
The Orders
An Order is a group with similar beliefs.  Most Orders are united by faith, but there are ideological
Orders as well.  A character can join more than one Order as long as the Orders are not conflicting.
When a character joins an Order, they gain a number of Skills which represent the training the Order
grants their members.  Additionally, the character gains access to Abilities, which represent advanced
training and special powers or rites that the Order has access to.

Order 2 DP
Ability 1 DP

Codes of Conduct
Each Order has certain rules to follow, and it is assumed that the character is aware of these rules.
A character who disobeys the rules or who does not follow the code of conduct which is at the heart
of the Order will usually find themselves cast out.  Depending on the Order, this can lead to a loss
of the Abilities gained as a member of the Order, or can result in the character being hunted down.

Faith
The Order gains their power from faith.  This allows the character to have access to Miracles, and
is also what grants the character Miracles.  A character who breaks the rules of their Order may find
their Abilities taken away, and their Faith lost.  In Kith Kanaan, the Gods watch over the members
of their Faith, and often take an active hand in guiding their followers.

Rituals
The Order teaches their members specific rituals.  These rituals provide a measure of power to the
character, and allows the character access to certain Abilities.  Rituals are not as powerful as Faith,
but if the character leaves the Order or is cast out, their Abilities do not go away.  It is possible for
the character to disguise their actions while within the Order.  Learning Rituals often requires the
character to take an Oath, and these Oaths are often ritually binding.  If caught, it is possible for the
character to lose their Abilities, and suffer even worse fates.

Training
The Order trains the character, providing them with special Abilities which are something close to
Talents.  The character does not require Oaths or Faith to perform these Abilities, and can in theory
teach these Abilities to others with enough time and effort, and the proper conditions.



Argus City Guards

The Ebon Hand
Symbo l: A Black  Skeletal Ha nd on a W hite Field

Skills: +1 Criminal, +1 Occultism, +1 Stealth, +1 Subterfuge

Status: Secret

Focus: Ritual

Abilities

Death’s Head

The character c an spend  one Scen e prepar ing this Ritual on th emselves, an d expend  10 Essen ce.  Once this Ritual is in

place, the character’s features become gaunt and death-like, making the character appear like a lich or other undead.  This

appearance lasts for the day, though the character can end it prematurely.  This proves effective in making the character

look significantly different from their normal appearanc e, thus allowing the character to disguise their activities.

Additiona lly, the character’s features are fairly horrifying, granting two additional successes on Socia l rolls to intimidate

and startled enemies.

Spell Blade

The Ebon Hand has learned a few simple rituals that anyone with the proper training can develop.  This Ritual requires

10 Essence and an Action, and is used on a weapon.  For the rest of the Scene, the weapon turns black and oily-looking.

While  the weapon is enchanted, the character can attempt to perform killing blows with the weapon.  This requires one

Action to be expended to prepare for the strike.  On the following Action, the character attacks, and the weapon ignores

all Soak, while being granted Damage (+2).

Stalker

The character has learned how to conceal their presence, making themselves harder to find.  This Ritual requires 10

Essence and one Round, and must be cast on a cloak.  While the character wears the cloak, they gain a number of

additional successes on all Stealth Sk ill rolls equal to the character’s Spiritual A ttribute .  This benefit lasts for the d ay,

and the character becomes indistinct, the colour fading from their appearance.



The Guardians
Symbo l: Two White Swords crossed on a Red Field.

Skills: +1 Athletics, +1 Blad es, +1 Shields, +1 Stree twise

Status: Public

Focus: Training

Abilities

Noble Sponsor

The character is  sponsored by one of the nobles of Argus.  While the character remains a member of the Guardians, they

gain two additional successes on all Reso urce Rolls.  H owever, the  character is no t allowed to  arrest their patron or

anyone related or connected to their patron, and will be expected to protect the noble and their reputation.

Stalwart Defender

The character is trained to notice the minute details of a person’s actions and speech, as well as learn how to cover up

their own ‘tells’.  As such, the character gains two additional succe sses on all Subterfuge Skill rolls, including when

attempting to penetrate someone else’s lies or attempt at subterfuge.  Additionally, the characte r gains a +5  bonus to

Initiative and +2 bonus to Defence.

Urban Lo re

The Guardian has access to information going on in Argus and to some extent the other regions of the Shire Lands.  By

developing their network of informants, the Guardian gains two additional successes on all Streetwise  Skill or Criminal

Skill Rolls.  If the character uses this Ability to assist in making arrests or to damage the criminal network of the region,

this Ability can be removed and will need to be re-purchased.



Brotherhood of the Book

Oracles
Symbo l: A Silver Ro se on a Co balt Field

Skills: +1 Acade mia, +1 Awarene ss, +1 Meditation, +1  Occultism

Status: Public

Focus: Faith

Abilities

Know  Fate

The character can view the past, the pre sent, or the future .  The character can observe a specific location or target, and

watches the events that play out, gaining knowledge of the occurrences there and their significance.  This is considered

a Miracle , and thus any bonuses which would apply to Faith can be used here.  Attempts can be made to conceal

knowledge of these events from the Oracles,  by using counter-scrying.  If the number o f successes surp asses the Or acle’s

Spiritual Attribute +  Aware ness Skill , then the Oracle can not See the target.  Th ey remain un able to  See the targe t until

the duration has expired.

When looking into  the past or present, the character gains a form of omniscience.  The threads of destiny have already

been laid out, and the character is simply reading w hat has happened , or is happening.  The ch aracter learns who was

involved, what was happ ening, where  it was happe ning, how things happened, and why they were happening the way

they were.  Looking into the future is difficult fo r the Oracle s, however.  W hile certain eve nts are destined to happen,

the path leading to these events are no t given.  As such , when an O racle looks  into the future, they g ain brief insights of

events which are very likely to happen.  These events are usually large and important, giving the Oracle an idea of where

to be to witness the event playing out, to gain more information.

Past:  The character is able to look back a num ber of mo nths equal to th e character ’s Spiritual A ttribute . The character

can attempt to increase  this by spending 10 Essence and making a roll using their Spiritual + Aw areness , multiplying

the time by the number of successes rolled.  The character must be within a certain distance of the event that played out

(as per Present).

Present:  The character is capable of seeing the threads of destiny laid out around them, know ing what is currently

happening in a number of yards equal to one hundred times the character’s Spiritual A ttribute .  The character can attempt

to increase this by spending 10 Essence and making a roll using their Spiritual + Aw areness , multiplying the distance

by the number of successes rolled.

Future:  The character is able to look ahead a number of days equal to the character’s Spiritual A ttribute . The character

can attempt to increase this by spending 10 Essence and making a roll using their Spiritual + Aw areness , multiplying

the time by the number of successes rolled.

Neutral Observer

The Oracles are recorde rs of history, and  not usually invo lved in direc t conflict.  As such , they can be e asily overlooked.

By spending 10 Essence, the character can remain unnoticed for a Scene, unless they take an action which would draw

attention to themselves, such as speaking to someone, attacking someone, or performing an action wh ich requires a  roll

against  a target that is pre sent.

Sojourn

The character can spend 10 Essen ce, multiplying the ir Speed by their Spiritual Attribute for the Scene.  The character

may also make a Spiritual A ttribute + Athletics  Skill roll, and for each success, one individual can travel with them and

gain the benefit.  They must remain within 10 yards of the character to retain this benefit, and the effect ends if the

character stops their journey for any reason.  This is considered a Miracle , and thus any bonuses which would ap ply to

Faith can be used here.



Shield Maidens
A Shield Maiden is not recognized as a member of the clergy, but is accepted as a member of the faithful.  They do not

perform Miracles,  but learn sacr ed rituals which  can aid them  in their duties.  Most Shield Maidens are women, though

a male is called a Shield Bearer.

Symbo l: Two S ilver Wing s on a Cob alt Field

Skills: +1 Athletics, +1 Pole Weapons, +1 Shields, +1 Survival

Status: Public

Focus: Rituals

Abilities

Increase d Health

Any time a Shield Maiden is wounded, they can take any amount of the damage inflicted, and shift it to their Essence.

This is automatic, an d does no t require any a ction on the p art of the Shield  Maide n.  If the Shield Maiden runs out of

Essence, the  left-over dam age is applie d to the char acter’s Hea lth as normal.

Paragon

By spending 10 Essence, the Shield M aiden is cap able of gaining one additional succe ss on all rolls for the Scene, and

adds their Awaren ess to the num ber of W ounds they inflic t in comba t, as well as their  Soak.  The character often looks

more impressive while this Ability is active, showing a level of com petence a nd ability beyond normal.  This grants them

one additional succe ss on all Social comba t rolls.

Sworn  Oath

The Shield M aiden spen ds 10 E ssence, and  chooses o ne person  to protect,  called a Sworn.  Th e character can choo se

to protect someone else instead at any time, though they must spend 10 Essence to do so.  Once Oathed, the character

gains a number  of benefits.  First, the c haracter kno ws where the p erson they are  Oathed to  is at all times, in relation to

them.  They can not ‘see’ where their Sworn is, but rather which direction to go and roughly how far away their Sworn

is.  Additiona lly, they know if their Sw orn is in danger and their physical and emotional condition, as well as how much

Health  their Sworn has.  The Shield Maiden at any time as an Action can sacrifice their own Health, granting their Sworn

twice the amount sacrificed.  In addition, while Oathed, the Shield Maiden is always considered to have an active

Defence, adding their Awareness to their Defence at all times, even if asleep, knocked out, or caught off-guard and

unaware.  This doe s not require an Action be  spent, and is on at all times.



Celestial Court
Followers of the Seven Fortunes
Skills: +1 Artistry, +1 Awareness, +1 Meditation, +1 Socialize

Status: Public

Focus: Faith

Abilities

Chosen of E bisu

The character is favoured by the Fortune of Merchants, and gains two additional successes on all uses of the Business

Skill and Streetwise S kill.

Chosen of Daikokuten

The character is fav oured b y the Fortune  of Wea lth, and gains a p ermanent + 2 bonus to  their Resources Trait.  The

character’s Resources never falls below 2.

Chosen of Bishamonten

The character is favoured by the Fortune of Warriors, and gains two additional successes on all uses of the Archery  Skill

and Blades S kill.

Chosen of Benzaiten

The character is favoured by the Fortune of Music, and gains two additional successes on all uses of the Artistry Skill

and Socialize S kill.

Chosen  of Fuko rokuju

The character is favoured by the Fortune  of Longev ity, and gains two additional successes on all uses of the Chirurgeon

Skill and Herba list Skill.

Chosen of Hotei

The character is favoured by the Fortune of Abundance, and gains two additional successes on all uses of the Meditation

Skill and Surviva l Skill.

Chosen of Kichijoten

The character is favoured by the Fortune of Happiness, and gains two additional successes on all uses of the Persuasion

Skill and Subterfu ge Skill.



Kitsune Servants
Skills: +1 Awareness, +1 Occultism, +1 Persuasion, +1 Survival

Status: Public

Focus: Faith

Abilities

Chosen of In ari

The character is protected  by the Fortun e of Rice an d Foxes.  T he characte r is loved by the  animals of natu re, who will

bring food to the character and lead the character to safe shelter when the character needs to rest.  The character gains

a number  of additional successes on all Herbalism and Survival Rolls equal to their Spiritual Attribute .  Additiona lly,

the character can spend 10 Essence to regenerate a number of Health per Round equal to their Spiritual Attribute  for the

Scene.

Chosen of Koki Teno

The character is protected by the Mother of Foxes, also known as the Jewel Maiden.  Once per Scene, the character may

spend 10 Essence.  During this time, no Faerie or Spirit will attempt to harm the character by action or inaction, knowing

to do so will  invite the wrath of the Jewel Maiden.  As long as the character does not attack a Faerie or Spirit, they are

not in any danger.



Monastic Adepts
Skills: +1 Artistry, +1 Awarene ss, +1 Meditation, +1  Occultism

Status: Public

Focus: Training

Abilities

Way of th e Earth

The character’s fo rm of com bat involves  being able  to take hits and deliver powerful blows while the opponent gets worn

out.  By spending 10 Essence, the character adds twice their Physical Attribute to their Soak and to the total Wounds each

of their attacks inflict for the Scene.  Only one elemental form can be used at a time.

Way of the Fire

The character’s form o f combat involves lightning quick attacks and  relentless assaults.  By spending 10 Essence, the

character adds twice their Social Attribute to their Initiative and Speed.  Only one elemental form can be used at a time.

Way of the Water

The character redirects an opponent’s attacks, knocking them off balance then striking them while they are open.  By

spending 10 Essence, the chara cter adds their Men tal Attribute to their Defence and lowe rs their opponent’s Defence

by the same amount for the Scene.  Only one elemental form can be used at a time.

Way of the Wind

The character performs circular attacks, using momentum to wear down an opponent’s defences with a constant assault.

By spending 1 0 Essenc e, the charac ter gains a num ber of add itional attacks eq ual to their Spiritual Attribute each Round,

and reduces the Difficulty of escaping grapples and holds by their Spiritual Attribute for the duration of the Scene.  Only

one elemental form can be used at a time.

Way of th e Void

The character’s martial art style is formless.  This martial art form allows the character to activate any other elemental

form for only 5 Essence each, and can activate any number of forms at the same time.



Children of Maya

The Lovers of Maya
Skills: +1 Academia, +1 Artistry, +1 Persuasion, +1 Socialize

Status: Public

Focus: Faith

Abilities

Comforting

The Lover is able to help another relax and find peace, even if the target is less than willing.  By spending 10 Essence,

the character rolls their Social Attribute +  Persuas ion Skill  with a Difficulty equal to the target’s Resolve.  If the

character succeeds, the target is relaxed and soothed, and can not take any aggressive actions for the S cene.  This effect

ends if the targe t is harmed.  T his is consider ed a M iracle, and an y bonuses to  Miracles a pply to this roll.

Peerless Artisan

The Lovers are trained to be masters of the arts and entertainment, and their connection to Maya guides them, aiding

them in performing in ways pleasing to their guests, while avoiding social errors.  Of course, when this gift is turned

towards dealing with  boors an d ruffians, the Lo ver’s tongue c an be sharp  indeed.  By spending 10 Essence, the character

gains a numb er of additional successes on all rolls using their Social A ttribute  equal to their Spiritual A ttribute .  This

benefit lasts for the Scene.

Tranquil Au ra

The Lovers bear an aura of peace and serenity about themselves, which prevents others from wishing to harm them.  As

long as the Lover does not perform an attack or attempt to harm a nother, they may add their Socialize S kill to their

Defence, Resistance, and Resolve Traits.  If the Lover pe rforms a ho stile action or atte mpts to attack  someon e, this

protection is removed for the rest of the Scene.



The Healers of Maya
Skills: +1 Acade mia, +1 Awarene ss, +1 Chirurgeon, +1  Herbalism

Status: Public

Focus: Faith

Abilities

Laying of Hands

The Healer is ca pable of he aling another by placing their hands on a target.  The character spends 10 Essence and an

Action to roll their Spiritual A ttribute + C hirurgeo n Skill .  The character multiplies their succe sses by their targe t’s

Spiritual Attribute  to determine how much Health is restored.  The process is very soothing, and relieves the aches and

pains of the subject for the Scene, allowing the subject to remain calm.  If the subject wishes to be aggressive or

emotiona l, their Resolve  must be highe r than the succe sses of the He aler.  This is  considered a Miracle, and any bonuses

to Mirac les apply to this ro ll.

Purification

The Healer is capable of purifying a target, removing any diseases or sickness, preventing infection, and removing

poisons, both supernatural and mundane.  The character spends 10 Essence, and touches the target – whether this be

another character, a tree, a farmer’s field, or similar.  The character then rolls their Spiritual A ttribute + M editation S kill,

with each success reducing the damage or level of the substance ailing the target by one.  For Powers, this reduces the

effective level of the Power by one, while with poisons and d iseases, the damag e is reduced .  If the effect is reduc ed to

zero, then it is remove d from the su bject.   Th is is considere d a Mira cle, and any b onuses to M iracles app ly to this roll.

Additiona lly, the Healer is immune to all diseases and poisons, as per the Power of the same name.  This requires Essence

expend iture as norm al.

Sanctity

By spending 10 Essence, the Healer can create an aura of warding.  This aura allows the Healer to restrict hostilities

around them while they focus on protecting or healing others.  This aura extends out for a number of yards equal to the

Healer’s  Spiritual A ttribute , and those w ho attemp t to engage in h ostile actions w ithin that aura lose a number of

successes equal to  the Healer’s Social Attribute.  This aura lasts for the Scene, though anyone who attempts to perform

a hostile action within the aura is no longer protected.



The Mourners of Zillah
Skills: +1 Academia, +1 Awareness, +1 Occultism, +1 Persuasion

Status: Public

Focus: Faith

Advantages

Chill of the Grave

The Mourner ca n cause the energies of the Underworld to ebb and flow.  This has different effects, depending on whether

or not the target of this ability is alive or not.  The Mourne r spends 10 Esse nce and rolls their Spiritual Attribute +

Occultism  Skill with a Difficulty  equal to the ta rget’s Resolv e.  The targ et can spend  5 Essence  to add their  Occultism

Skill to the Difficulty.  The target must be within a number of yards equal to the Mourner’s Reso lve.  Unde ad targets

suffer a number of wounds equal to the number of successes rolled, times the Mo urner’s Social A ttribute .  This damage

ignores Soak and other forms of damage resistance.  Living targets feel a terrible chill go through them , and suffer a die

penalty equal to the successes rolled for the Scene.  This is consid ered a M iracle, and an y bonus dic e to Mira cles apply

to the roll.  An U ndead w ho must ma ke a Dea th Save du e to this Ability auto matically fails  the Death Save, and  is

plunged into the heart of the Underworld.

Death Perception

The Mourner can mark someone to be de stined to die before the next sunrise, and can sense when someone has died

within 10 yards times the M ourner’s Spiritual A ttribute .  In the case of a death, the Mo urner knows where the victim is,

and what has killed them, and how recent it was.  The more recent the death, the stronger the sensation.  The Mourner

can also sense when an area within range has been defiled by death magics (magic which taps into the Underworld, or

adversely  affect Health  or Essence directly), or when someone is suffering from the Touch of Death.  In the case of

someone marked to die, the Mourner can spend 10 Essence and declare  such to the targ et.  The targe t suffers a penalty

to their Defence, Resistance, and Resolve equal to the character’s Social A ttribute  until the following sunrise.  The

Mour ner can on ly do this to one  target per da y.

Last Rites

The Mourner can perform a sacred rite over a target or location.  Either a number of targets equal to the c haracter’s

Spiritual Attribute  or a radius of one yard per level of Spiritual A ttribute  can be protected at once.  The Mourner spends

10 Essence, and then rolls their Spiritual A ttribute + O ccultism S kill.  If the target is a corpse or grave site, the number

of successes red uces the succ esses of any ro lls to affect or anim ate a body laid to rest, or to affect the soul of the targe t.

If the target is someone who is alive or the area is not a grave site, then the target is protected.  For a number of hours

equal to the successes of the roll, the character adds their Spiritual A ttribute  as bonus dice to any Death Saves they may

need to m ake.  If the Death Save still fails, the target passes quickly into the afterlife, and can not be raised as undead,

and their soul is immu ne to summ oning.  This is cons idered a M iracle, and an y bonus dic e to Miracles apply to both the

Mourner’s roll, and to the b onus dice applied to  Death Saves.



Chosen of Talis
Skills: +1 Awareness, +1 Larceny, +1 Streetwise, +1 Subterfuge

Status: Secret

Focus Faith

Abilities

The La dy’s Sm ile

Those  touched b y Talis are ch arming, and  are able to ta lk their way into  and out o f the most unusual situations.  By

spending 10 Essence, the character gains an additional successes on all Awareness, Larceny, Persuasion, Socialize ,

Stealth , Streetwise , and Subterfuge rolls for the Scene.

The Lord’s Favour

Those  touched by Tarot, the twin, are capable of reading the strands of fate, tugging and moving them to be given an

inkling of what is to come, and how best to take advantage of it.  By spending 10 Essence, the character gains a number

of additional successes equal to their Social A ttribute  when using the Occultism  Skill to perform Fortune Telling.

Additiona lly, whenever the character m akes a roll, they m ay spend 1 0 Essenc e and 5 H ealth to manipulate the tapestry

of fate, allowing them to re-roll any dice that failed on the roll.  The ch aracter may only do this once per Round.

Twist of Fa te

The character c an change  someon e’s fate for the worse.  W hen an individ ual spends  Essence to  gain bonu s dice on a ro ll,

the Chosen can spend 10 Essence to make the target to lose that many dice instead.  The victim knows that something

bad has just happened, and can roll their Spiritual A ttribute + A warene ss Skill.  If they gain more  successes th an the

character’s Resolve Trait, and the character is within sight, the victim knows who brought them bad luck.



Crimson Paw
Symbo l: A red four fingered cat's paw. Most who are part of the inner workings also bear a special tattoo or

scar to let agents of the Paw know that they are part of the organization.

Skills: +1 Bu siness, +1 C riminal, +1 P ersuasion, + 1 Stealth

Status: Public

Focus: Training

Abilities

Brew Poison

The character knows s imply alchemy, and knows how to make poisons and drugs.  When using the Herba list Skill to

create  a drug, or w hen creating  a poison, the  character c an spend  10 Essen ce to gain  a number  of additional successes

equal to the character’s Crimina l Skill.

Guild Sup port

The character pays dues to the Crimson Paw, and in return the Order aids the character and ensures they are taken care

of.  Any time the character wishes to make a Resource Roll, they can decide to  do it through  the Orde r.  Doing so  grants

the character two additional successes on the Resource R oll, but enforces a minimum R esource C ost of 1.  Ad ditionally,

if the character asks for a favour from the O rder (using the  Criminal Sk ill) they gain two ad ditional succe sses on the ro ll.

Vital Blow

The character gains an innate understanding of weak points, and can make decisive and  lethal strikes upo n a target.  The

first round that the character enters combat, they can choose one opponent.  That opponent loses the benefits of any

armour or shields they are wearing, and their Defence is reduced to 0 against the character for a number of Rounds equal

to the character’s Menta l Attribute .



Dragonwright
Symbo l: The Dragon wright do no t wear an ob vious symbo l.  Most co mmonly, they s imply wear the colours

associated with their rank, and those of the Wing ranks have a wing motif somewhere on their armour.

They pre fer not to be b latant about th eir affiliation, and o nly use such whe n necessary.

Skills: +1 Athletics, +1 Awareness, +1 Blades, +1 Shields

Status: Secret

Focus: Rituals

Ranks: Ebony Wing 1 Ability Knight Apprentice

Crimson Wing 2 Abilities Knight Errant
Azure Wing 3 Abilities Lieutenant
Ebony Claw 4 Abilities Commander
Crimson Claw 5 Abilities General
Azure Claw 6 Abilities Draco

Definition: Drago n-Kin  is any creature with the Dragon or Draconian Race.

Abilities
Upon joining the Drago nwright, the  character  is marked with a mystical t attoo  which indicates the c haracter’ s rank within the O rder.  This mar k changes as t he charact er gains fu rther r ank within  the
Order, and indicates the character’s level of ability.  Dragonwright Abilities are added through rituals, performed by higher ranked members through a sympathetic connection to lower-ranked members.
Dragonwrig ht can auto matically sense any other  Dragonwrig ht of equal or  lower rank wit hin 5 miles of their positio n for each Ability the sensing c haracter p ossesses by conc entration.

Anti-Dra gon M agic

The cha racter gains the  ability to resist Azure Sorcery.  For every rank the character has within the Order, they gain a

+1 bonus to their Resistance against  all spells which have an Azure component to them.  In addition, the character can

spend 10 Essence to create a field around them which negates Azure magic.  Anyone within ten feet of the character adds

the same bonus to their Resistance to resist Azure magic.

Dragon Binder

The character can create wards which can be used to bind dragon-kin.  The character c an draw o ut a ward using  coal,

or inlay an area with obsidian or escudo.  The character spends 10 Essence and 10 Health, and makes a Menta l Attribute

+ Occultism Skill + R esources roll (Base Time: 1 Hour).  The Cost is 8 if the character is using escudo, 5 if the character

is using obsid ian, and 2 if the c haracter is using  coal, with each  success red ucing the co st by one.  The successes

determine the Potency of the ward.  Any dragon-kin who enters the area activates it, and if the Resistance of the dragon-

kin is not higher than the Potency of the ward, they are unable to leave.  A ward has a base duration of one hour per rank

of the character if it is made of coal, one month per rank of the character if it is made of obsidian, and one year per rank

of the character if it is made of escu do.  The du ration is multiplied  by the succes ses of the roll.  A c haracter ca n create

a ward of 10 yards in radius per level of the Occultism  Skill they possess.  W hile within a ward , the subject is  immune

to the passing of time.  They are able to move within the ward and talk with  those outside  it, but they lose the b enefits

of any Powers, Magic, or Psionics they possess.  The dragon-kin does not age, nor do they have need of food or water.

Dragon Knight

The character gains the ability to perform a simple ritual which prepares them to fight dragon-kin.  By spending 10

Essence a nd an Actio n, the charac ter gains the be nefits of this Ability  for the Scene.  For every rank the character has

within this Order, the character gains Damage (+1) to all physical attacks they make against dragon-kin, and gains one

additional succe ss on all attack rolls against dragon-kin.

Dragon  Sense

This Ab ility has a range o f 50 yards fo r each rank  the characte r possesses.  The character gains the ability to sense the

presence of dragon -kin .  By spending 10 Essence, the character becomes aware of the presence of any drago n-kin within

range for the Scen e.  The cha racter can d iscern which d irection they dr agon-kin is, and  how close it  is.  While this  sense

is active, the char acter gains a b onus to their D efence equ al to their Spiritual A ttribute  against any attacks made by those

who register to their enhanced sense.

Dragon Slayer

The character develops a powerful resistance against the abilities of dragon-kin.  By spending 10 Essence and an Action,

the character gains the benefits of this Ability for the Scene.  For every rank the character has within the Order, they

reduce the level of any Power used against them by dragon-kin by one.  If this reduces the Power to level 0, the Power

has no effect on the character.  Additionally, the character bypasses the  Powers o f Immortal, Invulne rability , and

Resilience when attacking dragon-kin.



Emerald Adepts
Skills: +1 Awareness, +1 Blades, +1 Occultism, +1 Shields

Status: Public

Focus: Faith

Abilities

Sacred Arms

The character b lesses one suit  of armour, one shield, and one weap on.  Thes e items beco me marke d with a dee p emerald

hue, and become bonded to the character.  The armour gains an additional +3 Soak and -3 Bulk.  The shield gains an

additional +3 Defence and -3 Bulk.  The weapon gains Damage (+1), -3 Bulk, and ignores Soak.  When the character

uses either the shield or the weapon, they gain one additional succe ss when using the item to attack, or gain an additional

+3 Defence  when using the  item to parry.  If the character loses a Sacred Arm , they must attempt to regain it, otherwise

they must spend 10 Essence and 10 Health to remove the blessing from the item and bless a difference piece item.

Sacred  Magic

Adepts are considered paladins of the Goddess of Magic, and have an innate talent for sorcery.  The character can

perform spells as M iracles, with a D ifficulty equal to the M astery of the spe ll they are casting.  T he characte r can imitate

the Forms of Artificing, Azure Magic, the Path of Suleiman, and Witchcraft as a Miracle.  The Essence Cost of the

Miracle  is 5 per level of Mastery, and takes one Action.  The character is restricted by their Aspects  for spells  they can

cast using sacred m agic .

Spell Catching

The character can use a weapon or their hand to catch a spell and redirect it.  The Adept spends 10 Essence and an

Action and rolls  their Spiritual A ttribute + A warene ss Skill against a Difficulty equal to the successes o f the cast spell.

If the Adep t succeeds, the  spell is ‘caught’.   The Adept ha s two choice s: They can  ground the  spell, so it has no  effect,

or they can spend an amount of Health equal to the spell’s Mastery, and direct it at anyone within line  of sight.  The sp ell,

if redirected, keeps the number of successes it had originally  rolled, but gains a number of successes equal to what the

Adept ro lled to catch it.  T his is consider ed a M iracle, and an y bonuses to  Miracles a pply to this roll.



Horsemen
Symbo l: A Celtic-styled ring w ith a cross in the centre.  Each point of the cross holds a stone.  The top is white,

the bottom black, the right yellow, and the left red.  A symbol of each of the Four Horsemen.

Skills: +1 Awareness, +1 Blades, +1 Stealth, +1 Survival

Status: Secret

Focus: Faith

Abilities

Coup de Grace

If attacking an ind ividual who is u naware of the  character’s  presence, the character may spend 10 Essence to perform

a coup de grace.  The Difficulty of the attack is increased by two, but if the attack is a success, the damage can not be

ignored or reduced by any method, and the final amount of Wounds inflicted is doub led.  For ev ery flaw the target

possess that is known by the Horseman, the Damage of the attack is increased by +1.

Sense Im purity

The Horseman can sense when someone is impure.  The Horseman spends 10 E ssence, and chooses one target.  The

character can sense if the target is impure .  A person is impure if they are prone to succumbing to at least three of seven

specific flaws.  The more these flaws ap ply to the target, the stronger the sense that the target is impure .

Avarice Desire to p ossess mo re than they hav e need or  use for (desire  of wealth or p ower). 

Envy Desire to possess what o thers have, and is jealous of the goo d fortune of others.

Lust Desire to possess another, regardless of personal obligations or the wishes of another.

Gluttony Desire to indulge in excess, be it food, entertainment, or other sins of the flesh.

Sloth Desire to force others to ac t on one’s behalf, rather than act when the nee d arises.

Vanity Desire for recognition by o thers, whether or not it is deserved, at the expen se of others.

Wrath Desire to engage in needless violence, or to be cruel or inhumane.

 

Unseen Presence

By spending 10 Essence, the Horseman can become nearly impossible to notice.  They are not truly invisible, but are

instead easy to over look.  Th e character  gains a numb er of addition al successes on all Larcery S kill and Stealth Sk ill

equal to their Spiritual A ttribute  for the Scene, and for someone to notice the character when they are not taking an

obvious action to dra w attention to themselves, the individual must make a Menta l Attribute +  Aware ness Skill  roll,

against a Difficulty of the character’s Spiritual A ttribute .



Joshuites
Pardoners
Skills: +1 Academia, +1 Language, +1 Persuasion, +1 Socialize

Status: Public

Focus: Faith

Advantages

Blessing of Adonai

The Pardoner can place a blessing upon a target, or can even place the blessing upon themselves.  By spending 10

Essence and an Action, the Pardoner makes a Spiritual Attribute + Meditation Skill  roll.  The Difficulty is 0 if the

recipient is a membe r of Adon ai’s faithful, or 5 if the ta rget is not a me mber of the  faithful.  If the target has F aith in

another religion, or is unw illing, the Difficulty is  10.  For each success, the target gains one additional succe ss on all die

rolls for the Scen e, and +1  to their Defen ce, Resistanc e, and Res olve.  If the recipient breaks one of the 10 Laws, the

benefit  ends immediately.  This is considered a Miracle, and any bonuses the character has for performing Miracles

applies.  If performed upon another Joshuite, the Pardoner gains a number of additional successes to the roll equ al to

the target’s Spiritual A ttribute .

Calm H ostility

The voice of a Pardoner is soothing, and the Pardoner’s presence can help ease tensions and prevent violence.  By

spending 10 Essence, the character can roll their Social Attribute  + Persu asion Sk ill.  Anyone with a Resolve less than

the number of successes rolled finds themselves calmed, m aking it more  difficult to perfor m acts of incivility, ho stility

or violence.  To do so requires the subject to spend a number of Essence equal to the successes rolled for each Action

they take which is rude or violent in nature.  This is considered a Miracle, and any bonus dice the character has for

performing Miracles apply to this roll.  If performed upon another Joshuite, the Pardoner gains a numb er of additional

successes to the roll equal to the target’s Spiritual A ttribute .

Wrath of Adonai

The Pardoner can invoke the wrath of Adonai upo n those who have wronged the faith.  By spending 10 Essence and an

Action, the Pardoner makes a Spiritual A ttribute + M editation S kill roll.  If the recipient has broken one of the 10 Laws

since sunrise, or is a member of a different faith, the Difficulty is 0.  If the recipient is innocent, or has not broken any

of the 10 Law s in that time, the D ifficulty is 5.  The target suffers Damage (5), and suffers a –1 die penalty on all Actions

for the Scene.  This is considered a Miracle, and any bonuses the character has for performing Miracles applies.  If

performed upon someo ne of a rival faith, the Pardoner gains a  number of additional successes to the roll equal to the

target’s Spiritual A ttribute .



Order of the Rose and Cross (Rosicrucians)
Skills: +1 Athletics, +1 Blades, +1 Meditation, +1 Shields

Status: Public

Focus: Faith

Advantages

Shield of Adonai

Once a Pardoner has blessed the shield of the Rosicrucian, it becomes a potent symbol of the faith.  The shield  grants

the character +5 to Soak as part of the shie ld’s passive Defence, and +10 to Soak when used for active Defence.  In

addition, the Rosicrucian can choose one perso n to be protected if they are within ten feet of the character.  The

Rosicrucian can automatically shield the individual as long as they rem ain within ten feet, granting the Soak and Defence

of the shield until  the Rosicru cian choo ses someo ne else to de fend.  Defen ding with the shie ld does not take an Action

and can be done as many times as needed.  If being used to defend another Joshuite, the shield gains another +5 Soak

and +5 Defence.  If magic is used to permanently enchant the shield, it loses all benefits and can not be blessed again.

Sword of Adonai

Once a Pardoner has blessed the sword of the Rosicrucian, it becomes a potent weapon of the faith.  The sword gains

one additional success  on all attack rolls, and grants an additional +2 to D efence when used to p arry.  The sword also

gains the benefits of Damage (+2).  Th ese benefits ar e only granted  while the sword  is used by the Rosicrucian it was

blessed for.  If magic is used to permanently enchant the sword, it loses all benefits and can not be blessed again.

Resist Heresy

The Rosicrucian has potent defences against the influenc e of the infernal a nd of heretic al faiths.  The character gains a

permanent +5 to their Resistance a nd Reso lve against po wers and sp ells used by Faerie , Infernal and Undead creatures.

When facing someone with Faith in something other than Adonai, the character can spend 10 Essence to increase the

Difficulty of any Mirac le or Spell  performed by the target b y the character’s Spiritual A ttribute .  This is considered a

Miracle, and any bonus dice which would normally apply to Miracles becomes an increase in Resistance and Resolve

for the Rosic rucian, or for  the Difficulty of an o pponen t’s Miracle o r Spell.



Order of the Temple (Templars)
Skills: +1 Academia, +1 Awareness, +1 Occultism, +1 Unarmed

Status: Public

Focus: Faith

Advantages

Clarity

The Templars are given pe rfect clarity, the ability to se e through illusio n and dec eit to find the truth.  Any attempt to use

a Gift, Power, o r Spell to de ceive the T emplar o r confuse the T emplar’s sen ses suffer a Difficulty inc rease equ al to the

Temp lar’s Spiritual A ttribute , and Essence can not be spent to grant additional dice to the roll.  In addition, the Difficulty

of any attempt to use Larceny or Subterfuge Skills against  the Templar is incre ased by the sa me amo unt.  This is

considered a Miracle , and any bo nus dice whic h would no rmally apply to  Miracles in creases the D ifficulty for this

Advantage.

Confession

The Templars learn how to ferret out the truth.  By spending 10 Essence, the Templar can force someone to speak the

complete  and whole truth to a single question, holding back nothing.  Each additional question requires another 10

Essence to be spen t by the Tem plar.  If the subje ct is held by G ifts or Spells  from speaking, the subject suffers 5 Wounds

as they struggle to speak.  This is considered a Miracle, and any bonus dice which would normally apply to Miracles

become additional Wounds for this Advantage.

Resist the Profane

The Templar is highly resistant to the powers of the Profane.  The character can sense when M iracles, Pow ers or Spe lls

are being used agains t them by Infernal creatures or  by individua ls from anoth er Faith, and  the characte r automatica lly

increases the Difficulty of these effects are increased by the Templar’s Spiritual A ttribute .  By spending 10 Essence, the

character can preve nt the individual from spending Essence to gain additional dice to the roll.  This is considered a

Miracle, and any bonus dice which would normally apply to Miracles increases the Difficulty for this Advantage.



Order of the Hospital (Hospitallers)
Skills: +1 Academia, +1 Language, +1 Persuasion, +1 Socialize

Status: Public

Focus: Faith

Advantages

Tongue of Multitudes

The Hospitalle r is gifted with the ab ility to commun icate with anyone.  By spending 10 Essence, the character can speak,

read, and write any language for the Scene.  The character becomes fluent, having no accent, and has perfect writing and

literacy skills in any languag e needed  at the time.  Th e Hosp italler gains a num ber of additional successes on all Artistry,

Persuasion, and Socialize  Skill rolls equal to their Spiritual Attribute  for the Scene as well, as long as it involves

speaking or commun ication.  This  is considered a Miracle, and any bonus dice which would normally apply to Miracles

become additional successes for this Advantage.

Laying of Hands

The Hospitaller can heal the injured.  By spending 10 Essence and an Action while touching the subject, the character

makes a Spiritual Attribute + Meditation Skill roll to Heal them.  The  amount Healed  is equal to the target’s Spiritual

Attribute  for each suc cess rolled.  T he Difficulty is  0 if the subject is a member of the Faith or believer, or 5 if the subject

is a member of a different Faith or a non-believer.  The character also cures any disease, poison, or drug that is afflicting

the subject, magical or mund ane.  This is considered a M iracle, and an y bonus dic e which wou ld normally a pply to

Miracles  applies to this ro ll.

Mem ory of Tru th

The Hospitallers are meant to be the memory of the faith.  By spending 10 Essence, the character gains a number of

additional successes on any Acade mia  or Occultism  Skill roll, or any Lore  roll equal to the character’s Spiritual

Attribute .  This roll must be to  rememb er facts or informatio n, and the cha racter gains p erfect recall for th e Scene.  T his

is considere d a Mira cle, and any b onus dice w hich would  normally ap ply to Mira cles applies to  this roll.



Kithain
Skills: +1 Athletics, +1 Awareness, +1 Socialize, +1 Subterfuge

Status: Secret

Focus: Training

Advantages

Kithain  pay half DP  for all Psionic  Fields.  This  is an automatic gain for joining the Kithain and does not cost anything

on the part of the character.  As long as the  character is a m ember o f the Kithain, this ab ility is kept, representing training

from other Kithain.  This is, effectively, an Ability that all Kithain automatically have access to for free.

Comm unity Suppo rt

The character has contacts within the community, who are sup portive of the  Kithain.  Th ese peop le may not ac tually

know of the Kithain, nor do the y usually suspec t that the charac ter is involved  with any specific group, but they are aware

of the help and protection that the character and certain others  provide to  the community.  Wh en the character makes a

Resource roll, they may spe nd 10 E ssence to ga in a numbe r of additional successes on the roll equa l to their Social

Attribute .

Kithain Netwo rk

The character has connections within the Kithain, allowing the ch aracter to  call favours  (as per the Crimina l Skill).  The

character does not need to use Criminal however, and can instead use Business , Socialize , or Streetwise  instead.  The

character gains one additional succe ss on such rolls.

Psionic Imbuing

The Kithain have studied psionics longer than anyone else have even know it existed, and have gained insights into the

psychic abilities u navailable  to anyone else.  The Kithain can imbue items with psionic Gifts, and even some  Powers,

using them to augment the wearer.

Imbue (Spiritual + Meditation, 1 hour base time)

The character can place psionic Gifts or specific Powers into an item.  The Difficulty of performing this task

is equal to the number of Gifts or Powers going into the object.  For each level of Gift or Po wer, the time is

increased by one ho ur.  The maximum level that the character can imbue into the object is equal to the

character’s  level in the Medita tion Skill .  The character must spend a number of Experience Points to imbue

the item equal to  the total levels of a ll Gifts and Po wers going into  the item.  It costs  5 Essence  to activate a G ift

or Power that is available, and if the Gift or Power would normally be a continuous effect, it lasts for the Scene.

The character must  know the sp ecific Gifts which  are being im bued into  the item.  Powers are different, in that

the Powers which can be placed into the object are determ ined by the F ields the chara cter knows h ow to use.

The character succeeds in adding one Gift or Power to the item for each success, and  if the Gift or Po wer would

have additional le vels, each ad ditional succe ss can be d edicated to  increasing the le vel of the Gift o r Power,

rather than being used to  allow another Gift or Power which was desired.  All Gifts and Powers are chosen

before the roll – the successes determine how much was imbued.  The complete Experience Point cost is paid

before the roll is made.

Augmentative: Alacrit y, Ambush, Bleeding, Blending, Breathless, Imitation, Immunity, Infection, Innate Weapon, Invulnerable, Regeneration (Health),
Resilience, Scream, Tireless, Vulnerability, Weakness

Clairsentient: Echo, Enhanced Sense, Grounding, Iron Will, Magic Resistant, Regeneration (Essence), Telepathy, Tongues
Empathic: Beguile, Emotion, Entrancement, Pheromone, Sixth Sense, Vampirism
Kinetic: Aura, Cling, Leap , True Flight



Knights of the Fallen Sun
Symbo l: A shattered  sun with rays in a d eep purp le field

Skills: +1 Chirurgeon, +1 Pole Weapons, +1 Shields, +1 Survival

Status: Public

Focus: Training

Advantages

Determination

The Knights are determined in their goal to defeat the threats that have  risen to the sou th.  By spending 10 Essence, the

character adds their Spiritual A ttribute  to their Resolve and Resistance Traits for the Scene.  In addition, when this

Advantage is activated, the character is purified of any supernatural effects, including ench antments, magical diseases,

curses, and infections, including death touch.

Resolution

The Knights have faced horrors during the m any years they ha ve engage d the enem y, and have ste pped into  unthinkable

dangers in the South.  By spending 10 Essence, the Knight adds their Spiritual Attribute to their Resolve when facing

any Social Attack for the Scene , including intimidation and fear effects.

Peasant H ero

The Knights have a reputation as heroes and idealists, and are popular amon g the peasantry and merch ant class.  When

making a Resource Roll using the Business  Skill with a Cost of 3 or less, the character gains one additional succe ss to

the roll.   Most Knights come from peasant stock themselves, and the training and hardships they have endured has honed

them into survivalists.  For 10 Essence, the Knight can gain a nu mber of additional successes on any Athletics Sk ill rolls

made equal to the character’s Spiritual A ttribute , and a number of additional successes equal to their Mental Attribute

on all Survival rolls for the Scene.



Midnight Mages’ Guild
Symbo l: A black crescent moon, high over a horizon on a deep twilight blue field and a single star in the curve

of the moon sliver. Many mages incorporate this design into their clothing, so as to show other

membe rs their secret alleg iance withou t being too o vert.

Skills: +1 Acade mia, +1 Awarene ss, +1 Meditation, +1  Occultism

Status: Secret

Focus: Ritual

Abilities

Arcane Scholar

The Midnight Mages have access to an extensive library, and have the means to cross-reference many of the secrets of

Kith Kanaan.  The character gains one additional success  on any Acade mia Skill  and Occultism  Skill rolls.  Additiona lly,

when three or more Mages work  together to cast a spell, each Mage gains the option to spend 10 Essence.  If the Mage

does, then any roll of 7 or better becomes a success on any dice rolled for assisting in casting the spell, rather than

needing 9 or better.

Thaumaturgy

The character is instructed in the responsibilities of the guild, and the importance of a Mage’s duties.  They are trained

in discipline an d restraint,  so that when they face summoned creatures, they will have the proper mind set to resist the

tricks and temptations offered to them.  When the character is successfully targeted by a Social Attack or by any Power

which targets their Resolve, the character can spend 10 Essence to reduce the number of successes the opponent gained

by the character’s Spiritual A ttribute .  Additionally, when performing a summoning, binding, or dismissing, the character

adds their Resolve as ad ditional dice for casting the Summo ns.

Principle Focus

The Midnight Mages have learned how to tap into the latent power inherent in foci.  When using a focus (an object which

grants a bonus to magical effects), the character can spend 10 Essence.  Rather than reducing the casting time of the spe ll,

the item increases the caster’s Aspe cts by the adjustment the item would normally give.  This benefit only lasts for the

one casting, and must be re-paid each time the Mage wishes to gain this bonus.  This does not adjust the cha racter’s

Mastery,  and the focus must be appropriate to the type of spell being cast.  Only one focus can be used at a time, so the

character may not use another focus to reduce casting time.



Mysteries
Skills: +1 Awareness, + 1 Herbalist, +1 M editation, +1 Occultism

Status: Public

Focus: Faith

Abilities

Divine M agic

Mysteries are considered priests of the Goddess of Magic, and have an innate talent for sorcery.  The character can

perform spells as M iracles, with a D ifficulty equal to the M astery of the spe ll they are casting.  T he characte r can imitate

the any Form  of magic as a  Miracle.  The Essence C ost of the Miracle is 5 per level of Mastery, and takes one Action.

The character is restricted by their Aspects  for what spells can be perform ed as miracles.

Divine Counter

Mysteries are capable of countering magic as a Miracle.  The character spends an amount of Essence equal to twice the

Mastery of the Spell to be  countered .  The Sp ell is immediate ly ended with n o effect.  Spells tha t would  have a pen alty

for failure do not trigger the failure condition unless the character wishes it to happen.

Essence M astery

Mysteries a re capab le of controlling  the amoun t of Essence  used as pa rt of their casting.  For every success the caster

gains on perform ing a Spell,  the Essence Cost  of the Spell is reduced by one, to a minimum Essence Cost of 0.  This may

also be done when the character is using Divine M agic .



Peace Keepers
Skills: +1 Athletics, +1 Impact Weapons, +1 Persuasion, +1 Shields

Status: Public

Focus: Ritual

Abilities

Oath of the B lue Wizard

Each Peace Keeper is expected to swear to uphold the Oaths of the Order.  When the Peace Keeper makes the Oath in

a private cere mony, they are  empow ered to  protect the Shire Lands.  The Peace Keeper gains two additional successes

on all rolls as long as they u phold the O ath.  In additio n, by spend ing 10 Ess ence, the P eace Ke eper can d etermine if

another Peace Keeper has broken the Oath.

Oath of the Jewelled Maiden

Each Peace Keeper has the choice to swear an Oath to the Jewel Maiden.  This Oath reinforces the Pact made between

the Jewel M aiden and  the Peace  Keepe rs.  Any divine or faerie who is loyal to Anaitha or Naipon will not harm the Peace

Keepers, and must in fact defer to the Peace Keepe rs.  In exchange, the Peace Keepers will not attack, summon, bind,

or banish the divine or faerie races of Anaitha and Naipon.  This pact does not protect divine or faerie entities who are

loyal to neither Anaitha nor Naipon.  Additionally, the Peace Keeper is free to pass through the Anaithan Woods without

fear.  Additio nally, Peace Keepers who  take this Oath are blessed by the Jewel Maiden.  Any divine or faerie creature

who takes an offensive action against the Peace Keeper feels a sudden sense of dread, and must spend a number of

Essence points equa l to the Peace Kee per’s Spiritual A ttribute  with each actio n.  If the creature does not have enough

Essence, their fear overpowers them, preventing the creature from attacking.

Symbol o f the Blue Wizard

The Peace Keeper represents the authority of the Blue Wizard within the Shire Lands, and the Symbol of the Blue

Wizard is the mark which proves they are the enforcers of law.  By spending 10 Essence, the Peace Keeper can restore

their Defence , Resistance, a nd Reso lve to their full amo unts, and incre ases these T raits again  by their Spiritual A ttribute

for the Scene.  W hile this Ability is in effect, the character is immune to having their Defence, Resistance, and Resolve

reduced by any me ans.



Reclaimers
Skills: +1 Acade mia, +1 Artistry, +1 M editation, +1 Occultism

Status: Secret

Focus: Ritual

Abilities

Lesser Aria

The Reclaime rs were the on es to decipher the Aria  and turn it into a v iable form o f magic.  Th e path towards such was

rife with danger, and they were wise enough to take great care when working towards perfecting their version of the Aria.

The character can perform a lesser Aria using the following chart, by spending 10 Essence and a number of Rounds equal

to the Difficulty of the Aria.  The roll uses the character’s Menta l Attribute +  Artistry Skill.

Difficulty Effect (Cha racter) Effect (Object) Duration Area Targets
1 +1 or –1 to a Skill per Success +1 or –1 Hardness per Success 1 Round 1 Yard 1
2 +1 or –1 to a Trait per Success +1 or –1 to Benefit (Damage, Soak, Defence, Skill) per Success 1 Minute 10 Yards 2
3 +1 or –1 to an Attribute per Success Transform to Escudo 1 Scene 20 Yards 5
4 Gain or Lose a Talent. Transform to Orichalcum 1 Hour 50 Yards 10
5 Gain or Lose a Power. Transform to Star Metal 1 Day 100 Yards 20

The character chooses an Effect, then chooses a Duration.  They can also choose an Area and Target if they desire,

though this is complete ly optional.  T he Difficulty for ea ch section is ad ded toge ther, to determine th e actual Difficu lty

of the Aria Effect.  The character can not spend E ssence to  gain bonus dice for the roll.  If the roll fails, the character

suffers a loss of H ealth equal to  five times the D ifficulty of the roll.

If the characte r possesses th e actual form  of magic  called Aria , they may perform a Lesser Aria  with a Difficulty equal

to that of the intended spell.  This acts in all ways like a Lesser Aria , including castin g time and E ssence Co st.  If the

character succeeds, each success adds one additional succe ss to the actual Aria  spell roll.



Sisterhood of the Blade

Battle Maidens
Skills: +1 Athletics, +1 Blades, +1 Shields, +1 Survival

Status: Public

Focus: Faith

Abilities

Blessing of the Bloo d Godd ess

Battle  Maidens are touched by their goddess, and as such the shedding of blood is sacred to them.  By spending 10

Essence and an Action, the character m ay kiss a blade d weapo n they posses s or run the ed ge of the wea pon ove r their

skin to shed blo od.  This a ction inflicts one Wound and turns the weapon a deep red.  For the rest of the Scene, the

character reduces the amoun t of Wound s inflicted by edged or impaling we apons that strike them by th eir Spiritual

Attribute .  This is not considered Soak, and attacks which ignore Soak have no effect on this Ability.  Additionally, when

striking a target with the weapon used to activate this Ability, the weapon inflicts a number of additional Wounds on each

blow equal to the c haracter’s  Spiritual A ttribute .  Any wounds inflicted by the weapon will heal the Battle Maiden an

equal amount.  This is considered a Miracle and any bonus dice that the character would normally gain from performing

a Mirac le increase the character’s Spiritual A ttribute  for purposes of determining how muc h Wound s inflicted against

the characte r are reduc ed, as well as ho w much ad ditional W ounds the c haracter ca n inflict.

Lessons of the First Priestess

The Battle Maidens are superior warriors, and much of their training came from the lessons of their first high priestess,

Sandra  Darkblade.  The vixen was undefeated for centuries, and had developed a number of techniques which were

passed down to the Sisterhood over the ages.  By spending 10 Essence and 10 Health, the character can draw upon the

skills of the first priestess.  T he characte r gains a numb er of additional successes equal to their Spiritual A ttribute  on

all rolls using the following Skills: Acrobatics, Athletics, Blades, Pole Weapons, Shields, and Unarmed .  When using

any of these Skills for active defence, the character’s Defence is increased by their Spiritual A ttribute .  These b enefits

remain  for the Scen e.  This is con sidered a M iracle and any bonus dice that the character would normally gain from

performing a Miracle increase the cha racter’s Spiritual A ttribute  for purposes of d etermining ho w many additional

successes the character would gain, or how much the character’s Defence Trait would be increased.

Sanguine Shroud

Upon joining the Battle Maidens, each individual is given a red, hooded cloak.  By drawing the cloak around the

themselves and raising the hood, the B attle Maiden can spend 10 Essence and  disappear from normal sight and hearing.

To find the characte r requires a Menta l Attribute +  Aware ness Skill  roll against a D ifficulty equal to the c haracter’s

Spiritual Attribute  if the character is not deliberately attempting to hide themselves.  If the character is, they may spend

5 Essence to add their Stealth Sk ill to the Difficulty.  The only indication of the character being in the area is the faint

smell of estrus wh ich manifests, tho ugh the scent d oes not em anate from th e character  directly.



Midwives
Skills: +1 Acade mia, +1 Animal E mpathy, +1 Chirurgeo n, +1 Herbalist

Status: Public

Focus: Faith

Abilities

Sanguine Bond

The Midwives are the healers and protectors of the community.  By spending 10 Essence, the character is protected by

the goddess.   By touching an individual, the Midwife can make a Spiritual A ttribute + M editation S kill roll.  For every

success, the subject regains two Health, and the Midwife suffers one Wound.  T he Midwife can continue this healing

every Round for the Scene, restoring the subject an equal amount and continuing to take Wounds.  Additionally, during

the Scene, if anyone attacks the Midwife, for every two W ounds inflicted upon the character, the attacker suffers one

Wound  themselves, which ignores Soak or other forms of damage reduction.  This Ability is considered a Miracle.  Any

bonus dice provided  for Mirac les are add ed to the character’s Spiritual A ttribute + M editation S kill roll.  Addition ally,

if the characte r is attacked, any bonus dice which would normally apply to Miracles instead becomes additional Wounds

inflicted on the character’s attacker.

Sanguine Shroud

Upon joining the Midwives,  each individual is given a red, hooded cloak.  By drawing the cloak around the themselves

and raising the hood, the Midwife can spend 10 Essence and disappear from normal sight and hearing.  To find the

character requires a Menta l Attribute + A warene ss Skill roll against a Difficulty equal to the character’s Spiritual

Attribute  if the character is not deliberately attempting to hide themselves.  If the character is, they may spend 5 Essence

to add their Stealth Sk ill to the Difficulty.  The only indication of the character being in the area is the faint smell of estrus

which manife sts, though the sce nt does no t emanate fro m the chara cter directly.

Tend the Forgotten

The Midwives are known for going among the poor and weak, offering to ease the suffer ing of those the y meet.  This

can be done by giving strength to those who need it, or to bring peace and a painless death to the suffering.  By spending

10 Health, the Midwife can either take on the sickness of another, including drawing on diseases, poisons, or the ongoing

effects of certain Powers, or they can bring a willing subject peace.  In the former case, the Midwife must deal with the

sickness them selves, but allow s the subject the  chance to re cover.  In the la tter case, if the subject is willing, they will

die within the Rou nd, without suffer ing.  Someo ne slain by this  Ability can not be returned as undead and their soul

carries on into the afterlife without interruption.  If performed on a player character, the player of the subject may grant

any unspent DP or XP they have to another character of their choice as a ‘blessing’.  If performed on a non-playe r

character, one person chosen by the person running the scene is restored to full Health and Essence.



Storm Wardens
Skills: +1 Athletics , +1 Exo tic Wea pons, +1  Survival, +1  Vehicle

Status: Public

Focus: Faith

Abilities

Prophesy

The character can invoke a prophesy, declaring a goal that the target should strive towards.  By spending 10 Essence,

the character makes a Spiritual A ttribute + Occu ltism Skill  roll.  For every success, the recipient gains one additional

success  on a roll made to help achieve the goals of the prophesy.  These successes are split up over the next twenty-four

hours as the recipient wishes, as long as the action used would aid in attaining the goal.  This Ability is considered a

Miracle.  Any bonus dice pro vided for Miracles a re added to the cha racter’s Spiritual A ttribute + O ccultism S kill roll.

Master of the Storm

The character can shape weather, calling for stormy weather or calming a storm that already exists.  The character spends

10 Essence and makes a Spiritual A ttribute + Survival Skill roll.  The Difficulty is determined by the type of weather

the character wishes to call or dismiss.  It takes 6 0 minutes to c all or dismiss the  approp riate form of sto rm.  This time

is reduced by 10 minutes for every success on the roll.  This Ability is considered a Miracle.  Any bonus dice provided

for Miracles are add ed to the character’s Spiritual A ttribute + S urvival Sk ill roll.

Hurricane (Difficulty 10)

The character calls or dismisses a hurricane.  The hurricane has an Intensity  equal to the successes o f the roll.

The radius of the storm is a number of miles equal to the storm’s Intensity.  A  hurricane is a D amage (7 ) effect,

which inflicts damage once per minute and multiplied by the Intensity to all characters or physical structures.

This damage ignores character armour, but not Soak offered by other methods.  Additionally, anyone caught

in the storm suffers a Difficulty to all physical actions equal to the storm’s Intensity, as well as to all actions

involving sight or hearing.  When dismissing a hurricane, the character decreases the Intensity of the storm by

one per su ccess.  The  hurricane for  a number  of days equal to the storm’s Intensity, reducing the Intensity by

one per d ay.

Tornado (Difficulty 8)

The character c alls or dismisses a  tornado.  The tornado has an Intensity  equal to the su ccesses of the  roll.  A

tornado is a Damage (5) effect, which inflicts damage every Round to anything within a number of yards equal

to the Intensity in radius.  The damage ignores character armour, but can be reduced by other methods of Soak.

Additiona lly, anyone caught within the tornado must make a Physica l Attribute +  Athletics Sk ill roll each

Round.  If the character does not get as many successes as the tornado’s Intensity, they’re physically picked up

and thrown into the air.  The character is lifted ten yards for every success the character failed by.  When

dismissing a tornado, the character decreases the Intensity of the tornado by one pe r success.  T he tornado  lasts

for five minutes for every success of the roll and can be directed by the character if they spend 10 Health and

make another roll.  This is considered an Action o n the character’s part.  The tornad o’s Intensity does not

decrease until the full duration has ended.

Hail Storm (Difficulty 6)

The character calls a storm which rains down hail stones on the area.  The hail has an Intensity  equal to the

successes of the roll.  A hail storm has a Damage equal to the Intensity, and inflicts damage every minute, and

has a radius of one mile per success of the roll.  The damage does not ignore armour or Soak.  When dismissing

a hail storm, the character decreases the Intensity of the storm by one per success.  The storm lasts for one hour

per point of Intensity, reducing the Intensity by one per hour.



Thunderstorm (Difficulty 4)

The character calls a storm of torrential rain, wind, and thunder over an area.  The storm has an Intensity  equal

to the successes of the roll, which increases the Difficulty of any sight-based rolls or physical actions by that

amount.  The storm has a range of one mile in radius for every success rolled.  In addition, the character can

spend 10  Health and  an Action to  call lighting on a tar get.  This can be done once per Round.  Lightning has

a Damag e equal to the  Intensity of the storm , and the cha racter mak es a roll to strike the  target.  Anyon e within

a number of yards equal to the storm’s Intensity are struck by the lightning, and anyone within twice that range

are deafened and disoriented, losing a number of successes on any rolls equal to the successes rolled on the

strike for the Scene.  The attack roll ignores armour, but not other forms of Soak.  When dismissing the storm,

the character decreases the Intensity of the storm by one per success.  The storm lasts for one hour per point

of Intensity, reducing the Intensity by one per hour.

Fog (Difficulty 2)

The character summons a blinding fog  which conc eals the area.    The fog has an Intensity  equal to the successes

of the roll, which inc reases the D ifficulty of any sight-base d rolls by that am ount.  This fo g has a range  of a

hundred  yards per su ccess on the  roll.  Additiona lly, anyone attem pting to hide or sneak within the fog gains

a number of additional dice to the roll equal to  the fog’s Intensity.  This fog lasts for one hour per success,

reducing the Intensity of the fog by one per hour.



Sun Worshippers

Temple Guardians
Skills: +1 Athletics, +1 Awareness, +1 Pole Weapons, +1 Shields

Status: Public

Focus: Rituals

When the Brotherhood of the Book came out of hiding, they accepted the presence of the Go ddess Kij with open  arms.

The Lutrai were welcomed, and the young faith was given the experience of the Bro therhood .  To aid  the children of Kij,

the Shield Maidens allowed some of the Followers of Kij to enter the training halls and to learn the techniques necessary

to protect their temple.

Abilities

Increase d Health

Any time a Temple Guardian is wounded, they can take any amount of the damage inflicted, and shift it to their Essence.

This is automatic, and does not require any action on the part of the Temple Guardian.  If the Temple Guardian runs out

of Essence , the left-over dam age is applie d to the char acter’s Hea lth as normal.

Paragon

By spending 10 Essence, the Temple Guardian is capable of gaining one additional succe ss on all rolls for the Scene,

and adds their A wareness to  the numbe r of Wo unds they inflict in co mbat, as well  as their Soak.  The character often

looks more imp ressive while this A bility is active, showin g a level of co mpetenc e and ability  beyond n ormal.  This grants

them one additional succe ss on all Social comba t rolls.

Sworn  Oath

The Temple Guardian spends 10 Essence, and chooses one person to protect, called a Sworn.  The character can choose

to protect someone else instead at any time, though they must spend 10 Essence to do so.  Once Oathed, the character

gains a number of benefits.  First, the character knows where the person they are Oathe d to is at all times, in relation to

them.  They can not ‘see’ where their Sworn is, but rather which direction to go and roughly how far away their Sworn

is.  Additiona lly, they know if their Sw orn is in danger and their physical and emotional condition, as well as how much

Health  their Sworn has.  The Temple Guardian at any time as an Action can sacrifice their own H ealth, granting the ir

Sworn twice the amount sacrificed.  In addition, while Oathed, the Temple Guardian is always considered to have an

active Defence , adding their  Awareness to their Defence at all times, even if asleep, knocked out, or caught off-guard

and unaware.  T his does not require an A ction be spent, and is on at all times.

Refresh:  By touching an ally and spending 10 Essence, the Temple Guardian can make a Spiritual + Meditation roll.

For each success on the roll, the ally regains a number of Health equal to the Temple Guardian’s Spiritual Attribute.



Solinar
The Solinar are recognized as the largest faction of the faith in Kith Kanaan.  Lairu established  the Solinar when he first

arrived, and the Solinar are what stands out in the minds of the typical citizen of Kith Kanaan when the Sun Worshippers

are mentioned.

Symbol A sun disk.

Skills: +1 Athletics, +1 Artistry, +1 Blades, +1 Shields

Status: Public

Focus: Faith

Abilities

Full of Life

Solinar are the Paladins of the Sun,  and are filled with Kij’s warmth and energy.  By spending 10 Essence, the Solinar

begins a process o f renewal, rega ining a numb er of points o f Health and Essence each Round equal to their Spiritual

Attribute  for the Scen e.  Undea d who co me into  contact with the Solinar during this time immediately suffer Wounds

equal to the Solinar’s Social A ttribute  times their Spiritual A ttribute .  This damage continues each Round of constant

contact, or for each time that the Undead touches the Solinar.  This is considered a Miracle.

Solar R ebirth

Legends have it that Lairu was killed during a quest, and wa s reborn  at the cost of one of the Shield Maidens of the Arin

Pantheon.  When  Lairu returne d to the So lar Temp le, he broug ht with him the sec rets of reincarn ation.  When a Solinar

rolls a Death  Save, they ma y expend 3 0 Essenc e to gain a num ber of additional successes on the Death S ave equa l to

their Spiritual A ttribute .  If the Solinar succeeds, they regain 10 Health for each success.  If the roll is failed, the Solinar

will be reborn,  usually within a month’s time.  The next time a Shield Bearer is killed in the line of duty, the So linar’s

soul possesses the body, which is immediately fully healed.  This is considered a Miracle.

Undead Hunter

Solinar have a sacred aura about them , which prote cts them from  both the Infernal and  Undea d power s that exist in Kith

Kanaan.  This aura grants the Solinar complete immunity from having their Essence or Health drained by magic, and by

supernatural powers.  A dditionally, whe n the Solinar is o pposed  by an Inferna l or Unde ad, they gain a +2 to their

Defence, Resistance, and Resolve Traits against any rolls made by their opponent.  By spending 10 Essence and

expending an Action, the Solinar’s aura can become a potent weapon against their supernatural foes.  Any Infernal or

Undead within a number of yards equal to the Solinar’s Social A ttribute  suffer a number of Wounds each Round equal

to the Solinar’s Spiritual Attribute .  This dam age bypa sses any Soa k that the super natural opp onent has.  T his is

considered a Miracle.



Divine Shamans

Symbol

Skills: +1 Artistry, +1 Awarene ss, +1 Herbalist, +1 O ccultism

Status: Public

Focus: Faith

Abilities

Call Spirit

The lutrai who cam e from Rym  were of stron g shamanic  orientation, an d were at first co nfused by the  spirits of Kith

Kanaan.  In the many years since their arrival, the lutrai have been able to make pacts with the local spirits, and have

retained a portion of their shamanic roots.  Because of their connection to Kij, these shamans have their place in the

belief system.  By spending 10 Essence and rolling Spiritual + Occ ultism, the character may call upon a n ature spirit to

aid them.  This spirit is totemic  and manifests as an animal, with Attributes matching the characte r’s Occultism S kill.

The totem automatically begins with True Spirit, Sixth Sense, and two leve ls of Vitality.  For every su ccess on the  roll,

the totem gains one additional Power of the shaman’s choice.  T his is considered a Miracle , and any bonus dice the

character would get for pe rforming a Miracle ap plies.

Tribal Markings

The lutrai have an ornate system of markings that they paint upon themselves and one another.  While the majority of

these markings are decorative, the shamans of Kij are able to imbue special pro perties into these markings.  By spending

10 Essence and using spe cial dyes and ointments,  the shaman can spend one hour to apply the markings on themselves

or on a target.   A character can only benefit from one type of marking at a time, and the markings last for one day per

success on a Spiritual + Artistry  roll.  This is not considered a Miracle.  The markings can provide one of the following

effects:

Determination: +5 to Defence, Resistance, and Resolve

Protection: +10 Soak and Regeneration of 1/Round

Swiftness: +10 Initiative and +5 Speed

Bear Claw: Powers: Immunity (Fe ar), and V itality

Blossom: Powers: Enhanced Sense (Emotion), and Immunity (Disease)

Rabbit Tail: Powers: Alacrity, and Ambush

Sun: Powers: Immunity (Infe rnalism and  Necrom ancy)


