Powers

Appropriate Race: 2 DP
Available to ‘All’: 4 DP
Inappropriate Race: 6 DP

A Power listedn Italics canbe stacked, ineasing the bonusach time it is take The number in
bracketsbeside the Powerameindicates hov many times the power can be purchased by a
character Monsters can often take additional Powers beyondithiat If a chaacter gains Rower
from being amember of a Racéhey cantdl purchase these Powers without counting against the
limits for charaters.

Additional Arms (2) (Infernal, Wild)

The charactehasan additional pair of arms which are fully functional. The attaragains one
additionalAction each Round/hich musbe used by th set of arms. Ehadditional levegrants
an additional Action.

Alacrity (1) (Wild)

Thecharacter is uraturally qiick, and gains 85 toboth their Iniiative and theiSpeed Traits. The
charactemay spend 5 Essence to gain a#8bonun all rolls involvingagility ard quickness
(butnot on attack rol)dor the Sceneand may ustheir Defencéo avoidranged attackduring that
time. Each additional level grants +5 to Initiative and Speed.

Ambush (Wild)

The charactecan spring intoaion while othersre unprepadg and attack in wa tobypass the
target'sdefences. By spending 5 Essence, theacker goebefore anyone else’s Initiativeydcan
reduce the Defence of one target to 0 agamst gttacks that Round.

Aura (1) (Divine, Faer, Infern§

Thecharacter casheath therselves in a aura. Thisaura can be draple glow, or a field ofenergy
appropriateo the type of individual. By spending 5 Essetite character can shed lighttaplO
yardsaway for the Scendy spending 10 Essendbe character can make a Spiritual + Meditation
roll. Anyone who has a Defence of less than theacher’'s successes sufferdull Damage (3)
attack. This aura is affected by Soak. This ‘attack’ can be dmee per Round, but requires the
10 Essence to be paid each time. Each additional level grants Damage (+2)

Beguile (1) (Divine, Faer, Infern§

Thecharacter’s presence is entran@ang commandingWhen that presence is concentrated on an
individual,it becomes nearly impossible to resist. By spenfliBgsence, the character may make
a Social + Persuasion tagainst darget within 5 yards. The Difficultyf the roll is the target’s
Resolve.Success indicates that the target is charmed by thethéoaoneScene per success, or
until the target talsedamage. Therget becomes @ll-disposedowards the character, and may
becomeenamoured. Whehé effectsvear off, the target’s attituaeay change depending on how
they were treated. Each additional level redube target's Resolve by one against this Power.



Bleeding (1) (Infernal, Wild)

Thecharacter has a potergnom or perhapgsiows pressure pus (deatliouch). The character can
spendl0 Essence to augment any unarmed or naturak &baihe Scene. The attack inflicts two
additionalWounds each Round for the Scene upon a successful sidditional strikes wil
increasehe damage inflicted by the Power toye per strike. Each additional level increases the
base Wounds per Round by one, and the cumulative Wounds for successive stites by

Blending (1) (Wild)

Thecharacter can blend into the backgrolstoming dificult to see. By spendm5Essence, the
charactepbfuscates therakves for the Seee, and gains a&3+#otheir Defenceand +3 die bonus on
anyrolls to remain hidden from sight. Eaatiditionallevel grants another +1 to Defence and +1
die bonus.

Breathless (3) (Divine, Faem, Infern§

The character does not need to breathe as often as normal peogtel ¢an survive hout air
longer. The character’s Physical Attribute is considered thigdeer for howdng they an hold their
breathand gains a +3 eibonus on all Athtees rolls toextend this durationEach additional level
treats the chacter’s Phgical Attribute a®ne higher andrgnts an additioha1 die bonus.

Breath Weapon (1) (Faerie, Infernal, Wild)

Thecharactecan unleash a ranged att@eakich doemot have tde from the mouth), up b arange
of 20 yards. This requires the expenditure of 5 Essandéhe charactenust make an attiacoll
of Physical #Exotic Weapon against the target’s Defence. This is consid&aghage (5) attack.
Each additional level increases the range byat@sy and the Damage by (+2).

Cling (2) (Wild)

The character can grasp onto something and remain attached rahiéstigecharactethe ability

to move along any surface at their normal spdetjing to walls and ceilings, and beialgleto use

the environment to theadvantageThe charactealso gains a +3iel bonus to grape rolls and
opponentdhave a +3 Difficulty tryingo break free from such grapples. Each additional level
increases the die bonus and Difficulty-.

Discharge (1) (Infernal, Wild)

Thecharacter is capable idleasing a cloud of noxious or irritating substancerémge of 5 grds.
Thisis done by speting 5Essence and making a Physical + Exotic attddiose in the area who
havedo not have a higher Resolve than the successes generatadseated anade extremely
uncombrtablefor the Scene,ral suffer a +3 Diiculty to dl actions for the dration. The clod
remaingn place for the Scene and will affect anyone witers it, though it can be movbeg wind.
Each additional level gives the cloud an additional +1 Difficulty for those whaftected.



Echo (Wild)

Thecharacter usesound taeplace their visionThis echo has a range of 20 yards, and allows the
characteto operatavithout sight or indtal darkness. Whathis Power is active, the character gains
+2 additionalsuccesses when attempting to resist being ambushed or surprised by seithéone
20yards. This Powerallows thecharacter tdoypass inviddility or other camouflageffects which

do not include bypassing this Power or similar specifically.

Enhanced Sense  (All)

The character has a sense which is much shdr@emormal, or has a sense which isnainal.
Thecharacter can chooSgght Smel) Sound Taste or Touch The charactegainsa +3 die bonus
whenusing an enhanced sense for any form of rolhaeases thBifficulty of someone attempting

to bypass thenhanced sense by 3. Alternatiyéhecharacter can choose some other sense, such
asFaith, Infernal, Life Force Magic EnergyPsychic Energyor Spirits. This version grants the
characterautomatic deteion of the appropate type, anatural as their mmal five sensesAll
enhancedsenses have a range of up to 100 yards. Eddhi@nal level grants another Enhanced
Sense.

Emotion (Divine, Faer, Infern§

Thecharacter has ttability to ceate a specifiemotion inothers. The character spends 5 Essence
andmakes &ocial + Awareness against tiaeget’'s Resolve. The target feels the emotion for one
Sceneper success. Thamotio felt by thetarget can either be undirected, or towards the person
using the power. Each additional level grants an additional emotion.

Entrancement (1) (Divine, Faer, Infern§

The character has thability to transfix someone, meeting their gaze and holding them in place as
long as eye-aatact is kept. Theharacter sperstb Essence and kes aMental + Persuasn roll
againsthe target's Resolve. Success indicates the tarbelt] in place for as bng & eyecontact

is kept. During this timethe target haslzase Defence of 0 and can take no action. Each additional
level reduces the target’s Resolve by one when this Powdivistad.

Grounding (1) (Divine, Infernal)

The chaacter iscapable of withstanding magical effects, and most nqtatagical attacks. The
charactegains a Soak aghstmagical damage equal to the character’s Resist&amh additional
levelgrants the chracter an in@ase to their Soagainsitnagical damage equal to their Resistance.

Hydra (Infernal)

Thecharacter waborn with an adddnal head. This fagl actsnuch the same wags a normal head
doesand serious damage to one head doesmade théunctionality of the other (thus if one head
is destroyed, the character can still function). Theachar gains a +8ie bonus on all perception
orientedrolls and increases the Difficulty of surprisitige ctaracter by ambush by 3. Additional
levelsgrantghe characteadditional headsind increaseséldiebonus and Difficulty bonus by +1.



Imitation (3) (Faerie, Infernal, Wild)

Thecharacter isdept at imitatinglte sounds of natey and even othandividuals. Attempng to
do so convincingly is a Mental + Artistry roll. Thobaracter gains a +3edbonus to thisoll.
Successeare compared to the lower of a listener's Mental and Animal Kemu(iaral noises) or
Awarenesgvoice imitation). If the listener’s Attribute or Skill doestsurpass the character using
thisPower, theyare convinced the sound is genuine. Additional levels grant a ftdtluie bonus.

Immortal (1) (Divine, Faem, Infernd

Thecharacter is incredibly hard to kill. Atiyne the character would need to make a Death Save,
theymay spend 10 Essendéthe character fails tHeeath Save, they simply fall unconscious, but
will not die from thevound. If thecharacter pags the DeatBave, they regain one Health for each
successand do not fall unconscious. Abserver will be unable to tell a dead Immortal from one
whois simply unconscious through mundane methods. Each additionajrientd a +1 die bonus

to the Death Save.

Immunity (Al

The character is immune to onataral sulktance which can normally damage them. Examples
includesuch thingsasDiseaseDrugs andPoisonsor even thingaugh ad=aith. The character may
choosdo be Immune to Powers, Magar, Psionics, but must be immune to either a specific Power,
a specificForm of Sorceryor to a specifi€ield of Psionics. A character may not choose to be
Immuneto physical harm, (which is coverby Invulnerable). Beingmmune to &2ower may have
odd results — being Immune to Tongues, for exammievents the character from understanding
someoneavho isusing the Tongues Power. The character cantakéyanimmunity to a Power or
Gift which affects the character directly.

Toactivate an Immunity, the charaateust spend 10 Essence. The character then bebomese
for the Scene. In the case of passive effects, theatbeneduces the successesha effect by the
character’'skesigance(or if no roll is involved, issimply unaffected). If the effect inflicts damage,
the damage is reduced by twice the chteds Resistance before being applied tociharacter
Eachaddti ond level grarts the charader a newimmunity.

Infection (1) (Al

Thecharacter has a potent venom or septic claws or bite, or perhaps knows how taluiisiunz
charader can spend 10 Essence to augment any unarmedunalratack for the Scene. Any
woundsinflicted by the caracter’s nafral attacks inftt horrendous wands or do not clot vie
ThetotalHealth recovered by tivectim by any method is reducedtbyee, regardless of the method
used. If this means that theharacter would healnegative ammt, the charder’s Health awally
decreasest that time. This penalty persists until therabtr is restored to full Health. Each
additional level will increase the reduction by one (increasinghhace of Health loss).

Innate Weapon (3) (All)

Thecharacter hasatural weaponsuch as fangguills, claws, or stingers, @erhaps has refined
theirmartial techniques so their hands and feet do incredible daiRagardless of the method, the
charactemgains a Damage (+2) s on all natural attacks. Each additional level increases the
Damage by a further (+1).



I ncor por eal (Divine, Faer, Infern§

The character can become insubstantial. This takes an Action and 10 Essence, but grants the
characteimmunity to physical attacks. This immunity is aggd if the weapon is enchanted or
magicalin any way.The charactaran pass throligphysical ojects whilein this form, but can not
passthrough wardsromagical or psinic barriers. Becoming solid again requires an Action, but
does not requiredsence or efftr

Invulnerability (2) (Divine, Faer, Infern§

Thecharactehas gained inedibleresilience aginst physial damage. Anghysical aack against
the character suffers a Damage (1) penalBach adiional level increases the penalty to the
Damage of the attack by an additional (-1).

Iron Will (1) (Wild)

Thecharacter igery resigant topersuasion and manipulation. The character’'s Resolve is increased
by two, and can not be redudeelow?2 regardless of penalties or outside influence. Each additional
levelincreases the character’'s Resolve by two, andases the characterfinimumResolve by

two.

Large (4) (Al
Thecharacter is larger than normal. Each level in this Power increasesrtdert®Size by +1,
and allows the character to take a Size greater than 3.

Leap (Faerie, Wild)
Thecharacter can performincredible leaps boundsThe base jumping distances for the character
is doubled, and theharacter g@ns a +3 die bonumn all rolls involvingeaps and jumps.

Longevity (Divine, Faerie, Infernal, Wild)

Thecharactehas a longehan normal lifespan. This power doubles the character’'s normal life span
eachtime it is taken, and is cumulative. Thus, taken aamélesthe character’s life span, taken
againmakes it gadruple, ando forth. If taen five times or me, the charder is effectivly
unaging. Each level alsorgnts the chacéer one additicad succes$o resist angffect to age the
character.

Magic Resistant (1) (Wild)

Thecharacter is very resistantmagic and enchantments. The character’s Resistance is increased
by two, and can ndiereduced below 2 regardless of penalties or outside influence. Each additional
levelincreases theharacter’s Resistance by taod increases the character’s minimum Resistance
by two.

Pheromone (1) (Faerie, Wild)

By touching atarget’s bare flesh and expending 5 Essence, the characterduce the Resolve of
atarget by twdor the Scene. This penalty only applieaiast further rolls or effects by tlaeting
character. Each additional level reduces the target's Resobueeby



Regeneration (1)  (All)

Woundsheal veryquickly for the character, allowing them to reaoaeadditional three Health per
Round. The character can even spend 5 Essence to regseweaed limbor lost organ witim
twenty-fourhours, and also regrow lost fur or haiio keep or remove a permanent wound or mark,
suchas aattle scar or a tattoo, the character must spend 25 Essence. Each aldditibnateases
the character’s healing rate by #htdealth per Round.

Resilience (1) (Al
Thecharacteis physically resilient, and gains Soak (+Bhis is considered natural scaid attacks
which pierce armour do not bypass this Power. Each additional lexn&d G@ak (+3).

Scream (1) (Al

Thecharacter can unleash a loud scream, co&keen which cadeafen thoseearby. The character
spend$ Essence and experatsAction, rolling Physical + Athletics. Anyomghin 20 yards who
hasless Resolve than the character's successes are deafend@ented , suffering a +2
Difficulty on all rolls irvolving sound 6r the Scene and suffering a —2 Defence. Each additional
level increases the Difficulty byl, and reduces Defence by another —1.

Sixth Sense (1) (wild)

Thecharacter is verglert, aware of danger even before beingatiereed. The character’s Defence
is increased by two, and can not be reduced below&dkess openalties or otside influence.
Each additional level increases the character's Bedeby twg and increases the character’s
minimum Defence by two.

Small (4) (All)
Thecharacter is smaller than normal. Each level in this Pdeeeases the character’s Size-by
and allows the character to take a Size smaller than —3.

Strong Soul (3) (Al

Thecharacter is more connectedhe flow of essence in the world, and bamess it better. Each
time this Power is taken, the afader adds their Spiritual and Social Attribute to their maximum
Essence (effectively increasing the multiplier to deiee Essence be +1).

Taur (Al

Thecharacters a ‘Taur, a chacter with thedwer half of ondorm of a non-mgohic animal, and
themorphic form of an animal where the non-morphic head should be. The characterlrab$our
for running, ad ams. This gants a +Q to the chracte’'s Speed iad +2 to thecharaar’'s Size
(with a minimumbegnning Size of —1 and a maximum beginning Size or 5), and their Physical
Attribute is consideed three hjher for carryinglifting, and pushing.

Telepathy (Divine, Faer, Infern§

Thecharacter isapable of spedkg to someone ugirtheir thoughs. The target mustbwithin50

yards. The character must be awardhad target, andhile they an communicate ith the target,
thetarget must findome other method tcommunicate bé&c If the targt resiststhe charactenust
spend 5 Essence and make a Mental + Awareness roll against thie Registance.



Tendrils (Al

The character has two snake-like tendrils which can grab or crugppenent, or can be ad to
grapple. The tendrils can reach out a number of éegtal to ten plus theharacter’s Size, and adds
a +3 die bonus to all grapple-related rolls @aadll rdls for climbing ifthe charactenas solid
objectsto grip onto. Tendrils are considenshchwegons. Each additional level grants the
characteran additional paiof tendrils,and grarg an additional +1 die bonus for grappling and
climbing.

Tireless (All)
The character is considershave a Physical Attribute three higkigan normal to determine the
character’s ability to extend themselves without fatigue.

Tongues (Divine, Faer, Infern§

Whenthis power is in use, those who hear the charaptak can underdand the chaacter clearly.
Additi ondly, the character is capableundersanding anthing said bythose around thenrlhis
power does rot assist in written canmunication, but can work with Telepathy.

Transform (Divine, Faer, Infern§

The character is granted additianal form. Each additional level in this Power grants one more
form for the character to us&achform the charder has gains aiamber of ‘Power $its’ equal to
thetotal number of Powers the character possesses, incthdifiginsformPower. Thes8lots can
beused to pick Powers specific to the character’'s new form. Replacing the TransfornmnRower
alternateform doesot remove the character’s ability to return to thaie form These Powers
becoméfixed’ to the form the charactéraschosen, though the character gains additional Slots as
they gain new Powers. The form ntewe one level of the Large or Small Power for.free

TrueFlight (Divine, Faem, Infern§

The character can fly withothie need for wings. The character spand 10 Essence to gain the
powerof flight for a SceneDuring this timethe character is capable of free movement in the air,
with their Speed increaséy +5. The character is considered to havaysical Attribute of three
less to determin€arry, Lift, andPushwhile flying. The characteneed not rest t flight.

True Spirit (Divine, Faer, Infern§

The character’s health and spirit are intricately tieéttogy, essentially becoming one thing. The
character'€ssence andealth are combined into one Trait calMdna Manahas alkthe benefits
and hindranced toth the Essena@nd Health Trast

Vampirism (1) (Faerie, mfernal)

Thecharacter isapable of usingn Action taouch a target flesh to flesh, draining them of Essence
or Health. The character spends 5 Essence as part of an attatkeotharactedrains a number

of Essence or H&h equal to theiBpiritual Attribute, +1 per success, and recovers an amount equal
to what was los This will notlet a character go above their maximum Essence or Hédzdith.
additional level gants the chacder an additiodaddealth or Essemcdrained per sgess.



Vitality (3) (AN

Thecharacters healthier and mie enduring thamost common folk. Ea time this Power tsiken,
the character add their Sie, and Physad and Mental Atitbutes to their maximuniealth
(effectively increasing the multiplier to determine Health be +

Vulnerability (1) (Infernal, Wild)

Thecharacter has a potent venom or perhaps knovesgtabks. The charactean spend 10 Essence

to augmeat any unarrad or natural attack for the Scene. The attack inflicts a weakness upon the
target,decreasing their Defence, Resistance, and Resoltveokipr the Scene upon a successful
strike. Additional strikes will decrease these Tsaby one per strike. Each additional level
decreases the base Trait loss by one, and the cumulative Trait loss éssmacstrikes by one.

Water Baby (2) (Al

Thecharacter isomfortable in water, and adds +10 to their Speed siveénming. The character’s
PhysicalAttribute is considered three higher for purposes of holding their breath. Each additional
level increases the characteswimming Speed by10, and adds thedo theirPhysical Attibute

for holding their breath.

Weakness (1) (Infernal, Wild)

Thecharacter has a potent venom or perhaps kpoegsure points (atemi). The character can spend
10 Essencéo augment anynarmed or natal attack for th&cene. The attlinflicts aweakness
uponthe target, increasing the Difficulty of all rolls two for thee® upona successful strike.
Additional strikes will increase the Difficulty inflicted by tHeower by one per strikeEat
additionallevel increasesthe bas Diffi culty by one, ad the cumulative Difficulty for successive
strikes by one.

Wings (1) (Al

The character has wings, and is capable of powered flight.cfdracter’'s Spekwhen flyirg is
increasedyy +10, andhe charactezan continue tély for a number of hours equal to their Biogal
Attribute. The character’Bhysical Attribute is considered reducedhrgefor determning Carry,

Lift, andPush The character musest for one hour if they exhaust themselves with continuous
flight. Each additional el grantghe character a +5 bonus to Speed when flyimdjreduceshe
character’s penalty to their Phgal Attribute by one.



