Mastery of the Blood


This is an ongoing document and individual abilities may be subject to change. New abilities are added periodically, and players are always free to request such to suit particular characters. Many of these abilities have had little playtesting and may be subject to change. 

This contains Grand Mastery abilities available, at a base 60 points, to those who have achieved ‘true’ rank (four) in a blood.

Only one ability that is termed ‘bloodline’ may be bought for each blood the character has. 

Where abilities are listed ‘xxx’ or ‘yyy’ then you may only take one of these abilities(essentially, you have a choice between one ability or another, like you can be Seelie or Unseeelie as a fae). 

Sometimes, there are other abilities that let you break these restrictions.  

Common GMS

The following are available to all bloods. If you have multiple bloods, then these are considered as separate abilities for each. 

Generic Blood – you may not buy a bloodline ability (and if a bloodline is published after you have bought this you may under no circumstances ‘jink’ your character to ditch this ability), but because of your curious and mixed blood you may either take a blood purchased after character creation to master rank, and buy one GM for it, or you may purchase a second blood after character creation (and take it to journeyman level). You pay for the blood separately; this ability just allows such purchase. 

Mongrel Blood – taken for a blood which you have an eclectic (or true) talent in, this limits you to one GM for that blood ( not counting this one), but lets you buy a single blood you have taken after character creation to master level and to buy one GM in it (not this one, as you won’t have an eclectic talent). You pay for the blood separately; this ability just allows such purchase. 

[bookmark: _Toc194396411]Empowered Blood: grants one free power per scene of the type granted by the blood. May be purchased multiple times at increased cost. 

Strength of blood: grants 6 base power of the type granted by the blood. May be purchased multiple times at increased cost. 

Grand Mastery of the Blood (ability) – this ability (which may be taken only once for each blood talent) allows a character who may only buy a limited number of GMs for something they have as a blood talent to buy two more GM abilities for that ability. The GMs still need to be paid for normally.

Powered Blood Talent(ability) – this grants one free power for use of an ability that you have a blood talent in. It may be taken only once for each blood talent (if you had something as a blood talent twice, you could take it twice). 



Angel Blooded


Host of War – bloodline  -descended from one of those angels dedicated to the destruction of demons, those of this host may aegis demonic weapon blows at a cost of 4 faith per damage rank.  This may be upgraded at increased cost such that demonic blows which are also elemental may be aegised at a cost of 6 faith per rank. 
Host of Man -Bloodline - descended from one of those Angels who were first created to incarnate as a human and help address some issue (when they die, they continue to exist in heaven). These are the most common type to have human descendents. Such individuals, upon entering a Realm (including when they come back home should they play FL) will know what the ‘major’ issue is facing that Realm as far as the gods are concerned (they might disagree and their be two issues, which the character will know both of). An overview of the problem will be given though no detail – just anough to identify the problem and without any names. This costs 2 , faith to use. If used on event, and that problem is solved, the character gains 1 perm faith (it may often be beyond the limits of the event to solve such issues). If there are two issues, each will grant perm faith separately if solved. 

Guardian Host – Bloodline – descended from those angels specifically assigned to particular mortals, in a guardian angel sort of a way.  They may choose someone to be the guardian of at any time during an event for 1 faith, but may not change it. They suffer any perm stat loss the person they are guardian to suffers. They gain one rank in every miraculous ability, but only for the purposes of using such abilities directly on the person they are guarding (or on things directly effecting them, like exorcism on a curse or possessing demon). They also gain one free faith for the purposes of using miraculous abilities on that person, or in their direct (judges harshly) defence. 

Tainted Line – bloodline – demons target those with angelic blood and seek to produce offspring with them. A person with this ability may take demon blooded to master and buy one GM, though they must buy the ranks up normally; no free ranks are gained. 


Divine Attention: With several minutes prayer, within a shrine, to the deity relevant to that shrine may ask that deity to pay special attention to the shrine. In this prayer, must explain exactly why special attention is needed or the ability will fail and still cost power. The shrine henceforth will grant one free faith per scene and the deity will be assumed to see all that occurs within it.  This costs four faith to use.

Divine Channelling: A short and shouted appeal for aid to one of the gods or a longer (30 seconds) quiet prayer of same nature causes the deity to channel a fragment of their great power to the character. They regain all their faith instantly and gain one extra free faith per scene but are stunned and the physical and mental strain reduces all their other types of power to zero, preventing them recovering power other than faith and preventing them using any free power other than faith or free power for miraculous abilities. 

The next sleep scene restores the character to normal, but over that sleep scene they regain only half their power of non faith types (the sleep scene after that they recover normally).

This ability may not be used again until at least one sleep scene has passed.

Blessed Blade: For one faith and with no need for an incantation or any prep may strike a blessed blow. Costs no faith if miss, can be used multiple times against the same opponent even if do miss. 

Sainted Conversation: When within a shrine dedicated to a particular Saint may speak to that Saint at the cost of four faith. In all other ways as per the Master ability allowing converse with the Gods. 

Angelic Conversation: As sainted conversation, but for angels. The character needs to either be in a shrine dedicated to that angel, or have the patronage of that angel. 

Incarnated Mystery – the character gains the miraculous ability they did not take as a blood talent as a blood talent, but is now attracts demonic influence, and as such pays double to resist anything demonic (including dodging and cost to soak bane if they could). Does not in any way effect any aegis effect. 

Blessed Being – character may, without any vocal or action, choose to become blessed (as sanctification) at a cost of 2 faith. This may not be used more than once in a scene.

Angel of the (East, South, West, North) -bloodline– some angels are aligned with different directions, in a metaphysical sense, and in this role help to govern creation (though Mithras and Isis in no way created the universe). When in a Realm that would have been in ‘their’ area before the collapse, they may tell if something they are handling is a Realm artefact for one faith and may tell if someone they have met is the Realm warden for one faith. 

The directions are judged from Jerusalem as if looking at a map that was not a globe and a given place will fall into two areas (England would be West and North for instance).

Cardinal Element – base cost 120 and must be an angel of a direction. Character may fuel the elemental magic associated with that direction with faith:

East is Air
South is Fire
West is Water
South is Earth

In some parts of the world (China for instance) the elements are tied with different directions: whichever element is tied to the direction the character has bought in the Realm they are in is the one fuelled by faith. 

Angel of Time –base 120, must be an angel of a direction. Aligns the character with the time of day relevant to their angelic direction.

East is Dawn
South is Noon
West is Dusk
North is Midnight

Such angels gain the benefit of a rest scene at their ‘time of day’ or, if on full power at that time of day, they gain one base on every stat until the next sleep scene. This will never apply before an event starts. 

Angelic Name – the character has attained a ‘true’ angelic name. Their human name no longer counts as their true name. Divination style powers will not reveal this true name. The character has had this name revealed to them (probably by Isis or Mithras). 

Refined Matter – the body of the angel blooded has slightly transcended the normal base matter that humans are made of. Faith may be used to fuel fitness to resist poison and disease (only) and the character is treated as having one rank higher in fitness for the purposes of resisting poison and disease. If they have master fitness, they gain one free power for use of it to resist poison and disease. 

Heavenly Choir – character may perform and benefit from the performance of one act as if they had master level performance. This act must be a performance of religiously orientated singing. If they have performance to master level then they may upgrade this at a cost of 120 base as an angel/performance GM to grant self and those benefitting from performance, when religious song, twice the amount of faith back they would have gotten otherwise. 

Angelic Soul – the character’s soul, because of its angelic associations, is protected such that it cannot be ‘interfered’ with  - the soul passes straight to heaven upon death, rather than lingering, though it does not stay in heaven unless the character is also a saint. The character, while living, may resist any effect that target their soul with evil power for one faith (such as the black kiss), and their soul may not be interfered with after death (they may not, for instance, be raised as undead). 

Voice of the Gods – at a cost of ten faith, may channel the voice of one of the gods (their choice) for a scene. This enables use of the rebuke ability from exorcism (if one does not have it) or if one does, doubles the cost to resist rebukes the character uses. The character will be unable to speak with a very sore throat until a break, rest or sleep scene, as such voices are not made for human throats.

Touch of the Gods  -for ten faith may, for one scene, use any miraculous healing ability that they have (if they have none, grants the ability at novice) with the exception of call to arms with the merest touch. Resurrection in such cases requires no props and no shrine, but if done without either costs double faith to cast. 



Awakened

Extra Lives: Adds a Blood Talent and an extra personality to go with it, with all the strictures as above. This may be taken multiple times at increased cost. Only one may be ‘closest to the surface’ at any given time.

Rapid Lives: Now only costs one psyche to swap between personalities, but emotional attacks now have triple duration and also automatically cause a personality swap (player’s choice if they have more than one option).

Lives at War: When the character changes personality types, then the one being swapped from and the one being swapped to fight for dominance for the scene the swap is initiated in. This makes the skills of both available for use for that scene and, come scene change, the player may choose which one wins. 

Bastet

Stout Protectress: Gains one free power per scene for the purposes of defending a home or sacred place as per the Master level ability. May be bought multiple times at increased cost. 


Bestial

Dhambyer

Demon

Fall to Evil: Character gains one free power per scene, but is now considered embraced by evil and is dragged to hell immediately upon taking a mortal wound and cannot normally be brought back from the dead. 

(demon name) Heritage -bloodline: Must now name the demon they are descended from. This demon may be invented by the player or drawn from the existing game background. In so doing, they also choose any one non-miraculous ability to be that demon’s ‘thing’. They gain a blood talent in that ability (as per normal rules), which may not be something the character already has a blood talent in (nor may they gain a blood talent in it later). Anything made using this blood talent is deemed to be tainted by evil (no game effect, reacts to holy water mildly). Any spells or similar cast will likewise be so ‘tainted’. 
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Demon of (element): May only be purchased if the character has a blood talent in the specific elemental magic (including talents from empowered heritage). The character may resist damaging or physical effecting effects of that element for one willpower (flat cost), including environmental effects (resists for the scene).

Demon of (dual element): Only possible if the character has two elemental blood talents, resists as demon of (element), but resist the combination, as follows:

Fire and Air is Light
Water and Earth is Darkness
Air and Water is Ice
Fire and Earth is Magma

Demonic Ritual: Requires ritualism as a blood talent, the demon may now slay someone who is helpless in a sacrificial manner and name them as a ritual foci in the process. The name has to be appropriate to the person or the manner of their death, judged gently for common words (kill someone with a sword, name them sword), harshly for rare words. This costs one willpower and they are only useful as a foci for a scene.

Fee Enhancement: Now gains two permanent power rather than one from a soul sent to hell.

Skilled Boon: Boons now also grant one skill level of the demon’s choice to the recipient. This will grant a GM ability if they are master.

Written Contract: Drive Out Evil’s on the character now only free them until a sleep scene if the character signed a written contract and the paperwork still exists. The demon always gains extra power from a soul sent to hell whilst under a written contract. 


Dragon

Bellyful of Fire: Reduces the cost of the True Dragon flame breath ability by one essence.  May be purchased multiple times at increased cost although the minimum the ability may be reduced to is two essence. 

Dragonscales: Exposed skin must now look visibly scaly. Scales count as Class One armour.  This may be upgraded to Class Two armour at increased cost and Class Three after that – which requires a prosthetic at minimum phys-rep. 

Dragon Hoard: Dragons are renowned for being great hoarders of wealth. May not resist any effect causing greed (as if a bane), but gain Wealth as a blood talent. However, they will only spend their money on things to add to their horde (be it their horde ‘back home’ or stuff for them to wear) - they will not deplete their funds on anything else unless they absolutely have to. 

White Dragon (Bloodline): May now resist any Fear-based effect spending one 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. This may be enhanced once such that they are never shocked by use of this ability for 120 points. 

Red Dragon (Bloodline): Gains ‘Fire Spit’ which costs three essence (reduced by ‘Bellyful of Fire’ to a minimum of one essence), which causes an elemental wound to one location on a target within 10 feet.

Black Dragon (Bloodline): May now resist poison as if had master fitness (if they have master fitness they gain one free per scene to resist poisons with). They may use essence or body to fuel poison resistance. 

Projectile Spitting – the range of the master fire breath ability becomes arrow, but if used beyond close range it costs one extra essence. The extra cost may be bought off for a base 120 points.

Poison spit  -requires black dragon bloodline, may now spit a rank one poison for 2 essence at close range that doubles power cost immediately, knocks the target out at the scene change if not resisted and kills them on the next scene change (as usual, they get a new chance to resist each time it progresses). Base cost sixty, may be enhanced three times(at increased cost), each time increasing the poison level by one. If resisted the poison has no effect. 

Lick weapon  - requires black dragon blood line, base cost 60, may lick a weapon to coat it is caustic tar for one essence. 

Fearful Bellow  -  a great bellow causes a fear effect which doubles the cost of any skill used directly against the character. There is normally no resistance and it costs 1 essence to use. It effects anyone who hears it. 

Dumovoi

Sense of Place: All psychic abilities used directly about people who ‘live’ within a building (they must currently in it and have spent the last night there) the Dumovoi has bound to or about that building or its contents (things that were there at event start) pays one less power.

Close Ties: Once bound to a dwelling the Dumovoi is also joined in to the people who are part of the household (those who have lived in the place for more than a week in the last month) the use of scrying, empathy, divination and visionary on or about those people become easier: one free power is granted a scene for such purposes. An extra free point jay be added for 120 points. 

Even Closer Ties: From the above ability (at increased cost) may now choose to become even more bound with the dwelling and the people within. 

Using any informative psychics power the dumovoi may invoke this link and for one psyche get very detailed, descriptive results. If in doubt, a ref should tell rather than keep to himself and should elaborate on any vision/scrying etc to a large degree. 

Due to this link the Dumovoi loses any permanent power the people it applies to do, though this loss can be applied to psyche at the player’s choice (instead of whichever stat was lost). This link persists in the usual way. 

Elemental

Wasteland Elementals: Is now such a strong source of personal elementals of the types already gained that they can be used as a source of elementals in the wasteland.

Great Source: is now a source of elemental types already gained that other people can use them as a source of elementals. 

One of the Lads: At a cost of one essence and with a verbal indication of it being the case manifest elementals of your type will not attack you unless you attack them. If you do attack them and you have used this ability you may not use it on that event again. 

Quiet the elementals: For each purchase of this ability pays one less power to counterspell their own element only to a minimum of zero.

Empowered Blow (element): For one essence may strike a blow empowered by their element with the following effects (Costs no power if miss, melee weapons only):

Fire causes elemental burning damage
Water causes through damage
Earth causes a knockback
Air causes elemental electrical damage.

Soak Elemental Magic: may soak elemental wounds of their type only using essence, but otherwise as if had master toughness. 

Sudden Alliance: when targeted personally (not caught in an area effect) by a spell of their own type and they counterspell this spell, one elemental becomes a sudden ally and is bound to the body of the character. These elementals will escape if not used by the end of the scene or tied off by the end of the scene (unless one an store untied elementals). These elementals, if used before they are ‘tied off’ need not be untied (because they are not tied). This may be purchased multiple times at increased cost, each purchase allowing one extra elemental to be so ‘absorbed’ to a maximum of the total number of elementals in the spell counterspelled.

A verbal admonition needs to be added to the counterspell to do this.

Unbound Ally: one elemental at a time bound to self does not need to be tied off and thus there is no need to ‘untie’ them for spell casting. This can be taken multiple times at increased cost to increase the number of elementals that may be so bound. 

Elemental Awakening: may awaken the elementals in the area around the character of their type. This costs six essence to use and makes the area within a couple of paces of the character a rich source of elementals for a scene. Must spend a few minutes talking and awakening said elementals to activate. 


Fae

Note: fae are meant to be very varied, so I am always happy to add extra fae types, though the player sending them in needs to detail the bloodline and all the various abilities that could be derived from it. They must stay within the general elemental magic theme however. 

Seelie or Unseelie – fae may only take one of the other. Seelie fae tend to be neutral to mankind, Unseelie fae are downright malignant. Both kinds may aegis any sort of curse for 4 essence, and normal (one scene, double power) curses for 1 essence unless that curse if from fae royalty. Unseelie can do this because they are already cursed, Seelie because they shrugged off the curse that created the Unseelie. 

Elemental Bloodlines – there are numerous bloodlines based on a combination of two elements, which the fae must have as blood talents from fae. A list follows, with rather dull OOC names for players to build their own mythology around. Even fae with the same elements are hardly a homogenous group, and are likely to have very specific names for themselves (often rather flighty ones). Some examples are given below, but players should (as ever) make up a cool origin. 

All of these allow research of combined spells (only) of their type in FL to master without further abilities. 

All of the following are bloodlines and require the two elements listed. 

Dark Fae (water and earth) -   love it in the dark (night not near a light or ‘proper dark’) and gain one free power a scene in such circumstances. 
 
Metal Fae(fire and earth) – rare, these are fae of some ‘white’ metal (never a black metal), and tend to be faerie smiths, the most famous being Wayland Smith. Anything they make out of white metal is one rank better made than it would otherwise be, though they must have crafter and white metal as a pick to apply this.   

Light Fae (fire and air) – these are often associated with some particular time of day (noon, dawn, dusk). They love it in bright light, and gain one free power when in such circumstances (daylight counts as long as not very overcast). 

Flower (Earth and Air) – these are fae of treetops, or other plantlife that blows in the wind, or of flower fae that flit between blossoms. If they have herbalism (not apothecary), then they may replace one knowledge with essence when making anything and additionally may use flowers, bark and the like with no real herbal properties to make their mixtures (in an implausible way). 

Winter (air and water) -fae of the cold, or winter, or ice. They learn all of the Ice spells that Frost Giants do (although those spells are from different sources). 

Glamour (fire and water) – these tend to be fae of illusion, glamour and the like. They are masters of disguise, and lose their makeup restrictions and may, in fact, wear any makeup restriction they wish and have it appear to be their real form. They can change this on event (they cannot, however, just say ‘I look like xxxx’, they need to retreat to somewhere to ‘change form’ and apply suitable makeup/prosthetics). This costs no power, though might take some time. 

Bloodline Resistance– requires a bloodline, though base cost 60, grants an aegis to attacks dependent on bloodline type.  This aegis costs 2 essence to employ and can be used against anything that falls into the categories below, be it damage or ‘effects’:

Dark Fae – shadow and darkness. 
Metal Fae – non ‘black’ metal attacks (most weapons are black metal)
Light Fae- light
Flower Fae – arrows/bolts and wholly wooden weapons. 
Winter Fae – ice and cold. 
Mirage Fae – illusions of a visual/auditory kind (rather than ‘mental’ ones), judged generously. 
Luck Fae – bad luck and curses. 

Double Binding – fae must have two magics as blood talents. When binding elementals from a  source that is clearly a source of both types of elementals they may bind one of each type for one essence. These elementals must be bound into the same object. The source can be two things very close together  -like the air above a candle for fire/air. 

Double Tie - fae must have two magics as blood talents. May use a single cord of a distinctive, consistent and suitable colour(let the refs and players know in the brief) to tie off an elemental of each type they have blood talent for. These elementals are otherwise bound normally, and need to be bound freshly and close together in time. Releasing the cord releases both elementals at once and they may only be used to fuel a combined spell. 

Elemental Source – requires an elemental bloodline(still 60 base), the following sources, subject to the normal ‘persistence’ rules, count as sources for two types of elementals and may be combined with ‘double binding’ above.

Dark Fae – may pluck water and earth elementals out of the darkness.  
Metal Fae – may bind fire and earth elementals from any non black metal. 
Light Fae- may pluck air and fire elementals out of natural light. 
Flower Fae - may bind air and earth elementals from any plant. 
Winter Fae – may bind air and water elementals from ice, or from the air when it is chill. 
Glamour Fae – can grab fire and water elementals from anywhere at all(there other abilities are not so great). 


Elemental Quieten  - spells using the element or elements the fae took as blood talents cost one less power to counterspell. 

Fae Grace – may power agility with essence. Fae who took agility as a blood talent may fully fuel agility with essence, those who did not may replace one skill with essence only on each use of agility. 

Ageless: Though a full fae never ages, those of fae blood with this ability may resist any ‘age’ based effect for one essence, taking no effect from it whatsoever.

Dual Magic: Fae often derive their nature from two elements and are good at combining them. Combined spells using the two elements the fae holds cost one less elemental (of either type) to cast.

Empowered Blow (element): For one essence fae may strike a blow empowered by one of the elements they hold as a blood talent. Costs no power if miss, melee weapons only. Bought separately for each element with the following effects:

Fire causes elemental burning damage
Water causes through damage
Earth causes a knockback
Air causes elemental electrical damage

Combined Blow (two elements) – requires ‘empowered blow’ for two elements and is base cost 120. As empowered blow, but with the effects below and costing 2 essence(unless stated otherwise). This can be enhanced for 180 points to reduce the essence cost to one. Note, light and dark both harm insubstantial creatures.
Fire and Air cause light damage.
Fire and Water – deceptive blows – may power any armsman and bowman abilities they have with essence. These cost power if they miss, though use of such an ability powered with essence counts as a different ability for the purposes of striking the same target again as those powered with skill. They may also, irrespective of whether they have armsman, use the abilities double, through and accuracy for 2 essence. 
Fire and Earth – may cause silver, copper, bronze or any other ‘common’ non black metal damage. Requires a metal weapon. 1 essence only. 
Earth and Water cause shadow damage
Earth and Air – may cause any specific type of wood damage with a weapon with a significant wooden component (arrow/bolt, spear, mace, club etc). 1 essence only. 
Water and Air – ice damage




Luck Fae (Bloodline): If a luck fae takes part in any ritual or any other process that artificially creates good luck then that fae provides one free power for each person taking part in that process/ritual. They need to in some way interact with that fae in an appropriate role-play manner (depending on the fae -touching it for good luck would be a good example) to gain this benefit. 







 
Faerie Troll

Poison Healing: If resists a poison then takes no effect from it at all, rather than a reduced effect and any other side effects are ignored. If there is no side effect, resistance is one power cheaper. 

Disease Healing: If resists a disease then takes no effect from it at all, rather than a reduced effect and any other side effects are ignored. If there is no side effect, resistance is one power cheaper. 

Self Healing: Each purchase of this ability grants one free body per scene which may be used only to heal self, as per the normal rules. May not be used to heal cold iron damage as mentioned above. 

Spring Awake: May now spend one body to wake up if has no reason to be unconscious at any time, not just in a scene change.

Instant Regeneration: Costs ten body, the Troll will instantly regenerate any normal physical wound (not elemental or higher damage grades or anything else other than a ‘normal’ wound. It would apply to other effects - such as through or accuracy that merely helps deliver a normal wound) they take for a scene. They must still react, of course. This in no way applies to cold iron. 


Fated Child

Feral

Feral Strength: For one body gains any one ‘strength’ ability for one scene (only those chosen per level, not strength feats and similar), ability chosen when used.

Great Rage: Each purchase of this ability adds six to the power gained when raging.

Ferocious Rage: Power granted by a rage may now be used to fuel any body or skill based ability that involves killing people.

Uncontrolled Rage: Amount of power gained from raging is doubled, but character will seek to kill the nearest thing that moves, then move on to the next thing. If nothing is moving, will make sure that anything that might once be alive is dead (will mortally wound anything it can). Comes out of the rage at scene change as long as it has killed everything it can see. In no way can character tell friend from foe. Does not have to mortally wound targets that were down when went into the rage. 

Wilful Rage: Rage power may now be used defensively for willpower. 

Only Anger: When raging may completely resist any emotional effect that is not based on anger/rage for one willpower. 

Feral Scent: For one psyche ref will tell you roughly what sort of things can be smelt in the area. Requires a period of sniffing around to work.

Nocturnal: Only for Feral vulnerable to silver, for one psyche is able to see through mystical darkness style effects for one scene. In no way helps against ‘real’ darkness.

Diurnal: Only for feral vulnerable to Gold, for one willpower may fully resist any light based blinding or stunning/shocking effect. 

Feral Snarl: A loud snarl directed against a single person. Costs one willpower to use, resisted for one willpower, works on anything that might be afraid of being eaten.

Reactions will vary, based on role-play, but at a system level persons so affected will not be able to use skill to enhance a mêlée attack against the user of this ability for the rest of the scene. 


Free the Beast: when targeted by any emotional effect, immediately goes into a frenzy for one willpower plus normal costs and are allowed to apply any frenzy benefits they may have against that effect immediately, as if they were in the rage when struck (essentially, lets you rage as a response). 

Wilful Rage: may use willpower to fuel the cost of entering a frenzy. 

Feral Cunning: when in a normal rage (not uncontrolled) only has to attack those things which are personally ‘offensive’, though mist still stalk/lurk or otherwise act like an animal. Costs one willpower. 



The First




[bookmark: _Toc194396426]Formorian

Living Battery: Formorians personal battery (from Galvanism) is now ‘alive’. It can soak shatter breaking effects for one battery power and other wise is treated as a ‘living thing’, using battery power as essence or willpower as applicable (one could cast spells on it and it could use battery power to benefit from them, it can resist and suffer from mental effects etc) and so on and so forth. Player is in control of battery, but should role-play it having a ‘mind of its own’. Battery power is increased as if had one extra rank in Galvanism. 

Power Exchange: Formorian may now charge their battery (only) by holding onto electrodes and letting their own life force enter it, paying essence to gain battery power, or may do the reverse, draining the battery to gain essence. Takes a minute or so per point and treated as stunned whilst so doing. 

Ettiskin (Bloodline): Tend to have pointy faces or long noses (accentuate with makeup or use a prosthetic if it is your ‘Formorian disfigurement’.) For one knowledge may ‘wire up’ a ritual such that battery power mat fuel some or all of the cost of that ritual. If they are not the ritualist, they must spend two extra knowledge or at the end of the ritual a surge of power will stun everyone involved (reduce to shock for one body). 

Griegkin (Bloodline): one arm swells to huge size (prosthetic), which is in addition to other disfigurement. May perform feats of strength with that arm as per novice strength, gain one free body per scene to fuel any strength ability involving using that arm or to soak wounds to that arm.

Balorkin (Bloodline): Grows a third eye (prosthetic) in middle of forehead. May use: Rotting Eye Beam, 10 foot range, causes target’s body (which must be as living, flesh and blood thing) to rot, an average disease causing a wound to each body location  - if resisted by fitness then still stuns. Wounds cannot be healed until disease is cured and if not healed by the sleep scene, victim dies. Non Wastelander types are killed come scene change as they rot away. Takes ten seconds of so looking straight at target and doing nothing else before can engage. 6 essence to use and takes at least 10 seconds staring and concentration. May be upgraded to a strong disease for 60 points. May extend range to thirty feet for 60 points. 

Tethrakin (Bloodline): May use essence to fuel armsman abilities with a sword.

Uarkin (Bloodline): May ooze poison from hand to cover a bladed weapon by wiping hand along blade such that it effects as per caustic tar for one essence. 

Cethlionkin (Bloodline): Gains visionary as a blood talent. 

Ochlachtkin (Bloodline): Becomes scabrous and sick looking (latex and makeup) and nearly always feels ill. Can inflict illing touch by touch which is a strong disease making target feel very ill: power cost is doubled until it is cured, does not heal naturally. Cost two essence. 

Ancient Creations GM Formori ability - ones ‘creative talent’ level in ancient galvanism and mechanic is deemed to be the same as ones level in normal mechanic and galvanism. 

Genie

Wasteland Elementals: Is now such a strong source of personal elementals of the types already gained that they can be used as a source of elementals in the wasteland.

Great Source: Is now a source of elemental types already gained that other people can use them as a source of elementals. 

Quiet the (type) elementals: For each purchase of this ability pays one less power to counterspell their own element only to a minimum of zero. This is a different ability for each type of elemental magic if the character has more than one. 

Soak (type) Elemental Magic: May soak elemental wounds of their type only using essence, but otherwise as if had master toughness. This is a different ability for each type of elemental magic if the character has more than one. 

Tying the Power: The Genie’s personal object counts as part of their body for the purposes of binding elementals.

Ifrit – bloodline – these are djinni created by Iblis, who was one of the first of his kind, created by Isis and Mithras, but rebelling against them. For this, Iblis ended up in hell (after doing much evil) – however, his defiance of the Gods is what defines him. In the Middle East, he is seen as the ‘main demon’ by many, rather than Set. Members of this bloodline are touched by evil, but are very stubborn, being able to aegis any effect that would command them to do something for 2 willpower. This works against ‘command’ effects, not ‘emotional effects’. They also gain 2 free willpower to resist such effects, including powering this ability. They are fully affected by a Solomon’s seal, as if they were a minion demon (but only for the purposes of such a seal). 

Solomonian – bloodline – the djinni used to roam free, but King Solomon bound them to specific places (well, most of them), or specific objects. As a result, the genie had no real choice but to serve Solomon, but, when he died, they slowly ‘took over’ their local region, the net result being the patchwork of genie controlled states that ended up dominating the Middle East and much of North Africa, and even into Persia. In some few areas (like the Ottoman Empire) the rulers managed to maintain control of the genie. In some places (like Jerusalem) there are a lot of Genie in permanent residence in different parts of the city. This is by far the most common djinni blood line, as probably half the population of such areas carry it (albeit usually rather weakly). They are fully affected by a Solomon’s seal, as if they were a minion demon (but only for the purposes of such a seal). 

Such Genie blooded tend to come from lines that are very intermarried, and as such they gain another elemental magic as a blood talent (which they can use to double up as per the normal rules, or even triple up). 


Faithful – bloodline – most genie, though created by the Gods, rebelled against them. A very few remained loyal, and as a result were not causing any trouble, so did not get bound by Solomon.  They gain any one miraculous ability as a blood talent and may learn miraculous abilities even if not a member of the church. 

Free – bloodline – some very few genie neither swore allegiance to the gods, nor were they bound. These were generally ‘roaming’ genie, bound to objects to maintain themselves (a tradition most genie blooded, of whatever bloodline, now follow). Such genie suffer no penalties if their object is not on them, and lose one power perm of their choice if their object is destroyed, rather than being slain. They will gain a new object, naturally attaching themselves to something important to them, between events, or using the power below to change objects.

Free genie may change objects. They many nominate a new object, which may not be something they brought with them (it needs to be a ‘cool new home’ they have found) and make that their object at a cost of one event perm essence.

If that object grants power, then they gain double the normal amount. If that object has ‘abilities’ then they may use those abilities even if the object is not on them. If it is a realm artefact, then they gain benefits as if the artefact had been bound to them by ritual (but they probably need to move again before they go home).  

Rather than an object, such genie may bind themselves to a place(which may be a building, geographical area or even a whole Realm if it is a small one). Again, they will need to move before they leave, as they are unable to leave that place. They gain one free power when inside that place. 

They may not ever bind themselves to a place or object that they have previously bound themselves to -they are wanderers; no going back. 

Genie Master – if the genie’s object is held by someone else then:

They can regain power.
They may not act against the express wishes (as they understand them), explicit or implicit, of that person both in spirit and in word. Should they ever do so by accident, then they lose one perm essence, deliberately then they lose half their essence, perm, rounded up. If this reduces them to zero, they die. 
They gain one free power per scene.

In the Middle East there is a strict feudal system, based on who has who’s item or controls the area they are bound into. Genie blooded people hold the items of other genie blooded people in a vertical chain that usually ends with the local genie (or perhaps a blooded ruler, depending), creating sort of the ultimate vassalage system. This causes problems, as the items need to be ‘given back’ to the genie blooded individuals when they are tired (usually they are left under guard). Some get used to having their objects held, and, indeed, find it normal (thus this ability).

Additionally, all the benefits and restrictions of this ability are granted to any genie blooded whose item the character with this ability holds, even if they do not have the ability.  

This ability also means anyone can carry the genie’s object through the wastes. 

If they are ‘free genie’ then moving ‘home object’ never counts as opposing the wishes of their master. 

Chain of Vassalage  -from ‘genie master’ above, but at no extra cost. The master and genie both gain one free power a scene for the purposes of benefitting from stuff done to them from the other. 


Elemental Body – this is a separate ability, with a different name, for each element. To buy one, the character must have that element as a blood talent. Genie were originally made by Isis and Mithras – whilst humans are their children, and angels made by them from ‘pure soul’ genie were made from a pure element (or two mixed ‘pure elements’) plus a soul (genie are one of the few supernatural creatures that have souls). The first, the evil Iblis, was made from ‘smokeless fire’.

The four abilities are:-

Of smokeless fire – internally, the character is very hot. If wounded to the chest or abdomen then they immediately get a free firebolt, targeting whoever they like, just as they pass out. 
Of Unbroken earth – the character is always very solid, deemed to be wearing ‘heavy costume’ whatever they are wearing, and may use essence to reduce wounds to bruises rather than just skill (as long as the damage is only single). Earth spells that grant armour class grant one extra. 
Of Unmoving Air – may resist all physical knockdown, knockback and other effects that would physically move the character for one essence – they are ‘fixed’ in regard to the air. This also includes anything that would make them disappear, teleport them or similar. 
Of still water – the important being that, though the water is still, it never becomes stagnant – such djinni can resist poison and disease as if it were one rank lower (including zero) and may fuel such resistance with essence. Additionally, by only gently moving their bodies they may dodge when using essence to dodge (usually as a result of a spell), meaning they can dodge even when held and even when stunned (they sort of sway out of the way, implausible, both moving and ‘being still’ at the same time). 

From each of these abilities one can buy for 120 base a ‘grand’ version. This allows the character, at the cost of 6 essence, to become a rich source of that element for one scene. 

Of magical form -may now use essence to fuel normal healing, recovery from mortal wounds and coming conscious. 

Ghost

Unquiet – bloodline - these ghosts are undead spirits, tormented beyond the grave, who lingered for negative reasons. The descendents of such ghosts are touched by evil, any type of spirit will  recognise them as having ‘unquiet’ association – which will tend to mean that other unquiet spirits will leave them alone (tell a ref at brief) unless they have reason not to, though as a downside might mean that other types of spirits react more negatively to them(however, this downside should be far outweighed by the upside – some spirits may react negatively, all unquiet generally treat the character as ‘one of the boys’). Such characters may also use psyche to fuel necromancy when dealing with unquiet spirits.

Lingering Spirits– bloodline- a type of ghost that lingers after death, but for positive reasons -such as to protect a loved one (but never for revenge -motives like that make them unquiet). Such spirits tend to be short lived (though not always) and/or not that powerful. Such ghosts are normally very sensitive to the moods of others, as it is emotion that ties them to the world, and as such their descendants gain empathy as a blood talent, however they gain emotional attacks as a bane. 

Eternal spirit -bloodline, when ghosts, are people who have transcended death and become a persistent, permanent force of some kind. They are very rare. Their descendants gain shamanism(psyche) as a blood talent, but may only have a totem spirit, not other allied spirits and the powers that totem grants are fixed. The character may also have ‘normal’ shamanism  -this is deemed to be a different ability. 

Mystic Blow  -for one psyche may strike a ‘mystic’ blow, paying no power if it misses.

Etheric Blow –requires mystic blow and base cost 120 - for two psyche may strike an ‘etheric’ blow, paying no power if it misses. Etheric blows can still be parried, but effect ghosts and count as through. 

Etheric refuge – if mortally wounded the character becomes insubstantial and ghostlike. They lose one perm body (they fade away and die, vanishing completely) if they have no body to lose) and come the scene change will reform, solid once more, but no longer mortally wounded.  While insubstantial they are vulnerable to blows that would harm a ghost (mystic or etheric, for example) and if they take any damage at all (even if soaked, though not if aegised) whilst insubstantial then they are slain.

Momentary etherealness – when struck with a weapon and the character is aware they are about to be struck the character may become briefly ethereal (called as etheric dodge) and have that blow pass through them (as long as it would not affect a ghost). This costs four psyche, though it may be enhanced for 120 points (base) such that it costs only 3 psyche. This can only be used against weapon blows (including arrows and the like), though it would not matter what extra call there might be on the blow (unless if affects the ghostly). 

Cold as The Grave – the character may aegis all cold effects (which will grant resistance to ongoing environmental effects for a scene) for one psyche, body or will. This does not apply to ice effects, only cold ones. If tell wounds is ever used on the character, then they should point out they are cold to the touch.

Silent as The Grave -the character is unnaturally quiet, making no ‘background’ noise, their heart barely beating and they barely needing to breathe. Essentially, they make whatever noise can be generally heard, but no other.  A diagnosis will show a very faint heartbeat, but an uneducated eye examining them for life signs will think they are dead (a quick tell wounds will not reveal they are ‘dead’ – one someone takes a while over will). The character does not have to breath all that much (though still a little and slowly) and may resist any effect based on poison gas, drowning of a need to breath for one body, psyche or willpower. Additionally, any ‘super hearing’ sort f ability (almost unknown in FR) simply would not function upon them. 

Bloodless  -the character has very little blood. It takes them one extra scene to ‘bleed out’ and become mortally wounded, they may not be bled as per physician or blood magic, and are no use for blood sacrifices, nor is their blood otherwise ‘useful’ in any way  -it is weak, poor stuff and there is not much of it. The character can resist any supernatural bleeding effect for  one body, will or psyche. 
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Flaming Weapon: May inflict ‘flaming’ with a mêlée weapon at a cost of two essence a blow (one essence if misses). 
 
Muspelheim Born: May soak elemental fire damage using toughness as if it were normal (non elemental) damage and may ignore any heat/fire environmental effects completely. 

All the World Aflame: With a very load call ‘to set the world aflame’ a single firestrike spell will, at the cost of six essence, affect everyone within range of the spell, including the caster. 

Yggdrasil Burning: Symbolic of the eventual destruction of all things by the power of the fire giants, any piece of burnt tree (not worked wood, but a twig or branch) that was burnt by the fire giant may be used as a persistent source of fire elementals, even if carried around. Only the fire giant may use it as a source in this way and it may be carried as part of personal reality. 

This may be upgraded (at increased cost) so it may be used in the wasteland.

A Sword called Revenge: May dedicate a specific weapon (which must be mêlée but does not have to be a sword) against a single foe. This foe must have personally and clearly harmed the character. This costs eight essence, or four essence if the true name is used. For the rest of that event, the weapon may inflict bane damage against that foe for one essence a blow, or two essence a blow if wielded by someone else. If the foe is not slain on that event with that weapon, one permanent essence is lost. If the weapon is lost, then one permanent essence is lost. 

The effect ends if the weapon enters the wasteland, but the permanent essence is still lost if the person is not slain with that weapon. The effect could be redone in such a case. Only one such call for revenge may be active at once and it lasts for the event. 

Shadow of Muspelheim: May invoke the destructive powers of Muspelheim over a significant fire (such as a campfire, not a candle or similar) at a cost of four essence. That fire will be a rich source of fire elementals for as long as it burns. 

Blasted Homeland – In Norse mythology, Muspell or Muspellheim ("home of desolation") is a flaming, torrid region, the land of fire far to the south, ruled by the fire giant Surt. May freely ignore ‘environmental’ effects from heat, including vision impairment and the like. 

Child of Surt – In Norse mythology, it is Surt who, at the coming of Ragnarok, sets the world on fire and burns it down.  May soak or resist any heat/fire effect as if had master toughness and fitness, and may fuel toughness and fitness for resisting or soaking heat/fire attacks with body or essence. Upgraded to Beloved of Surt at increased cost which halves the cost to soak or resist heat/fire attacks. 

Giant (Frost)
Mastery of Cold: When casting cold spells uses one less elemental for each purchase of this ability to a minimum of one.  

Cold Homeland: Frost Giant freely ignore ‘environmental’ effects from cold, including vision impairment and the like. May be upgraded (but at normal, not increased, cost) to ‘Freezing Homeland’ which means if it is (real world) snowing of sleeting or there is an environmental cold effect in place the Frost Giant gains one free power per scene. 

The Hurled Spear: For one essence, Ice Spear now inflicts quad. 

The Frozen Weapon: When wielding a freezing weapon (the apprentice spell) and it runs out of ‘strikes’ may continue to strike ad call freezing for two essence a blow. 

Shrug off Cold: May soak or resist any cold effect as if had master toughness and fitness, and may fuel toughness and fitness for resisting or soaking cold attacks with essence. Upgraded to Cold Immunity at increased cost which halves the cost to soak or resist cold attacks. 

The Giant’s Strength: True frost Giants tend to be short, but very strong - magically so. This ability lets you fuel strength with essence, but does not grant you strength. 

Deep Cold: ‘Freezing’ elemental attacks (from freezing touch or weapon or similar non standard spells) additionally shock the target if ‘living’. Shock can be resisted for one body with novice fitness and called as ‘shocking freeze’ (generally, no need to call it as crew will be briefed if you have this ability). 

Knowledge of Cold Magic: May research (of FL use only) Cold Spells of one higher rank than could otherwise. This could theoretically, allow 6th rank spells to be researched (but chances are you would never be able to cast them). Is also treated as one rank higher for purposes of elemental knowledge o cold related spells. 

Goblin
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Legacy of the First Murderer: Hosk, second generation child of the first people (so it is said) is also considered to be the first murderer, slaying his sister, and the first man to become a demon. He is thought to have had a variety of offspring and many malign creatures are deemed to be associated with him in some way. Gains Assassin as a Blood Talent but becomes Touched by Evil and pays double cost to resist any abilities deemed to be derived from Hosk (this will be explicit in any description). 


The ill-favoured kindred of Hosk, that horrible stranger,
Would dog them with deeds of direfullest malice.

Of Dark Intent and Purpose: From Legacy of the First murderer (hence 120pts base), may now fuel assassin with body when using a two handed or blunt weapon only. 

Shameless and shocking, shrinking but little,
From malice and murder; that overwhelmed him fully.

Nightstalker: At night gains one free power per scene useable on offensive abilities only. Becomes ‘Touched by Evil. ‘Light’ becomes a bane, pays double power cost if in very bright sunlight (must clearly be VERY bright), does not like daylight all that much, light effects that would normally do nothing stun. 

When the sun was sunken, he set out to visit,
The lofty hall-building, how the Ring-Danes had used it,
For beds and benches when the banquet was over.
Then he found there reposing many a noble,
Asleep after supper; sorrow the heroes,
Misery knew not. The monster of evil,
Greedy and cruel tarried but little.


Steely Invulnerability: Ability also requires master toughness. Any injury from something sharp and metal (that does not also have a mystical component such as flaming or similar) may be reduced to a wound for 4 body, though this wound may not then be soaked (so  a death blow from a sword could be reduced to a wound etc).

Homunculus
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Logic Overcomes Emotion: May now fuel resistance to any sort of emotional attack (not fear) with knowledge, though only if some resistance would be available. May aegis any emotional attack (not fear) for 4 knowledge. 

Mandrake Root: Said to be one of the sources which provide the Homunculi with life. Starts an event with six pieces of Mandrake Root (pieces, not a whole root  -whole roots are very rare). When eaten by anyone of Homunculi blood they grant benefit as per an Elixir. 

Thirst for Knowledge: Once per day may gain the benefits of a Rest Scene for knowledge only after spending a prolonged (at least 15 minutes) period of time reading a new source of informational material – This can involve translating documentation. May be purchased multiple times at increased cost. 

Thirst for (power not knowledge) – extends the ‘thirst for knowledge’ ability to another type of power. Requires thirst for knowledge, but base cost 60 and is a different abiulity for each power type. 

Paut Form – may resist any bone breaking or pain effects for one body or will.  

Paut Flow -paut tends to flow back together quickly. Abilities (such as bandaging) that would heal a wound come the scene change heal the character immediately. Anyone bandaging will notice how easy it is just to push the flesh together. Additionally, the character gains one free power a scene for the purposes of healing their own wounds using the ability common to all with body.

Chosen Master: May choose a ‘master’ at any time during an event and may vary this between events, but is stuck with it for that event. They may assist that master: if an action is ‘sedentary’, the homunculus has the ability the master is using to some level (even if not to sufficient rank to actually do what the ‘master’ is doing) and the homunculus helps then they may fuel some of the cost of that power with their own power, rather than the master paying. Obviously, they must actually help in some way.

However, the Homunculus must do what their master explicitly tells them to do and, if out of the presence of that master and not on some errand or task ordered by them (judged harshly) pays double power cost.

Empower Master: From the above ability, at increased cost, gains one free power for assisting purposes. 

Born of Science – Now gains Alchemy as a Blood Talent. If taken as a Blood Talent at Journeyman now gains one free power per scene for Alchemy. (NB Alchemy not presently written)

Paracelcian (Bloodline): Created with an insatiable thirst for knowledge these homunculi by the scientist Paracelsus (and others) to translate the notes and workbooks of his former master. Gains one free power per scene solely for the purposes of translating documentation. If they leave an event with documentation that teaches something, then they may learn whatever it teaches immediately after the event  -even if they need to buy up abilities in order to learn it with the points they received – at on event prices. 

Golemic (Bloodline): Devised by the feeble-bodied alchemist Religio Medici (and others) to aid him in the simple lifting and carrying of alchemical bases and other materials. Gain strength as a blood talent. 

Bloodless  -the character has very little blood. It takes them one extra scene to ‘bleed out’, they may not be bleed as per physician or blood magic, and are no use for blood sacrifices, nor is their blood otherwise ‘useful’ in any way  -it is weak, poor stuff and there is not much of it. The character can resist any supernatural bleeding effect for  one body, will or psyche. 


Horae

Seasonal Elementalist: Now gains 1 Free Power per scene for the purposes of binding elementals but only applies to the following seasons/elementals:
Winter - Slyphs
Autumn – Gnomes 
Spring – Undines 
Summer – Salamanders 
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Child of the Great Work – bloodline – the character is descended from someone who made themselves immortal through Alchemical means. Such immortality is not a matter of ‘drinking a potion’, but of a lifetime of philosophical refinement of body and soul, as such no player will ever start the game as someone who has personally achieved immortality through these means. However, being descended from someone so changed by alchemy makes you intuitively good at it, and it is gained as a blood talent. 

Child of Ritual – bloodline - the character is descended from someone who made themselves immortal through ritual means. The largest group ever so ensorcelled were the Persian Immortals, though another example is the Spanish Infanta. Various Roman Emperor’s were also so treated, though tended to be murdered before it ever became evident. The rituals to do this are believed to no longer work for reasons that are not apparent ( a lot of ancient ritual no longer works). 

Creating an immortal in such a way involves a lot of ritual over a long time backed by a lot of elemental magic and, as such, the character will be somewhat ‘desensitised’ to such effects. They pay double power cost to benefit from a ritual or elemental spell and, if they cast such themselves, must pay power to benefit as if someone else cast it. However, they gain 4 free power a scene to resist any ritual or spell (though no extra ability to resist). This resistance can be of any kind, including soaking, but not dodging and must be a resistance natural to the character (not one they gain die to some outside agency, a spell , potion or similar).

Natural Immortal – bloodline  -the character is an immortal simply because they are too stubborn to die, perhaps combined with experiments of some kind upon themselves or some sort of mysticism, but essentially their own will stops them from perishing. They may freely use willpower to fuel anything at all that would be fuelled by body, including perm losses. 

Old Blood – bloodline – the character is descended from someone (or may even be themselves) whose agelessness is a result of vast amounts of potent blood magic involving a great deal of human sacrifice.  In pre and very early history ‘heroes’ on the battlefield sometimes would become immortal as a result of the blood they and their fellows had shed (as long as that shedding was backed up by their or someone else’s blood magic). They are deemed to be touched by evil, but gain blood magic as a blood talent.

Methuselan – bloodline – Methuselah was granted very long life by the Gods, who loved him and, in the end, voluntarily gave it up so his soul could move on. He had children, however, and some of those were not so keen on the whole dying thing.  The Gods realise the mistake was theirs, however, and characters with this bloodline do not have the ‘slow healing’ restriction applied to them in regard to miraculous healing, and may be resurrected. The Gods still do not approve, but they offered the gift, and they are not about to take it back. 
 
Ageless Body: No immortal ages much naturally, those with this ability may now fully resist any supernatural ‘ageing’ ability for 1 willpower, body or essence. 

Uncorrupted Flesh: May now use both willpower and/or essence, as well as body, and in any combination, to resist disease or poison - grants no extra ability to resist. 

Will over form: In a scene change, one willpower may be spent to have any body the character spends to heal themselves take immediate effect, rather than it being delayed. This may be upgraded (for 120) to allow the immortal to spend willpower instead of body (or one of each) to recover from a mortal wound.

Undying – if the immortal suffers an effect that kills them outright (a poison being the more common cause) then they may spend 2 perm body and be mortally wounded instead. This does not apply to causes of death that would destroy the body – drop the immortal in a volcano and leave them there, they are still dead, but if they were hauled out swiftly then they might still live. This ability has to be judged case by case, but essentially if the body of the immortal still exists, then they can live. This applies equally to supernatural effects: the soul of the Immortal hangs on to the body with great determination.

Even harder to kill – in circumstances where the character is mortally wounded from ‘general battering’ rather than a specific call (like coup de grace) they are not ‘all that’ badly off, and it only costs them one perm body (none if master fitness) to recover. 

Grand Recovery of the Immortal: when perm body is used to cure a mortal wound, all ongoing disease and poison effects are also cured and all wounds on the immortal will heal on the next scene change. 

Young Immortal  -although immortal, the character has not actually lived all that long (no longer than 70 years or so). May not buy ‘old immortal’ or ‘matyure immortal’, below. Young immortals have a real zest to stay alive, and as such have a 2 point body buffer each event to offset any perm body loss. 

Mature Immortal -the character has lived at least a full lifetime and a bit, knows they are immortal and are used to it. Such characters are very secure in themselves and ‘know who they are’ and may resist emotional attacks of any kind for 2 willpower (not fear), furthermore gaining one free willpower for any sort of resistance (but no extra ability to resist). May not buy young or old immortal. 

Old Immortal – the character has lived several lifetimes, at least. When exactly an immortal gets ‘old’ varies – it is a matter of attitude more than age; some never do. However, a few lifetimes is enough time to get good at a lot of things, but the character is rather stuck in their ways. They gain any ability as if they had an eclectic talent in it of their choice, but can have no abilities they do not have as a talent in some way (from a blood, this ability, pick or special). They may still buy a blood after game start subject to normal rules. May not buy ‘young’ or ‘mature’ immortal’, above. 

Kitsune 


Tricks and Illusion: May choose a psyche ability they do not have as a blood talent; this becomes a blood talent but it can only be used on other people as per master level Kitsune. 
Kobold 

Leshy 

Tied to the Forest: Now gains an additional point of free power per scene when within a forest. May be purchased multiple times at increased cost. 

Liche 

Alchemical (bloodline) – the more traditional liche is the result of mixing necromancy with the ‘great work’ of alchemy – usually because that ‘great work’ is too time consuming and difficult, and the ancestor of the liche wanted a quick fix and employed necromantic means. Alchemy is all about will over form: such liches can use willpower to heal themselves and to come round exactly as body can be used to heal oneself and come round(only the normal abilities) and may also heal themselves of mortal wounds for 2 perm willpower. 

Mathmagical (bloodline) – the more modern liche (like Napoleon) is a result of a mixture of mathmagics and necromancy in an attempt to grant eternal life. Such liches have a peculiar interaction with mathemagics, because the maths that defines them is ‘eternal’, which people are not supposed to be (this may well be why the world shattered in the first place, because of the maths to free Napoleon being interfered with by him).  Those with this bloodline may resist any mathemagics targeted directly at them or their equipment (not environmental ones) for 2 willpower. However, such maths will then effect them in the next scene, unless they continue to pay one willpower to ‘fend it off’. If they keep fending it off (and one will a scene) until a rest, break or sleep scene then the maths dissipates. This will not work against 5th rank functions.

Mathmagical Deflection – requires Mathmagical bloodline, base cost 120, in the scene following using the bloodline ability to fend off a maths attack, rather than fending it off again, may choose who/what it effects at a cost of one willpower. Target must be in range as if the character had just cast the script. 

A thing apart - requires Mathmagical bloodline, base cost 120, for one scene at a cost of 2 willpower no environmental maths function will affect the character. 

Mastery over Undeath: Gains one free power per scene for the purposes of Controlling Undead only.

Crawling Remnant – if mortally wounded, and has been mortally wounded for at least a full scene, may spend one willpower to crawl around/speak disjointedly for a scene. They may not spend power on anything else, unless an unconscious person could do so.



Merfolk 

The Pull of the Ocean: When binding Undines whilst within sight of the sea gains an additional Undine. If actually binding from the sea / seawater then gains an additional two Undines. 

Born of Water: Now pays one less essence to benefit from water spells cast on them by someone else. 

Minotaur 

Feast of the Fallen: Feasting on the flesh of a recently killed body (same scene) restores the Minotaur one power of their choice, though faith may only be taken if the individual was at least touched by evil. 

Stampede: At the end of at least a four pace ‘run up’ before striking a blow may call a knockdown, on top of anything else, for one body.

Trample: Must charge a target, which must get out of their way unless they spend one willpower. Target is shocked in regard to the minotaur only (so may only parry them or will have to back off/attack someone else etc). Costs one body. 

Nymph 

Born of Water: Now pays one less essence to benefit from water spells cast on them by someone else. 

Ogre (Brutish)





Ogre (Cornish)



Until very recently, the origins of the so called ‘Cornish’ ogre have been a mystery, but since the collapse isolated individuals who were around at the time have made an appearance, and some light has been shed (and Fraser has written about it). In pre-Roman times, the champions of various tribes around the SE of England competed as to whom would catch a particular white stag. In the end, five spotted and hunted it all at once, eventually, in their eagerness for the kill, dragging it down with their bare hands and tearing it apart with their teeth.  The body of the stag, predictably enough, then turned into a beautiful maiden (and priestess of Isis), who had been cursed by an evil wizard (first he turned her into a man to stop her preaching and when that did not work into a stag), and the five were cursed to crave human flesh (and became sharp toothed monsters, though most could still pass for human). Three of these champions were male, two female. They had children amongst themselves (creating Cornish Ogres who were the ‘real deal’) and with humans (creating those that were blooded). Hunted to extinction by the Golden Band, some of these held out as a tribe in Cornwall until the late middle ages, thus the name. 

There are thus five bloodlines, each named for the tribe they came from. 

Dumonnii –bloodline-  relished the kill and was the main ‘biter’. Gains a ‘swift bite’ attack which can be used on someone in mêlée range who has been downed or is currently falling down. This acts as a coup de grace(but does not severe a head to prevent undead raising etc) and counts as having eaten human flesh that day, though does not restore power from ‘chowing down’. It is fast and subtle, and unlikely to be noticed by anyone not close by. Costs 1 body to use. 

Demate –bloodline- spent a lot of time cooking eating the maiden afterwards and, as such, members of this bloodline must take a long time over their meals, and cook the meat but gain two extra power.  They must cut the meat fresh, but can eat it later)with relish and gusto), though can only get the benefit of one ‘meal’ in a scene. 

Silures –bloodline- was very sorry, and on discovering the maiden was a servant of Isis and beloved by her, went and apologised and did good works, henceforth eating only bad people. Only gains power from eating those who are touched by evil or more, but may feast on old corpses if they were recently mobile (undead) and always gain one faith, as well as whatever other power, from chowing down. Isis can be rather dark sometimes!

Durotriges –bloodline-also discovered Isis loved the maiden, but found it very funny indeed, when not blaming Isis for the whole incident and set to hunting more of her followers. Members of this blood line become touched by evil, but gain one perm base power (not faith) every time they feast on the corpse of a recently dead member of the church of Isis. 

Dubunni –bloodline- found herself changed by what she ate. Members of this bloodline grow a pair of stag’s antlers. Some Cornish ogres hack these off, but they leave at least stubs. If they eat someone who has a blood at true rank (or an actual example of something someone can be a blood of), then they have the option of buying that blood at event end. They may not buy the blood to master, but gain the makeup restriction, if any, at novice. This does not count towards the one blood anyone can buy after character creation.

The Sociopath next door – long used to blending into human society, if empathy is used upon the character the results will always give the most positive slant (for the character) possible. 

Great Feast – adds one to the power gained from feasting on human flesh, takeable multiple times at increased cost. 

Delicacies – starts the event with six ‘delicacies’ which are clearly identifiable bits of human anatomy (eyes are a favourite). When eaten by anyone who gets benefits from eating human flesh they grant benefits as per an elixir. This does not replace the need to feast on fresh flesh, but the power is restored even if the character has not feasted on fresh flesh. 

Snipping Teeth -sharp teeth can, for one body, be used to bite fairly quickly through things a human could ‘conceivably’ chew through, like a rope or leather strap. No use in the immediacy of combat, useful if tied up or similar. Will not work on superlative items, but will on anything else. Can work on some bizarre stuff -you could take a bite out of a glass, for instance, with no real ill effects (assuming it is normal stuff -does not negate any mystical connotations of destroying something). 

More importantly, allows a quick bite to be taken out of any handy corpse and eaten, counting as the need for human flesh that day, but hard to spot (you just need to lean in and mime biting).

Lastly -and only where remotely plausible  -they may perform feats of strength(from strength, if they have it) with their mouths.  

Iron Gut – gains one rank (max five) for the purposes of resisting any effect arising from something the character ate and furthermore any such resistance only costs one body (not reduceable by other means).  If an effect would have a reduced effect if resisted then paying full cost to resist removes the reduced effect, negating it entirely. 

Hunting Instinct – Cornish Ogres fear people will get away and tell on them, and also have a strong hunting instinct from the whole stag affair. They also relish savouring a meal to come. After having met someone who has since left their company (in game terms, they must have met a person and that person having ceased to be played by someone, though the ogre hopes, of course, they will come back) they may nominate them as a future meal. The ogre gains three free power for the purposes of offensive abilities used against that person and gains an extra six power when and if they feast on them. Only one person may be so nominated at one time, it costs one psyche, and if the person is killed and not eaten by them then the ability may not be used again that event.

Tidy eater  -the ogre eats very ‘cleanly’ – though it may be obvious a person was eaten, the deed will not be tracked to the ogre by means of tracking (the ogre can still be tracked, but they do not leave great bloody footprints) and the like. Essentially, there will be no ‘physical evidence’ that they ate someone, though there might be of their presence by the body. 

Dried Meat – the ogre starts the event with as much dried human flesh as they like (an ogre can do this anyway), however if regular eaten during the day an ogre who has not eaten fresh human flesh can still recover half the power they would normally recover (rounded down), rather than none. 

Pharonic

Bloodline note: over the years, many efforts have been made, both consciously and in a less directed manner, to preserve the royal lines or try and breed children who are close to the royal lines, or just to ensure a safe succession. The bloodlines below are examples of these, but many more took place (some with only limited success – it might be possible for two parents with ‘fairly’ pharonic blood to have a child with pharonic blood). As such, players are free to make up their own lines that are similar in motivation and nature to the ones below, and use the same ‘stats’. 

Egyptian – this is a very ancient line, and members are likely to be from a long time back, though occasional members have occurred in more modern times, and can be the result of totally random marriages. Similar attempts to maintain the ‘noble’ bloodline occurred in places other than Egypt, and characters could be from/descended from those. Occurrences of very pure blooded nobles happened later (though not recently), as well -Cleopatra being one such example. Such characters have a natural authority, though this tends not to work so well on ‘exceptional’ individuals (like wastelanders). They are treated as always benefiting from the ‘man of majesty’ ritual. Furthermore, they get a very easy time when asking for approval to buy high levels of societies – they always can unless there is a very good reason why not. 

Armagnac – a small bloodline who, in the case of this particular family, intermarried both to maintain their ‘nobility’ and their elemental ancestry (they were descended from earth elementals and their great skill at earth magic was the source of their power). “Armagnac” here is just a representative name, as it is one of the more famous examples. This blood could represent any noble line seeking to maintain some specific blood. One blood is nominated (not pharonic). If the character does not have that blood, they gain it as an eclectic talent, if they have that blood as an eclectic talent, they gain it as a true talent then they gain one free power and six base power of the power type the blood grants. 

Such characters are inbred, however, and their immune system sucks: they gain disease as a bane. 


Sapa Incan – this bloodline exists in Aztecia in the post collapse world, as well as having existed in real world past. The line is part of the very complex set of ruling factions in Aztecia. For this line, it is all about the blood as symbol of royalty and they are focussed on blood magic. Their blood is potent enough that if bled for blood magic, then they are not weakened (as long as the person doing the bleeding knows they do not have to take too much). If bled sufficiently to be weakened, then they grant one free essence for casting the spell that they were bled for. They still may not be bled twice in a scene, being deemed to be ‘weakened’ to some extent, but not enough for it to matter. Unless they are bled enough to grant free power, they do not need to pay body to recover come scene change.

Any creature that lives on or desires blood can sense that these characters have very potent blood and will seek to consume their blood by absolute preference. This does not make the creature attack if friendly. If their blood is consumed by someone who gains benefits from drinking blood, they gain double benefit. 

This line could be used for any character whose heritage is ‘all about the blood’. 


Hapsburg – the Hapsburgs ceased on the idea of intermarriage to strengthen Royal Claims and in general to hold their large empire together. As such, there was a great deal of intermarriage with all sorts of royalty over many years. As much of this royalty might have had rather peculiar ancestry, this line can end up of very mixed race indeed. Such characters can buy as many bloods after character creation as they wish, and may take one blood bought after creation to master level, and buy a single GM for that blood. It could represent any large bloodline who intermarried very widely amongst nobility of very mixed ancestry. 

Spanish –bloodline -  these efforts at preserving the ‘royal’ bloodline were developed from the Hapsburg one, but now also involved a great deal of demonic influence also. This line culminated in the creation of the Spanish Infanta(though she had/has many bloods). The line could represent any such bloodline with a lot of demonic influence. Grants demonology as a blood talent, but the character is touched by evil. 

Symbol of Authority – Egyptian rulers all worn the uraeus, a symbolic rearing cobra on their foreheads, which symbolised their authority. The  wearing of some sort of symbol  -which must be something distinctive and not ‘common’, but the sort of thing that might excite comment, comes very naturally to pharonic characters.   They might choose something that symbolises their ancestry, or something more personal to them. It is something that is worn or held at all times, and the benefits are only gained if it has been worn/held for at least a scene. The symbol grants three free power for use of the master ability granted by pharonic blood (resist domination), means they take no reduced effect (if any) from such resistance and makes the resistance a full on aegis. 

Natural Authority -anyone who accepts that the character is ‘in charge’ of them (loosely – this does not always just mean full on military command, it can mean a broad social superior whose ‘suggestions’ they are liable to follow) gains two base power of their choice. The character gains two base power of their choice for everyone who accepts their command. 

Noblesse Oblige – the character can choose, at any time, to take ‘responsibility’ for someone, who must be a social inferior or rough equal, but not someone who is notably socially superior to them. The original role of the nobility, as created by the Gods, was to protect as well as to rule (or protect through ruling). Protection can be established at will, and requires no vocal or anything else ‘formal’, but costs one essence or willpower. The character will take any perm power loss those they are protecting take, or two perm power (their choice of type) if they die (regained if they are ressed). The character gains one free power for the purposes of using beneficial abilities on people they are protecting (judged generously) and one free power for use on any ability when directly defending that individual (judged harshly). If helping or protecting multiple people, then the free power will stack. 

Noble Protection – over many a bloodline ancient rituals have been frequently enacted to protect against ritual strike. The character gains four free power to resist ritual strikes. 





Phoenix

Strength of Rebirth: When reborn from their egg, gains the benefit as if they had just had a rest scene, maximum of once a day. 

Candle of Healing: Must be confirmed in Mithraic church and have both miraculous healing and fire magic.

A candle is lit, a short prayer to Mithras asking for his healing aid intoned (costing one faith) and the salamander within the candle then verbally encouraged to wake up (costing one essence).

As long as stays lit and is not moved, the candle grants one free faith per scene to all within its light for the purposes of miraculous healing only, whether healing or being healed. It does not help with perm faith loss.
Vengeful Immolation: When mortally wounded and forced into an egg the Phoenix may unleash a fire strike with no vocal at a cost of four essence at the person that mortally wounded them (if a group does so, then all that group are struck). They may continue to do so, one fire strike every three seconds until they run out of essence or the targets move away. This can be upgraded to Grand Vengeful Immolation which decreases the cost of the firestrikes to two essence and, if a firestrike is used against someone already wounded to every location they are deemed to be mortally wounded. In the case of most ‘ordinary’ people who die when mortally wounded, they are burnt to ash. 
Housed Egg: Objects the Phoenix is carrying that are bound to their personal reality now go into their egg with them
Healing from the Heart: As a divine manifestation one point of any power cost needed to fuel miraculous healing may instead be essence rather than faith. 
Past Lives - the character remembers flashes from the past lives of his soul. In game effect, may use ‘past life hunch’ for three psyche which will give some useful insight into a situation based on how the character interacted with a similar situation in a past incarnation. This may be upgraded to remembered life which means at event start the character may choose any one ability not based on body which they are deemed to have at novice rank for the rest of the event (or at one rank higher if they have the ability already, but this will not take an ability to master rank), based on whichever of their past lives they currently remember the most. The ability may be changed between events and may be changed when the character sleeps (at the end of a rest scene). 
      Aware Egg: While within the egg may now perceive surroundings and thus legitimately listen to encounters and generally be aware of how the event is progressing.  In addition, may use the following abilities while in “egg” form: Novice or apprentice miraculous healing (by being placed on the wound). This may be upgraded to ‘Fiery Aware Egg’ which allows the use of fire magic if that fire magic does not require the unbinding of elementals (such as spell mastery abilities). If they have this ability, player should stay near their egg with hand up/wearing yellow. 
	Healing Flames: If struck by damaging fire, may spend two essence per wound that fire would inflict and instead of causing a wound, that fire will heal a wound (so, you could fire arrow your wounded arm, spend two essence and the arm would heal). If the location is not wounded, you may still spend two essence to essentially soak each wound. This can be upgraded to grand healing immolation which means that effects causing a fire wound to every location can be turned to healing for six essence (rather than fourteen). 
	Immolation: Character bursts into flames for a scene at a cost of six essence and must inflict burning by touch or ‘burn wood’ by touch or ‘heat metal’ by touch (as applicable depending on what is touched) for two essence. This means touching anything other than the ground/their own kit costs them two essence. If they hit zero essence the effect ends and they fall unconscious. 
	Primal Origins: The Bennu bird is associated with the creation of the universe and symbolic of the laws of rebirth and souls, which (though now administered by Isis and Mithras) are laws that were established at the beginning of time (Mithras created the Phoenix using the ‘Bennu bird’ soul, which is said to be the first soul ever). As such, it can survive ‘primal’ forces. Ability allows one to resist ‘primal’ effects for one essence or willpower (may have educed effects rather than grant full immunity), granting resistance for a full scene if those effects are ongoing.
Transformation: Character briefly turns into a great, fiery bird at a cost of four essence and flies back to their home realm (if a wastelander). They essentially leave the event and probably cannot return. Very little can stop this happening (the phoenix was known for its regular migration). Once so transformed, can do nothing other than fly off and when home will stay in that form and sleep for some days, waking as a human once more. 


Remade


Fluxion -bloodline. The Remade was formed primarily using Newtonian Calculus(most mathmagicians use a combination of both), which is most useful when dealing with practical ‘mechanical’ (or celestial mechanical) problems, as well as matters involving time, and anything in the mundane, physical universe.  Remade with this bloodline will  be able to tell the (true)name of any realm they are in, and the relative date of that realm, and how long ago it ‘formed’ after the collapse  -getting all this at a cost of one willpower. If used in a  place that has a name other than that or the Realm, they get that as well. 

For one willpower they will be able to determine their own location on any map (or tell if they are not on that map). 

Differential  -bloodline. The Remade was formed primarily using Leibnitz’s Calculus(most mathmagicians use a combination of both). Such calculus is most useful when dealing with the mystical, or the non physical, aspects of the universe. Members of this bloodline may use willpower instead of essence to benefit from mystical effects and for one willpower can tell what mystical effects (or any kind) they are presently under (they get the names of the effects only). 

Formed and Forged by Numbers: Personal reality is strengthened and defined by a given set of equations seared into the skin, such that the Remade is better able to resist the entropic influence of the Wasteland. This ability grants one free power per scene to resist effects from creatures of entropy, or to purge entropy points.

Natural Aegis: May aegis anything as per mathmagical aegis, even without a script, for four willpower. This ability may only be used once between Rest Scenes and can be bought multiple times at increased cost for more uses.

Mathmagical Form – with a body defined by numbers, and held together by the will of the Remade, the character may now use willpower as well as body to heal wounds on themselves and to come round (only the normal abilities). They may choose to take any perm power loss they receive of any kind on willpower. This may be enhanced such that they can heal mortal wounds upon themselves for 2 perm willpower. 

All done by numbers – the knowledge or skill ability chosen at 3rd rank (remade) may be fuelled by willpower. 

Maths over action – may now freely fuel any skill based ability with willpower, requires all done by numbers, base cost 120. This can be enhanced for 180 to Maths over thought, which allows knowledge abilities to be so fuelled. For 240, this can be extended to maths over form, which also requires mathmagical form, and allows willpower to fuel all body abilities. 

Defined Self – may aegis any effect which would force the character to act in a particular way (domination and emotional effects) for 4 willpower. If a ‘mixed’ effect, only the domination/emotion but is aegised.

Further Function – the character gains another knowledge or skill ability as a blood talent. However, before any abilities granted at master level, or any GMs, can be used in a scene the character must spend one willpower and either verbally state a formulae, or write a formulae, that in some way names the ability. 

Rusalka

Death to the Abuser: Assassin skills now require one less skill (minimum one) to use when being applied to an individual found to be an abuser of women via the ‘Taste Abuse’ master ability.

Sebek

Thick Scales: Scales now count as Class Two armour. Some sort of prosthetic is needed to physrep this. This can be upgraded at increased cost to Scaly Monster which requires very serious, thick and heavy prosthetic over all (and we mean all) exposed skin that almost certainly needs to include a full face mask and very both make it clear one is a scaly beast and also requires costume that limits peripheral vision to at least some extent. This grants Class Three armour.  

Armoured Body: May take a ‘through’ blow on scales (thus engaging armour use) at a cost of two skill (cost to then soak the blow paid separately). Is an add on to ‘thick scales’ and thus costs a base 120 .

Gorged: If the Sebek east so much during a rest or break scene that they have to fall asleep (and this means really pigging out) then they benefit as if they had had two such scenes for the purposes of regaining body only. However, for the next two full scenes they are deemed to be lethargic and pay double costs for all power use.

Meal: When the Sebek eats a reasonable meal (does not have to be a big meal, a chunky sandwich would do) they regain 1 extra body come the next scene change. 

Aquatic: Sebek are born of crocodile blood.  This ability develops their natural ability to breath through fluids.  They may now resists any blocking, clogging, choking effect based on a liquid in the respiratory system / mouth for 1 willpower per scene and act normally, although they are shocked when initially used (to represent switching from lungs to gills).  This requires "gills" to be worn / made up on the Sebek's neck which must be uncovered for this to work. This does not make them fully aquatic, though, merely helps against ‘non physrepped’ drowning’ effects. 

Born of Water: Now pays one less essence to benefit from water spells cast on them by someone else. 

Death Roll: A swift bite to a fallen foe acts as a coup de grace for one skill or body. If one has coup de grace, then it costs no power.

Crocodile Smile:  A wide smile acts as a mesmeric gaze (but is not a mesmeric gaze) against things that might fear to be eaten only. This costs two psyche to use and may be resisted for one willpower (in which case there is no shock effect). 


Wasteland Lurk:  When using the Wastelander ‘stepping sidewise’ ability may call ‘lurk’ for one willpower and, as long as they are stepped sidewise, wasteland creatures that would be able to follow/see the Sebek cannot. This can be upgraded to ‘Lurking Ambush’ at increased cost which allows the Sebek to come out of its lurk and make a single physical attack straight away and then be shocked as per stepping sidewise. If one moves, lurk is broken. 

Lurk: For one psyche, when standing or laying still, this makes the Sebek impossible to detect by means other than the mundane (actually being seen) for up to one scene. There are very few such detection abilities in FR and the Sebek must be awake to use this ability.

Quick Charge: At the end of at least a four pace ‘run up’ before striking a blow may call a knockdown, on top of anything else, for two body or skill. 

Serpent

Fearful Hiss: Costs two psyche to use, all who hear it will not attack the serpent man for the rest of that scene unless in direct defence of selves or allies. Resisted for four willpower, two if have a blood to journeyman of higher, does not work on non humans. Lasts a scene. In any case, may not use skill to enhance a blow against target. 

Terror Hiss: From fearful hiss (and base cost 120) costs six psyche to use, resisted as per fearful hiss but at a cost of six/three willpower, does not work on non humans. Causes all who hear to run: they will not do anything bar try to escape until well away from the serpent person. They may fight if cornered but not use skill to enhance blows. Lasts a scene. 

Mesmeric Movements: By swaying and at an extra cost of four psyche may mesmerise everyone in view, though anyone with any serpent person blood is immune. Subject to normal mesmerism restrictions. Any other mesmerism powers then cost double to use, but effect everyone who is mesmerised. 

Forked Tongue: Powers that detect if the serpent man is not telling the truth may be resisted by the serpent man for one psyche. This only works in ‘face to face’ situations and the person using the power will know that they cannot tell. Resistance lasts the whole scene against that person. 

Ancient Tech: Serpent person can use ancient tech and learn ancient tech schematics, assuming they have the galvanism ranks to do so.

Sibyl

Sidhe

Arrowflight: For one essence may boost any arrow or bolt shot such that inflicts an extra grade of damage, stacking with any other increases, but the essence costs is paid even if the shot misses. This may be purchased multiple times, allowing a damage grade boost of one extra each time, but at a cost of one extra essence. It may be used at a lower grade than you are capable of. 

Elvenblade: For one essence, paid if misses, may empower a blow so as to inflict damage as per Elfshot, but with a bladed mêlée weapon. 

Warpaint: For one essence may decorate faces with warpaint ready for a battle, naming who their foe will be when they so decorate. They gain three free power when it comes to that fight, as long as it is on the same event. This may be purchased extra times, each time adding one to the power gained. You may only be painted up for one battle at a time. 
Sgazny

Soulless

spirit blooded

Tiamat

Tuatha De Danann

The Silver Weave: Prayer bound items now last indefinitely, which means they can be made off event and bound to a person and kept or on event and bound cheaper (10 and 6 points as usual). Items created with this power recover their specific miraculous abilities between events and if discharged the silver object could be rebound with the same or some other power. 

Bloodlines: The various Tuatha bloodlines grant particular abilities just as if they were a blood talent, or one free power if already a blood talent. 
Brigid - Fire magic
Oghma - Scholar
Lugh - Armsman
Bres - Galvanism
Fial - Air magic. 
Danu – A miraculous ability.

Tulla

Vampire

Mesmeric Eyes: Now gains mesmerism as a blood talent, but must take one of the vampiric development disadvantages (below). 

Vampiric Development: May be purchased multiple times, each purchase granting one extra free power per scene in circumstances where vampiric blood would grant any free power (night or darkness). Each purchase requires the vampire to take a disadvantage, chosen from the below:

- Unless invited into a dwelling may not use any power either against or in defence against those who live there.
- May not use any power if can smell garlic, garlic coated weapons become a bane and eaten garlic is treated as a master level poison (even in very small amounts). 
- Is now embraced by evil, faith drops to zero and may have no faith or free faith. 
- May use no power when in a shrine and must pay double cost to enter one. 
- Holy water now causes any elemental wound, blessed weapons cause elemental wounds and any other ‘holy’ type damage either counts as an elemental wound or, if such already, is double cost to soak.

Bat Scout: For two essence may verbally command a bat to scout around the area, though only at night and only in places where bats ‘might’ be. This could be used in a cave, but not indoors. This is free to use if vampire actually sees a bat. Can be used in two ways: scouting ‘locally’ a ref will point out anything they notice the vampire does not (like people sneaking around). Wider scouting will mean the ref will tell the player what is around in the area. Bats cannot tell people apart, but will notice if there is anything supernatural about a place/target (though not what). Bat communicates mentally with the vampire.

Healing Mist: For one permanent essence the vampire will assume a ‘mist’ form (they look similar unless touched or inspected closely) if they become mortally wounded as long as it is night or dark. The choice to do this must be made when they are mortally wounded. Come the scene change, they will return to normal form but will have healed such that they are now treated as wounded to any appropriate locations. While in a mist form are treated as etheric.

This may be upgraded such that the vampire may choose to assume this form for two essence if rendered unconscious for any reason. They will return to normal come the scene change. This does not heal them, though they could spend body to heal themselves during this time. 

When resuming mundane form is deemed to be stunned, should it matter. 

Blood Sucker: Each purchase increases the power regained from drinking blood by one. 

Wadjet (Cobra Blood)

Toxin Resistance: Poisons are now resisted for half cost, rounded down.

Toxin Immunity: From Toxin Resistance (at increased cost) a poison already resisted in a scene may now be resisted for one body, and no reduced effects are taken. 

Great Poison Immunity: May now resist any rank of poisons. 

Enhanced Poison Glands: May now milk own poison glands (one body) to create a dose of master level ingestive poison (as herbalist). Upgrade to virulent poison glands to create a rank five poison for two body. 

Silent Death: May call ‘silence’ on any ‘surprise’ assassin blow which prevents the target making any sound for ten seconds. Works only on ‘living’ people, may not normally be resisted. If the target is not killed that scene this ability may not be used again that event, if the target does not die on the event the ability is lost (but may be re-bought). This costs two essence to use. Inform ref of this ability so crew can be briefed.

Poison Spit: For two body may spit a weak poison at near range, effects as herbalist poison but need not be drunk.

The Cold Sleep: When taking a cold effect, may soak it normally (if they can), but will immediately fall asleep, which cannot be resisted. They may not be woken until the scene change and will be at double power costs for the scene after they are awakened. 

The Pharaoh’s Protector: May choose one person on event (at any time), but not change this on event. After the event, a person chosen may be taken ‘permanently’ for 10 points, in which case this ability always applies in relation to them (and someone else can also be chosen). Against anyone who strikes or physically harms this person, the wadjet blooded may use any and all assassin abilities (if they would normally work) for one skill rather than the usual cost. Any permanent stat loss suffered by this person while the wadjet is on event is taken by the wadjet also. 

The Faithful Snake: Faith may now be used to power Wadjet GM and Master abilities only (not abilities gained as talents). It may be used to fuel assassin abilities in instances where the Pharaoh’s protector is used. 

Snakefire: Wadjet was associated with fire, which she used against the enemies of Pharaoh. Gains fire magic as a blood talent. Now falls asleep if struck by cold as per cold sleep (does not gain the soaking ability). If also has cold sleep, may not be awoken for two scenes and then on triple power cost for one, double for the next. 

Wasteland Touched

White Bull

The Little Bleeding: Apsis may now bleed themselves ‘a little’ at a cost of one body, creating one ‘dose’ of blood as above. Normally, Apsis bleed a lot when they cut themselves (it is in their nature), this ability allows them to control it. 

Holy Blood: Apsis may turn own blood into holy water as per usual, if can make holy water. Retains the powers of the blood (see above) and retains potency for the event (still lost in wasteland unless keeps as part of sanctification). Sanctification granted holy water may be deemed to be this blood at event start. 

Prayer Bound Blood: Apsis may now bind a prayer into blood. Needs holy blood and is an enhancement on it (so base cost 120) This requires them to first turn the blood into holy water at normal cost, then cast the prayer into the blood. Any prayer they can cast may be so bound, but not prayers that have ‘conditions’ (names and so forth) or that do not suit an ‘anointing’ (call to arms etc). The blood will then perform the effect when used to anoint someone or something, as well as acting as holy water. Making the blood costs the faith to cast the prayer. Blood lasts an event, though it will vanish in the wasteland (however, see below and also can be kept as part of sanctification ‘holy water’ allowance). Blood must be kept in good bottles, as per holy water and treated with reverence. 

This can also be used to enhance holy water blood an event is started with. 

Great Bound Blood: prayer bound blood now lasts forever (though would be lost in the wasteland). The Apsis may purchase prayer bound blood, which they will start the event with, at 10 points per dose as per normal equipment (it is never 6 per dose) and can act as a supplier for other people too, exactly as with other make skills. Note, the supply dries up (half points regained) if the Apsis dies or says he is not making it any more. This ability would also allow the Apsis to replace such blood during an event and then have it survive the wasteland. The prayer to be bound must be chosen when bought as equipment by anyone else, but the Apsis may change what they take each event. This ability is an enhancement on prayer bound blood and is thus 180 points base. 

Wyrm
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