Martin Jenkins

Gifts:

Smell of Man: The Garou and amplify the smell of the humans and cause animals to be uneasy and nervous. No roll is required and all animals lose 1 dice from the dice pool within 20 feet (this does not affect supernatural animals).

Resist Pain: Spend one Willpower to ignore pain and not receive any wound penalties for that scene. There is no roll required.

Scent of the True Form: Allows the Garou to sense what a being really is (although it won’t work on Hunters). Roll perception and primal urge (werecreatures-6, Vampires or fairies -8, Mages -9)

Aura of Confidence:  Prevents anyone from reading the Garou’s aura or seeing his weakness (It can be used to hide injuries). The Garou rolls charisma and subterfuge (difficulty 7).

Fatal Flaw: Allows the Garou to find opponents weaknesses. The Garou rolls perception and empathy (difficulty of opponents wits and subterfuge). This can have many effects but the Garou gains a +1 dice of damage. 5 successes grants all weaknesses (or if a PC allows them to look at the targets character sheet). 

Seizing the Edge:  Spend one Gnosis point and any contested roll that would result in a draw, actually goes in your favour instead. No roll is required. 

Swan Gift

Mother’s Touch: Allows the Garou to heal wounds once per day per target by laying on the hands. The Garou cannot heal themselves. Spend 1 Gnosis and roll intelligence and medicine (difficulty of the rage of the target or 6 if non-Garou)

