Finley Campbell
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. 

Resist Toxin: Turns any toxins, poisons and some diseases (and even a few Wyrm toxins) into water if taken into the body of the Garou. Roll stamina and survival (difficulty 6), only one success is needed.

Call of the Wyld: The player rolls Stamina + Empathy; the number of successes is how far the howl will carry. It can have varied effects such as:

Calling Garou from far away, if a pack mate they will always respond to the howl. 

Every 2 successes at a revel will reduce the Wyrm minions dice pools by 1. 

Rites: (4 points)

Prayer for the prey:  Allows the Garou to make a kill and then Step into the Umbra to thank the spirit for its life. This allows the spirit to reform in the umbra. The Garou must perform this for every prey kill for one turning of the moon. If so all difficulty of dealing with nature spirits is reduced by one. It allows the Garou to feast on spirit gnosis without upsetting the spirit, and is a sign of the prey and predator balance. 

Bone Rhythms:  Garou do this rite to respect their totem spirits. Each spirit has their own rhythm, and sticks do not need to be bones. A werewolf who performs this ritual 3 times per day for three consecutive days gains an additional dice to a single roll while in the Umbra. Once used energies must be built up again. 

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.

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 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. 
