PC PRIMAL OPTIONS FOR MERITS (BACKGROUNDS)

PERSONAL MERITS
Note: Backgrounds are now Merits
Cost of Merits: New Dots x2,

List of Common Merits (Cost New Dots x2):

Mental: 
Common Sense (4):  Once per game allows a roll for ideas or to avoid disaster 

Concentration (1): Ignore some difficulty penalties

Danger Sense (2): +2 dice and a roll to avoid impending danger
Devotion (2): Attempts to sway you are at +3 difficulty

Eidetic Memory (2):  +2 dice on any roll to remember
Encyclopedic Knowledge (4):  Intelligence + Wits to know some factoid 
Holistic Awareness (3):  Can treat injured people faster  
Internal Compass (1):  Sense of direction

Lightening Calculator (1): Obvious

Meditative Mind (1): Helps prevent degeneration and regain willpower  
Speed Reading (1):  Read 4x as fast or faster 

Time Sense (1): Almost perfect time sense


Physical: 

Acute Senses (1): +1 die to a specific sense

Ambidextrous (3):  Suffer no off-hand penalty
Direction Sense (1):  Roll Perception + Survival to know direction
Fast Reflexes (1-5):  +1-5 on Initiative  
Fighting Finesse (2):  Allows use of Dexterity instead of Strength in attack rolls
Fleet of Foot (1-3):  +1-3 to speed 
Gun Slinger (3):  Allows you to fire two pistols at once  
High Pain Tolerance (3): Reduce wound penalties by 1

Iron Stamina (1-3):  Each point allows PCs to ignore penalties
Iron Stomach (2):  Can eat almost anything, adds dice to Survival and resist deprivation
Natural Immunity (1):  +2 vs. disease 
Quick Draw (1):  Can draw weapon as a reflexive action (one for guns, one for melee)
Strong Back (1):  +1 on lifting or carrying  
Strong Lungs (3):  Add +2 stamina for holding breath
Toxin Resistance (2):  +2 dice vs. poisons 

Social: 

Barfly (1):  Get into nightspots with well timed words or bribes
Inspiring (4):  Rally others in times of stress, and they regain willpower
Striking Looks (2 or 4): Add +1 or 2 dice to some social rolls   

List of Cheap Common Merits (Cost New Dots x1):  

These Merits can also be gained in play due to role playing and circumstances.  

Language (1 point each):  It is very easy for the Awakened to learn languages
Allies (1-5):  Each dot is dedicated to one person and determines the depth of influence
Contacts (1-5):  Information gathering ability with one group or type
Fame/Reputation (1-3):  +1-3 in certain circumstances  
Influence (): As with Allies but focused on groups
Military Force (1-5): A group of military who work for you, though their loyalty is not absolute
Resources (1-5):  Determines the PCs continual relatively secure wealth  
Retainer (1-5): Someone who is completely loyal, each dot determines his value
Status (1-5):  Your power within an organization
List of Special Merits (Cost New Dots x3):
Arcane (1-5): Increase the difficulty for others to notice you by +1-5
Destiny (1-5):  Each point adds +2 dice which can be added each game
Dream (1-5):  Each point allows a PC to gain a clue
Familiar (3-5):  Gain a supernatural ally (Cannot be purchased until secret is learned)
Hallow (1-5):  PC gain access to a place of power (Cannot be purchased until game begins)
Occultation (1-3):  Lowers the chance of someone to sense your aura or magick  
Sanctum (1-5):  Primals stronghold (Cannot be purchased until game begins)
Shadow Powers (Cost New Dots x4):
Shadow Powers (1-5):

PC no longer have use for the following Backgrounds:

Avatar, Library, Mentor, & Talisman

