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Introduction

This book is ‘work in progress’ and liable to be for a some while – it needs a great deal of addition and existing abilities need more thorough playtesting. 

This copy September 2008, it includes any suggestions made that I thought could be easily included  -I will go back through various suggestions at a later date. 

This book contains those extra abilities that those characters who achieve master level can buy. These are called ‘Grand Master Abilities’. One can only buy them once master rank has been achieved in the ability they derive from. 

All of these abilities cost a base 60 points unless it specifically says otherwise.

Some of these abilities can be bought more than once. In such cases, the cost of the ability is multiplied by the number of times a character has purchased it, including the one they are just buying. Thus, the second purchase of an identical ability is at double cost, the third triple and so on.

Where an ability has a word or phrase in brackets such as:

Persistent (element) source

Then the ability is different if the word in rackets is different. So, Persistent Fire Source is a different ability from Persistent Water Source. 

Grand Master abilities cost half if a character has a true talent in that ability. 

Some abilities say ‘this ability may be enhanced to…’ in which case the ‘enhancement’ counts as a new Grand Master ability. In most cases, this will mean it costs 120 points to add the enhancement. If further enhancements after that are listed, then the cost continues to increase. Record this on character sheets either using the name, if the enhancement is given one or a number in brackets. So, if you buy the enhancement to arrow cutting them write ‘Arrow Cutting (II)’. 

GM abilities that require two abilities to master require you to be able to buy GM abilities of both, but cost a normal amount. If you have great talent in one of those abilities the cost is 45 points, two 30 points and neither 60 points. 


General Grand Master Abilities

The following can be purchased by a master in any ability. 

Powered (ability name): character gains one free power per scene which can be used to fuel any of the skills granted by the ability. This power is not of a ‘type’ as such, as it may only be used to fuel the ability it is purchased from. This may be used on anything the ability allows and includes use on the relevant ‘lore’ skill. This may be taken multiple times. 

Benefit of (ability) training: character gains 6 power added to their base amount. This may be assigned to any type of power that the ability uses (though only the ones listed at the start of the ability) and the player may choose at the start of the event which power type or types to apply it to. It may not be applied to knowledge if the only thing the ability uses knowledge for is a base ‘lore’ skill.   It can be split between different types of power. This ability may be taken more than once. Permanent power losses may not be applied to this power. 

Creative Talent (ability): bought for any ability that allows you to learn ‘extra’ things (schematics, ritualism, magic, mathmagics, herbalism etc etc) this ability allows you to research stuff to journeyman level. This can be increased to Creative Genius (at increased cost, so base 120) allowing master level research. This has to be bought for each different ability separately. These abilities are only of use in Frail Lives. 

Eye for Talent (ability) – by observing all those little give aways that true experts can sometimes notice you may determine the rank of a person in the skill you have bought this for. This requires either at least ten minutes contact with them, or contact with them when they are using the ability. Costs 1 knowledge. Will tell the rank (novice, apprentice, journeyman, master, master with GMS, master with more than ten GMS). If they have more than ten GMS they are mostly likely rather famous, and will have heard of them anyway. 




Agility
Corrected for V3.


Celerity: you may now use agility versus  mêlée attacks that you were not aware of, as long as you are ‘up and moving’. This allows use versus backstab and love tap, but not against murder. The cost to dodge attacks that require you to use celerity is doubled. If you are generally passive, sitting down, not really aware that anything is going on or otherwise not ‘active’ then you still may not dodge. This may be upgraded to cover thrown attacks, upgraded again to cover missile attacks and upgraded a third time to cover magical attacks. 

Duck and Cover: for 1 skill (and with suitable role-play)may be considered to be 1 pace further away from the source of any area effect. May be bought multiple times to allow for more paces at more cost. To use this ability, the character must hurl themselves immediately away from the area effect source. This may be expanded to enhanced duck and cover at increased cost which negates the double cost for dodging ‘small’ area effects like fire strike (but not homing effects like Living Galvanic Discharge). The same role-play is required. 

Unpredictable Movements: it is harder for the character to be hit by ’accuracy’ attacks. The first ‘accuracy’ attack taken in a scene is dodged at normal cost. May be taken multiple times to allow second, third etc attacks to be dodged at this cost. 

‘Don’t touch me’: the first touch attack in a scene that you dodge costs normal instead of double. May be taken multiple times to allow second, third etc attacks to be dodged at this cost.

ZigZag: as long as is moving quickly in a zigzaggish way pays only one power to dodge missile and thrown attacks. 

Run for the Hills: whilst running either away or acting in a general attempt to avoid everyone and fleeing the scene rather than closing on enemies and the character has been doing this for at least 10 seconds, then base costs to dodge is halved (rounded up if applicable). This ability only applies when it is very clear and totally cut and dried that it should. If in doubt, it does not. A character cannot be deemed to be ‘fleeing’ more than once in a scene (you cannot flee, come back and flee again). 

Squirm: when pinned, but otherwise able to move ‘a bit’ may dodge at double cost (for example, Grasping Hands pins your legs, but you can still wobble them around so you can dodge blows striking your legs using this ability).  

Balance: for one skill  may resist any effect that would cause you to fall over, but must take at least three paces in varied directions as you ‘catch your balance’. This applies to knockdown (virtually converting it to a knockback).  Some spells let people with agility keep their balance anyway. Some do not. 

Concentrated Defence: after having dodged one opponent at least twice may choose to concentrate on that opponent only. Dodges against that foe now cost one less power (minimum of one) but dodges against anyone else are doubled in base cost. This reduction and increase lasts the scene.

Dive: for 2 power if within a pace of someone targeted by a non physrepped range attack may dive in the way (if it would be plausible for the type of attack), taking it themselves. They could soak that attack, but obviously not dodge it. 

Armoured Dodge: may be purchased multiple times and each purchase reduces your effective armour class by one for the purposes of computing how much it costs you to dodge. 

Grace – grants a free dodge a scene against mêlée attacks only. May be purchased multiple times. 

Thousand Yard Stare -dodges versus ranged attacks(including magical ones) become a base one point cheaper (minimum one) but in any scene that this ability is used dodges versus mêlée attacks are doubled in base cost.

Skirmish  -if you fight a foe in mêlée combat and dodge them, and subsequently disengage for ten seconds or more (of they disengage with you) and you end up fighting them again(in the same scene) then you gain one free (mêlée only) dodge against them when you re-engage. This may be applied to multiple opponents   (gaining as free dodge against each) in the same scene, and the use is judged very harshly. Only one free dodge may be gained per foe per scene, but this may be bought multiple times to increase the number of free dodges that are possible. However, each free dodge requires another instance of disengagement. 

Use of Cover – if next to, or in, cover (such as next to a tree or ducked down behind a wall) that could totally conceal you from a foe and would reasonably stop the attack they are using then you gain one free dodge a scene, activated by ducking behind the cover fully, against any sort of ranged attack you could normally dodge. This may be taken multiple times for extra dodges.


Grace Under Fire – adds one free dodge a scene for use against thrown and missile weapons only. May be taken multiple times for multiple dodges. 



Apothecary
Corrected for V3.

Vaccination: must also be a master physician, may create a lesser version of a disease which they can administer to someone -4 knowledge to ‘do the research’, 1 knowledge per does. Person dosed gets a minor version of ailment (unless it is very potent) but henceforth can resist that disease, for the rest of the event, for 1 body and may ‘buy’ the vaccination such that it is kept between events at normal prices. The apothecary may also pay 6 points for the ‘vaccination recipe’. 

Extra Batches: each purchase of this ability allows the character to start with 3 extra batches. 

Apothecary Analysis: although it is often possible to learn how to make an apothecary recipe by analysing a sample of it, this ability allows any recipe to be learnt from such analysis with suitable role-play and at a cost of 1 knowledge per rank (plus the points to learn the recipe). 

Preparation Mastery (preparation): taken for a specific recipe (and a specific sub recipe if options are available, such as power type restored) a ‘batch’ is now deemed to be one higher. May be taken for different preparations or at increased cost for the same preparation. 

Disease Cure Batches – once the apothecary has made a single dose of a cure for a specific disease, they will be ‘in the swing’ and henceforth be able to make cures for that disease in batches. 

 Supernatural Cures – after a deal of study on the nature of supernatural poisons and diseases, the apothecary can henceforth cure them exactly as they could a mundane poison or disease. 

Tailored (preparation)

Bought for a specific preparation this enhances the effect of that preparation on the apothecary as long as the apothecary made it themselves. 

Blood Pill – adds two levels of fitness rather than one.
Coagulant – grants five power rather than three.
Painkillers – grants five power rather than three.
Elixir of Strength – lasts until the next rest, break or sleep scene. 
Nerve Pill – lasts until the next break, sleep or rest scene and the character can regain power as soon as the effect ends. They may also choose to have the effect wear off during any scene change. 
Mind Focus – grants 2 free willpower.
Rage  -grants ten power rather than five.
Potent Tonic  -restores three power(must be purchased separately for each type of tonic). 

An apothecary may also buy the Tailored (herbal potion) abilities available to a herbalist. If the character is both herbalist and apothecary then the GM ability applies across the two skills (so if you have Tailored Health potion as a herbalist GM, it applies to any Health Potions you make using Apothecary). 

Skilled dispenser  - may dispense a preparation or potion such that the person taking it will gain the benefits of tailored preparation (if the apothecary has that ability for that preparation). This costs one knowledge and the preparation must be take immediately, not deferred. This ability applies both to herbalism and apothecary (if one has both)

Concoction – Allows for two pills, tonics or potions to be combined into a single pill. These must be different pills, and they must already have been made. This applies to novice and apprentice rank preparations only, it must be enhanced for 120 points for journeyman and 180 for master. Combinations can be apothecary or herbalist so could be a pill that is a blood pill and a health tonic. Or a pill that grants the benefits of two types of tonics ( in which case both count as a single ‘refresh’ effect).

Creating such a concoction requires 1 knowledge per rank of each preparation so combined. This ability can be enhanced to Skilled Concoctions which halves the knowledge cost (round up) to produce such concoctions. 

Distilled Vitamins – constantly dosing themselves on vitamins and strange concoctions, the character gains one of each type of power. 

Self Experimentation – dosing self on various cures, as well as being exposed to many diseases and poisons grants the character one rank of fitness to resist poison and disease. This stacks with fitness but does not grant fifth rank resistance, rather giving one free power to resist. May use knowledge to fuel resistance to poison and disease. 

Wild Experimentation – requires creative genius and bought on top of it, so base cost is 180. For 8 knowledge my try to create new recipe on event, which must be a response to something relevant to the event in some way. Player needs to specify how it will work, recipe rank and so forth. Refs may change it a little, but if it needs changing a lot experiment will likely fail. Should take at least a half hour or so. Recipes so created should be pretty specific in their function, not of general utility. 
Arcane Script
Corrected for V3.

Secondary Script  -adds a second script which in all ways counts as your first script  -you can write scrolls, read scrolls for one knowledge etc etc. This may be taen multiple times at increased cost. 

Script Mastery  -now counts as 5th rank for the type of scrolls that could be written (but does not allow one to start with 5th rank scrolls unless the character can cast that effect). 

Counterspell – counterspell scrolls may be read and ‘held’ in mind suich that they can be used merely by stating the incantation (elements be still, or similar). One essence or willpower is paid at the time of use, reading costs when it is read. 

Invested Power  -scrolls now cost one less faith, essence or one less bound elemental to create, to a minimum of zero.

Scroll Trading – you may now start with scrolls of any spell effect that can be made into a scroll listed in ToTT, excepting combined elemental spells.

Self Labelling – You gain one free willpower for the purposes of  when naming an object that you have written a label for in arcane script .

 


Armour Use

Extra Soaks – may be purchased multiple times, each purchase increasing your rank in armour use by one for the purposes of computing your free soaks. 

Soak Extra Damage: the maximum damage grade that can be soaked is increased by one, such that if you were struck on armour class two, then you could soak triple. This may be purchased multiple times at increased cost. 

Unshocked: if soaks the wound from the blow on armour (completely) may also resist the effects on a ‘shocking blow’ for 2 skill. This may be upgraded, at increased cost, to ‘Unstunned’ which additionally allows stunning blows to be reduced to a shock for 4 skill. 
 
Heavy: if wearing heavy metal armour (chain or plate) may resist knockbacks and knockdowns for one skill. Must instead stagger back a pace/half a pace. 

The Old Heave Ho: so used to pulling against heavy armour and well used to centre of gravity and so forth, may spend 4 body to stay upright for a scene if struck by an effect which would pull the armour to the ground. May not use skill in any way(including on armour use, but may still use free soaks granted by armour and rank) during this time, however. If the character moves more quickly than a very slow walk whilst this ability is active then they lose the benefits and may not apply them again that scene. 

Skitter – elemental attacks that are formed around a solid blade (like burning blade) and inflict no more than elemental single may be soaked as long as the weapon and damage grade could be soaked, the weapon being deflected before it bites in. This costs 4 skill.


Insulation  - if wearing armour that has a thick leather layer may soak electrical attacks for 4 skill per damage grade per location. May be upgrade to thick insulation at increased cost that allows one to soak electrical effects that do not cause damage(like shock and jolt) for 6 skill.  Also, this upgrade mean you only need to pay to soak two locations when an attack hits all of them. 

In both cases if the attack is on a weapon blow you must also soak the weapon blow as normal and, if you cannot, you cannot resist the electrical attack. 

Hot Metal  -as above in all ways, but requires metal armour (not studded or plated armour, but honest to goodness chain or plate) and applies against fire. Upgrade is called Burning metal, and only decreases ‘all location’ costs, it does not apply to non damaging fire. 

Full Helm: must be wearing a helm with some sort of visor (to be larp safe, this should restrict vision, but not TOO much). May avoid gaze attacks for 2 skill, having assumed to use the lack of vision to not look at the time. May not work against ‘always on’ gaze attacks. 

Armour Survival  - weapon blows that would break armour through force or (less likely) skill will not break your armour if you spend 2 skill. 

Weighty Strike – requires heavy metal armour and, for one skill, allows the weight of this armour to be put behind a blow, increasing the damage grade of that blow by one. This stacks with other increases in damage (only) and the cost to use is paid whether it hits or not. The ability may only be used once per foe per scene. 

Deflective Plate – when ‘solid’ plate armour is struck (such as a breastplate) blows from bladed weapons are always treated as single if they do a higher damage grade (does not effect other special effects), as plate is built to deflect such weapons. 

Cushioning Leather – as deflective plate, but armour must be leather (even if under some other sort of armour or part of some other armour) or quilted and applies to blunt weapons. 

Held Together  -armour will slow bleeding as it holds the wearer together – the onset of a mortal wound, or death from a mortal wound, caused by physical injury is delayed one scene. 



Armsman
Corrected for V3.

Armsman Combination (two choices)

This is in fact multiple abilities, each one combing two standard armsman abilities such that they can be used as one call.

The abilities that can be so combined are: accuracy, double, through.

The character picks two of these and buys this as ability – for example, ‘double through’.

Such combined calls cost 2 skill to use.

The combined call is treated as a different call for the purposes of using an attack on someone that has been missed than either of the abilities that make it up – for example, if you missed with a double, you can still call double through (the reverse is also true).

Each one of these abilities may be enhanced for 120 points base such that they cost only one skill to use. 

Magic Weapon(damage type)

A number of different abilities that require both armsman and one form of elemental magic to master (the form must be applicable to the type of damage and one must be bale to  cast a spell that causes that type of elemental damage). They allow a specific type of spell damage to be combined with the armsman skill double (which one must have). For example, a master armsman and fire mage could purchase ‘Magic Weapon ‘flaming’’ which would allow them to use one skill whilst wielding a flaming blade to make the flaming damage a flaming double. All normal armsman restrictions apply to the ‘double’ portion of this ability.

Master (weapon class): gain 1 free power per scene for use on abilities derived from armsman, but only with one class of weapon. This class must be named when the ability is bought and be specific. May be bought more than once for different weapon types as a different ability or more than once for the same weapon type as the same ability. 

Specialisation (type of weapon)

Grants a specific special ability when using a particular weapon. These abilities follow the normal armsman failed usage rules and cost two skill to use unless otherwise specified.

Knife – ‘Shiv’ - causes a deep wound to something vital that also bleeds such that it may not be healed by use of body. ‘Regeneration’ style abilities cannot be applied to it. Costs only one skill. 

Sword ‘Sever’ – if this blow causes a wound (which can be soaked as normal) then the location struck is deemed to have been cut completely off. The body will not have that part if they are raised as undead, even if they return as some sort of spirit, and if it was a critical location then they will not be able to return at all (abdomen means no legs). Costs only one skill.

Axe ‘Chop’ – used against a wooden hafted weapon or a shield this attack causes an infinite number of break effects. Used against a creature made of wood, it costs five might to soak. 

Mace ‘Bonebreak’ – used against a creature with bones under flesh this attack means that if a wound is inflicted (soak as usual) then the target is deemed to have broken bones in that location. Once the wound is healed, the target has to pay double power cost for any power use involving that location (everything is head or chest) until a rest, break or sleep scene or the application of a cure mortal effect (that costs no perm power). 

Used against a creature whose bones are not supported by flesh (like an undead skeleton), such a blow costs five might to soak. 

Staff ‘Unbalance’ – this attack costs twice the normal power to dodge and, if it connects (even if the wound is soaked) it unbalances the target such that they cannot use agility at all until they manage to be out of combat, using no power and standing still for 10 seconds.  

Polearm ‘Impale’  -only works if the blow lands on chest or abdomen, the wielder must let go of the weapon and the person struck must hold the other end in some way into their body (under an arm will do), representing the awkwardness of fighting with a spear stuck through one. If the weapon is dropped or similar(or they never manage to get a hold of it) then the target is deemed to have pulled it out, taking a stunning blow (which may be resisted as normal). 

Hammer – ‘Armour Break’, useful against rigid metal armour only, causes one ‘break’ effect to that armour, though only the armour on the location struck is so broken. May also be used as a normal shield break. 

Weapon Talent: as the apprentice, journeyman and master ability, gain the ability to use a special you already can use with one class of weapons and extend it to all classes or choose a new ability which you may use with one class. May be taken multiple times.

Triple(weapon class): from the ability to do double with a specific class of weapon gains the ability to do triple with that class of weapon. Calling triple is considered to be in all ways a different call than double. It costs 2 skill to use. This ability costs 120 points.

Quad(weapon class): from the ability to do triple with a specific class of weapon gains the ability to do quad with that class of weapon. Calling quad is considered to be in all ways a different call than double or triple. It costs 3 skill to use. This ability costs 180 points.

Quin (weapon class): as above, base 240 points, 4 skill to use. 

Mortal Blow (weapon class): from the ability to do quin with a specific class of weapon(base cost 300) , may call ‘mortal blow’, which is considered to be a quin if it hits a limb. If it hits a vital location then it may not be soaked and mortally wounds (or kills if a normal target) the defender. This costs 6 skill to use. This ability may only be used once per scene(misses count as using) and costs the user half the skill even if they miss. This can be dodged. 

Fatal Blow (weapon class), from mortal blow(base cost 360) with a weapon class, 8 skill to use, otherwise as mortal blow but will kill anyone outright. This is a different ability to mortal blow, and each can be used in a scene once. 
 
Arrow Cutting(class): with one class of weapon you may try and parry arrows. This ability costs 1 skill to use for one scene. This ability may be enhanced such that it may be used with any weapon. 
 
Failed Usage(weapon class, ability) – taken for one armsman special ability, which must be one of the abilities available pre master. . This may be taken multiple times to add new weapon/special ability combinations or to allow a particular ability with any weapon, but at increased cost. When the character misses with a special attack type and could normally not use it on the same target again in that scene, they may choose to use the power the ability would have cost if they had hit and try again  - they must pay again for any later use and if they miss may again choose to pay the power and try again. May be enhanced for 120 points to be apply t one ability but with any weapon. 

Precision (class): may call ‘precision’ for 6 skill with a specified weapon class, which must be a one handed sword or dagger. A precision attack may not be dodged in any way. You must have accuracy with the weapon class to purchase this skill. 

Riposte(class), if you parry a blow with a standard (not GM) armsman special call on it and you could call that attack type with the weapon you are wielding, then you may do so for one skill on your next swing(which must be pretty much immediately), even if you had already used that attack call and missed. You may buy ‘riposte master (armsman ability)’ at increased cost for any named ability, allowing your riposte to be free. 

Focussed Attack – when activated, at a cost of 2 skill, grants 4 skill for use in that scene on offensive armsman abilities only. For the rest of the scene any use of skill for anything else is doubled in base cost. This may be enhanced to improved focussed attack which ups the skill granted to 6.

Concentrated Attack – from improved focussed attack (so base cost 180), the character gains 10 skill, but only for use against one foe. They may instead choose to use Focussed attack as normal (but not both in the same scene). The other restrictions still apply. 

Fleché – can only be called if you were recently (within a couple of seconds) in front of a target and are now behind them, and you have moved in such a way as to get behind them (normally by running past). It cannot be used if the foe’s movement took you behind them (such as them turning round). Fleche cannot be dodged as long as the attack comes from behind the target. It costs one skill to use and follows all normal armsman skill rules. It is hard to use and judged harshly. It should be called as ‘precision’. 

Savagery – requires the ability to do double using armsman skills with a two handed weapon. When using a two handed weapon which double could be done with, may activate savagery for 4 skill, allowing double to be done on the first blow against every opponent for the rest of the scene. This does not cost any more skill and does not count as a use of the double ability. No other abilities may be combined with this strike.  This may be upgraded to enhanced savagery, which makes the cost to activate 2 skill. 

Dancing Blade – as savagery in all ways, but replace ‘double’ with accuracy and two handed weapon with one handed sword.

Precise Blade – as Savagery, but one handed sword and ‘through’.

Zanshin/The Stare Down – maintaining eye contact with a foe(which neither you nor they break), with a hard stare, for at least ten seconds before any combat has begun allows you to use any armsman ability you have at no power cost on your first blow.

The Crease – from Zanshin (at base 120 cost) and only useful against a humanish enemy, lets you recognise the ‘moment of commitment’  -when the foe has decided to commit themselves (when their forehead creases, or they show some other sign). You have to have done what is required to activate zanshin, but you now ‘know your foe’ and gain six skill for use that scene against them (may be used for any skill based ability). This may be upgraded to ‘master of the crease’ (base 180) meaning you gain twelve skill rather than six. 

Fencing  -requires master agility and may only be used with a one handed sword when the other hand is empty. Base cost to dodge the first melee attack from each foe reduced by one. This will stack with other reductions. 



Assassin
Corrected for V3.
Murderer: for 6 skill ‘murder’ may now be called under the circumstances that backstab may be called at journeyman assassin. 

Natural Born Killer: for 8 skill may call ‘death’ under the circumstances which a novice assassin could call backstab. There is no normally available resistance to it and it kills the target outright.

Anatomy Lessons: may now use any assassin ability against something that has a human body, even if that thing is not a normal person (primarily, this is of use against the undead). It does not work against skeletal creatures  -they need flesh and organs. 

Precise Blade: when using a small bladed weapon, such a dagger, the cost to use backstab and murder style abilities is reduced by one to a minimum of one. 

Blade’s Belief: the assassin becomes so confident of their ability to kill from behind they may now use all assassin abilities on wasteland creatures.

Fatality: one skill used on a target of an anatomical type that the assassin could backstab who is unconscious or pretending to be unconscious, this ability kills them outright.  It may be soaked only if the ability being used specifically mentions this ability or covers anything. 

Kindey Strike – does not have to be to the kidneys, but is a shocking blow with any mêlée weapon that must be delivered from behind against a flesh and blood target and causes a shock. Costs 2 skill. May be upgraded allowing a stun to be called for 4 skill. Called as shocking or stunning blow, and resisted as they are. 

Laying Low – gains 2 free willpower when either physically (in a corner) or socially (pretending to be someone else) hiding to resist any effect that would cause them to ‘break cover’. May be taken multiple times, grants only free power, no special resistances. 


Blood Magic





Bowman
Corrected for V3.

Precision: from accuracy and only with one type of weapon (bow or crossbow) this makes the shot impossible to dodge using the agility ability. The ability costs 4 skill to use and follows all other normal weapon call rules excepting that it cost 1 skill even if you miss. Any ability that allows you to ‘real world’ try and dodge or parry an arrow may still be used.

Weapon Talent: as the apprentice, journeyman and master ability, gain the ability to use a special you already can use with one class of weapons and extend it to all classes or choose a new ability which you may use with one class. May be taken multiple times.

Triple, Quad, Quin, Mortal and Fatal may be purchased as the armsman abilities.

Knockdown  - arrow shot causes a knockdown for 1 skill and following normal skill rules for shots. Knockdown applies even if wound soaked and applies if a shield is struck. 

 

Crafter

Forgery  -for one extra power may make a masterwork item that looks like a superlative item. Only a master rank inspection would reveal this. 


Demonology
Edited for V3


Book Of Evil (may also be purchased as a necromancy ability, but if you have both abilities may only be purchased once). 

Set loves secrecy, but hates the fact that secrecy means that evil deeds die with the doer, and evil knowledge is lost when the learned one dies. Because Set hates such things, other evil powers hate them too, and there is a subtle, but strong support for evil-doers who write things down. 

To benefit from this ability the character must have recorded their evil deeds in some way. They must be plainly stated (though the author does not have to give their name, but there certainly has to be enough detail that with some investigation a court would convict) and detailed, though they might be in a code or strange language. 

This ability causes you to be touched by evil. 

When this ability is purchased the characters faith is permanently and irrevocably reduced to zero, may never be increased and no free faith may be used nor other power used as free faith. 


This record must be on event for the character to benefit. It grants them extra base power, of which at least half must be added to willpower, none to faith, and the rest split as they wish.

Deeds recorded grant power as follows (if in doubt, take the lesser):

Deeds that are morally questionable in the extreme or would see you in court grant one power (theft, assault).

Deeds that would get you punished with death under British Law get two points (murder, rape, demon summoning).

Deeds that would make any sane person vomit grant three points.

A single ‘deed’ can only count once, so if you break in to someone’s house to murder them and steal their things, it counts as two, not four (two ones and a two). 

A character who buys this ability may record any deeds they have performed on event  or in FL and one extra deed significant to them but not ‘uber plot’ significant (killed my mother in a fit of rage with a carving knife for two points, or slowly dismembered her kicks and giggles for three). They may add one ‘non uber plot significant’ deed between each event.

In order to benefit from this ability on a given day, you must have either added to the book the previous day, or read it to remind yourself of your own depravity. 



Unholy Water  -by verbally evoking whatever powers of evil are your favourite, or such powers in general, may make unholy water. This costs one essence.

Unholy water works and is made (from a rules perspective, anyway) very much like its holy variety, but causes demonic damage and works on good things rather than evil things. It has to be carried in a good physrep, but the OOC quality physrep might represent something pretty manky IC.

Someone with this ability starts with 3 bottles of such water each event. 



Sense of Influence -1 psyche, may sense if they personally are under some demonic influence or just coming under some. This can be called by the player or may be triggered by the ref. It may allow one to use defensive abilities against influences you would otherwise not be able to resist because you were unaware of them (for example, using a holy symbol to resist a subtle curse). This may be upgraded to ‘Greater Sense of Influence’ which extends the ability to objects that are handled or places that one is in. 

You need to make sure the referee knows you have this ability. 

Personal Seal -the demonologist may carry a ‘personal;’ Solomon’s Seal. This is usually worn pinned to the clothes, or perhaps in a pouch around the neck -it does not have to be visible, but does have to be carried in a ‘cool’ way, not just stuffed in a back pocket.

Such a personal seal is not an object of power in its own right, but a focus for the demonologist’s will. They take several weeks to replace. The power of the seal is lost if it is not on the demonologist’s person for more than a scene or if they summon any demon whilst carrying it. It could be replaced for a subsequent event.

Whilst carrying such a seal the demonologist gains 2 free willpower to resist demonic effects (though grants no special resistance).

The following abilities require Personal Seal as an ability and an active personal seal in order to use them. They are a base 120 points each.

Physical Seal Barrier – the demonologist gains master toughness for the purposes of resisting demonic attacks (including weapon blows) and may fuel the ability with willpower.

Visible Seal – the demonologist gains 3 free willpower to apply to any seal ability or resistance to demons as long as the seal is clearly visible and has been for at least a scene.

Sealed Power – the demonologist gains 3 free willpower to apply to any seal ability or resistance to demons but the power of the seal is lost if they use the power of any bound demon.

Seal Replacement – a new personal seal may be made on event (drawn if on paper, re-traced if engraved in some way) at the same cost as drawing a Solomon’s Seal. Such a seal takes a while to become effective, regaining its power at the next rest, break or slep scene as long as it has been worn in the meantime. 

Engraved Power  - the demonologist gains 3 free willpower to apply to any seal ability or resistance as long as the seal is an ‘engraved’ physrep, like an amulet with the seal on it, not something on paper. 

Master of the Key – may be purchased multiple times at increased cost, each purchase granting one extra power when utilising a Solomon’s Key. 


Warding Sigils: Sigils(if known for a demon) can be drawn across a portal (window, door or similar) or around the edge of a Solomon’s seal, and completely prevent access or use of powers across the warded area by that demon and by any of its minions. Costs 1 willpower and 1 knowledge. 

Sigiled Weapon  -drawing a sigil on a weapon (can be traced, does not have to be visible) makes that weapon a bane versus that demon (5 might to soak and shock for demons above minions, minions cannot soak) for the next three blows, or one blow if used by someone other than a person who knows that sigil. Must know the sigil.

Costs 1 willpower and 1 knowledge. 

‘Get behind me Set’-with a suitable verbal comment made when a demon (which must be known to be such) attempts to mind influencing/possession/fear/emotional style ability on the demonologist they may resist that effect, paying 4 willpower and becoming shocked if they would normally be unable to resist the effect or paying one less or half the power to resist (whichever is greater, may reduce cost to zero) if they could resist that effect. 

Infernal Weapon – by drawing(in something visible, though it may then fade (like water) the sigil of any demon above minion rank on a weapon, at a cost of 1 knowledge, may thence inflict demonic damage at a cost of 1 essence per blow for one scene. Only the demonologist may use this and they become touched by evil if not already. 

Relationship with (demon): may start an event with three bound normal minions of the named demon, having been assumed to have summoned them. Must know the sigil of the demon, who may not be a minion.

Will over Binding: may force a bound demon, at a cost of one extra will over normal, to use whatever power they grant an extra time. This ability may be used once day only, but may be bought multiple times for multiple uses (each extra use costing one extra willpower). 
Master Controller – the second attempt to control a demon, as long as it follows directly from the first, costs only one willpower. This may be bought multiple times (at increased cost) such that the 3rd, 4th etc attempts cost only one willpower also. 
High Command – the sixth and subsequent attempts to command the same demon, done without a break, are reduced in cost by one (to a minimum of one). This may be bought a second time at increased cost to reduce the cost by two.  
Triumph of Will – if a rank three or four demon is commanded by the demonologist and that command cost at least ten willpower in total (over several command attempts) then the demonologist regains half the willpower they used trying to command it as they rejoice in their own power. This may only be used once per day, but can be taken multiple times to allow more uses. 
Master Summoner – The first point of any permanent power loss in a day as a result of a summoning are, instead considered standard power loss.  This may be bought multiple times (at increased cost) to ignore 2 points and so on. 
Master of the Seal – If a seal stands between a demon and the demonologist (either being in it, or a portal being between them) then ANYTHING the demon does may be resisted by the demonologist for 1 willpower. 
Controlled Possession – the demonologist may use his own body as a receptacle for bindings demons  - though if there are any special pre-requisites for such bindings, his body must fulfil them. The demonologist certainly becomes touched by evil in such a case. 
Extended Control – when a minion demon is a controlled, it is controlled for the whole scene and may be given multiple orders at no extra cost. 
The Power of the Sigil –bought as a separate ability for each sigil known, the demonologist may call on the common power of the minions of that demon using the sigil as if it were a demon. A given sigil must be in written form and visible to the demonologist to use this ability, it causes them to be touched by evil and a sigil may only be called upon once per day in this manner. 
Deals with Set – one point of permanent power lost as a result of striking voluntary deals with demons may be recovered at the end of an event. This may be taken multiple times. If power loss is event perm, it comes back in a sleep scene. 
Throwing Off the Dark  -grants 2 free willpower to resist demonic effects only. May be taken multiple times. 

The Runes of Dark Resonance (listed under necromancy) are also demonology abilities. 

Standing Firm  -when actively engaged(actually saying the words and judged harshly) in trying to command a demon may aegis  any supernatural effects that demon (or any of its minions) use upon you for one willpower. No use against actual blows. 
Divination

Piercing the Veil
 
Divination will now pierce the Wasteland to other Realms if those Realms are very close to the one the diviner is in, or of the Diviner is in the Wastes ‘just outside’ the Realm.. However piercing the Wasteland is a dangerous business and doing so earns the Diviner 1 pt of Entropy when they begin using the ability, which may be purged in the usual way 
 Knowledge of the Enquirer 
 Doing a reading for someone forms a temporary psychic bond between the Diviner and the Enquirer; from this bond a well trained psychic can gain a great deal of information about the enquirer. For 2 psyche the Diviner gains First Impressions as per Empath, if the reading continues for at least 5 mins may upgrade this to Assess person for an additional 2 Psyche. 
 The facts come easy
Drops the base cost of ‘just the facts’ to 2 psyche.
Shades of Nuance
If the answer to a yes/no question is a ‘maybe’ the diviner will get a short, factual but insightful description of why the answer was not so clear cut for 1 psyche. 
Darker Shading
Shade Performance now grants two power, not just one, and may at the diviner’s option decrease one type of power by one and raise base power by three elsewhere. Otherwise, the normal rules are followed. The power may be of different types. 

Nuanced Days
Shade performance now may be used each day without a shade performance done on a previous day being replaced.
Power of days
Reading of the day now lasts the whole event, and may be used on subsequent days with the effect stacking. Each use of this ability may be purchased for 6 points by someone it is used on after an event, making the power change permanent. 
Enhanced reading of the day -this can now grant two power, or reduce power in one area by one and grant three power. The power may be of different types. 
Current Path
The diviner may read for anyone they have done a long reading for, who does not have to be present or in any way participate at a cost of 3 psyche. This will tell the diver what the person has recently done, what they are doing now, and what they are likely to do. The diviner may specify what sort of timescale they want the answer to cover – hours, days, last night and tomorrow night etc etc and may be as specific as they wish (what did he do last week, what is he doing now, what is going to do tonight for instance). 
 
 




Elemental Magic


Corrected for V3.

Where abilities can be bought for different elements they count as separate abilities for the purposes of increased cost to buy multiple times. 

Deduce Dictat (element)  -the character who sees a spell cast is deemed to have been taught it: they may seek to learn it on that event, or may learn it immediately after that event (though not at a later date). 

Combined Dictat: deduce dictat now applies to combination spells as long as the character has deduce dictat for each of the elemental components.

Command of (element) for each purchase may directly command one elemental from the environment (if suitable) without need to bind or use essence per scene. May be taken multiple times.  You need a source of the element within reach to use this ability, but this could be a temporary source. You may not use this ability to bind these elementals, only to use the local ‘ambient’ elementals to cast spells. This ability will not work in the Wasteland. 

Bound Elemental of (element):For each purchase the player may start an adventure with six extra elementals already bound at the beginning of the adventure which makes up part of their self image, adding to those gained from master level.  May be taken multiple times.

Spell Mastery (chose spell): Now has elementals surrounding the mage at all times which are attuned to the casting of a specific spell. The person with this ability may cast that spell once per scene without recourse to using elementals at all, but must call on ‘allied’ or ‘minion’ elementals in the way one would normally call on bound ones. It does not matter for use of this ability whether there is any of the element around. The cost of this ability is multiplied by the rank of the spell (so a master spell would cost a base 240 points ) . 

This ability may be taken multiple times, though the cost increases if taken for the same spell. 

Spell mastery may not be taken for combined spells (those that use more than one type of elemental). 

Casting a master spell costs 1 essence. Others are free. 

Bind (element) to body: magician may use their own body as a receptacle for elementals. Must be tied off and loosened as normal. One elemental only per purchase, may be purchased multiple times. This ability also adds to the number of starting elementals. 

Hold (elemental type): for 1 willpower or essence may ‘hold’ the elementals in one bound object. This is done verbally and must be accompanied by loosening the ties. The elementals are ‘held back’ for a while, though raring to go: they only need to be triggered verbally, not unbound, when a spell is cast. Come the end of the scene, elementals in this state are freed even if they have not been used.

Flow Mastery (element): any spell of the indicated element that grants power to be used on a specific thing (not spells that grant set ‘uses’) now grants an extra point.

Environmental Mastery (element): when near a significant source of the element (a lake, a huge fire, very strong winds, a rocky mountain) each binding generates one extra elemental, but this ‘extra’ elemental may be gained only once per scene. 

Persistent (element) source: with at least a minute or so of planting/ placing/creating examples of an element (making a pile of dirt, lighting candles and burning things, pouring out pools of water) may create a persistent elemental source immediately at a cost of 2 essence. This will remain a persistent source until whatever was used to create it is moved or significantly disturbed.

Dispelling (element): may counterspell ongoing effects of an element, rather than only being able to do so as the spell is cast, but at double power cost. 

Knowledge of Flames Movement (master fire): gains one free power per scene that may only be used for soaking or dodging fire attacks or for counter spelling fire attacks.

Divided (arrow spell): learnt for a specific ‘arrow’ spell, the caster may cause the arrow to split in flight, striking two targets (call target and location to make it clear). Must verbally ask the elementals to split the arrow after casting and costs 2 essence to use. 

Barrage. From divided arrow . Now takes a single arrow spell and splits it into 3 smaller arrows that streak to a single target. They cannot split to other targets as the division would become to unfocussed. Must verbally ask the elementals to split the arrow after casting. All three arrows hit the target in the same location. Caster must call all three arrows with a heartbreak break between them, and concentrate on what they are doing whilst doing so. Otherwise in all ways as fire arrow. Costs 6 essence to use. 
This is a 120 ability (from divided arrow)


Forked (Bolt spell), bought from divided arrow which must be of the same element and at increased cost.  - the caster may cause a bolt to split in flight, striking two targets (call target and location to make it clear). Must verbally ask the elementals to split the bolt after casting and costs 3 essence to use. 

 
Elemental Persistence (element): a different ability for each element, come scene change if the character has a spell active on themselves or something they are holding that also had limited uses then they may cause that spell to not expire at the scene change for 1 essence for novice or apprentice spells, 2 essence journeyman or master. It in no way works for any spell that does not have listed, numerical uses and that ‘runs out’ once those uses are expended. 

Reece has just cast burning blade, which has three uses, and a scene change is called, which would end the spell. If he had this ability, he could spend 1 essence and have the spell persist. 

Mage of Great (element) Power  -this GM ability allows one to learn 5th rank spells in the chosen element, should one ever have a chance to learn one. Such spells often have specific prerequisites to cast. Additionally, all such spells require a considerable exercise of will and power such that, in addition to any elementals or any specific costs for the spell, the caster must spend 4 willpower and 4 essence to control the forces involved. 
 
Such spells are treated as if they were 10th rank for learning purposes (60 on event, 100 off). 

Braiding – may ‘braid’ ties together, one thread for each elemental when a number of elementals are bound at the same time to the same object. These threads can all be untied at once, releasing all the elementals bound at once (which may be two, three or four). Braided elementals may not be released individually, though could be used to cast spells that require less elementals. If the object is suitable, the elementals could be of different types (for casting combined spells). This applies to all elemental magics you know, even those below master. 
 
Master of Spell(elemental type) design  -this Gm ability requires one to have both 'creative' Gm abilities and also be a master scholar who has taken the elemental magic as a scholar knowledge pick. It costs a base 180 points and counts as both a scholar and elemental magic ability, thus the cost only being halved if one were great talent in both. 

Talisman Mastery(element), GM elemental magic ability, requires talisman making and is charged at 120 base cost. Grants the character one free power per scene to bind elementals to talismans, make them or use them. It only applies to that element type. 



(Spell) focus

Bought for a specific spell and costing 60 points per rank of that spell.

Once that spell has been cast using elementals the caster is deemed to be ‘focussed’ on that spell and may continue to cast it without unbinding elementals, rather re-commanding the ones that cast the spell originally to continue to do so. 

This means that with a verbal incantation and at a cost of one essence plus one essence per spell rank the caster may continue to cast the same spell over and over.

This focussed casting effect ends when the caster either uses power for something (anything) other than casting that spell, if the spell he is casting is counter-spelled or at the scene change.  

(Spell) expertise

These are a number of different abilities – one for each common spell - which grant an elemental mage increased ability with that spell. The specific effects for each spell are listed below.

When the spells are beneficial, the enhanced benefits ONLY apply when the mage himself is benefiting from the spell – even if he did not cast it himself. In no way do the enhancements benefit anyone else.  

These are all 60 point abilities. Some allow further enhancement, such enhancements being called Great (spell) expertise and costing a base 120 points. 

Some of these do not enhance the spell, but grant other benefits as a result of the mage being well acquainted with the spell. 

Fire Spells

Burning Touch – may spend one essence when the spell triggers to inflict elemental double. This may be enhanced allowing the option of triple for 2 essence.

Warmth – caster gains 10 power rather than 6 when used on self. This can be enhanced such that 2 of that power can be used to provide an aegis effect versus any cold attack ( but not ice attacks doing physical damage).

Read the Ashes  -will now give a rough description of who lit the fire.

Firebright – effects last a scene.

Burn Wood –   

Scorch – may inflict double for 2 essence and enhance to triple for 4 essence. 

Anger  - at all times may resist anger and rage abilities for 1 willpower.

Choleric Touch – caster regains 4 rather than 2 power and this can be enhanced to regain 6 rather than 2. 

Fire Arrow – may inflict elemental double for 2 essence, may enhance to elemental triple for 4 essence. 
 
Scalding metal –   caster is used to juggling hot things and when would have to drop something from instant heat may instead (if possible) toss it from hand to hand at a cost of 1 skill. 

Righteous Indignation – grants the caster 5 power.

Fire Strike – at a cost of 5 essence may inflict elemental double, may be enhanced to inflict elemental triple at the cost of 10 essence. 

 Intellectual Insight – once cast may ask a second question for 1 essence, may be enhanced to allow two extra questions at one essence each. 

Firebolt – may be enhanced to triple for 3 essence, quad for 6 essence.

Yellow Bile – caster may resist this spell and any ‘yellow bile’ effect for 1 willpower. 

 Earth

Earth Tremble – 
Forceful stone  -may inflict triple for 1 essence, enhanced to quad for 1 essence.
Bury – 
Root – may be extended such that when it goes down at a scene change the spell may remain for 1 essence and the caster is also allowed 6 paces running. The running part of this applies also to the antaeus spell. 
Stoneskin – when used to block a blow may be kept up at a cost of 2 essence, though this may only be done once. 
Stoic Heart – grants 10 willpower.
Phelgmatic Touch - caster regains 4 rather than 2 power and this can be enhanced to regain 6 rather than 2. 
Introversion – mage may resist any ‘’shyness’ or ‘introversion’ effect for 1 willpower.
Grasping Hands  -caster may counterspell this spell only for 1 power.
Skin of Rock  -may now soak double, may enhance to allow triple to be soaked.
Shower of stones  -may inflict double for 2 essence, triple for 4 essence.
Strengthen Object – if broken and held/worn by caster may resist that break effect for 1 essence, the spell remaining active.
Statue  -may now soak triple on the toughness granted, may be enhanced to soak any damage grade. 
Antaeus – gains the strength +1 damage ability with a weapon, fuelled by essence. 
Phlegm – caster may resist any phlegm effect for 1 willpower.
Diamond Soul  -enteric double may now be soaked. 
Water Spells
Tears – caster is so used to crying they can operate normally whilst doing so.
Purify Liquid – now works on something up t the size of a barrel, can be enhanced such that it works on a pond or similar. 
Sense Liquid  -now grants information as one would get with novice level of whatever lore skill would be applicable (herbalism being most common, might be galvanism for battery acid etc). 

Soothing Water  -used on the caster, this will also wake them up.
Fluid Movement – may dodge thrown and missile weapons, or grants one free power if the caster already can. Enhanced to dodge spell effects, or grants one free power if the caster already can (for a total of two free power if they can dodge both). 
Still Waters  -may delay surfacing indefinitely at a cost of 1 essence a scene. 

Misery  -may resist anything that causes misery/sadness for 1 willpower.
Melancholic Touch  - caster regains 4 rather than 2 power and this can be enhanced to regain 6 rather than 2. 
Flurry of emotion  -mage can resist flurry of emotion effects (from whatever source) completely for 1 willpower. 
Refreshment – all those drinking regain 2 power rather than one.
Reflecting Pool – will now convey sound, albeit in a rather distorted and disjointed way. 
Idealism – once triggered, this now lasts until the next rest, break or sleep scene.
Waters of Healing  -if used to heal a mortal wound then also heals all the casters wounds (so they are fully restored). If used to heal wounds, caster may also wake up. Always heals all the mage’s wounds at no extra essence cost.
Intuition – may gain intuition on one further topic when the spell is cast for 1 essence, may be enhanced to allow two further topics at one essence each. ealingHe

Body of Water – may now soak any special/elemental attack on a sharp or piercing weapon for 1 essence.
Black Bile – may resist any black bile effect for 1 willpower.
Air

Air Stream – 
Fluttering Winds – now lasts until next break, rest of sleep scene. May be enhanced such that if it goes down due to stopping an attack it may be kept active for 1 essence. 
Zephyr
Clean Breathe  -lasts until next break, rest of sleep scene. 
Slap of Air
Jolt
Distraction – mage may resist all distraction effects for 1 willpower
Sanguine Touch - caster regains 4 rather than 2 power and this can be enhanced to regain 6 rather than 2. 
Lightning arrow –as fire arrow.
Wind Chime – counterspell reduction is now two, and novice spell may be counter spelled for free. 
Hedonism  - caster regains 3 power.
Lightning Bolt  -as firebolt.
Charm  -mage may resist any and all ‘charm’ effects for 1 willpower.
Weak Blood  -may resist any weak blood effects for 1 willpower.
Impulse - 
Burning Blade, the caster (only) may spend three rather than one essence when a blow is struck to inflict burning double rather than single  -they are still limited to three blows total. This may be upgraded such that triple may be inflicted for five essence. 

Forge, apprentice, when cast on an undamaged metal object will improve its quality by one stage until the next sleep scene (or until, as ever, it enters the wastes). 

Steel Skin, the caster is treated as having one rank higher in armour use (which if they have known means they can use skill) for the purposes of free soaks only. 

Volcanic Block, the block can cause quin at a cost of two essence.


Flash of Light creatures who have light as a bane are stunned (resist to shock for 5 might) and take a wound to every location (no dodge possible). 

Blade of Light as burning lade, but light. 

The Sun’s Warmth, the caster, only, gains three aegis versus cold (not ice) whilst under this spell. 

Sunbeam, the caster may direct a second beam of sunlight without recourse to further elementals against any target (even the same one) with a short invocation in the same scene at a cost of two essence. This may be taken multiple times to allow more beams to be conjured.  


Evaporate, novice, far: now causes a physical triple for 1 essence against targets that are susceptible. 

Acidic Touch, apprentice, self. May inflict double for one essence. May be enhanced to allow triple for 2 essence. 

Dehydration, may now inflict double for 2 essence against a suitable target. 

Scalding Rain, may now call down up to three flurries after the first (at the same cost), rather than one.   


Dust Stream, may resist any effect causing dust/bits of stuff in the eyes (as they are used to it by now) for one skill, essence or will. 

Aurora, victim is so easily spotted  -limed like a target  -they pay double cost to dodge.  

Burden: journeyman, near: the spell may now be targeted on objects, meaning that a feat of strength is needed to use/carry them. 


Meteor, master, far: calling meteors form far away, the magi may call up to three more meteors after the first one that is ‘available to anyone’ has been called. 


Mud, caster is so used to mud wading, they may ignore mud effects (with minimal role play), just wading on through. This costs no power. 

Blade of Shadow, as burning blade, but shadow. 

Darken Eyes, caster may use this on them self, is used to it (even if cast by someone else), so takes no penalties from partial blindness, other than the limitations on distance of  sight. When is effect, the caser can resist any and all effects that would require them to see someone (not someone to see them) for one essence. 

Treacherous Shadow, now causes a backstab for 4 essence, under the circumstances where a novice assassin could backstab. 


Dampen, may now resist effects that cause them to be damp – the effect itself is not shrugged off, but any physical/psychological penalty is ignored. Costs one will (per scene if applicable). 

Mist, apprentice, air/water may extend the spell for a further scene for one essence a maximum of once.

Aura of Damp, journeyman, touch – the caster (only) when under this spell gains 3 aegis. The aegis may also soak double, but in such cases any aegis charges remaining are lost. 

 The Low Mist,   now lasts until a sleep scene or until used. 

Opposing Counterspell (element) to (element)
Bought for a specific magic type and targeting a specific magic type, it allows counterspelling of a different element. For instance, an air mage could buy it for earth, and blow those dusty old gnomes away. 

Elemental Relationships
An elemental mage may define an elemental relationship with a specific element. This must reflect how they interact with the elementals of that element and must have been supported by their role-play as they advanced: it takes a while for the way elementals are treated to ‘get around’ and for a link that differs from the norm to start to have palpable benefits. As such, only master mages tend to gain any advantage from such relationships, although almost every mage has them.
These abilities are paid for as if they were a GM of a specific magic (so reductions can be applied) and only effect that magic. However, the ability may be enhanced for 120 points base to apply to all of the charcater’s elemental magics (even if they are not master in all of them). This cost can only be reduced if all four magics are reduced in cost (unlikely). In such cases, it counts as if the ability had been bought separately for each type of magic. 
This ability may instead be bought separately for each elemental magic and although only one may be taken for each magic, different ones may be taken for different magics – a mage might have a very different relationship with one type of elemental than with another.

The relationships are: 
Slave – the character views himself as the abject slave of the relevant elemental type. This ability is lost if the character ever causes harm to or impedes I any way an animate elemental. 
· They may no longer command animate elementals, but may instead beg them abjectly not to hurt them (no power cost) and be left alone.
· They may only counterspell spells aimed directly at them, but may do so (with suitable grovelling vocals) at half power cost (rounded down, minimum zero). 
Tools – the mage treats elementals as the tools of his trade, to be kept in good condition, surely, but not really be treated as ‘people’. 
· If an object could hold at least 2 of the elemental type, may bind an extra one into it. This would not change your starting number of elementals unless the item was one that had bought with points, or came from another ability, and allowed you to start with elementals in it. 
Sprits – the mage treats the elementals as if they were fragments of or servants of some power that he sees as significant, but which is not actually ‘divine’ in game terms. This is common amongst shamanic magi.
· May only command animate elementals to depart or to be bound into objects.
· May counterspell, with suitable entreaty, at one less power cost (minimum of one).
Divine Fragments - the mage treats the elementals as direct servants of or part of Mithras or Isis. This may not be purchased for all magic types, and may only be taken for fire and air for Mithras and Water and Earth for Isis. No church membership or similar is needed.
· May choose to spend faith instead of essence on all functions of that type of elemental magic.
· May only command animate elementals to depart. 
· Must not use magic trivially (in the manner of a miraculous ability). 
Friends – the character treats the elementals as his or her ‘mates’. 
· May only command animate elementals into objects or to depart and stop causing trouble.  
· May counterspell spells aimed directly at them at half cost (rounded up). 

Family -the character views the elementals as members of their family. 
· May not command animate elementals in any way (family is such a pain)
· Once per scene at a cost of two essence may command an elemental directly from the environment to help cast a spell – there needs to be a source, but this means there is no need to unbind (at least, not that single elemental). 



Mastery of the Humours
This set of abilities requires any one elemental magic at master level to buy, but applies to all of them. In order to reduce the cost of these abilities, the character would have to have great talent in all four elemental magics and also in physician (not very likely). 
The basic ability is: Humour Mastery. This means that the four basic ‘touch’ spell that restores power (sanguine touch, melancholic touch etc) now restore one extra power (stacking with any other increase in power restored). 
All these other abilities, unless specified, require humour mastery and cost a base 120 points. Where ‘touch’ spells are referred to, it means the four basic humour touch spells (as above). 
Careful Touch – for 2 essence and 1 knowledge may use a ‘touch’ spell in such a way as to make no lasting alteration to the target – all benefits are gained as normal, but that use of a ‘touch’ spell does not count towards the one of each type a person can benefit from in a day. This ability may be used only once per day on a single person by the same person (two different people could use careful touch on the same person, though). This may be taken multiple times at increased cost allowing extra uses on each individual. 
Combined Touch – requires the user to cast two (or more) ‘touch’ spells in short succession on the same person. The recipient:
Only pays the essence cost to benefit from one, but gets the benefit of all of them. 
Gains one extra power back which can be applied to any of the power types any of the touches restored.
The recipient gets to role-play multiple personality types at once, of course. 
Enduring Touch -  power regained from ’touch’ spells cast by the owner of this ability may be applied to power types that are ‘full’ and the recipient will, instead, gain one base power of that type for the rest of the event. However, in such circumstances the personality change will persist after the end of the scene, though will become less pronounced. Only one power may be gained of each type of power by a single person from touch spells in this way. No matter who casts them. 
Medical Humours -requires master physician, and their medical expertise adds one to the power regained from touch spells they cast. 
Humour Feedback (requires master empathy) -whenever a touch spell is cast on someone and they benefit from it, the caster also regains one power, though they also are affected by the personality type. 
Using what is in there – the elementals used to cast the spell enter the body of the person the spell is cast on, but they are replaced by the power of elementals already within the body. Essentially, once a touch spell is cast the magi may continue casting that touch spell for the entire scene without using any more elementals. 
Balancing and Bleeding (requires master physician) -if you bleed someone whilst they are under the effects of a touch spell(even if cast by someone else, as long as you know which one) the balancing you can do results in the bleeding restoring one extra power. 





Elemental Magic: Item making Master Abilities

Make (element) Charms can be bought for a specific elemental magic and this may be extended to Make (element) Talismans for a base 120 points for a specific magic. 

Make charms can be extended to all elemental magics you are master in for 120 points (though it can also be purchased separately) and make talismans can be likewise extended for 180 points. If the cost to extend the range of talismans/charms is reduced via a great talent, then it only applies to those magic types that you have a great talent in. 

Charms and Talismans are objects which hold elementals and are enchanted to cast a specific spell under specific circumstances. Charms only work once, whilst talismans can be refilled with elementals. They can take a whole variety of forms. 

General Rules for Charms and Talismans

· Each will have an activation method which causes the spell to be cast (see below).

· One essence is paid to activate novice or apprentice spells, two for journeyman or master. It does not cost essence to activate a talisman or charm of a spell you can cast yourself. 

· A charm or talisman casts a specific spell.

· The spell may only be fuelled by elementals within the object that is the charm or talisman.

· When a charm has too few elementals left in it to cast the spell bound to it then the charm loses its empowerment. 

· Elementals bound in charms and talismans are never ‘tied off’ and thus do not need to be untied to make the spell work –the spell is activated by the activation method.

· Talismans (but not charms) may have more elementals bound into them in the normal way, up to the normal maximum of the object. Binding an elemental to a talisman must be done from a suitable source (not already bound elementals) and additionally costs one essence. 

· No enhancements to spells from GMs or any other source may be applied to spells cast from talismans or charms: the spell is always cast in its ‘vanilla’ state.

· Elementals freshly bound into a talisman or charm need some time to settle down, and may not be used to cast the spell in the scene in which they were bound there. 

· A talisman or charm will not hold elementals of a type not appropriate for casting the spell bound to it. 

· Items capable of holding enough elementals may enable a charm to be used multiple times before losing the enchantment (charms) or needing a recharge (talisman). 

Activation Methods

There are various ways a spell in a charm or talisman might be activated:

· In a weapon, it can be set to activate when it strikes someone (assuming the essence cost to activate is paid). This may only be used for spells that would enchant a weapon, of course. 

· A non trivial action involving the charm or talisman may be used for self effecting spells only. Examples might include, a bottle you drink from, dropping into water, blowing a whistle.

· A verbal incantation which must be at least 3 words long for every rank of the spell and be followed by an (IC) explanation to the elementals as to what they need to do. 

· If the activation method is ‘hurried’ then the talisman or charm is destroyed. 

· Anyone who uses the activation method and pays the essence cost may use a talisman or charm. 


Making Talismans and Charms

· Take an object. This must be capable of holding enough elementals to cast the spell you wish to bind into the charm or talisman. The object may not have ever been a talisman or charm before (or, for charms, on that event). 

· Place the object on or near a persistent source of the appropriate element. 

· Explain to the elementals what spell you wish bound into the object and pay one essence per rank of the spell (for charms) and 3 per rank of the spell (for talismans). You may take time over this and spread the cost over multiple scenes.  

· Bind elementals to the object sufficient (at least) to cast the spell once. This may be done over multiple scenes. 

· Explain to the elementals when they should cast the spell (see activation methods), paying one essence per rank of the spell (which must be done all at once). When making talismans, this essence is event perm. 

(Element) Artefacts:

This ability is bought separately for each elemental magic and  costs a base 180 points. One must already be able to make talismans of that elemental type.

Artefacts may generally only be made off event (unless something special happens) and only one may be made between each time the character is played. 

Any talisman that had been made from an item of superlative quality may be turned into an artefact. 

An artefact gains ONE of the following powers when it is turned into an artefact. An artefact may not be turned into an artefact a second time.

The normally available powers are: 

Enhanced Power: grants the user, as long as they have had the object with them since the last rest/sleep scene, 4 base essence.

Elemental Usage: grants one free power a scene for its type(s) of elemental magic. 

Extra Binding: the object can hold four extra elementals.  

Attract elemental: if near a persistence elemental source and not moved for a scene it regains one elemental. If near such a source it will fully recharge overnight and half recharge (half the full amount) in a rest scene. 

Happy to write some more up from player suggestions. 

Enhanced Artefact Creation (element) is available for 240 points and can be bought multiple times (increasing 60 points in cost each time). Each time purchased, one extra power (or the same one taken multiple times) may be added when a talisman is turned into an artefact. 


Empath
Edited for V3

Project (emotion)

This causes a target that feels emotion to have a sudden overwhelming feeling of a specific emotion. The possibilities are limited and a different ability is needed for each emotion.

This costs 4 psyche, range is near. It may be resisted for 4 willpower, in which case the target still feels the emotion, but to role-play effect only (and reactions to emotions can vary greatly – a warrior made afraid may well fight anyway). 

Also, when projecting an emotion the empath needs to ‘feel’ it themselves. As such, they will be affected as if they had had the ability used on them and they had resisted it.

All effects, whether resisted or not, last one scene. These emotions are not ‘directed’  -they are a general overwhelming feeling, not a feeling towards one thing or person. 

You cannot use these on yourself.

Specific emotions and system effects are:

Despair – may take no ‘pro active’ action, only respond to threats and, in any case, pays double power cost for everything.

Fear – target is unable to use skill against any foe and will seek to flee from all danger.

Love  -target is ‘loved up’ in a non sexual, everyone is great sort of way and will try to avoid hurting anyone, or even having anyone unhappy with them.  

Anger  -target is overwhelmed with anger and will try and hurt anyone they can. They will tend to go for enemies first. 

Calm  -removes all ongoing emotional/fear effects from the target, though does not stop new effects affecting them. 

Emotionally Open -  the empath gains one free power per scene for using empathy powers, but may not resist emotional/fear type powers at all. Character will tend to be overly emotional. 

Emotionally Closed (may not have emotionally open) – empath gains 2 free power to resist emotional/fear attacks only. Will tend to be cold and ‘in control’. 

Bonding – for 1 psyche may ‘bond’ with anyone on event whom they have a close relationship with, or who they just happen to take to. They may bond with one person only, but can purchase this ability more than once(at increased cost) to add more bonding potential. 

For one psyche, may get a good insight to the person’s current situation/mental state/physical state and so on, though this will not work between Realms. 

Gains one free willpower per scene for defensive purposes only whilst this person is close (within sight and hearing).

 If the person is within sight or hearing there is no effect, if the person is not in sight or hearing, or is unconscious or dead then the owner of this ability may not use willpower defensively. If the person dies and stays dead then loses two willpower permanently, if dies and is brought back one willpower permanently. 

Lasts the event.

Pair Bonding  -as bonding (though the cost of buying is not affected by bonding), but bought by two people at the same time and permanent. Only one of those people need be an empath, both gain the benefits. Ability becomes useless (and willpower is lost) if one dies. 

Soothe Person - by talking to someone who is agitated (but not actually violent yet), calms them down. Costs 1 psyche, useful for dealing with the distressed and mad. They will stay calm as long as the conversation/general soothing continues. This is almost exclusively a role-play effect and influences rather than ‘commands’. 

Soothe Beast –will calm down an animal after suitable noises/gestures have been made. It will probably wander off if wild or stay around if domestic. Costs 1 psyche, lasts a scene if relevant. Note, we hardly ever set animals on FR events. Obviously, we cannot make it work on animals that are physrepped by real animals. If you have this ability and manage to make actual friends with an animal, you regain 1 psyche and also regain 1 extra psyche in any rest, break or extended scene change that said friendly animal is around in. 

Telepathic Message – for 6 psyche may communicate a short message or vision to someone you know who is in the same Realm. This takes at least 30 seconds concentration and takes as long to arrive as it takes the ref to deliver it. The recipient will know someone is trying to reach them, but must spend 1 psyche to actually get the message.

Scream for Help - if in extremis in some way and even if knocked unconscious/mortally wounded may let out a telepathic scream for help for 2 psyche. This should be done by yelling: ‘Telepathy’ followed by a short description of the problem. Everyone with emotions who hears the scream ‘hears’ it and knows as well as they know form the scream where it came from. 

Empathic Healing – 30 seconds contact with a wound (or bruise) and at a cost of 2 psyche, that wound will be transferred from the wounded person to the Empath. The person so healed (even if unconscious) may spend 1 psyche to have all their wounds heal(and transfer to the healer) rather than just one. Will not work on mortal wounds and an attempt to do so will knock the empath out with pain overload. This may be upgraded to Great Empathic Healing which allows mortal wounds to be transferred. The subject pays one  permanent psyche and the empath becomes wounded to any location the subject was, not mortally wounded.

Neither use causes the target to become conscious. The Empath cannot resist the wounds in any way. 

Shed wound: when using empathic healing, may ‘reduce’ the injury during transferral such that the empath takes only minor wounds (counting as bruises, or as no wound at all if already bruises). Each wound so reduced costs 1 psyche(this could become expensive if the subject chooses to transfer many wounds). This may be upgraded to Great Shed Wounds which costs 2 psyche per wound and reduces a wound to ‘role-play only’  -the empath is hurt, but not badly enough to count as wound or bruise for game purposes. 

Shed wounds may not be used in conjunction with Great Empathic Healing. Even if reduced, if a wound before it was reduced would knock someone out, then the Empath goes unconscious. 

Awaken  - that ‘falling feeling’ you sometimes get when asleep that suddenly wakes you up projected at close range at a cost of 2 psyche. Wakes someone up from unconscious with a jolt if there is no reason for them to be unconscious. 

Monster in the Cupboard  -2 psyche, near, gives a target the feeling that there is something ‘bad’ lurking in a particular place they cannot see into/past but which is nearby ( a cupboard, outside the door, upstairs). Role-play effect only. Wears off when they see nothing is there, unless they could have 'missed it', lasts a scene maximum.

Combat Feedback –in situations where a battle is raging and has been for at least a full scene(or it seems appropriate, judgement may be used) and people are pumped on adrenaline, empath may feed on that, becoming very aggressive (role-play effect) and allowing them to fuel strength and toughness with psyche. However, in such circumstances, the empath must always become very aggressive. 
Mental Overload – if one is very enraged by a target and has used emotional overload on them three times already, which must be spaced such that the overload is used just as the one before expires, may overload the target’s emotions completely, knocking them out. This costs 6 psyche to use but may not be resisted  -however, if any overload is used on the target and they resist, then this ability may not be used. 
Detect External Influences: 1 psyche, will determine if an individual is under some sort of control or command (other than mundane ones). The Empath must have had contact with that individual for a minute or so. 

Biofeedback Abilities

These little understood abilities, that have been dubbed ‘biofeedback’ by the BPS, allow an empath to bring emotion and body close together. 

Before any biofeedback ability may be bought, a character must first buy:

Biofeedback Training – a course that brings emotion and body close together, an almost ‘mind over body’ sort of thing. This never occurs naturally. It might be a result of advanced study with the BPS, extended time in a sweat lodge or on drugs or anything else, but it never ‘just happens’, excepting that extended hardship can sometimes act as a training course. 

This ability allows the character to use psyche to fuel body abilities. However, only one point of psyche can be spent to contribute towards the cost of the use of such abilities. The rest of the cost (if any) must be made up in body. 

From biofeedback training, certain biofeedback trances may be bought. These all cost a base 120 points, and all have the following things in common: 


· The empath goes into a sort of trance, which takes at least 10 seconds and costs 2 psyche.

· At scene change, the empath may leave the trance or have it continue for 1 psyche. It can be kept up indefinitely, but drops at a rest, break or sleep scene. These are the only times a trance may end. 

· Whilst in such a ‘trance’, while in no way oblivious to their surroundings, they must remain very focussed and this must be clear in their role play. They will be very internally focussed, and thus not at all chatty. 

· Whilst in such a trance they may not use psyche in any way on anything other than the abilities that trance grants. The abilities granted may only be used when in such a trance. 

· Each can be enhanced once, to an ability called ‘enhanced’; whatever trance it is, granting extra abilities and costing a base 180. 

Healing Trance – the character may spend psyche to heal any wound they take at least 10 seconds after they have taken said wound. This may be enhanced such that psyche may be spent at any time to wake up. 

Concentrated Trance – psyche may be used defensively for all willpower usage. This may be enhanced such that any willpower use may be replaced with psyche.

Mind over body – all use of body may be replaced with psyche. This may be enhanced such that the character gains one level of fitness, strength and toughness, gaining one free power for use on any of those that are already at master. 

Hibernation – the character uses no air, need not eat and so on. Diseases, poisons and anything else that ‘progresses’ and is not supernatural will not progress. 

Exorcism
 

Prayer of Sanctuary: whilst kneeling, head bowed and praying out loud for deliverance from evil no creature that is embraced by evil may approach within a pace of the priest (unless to get around them, and then at the cost of 5 might or 1 willpower) nor use any ranged ability specifically on them (though they may still be caught in an area effect). This last a scene  -and note that if a stand off results a scene change may well  be called(though the ability could be used again)  -and costs 5 faith. 

Place Symbol: the priest may ‘plant’ a holy symbol (which could include hanging it up or similar, but does not mean just laying one on the ground) with a suitable prayer such that it will turn any embraced by evil creature as if being used by a priest who was turning undead (but does not count as the priest turning the creature for other abilities). This costs 4 faith. An undead with willpower may rip this away for 5 might. 

Divine Protection: if there are negative side effects/backlashes and similar as a result of the use of any exorcism ability then the priest may resist them for 4 faith, becoming stunned instead of whatever the effect would have been and being immune to the same effect for the rest of the scene. Some very potent effects may have a lesser ’resisted’ effect which would also get the priest, but these are very rare. This only protects the priest: not anyone else who might be caught in the effect. 

Blade of Banishment: requires master level sanctification. Names a specific evil thing (might be a true or given name, but not a generic one) and binds a banishment to a weapon such that, when the named target is struck with that weapon, a banishment triggers. If the person striking is not the caster this costs 2 faith to trigger.

Lasts the event (destroyed, as ever, in the Wastes). 

 Gentle Exorcism: by calling on Saint Catherine of Napoli (who exorcised many children in the 13th century) one can ‘gently’ exorcise evil (using Drive Out Evil) from a person; this costs 1 extra faith but, if the person being exorcised spends 1 faith then they take no negative effects from the exorcism UNLESS the evil taint or presence is there of their own free will.  This prevents willpower loss in the case of people held/touched/embraced by evil and likewise prevents any last minute malingering thing the evil spirit might do. 

Bless Exorcism Ingredient: Saint Catherine dealt with many complex exorcisms, many of which needed special ‘ingredients’ to perform. By praying over something ‘similar’ to an ingredient, the caster can make that thing count as that ingredient for the next scene. For example, of one needed hawthorn to remove a certain curse, one could pray over a sprig of a bush and make it ‘count’ as Hawthorn by asking the aid of the Saint. This can only be used for ‘generic’ stuff, not something specific (so hawthorn, yes, Holy Water from the Well at Walsingham, no). This ability costs 6 faith. Only one ‘stop gap’ ingredient may be used in any one procedure (some need multiple ingredients).

Double Turning  -exorcist may engage turning twice in one scene.

Master Cleanser – may take a ‘drive out evil’ on objects only to 5th rank. 

Master Exorcist – may take a ‘drive out evil’ on people only to 5th rank. 

Secondary Rebuke – if ‘rebukes’ a creature (subject to the normal rules for when a creature can be rebuked), may immediately do so once more without any further cause for being rebuked.

Admonishment – may be used instead of a normal rebuke and normal rebuke circumstances, costing 4 faith and causing the loss of ten might, as well as the normal shock for a rebuke. This is in all ways a different power to rebuke, other than using a rebuke ‘opportunity’, such that enhancements to rebuke do not work on admonish. 

Isis Open Hand – Isians, only, 8 faith, offers the hand of Isis to all within conversational hearing distance. 

Calling the Light of Mithras – once ‘light of Mithras’ has been used once in a scene, further uses cost only one faith.

Grand Banishment – 15 faith, banishment on all who can hear. 

Mass Rebuke – at a cost of four faith will rebuke everything that can hear. This can only be used as the ‘first’ rebuke – the one for ‘just existing and being bad’. 

Light of the Heart –Mithraic only -  ‘light of Mithras’ used at near range costs only one faith and may be called against multiple targets with only one verbal (at a cost of one faith a target). 




Fitness
 


Quick Recovery: when spending body to recover from wounds in a scene change recovers from all wounds and bruises for 1 body.

Fast Awakening: may spend 1 body to instantly come conscious at any time if there is no other reason that the character would be unconscious. The character must have been unconscious for at least 10 seconds to use this ability. 

Immune System: may pay double cost to resist a disease and take no effect at all from it.

Poison Immunity:  may pay double cost to resist a poison and take no effect at all from it.

Grand Recovery  -each purchase of this ability increases the amount of power regained in a rest scene (only) by one of each type. May be purchased multiple times at increased cost, as usual. If bought twice may buy Rapid Grand Recovery (180 base) which adds one (total) to the power gained whenever power is regained. 

Poison Resistance  -may now resist rank 5 poisons, cannot be used with poison immunity (above).

Disease Resistance  -may now resist rank five diseases, cannot be used with immune system (above).  
 
Resist Stun – stuns now cost 2 body to resist, can be extended to Great Stun Resist which means that resisted stuns are resisted completely, not dropped to a shock. 

Healing Power  -each purchase grants one extra body for self healing wounds. If bought twice can be extended to Quick Recovery (for 180 points): when spending body to recover from wounds in a scene change recovers from all wounds and bruises for 1 body.

Back from the brink can be bought if healing power has been bought twice, at a base cost of 180, meaning mortal wounds now cost only one perm body to heal. Can be further enhanced to Old Hard to Kill (base 240), which means the character will recover one point of perm body lost during that event at the end of an event. 

Cold Resistance
 
Character now pays one less body to resist any sort of cold based thing (minimum zero). If an attack would have a reduced effect if resisted and the character would pay no body to resist it, he can instead pay one body and suffer no real ill effect at all. Some cold attacks (like ice javelin) do physical damage, and this ability does not apply to those. 
 
Heat Resistance
 
As above, but applies to all forms of heat and cold

Adrenaline -if suffering increased power costs as a result of some clearly physical effect may ignore those increased costs for a scene for 2 power (though often such effects can be resisted with fitness anyway). 

Cold Turkey  -the character easily throws off addictions. They may require some role-play to throw such things off, but they do so easily and at no power cost. 


Galvanism
Re-written for v3. 

Battery Power (device): for each purchase character counts as two ranks higher for the purposes of figuring out battery power for a specific device. This may be bought multiple times for one device or as a separate ability for multiple devices. 

Equipment Mastery Abilities

These are a set of abilities that function to increase the effectiveness of specific items of equipment. This is a combination of a knack for using the gear and the gear itself being well made, so only works when the galvanist is using stuff they made themselves. However, 2 knowledge and some tinkering (over at least a scene) would let the character update some equipment that was not theirs so they could use these abilities with it.

These are all separate abilities based on different bits of equipment.

Electric Lights – may be induced to flash brightly for 1 knowledge. This will not blind anyone, but will shock “creatures of the night” (not just normal undead, but shadowy things) and normal animals. You may use this on any electric light, even a household one, not just your own.

Battery Overcharge – your battery has been set up to produce some rather unstable charge. It will tend to shock anyone picking it up, but also produces one ‘free’ battery power a scene. This can be used to recharge other devices, but will not recharge the battery itself. When the battery drops below half power, the ‘overcharge’ effect ends. 

Galvanic Resuscitator – once one person has been awakened in a scene the same battery power (so, no extra) can be used to wake up anyone else at no knowledge cost.

 Soldering Iron – may now restore completely broken objects, but only those of normal quality and will restore all break effects on better crafted objects that are not completely broken.

Galvanic Blade – shocks after the first in a scene still cost battery power, but no knowledge. 

Shock Glove – as per galvanic blade, but for the glove.

Emitter – can be set to overload, which happens about five seconds after the galvanist causes it to do so, costing them one knowledge. The emitter is destroyed (it can be repaired over some time for 4 knowledge), but everyone within range is shocked by a combination of noise and mild galvanic current.

Galvanic Recorder – for one psyche, in amongst the white noise of any recording the galvanist will hear what any local spirits happen to be saying. 

 Personal Galvanic Health Stimulator – is now treated as journeyman fitness to resist diseases, or master if they are already journeyman, or may resist fifth rank diseases if master.

Therapeutic Stimulator – may now cure fourth rank diseases.

Portable Magnetic Converter –now costs only one battery power. 

Lightning Rod  - if full of charge, any extra charge is conducted harmlessly through the galvanist into the ground.

Chapeau (or belt) of Magnetic Repulsion – only costs one knowledge and no battery power to ‘turn on’. 

Portable Galvanic Cannon – now works at line of sight range and costs only 2 battery and 1 knowledge to fire. 

Ethermatic Communicators – may be used to ‘jam’ any other communicators (unless the person with those has this ability) at a cost of one knowledge to set up and one battery power per scene.





Herbalism
Corrected for V3

'Poisoner’s Art' – because of long poison exposure, allows the Herbalist to resist poisons (only) as if they had apprentice level Fitness. May be bought multiple times (at the suitably increased cost) granting an increased rank in Fitness for resisting poison effects. If they have fitness, this adds two(per purchase) to the rank they can resist, the maximum being rank five -most potent. Each purchase also grants one free power for the purposes of resisting poison only. 

Potion Mastery (potion): taken for a specific recipe (and a specific sub recipe if options are available, such as power type restored) a ‘batch’ is now deemed to be one higher. May be taken for different preparations or at increased cost for the same preparation. 

Herbal Analysis: although it is often possible to learn how to make an herbal recipe by analysing a sample of it, this ability allows any recipe to be learnt from such analysis with suitable role-play and at a cost of 1 knowledge per rank (plus the points to learn the recipe). 

Tailored (herbal Potion)

The herbalist gains increased personal benefits when they consume a herbal potion that they made themselves. This ability is bought separately for each potion. These abilities may be purchased by apothecaries for preparations. A herbalist who is also an apothecary may apply these benefits to preparations/potions of the same name regardless of whether they made them as an apothecary or as a herbalist.

Smelling Salts - is not stunned when used.
Sleeping Draft – can resist for free, regains one power of choice if gets at least ten minute’s sleep from such.
Emetic – taken after(same scene) some ingested nastiness, grants master fitness and four free power to resist that nastiness.
Poison – gains master fitness and four free body for purposes of resisting own poisons.
Poultice – will heal a mortal wound at a cost of 2 perm body (even if someone else applies it).
Caustic Tar – herbalist is flat out immune to their own caustic tar(well, it still stings, but no system effect).
Cleansing Salve –cures up to 5th rank at no extra knowledge cost.
Health – stops up to fourth rank effects.
Tonic – restores two power (must be purchased separately for each type of tonic). 
Elixir  -restores one extra power of the player’s choice. 

Skilled dispenser  - may dispense a preparation or potion such that the person taking it will gain the benefits of tailored preparation (if the apothecary has that ability for that preparation). This costs one knowledge and the preparation must be take immediately, not deferred. This ability applies both to herbalist and apothecary (if one has both)

Personal (amulet type)

Enhances the benefits a herbalist gets from amulets of their own making.

Lucky Heather – can be ‘spruced up’ at any time and, if the luck power has gone from it one knowledge may be spent and the luck power recovered. 

Health – grants an extra rank of fitness (which stacks), rather than novice fitness or grants apprentice fitness (whichever is greater).  If this takes the wearer over master fitness, each rank grants one free power for its use. 

Greater Health – grants two ranks of fitness to resist disease (if this takes one over master, each rank over grants one free power). 

Curses – need not pay the essence every scene to stop the curse affecting the character, but may not regain any essence whilst the doll is cursed. . 

Recovery  -grants 2 free power rather than one. 

Journey- grants two luck power rather than one. 

Warding  -grants two free power rather than one.

Bane Paste – if used personally to strike a blow may pay one knowledge to enable another blow to be struck (by self or another). One paste can only be extended in this way once. 

Marvellous (amulet type)

These are separate abilities which enhance the benefits a herbalist gets from her own amulets. The character must already have personal(amulet type) for that type of amulet, and all these abilities are a base 120. The abilities from Personal (amulet type) still apply. 

Lucky Heather – now grants two luck power. 

Health – grants two extra ranks of fitness (which stacks), or grants journeyman fitness (whichever is greater). 

Greater Health – grants four ranks of fitness to resist disease (if this takes one over master, each rank over grants one free power). 

Curses – doll may now ‘hold’ two curses.  

Recovery  -grants 3 free power rather than one and can be used to wake up. 

Journey- grants three luck power. 

Warding  -grants three free power.

Bane Paste – a paste can now be extended three times at one knowledge a time. 

Legendary (amulet type)

These are separate abilities which enhance the benefits a herbalist gets from her own amulets. The character must already have marvellous (amulet type) for that type of amulet, and all these abilities are a base 180. The abilities from Personal and Marvellous (amulet type) still apply. 

Lucky Heather – now grants three luck power. 

Health – grants three extra ranks of fitness (which stacks), or grants master fitness (whichever is greater). 

Greater Health – gains four power to resist disease and may resist disease of up to 5th rank.  

Curses – doll may now ‘hold’ up to five curses.    

Recovery  -may now recover from a mortal wound for 2 permanent body. 

Journey- grants six luck power. 

Warding -grants six free power 

Bane Paste – a paste can now be extended as many times as desired at one knowledge a time. 

A little bit of xx is good for you – The xxx is named as substance (e.g. Garlic, liver oil, nettle tea) is attributed to a specific powers, each herbalist can buy this ability for each power, and the associated name the xxx for each. For 2 knowledge a herbalist can prepare a small bit of this substance that can be then given to another, recovering 2 power of that type. A person can only benefit from a given substance once each day and a herbalist may only by one such substance.




Mathmagics

Changed a great deal for v3, abilities removed, new ones replacing them. 

Complex Functions: may be purchased multiple times at increased cost. Each extra number used in each ‘letter’ over what is required when scribing a script reduces the willpower cost of the script by one. Then maximum reduction is equal to the number of times this ability has been purchased and this ability may not take more than half the cost(rounded up) of the script off. To gain these benefits, the formulae used must be radically different each time the same thing is written. 

Simple Functions: each purchase -and the ability may be taken multiple times at increased cost –reduces the minimum number of numbers for a given letter by one, though always to a minimum of two. It cannot be combined with complex functions.  

Spoken Maths – rather than writing down a function, the character ay speak it, reciting the formulae. This is obviously pretty difficult to do. Only triggered and read functions may be used in this manner. 

Ritual Naming: if an object is given a one word true name by means of mathmagics it also becomes suitable as a ritual foci for that name(with a ‘because it has been proven mathematically’ history) -even if the object bears no resemblance to the name. Such items may be kept off event for points or prepared beforehand and bought with points. It costs 2 additional willpower to name an object in this way

Hang Power: may trigger a triggered script and, rather than it working then and there, ‘hold’ it with the power of your will. This costs 1 willpower plus one extra for every script you already have so held. You may only hold one fucntion for each purchase of this ability and it may be purchased more than once. 

The effect is then triggered merely by verbally stating the name of the effect(which is an IC statement). Triggering costs 1 knowledge. Hung functions are lost if you enter the wasteland or at a sleep scene. 


 Sense Environmental Script  -costs 1 psyche, could be ref triggered (will be told what ability is being triggered), character will be told they are in the area of influence of a mathmagical environmental script and roughly what it does. 
 

Mathmagical Ritual Naming - from "Ritual Naming" and at least Novice Ritualism, though still base cost  of 60pts (rather than 120pts), may now write the ritually suitable name of any object that could be  named for ritualism in Mathmagical script, using at least Master level number of symbols, to name the  object ritually for 1 willpower (the scriptual name paying the essence cost). In all ways other than  the Mathmagical nature of the naming this is as per the Novice Arcane Script ability.

  
Expert << type of script >> : Gains 1 free power per scene for writing scripts of the specified  type (e.g. Active, Triggered, Environmental...).
May be purchased for each type of script and also may be taken multiple times for the same type of script at increased cost.

Function Mastery

Each of these abilities applies to a specific function, enhancing its effect. It only applies to functions the character has written themselves and that are being used on or by them.

The Fibonacci Disappearance- the mathmagician may choose to appear anywhere within a couple of minutes walk, as long as the route is not blocked(by a door, even if they could normally open it, or any sort of warding).

Golden Section – when used by the caster, they may break the sequence once only without it ending and, additionally, in those rares cases where they are performing the exact same action but the power cost is changing (for instance, they might suffer an effect that doubles power cost) then the effect is not broken. 
Homeward Bound –no ideas at present

 
Galileo’s Parabola  - when used by the mathmagician moves them up two stages on the benefits (bowman – accuracy – precision) rather than one and grants one free power for ability use. 

 

French March (The March of Honour),  - no ideas. 

Pythagorean Triple  - any maths function now always applies to the mathmagician if he is apart of that triangle(and so wishes), as well as to one other member of the triangle 

The Royal Road to Geometry – no ideas. 


Thalian Geometric Shadow (journeyman): - the check on distance/direction now also reveals the direction they are moving in and the speed they are moving at and, additionally, continues to give this information for a full scene. 

Socratic Doubt – the mathmagician now carries the doubt in his heart and can use the abilities granted by the script when they have no such script upon them.  

Unassailable Condition – when the script is used the mathmagician may spend 4 willpower to not have the script end, but rather stay active and be able to be used again. This may only be done once for each script. 

Mercator Projection – may now also be used for groups of people(at least six or so), even if those people are mobile. People need to be represented as markers that are placed on the map. Consulting the map, the mathmagician will know where to place (or move) the marker at a cost of one knowledge. 


Realm Strength – when in a Realm they have strengthened the mathmagican gains 3 free willpower to resist entropic effects and may resist wasteland wash style effects for 1 willpower. 

Tap Mathemagical Construct – no ideas.  

Squaring the Apollian Altar,  - whilst this effect is active and the mathmagican is benefiting from it, he gains 3 free body and two levels of fitness instead of the normal benefits. 

Newton’s Mint – caster will be able to sense when any money transaction that is either large of significant takes place and the rough value of that transaction, and what (roughly) was paid for. This costs one psyche to use and tells the caster all transactions tat count that have taken place that day (up to then). No names, and no details of who the transaction was between. Additionally, they will get a general sense of how trade in the area normally occurs and how trade in the area has progressed that day (which may well be different). 


New England (New France, Colonial Shelter), - gains one free power a scene when in a Realm of their own creation, as they can tap its strength. 

The Difference Engine – once a Leibnitz Logic of Algebra within the area of this function additional questions only cost 1 willpower and knowledge even if the catser has left the area of the function, a rest, break  or sleep has occurred or other power has been used. 

Befuddling the Ignorant – if affected by this ability may immediately pose a counter question to the person who asked the question, counting as the same function (but needing no script) and at no power cost. Mathmegicians who are asked a counter question and do not have this ability are shocked as they solve it (mostly because of the audacity). 

Democritus’ Disorder- may use their scripts to break anything that could be broken, no matter what object is named. 

Platonic Solid – elementals may be bound to  such an object by the mathemagican without tying them off and drawn out of that object (by the mathemagican only) at a cost of one willpower each, but merely by brief verbal comment. 

Zeno’s Paradox - At time of activation may choose to have this apply to everyone such that nobody (friend and foe alike) may used range abilities on the caster. This costs 2 will at time of activation. 


LaGrange Point – if broken, the gravitic forces follow the target such that for a scene the caster may call ‘legrange point’ at that target at will for one willpower a time. 


Fermat’s Last Theorem- when solved, may pose a counter question to the original caster(within a scene), costing no power and needing no script, but otherwise functioning exactly as this function does. 

Leibnitz’s Algebra of Logic – may now get the answer ½, which means ‘maybe’. 



Medium
Edited for v 3

“This house has many hearts” – by touring a haunted location whilst using ghostly perception and at a cost of 1 psyche per ‘room’ or other distinct location will notice any particular loci that are more haunted than others. This might help pick out locations of import, fetters(even if hidden) and the like. 

Long Interrogation  -the limit to the number of interrogative questions that can be asked in a scene is lifted. 
 
Channelling: medium may act as a channel for a dead spirit. Thos costs 6 psyche and allows the spirit to inhabit and travel with the character until a sleep scene is called. It will be driven out if it enters the wasteland. Some spirits may be able to cause all sorts of trouble for the person so channelled. The Channeller gains any and all lore skills possessed by the spirit, which they can fuel with psyche and also gains novice rank (or plus one rank, any choices made as appropriate by the referee) in any ability the spirit had master level in. These abilities may be fuelled by psyche. Only one spirit may be channelled at once, they can be asked to leave for 1 psyche and forced to leave for 4 psyche  -some may be able to resist and some may be able to take over the medium. 

Death Eyes: by staring into the eyes of a corpse (even a very old one), where fragments of the spirit always remain and for 2 psyche the medium will receive a brief vision of the last thing the person saw. This can be upgraded to ‘Life’s Flash’ at increased cost (base 120) such that the medium will get a brief ‘life flashing before the person eyes’ vision also. They are stunned whilst having such visions. 

Disrupt Ectoplasm: many ‘ghosts’ can form bodies out of ectoplasm  - many undead do this, forming their own bodies from nothing. By touch, the medium can disrupt this ectoplasm. This stuns the ghost, which the few with willpower can reduce to a shock for 5 might. This works only against currently manifested spirits and costs 1 psyche.  

Centre of the Aura – costs 4 psyche, used only after an aura reading has been done. If the target has a single, compelling motivation in life that is all consuming (reasonably common amongst ghosts, almost unheard of when dealing with people), then the medium will receive a brief, insightful and revealing flash that alludes to what this might be. 

“Is there anybody there” – 2 psyche, an open invitation to any spirit in the area to make themselves known. They will do so, in some way, unless they resist for 5 might. They may use powers they possess to make themselves known, but any spirit (even a recently dead one) can at least make knocking sounds. 

Channelled Conversation  -remind the refs you have this ability  -when in conversation with a spirit (using the ability of the same name), the spirit will hear anything said by those close to the medium. 

Ectoplasmic Wielder – the medium pays no psyche to use their own ectoplasm. 

Questions about an aura  -for 2 psyche medium may ask the referee to expand upon any one period/facet described in an aura reading. This can be framed as a simple question, with a short answer. 

Twisty Paths  -when returning from a spate of astral projection, the medium may follow a twisty path such that anything that spotted them will not be able to follow them back.

Untouched by the Poltergeist – things thrown around by a poltergeist will always miss the medium, at a cost of one psyche. Objects apported (teleported out of their possession) by spirits may be retained for one psyche. 

Spectral Visions, GM Medium and Visionary. Visions that involve spirits are normally somewhat tricky, as it is hard to see a spirit at the best of times. Sometimes, any visionary might see a spirit (normally though only if they are alive). This GM ability removes any such restriction and allows spirits to be freely seen in visions. 

Spirit Guide – medium acquires a spirit guide, which they must provide a name/background/look for. This will be visible on ghostly perception and follow the medium around. It has ten might, but no powers (the might is used to resist stuff if appropriate). If killed in some way, it will be back by the next event. The guide will have three abilities at master level, but may only use the ‘lore’ skills of those abilities. The medium may access these lore abilities by talking to thin air and using one psyche.

If the medium is badly hurt or in trouble the guide might go and try and tell someone  -but has no power to communicate. 

Séance – requires at least two other people to take part and this must be done in a slow, respectful, unhurried and ritualesque sort of way. Costs the medium 4 psyche and all participants 1 psyche. Must be done at a static location  -you cannot wander around whilst doing this. 

All benefits last only as long as the Séance continues. If it goes across more than one scene it costs the medium 1 psyche to maintain it. 

A séance:

Attracts all spirits that are nearby, who come to see what is going on unless they have a very, very good reason not to.

Grants all participants ghostly perception for free. 

Allows all participants to enter into conversation with any spirits present (for free). Conversations must be spaced out, slow and it must not become a general free for all chatter, or the séance ends. 

Spirit Echoes  -6 psyche  -the medium will be able to feel any major influences on the spirit world in a realm, as well as sensing any major ones in the past (like a lot of deaths) and roughly when they occurred, and the rough sort of cause of such things (battles, plague and so forth). If the dreaming is close, they will sense this also. 

Dreaming Powers


All of these abilities work only in the dreaming, unless it specifies otherwise. The ability ‘lucid dreaming’ must be purchased before any of the others may be, but the other abilities cost only a base 60 points unless otherwise stated. 

These abilities may only be bought by a character with a medicine bundle, with the exception of ‘Dream Talisman’.  A medicine bundle is a type of object that allows people to find their way into the dreaming. 

Lucid Dreaming - may choose any three abilities when in the dreaming that represent the character’s ‘fantasy life’. These may be changed each time they enter the dreaming and may be changed when in the dreaming for 4 psyche – when changing an ability, the one being replaced is lost immediately, the new one not gained until the next scene change. The character has these abilities at master level and may fuel them with psyche. 

The Dreaming Close -in an area where the dreaming is close (which tends to include a lot of spirit orientated ‘native’ sites) the character gains one free power a scene. 

Dream Haven -whenever the character sleeps and the dreaming is not close (so in a normal place), and they are not using any other ability whilst asleep they may enter a ‘safe’ part of the dreaming. Though their body remains where they are, they are protected from all supernatural effects of any kind other than those that directly affect the body whilst asleep. 

Portentous Dreams – at no power cost may have a master level vision (as visionary) whilst asleep. It will be in a dreamy style.

Bundled Power – medicine bundle grants 6 extra power (added to their base values), split between the types of power the character gains from the medicine bundle. The split of this power may be changed every night. 

Dream Talisman  - the character has an object which is personal to them and acts as a medicine bundle (even if they already have one). The talisman grants one of each type of power.  If the talisman is lost or destroyed, then they lose one perm willpower, but will have a replacement by the next event. 

Dreamscape  -used overnight, the medium waking up down 2 psyche. The medium will tour the local dreamscape and as such will see the nature of the dreams being dreamt by people. This will be a broad overview, but the medium may (for 2 psyche each one) view the dreams of a specific individual  who they have met (or more than one for more psyches). Persons so picked on may remember the medium from their dreams at a cost of one psyche. 

Although dreams are usually very metaphoric, when the medium enters a dreamscape they will cause the person to dream about ‘whatever is on their mind’. 

A medium may give a person a short message when in their dreams at a cost of one psyche, though the person will only remember it if they pay the psyche to remember the medium. 


Mechanic

Edited for v3, but mechanic needs more stuff, so so does this.


Equipment Mastery Abilities

These are a set of abilities that function to increase the effectiveness of specific items of equipment. This is a combination of a knack for using the gear and the gear itself being well made, so only works when the galvanist is using stuff they made themselves. However, 2 knowledge and some tinkering (over at least a scene) would let the character update some equipment that was not theirs so they could use these abilities with it.

Pocket Watch – may be used to navigate by assuming the sun or stars can be seen at a cost of one knowledge.   

Telescope- for one knowledge may be used to ‘view’ things that are present, but not yet set  -for example, may see troops moving around in the woods and get a rough idea of how many there are.

Magnifying Glass – adds one rank to any and all lore skills that such a glass might be useful for, when it is used.

 Goggles provide their resistance at no power cost.  

Camera  -now gains an extra shilling stipend for ‘scoop’ pictures, an extra penny otherwise. 

Record player – now restores two power. 

Apprentice

Brace  - limb may now be used as normal.  

Hand Dynamo – restores 2 and 20 battery power respectively.  

 
Powered Glove: no longer needs to ‘tinker’ before the glove can be used. 

Steam Plate; gains one extra level for purposes of computing free soaks for armour use. 




Merchant
Edited for v3

Major Figure: each purchase allows you to choose a fairly specific area of trade in which you become one of the ‘big players’. This can significantly effect your interactions with others, but has no actual system effect.

More Goods: each purchase means you are treated as if you were one rank higher for the purposes of common and rare good starting values. 


The Handshake: the merchant has such a good reputation that, when dealing with anyone who might have heard of him his ‘handshake’ on ever a major deal is enough to secure it. Tell the refs you have this ability at event start so they can brief the crew accordingly. 

Restocked– may now bind ‘temporary’ objects to their personally reality that they end event with and be assumed to be restocked, as long as the thing that is being restocked is generally available (on the stipend list). 
Specialist Contacts (type) -goods of a particular type cost half to buy with stipend or towards merchant allowance. Can be taken multiple times for different types. Types are: elemental talismans/charms (different elementals are different types), weapons, armour, herbal preparations, apothecary preparations, mechanical and galvanic objects (one type). 
Magical Trinkets: gains ‘elemental lore’ of each type, but only for the purposes of determining what common charms and talismans do and how much they are worth. 


Mesmerism
Edited for v 3

Unless they are obviously abilities that effect when you can use mesmeric gaze, all these abilities can only be used on a mesmerised person and with verbal ‘look into my eyes, not around my eyes’ type stuff.

Combat Mesmerism: may now mesmerise in a combat situation. This costs 3 psyche instead of one.

Mesmeric War – if mesmerised, may mesmerise the person who did it (by calling ‘Mesmeric war and at a cost of one psyche), both individuals are now deemed to be mesmerised by each other and in a state of ‘mesmeric war’. The mesmerist who initiated the first gaze (not the respondent, who declared the war) by resist the one who called ‘war’ as normal, in which case neither is mesmerised.

 When in this position, the two mesmerists alternate using psychic powers on each other, the individual who initiated the war going first.  If one is unable to respond to the use of a power within ten seconds, then they will pass out in a state of mental overload (as a normal KO). 

 Sleep: may now give the simple command ‘sleep’ to a mesmerised person such that they will immediately fall asleep (unconscious in system terms). Mesmerist is shocked as usual. Costs 4 psyche, may be resisted for 2 willpower in which case target is still stunned.

Urge: for one psyche may implant a simple urge in a mesmerised person, like being hungry, tired or wanting to leave the area. Can be resisted for 1 willpower, otherwise lasts until the urge (which must be a simple one) is satisfied. 

Friend: ‘I am your friend’ on a mesmerised person makes them treat you as just that. This can be resisted at any scene change for 4 willpower, for 2 willpower if the mesmerist does something to upset the target and for free if the mesmerist really pisses the target off. This costs 4 psyche. Wears off, in any case, at a sleep scene. 

Change Perception: 6 psyche, makes the target perceive something as something else  - beauty as ugly, friends as enemies, blue as green, ducks as wild boar, carrots as galvanic robots. May be resisted at point of perception for 4 willpower in which case subject is stunned. Wears off, in any case, at a sleep scene.

Implant Phobia; makes target very afraid of one thing: they will flee from it, or ‘lock up’ in fear unless they spend 2 willpower, and in any case all power use for them doubles whilst the thing is around. Once resisted three times is broken, wears off at a sleep scene. Costs 5 psyche. 

Implant mania; makes person obsessed with something or someone such that any scene they are not ‘doing that thing’ or near that thing (depending on what it is) they either must spend 1 willpower or pay double power cost. When resisted three times or at a sleep scene wears off. Must be role-played of course. 

Clear Mind: 4 psyche, removes all mesmeric stuff in place on one person, ‘resetting’ them. Costs 2 psyche if only removing stuff you placed yourself. 

Implant belief: 3 psyche, implants a single ‘belief’ in a person, which can be outrageous but not directly life threatening (Cardinal Boleyn had your baby, you are king of England, herrings fly north in the winter).  Can be upgraded to implant true belief at increased cost, costing 6 psyche, which can be life threatening (You can fly, drinking poison is good for you). Can be resisted for 4 willpower at point the belief causes them to do something, which breaks it. If it becomes really, really obvious the belief is false with physical evidence it is not true then it breaks automatically. Ends at a sleep scene. 




Miraculous Healer
Edited for v 3

Poison Cure – may now progress a cure poison to rank five. 

Disease Cure – may now progress a cure disease to rank five.  

The Sleep of Saint Clare: Snt Clare was a nurse who tended the wounded in the Holy land, founder of the ‘Poor Clares’. 

A short invocation to her and touching of the brow will put a willing person into a deep, healing sleep. This costs one faith to use. They are treated as if unconscious for system effects and wake up according to the normal rules. Whilst so sleeping, no wound on the subject will get any worse(including mortal wounds) and the effects of poison and disease not progress. 

Healing Chant: at a cost of 3 faith character may start to chant, calling on their deity to heal the wounded. Anyone who can hear this chant gains one free faith for the purposes of being healed and one free faith for the purposes of healing each different person with miraculous healing. This lasts up to a scene, but is broken if the character is struck or does anything else really other than chant and possibly wander around,. They cannot use miraculous abilities themselves, so this is normally used in support of another healer. 

 Curing the Plague: when healing disease, every time you heal the exact same disease (not just the same rank but the same disease) in the same scene it costs 1 less faith(for each time the disease has been healed) to a minimum of one. 

Healer’s Favour (Isian only): if dead and brought into an Isian shrine then will be miraculously resurrected after at least two full scene have passed, as long as this in on the same event (Isis pays special attention to those who can call back the dead themselves). Works otherwise as the master miracle with regard to perm faith loss, being wounded to each location etc. When restored, may briefly speak or gasp before lapsing into unconsciousness. 

The Fallen Priest (Mithraic only) – if rendered unconscious in a combat situation you always get enough time to cry out a short ‘call to arms’ (at normal cost) before you fall over and you may benefit from the effects of that call to arms yourself.

Heal Great Wounds – if you cure mortal wounds on someone(or resurrect them), you may then also cure all their normal wounds without any power cost.

Recovery of Faith – character may now use faith to heal themselves in a manner exactly the same as using body in scene changes, the healing energies they tap from the Gods working on their wounds without need for evocation. 

Necromancy
Edited for v3

Unholy Water  -exactly as the demonology ability.

The Benign Oath: necromancer intends never to raise undead nor benefit from bound unquiet spirits. They gain one free power per scene to fuel necromancy. This ability is lost forever if the necromancer willingly breaks it (no points are regained) and for the event if they break it due to some external control or in true moral extremis (‘raise this zombie or I kill your friends’ type situations). This latter condition is judged very harshly.  

The Restful Art: requires the benign oath(but is not at extra cost), each purchase grants one free power for the purposes of controlling undead with  the intent of laying them to rest only. 

 Great Control: the necromancer may now try to control rank five undead. In order to do so, he must know their true name and, even in knowing it, the undead may still resist. This costs 10 willpower to use.

Mass Control: allows the necromancer to control all the undead who hear him of the same name and then give them the same orders at triple base cost. 

The Rest Eternal: by adding ‘and never return’, ‘and go to your rest eternal’ or similar to a command to depart the undead may not be raised again, unless the undead has some power itself or active upon it when this ability is used. This costs one extra willpower regardless of undead rank. 

If Lord Grail has this ability and commanded a walking dead to depart, then Colonel Guillame cannot raise that body as an undead again. If he used this on the Colonel, then he would still come back, because he is bound to ashes and returns each night. 

Commanding the Bound – whereas bound spirits can normally only be used once in a day, this ability allows each bound spirit to be used one additional time, at double willpower cost. 

Soul of Power – the necromancer may command an undead soul (not spirit) that they have control over to depart its body and link, briefly, with the necromancers own. The body of the undead collapses. For the rest of the scene, the necromancer may command the supernatural powers of that undead (if any), using them himself at a cost in willpower equal to the cost to use those abilities in might. The necromancer becomes touched by evil for the event(though they probably are already) and additionally is treated as embraced by evil (A truly evil creature and subject to such things as exorcism and holy water) as long as the undead soul is melded with theirs. Nobody else can command such a melded soul.

This ability may be enhanced (at 120 base) such that the melded soul will persist to next sleep scene, though only one such soul may be bound at one time. The necromancer may order this soul to depart at any time. 

Perditions’ Art – when the necromancer kills someone in a truly horrible, lengthy and premeditated way that person will always become an unquiet spirit. 

Holding Closed the Gates of Death – by constant command and imprecation to someone who is dying (mortally wounded), but not yet dead and at a cost of 2 willpower a scene, the necromancer may prevent a person from perishing (they stay mortally wounded  -they still get worse, but they do not actually die).

Necromantic Experience – the necromancer, well used to dealing with undead, gains one free power a scene to resist their abilities and (unless master already) gains one rank of fitness to resist such abilities (only). 

Mental Ward – necromancer may resist any ‘mind effecting’ undead ability. If they could resist it anyway, then it costs one less power (minimum one). If the base cost to resist is one and there would be a lesser effect if resisted (a shock, for instance), then no lesser effect is taken. If they could not resist it, they may resist for 1 willpower per rank of the undead using the power and become shocked. 



The Runes of Dark Resonance

(these probably need some balancing after playest)

Human beings have souls – and those who care about such things whisper that other creatures have souls, as well, such as the ancient serpent men. In any case, when they fist had children, Isis and Mithras caused the souls to enter the bodies of their offspring, so they would be complete. Exactly how, and where these souls came from is a matter of debate within the church, but it is generally agreed that this happened.
 
As the children of Isis and Mithras prospered and multiplied -and became humankind – the two Gods (though, at this time they were mortal), saw that the souls of their children were leaving their bodies after death, but were ‘hanging around’, not moving on and not being reborn. They then caused those souls to be reborn, bringing reincarnation into effect. Exactly how they did this is also debated.

One legend says that they used certain runes, graven on rock in the mountains of what would become Finland, in order to cause this to come about. The Church does not hold this to be true, but it is a persistent claim amongst occultists who feel that the power of the Gods is something a man could obtain: the idea that all the Gods were doing was magic, and that this could be mastered by men is mightily appealing to those who desire power.
According to legend six runes were scribed that were to do with the soul.  Three caused souls to enter the bodies of men and women and three were scribed to cause them to move on to a new body after death.  It is debated which is which.  Later a seventh rune was scribed, the one that sent Set to hell and, indeed, some say the rune that created Hell itself.  There were other runes, but their purpose is a secret shrouded in mystery.

In the dark ages, a Finnish sorceress by the name of Louhi queen of the land known as Pohjola is said to have found these runes and sought to tap their power. The church, at least those who might believe such tales, would say that in so doing she profaned them. Louhi is part of a complex Finnish cycle of myth (their national epic, in fact), but here it is the runes that mattered: she read them, interpreted them, used them and, in so doing, turned these runes away from their original purpose and to a dark intent.

Occultists through history have sought these runes. Some, those pertaining mostly to the undead, were written down in a book in the middle ages, a book named The Book of Shadows in mockery of the Books of Shadows used by Isians to record their prayers at times when their faith was persecuted. 

In the early 1820’s one such book, which had a life of its own, was able to leak its power from within its covers. Tomes that dealt with dark matters all over London started to acquire information they had not previously had as texts literally physically altered themselves at the behest of this dark book in order to communicate its dread power to any who would use it. No doubt other Realms  -especially Paris – have their own sources of such malign information. 

As such, it is possible for anyone to gain some mastery over these runes, if they have the will and the ability to do so. 

Rules for the Runes of Dark Vibration

A character’s understanding of a given rune is rated like an ability: novice, apprentice, journeyman, master.

These are a group of dependent GM abilities: 60 for novice, 120 for apprentice, 180 for journeyman, 240 for master. As a character buys up the ranks in the runes they gain greater understanding of the nature of that rune, which in turn grants them special abilities or alters the abilities they already have. 

These runes have wide interpretation and connect with curious vibrations, as such many of the powers make sense only when viewed in the broadest interpretation of what the rune does. 

These can be purchased as either GM necromancy or demonology abilities, as both abilities deal with the dark side of the soul. Any abilities applicable to both apply to both, even if bought with the other, even if your rank in the other is not high enough to have purchased Gm abilities. Some are dependent on necromancy/demonology abilities of other kinds

Having any of these GMs causes you to be touched by evil. Having one of them at journeyman level causes you to be held by evil. Having one at master level causes you to be embraced by evil, and as such you are deemed to be an ‘evil creature’, fully effected by such things as rebuke, holy water and so forth. However, you are not explicitly and undead or a demon and abilities that work against specific creatures will not work against you. Likewise, you are still a flesh and blood creature who needs to eat and sleep etc  -you are just very much in the sway of evil powers. At this stage, your faith is permanently and irrevocably reduced to zero and can never be more than that in any way) and, upon death, you are sucked into hell (2 perm willpower in addition to any other cost in the unlikely event  -given zero faith  -you are ever brought back).  

These runes interrelate, such that to understand one to any degree one must have grounding in others.

You must have three of these runes at novice level before any can be bought to apprentice, three at apprentice before any can be bought to journeyman and three at journeyman before any can be bought to master. Once a new rank is ‘unlocked’ you may freely buy any of the runes to that rank.

Additionally, one other ability is needed at equal or greater rank to the rank the rune is taken in, which acts as the source of your knowledge. This may be scholar (for book learning), medium (for questioning the dead) or Visionary (for seeing it in visions). No other ability provides the detail needed.

Some of these runes also require other abilities in order to learn them. In such cases your rank in the other ability must equal or exceed your rank in the rune. 

Knowledge and use of these runes is not well enough known  -presently –to be illegal in and of itself. This may change. 

NONE of the runes that grant power, or free power, ever grant faith or free power that can be used as faith. 

If someone who knew these runes happened to be touched by good, then any power cost to use them is increased by one. If held by good, then any of these abilities that costs power or requires a rune to be named/drawn also shocks the caster (just after they use it). Anyone embraced by good pays one event perm willpower to use any of these abilities that cost power or invoke the rune in verbal or written form  -channelling evil through a goodly creature is tricky. 


[image: roh]			Roh

Roh is the great infinite, the space that the soul inhabits when it is not in mortal form. Once a great and comforting space under the guidance of the Gods, this rune make the universe a cold and hostile place. 

It is a rune that allowed souls to enter mortal form, as it defines the infinite they come from.


Novice – Soul from beyond – invoke by naming Roh, drawing it (in the air or anywhere) and invoking verbally a ‘fragment of the soul infinite’. This costs four willpower to do. This causes a ‘fragment’ of soul that is bitter and corrupted by evil to seek to enter the body of the target. 

It may only be used on something that is being played by someone and that has a body (even a temporary, manifest one). 

If the target has a soul then they are stunned (reduce to a shock for 2 willpower) and become touched by evil until such time as a rank one drive out evil is used to remove this tainted soul fragment.

If the target is embraced by evil then the new fragment merges with their (already evil) soul and they regain two power or ten might of their choice. An individual may only benefit from such a merging once per day. 

If used on something without a soul, it gains one (albeit a small and dark one). The target will act in an evil way henceforth (as the soul can dictate to anything else, even the most powerful of spirits, the exact nature of which depends on the creature. A drive out evil at rank one will remove this taint. 

This will only work on something already ‘alive’  -or, at least, moving around as if it were alive. Generally, it will work on anything played by someone. 

Apprentice  -Channelling the Dark Fragment. Calls a bit of evil soul into the caster or another subject. This costs four willpower. The target must be willing and Roh must be drawn upon them, visibly. If the target is being fooled they will realise that they are allowing evil to enter their body and may freely refuse it at the last minute. 

The subject gains the benefit of a rest scene as they are filled with dark vitality, but loses all faith as if they had used it. They become held by evil until they sleep and spend 2 willpower to assert their own identity over the bit that has arrived, or until a rank two drive out evil is used upon them. They may not regain faith until they have so asserted themselves or the evil has been drive out (faith is not regained the night they assert themselves).

If this is done more than once to a single person in a single day then they lose one permanent faith. If they have no perm faith then they lose all sense of their own soul: it flees their body and they die.


Journeyman – Voyage amongst the infinite.

Useable once in a sleep scene, the character is able to travel into the great infinite and commune with the resonances left behind by everyone who has ever died. As such, almost all human knowledge is out there, but a but a bit on a vague side. The character may gain a short discourse in regard to any subject, though this will be short on precise detail, but is ideal for getting an overview on some topic the character knows nothing about. 

Master – Vision of Eternity. Evoke Roh verbally and draw it in the air. A target, who must have a soul (though could be demon or similar) is sent on a psychic voyage of the infinite. This costs 6 willpower to resist. Demons and Undead, who are less anchored to their physical forms than mortals, may not resist, no matter how potent they are. Legendarily, Faust used this power to delay Set, giving himself time to flee. 

This costs 10 willpower to use. 

The target becomes shocked as their soul takes in infinite vistas of dark beauty. They remain shocked until they spend 1 willpower(or five might) in each of three scene changes or until a rest, break or sleep scene or until something is done to them (they are struck with intent to cause real harm, an attempt is made to command them or similar), or until a great deal of effort(most of a scene) of a slapping/talking to sort is gone to.



[image: del]  Del


A harsh resonance. Once a spark of freedom that sought to do things differently from the way they had been done before, Del is now discordant, seeking to achieve an end by destructive means: it wins the war by committing atrocity, it plays music that is sweet in itself, but which turns the orchestra as a whole into a cacophony.

It is the rune that allowed souls to move from one form to another, as this was not a thing that had been done before. Profaned, Del is ‘new things’ and new approaches, but they are always bad.

Novice -Power of the new  - the character gains six power on base which goes on their lowest power type after all other considerations. If applying these points would make a lowest power type not the lowest, spread them around as you see fit in an attempt to keep the lowest types as equal as possible. This will never grant faith and faith is not considered a power type for this ability.

Apprentice -The destructive Novice – at any point in an event the player may nominate any one ability which may not be an ability they have, nor one they have nominated using this ability before. They gain this ability at novice rank. At the end of the event, they may buy novice rank in this ability permanently at half cost.

However, Del is destructive and discordant. Any use of this ability(either in its temporary form or if bought permanently)  must (at least ultimately) clearly sow destruction and discordance, and this is judged harshly – though, sowing such destruction amongst one’s enemies is fine. If this is not the case come the end of the event then the character loses one perm willpower for every infraction or, if they have bought the ability, they may instead chose to lose it. These restrictions apply even if the character subsequently buys extra levels in that ability.

If such an ability is lost, it may never be regained.

When dealing with the results of an ability gained through this power the referees will warp it towards the dark side, perhaps briefing crew or extrapolating events caused by the use of this ability accordingly. 

Journeyman -Discordant Mark – by drawing Del (visibly) on a willing mortal with a soul, it creates discordance within them. As long as the marked individual is within a few hundred yards of the caster, the caster gains two free power as they draw upon this discord. 

It costs one willpower to draw the rune and the effect lasts until the scene change after the rune is erased (which is easily done unless it is tattooed on or something). 

Anyone so marked finds things go wrong for them, doubling the cost of all power use. A drive out evil at two would remove this effect. People so marked are touched by evil as long as the mark persists. Someone so marked will feel that evil powers are being invoked as it is drawn and may refuse to let it happen. 

Master – Rune of Discord. Del is drawn upon something (it might be disguised or hidden but it cannot have been erased). The object must be something a person could easily carry. The drawing costs 4 willpower. Anyone in possession of or actively using the object(it could be a cushion they are sitting on, for instance)that the rune is drawn on strikes a discordant note with everyone. Everything they do will be seen in the worst possible light, everything they say will be taken in the worst possible way. They are irritating just by existing. Violent people are likely to attack them. 

If the person is basically unassuming and/or pleasant and/or does very little, then they might just be ostracised. Otherwise, it is a matter for people’s role play as to how they treat them. However, people are liable to treat them as badly as they treat anyone. 

This effect persists until a scene change after the character does not have/is not using the object.

The object retains its power until a sleep scene or until the rune is erased/broken.

Every different person who is affected by such a rune grants power through discordance to the one who drew it: they gain one power, which may be used to replenish spent power of added to base (but not to faith). 

The person who drew it is never affected in any way: they will not be disliked nor will they dislike others.



[image: khal]Khal

The rune that took souls out of a collective space, where all were together, and made them live alone. The Gods did this gently, to give identity. This rune is one of loss and loneliness.


Novice  -Already lost – the character is already totally lost, and knows it. They may resist any effect that would cause them to become lost (specifically lost, not something that makes them lost as a by product), in any way(metaphoric or actual), for one willpower.

Apprentice  -Apart from the Gods  -costs 2 willpower, Khal must be spoken or drawn in the air. The target, who need not be present but, if not, the caster must know a name for (though not a true name) becomes ‘distanced’ from the gods. They pay double faith cost (not stacking)until a drive out evil at second rank is used upon them. They also become touched by evil. 

For every five full points of faith the target has, the suffering of their soul restores the caster one power of their choice (not faith). If the target has free faith, then the character gains twice the amount of free faith they have as one shot power of any type(not faith) that they may use at any time in the event. Two extra power is added to this pool for every rank the target has in a miraculous ability.

No power is gained if the target has some power to resist or get round the double cost and the ‘one shot’ power pool is lost if the victim has the effect removed.

Journeyman – Lost and Alone  - The target, who need not be present but, if not, the caster must know a name for (though not a true name) becomes lost. Unless they have a guide or some ability that finds the way(like wilderness lore), they will not be able to find their way anywhere and will wander, not meeting anyone at all. This costs two willpower to use and lasts until a sleep scene.

Master – alone and proud. The character is incredibly self reliant. They gain four free power a scene, but they may not spend power at all to benefit from anything someone else does for them. 

[image: dis]  Dis

Dis was the distance travelled for the Gods to bring souls into life – they came from far away. Now, corrupted, the rune is the ache for far off places that can never be visited, the need to travel knowing that nowhere as good as where you came from will ever be reached. 


Novice -The Journey-gains one free power whilst travelling and in the scene after they arrive at their destination, but for the scene after that (as they realise they place they have reached is crap) power cost is doubled. 

Apprentice– the Sad arrival – when arriving at a new place (one to which they have never been) and as a result of a significant journey, by verbally disparaging the place regains three power of their choice. ‘New place’ is judged fairly liberally, and can include any stopping off point as long as it is not too artificially engineered. Such disparaging needs to be pretty audible, and may well displease whoever lives there. 

Journeyman – Restlessness – If the is in the same place at sunrise and still there at sunset, they gain one free power due to an eagerness to get things done and move on. This lasts until they leave, but is regained if they come back to the same place in the same day.

Master – Now gains two free power(total) from the novice and journeyman abilities and regains five from the apprentice ability. 

[image: gam] Gam

The lives the Gods gave were meant to be transitory, stopping off points in a long existence. Gam rubs this in: you are going to die, everything you do will be forgotten, nothing you will achieve is anything more than temporary. Life is pointless.

This rune allowed souls to move to a new body by allowing one life to end and another to begin. Now, its powers interrupt and corrupt that process. 

Because GAM deals with the building blocks of matter (which GAM destroys)  -which are the elementals  -one must have total ranks of elemental magic equal to of greater than the rank one takes in this rune (so novice in all four or apprentice in two would allow master). 


Novice: Vision of Mortality – by staring into someone’s eyes (in the manner of a mesmeric gaze) and at a cost of 2 willpower the target, which must be a mortal creature with a soul (‘mortal’ here being something that could, in some way, die) will be shocked (no resistance) and feared (resistible for 2 willpower) by anything that could cause them to be killed for the rest of the scene. They would still seek to defend themselves if cornered, etc (they become really, really not up for dieing). 

Apprentice – Bound Soul of the elements allows an apprentice or better necromancer to bind the soul of an elemental mage who has just died(same or previous scene) into an object that is capable of holding elementals. This becomes a rank two undead ‘Bound soul of (element)’. The necromancer must specify the element and if the subject is not master level in that elemental magic, then the incantation fails. This costs eight willpower.

The object the soul is bound to must be able to hold at least four elementals of the appropriate type. Henceforth, the necromancer can use this soul as if it were an elemental, calling on it by name (Bound soul of XXX). It does not need to be tied off nor untied. Only the necromancer can use it, unless another commands it, in which case henceforth only they can use it.

The soul can be used as an elemental once per scene. It could be bought with points. Using such a thing causes one to be touched by evil (in the unlikely event one were not already). 

Journeyman – Death’s Tormented Passage. Engaged by touching someone and either drawing Gam (it could be traced, does not have to be visible), or speaking the name of the rune. The target must be unconscious from wounds or mortally wounded and they are instantly killed. This may be resisted with four willpower or four faith. The character feeds off the desperate torment of the individual’s death and gains one willpower. 

This ability can also be used on the very recently dead – it needs to be done within 3-4 seconds of their passing, judged harshly.

It costs no power to use.

Master – All Flesh is Grass. This power is used by touching someone whilst either saying Gam or tracing it in the air. It only works on mortals with souls. It causes the target to die instantly.

It costs 10 willpower to use.

It can be resisted for four willpower or four faith or by expending two permanent willpower or faith (or one of each). If resisted, the target falls unconscious and is treated as being under a vision of mortality until the next break, rest, extended scene change or sleep scene.

However, if resisted, the soul fights back and the caster is stunned as a result. 


[image: chisadah] Sheynd

Is the beauty of being alive -or it was. Now, filtered through Gam, beauty can be still be known, but we know it will all rot away in the end. 

Novice  -The rotted face  -invoke Sheynd verbally and direct it at a target in near range, which must be a mortal with a soul and a face. They will believe their face has rotted off. This may be resisted for 2 willpower, and shocks you if you do resist. If you do not resist, it shocks you as you grab your face and wail a lot, prevents you talking in anything other than gurgles (your tongue has rotted away, you think)and partially blinds you (double skill cost, cannot see any distance). This lasts a scene. It only makes you think your face has rotted away.

Apprentice  -the rotted form. Invoke Sheynd verbally and direct it at a target in near range. The target must have a flesh and blood body and a soul. Costs 3 willpower to use. It causes a rank three disease, which immediately corrupts your flesh, covering you with boils and ugly pustules, as well as making you ooze pus. This doubles all power cost until you are healed, as well as making you utterly hideous to look at. 

Journeyman  - Blood Butterflies – causes a target that has blood and a soul to have beautiful, but terrible, blood butterflies erupt from their body. This weakens them (as per blood magic. By beckoning and verbal instruction, the caster may direct the butterflies to land anywhere within near range, at which point they turn back into blood(which could be rather useful to a blood magi). This may only be used on a target once a scene.

It will not work on anyone or anything who has ‘all covering’ armour (like scales or similar). 

It costs 3 willpower.

Master – Ineffable Beauty-the caster becomes both beautiful and terrible(because the beauty is doomed to soon rot away) at the same time. Nothing with a soul can bear to look directly at the caster for long, doubling the cost of all skill use against them. This costs six willpower to use and lasts a whole scene. One merely speaks the rune to activate it. Anything with a soul will do its utmost to not be able to see the caster (and moving away as best they can so as not to stand a chance of catching a glimpse –not just ‘looking down’, if at all possible, unless they are directly commanded in some way. This is a ‘vision’ effect.

Persons so affected will defend themselves, however – in such cases the double skill cost represents the fact they will not look ‘straight at’ the caster. 

This even works on things such as demons and undead, as long as they have a soul (which most do).   

[image: jezth]Jezth

Once the spark of free will that mankind was gifted by the Gods, this was a celebration of existence in the flesh. Now, it makes flesh a prison that blinds us to the rest of existence.

Novice  -This Flesh a prison – if the character is mortally wounded and would bleed to dead they may spend one event perm willpower at the point they would die in order to stay mortally wounded (but they continue to bleed out over coming scenes). They can continue to put off death as long as they have event perm will to spend. 

Apprentice – Eternal Flesh – may now spend one perm willpower and one perm body to recover from a mortal wound (becoming wounded to the appropriate locations instead, as per normal for such cures).

Journeyman – The Arrogance of the Chained – already trapped in your rotting body, you know your will is suborned to your own existence, but you can draw strength from the chains that bind you. You gains 6 base willpower and one free willpower a scene. 

Master – use of the apprentice power now also heals all wounds and removes any other ongoing problems that might kill the character (diseases and so forth). 

Back to the gaol of life By drawing Jezth on the forehead of someone who has just died (that scene or the one before) will draw them back from death, making them mortally wounded. Any ongoing diseases or similar will be cured, but they will still be mortalled. This costs 6 willpower to use and will forever mark the target as touched by evil. A drive out evil at four will cure this, but will cause the wounds that killed them to partially re-open, mortally wounding them again. 

Benefiting from this costs one perm will and one perm body. 

This will leave some sort of permanent scar on the character (depending on how they died).

By legend (and discounted by the church), Jezth is how Isis caused the Rusalka to come into being. She afterwards formally recanted her actions to a wrathful Mithras (who hated what she had done), saying that what she did was wrong. If Isis said it was wrong for HER to do it, most faithful types would be against use of this in the extreme. 



[image: ]Seth

The rune used to banish Set to Hell and as such it defines hell, and defines Set himself. If one were to understand this rune perfectly, one would know the true name of Set. 

Novice – grants one free power for the purposes of commanding demons only, but must wear the mark of seth somewhere discreet on their body, if this is drawn on then it must be regularly reapplied  so as a ref could see it at any point were they to ask to.

Apprentice – Known Name -you are now well known in hell as a rising power. Demons will not attack you unless commanded to do so (tell the refs about this at event start) or unless you attack them or their allies or unless you are acting in some way contrary to their wishes  -and then they are likely to warn you. Demons are likely to be ‘friendly’  - minions subservient, higher ranked demons view you as a power they would rather not piss off. In effect, demons now treat you as would an uneasy ally. 

Journeyman – Invoke Set -you may now invoke Set’s name in part, which has to be a consistent word of your choosing with at least forty syllables. Invoking this name costs 8 willpower, but it counts as the true name of any demon (as all are subservient to Set). It is impossible to pronounce the fragment of the name more than once per day and no power you are using (like command demon) starts to work until you have gotten them all out. It needs to be done, just like always with such thing, such as the target hears you – as such, it might be difficult to survive getting it out (standing in a seal is a good idea). 

Master – just as you are about to learn this ability, Set’s power drags you to hell, strips the memory of your near understanding of his name from you and establishes you as a fourth rank demon under his command as reward for your cheek. The character is no longer playable, but becomes a campaign feature. 





Performance

Added for v 3

Skit mastery - Each purchase of this ability allows each person to benefit two extra times from skits performed by the performer. This will also increase the number the performer can benefit from. This may be bought  multiple times at increased cost. 

Act Mastery -as skit mastery, but adds a single extra act.

Powered Acts  -acts now restore one extra power (and this figure is used, doubled, for how much the performer can get back). May be taken multiple times at increased cost. 

Oratory -grants one free power for the purposes of using any ability that requires a verbal component, as long as it is clearly used in an oratorical (or at least loud) style. 

Feeling Upbeat – people gaining power from the performer (including the performer themselves) may instead of regaining a point of power increase their base power of one type by one, as long as they are ‘full’ of that power type. Only one base power may be so gained from each performer with this ability. 

Old Favourite -by means of only a small reference (a line of speech, a quick jiggle) to an ‘old favourite’ that the persons benefiting from have seen on a previous event or day and remember fondly they gain the benefit of a skit. Once per day from this ability only, but does not count towards skit totals. Use of this ability, as long as someone acknowledges it, restores the performer two power (again, once per day only). 

Restorative Acts – once per day only each person benefitting from an act may choose to gain the benefits of a break scene instead. The performer may choose to take the benefits of a break scene twice in a day. This may be bought multiple times to increase the number of possible break scenes. 

Restful Acts – acts (for both performer and beneficiary) may instead of restoring a set amount of power instead grant the benefits of an extended scene change (which might be better for some characters). 

Inspiring Performance -if the performer is actively performing in a supportive manner (such as singing battle songs in a fight) then anyone inspired by them gains 1 free power  -judged harshly. 



Physician

Edited for v3

Blood Knowledge – the physician is deemed to know a great deal about the physical aspects of people with various bloods. For one knowledge they can tell what sort of blood a person may have if it has obvious outward signs (like any type of costume requirement). By close physical examination (and one knowledge), they are likely to spot the subtle signs that someone is blooded even if it is not showing outwardly.

Such characters will know about most common bloods, and know the banes of such(hopefully so they do not hurt them when tending them) – they may not know more obscure ones, but a physical examination will still show that something is different and give an idea of what.

Physical Awakening: by slapping/pinching or other highly technical methods employed by the modern physician and taking around 30 seconds or so may bring someone round from being unconscious (assuming there is no longer a reason for them to be unconscious) at a cost of 1 knowledge. 

Tending the Battlefield: within a single scene and including the following scene change, once you have paid four knowledge to bandage people (and only bandage) then you pay no more power to bandage people.

Hippocratic Oath: you gain two free willpower per scene to resist control or emotional effects that would cause you to break the ‘Hippocratic oath’ – or whatever version of it you are following.

You may choose any or all of the following elements to be part of your personal oath, and the free willpower applies only to those elements you have chosen. Additionally, certain elements grant extra power, which is added to base power.

Oath Elements:

“To help, or at least to do no harm” – medical skills, or the cover of ‘being a doctor’ may not be used to harm anyone.

Patient confidentiality.

Unborn Life  -no help with abortion, +1 faith

Sanctity of Life  -cause no harm at all by direct or indirect action to the living, +5 willpower.

Not perform autopsies or interfere with the dead. 

(I might add more)

(there will be addiotnal GMs that build on each of these aspects)

The benefits of the ability are lost for an event if any oath element is broken, even slightly, or even accidentally or unwillingly. The ability is lost forever if the oath is deliberately and clearly broken. 

Sanitary Healing – cutting edge medical techniques like using ether and washing one’s hands means the physician will not catch any but the most infectious of diseases when dealing with a patient, nor give the patient those diseases. 

Stat! The Physician may use the novice Galvanist ability (if they have access to a battery) to wake people up or, if also a Galvanist, may wake as many people as they like up in one scene using the same battery power and knowledge as for one as long as they keep a ‘live wire’ or similar.

Casualty – in a cool medical drama - way may explain to other people how to bandage or massage. This costs 1 knowledge, but you can explain to as many people as you like in a scene, and they can then bandage the people they have been told how to bandage for 1 knowledge (as if an apprentice). This can also be applied to the bruising ‘massage’ ability. 

Splinting  - a properly splinted leg (that is probably crippled or there is no point) allows the person so splinted to move on that leg with a limp. They may run (with a limp) for 1 willpower. 

Phrenology – study of the shape of the skull to determine the character and nature of the individual. Examination of skull (feeling it) and 2 knowledge will tell you the major personality traits of the individual and whether they happen to be mad (and roughly in what way) or not. It will also tell you roughly how smart the person is. 

Modern Tools: may take a microscope and/or a stethoscope through the wasteland and know how to use them properly as part of own reality and know how to use them. Both can give much more detailed results on diagnosis.

Fingerprints: rather unreliable (only works if the refs can give an answer or you actually do it), 1 knowledge to take from an object or take a person’s fingerprints. Most people -particularly in law enforcement  -consider such prints to be bunk and they sometimes (the refs may well get it wrong and will not try to make sure they get it right all that hard) are misleading. 

Fast Doctoring  -when bandaging a limb (only) and with some extra physrepping may spend 2 extra knowledge and call ‘fast doctoring’. The patient may at that point immediately choose to spend a point of body to heal themselves as if it were scene change. This can be upgraded to Critical Fast Doctoring at increased base cost which allows this ability to be used on critical locations.
Patch ‘em  - works like bandaging, but costs 3 knowledge and can be done quickly. Bandaged location, which may only be a limb, may be used immediately and used for the rest of that scene, but is in no way healed and ‘relapses’ at the scene change. This works only on people of ‘wastelander toughness’. 
Disease Expert  -may now treat rank five diseases.

Exsanguination Expertise  - bleeding now restores 2 body not one, this can be enhanced to mastery allowing 3 body to be restored. 





Ritualism
Rewritten for v 3

Dual Names  -up to three things per purchase of this ability carried by the ritualist may be deemed suitable for naming as two different words. 

Use of Form: adds a new shape to the ritualist’s repertoire. May be taken multiple times, but each purchase counts as a separate ability.

Grand Participation – each purchase adds 2 to the rank of the ritualist for the purposes of computing the cost of a participatory ritual.


Familiarity of Form (shape): One specific shape used by the ritualist costs one less power (to a minimum of one) to draw. This can be taken for different shapes as different abilities

Concentration: As long as the ritualist is not required to move or speak except to perform the ritual and that the shape is not breached during the ritual and the ritualist is not struck or ‘effected’ in any material way, nearby noise and distractions do not cause a  ritual to fail.   

Relic Intuition: a group of objects may be surveyed and handled by the ritualist at the cost of 1 psyche, in which case he will get a ‘hunch’ as to which ones are suitable as foci.

 
Substantive Will: for each purchase of this ability 4 named ritual objects maintain their named status even if they pass through the wasteland.   This does not maintain any ritual which is in force when the wasteland is entered and the tie is still cut between those objects and any ritual that is in force. This means an event may be started with pre-named objects.

 Placing the Ritualist: When performing a participatory ritual, the ritualist can place a treasured possession that represents the ritualist, as opposed to needing to be in the shape themselves, and need not pay power to include themselves as one of the participants.  

Quick Study: now takes the ritualist only two tries to learn novice and apprentice rituals. May be purchased a second time, meaning the ritualist gets novice and apprentice rituals first time and journeyman rituals in two tries.

Well Practiced in (ritual name): purchased for a specific ritual (which in the case of those that can have some words changed must specify the exact words) reduces the cost to cast that ritual by one power. Counts as a separate ability for different rituals, may be purchased multiple times for the same ritual to reduce its cost, but this ability will never more than halve the cost of a ritual(rounded up) nor contribute to a ritual being more than halved in cost if other factors are applied. 

Skilled Naming (name): bought for a given ‘name’ the ritualist may name anything that would normally be deemed suitable to carry that name for free and may name something that is ‘vaguely’ suitable for normal cost.

Mr Faffyn has this ability for ‘aegis’. He could name a his fragment of a crusader’s shield for free or, if he lost that, could name any old shield(or anything else vaguely suitable) as ‘aegis’ for normal naming costs. 

 Aegis Choice: when the character is struck by an attack that would trigger more than one aegis type effect as long as that aegis is provided by a ritual the ritualist cast, then only one is used and the ritualist gets to chose which. This applies when an effect crosses two different types of Aegis, not when it would trigger two of the same aegis.

For example, if one had an aegis against fire and swords and was hit by a burning blade, normally both would be triggered and used. With this ability, the ritualist would choose which was used. However, of he had two aegis versus swords, both would still be triggered

Will Filled Strike: any ritual strike cast by the ritualist counts as of they had one extra ‘special thing’ as long as they have at least one. 

Home is Where the Ritual is: This ability allows environmental rituals cast by the ritualist in realms linked to his own home realm to stay active as long as the foci used remain in those realms, even if he leaves.  
Ritual Persistence: come scene change if the character has a ritual active on themselves or something they are holding that also had limited uses then they may cause that ritual to not expire at the scene change for 1 essence or willpower for novice or apprentice rituals, 2 for journeyman or master. It in no way works for any ritual  that does not have listed, numerical uses and in no way increases those number of uses. 
 
 
  

Shape Mastery

Each of these is a ritualism GM ability that requires the character to know the appropriate shape. Mastery in more than one shape may be taken.

All grant the following:

If the shape is one of the words of a ritual then the shape itself may be gestured to and used as an object for that word (for example, a circle master could use the circle as one of the objects in circle of healing).

 When a master of shape clears it up, they regain all the power from drawing it (the base cost only, not from any other snacky drawing shape abilities). 

A shape master gains one free power a scene for performing rituals that have their shape as one of the words of the ritual. This may only apply when they use an object for that word, not when they use the shape to replace an object.  

Each shape is ‘good’ for one type of ritual and grants benefits accordingly. 

Master of the Circle: circles suit participatory rituals, as participants are metaphorically a ‘circle’. Participatory rituals cast using a circle add a multiplier of two to how many people can take part without increased cost. 

Master of the Square: squares tie in with empowerment rituals, as squares are symbolic of the solidity of matter and power. Using a square for empowerment rituals lowers the ‘crafting’ level needed for the object of that empowerment by one. 

Master of the Triangle: triangles suit environmental rituals, as they symbolise the flow of power downwards to multiple points. 

When used to cast an environmental effect that has a conflicting effect with another ritual that was not cast by a master of the triangle, then will act to negate that ritual (or weaken it). The recently cast environmental ritual is not active and so can be can be cast again.

If the realm had farmers curse and Fafyn cast farmers blessing, the curse would go down, and then he could cast blessing again and the blessing could be active. 

Extant environmental rituals cast by a master of the triangle will trump any new ones cast that war with them: the new ritual will simply not work. 

Master of the Star: stars, associated as (often)dark occult symbols, suit targeted rituals. Targeted rituals cost the defended 3 willpower for each thing’ to resist. 

General Shape Mastery Abilities

These can be bought post any one of the shapes, but not at increased cost. They can be bought as different abilities for each shape.

Power of the (shape): one free power per scene for rituals using that shape.

Peculiar Outlines: the ritualist may ‘improvise’ and outer shape, for instance using people to mark the corners, or the wall of an ordinary building. To do so costs 1 willpower each ritual and must be ‘well done’ to work. 


Ritual Mastery

These are a number of separate abilities, a separate one for each ritual:

Aegis 

The ritualist, if under the effect of an aegis they cast may spend one willpower or essence instead of using up an ‘aegis’ use. 


Binding the Realm Artefact (novice)

Some Realm Artefacts have ‘secondary’ powers (which are often more potent than their primary one)  -this allows such powers to be accessed at the same time as the primary one and for all participants. 

(Star sign) Aligns (novice)

One extra power is gained by all participants as ling as it is either the correct month or they have the correct birthday. 

Memory of Foci (novice)

This will now also reveal a rough description of any other supernatural powers an object might have. 

Will of Iron (apprentice)

All participants also regain one willpower.  

Ritual Preparation (apprentice)

All participants gains 5 free power for the purposes of attuning empowered objects and taking part in participatory rituals only. 

Power of Wardenship (apprentice)

The ritualist (only) may gain two Realm Warden powers rather than one as long as two or more are used) and may fuel this powers with any free ritualist power they have. 



The Long Promise (apprentice)

The ritualist will know who caused the ritual to fail. 

Circle of Healing (Apprentice)

At a cost of one extra essence all participants may put off the progress of any disease or poison in their system for one scene. 

Calling of Luck (Journeyman)

Grants four luck power to all participants. 

Aegis of (element)(journeyman)

As normal aegis, but costs 2 power to not use a charge.

Life Preserved (journeyman)

Costs only one perm power to benefit from. 

Curse Mirror (journeyman)

The caster, only, as long as they were also a participant gains four free power a scene to resist targeted rituals. 


The (descriptor) (weapon type) (Master)

The caster, if also a participant, gains 3 free power to use the abilities granted. 


Great Bastion (master)

As Aegis, but costs 3 power not to use a charge. 

(Descriptor) refreshed (master)

The ritualist may benefit from two castings of this ritual in a day, as long as one of them is cast by himself. 

Rite of the Scholar (master)

The caster, if also a participant, gains a rank of scholar as well as well other benefits. 



Shield of (weapon)(novice)

Caster may refresh a shield by holding and repeating the ritual words (just the ritual title) and spending 1 will or essence. This may be done no more than once on each shield object, though this refreshes if the ritual is recast on the same object. 
 
The Road Received (novice)

None available. 

(Descriptor) (weapon) (novice)

If wielded by the ritualist they can get three blows out of the ritual, as long as they are in the same scene, rather than one  -each costs power as normal. 


Cloth of Steel (novice): 

If attuned to the ritualist only, the ritual does not end when something is soaked.

Theurgic Enlightenment (novice)

Will give specific details of how to make the item work. 

Waking of (Fire, air, earth or water), Apprentice

The ritual will survive minor interference as long as nothing is spilled/the top not dislodged etc. 

Twinned Blackboard (apprentice)

More than two objects may be empowered at once. 

Strong Armour (apprentice)

Elemental or through damage does not end the ritual if the armour is worn and attuned by the ritualist. 

Elemental Haven (apprentice)

Anyone may now use the bound elementals. 

Shield (element) (journeyman)

As shield, but costs 2 power. 

Lucky Charm (Journeyman)

Grants four power.

Ghost Blade (journeyman)

The ritualist, if attuned to a ghost blade, gains 5 free power a scene with which to use it. 

Deadly (weapon) (journeyman)

If wielded by the ritualist may pay 3 essence or will and have the ritual not end when a blow is struck. 

The Eternal Object (master)

The object now also repairs itself by one break every scene change, even if totally broken, as long as most of the bits are still there. 


Ghost Shirt (master)

If wearing a ghost shirt the ritualist may aegis the first etheric blow of every scene. 

Awaken Relic (master)

Any relic that would grant an ability or +2 or more power grants one extra power. This may not be used to ‘juice up’ something that already has power/grants abilities.



The Farmer’s Blessing (novice) and The Farmer’s Curse (Novice)

These work about twice as well. 

The Banquet Prepared (novice)

Rest scenes now grant 2 extra power in such places. 

Absent Friends (novice)

Everyone gains one free power to use the hunch, meaning people can pretty much do it every scene. 

Civil Order and Civil Disorder (novice)

‘cusp’ is changed to ‘close to’. 

The Health of the Nation and The Sickening Curse (Apprentice)

Makes diseases two harder or easier to resist, not one.

 

Flag of the Enemy and Flag of the Ally (apprentice)

Approximately doubles the effect. 

Whispered News (apprentice)

The news now spreads where it is impossible for it to be spread – people hear it in the wind, or in the voices of bubbling brooks. 

Honourable Parole (apprentice)

Breaking parole now costs five perm of each type of power, as long as they have the power to lose. 

Barring the Wasteland (Journeyman)

The ritualist will sense if anything got in. 

Ritual walls (Journeyman)

Grants all persons benefiting 10 rather than 6 will. 

Ritual Room (journeyman)

The ritualist gains two three power in their own ritual room. 




Tap the Flow of Magic (master) or Bar the Flow of Magic. 

During the casting of this ritual, if it is going to effect a magical place in some way the ritualist will know it, and may additionally get a brief description for 1 psyche. 

Bastion of Reality (master)

Reduces Realm weakening effect to 1/3. 

(Woman or Man) of Majesty (master)

The person gains one free power which can be used for willpower based resistance. 

Naming the Realm Warden

The caster will know  -even across the wastes (as such major things reverberate) if their warden choice is inherited and the inheritor will know immediately they are the warden and will gain their first warden power. 



The Ache of Age (novice)

Triples body use cost. 

Foul Luck (novice)

The refs will now actively think of things and set things that will make life hard, but not fatal, for the target. 

The Journeyman’s Curse (apprentice)

Triples the cost of skill or knowledge. 

The Impotent Foe (apprentice)

Triples cost to act against the ritualist. 

The Magi’s Curse (Journeyman)

Triples essence cost. 

The sleepless curse (journeyman)

Gains NO benefit from a sleep scene. 

The Strike of (spell name)(master)

Three spells may be cast, all of which will strike the target (in the order cast, but basically at the same time) if they fail to resist. 

The Grand Malaise (master)

Makes the disease rank five. 




Sanctification

Edited for v 3

Religious Iconography – This ability represents the myriad and varied religious relics and artefacts often carried by members of the Church. Each purchase of this ability represents such an item which is carried by the priest on his travels and which provides a source of Faith for a specific task (which should be related to the item). Such relics may be purchased for the following things:
 
      Blessing Holy Water 
      Group Blessings
      Weapon Blessing
      Consecrating a Shrine
 
A relic appropriate for assisting with each of the four tasks above may be purchased (60pts each, bought specifically for each one) and provides a ‘battery’ of six Faith per event for performing that task only. This Faith is replenished only if left overnight in a shrine. 
 
Truly Blessed – a bless can now be used to aegis any attack from an evil source, not just supernatural ones. 
 
Practised Blessing – Performing a Blessing now costs one faith for every two people blessed (round cost up). It may be bought multiple times, the second time meaning the cost is one per three people, the third one per four. The cost is always rounded up. 
 
Purifying Incense – waving incense around (often in a censer) with a short prayer and two faith grants all those who can smell it (for the scene only, though it could be redone) the ability to aegis first and second rank diseases for one faith per rank. This may be improved such that the caster (only) may aegis any 1-4 rank disease at a cost of one faith per rank. 
 
  


Water Blessing: when done at a shrine, a large bottle (3 doses) of holy water may be blessed for 1 faith. 

Sanctity of Saint Sarah: Sarah was the very first formal Saint, killed by witnessing the ascension of Mithras and Isis at Temple Mount. Those with this ability extend their ability to resist curses when where a holy symbol to all curses, though anything other than a normal curse costs 2 faith to resist – otherwise it works the same. 

Sanctified Self: no longer needs to be wearing a symbol to resist curses, stacks with other abilities that allow curses to be resisted and when a holy symbol is worn reduces the shock time for resisting a curse to only 2 seconds.  

Holy Ground: may now walk the outline of the area covered by a shrine, sprinkling holy water (About one does every 15 feet). This costs 6 faith. The shrine now has twice the ‘bad’ effects it had on those aligned with evil and grants 2 free faith per scene. 

Twin Altars: a brief prayer to the unity of Isis and Mithras will allow the benefits of two shrines of the two faiths to ‘stack’. One must be a member of both churches to buy this ability.

Libational Prayer: using a dose of holy water to anoint the subject of a prayer  in a reverential and non combat situation reduces the cost of that prayer by one faith. 

Shush: when souls are to be born into new bodies, Isis lays her finger on their lips  -leaving the indent on the upper lip between nose and mouth  - such that the new soul will sleep in the womb and be blessed in its new life. A priest can replicate this, putting a finger to the lips then gesturing towards a person no more than a pace away and saying ‘shush now’. The person will fall asleep, as if unconscious for game system purposes. 

This ability may only be learnt by Isians. It costs 4 faith to use, even if it fails. It may only be used on a human (including people with bloods). If they have any faith at all (even if they have used it), then the effect cannot be resisted. If they have no faith, then it does not work. 

If the person so slept is harmed while asleep then the ability may not be used again that event. If used in a situation where the person is very likely to be harmed or the Isian does not seek to stop tem being harmed or, for instance, it is used to capture someone who is then harmed and the Isian does not seek to stop this happening as best they can then the ability is lost forever. 

Letters from Snt Paul – Saint Paul was a very early Angel blooded follower of Isis and Mithras who went  along way towards converting the Romans, mostly by letter, at a time when there was a lot of religious confusion (mostly about who was a real follower of Isis or Mithras). At a cost of one faith, and mentioning him in a letter, anyone reading that letter who has faith will sense that the writer is a true follower of the Gods. 

Invoke Saint – 4 faith  -a prayer to a particular Saint that the priest has the patronage of, done in a shrine, will draw the attention of that Saint to the shrine such that anyone in that shrine will benefit as if they had the patronage of that saint. Those who have the patronage will gain one free faith a scene for use on abilities granted by that patronage. Some sort of suitable ‘thing’ has to be placed in the shrine that would suit the saint. Lasts as long as the shrine does.

Invoke Angel  -as above, but for angels. 

Greater Symbol Sanctification – costs 4 faith and must be done on a holy symbol already sanctified. That symbol will now grant the owner one extra faith on their base total. Ceremony to do this should last at least ten minutes and use a dose of holy water. Symbol should be one that has been sanctified for some time (taken on at least two previous events). Needs to be done under the sun/moon as usual. 

If done by someone in both churches on a symbol already sanctified to both churches at a time when the moon and sun are both up at the same time, then grants 2 extra faith instead. 

Owner need pay no extra points to keep the symbol. 

Reconfirmation  - it is sometimes the case that people in the church, at times of great spiritual strife and confusion or on the face of great threat are ‘reconfirmed’. This is a renewal of your vows and your compact with Isis or Mithras (or both) One must already be confirmed and the person with this ability must be able to confirm. The person to be reconfirmed must be facing some sort of threat of a strongly religious nature, though this could be serious self doubt or similar. 

Reconfirmation must be strongly role-played. It ca be done to a group of people. It costs 4 faith to do.

The person reconfirmed gains 1 free faith for the rest of the event and gains one faith permanently. You may only be reconfirmed once in your life. 

Blade of The Sun (Mithras) or Moon (Isis) – cast on a mêlée weapon at a cost of six faith. May only be cast in daylight. The effect persists for the event. Mithras (or Isis) may be verbally called on by anyone when holding the weapon and that weapon may be used for the rest of that scene (only) to inflict blessed damage at a cost of one faith for each blow that lands. Mithraics may use this on any weapon, Isians only on a knife or one handed sword. 

Self Blessing -if blessed oneself, when that bless is used to Aegis an effect may spend 3 faith for the blessing to persist. This may only be used once per blessing.

Armour Blessing (Mithras only), 3 faith, if used on someone else they must spend one faith to benefit. All the armour worn by the recipient may be used to soak etheric blows from an evil source for the rest of the scene.





Sapper
Re-written for v3, but not much here as sapper needs a bit more playtest.




Shaped Charge (Tamping): There are sometimes when a big bang isn’t what’s needed. A cunning sapper can use carefully placed baffles to get the results he is looking for.  
Use of this ability requires an appropriate metal baffle(s), which must be capable of surviving the blast and clearly encompasses a quantity of whitepowder, with a clear direction. (‘U’ shaped cross section, cone or similar)
This restricts damage in the ‘baffled’ direction to close range only, must be well physrepped and costs 1 extra knowledge. If the target is a ‘being’, then the explosion will cause a mortal wound to the closest location (which cannot be soaked normally), if an object then it will break it if it can be physrepped and the item is not indestructible. 

Stiff powder: When carefully blended with a little water and a little glue the salamanders are even more placated and form a stiff substance (physrepped with set plaster of paris, rather then flour) which requires real effort to detonate (and less effort to clean.) 
This substance may only be detonated by another explosive source and is entirely stable whilst it remains solid. This prevents it from being used in a ‘thrown’ way but lends it ideally to being used alongside a ‘snap trap’ 
This can be made on event for 1 knowledge (for as much as you make) ro started with. 

Riding the wave: Due to some considerable experience, as long as the sapper is aware that there is about to be an explosion –or at least a high likelihood of one such as whilst setting or ‘detrapping’- then they gain 3 free power for the purposes or resisting / avoiding damage caused by whitepowder or explosions.  It does not give them extra ability to resist  -merely power to fuel anything they do have. 

Powder fingers: May use a bomb constructed by another sapper, at the cost of 2 knowledge. This is normally only really useful in conjunction with the careful construction abilities, however, if a bomb is thrown at you and you are fortunate enough to actually, cleanly catch it (this will be judged harshly!) you may immediately throw it elsewhere at the cost of 1 knowledge or skill. 

Accomplished bomber: Knowledge cost to create a ‘bomb’ is reduced by 1. This is applied after other modifiers. This may be bought multiple times at increased cost though this may NEVER reduce the cost below 1. 

Careful preparation: If the Sapper has a very cool (judged harshly) set of tools and spends some considerable time fiddling with them then they gain one free knowledge for all sapper related tasks. 

Volatile concoction: a little liquid and extra fussing, plus two extra knowledge, makes a bomb extra explosive: it will go off with the smallest excuse (in a bad way for the sapper), but also causes ‘double’. 

Flash Bang bomb: Created a normal bomb, but at a cost of one extra knowledge, the sapper adds a little magnesium and something special. These may only be used in a room or ‘enclosed space’, though it need not be very small thanks to echos. 
Instead of causing damage, all within 2 paces of its resting point are stunned by the flash and bang, anyone else within the room will be shocked.  Goggles OR earplugs both decrease these effects by one level and do stack and these effects can be resisted as stunning/shocking blow.. 
If anyone is unfortunate enough to get hit by it, they suffer a class IV wound to the location struck as normal. 

Careful cleaner: It now no longer costs knowledge for the Sapper to pick up their own bomb triggers. 

Tricky workings: The sappers traps may now only be disarmed by a sapper of at least apprentice level and not by a mechanic.  This may be bought multiple times at increasing cost, each time increasing the level required to attempt a disarm, to a maximum of Master. If someone of lower rank tries, the trap will go off. 

Home cooking: When times are tough, sappers can be seen to improvise… For 2 knowledge the sapper can attempt to ‘cut’ any amount of their whitepowder they’d like with any suitable, finely granulated powder or similar (ashes, soot or –at a push- flour are particular favourites.)
This should take a while and should be done as tidily as possible. It is particularly important not to upset the salamanders at this time, as for that scene and the scene afterward the resultant compound is highly unstable and as volatile as blackpowder, requiring extreme precautions to be taken.  
Should the opportunity arise, this ability would also allow the sapper to ‘cook’ whitepowder ‘on-event.’ 




Scholar

Gifted Translator – when asking for a clue to a code or language, now gets a complete word rather than one letter.

Scholarly Arts: gains a new field of study. May be bought multiple times for new areas, not at increased cost.

Renaissance Man: is incredibly well read and may use the ‘Renaissance Man’ lore ability for 4 knowledge which will give enough information to make you look like a right smartarse, though not as much as a specialisation might give(it is judged as if you had novice). 

Preparatory Reading: before event may read up on a place or a culture (or a combination of both) relevant to the brief, grating that as a field of study. May as a result be given some verbal or written information before the event (please warn the ref as soon as the brief is published). Post event, this may be taken as a  scholar specialism for half cost. 

Linguist: may now get clues (as per apprentice) from only a small sample (at least 3 words). 

Ordered Mind: may resist any ‘confusion’ effect as if had the ability needed to resist it (for example, mathmagical confusion is free to resist if one has mathmagics). 

Practical Lore (ability)

This is a separate GM for each ability. To buy it, you must have the lore skill of that ability as a specialism and your total lore skill level must be five (which probably means you are a master in the ability you have the lore skill for).

This Gm allows you to fuel the ability with knowledge(because the character uses brains to get things done), replacing one point of whatever power is fuelled to use that ability with knowledge. This may only be used when fuelling something that costs more than one power. 

If the ability is fuelled by knowledge in any case, then this ability instead means that free power you gain from scholar may be used to fuel it. 
If the ability is not fuelled by knowledge, this ability may be upgraded to scholarly practical lore for base 120 points which allows free scholar power to be used. 

An additional enhancement is everyday practical lore which allows even skills that cost 1 power to use to be fuelled by knowledge -this is base cost 120.




Scrying

Redone =for v3, but needs more playtest before much is added.


Life Flashes: for 6 psyche and for a person you can name (does not have to be true) or describe unmistakably or have met you will get a brief flurry of images in a ‘life flashing before your eyes’ sort of way which will give you a good idea of the main events of their life.

Place Flashes: as life flashes, but for a place. The larger the place the less specific information. 

Unasked For Image: for 4 psyche you will see an event, though not know if it is past, present or future that is of relevance to your current situation.

Image of Joy: for a person that you know enough to scry about you may see an image of a situation they would most like to happen. 4 psyche. 

Image of Woe: as above, but least like. 

Hidden Image: in cases where an individual is hidden from scrying (which is very unusual) the scryer will get an idea,  or at least a better idea then they would normally get, about why the target is so hidden. 

Broken Link: if there would be negative effects from an image then for 2 psyche may break the ‘link’ hurriedly and fall unconscious (and end the description at that point). Must be called before the ‘bad thing’ is explained. Such effects are rare. 

Pierce the Past with (visionary, sensitive, scrying): visions(with a small v) of the distant past tend to be vaguer than usual, starting at about 1000 years back (relative to the Realm, not ‘absolute’ time) and getting vaguer every extra 1000 years. For one extra psyche per purchase (may use less) the vision is treated as 1000 years ‘closer’. This can be bought multiple times and can be purchased separately(as a separate ability) for each of the three abilities listed. 

Written Sense with (visionary, scrying): for 3 psyche if sees written matter that the psychic could read (scholar or the ability to activate a scroll, never out and out codes) in a ‘vision’ may get a sense of what is written there  -will be fairly specific if a small amount (a contract), much vaguer if a large amount (a library).  Separate ability for two listed above. 





 Sensitive

Redone for v3

Psychometrist: may now use normal abilities on objects within a few feet, when not actually touching them.

Realm Sense: Use any of the ‘standard’ abilities, at double cost, for the whole realm. 

Realm Structure: from Realm sense, at increased cost, must have used Realm sense, costs 4 psyche, gives the sensitive an  image of The Realm Warden (or nearest equivalent) and foci (or nearest equivalent). 

Sense of Meaning: 4 psyche, when holding any written matter the writing of which you can see the ref will read it to you once and quickly, regardless of what code or script it is written in. It comes in a rush and you may not take notes. 

Pierce the Past with (visionary, sensitive, scrying): visions(with a small v) of the distant past tend to be vaguer than usual, starting at about 1000 years back (relative to the Realm, not ‘absolute’ time) and getting vaguer every extra 1000 years. For one extra psyche per purchase (may use less) the vision is treated as 1000 years ‘closer’. This can be bought multiple times and can be purchased separately(as a separate ability) for each of the three abilities listed. 



Shaman
Redone for v3 but need a bit more playtesting before much else is added. 


Invoke the Totem  -invoking your totem now costs only one power for each ability it grants.

Totem Power  -you may specify one ability that your totem always has, and can never be changed. This does not count towards your normal number of abilities.

Extra abilities – each purchase allows the shaman to pick one extra ability at event start. 

Crowded House  -shaman may have two spirits invoked at once in addition to their totem. 

Totem Love – you are assumed to spend so uch time appeasing your totem off event that you do not need to on event. 

Morning Favour: the shaman may change any or all of their granted abilities/spirits first thing in the morning or last thing at night (essentially, some time during a sleep scene) with a period of suitable prayer/ceremony.

Change Allegiance: for 6 psyche and a period of ceremony/prayer may ‘give up’ one friendly spirit/ability and gain another. The old one is lost immediately, the new one not gained until a new scene is called.  If started in a scene change, the new spirit is gained in the scene after next. The shaman may not revert to the old spirit that event by any means(but could go to a spirit that granted the same ability) nor change the spirit they have gained by means of this ability (they could change it with another ability).

 
Lingering Totem: for one power a totem spirit will not depart come scene change and will stay around for the next scene. This counts as the same ‘appearance’ for purposes of appeasement. This can be upgraded to lingering spirit at increased cost (base 120) such that any spirit may linger, but only one spirit may linger between scenes.

Extra Totem:  you may now take an extra totem spirit  -this is a specific one and may never be changed, just like a totem. 
 
 Comfy Lodge – shaman gains one free power when in their spirit lodge.



 


Spirit Horse

A ‘spirit horse’ (a Voodun expression: other cultures would use others) is someone who has a relationship that is so close to a particular spirit that they actually possess(benignly for the most part) that person, inhabiting their body. When so inhabited, the nature of the ‘ridden’ character will change profoundly, though they still maintain control of their own actions (for the most part). 

By default, all such spirits are treated as second rank and have no abilities other than those listed. The process of possession can be done in three ways, each of different lengths:

By means a long ceremony (ten minutes) with excellent props and a cost of 4 power. The spirit will stay with the character until they sleep.

By short ceremony (a minute) at a cost of 2 power: the spirit will stay with them for one scene.

Instantly, at a cost of 6 power, the spirit staying a scene.

Spirits will be forced to leave if the character enters the wasteland and this will piss them off: they may not be summoned again that day. 

All power costs are of that type used by the shaman. 

Buying a spirit horse is a GM ability of shamanism. A shaman may only have one, and it must very clearly relate to the rest of their ethos/spirits. 

When bought, the shaman must nominate one type of power which is antithetical to their specific spirit: the shaman may not spend that type of power at all while ridden.

Such spirits have a pool of power of their own which may be tapped and freely used by the person they are riding. This should be recorded on the battleboard. This power is regained by the spirit in a sleep scene, but at no other time. By default, this pool of power is ten.

Extra power may be bought for ones chosen spirit as a GM ability, each purchase (multiple times, increased cost) adding ten power. 

A great deal of character needs to be put into such spirits. 

Type of Spirit

Rage Spirit: this is a spirit motivated by anger. They will react violently to any appropriate stimuli. The power they grant may be used for any body based ability whilst in combat, or for self-healing purposes. 

There obviously needs to be a whole lot more of these, happy to write on a case by case basis. 





Shield Use

Partial deflection  - when a mêlée attack lands on the character from a side the shield is protecting it is deemed to be ‘partially deflected’. The game effect is that blow is treated as if it were one damage grade lower. To a minimum of one. 
 




Strength

All strength abilities are limited by what can be physrepped.

Unstoppable Force – unstoppable only costs one body and requires only a minimum of role-play  -barely breaking stride. . 

Great Blow – adds 2 damage grades, costs 2 body, must have forceful blow. 

Feat of Epic Strength: For  eight  body may now perform a single feat of epic strength, this may take the form of tearing a sealed door of its hinges, lifting or shunting a train carriage, bending an iron bar or other such feats of comparable might.

Shocking Blow as per armsman ability, with any two handed weapon suitable for strength use, 2 body to use.

Sunder – 4 body, two handed weapon only. Causes a knockback, knockdown, weapon slap (if it hits a weapon), shield break (if it hits a shield) and will break the armour on any location it hits. Requires knockback, knockdown, weapon slap and shield break. 

Strength ability -adds a specific standard strength ability, may be bought multiple times at increased cost. 

Hurl -lets you throw heavy objects about six paces. You need to use a feat of strength, then pay one extra body for the hurl. Is not at all accurate and no real use in combat  -would let you toss someone to safety, or throw something heavy at something immobile. 

Through  -allows ‘through’ damage to be done for 2 body with a two handed, bladed weapon (like a big axe) only. This is ‘through’ because it hits so hard t goes through the armour, not the accurate ‘find the chinks’ version. 

Bludgeon- requires shocking blow and forceful blow, base cost 120, lets you call ‘shocking blow double’. 


Toughness
Edited for v3

Take it like a Man: at the cost of 1 willpower in addition to any normal cost to soak a wound one may soak while unable to move or if able to move but not doing so (playing possum or similar). 

Great Soak: each purchase of this ability increases the physical damage grade one can soak by one.  Once this has been purchased three times, the fourth purchase allows the character to soak any damage grade. 

Elemental Resistance – as great soak, but for elemental damage only. 

Soak Bane: may now soak ‘bane’ attacks with toughness, assuming they could soak the attack type if it were not a bane. The base cost to soak such attacks is five times what it would normally be and the victim is shocked (no resistance applies) when they so soak. 

Scar Tissue: requires character to have a least one cool looking scar on their visible skin, gains one free power per scene to soak weapon blows only. 

Burnt: requires character to show burn lesions on visible skin, gains one free body to soak fire attacks only and may soak such attacks of one grade higher than they otherwise could. 

The Battering: if flexes and grunts when hit by a stick, staff or similar wooden weapon without a metal point, but including one handed mace type weapons with a metal end may call shatter on that weapon for 3 body. Must have ‘taken it’ in a ‘not very realistic battered with sticks martial arts training montage’ sort of way rather than having tried to dodge/parry. The blow still causes a wound, which may be soaked normally. 

The Undying Man: for 4 body may resist a coup de grace or similar ‘killed on the floor’ ability (this can, obviously, be used when Ko’d). You do not have to tell the person you have used it. 



Visionary
Edited for v3

Combat Awareness: the visionary may fuel agility with psyche(assuming they have agility) and for one extra psyche may dodge as if they had the celerity talent. 

Dangersense: if a referee notices something dangerous to the character they will warn them. This costs 1 psyche, gives vague idea of what is dangerous but no more and might be a shouted warning in combat. If others hear the warning they are deemed to have ‘sensed’ it too (in the manner that someone near you getting suddenly scared or startled can set you off too). If the visionary has no psyche, they are stunned (which could be bad), but still get the warning. Refs will avoid giving warning to character they know have no psyche, but no special effort should be made to tip them off to this fact. 

Fate and Destiny: for 2 psyche gains a vision regarding one individual that may be triggered by the visionary. Relates a brief vision of their possible ‘fate’ (the worst thing that might happen to them) and ‘destiny’ (the best) in regard to the current event only. Of course, this is always a matter for ref judgement, like most visions. You need to have met the individual recently in order to use this ability. 

Prophecy: for 6 psyche, only triggered by the visionary never the ref, gives the character a moderately opaque but fairly long ‘prophecy’ regarding the realm they are in and the major issues and events in its future. You must tip off the ref that you have this ability before and event.

Broken Link: if there would be negative effects from an image then for 2 psyche may break the ‘link’ hurriedly and fall unconscious (and end the description at that point). Must be called before the ‘bad thing’ is explained. Such effects are rare. 

Pierce the Past with (visionary, sensitive, scrying): visions(with a small v) of the distant past tend to be vaguer than usual, starting at about 1000 years back (relative to the Realm, not ‘absolute’ time) and getting vaguer every extra 1000 years. For one extra psyche per purchase (may use less) the vision is treated as 1000 years ‘closer’. This can be bought multiple times and can be purchased separately(as a separate ability) for each of the three abilities listed. 

Written Sense with (visionary, scrying): for 3 psyche if sees written matter that the psychic could read (scholar or the ability to activate a scroll, never out and out codes) in a ‘vision’ may get a sense of what is written there  -will be fairly specific if a small amount (a contract), much vaguer if a large amount (a library).  Separate ability for two listed above. 

Apparition: If has a vision of the future may chose to appear briefly to a person they see in the vision. This ‘apparition’ will manifest only if what is seen in the vision comes to pass and may only say a few words and make a few gestures. Costs 6 psyche and anyone present will see the apparition if they spend 1 psyche.

Yes or No: as hunch (need not collapse), 2 psyche, will give a yes, no or ‘other’  -with no extra clarification or description  - answer to a simple question. This will not work ‘remotely’ -it has to be about something you can see, sense or is generally ‘around’ and not something seen in a vision. 

Zena Reading: 1 psyche, no need to collapse, can tell what is drawn/written on something  or a small set of somethings (though not read it, but enough to see images) or get some rough idea of what is in a sealed container (good for playing cards). 

Vision of the Wasteland  -may now have visions about the wasteland itself around the Realm character is in. Each use costs at least 1 entropy, possibly more if there is some sort of ‘wasteland feature’. 

Vision of Own Reality: in the scene change after picking up entropy from Visionary may purge it at a rate of 1 willpower per point. 

Sense the Wasteland : for 2 extra psyche visions may now be used ‘just’ into the wasteland, which allows a sense of how the wasteland is interacting with the Realm and what is happening ‘juts outside’ the Realm. This would allow visions to extend through connections to other Realms such as Wasteland Causeways or mathmagical gates. This can be upgraded to Pierce the wasteland at increased cost which means visions can include any Realm that is ‘close’ (defined as ‘on event’. This second use costs 10 psyche (including the extra 2 for the previous ability). Use must be stated before a vision is asked for, will never be ref triggered.  Use of the upgrade version infect visionary with at least one entropy or perhaps more, use of either might cause entropy gains. 

Visionary Control: when a ref triggers a vision you may shrug it  off completely for 1 willpower. 

Name Drawing  - if someone is clearly seen in a vision (both a main focus of the vision and not hidden in any way) may get the name they are generally called at the costs of 6 psyche. This may be upgrade at extra cost to true name drawing, which is the same but gets the true name of the individual. This  version costs 20 psyche to use, as it is incredibly taxing. 

Walk the Paths of the Future – to use this ability, start with a guided prophectic vision of ‘what will happen to me next’. You can then ask ‘how will things change if I….’ and may continue down a course of action or backtrack to the beginning, or any earlier question. Each question (new path) costs 1 psyche. You could try doing this without the GM ability, but answers are liable to be much more ropey (and cost more psyche). 

Simple Vision Control  -as yes or no but costs 1 psyche only and can only be done about visions you are currently having. 

Flashback:  close your eyes and think back, 1 psyche, ref will remind you what you saw in a vision. You cannot ask more questions, but can ask for a better visual explanation of what you saw for 1 psyche a question. 

Visionary Sense (requires Empathy at master) : for 4 psyche may use empathy ‘first impression’ on someone seen in a vision. 

Ride the vision (master empathy required) - Allows the visionary to allow the person they touch to come on a vison with them, that person shares all the experience. Costs an additional 1 psyche to create this link with the person to come along. This ability is activated by physical contact when a visionary trance is entered and the subject  0who may resist for free – enters the trabce in exactly the same way as the visionary does. 

Live the dream - If the visionary has seen a glimpse of the future and something occurring and then finds herself or himself in that situation, may spend 1 psyche to gain 3 luck based power for that scene, to live through the dream.


Wastelander

Edited for v3

Note: You must have been out of the wasteland for two full scenes for a trip in the wasteland to count as a new ‘trip’ for the purposes of these abilities.

Some of these abilities potentially let you ‘run off on your own’. When and if a PC takes off for somewhere far away, or heads back to London ‘quickly’ either:

1/It will be run by the ref telling the player in an OOC way what happens.
2/It will be set and run normally.

With use of such abilities, there needs to be some OOC co-operation from the player.  Fail to co-operate and the ability will be lost permanently. 


Power of the Wastes  -for each purchase the character gains two free power for use in the wasteland(or at other times he could use power from wastelander) only.

The Quiet Walk: four power when entering the wasteland on a new trip the character may declare ‘walk quietly’. No wasteland creatures will attack that character unless they are attacked first or those creatures are directly motivated by the Entropic will. This lasts the whole trip. 

The Purge: for each purchase the character may purge one extra entropy point both overnight and at the end of the event.

The Wasteland Run: the Wastelander may ‘run; through the wasteland, getting to a destination they know well (usually only London) in about 5-10 minutes. They will avoid almost all creatures, but will fall foul of any and all wasteland phenomena on the way. Use of this ability stirs up the wasteland a great deal. This costs 4 power. They may follow their own ‘wake’ back to where they came from, running also, for another four power as long as they do it within a scene. In game terms, the player runs into the wasteland and almost certainly into a ‘time out’ where the ref will fill them in on what happens and then may run back later into ‘time in’. 

Higher Ways: Each purchase of this ability allows one to go one ‘stage’ higher when stepping sidewise of walking the ways at the same cost.

Henrie steps sidewise. A Wasteland creature steps sidewise to follow him. If Henrie had this ability, he could step sidewise again, going ‘higher’ to try and avoid the creature. 

The Wasteland Juggernaut: the Wastelander draws on the might of the wasteland whilst they are in it. This costs one power and lasts one scene. For each purchase they gain a rank in toughness and strength and one free power to fuel these abilities per scene whilst in the wasteland only. If either ability would be taken over master rank they instead gain one free power per scene to fuel that ability for each rank they exceed master. If they would gain the option of a special ability then they may choose that ability when they engage the power. No other wasteland ability that gives temporary abilities may be engaged at the same time as this ability.

Use of this ability gives the character one entropy point that may be purged as normal. 

If Simon Callowfield had no ranks in strength or toughness, but three ranks in Wasteland Juggernaut (which cost him a base 360 points, halved for his great talent to 180) then when he engages this ability, he gains journeyman toughness and strength, three power to fuel these abilities and may choose his two strength special abilities. 

The Wasteland Warrior: exactly as Juggernaut, but taps the collective unconscious of the wasteland, giving a ‘sixth sense’ in combat situations  -the game effect is to increase armsman and agility exactly as Juggernaut does strength and toughness. 

Rituals of the Wasteland: character may perform participatory rituals on Wastelanders only (as they have their own reality) whilst in the wasteland. 

Accurate Directions: for one power may give accurate directions to a single non Wastelander such that they can find their way out of the wasteland to a place the character knows well (London or where they have just come from). 

Wasteland Sense: an improved sense of the wasteland, almost a sort of ‘Radar’. Activated for 1 power, will tell you what creatures are near, what Wastelanders are near, pick up trails left by other Wastelanders (vaguely) and tell you what wasteland phenomena and roughly what they are like or near. 

Realm Sense: 2 power, used in a Realm, will give a good idea of how ‘strong’ it is, a rough location of any Wastelanders within the realm and a good idea of that realm’s interaction with the wasteland.

Extended Will: each purchase lets you focus your will on one object for one power such that it will not vanish when carried in the wasteland whoever is carrying it. It must be something that is part of your reality, or is ‘locally significant’. 

Breadcrumbs: lets you leave a trail of some sort of object (lights, breadcrumbs, string) as you travel through the wasteland for one power that will persist for the event unless destroyed in some way. Normal wasteland creatures will not notice this trail. 

Strong Personal Reality: for one power may resist any ‘Wasteland Wash’ effect or similar effect that means you are treated as if you were ‘temporarily’ in the wasteland. 

Stand Against the Wasteland: each purchase grants two free power to resist ‘gaze’, ‘glare’ and similar Entropic ‘eye’ based powers and, furthermore, if you resist them and there would still be an effect then you may choose to be shocked instead of taking that extra effect. 

Staring Eyes Of Entropy renders you unconscious unless you resist it for 4 willpower and, if you resist it, the it still stuns you and infects you with a point of entropy. If Little Brother had this ability then he could use two free power to pay for some of the resistance and, if he resisted it, could choose to be shocked instead of stunned and gain no entropy points. 

Wasteland Rest: at near range by force of will lays one wasteland creature to rest. Those fully invested with Entropic Will may resists for 5  might but are shocked, those that are actually intelligent (like mad people and some very few Wasteland Creatures) are not affected at all. Most creatures simply fall inert under the will of the Wastelander. This costs 2 power to use. 

Aura of Rest

As above, but four power and effects any such creatures within about three big paces (judged generously). Requires Wasteland rest, base cost 120.

Great Rest

As above, eight power, effects any creatures in the near vicinity (any creatures that are presently being played). Requires aura if rest, base cost 180.

Quieten the Wasteland.

16 power, as above and also:

No new wasteland creatures will manifest for a scene.

Anything that is not ongoing that has stirred up the wasteland will be ‘forgotten’ by the wasteland, though ongoing events (like wastelanders walking in the wasteland) will start to generate anger once more. For instance, if a spell stirred up the wasteland, but then ended, it would no longer be stirring up the wasteland, if a road was stirring up the wasteland, and still there, then it would start to stir the wasteland again. However, this ability does ‘reset’ the irritation the ongoing event has caused. Requires Great Rest, base cost 240. 


The Long walk: May now take as many paces as is desired within a ‘walk the ways’. 

Wasteland Empowerment: each purchase means that the character gains one extra power when in the wasteland. 

Creeping Wasteland  -in the scene after leaving the wasteland or in situations where the character is defined as being close to the wasteland, they may use any free power or abilities they could use within the wasteland. However if they use such power or abilities such characters are treated as if they personally were in the wasteland for all their abilities. 

Wasteland Might  -the scene after leaving the wasteland the character may still use all their free power gained from being in the wasteland. 


Wealth
Re-written for v3

A big pile of readies -has ten pounds per rank on them at event start.

The Rich Get Richer -now gains two shillings stipend instead of one at event end.

Extra Investment - each purchase grants the character one extra investment choice. 

Well Packed – base ‘merchant’ style money allowance is now six pennies a rank.

Guns and Butter – gains one extra rank for each purchase of this ability for the purposes of the amount of merchant stipend and ready cash started with. 

Grand Largesse – may choose to give an extra penny in stipend to everyone on event (though may exclude some people) in addition to any other stipend increasing abilities. 

Considerably richer than you – gains 6 base willpower due to the overbearing arrogance found so often in the wealthy.

Well paid Servants – doubles the amount servants are paid. 

Bribes and Payments – doubles the amount of stipend the character can freely doll out (from the basic wealth abilities only) at event end. 

Lost without help  -gains 3 base power of the type a servant has the most of (chose in ties) for those servants the character starts the event with only (‘start’ is deemed to be ‘before they leave the wastes for the first time). 

Supportive Master  - servants(who are servants at event start, see above) gain 1 base power for every five full power of a specific type their master has. 

Lecturing Servants – gains the abilities equivalent to ‘master performance’ for the purposes of ‘skits’ only that only apply to lecturing/instructing/complaining about the performance of or otherwise being in charge of servants (allowing servants only to regain power and possibly the master according to the normal performance rules). 

Sponsorship -the character sponsors a trip to the wastes that they are on, and their own belief in things that they have paid for allows every character on event to start with 4 pennies of stipend goods. This can be taken multiple times.

Licence to Print Money  -the character owns a small private bank or is a director of a larger one. They may hand write bank notes, which are legal tender and recognised as such (as if they were money). Every pound’s worth of bank note written on event reduces their stipend by a penny. 

(Society )Investment  -bought for a specific society, the character is deemed to have invested heavily in that society in some way. This grants them considerable respect from its members(probably), they may buy rank in that society up to master level without ref approval and they may buy one training ability from that society (as long as it can be justified very clearly and simply) at half cost. This may be bought multiple times at the same cost for different societies.

Baronet (or Baronetess) –you have bought a Baronetcy and as a result are a noble and may buy noble society abilities that are available to all. 


Wilderness Lore

Corrected for V3.

(Terrain type) native -gains one free power per scene when in a particular type of terrain. Woodland is common  -  but you have to be in the woods, not on a road or anything other than a narrow path. If an lrp obscure terrain is chosen (desert) then the power granted is two per scene. 

Common ones: woodland, moorland, hills
Obscure: desert, jungle, mountains.

Enhanced Thrive  -enhances the ‘thrive in the wilderness’ ability such that it grants two free power. 

Weathered  -gains one free power to soak or resist elemental attacks that could even vaguely be natural (heat, cold, lightning  -not light or similar). Grants no ability to resist, does not help dodges. May be taken multiple times. 

Three men on horses, one lame, three miles away  -for one psyche and an ear to the ground will get a great deal of ‘vibration based’ detail about what is in the area. 

Hostile environment  - for one body or knowledge (depending on the specifics) may resist or be sensible in an environment such that they do not suffer environmental effects (as opposed to the resistance all gain against weather) for a scene –this could mean cloth wrapping a face in plague country (knowledge) or jumping up and down when really cold (body). Helps only them. Can be upgraded to ‘hostile guide’ which allows one knowledge to be spent to get a group of people to take the same precautions -they must also spend the knowledge or body, but also gain the benefits for the scene.

Effects may vary based on the situation and may not be totally effective (but will be good): refs will have this written and you should remind a ref you have this ability when you book on to an event. 

 
 Night Fighter  -a lot of running around the woods(or whatever) at night means you do not suffer penalties from being partially blinded and are treated as partially blinded (including keeping eyes open) if blinded. If combined with an ability that does the same, then you suffer no problems from being blinded. This costs 1 psyche, skill or knowledge to activate for a scene. 

 Camping  -gains one extra power when they would regain power from a camp. 

Scent covering –by using ashes or whatever, may mask scent such that things will not smell you. Lasts as long as you are visibly covered with something and costs 1 knowledge. 

 Natural Person –spirits, Leshy and similar that would view people as a hostile intrusion into their lands will sense the character as a ‘natural’ thing and not be so distressed about them. Point this out to the ref at event start. 

Calm Animal –for 1 psyche and by making suitable noises may ‘calm down’ any one animal of group of animals, making them unlikely to attack unless something else ‘spooks’ them. Also gets better lore results for animals. 

Well cared for  -the ‘take care of your own gear’ ability (only on your own gear) extends to two breaks and both are replaced if you take care of them again. 

Track Identification – when tracking, although wilderness lore generally lets one spot if distinctive tracks are ‘the same’, this will allow you to see if a set of tracks is of the same creature as a set you saw earlier, even if there is no ‘obvious’ distinguishing feature. 

Herb Finding – each use now gains enough materials for two batches. 

Demons of the Wild, GM ability, requires master demonology and wilderness Lore.

Tracking will now tell if something was a demon or not (call as demon tracking) and demonological lore may be used to ascertain what sort of demon left those tracks.

‘Lay of the Land’ will now reveal if an area has been ‘significantly’ demonically tainted and demonological lore on natural; areas that are so tainted will reveal much more information. 
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