COMPLETE ABILITIES LIST:
PRIMARY

TALENTS


SKILLS



KNOWLEDGES

Alertness


Animal Ken/Handling

Academice
Athletics 


Drive



Bureaucracy 

Brawl



Etiquette


Computer
Dodge



Firearms


Finance/Business
Empathy


Legerdemain 


Investigation

Expression


Melee



Law
Intimidation


Repair



Linguistics
Leadership


Security



Medicine
Resistance


Stealth



Occult/Religion




Streetwise


Survival



Politics
Subterfuge


Zero-G Ops


Science

Throw



Archery



Kindred Lore
Ride



Crafting



Engineering




Demolitions


Tactics




Heavy Weapons




Pilot
(Red = modifications/additions to the primary abilities lists)

SECONDARY
TALENT Specialties



Primary Talent


Carousing




Empathy
Communication (Public Speaking)


Expression
Diplomacy




Expression
Fortune Telling




Occult
Haggling/Barter




Expression
Instruction




Leadership 
Interrogation




Empathy 
Intrigue





Subterfuge
Masquerade




Etiquette 
Mimicry




Expression
Panhandling/Begging



Streetwise
Poetic Expression



Expression
Psychological Warfare



Intimidation
Scan/Spot (distance)



Alertness
Scrounging




Survival
Search (up close)




Investigation
Seduction




Empathy
Sense Deception




Empathy
Steward





Empathy
Style





Etiquette
Swimming




Athletics
Ventriloquism




Expression
SKILL Specialties



Primary Skill
Acrobatics




Athletics
Blacksmith




Crafting
Blind Fighting




Alertness
Boat Handling (small craft)


Drive
Brewing/Distilling



Science
Bribery





Politics
Camouflage




Stealth
Carpentry




Crafting
Climbing




Athletics
Construction (land)



Crafting
Construction (sea)



Crafting
Construction (space)



Crafting
Cooking





Crafting
Dancing





Athletics
Debate





Expression
Disguise





Stealth
Escapology




Survival
Fast-Draw




Firearms
Fast-Talk




Expression
First Aid/Combat Medicine


Medicine
Fishing





Survival
Forgery





Security
Gambling




Streetwise
Game Playing




Crafting
Herbalism/Poisons



Medicine
Hypnotism




Occult
Jeweler





Crafting
Journalism




Academics
Leatherworking




Crafting
Lip Reading




Subterfuge
Lock Picking




Security
Mechanic




Repair
Meditation




Occult
Parachuting




Athletics
Photography




Crafting
Pickpocket




Legerdemain
Pilot (aircraft)




Pilot
Pilot (spacecraft)




Pilot
Police Procedure




Bureaucracy
Pottery





Crafting
Prospecting/Mining



Crafting
Psychoanalysis




Empathy
Research




Investigation
Scuba





Athletics
Singing





Expression
Skiing





Athletics
Speed Reading




Academics
Torture





Intimidation
Tracking




Investigation
Traps





Security
VacSuit/EVA




Zero-G Ops
Vehicle (armored/military)


Drive
Vehicle (combat watercraft)


Drive

Weapons (field artillery)



Heavy Weapons
Weapons (military watercraft)


Heavy Weapons
Weapons (spacecraft):  missile, beam, flak

Heavy Weapons
Writing





Expression
KNOWEDGE Specialties



Primary Skill
Accounting




Finance
Alchemy




Science
Anthropology




Science
Archaeology




Science
Architecture (land)



Academics
Architecture (sea)



Academics
Architecture (space/craft)



Academics
Area Knowledge




Investigation
Art History




Academics
Astrology




Occult
Astronomy




Science
Biology





Science
Botany





Science
Chemistry




Science
City Secrets




Bureaucracy
Clan Knowledge




Kindred Lore

Computer Hacking



Computer
Computer, spaceship



Computer
Criminology




Bureaucracy
Cryptology 




Security
Economics




Finance
Electronics




Repair
Engineering, Civil



Engineering
Engineering, Computer



Engineering
Engineering, Electrical



Engineering
Engineering, Gravitics



Engineering
Engineering, Hydroponics


Engineering
Engineering, Mechanical



Engineering
Engineering, Robotics



Engineering
Engineering, Ship Drives



Engineering
Faerie/Spirit Lore



Occult

Forensics




Investigation
Genetics




Science
Geology





Science
Heraldry




Academics
History





Academics
Law (specialty area)



Law
Literature




Academics
Lupine Lore




Academics
Mage Lore




Academics
Mathematics




Academics
Medicine specialties:



Medicine (all)

Diagnosis





Internal Medicine


Neurology


Pathology


Pharmacology


Surgery

Metallurgy




Science
Meteorology/Climatology



Science
Naturalist




Science
Physics





Science
Psychology




Empathy
Stellar Cartography/Navigation (space)

Pilot
Tactics/Military Science (ground/sea)

Tactics
Tactics/Military Science (air/suborbital)

Tactics
Tactics/Military Science (space)


Tactics
Toxicology




Science
Exo/Xeno Biochemistry



Science
GLOSSARY:

TALENTS:

Alertness (Ambush, Listening, Scan, Search, Smell, Keeping Watch)

Athletics (Acrobatics, Tumbling, Swimming, Climbing, Jumping)

Brawl (Includes martial arts – using body to cause injury to enemies)
Dodge (Diving for Cover, Evading Blows, Avoiding Damage)

Empathy (Discern Motive, Discern Truth, Emotional State, Intent, Self-awareness)
Forgery (Copy documents, Access keys & cards, Artwork)

Instruction (Teach Others; most Knowledges and Skills, and some talents)

Intimidation (Implied Threat, Overt Display, Threats, Facedown) 

Leadership/Command (Discipline, Tactical, Crowd Control, Field Command, Look Official)
Meditation (Self-relaxation techniques; regain Willpower; regain Psionic Points)

Resistance (Ignore Pain, Resist Disease, Resist Drugs, Resist Interrogation, Hold Breath, Sleep Loss)

Streetwise (Black Market, Customs, Fence, Information, Drugs, Gangs, Scrounging, Street Slang)

Subterfuge (Con, Bribery, Deception, Disguise, Lying, Gambling, Seduction, Sense Deception, Intrigue)

Throw (Rocks, Improvised Weapons, Knocking things out of the air)

SKILLS:

Animal Ken/Handling (Train Animals, Befriend Animals, Veterinary)

Arts/Expression (Composition, Design, Drawing, Painting, Poetry, Sculpture, Music, Comedy)

Crafts (Gunsmith, Carpentry, Masonry, Ceramics, etc.)

Drive (Evade Pursuit, Motorcycle, Trucks, Racing)

Firearms (Hand Guns and Rifles)

Legerdemain (Use of hands for Misdirection, Parlor Magic, Picking Pockets)

Mechanic (Affinity for devices, non-electronic; includes ability to Repair)

Melee (Use of Hand-held Weapons such as Swords, or Improvised Weapons)

Perform (Acting, Dance, Impersonation, Oration, Singing, Specific Instrument, Eloquence)

Pilot (Small Aircraft including prop and jet; small Helicopters)

Prospecting/Mining (Planetary, Asteriods, Resource Scans & Mineral Surveys)

Ride (Horsemanship, including fighting while on horseback)

Security/Intrusion (Electronic Infiltration, Escapology, Security Procedures, Lock Picking, Find Traps, Make Traps, Remove Traps)

Stealth (Ambush, Concealment, Hide in Shadows, Move Silently, Trail)

Survival (Tracking, Specific Environment, Forage, Fire Building, Hunting)

KNOWLEDGES:  

Advertising/Marketing 

Architecture (Design, Conceptualization, Layout, Evaulation)

Business (Small Business Owner, General Business Knowledge)

Computer (Hacking, Viruses, Data Shredding, Programming, Operating, Data Retrieval)

Economics (Trend Analysis, World Markets & Economies, Monetary Systems)

Finance/Accounting (Controller, Investments, Merchandising, Stocks & Bonds)

Investigation/Research (Deduction, Interviews, Forensics, Collecting Evidence, Libraries, Data Bases)

Languages (One language per dot—reading & writing; native language is free)

Occult (Supernatural Creatures, Mystic Places, Parapsychology, Psionics)

MEDICAL AND SCIENTIFIC

Medical Diagnosis

Determination of existing medical condition(s), as opposed to actual treatment of an ailment or injury.  A success on this roll decreases the difficulty of appropriate medical treatment at a later stage.

Combat Medicine


The non-invasive treatment of exterior medical conditions.  Examples include administering treatment for wounds received from a shipboard mishap or combat.

First Aid

The non-invasive treatment of exterior medical conditions.  Same as Combat Medicine.


Surgery

Hack and slash, but with flair and finesse, using modern equipment.  Essential skill when using advanced medical equipment.  Always works in conjunction with a medical knowledge such as neurology or internal medicine.  Used for the treatment of internal injuries (in contrast to First Aid which deals solely with exterior injuries).

Internal Medicine

Specialized knowledge of internal conditions and internal injuries.  Used to diagnose internal (non-neurological) conditions prior to Surgery.  

Neurology

Specialised knowledge of brain functions.  Useful in diagnosing damage to head.  Can be useful in diagnosing psionic conditions.   Essential if performing any Surgery to head, spine, or nervous system. 

Pathology

The determination of causes of disease & virus conditions.  Useful for investigating the origins of the outbreak of a disease.  Functions as a medical diagnosis, therefore decreases the difficulty of actual treatment at a later stage.

Pharmacology

Knowledge of drugs & medicines, and their production.  Useful for creating drugs for use in treating illnesses or as enhancements for various attributes or psionics.  Also used for administering appropriate drug treatment to injured patients.

Psychiatry/Psychology




Knowledge of mental functions, patterns, and abnormalities.  Useful for determining the cause and possible treatment of mental illnesses or damage, ascertaining certain psychological traits in others (and possibly finding weaknesses), and understanding social customs on an individual level (as opposed to Anthropology, which focuses on entire cultures rather than individuals).

Xeno/Exo Biochemistry

Knowledge of the biology and chemistry of foreign lifeforms.  Incorporates modern biochemical knowledge with theoretical extrapolations and prior observations.

The Science Knowledges

Various specialized fields of science.  Used for analysis of specific environments, substances, or conditions.  As with medicine, secondary or specialty abilities will add dice to the Attribute + Science roll that is called for.     

Poisons/Antidotes

Useful for the identification, administration, and treatment of myriad poisons, drugs, and medicines.  Usually combined with WITS or DEX when administering, or PER or INT when attempting to identify a drug, or determine the best drug or medicine to administer to a patient. 

Example:  Anatomy of an Injured Crewmember
An unfortunate crewmember was injured during combat with an enemy starship.  The crewmember is brought to the Ship’s Surgeon.  The Surgeon, using the bonuses received from the ship’s medical diagnostic equipment, first performs a Medical Diagnosis.  Succeeding on an INT + Medicine (with extra dice from Med Diagnosis knowledge), he determines that the crewmember is suffering from a broken and lacerated left leg (exterior condition), a ruptured spleen (interior condition), and head trauma & concussion (a neurological condition).  The leg wound is the most critical due to the bleeding.  The spleen injury is next due to the chance of rupture and sepsis.  The brain injury, while critical, is not likely to worsen over the next several hours, so he decides to treat that last.

He knows he must administer the appropriate drugs to stabilize the patient prior to surgery, so he rolls DEX + Medicine (with extra dice from  Pharmacology knowledge) and succeeds.  The patient is stabilized.

He now must treat the injuries.  Realising that the leg is bleeding rather profusely, the Surgeon succeeds at a DEX + Medicine (with extra dice from First Aid skill) and patches up the leg.  

Now he has to deal with the head and spleen injuries.  Determining that the spleen injury could endanger the patient’s life if not treated within the next hour, he has the patient prepared for surgery.  Prior to performing the surgery, the Surgeon succeeds on an INT + Medicine roll (with extra dice from Internal Medicine knowledge).  He knows now what must be done.  The GM determines that the Surgeon must score 5 successes (at Diff 7) on an extended DEX + Medicine roll (with extra dice from Surgery knowledge)  to repair the spleen damage.  The Surgeon makes seven successes on his second roll.  The patient’s spleen is saved and repaired.

Finally, he prepares his equipment for open-head surgery, in hopes of repairing the internal head injuries.  He cannot perform the surgery and have any hope of knowing what to do, however, until he completes a brain scan.  He succeeds at an INT + Medicine roll (with extra dice from Neurology knowledge), which allows him to know precisely what is wrong with the patient’s head.  Then he performs the Surgery using some mighty sophisticated surgical equipment.  The GM determines that the Surgeon must score 8 successes (at Diff 8) on an extended DEX + Medicine roll (with extra dice from Surgery knowledge).  The Surgeon double-botches the roll the first time out.  The patient’s injuries are not only too severe, but the Surgeon actually damages the brain still further, leaving the hapless crewmember in a permanent vegetative state.   The Surgeon informs the Captain, who is not pleased with this….

COMMUNICATIONS

Communicating

This can take a variety of forms, and vary widely depending on whether a character seeks to understand another, convince another to do something (either peacefully or forcefully), or obtain information of some sort.  Typical rolls might be:  CHA + Empathy, CHA + Leadership, CHA + Subterfuge, MAN + Intimidation, MAN + Expression, APP + Subterfuge, WITS + Empathy.  

Barter/Haggling

Talent is useful for bargaining and can reduce another’s price, or get some other concession, under many circumstances.  Usually conducted via opposed rolls:  character rolls MAN + Expression (with extra dice from Haggling) versus the other’s WITS + Expression (with extra dice from Haggling, if any).  Each net success reduces price by 5% if you’re buying, or increases price by 5% if you’re selling.  Failure means price doesn’t budge.  A botch angers the other worsens the offer by 50% in either direction.

Bureaucracy

Knowledge in areas of civil or governmental administration, procedures, regulations, requisitions, and sometimes rumors.  Useful when dealing with agencies.  Usually combined with CHA, MAN, WITS, or INT.
Cryptography

Specialised knowkedge of codes and ciphers.  You can construct a code that can only be cracked by someone who scores as many successes as you have dots in this knowledge.  You can also crack a code.  Usually combined with INT and Subterfuge, Security, Computer, or Investigation.

Fast-Talk

Personal expression and influence via quick impromptu communications.  Useful with attempting to bribe, out-talk, or convince another individual to agree with your point of view on a single subject matter.  Does not involve Q&A.  Differs from Subterfuge in that you are not attempting to decipher the motives of others, to lie, or to conceal your own motives via lengthy discussion.  A Fast-talk exchange typically takes under a minute, whereas Subterfuge is a longer process and involves some measure of presenting yourself as something you are not.  A typical roll involving Fast Talk would be Wits + Expression (with extra dice from Fast Talk).  
Fundraising

Specialised talent used for raising resources for specific causes or goals.  Useful after successful speech or communications rolls to convince others to help fund a project.   Can assist in obtaining monetary loans for large projects (such as starships).  Usually combined with CHA or WITS plus Finance rolls. 

Interrogation

Specialised talent used for extracting useful or essential information from unwilling subjects.  Differs from intimidation (which is used for overt or implied threats).  Usually combined with CHA or MAN plus Empathy to force or convince an individual to reveal some information or knowledge useful to the interrogator.  Typically involves successes on an extended roll.

Linguistics

A Primary knowledge, and also a specialized knowledge of languages.  Aids in translating foreign or alien languages.  Differs from Language knowledge, but for game purposes the two will be used interchangeably.  A character gains knowledge of one Language (beyond his/her own) for each dot in Linguistics.  
Politics

Generalized knowledge in political systems and processes.  This would be used to ascertain and understand how the government of a region or planet operates – an overview of the system.  Bureaucracy, by contrast, can only be used when dealing with political systems with which you already have a basic understanding.  Politics can help provide you that understanding.  Usually used with INT or sometimes WITS.

Psychological Warfare

Specialised talent used for demoralizing enemy combatants or citizens.  Usually combined with CHA or MAN and Intimidation for successes on an extended roll (over a period of hours, days, or weeks) to create uncertainty, fear, or panic within a group of enemy individuals.  Essentially, mass intimidation.

Recruiting

Specialised skill for recruiting individuals to join a particular cause or program.  Useful for finding and enlisting crew for a starship, soldiers for a town or base, or workers for a project.  Allows recruited individuals to be placed in proper roles for optimal function of the particular program.  Typical roll might be CHA + Leadership (with extra dice for Recruiting).  
Speech/Public Speaking



Personal expression via specialized pre-determined spoken communication.  Similar to Fast-Talk, but aimed towards groups of individuals.  Contrasted with Psych Warfare, Speech uses persuasive argumentation and logic to raise morale and convince others to the speaker’s point of view.  Differs from Leadership or Intimidation in that the speaker is not attempting to convince the group to do his bidding—merely to sway them to his point of view.  Usually combined with CHA, APP, or WITS plus Empathy or Expression.

Writing

Not just any writing, but technical writing, advanced prose, advanced composition and assembly of complex research data.  Placing these into concise and well-formatted final product.  Final product may be paper, or a computer file.  This would be used in times where formal agreements are required (such as contracts – used in conjunction with Law knowledges, or government bills – used in conjunction with Politics or Bureaucracy).  Also useful for writing formal reports and log entries, such as the kind generally expected from senior officers in the Imperial Navy (i.e. poorly-written reports reflect poorly on the writer).  Usually combined with INT or WITS plus Expression.

ENGINEERING

Repair

In many cases, a normal Repair roll (plus applicable secondary trait such as electronics or mechanic) is made to repair most things.  However, aboard a space ship or space station, repair of components is a much more highly intricate thing, requiring specialized knowledge.  Ship Systems are repaired and maintained per Engineering specialties:

Computer – repair of Computer and Sensor systems
Electrical – used for repair Weapon Turrets and Shield systems
Gravitics – restoring gravity to Zero-G environments and dealing with hull breaches

Hydroponics – used for Life Support and other Critical Internal systems

Mechanical – used for repair of Armor, Hull, and Cargo systems
Robotics – used for repair of remote drones, probes, and service/combat robots

Ship Drives – used for repair ship Engines (Maneuver and Jump)

Most Engineering rolls are usually combined with STR, DEX, INT, and WITS.  For engineering diagnostics rolls, combine the skill with PER or WITS.

The specialty uses above are only a snapshot of the potential uses for each type of Engineering specialty.  For additional information regarding Repair capabilities, please refer to the supplement, Spacecraft and Starships.

IN SPACE

Naval Architecture

Spaceship design knowledge.  Useful for determining optimal configuration for spaceships.  (Successful rolls allow GM to assist player with design of starship to meet expectations.)  Without this knowledge a prospective starship designer must hire the services of an architect (and pay them).

Construction, large scale

Spaceship production skill.  Used when heading up ship construction crews.  May help reduce the time to construct a spaceship.  This is a generalized secondary skill, as opposed to specific Engineering specialties.

Advanced Systems Analysis

Primary Knowledge used in analyzing ship systems.  Can be used to determine nature and scope of damage to a ship, as well as ascertaining general information about configuration and disposition of enemy ship systems and capabilities (i.e. size of enemy ship, number of weapons, etc.).  Usually a combination of INT or PER and Computer.  

Ship Computer Operations

Essential knowledge for operating the ship computer and sensor systems.  Used as part of attack roll for weapons in ship-to-ship combat.  Useful for sensor systems operations such as scanning other ships to determine specific components.  Differs from Adv Systems Analysis in that specific attributes of enemy ship systems can be determined with this knowledge (i.e. rating number of enemy Ship Computer, specific type of missile or particle weapons, etc.)  Usually combined with DEX, INT, WITS, or PER plus Computer.  Ship Sensors are used as part of lock-on roll prior to initiating weapons attacks. 

Ship Systems, Pilot


Specialised skill in piloting spacecraft.  Used as part of initiative roll in ship-to-ship combat.  Essential for flying a ship in non-routine situations (atmospheric entry, navigating thru asteroid field, etc.).  Also used for plotting jumps in interstellar space travel.  Usually combined with DEX, WITS, or PER.

Ship Systems, Weapons


Specialised skill in spacecraft weapon systems.  Used at part of attack roll for weapons in ship-to-ship combat.  Usually combined with WITS or PER. 

Celestial Navigation and Stellar Cartography
Specialised knowledge ship navigation using known or extrapolated locations of planets and stars, as well as creating star charts.  Used when ship sensor, computer, or navigation systems have been damaged or destroyed.  Useful when navigating ship thru uncharged regions of space—essential for creating usable maps and charts as referents.  Without such charts, navigation difficulties are increased when attempting to trace or retrace a previous course.  Usually combined with INT, WITS or PER.

Steward

This specialized talent involves the ability to deal with passengers and cargo.  Persons skilled in this area are also skilled in shipboard recreation – normally an essential thing for long voyages on board starships.  Stewards help keep up the morale of the crew thru activities and programs.  They can also be highly useful in assisting vampires aboard ship to find suitable (and safe) prey.    

Tactics, Air/Suborbital

Specialised knowledge in the analysis and execution of complex air and high atmosphere combat maneuevers.  Aids in planning troop drop and planetary bombardment.  Useful when in ship-to-ship combat in planetary atmospheres.  Usually combined with INT or WITS.

Tactics, Space

Specialised knowledge used to execute ship maneuvers, determine best tactical positioning, and evasion.  Level of knowledge will aid in initiative rolls in ship-to-ship combat.  Usually combined with INT or WITS.

Zero-G Operations

Basic ability to function in Zero-G environments.  Useful when gravity fails on board ship.  Typically combined with DEX to determine whether a character can maneuver his way in zero-G down ship corridors without becoming disoriented.  Usually combined with DEX or WITS.
EVA / Vac-suit
Extra-Vehicular Activities in a Vacuum suit.  Space walks.  Getting about in outer space.  Space walks can include repairing ships from the outside.  Usually used with DEX or WITS.  Often times will need to be combined with a Zero-G Ops roll.  Knowing how to orient yourself in zero-G is one thing (Zero-G Ops), but without EVA experience you could become haplessly lost outside of a spaceship.  Usually combined with DEX, STA, or WITS plus Athletics.

IN THE AIR AND ON THE GROUND

Demolitions

Skill in the use of chemical and solid state explosives.  Boom.

Field Artillary

Skill in operation of large land bombardment weapons.  Typically these weapons have crews of more than one individual.  Usually combines with WITS or DEX.

Heavy Weapons

Skill in use of heavy personal weapons, such as machine guns, portable energy weapons, and rocket/grenade launching weapons.  Always combined with DEX and Firearms.  

Parachuting

Experience in drop ship operations.  Individual and group drops from aircraft or low orbit.  Usually combined with DEX, STA, or WITS plus Athletics.

Reconnaissance and Search
A search-based talent.  Used in ground-based operations to ascertain information about enemy position or hostile environment.  Involves actual trespass in proximity of enemy or environment.  Usually combined with PER plus Alertness, Survival, or Investigation for successes in an extended roll.

Pure search rolls can vary widely, depending on the type of search or inquiry being doing.  However, the typical search (such as going thru a room looking for something of interest) would be a PER + Alertness roll.  
Surveillance and Scan
A scan-based talent.  Used in ground-based operations to ascertain information about enemy position or hostile environments.  Involves careful examination from remote distance using specialized monitoring equipment.  Usually combined with PER for successes in an extended roll.  

Pure scan rolls are usually visually based and done at a distance, with roll usually being PER + Alertness or Survival.
