as a dice pool and it is the difficulty of the character’s remaining Gnosis. Number of successes is equal to the characters Willpower, the first one to gain the needed successes is the winner. If the character wins he can use the Cairns power or add the Cairn’s rating to her dice pool when performing actions associated with the Cairn’s focus. Loss means the character receives aggravated wounds equal to the number of successes difference in which the Cairn spirit beat him.

