Nobilis Gifts:
pg. 115

Gifts are unique powers beyond the basic powers of Nobles.  Gifts can be virtually anything from invisibility, to flight, to shape changing, and much more.  The minimum cost of a Gift is 1 CP.
Gifts cost a certain number of Character Points (CPs) based on the following calculations:
Base Costs:

Divinations-Lesser/Major:  2/5
Preservations-Lesser/Major:  3/6
Creations-Lesser/Major:  4/7
Destructions-Lesser/Major:  5/8
Changes-Lesser/Major:  6/9
Note:  On any Gift that effects multiple Domains cost multiple times, for example: effecting any living thing or any physical thing costs x2, while effecting anything costs x3. 

Activation/Invocation:


Cost in CPs:
Automatic when appropriate: 


+1
Simple Miracle:



-1
Normal Miracle:



-2
Hard Miracle: 



-3
Area of Effect:



Cost in CPs:

Almost anywhere:



+1
Local things only:



-1

One person (power or another):

-2

Oneself only:



-3
Flexibility/Utility:



Cost in CPs:

All imaginable uses:


+1
A wide variety of situations:


-1

A limited selection of applications:

-2

One single “trick”:



-3

Rarity: 




Cost in CPs:

Common:



-1
Uncommon:



+1

EXAMPLE GIFTS:

Durant:  Miracle Level: 3 (Domain), Invocation: Automatic (+1), Range: Self only (-3), Utility: Limited (-2), Common: Yes, Total: 1 CP, 
Invisibility: Miracle Level: 5 (Domain), Invocation: Simple (-1), Range: Self only (-3), Utility: One trick (-3), Common: No, Total: 1 CP,
Flight: Miracle Level: 5 (Aspect) or 6 (Domain), Invocation: Simple (-1), Range: Self only (-3), Utility: One trick (-3), Common: Yes, Total: 1 CP,
Breathe Fire: Miracle Level: 4 (Domain), Invocation: Simple (-1), Range: Local (-1), Utility: One trick (-3), Common: No, Total: 1 CP,

Shapeshifting: Miracle Level: 6 (Domain), Invocation: Simple (-1), Range: Self only (-3), Utility: One trick (-3), Common: Yes, Total: 1 CP, 1-2 Shapes (vampires/werewolves, etc.), 2 pts for Comprehensive Shapeshifting 
Gifts

	Ease
	Area
	Flexibility
	Common
	Cost

	Automatic
	Global
	Complete
	No
	+1

	Simple Miracle
	Local
	Comprehensive
	
	-1

	Normal Miracle
	Single
	Limited
	
	-2

	Hard Miracle
	Self
	One trick
	
	-3

	Gift can affect a large category of Estates
	×2

	Gift can affect any Estate
	×3


Sample Gifts

	Gifts of Aspect
	Cost
	Miracle Level

	Immutable
	1
	3

	Character ages very slowly and can survive indefinitely without food, water, sleep, or air

	Eternal
	3
	6

	Character will never die of natural causes

	Durant
	1
	3

	Character is very tough to kill

	Immortal
	6
	6

	Character is almost indestructable and cannot be bound indefinitely

	Glorious
	2
	7

	The character's appearance fills onlookers with a particular emotion (fear, awe, inspiration, love, etc.)

	Mythical creature abilities (breathe fire, fly, shapechange, etc.)
	1
	various

	Assorted standard supernatural schticks

	Sacrosanct
	3
	6

	Character is hard to injure and heals all wounds within a day -- usually combined with one of the curses below

	Nemesis
	5
	7

	Anyone who harms or interferes with the character will be relentlessly pursued by an avenging nemesis creature of some sort

	Curse
	5-10
	5+Penetration

	Anyone who harms or interferes with the character will lose all good fortune

	Curse of Dust
	10-20
	5+Penetration

	Anyone who harms or interferes with the character is cursed so that anything he touches crumbles to dust


	Gifts of Domain
	Cost
	Miracle Level

	Wayfinder
	1
	2

	Character can see into and through secret places, and can sense them from miles away

	Worldwalker
	2
	6

	Wayfinder, + ability to step from a chancel's gateway to any point within, and out again

	Gatemaker
	1
	4

	Character can create a two-way gate into a chancel from any road leading into it (in the Mythic world)

	Elemental
	2
	6

	Character may assume a body made of the Noble's Estate

	Sovereign's Gift
	3
	6

	Character can manipulate his Estate in simple, obvious ways for 1 MP each

	Perfect Timing
	2/5
	4/7

	Character is never late and never misses opportunities. Second version means character transcends linear time and can always be "on time" except to actually alter an existing event


	Gifts of Realm
	Cost
	Miracle Level

	Devoted Populace
	3
	7

	The inhabitants of the character's Chancel are universally devoted to him and would willingly sacrifice their lives for him


	Gifts of Spirit
	Cost
	Miracle Level

	Luck
	4-9
	7+Penetration

	The character can spend 1 SMP to generate a major lucky event (under the GM's control)

	Unblemished Guise
	1-5
	4+Penetration

	The character's Guise can't be seen through by other Powers




