Master Ability List

Talents

Acting

Alertness

Athletics

Awareness1
Brawl

Carousing

Diplomacy

Dodge

Empathy

Expression

Fortune-Telling

Intuition

Intimidation

Kenning2

Minicry

Primal-Urge3

Scrounge

Seduction

Streetwise

Style

Subterfuge

Ventriloquism

Skills

Acrobatics

Animal Ken

Blacksmith

Blind Fighting

Crafts

Demolitions

Disguise

Do4
Drive

Etiquette

Fast-Draw

Firearms

First Aid

Kailindo5
Leadership

Meditation

Melee

Music

Performance

Pilot

Repair

Research

Ride

Security

Stealth

Swimming

Survival

Technology
Knowledges

Area Knowledge

Bureaucracy

Computer

Cosmology

Cryptography

Culture

Enigmas

Finance

Heraldry

Herbalism

History

Liturature

Investigation

Law

Linguistics

Lore*
Medicine

Occult

Politics

Rituals6
Science

Spirit Names

Taxidermy

*  A specific variety must be taken, possibilities include: Court, Garou, Kindred, Mage, Mythlore, Sabbat, Seelie, Spirit, Technocracy, Unseelie, Wraith, Wyrm. This knowledge may be taken more than once.

1  Usually only Mages, Wraiths and others who are sensitive to magic may make roles using this talent

2  Usually only Changelings, Chimera, enchanted mortals and others sensitive to glaymore may make roles using this talent.

3  Only Garou can make roles using this talent.

4  This skill may only be taken by Mages of the Akashtic Brotherhood

5  This Skill may only be taken by Garou

6  Although any character may benifit from the knowledge of magical rituals that this knowledge provides, only mages, garou and thamuaturgists gain any bennifit from this when working ritual magic

Backgrounds

Allies


Loyal (and potentially powerful) followers who will go out of their way to aid the 

character

Arcane3

Measure of the lack of evidence of the character's existance

Artifact4

Item from the skinlands that is in possesion of the character in the shadowlands

Avatar3

The strenght of the character's eternal awakened soul

Chimera/CompanionV

Chimerical creatures or bjects that accompany the character

Contacts

Neutral characters in the mortal world who can provide information to the 

character

Destiny3

Measure of the characters ultimate potetntial and status in mage society

Dream3

Characters connection to the universal collective unconsciousness

Dreamers5

Exceptional mortals who can provide the character with glaymor

Eidolon4

Measure of the characters spirituality

Fame


How well know the character is amoung the greater public

Familiar Spirit/Spirit Companion2,6

A loyal spirit creature that can aid the character in magical activities

FetishII

A magical item int he character's possesion powered by gnosis

Generation1

How far a vampire is removed from Caine 

Gremayre/Vision5,6

Strength of the Characters connection to the dreaming

Haunt4

An area of spiritual power in the skinlands where the characer can hide

Herd1

A group of mortals who willingly allow a vampire to feed on them regularly

HoldingsV

The size of the character's personal freehold

Influence


Political/Social/Economic clout in the local mortal society

Kinfolk2


Loyal relatives of garou who will aid the werewolf

LibraryIII

A collection of arcane texts usefull in research and magical studies

Memoriam4

The remembrance that the living still have for the character

Mentor

An older supernatural of the same type as the character who can proide guidance and information

NodeIII

A magical node under the control of the character

Notoriety4

The fame of a wraith upon entering the underworld, based on his life's deeds

Past Life2

Conection with the character's ancestor spirits

Prestige5

A measures of the character's standing within the shadow court

Pure Breed2

The nobility of a garou's ancestory

Resources/Wealth


The measure of the monetary value of the characters holdings and income

Retainers/Retinue/Household


Follwers of limited power who serve the character in return for some reward

Rites


The character's knowledge of mystical rites and rituals

Status1,4

The character's social standing within the local ruling body for his type of 

supernatural

TalismanIII

A magic item in the character's possesion powered by quintessence

Title5

The character's noble rank amoung changelings

Totem2,6

The strength of the character's or pack's totem spirit

TreasuresV

A magic item int he character's possesion powered by glamour

1: May only be taken by Vampires

2: May only be taken by Werewolves

3: May only be taken by Mages

4: May only be taken by Wraiths

5: May only be taken by Changelings

6: May only be taken by Nunnehi

II: Of limited usefullness to non-werewolves

III: Of limited usefullness to non-mages

V: Of limited usefullness to non-changelings

