Races of Kith Kanaan

A charactecan purchase parnatural linages, whichmantsthe character some innate abilities, and
acces$o supernatural powers at a discountcharacter can take multiple Races if they wish.
powersgained bytaking a Race @ésnot have an EsseadCost. FoDivine, Faerie, and Infernal
races, the character is not a full-blooded member of the race, but has armestgted to such.

Listed in Nation: 5 DP
Not Listed in Nation: 10 DP
Races
Race Sub-Race  Attribute Powers

Divine Angel +1 Spiritual Aura Invulnerahility Wings
Archon +1 Social Aura Tongues Wings
Daeva +1 Spiritual Aura Longevity Wings
Omi-Kami +1 Social Iron Will Magic Resistant Sixth Sense

Faerie Elemental +1 Social Aura Breathless Grounding
Miko-Kami +1 Spiritual Blending Grounding Longevity
Sidhe +1 Social Beguile Longevity Magic Resistant

Infernal Demon +1 Physical Large Resilience Wings
Devourer +1 Spiritual Bleeding Vampirism Wings
Enticer +1 Social Beguile Entrancement Wings

Wild Savage +1 Physical Alacrity Large Vitality
Draconian +1 Physical Large Resilience Wings
Griffin +1 Mental Innate Weapon Large Wings
Lutrai +1 Social Immunity (Disase) Small Water Baby
Pegasus +1 Social Large Tireless Wings
Phoenix +1 Mental Aura Immortal Wings
Unicorn +1 Spiritual Immortal Innate Weapon Regeneraon

Powers

EachRace has a power igie to themselves. For powers which require ‘touch’ to activate, the

power is restricted to others. A touch-based power can not be used on oneself.



Divine

Angel

The character is grigori, the descendnt of an Angl and a metal. Grigori are highly distrustd by the Joshuite faith,
asthey are belieed tobe birthedby sin(and their anglic ancegir to havedallen). The Jeshuites try to find ap grigori
theyhear of, iran attempta bring them ind the faib and protect thre from sin, hoping that joininghe religion willsave

their otherwise damnedouls. Grigori often have six wings, but may haess$, depending on thpaurity oftheir lineage.
Most are from Tarantis.

Merit

Angels gain the pover of Redemption An Angelcan sped 20 Essencend spend an Action to touch a target. The
charactercan not make this an attack, andistbe able to touch the target without making até&ck roll’, houghthe
targetneed not be wiihg. If he person toucheubs followed the Laws of the sbuites for the lasgeven dayshey feel
refreqied,regaining all Ssence andHealth. If the person has broken anythe Lavs of tte Joshu#s, thg feelsorrow
andloss, losing alEssence. Such a personnhmake a Spiritual + Meditation roll againatDifficulty equal ¢ the
Angel’'s ResolveTrait. Rilureresuls in the targebeing bound byhe Lawsf the Joshites br seven days. ThiBower
can potentially kill someone whohas the Pwer of True Spirit.

Archon

The race known agA\rchonsare commonly drawn from mortal stock, aasl sucthave strong ties to the mortal races.
The character is one such example of a descendant from the union of an Arch@mmant#l. These descendants are
consideregrofaneby the Joshuétfaith,and are banned from tdeshuite region. Archonsalmost alwayg have either
white orsilve featlered wingsor blackdemonic-lke wings. Most a& from Drachekeep.

Merit

Archonsgain thepower o Prescience An Archon can spend 20 Essence and gain an acute awareness of the area around
themand activities takig place there.This presciencesbts forlie Scene, and alwsthe characteto act and move as

is most appopriate to what isneeded during the duration. The character does rollsdivi¢i, butcan instead choaghen

to act. The character canl#their Actions up over the cours#f the Round at antyme,reacting to the actions oftars
and‘interrupting’ asneeded. The charactemcaake aMental + Awareness roditany time durng the Scene thipower

is active to knovanythingabout wha is occurring inthe immedate area whib isnot specifically blocked from scmyg.

Daeva

Daevaareless commomhan the other divine races, bué atill presentand are most often found guiding the followers
of Kij. The offsping of the Dava often hae four wings,much liketheir ancestor Daeva dfspring are relaéively
unknown to the gemal public.

Merit

Daevagain thepower of Purity. The Daeva can spend 20 Essence and tancindividual The person touched
immediatdy regains 10 Healtland 10 Essere, and until the next sunset, is immune to poisonsgsirand diseases,
including Touch of Death Undead can not use awoyfensivepowers on the indgidual, ncluding suchthings as
vampirism emotion beguile, andentrancement



Omi-Kami

The character islescended from the Fartesor Kami of theCelestdl Court. As such a deendantthe gins manyof
the benefits associated witlhe blood ofther ancetors. Such mdividualsare ofen four in Anatha. Omi-Kami
normally arenot winged and often apear as exeptional vesions of the maotals they represnt.

Merit

Omi-Kamigain the pover of Presence The Omi-Kani can sped 20 Essence to actte this powefor the Scene.
During this time, the chareter radiates gpowerful ard awe-inspirirg presencewhich can intimdate those who vould
otherwiseattempt to han the characterWhile this poweis active anyone who wises to make an aftk or perform
anoffensve acton agamst tke charadr mustpend a number gfointsof Essence equal twice the chiacter’s Spitual
Attribute. Failured spend the spend the Essence results in thekatt's resolve faihig.

Faerie

Elemental

The character islescended from thelemental noblesand carriesome of the regdlearing of tk dao, djinn, ifrit,
marid, orshade Such individials are coridered anong the ndle caste of thepeople d Anansie, andare often sent to
teachergo learn either mgic or religin at an early age Most elemental-borneappear &otic, showing some of the
elemental marksef their Ineage.

Merit

The chaacter’s power comesfrom the elenent associate with it.

Dao: By spending 20 Essencégetcharacter gas oneadditional succeson all rolls while &andingon soil
or sand, and regenerateH®alth per Round. This benefit lasts for the Scene. chlagactecan not
be harmed frm fallsor impactsagainssoil orsand.

Djinn: By spending 20 Essencehd character gas oneadditional succaeson all rolls while eandingon
elevatederrain (on a mountain, rod-top, tower) where wind Bows freely, andregenerate 3 Health
perRound. This benefit lasts for tiszene. The character can not be harmed by wind or lightning.

Ifrit: By spending 20 Essence, thkaracter gainene additioral succes®n all rolls while within the light
of a fire or touchindglame (includirng sunlight), andegenerate8 Health per Round Thisbenefit lasts
for the Scer. The chaacter can nbbe harmel by fire or hat.

Marid: By spending 20 Esence, the character gaimse additioral succes®n all rollswhile standing within
wateror while wet ard re@neates 3 Halth per Round. This benefit lasts for the Scene. The
character can not be drowned or harmed by water.

Shade: By spending 2&ssence, the character gaise additioral succeson all rolls while within shadow
or darknes, (includingmoonlight), and regenerates 3 Health per Round. This benefitftadtse
Scene. he charactecan see in dkness with pefect clarity.

Miko-Kami

The character is rlated to the spits of nature, descendeffom the lesser kami whichvié within the woods and
mountainsand plais of Anaitha or Naipon. Most see these characters as touched by theaspdrgseds, andestined
for ‘interestng’ lives. Theyare admire from afar,however, as their unearthhature unnerves the traditi-bound

peasant and mehant classes.

Merit

Miko-Kami gain the pover of Authority. By spendind20 Essence, the claatercan command the lesser spirits about

them to act aghe charactewishes. This my be to hae a rock le@ to strike an opponengr for vines ® entangle an

intruder, or for a dog to turagainst itsmaster. The character can command one spirit each Round for the Scene, and

thiscommand is represented by one Power most appateto the charactertesires. The spirit’'s Afbutes arequal
to half that of the character (roundwn), though the spirit has no Skills.



Sidhe

The character is kin to thenigmaitt Sidhe. The tribeof Aregon ad the peopl®f Anaitha arethe most familiarwith
the Sidhe and their dealings with mostabut their reaatins arequite different. In Aegon, thosewith obvious Sidhe
blood are ostracisd, kept atarm’s ength asnuch as posisle. No peson would besfoolish as tobanishor harm
someoneof Sidhe bdod, but all dealingsvith them are as minimal as possible. Anaitha, those with Sidhe blood are
treated as nobles, given the utmost resipand deference, as if they were amier of the knightly orders.

Merit

Sidhegain the pover of Phantasm By spendin@?0 Essence, the character can create a number of urgatdltreature
or items equala the charactés MentalAttribute, with a Cost anBulk of lesshan the charaet’s Spirtual Attibute.
The creations rmain ‘real’for the Sceneand fadeoff at the end of the $ene. Tlese creation act exactly as thie
normal caunterparts waild, and areconsiderel of Exceptional Quality by default.

| nfer nal
Demon

Thosewith the blood of demons tend to be drawnptiaces of violenceand destration. They are distrustechearly
anywherethough once they were part of the noble @htAranous. With the war® the south, many demon-kin have
becoménvolved, thaugh bothsides of th conflictboast demon-kin amonfeir ranks.To be demon-blooded doast
necessarilymakeone evil, hough for every onthat stives to overcomeheir infenal heriage,there are fie who revel
in it.

Merit

Demonsgain the powe of Savagery By spending 20 Essence, the character doubles their Physicidluggt The
character gais additionaBoak equalattheirnew Physial Atribute,and addshis Atribute as a bonut the ttal of
all Wounds inficted using melee or unarmed attacks. The charachews Physical Attribute does adjust to the
character’sTraits, andhe power remains dee for theScene.

Devourer

While true Entices are perhaps theost underestiated by the puldi and the mosefredby the knowledgeable, the
reverseholds truefor the descendants of the Devourers. These devilhkénulpto their ancestor’sttes, often holdig
greatappetites, andinding methals to rise within theanks of socety to sate their hugers. Devourers often fitone of
two stereotges — lean and hungrgr large andlew.

Merit

The Devourer gains the pwer of Hunger. By spendng 20 Esence, the Rvourer gans the abiity to eat anytlng,
regardlesf material orsize. The Devaurer’'s stomach becoas an Abyssand the Devowr can bie off and wallow
anythingthat fits into its mouth. For the Scene, the Devolgrbite attack has base Damage of (Physicaind ignores
Hardnessand So&, and the Bwers of Incorporeal Invulnerability, andImmortality. Anything devoured by the
character lecomes It to the Abyss. @&en time andintent, a Devairer can edanything

Enticer

Enticersare some bthe least undestood of theinfernal races. Tey are often sen as tle weakesof the infernals,
summonedo sate the desires of infernalists. The truththiese who mderstandwhat an Entier isrespects and fears
them,as they areapable of underming the willand morals of th@swho call themuntil theyare the ones pulling the
strings. Theirffsping are ot quiteas skiled as heir predeessorsbut are 8ll not to be nderestnated.

Merit

The Enticergains fhe power oUnbound By spending 20 EssencégtEnticer can bypasny restint which § used
againstthem. Thecharacter ould open a lcked door, sep through a magical ward, or ignore mind control. The
charactercan defeat ay systen whichis designed to keep them from going where they wish or doing aswis@y
Additionally, the Enticer ca attempt to mderminethe morals ad willpower of an individual, reducingthe target’'s
Resolve by the Erder’'s SocialAttribute while this power is actie. These bene§itremain forlie Scene.



Wild

Savage

The character isone of thesavage wild folk, those who are connected to themal roots, from the far north or sbut
While theterm ‘savage’ or ‘wild’ is often used, these characters at@aoessarily uncivilized, justore primal. Savage
charactes tend @ belarger tharthe normafolk of their breed, and ae more halthy and heay, but are also pne to
being unestramned.

Merit

The Savage gims the powe of Feral. By spendng 20 Essence, the character gains +4 to Defence, Resistande,
Resolve,as well as +10ctInitiatve and Speed. The characs DefenceResistanceand Resolve are uride to be
reduced beyond 4 whiléis power is atte. These bonusesmain for the dwation of theScene.

Draconian

Draconiansare the desendants of he True Dragons of the arerit past. Dracoan characterehd to be largethan
normalcharacters bthe same spaes, and hag large, draonic wings. More aspets of the charater may be daconic
dependingonhow strong thelragon’sblood flowsthroughhem. Dracorans arearely tustedas legeds are common
of dragons andhe horors tkey hawe inficted uponhe word aroundhem.

Merit

Draconians gain the pwer of Primal. By spending 20 Essence, the character grows mhi@eonic, gaining6 Soak,
and +2 to their Se as well as2 totheir Physical Atribute. TheDracorian’s wings andtail becomemore powverful,

gainingthe Draconian one addinhal attack, wile the Damage from the character’'s wintg), claws,and bite are
increased by +1. These l&dits emain for the Scee.

Griffin

Griffins were oncethe rulers of Aanous, andhe powerof that nation. The race has been unified for ages, amile
it is not common knowledge, thestory of the griffin rae is dark andsinister. Not every griffin isa part of this dark
heritageand theruth has ot yetcometo light. Inother nationsthe grifin race § often seensaa scholayland educated
race, with a nattal tendeng to positions @ authority.

Merit

Griffins gain the pover of Majesty. By spendng 20 Es&nce, the chaacter dobles theirSocial Attribute. Theharacter
gains additnal Resolve equab ttheir new Sociahttribute,and reduceshe successesfaany Skill roll involving this
Attribute used agaist tlem by two. The chaacter’'s new $cial Attribute does adyst to the chareter’s Traits, and the
power remains acté for the Scene.

Lutrai

Lutraiarethe chosen race of the gdessKij. Lutrai appear as smalljghtly chubby otters wiit thick tails andn almost
bear-likeface. Theyare perpetuahnocents and quatplayful ad friendly Most Lutrai comerbm the realm known
as Rym, but more anchore have bee born within the Shire Lands.

Merit

Lutrai gain the pover of Protecton. The Lutrai arg@rotected by Kijand can spend 20 Essence to make them immune
to any outside #ect which woud lower the Lutrai’'s Attributes, Traits, or Essencerftwenty-four hours. Angnttempt

to use such a power ae Lutrai by an Infernal or Urehd, or through the use# Shadow Magic, resudtin Kij's essence
pouring into he attackerand doing a number of Wounds equaltte Lutrai’scurrent Essence



Pegasus

Originally from the island of D'Remas, the Pegasus (plural: Pegasi) is the syindfdD’'Remesand were once the
messengeref thewild cout thatexised in theancientpast. Nowthe Pegagiace igare, ahost unhea of anywhere
exceptin D'Remesand are o#n at wamwith a umber of heir ra@ who succumlikto the Wre ofthe Infernal. Pegasi
are almost avays of uniformcolour, andare majesticand tall.

Merit

Pegasigain thepower d Liberty. By spending 20 Essence, tRegasus can steblemselves anst outsle influence.
Forthe Scene, when someone rolls againsPgasus’ Defence,distance, or Resolve, the appent needs aumber
of successes arl to the Pgasus’ Trat for the action tosucceed.Any roll less resuftin theaction &iling. If the acton
is a success, theall successes amt for the actim as normé

Phoenix

The Phoenixrace firstappearé in Anansie a race of nbles well resgcted anong the uper ranks é Anansie sogety.

It was thouft thatthe orginal siltan ad his bbodline wee ofthis race, until tragedy involving the rats of Aranous
putan end to it. Since thatte, therehave been whispered rumours of darekmbers of the Phoenix race, but none have
everbeen captured and proven to actually exist. The darkest rumour teesatdarknembers of the ragefuseto be
Reborn, as the pdicationwould rob them of thpowers they havgained — whatevehat may be.

Merit

Phoenixgain the pover of Rebirth. By spending 20 Essen@Phoenix catrigger a Dedt Save, or caactivate this
powerduring a namal Deah Save. he Phoaix addstheir Spiritual Attribute to the Death Save, afivd every success,
the Phoenixregains 10Health. If the Pioenix wishes, they can mad& this an attack, @ing 10 Wounds to ayone within
5 yards of then for each siccess on ta roll.

Unicorn

The rulers of DRemes for countless generations came from the rankseobJhicorns. The original Unicorns were
majesticnhoble, and fiece, both ingiring and tenifying. The Unicorns of Kit Kanaararesaid to be descendants of the
true Unicorns of D’Remes, formed whethe island chain firsappearel. Unicorns are normally tall, graceful, and are
either white or black.

Merit

Unicornsgain tle power ofimmaculate. By spending 20 Essence, a Unicorn can touch an individual with their horn.
The individual is purified, regaing full Health. Secondlygnything foreign to theubject isremoved. This incldes
blessingsand curses, poisons, diseases, drugs, enateris, geasa, possession, or amglelse of a similar nater
Additionally, at any time that &nicorn speds Essence, this ®ndary dfect is activated a the Unican immedately,

with the same results. Fimyla Unicorn’s horn can bypass Soak dndulnerabiity, having a naturaDamage equal

to the Unican’s Spirit.



