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Observe tbe Powers

“We listen ta the Aria; the orbit of the atom, the
dance of the molecuile. the shiver of maltter ageainst
energy. Then our voxes spealk, and the universe listens to
us. When it obeys, we are magical; when it resists, we are
doomed.”

Melisand, Pride Roane

A cry of unequivocal agony, thunder trapped in
the lungs.

“Has he contributed any facts about his objective?”
I ask remotely, glincing at the breathing door from my
chair next to the fireplace: My companion lightly dabs
her long-nailed fingers together, a gesture not unlike
the antennae of a jewel wasp caressing those of another
insect it is prepared to sting. How like her own himsati
her very movements are. A dangerous sign lh;ﬂ;’éhe is
losing control over the beast within, that perhaps
maddening it toward a fatal moment. Or maybe s
simply her means of testing me. Arachne Scourge. Like
the rest of her calling she searches for signs that others
in the Pride are straying from the Oneness. Does she
expect me to bring the gesture to her attention? 1 decide
1o ignore it. Not enough data to make such a judgment.

She waits a long moment to answer, staring
forward at the walls, following the geometry contrived
there. Others not of the Arachne would be horrified to
see this room. Exoskeleton overlaid with the brilliant
metallic hues of a bluebottle fly (or the aforementioned
jewel wasp). Curtains — the transparent wings of a rare
orchid praying mantis. Carpet — the wings of a gypsy
moth, all powder and- glittering scales. This roem
breathes and hums.

Data emerges, an Anopheles joke: Where is the
best place to find an Arachne?

Answer: In the living room.

Interesting use of words, and not entirely
inaccurate. Let the Anopheles dwell on the room that
lives and ignore the webs being spun all around them.

I dismiss the irelevant information and recall my
companion’s name instantly — designation Lydia. 1f you
are not an Arachne, her true name tkes a Mimic
serenade to properly pronounce. My vision shifts from
the door to her. Anvone staring at her eyes (black
without any whites) would expect-them to moye. Few
realize that the pupil of an Arachne eye is not stationary
as in those of other species. It roves dround beneath the
black lenses while the eyeball remains perfectly still,

like a camera within.a camouflaging bubble. Her crisp
charcoal suit opens a similar eye on it's shoulder, shiny
as a button as it peers at me. Studying me. Of course; |
don’t Ainch. T've beéen at this long enough to know
what 1o expect. An Arachne iﬁ.iivl disturbed by
obseryation, espeeially when:gpjng in a room which

conceals a thousand eyes. ES & :
S foreign substance l\i@en introduced into hi
bloodiHe is in remarkable paig.™

: e
Correct response, clip and relevant. ;o
Poison?” 1 ask. + A

“Pata is incu}hplcw. This'is why we hav nt for
a Probe. Your direct observation will be necessary?

The dourhhwg,'jl:;. Confracts. Exhales 4 sépeam from
the tormented créature behind it. The suffufér is an

Arachndi Tn anéther age a screarn such a
have sent fGrtils tremblin \hehiﬁgt A
prayingforithe end of tho‘\vq@" e
pleasure as the screin, all pure oy
my being, 0 5. R
Lydia Rerself listens Tatently 1o-hie
awire of meyor so/il seems. ‘%‘k& Jus |

ismight
Lof stone,

ly, 1 shiver in
es through

qutery, hardly
el the pleasure

~ o, blirnor @ hint of indulgence Capes her stony

face, IF held my a mo,tkmk‘.‘wfw;{rcﬁing a
mther tnadorned braceler of itidescemieay shell thar
circles my wrist, my symbx i"éf sl ty aumong the
others of the Prde. AN

I wait patiently, bri_‘i’ijh»_:in Arachne dictum
forward intoramy now-thought: ap Awchne is time's
master. We do nolallow time {u"'q“r'a_rrr:\' in any wey.
This is why we are deliberate inalithings. This is why
we strike last. How maiy actions of living things are
governed by the need to accommodate time? I our
minds we free owrselves from l:‘m‘(-i'{fﬁdfdamq and gain
Jurisdiction over it instead. i

I menully repeat the dictum i, feeling a
quake of pleasure more profound than the Arachne’s
scream as the symmetrical pattern of the dictum flows
pleasingly through my thoughts. How hard I have
labored to bécome part of the Arachne Oneness! |
stroke the ivory surface of my braceletr, feeling an
agreeable heat rise up from the friction.

“His pain will make it difficult to read his
thoughts,” she notes mildly. Another test.

“Unnecessary dati.” | chide her.

She nods without offense. “Your telepathic skills
are noteworthy and rare among us, Will they be
sufficient?”

“Yes." No hesitation.




A flash of lightning comes through a
membrane covered window. The entire room
swells as the fortress seems to take in a breath.

Lydia raises a finger. Her black enameled

bracelet with it's red hourglass captures some of the
lightning and throws it back into my face. Subtle use of
power, remincling me that my station is beneath her
own. Yet why would she find such a reminder
necessary? Jealousy of my Mystigute skills?

Irrelevant question. Insufficient data to support a
conclusion.

“The Paragon shall expect a detailed analysis
upon your completion of this debriefing.”

“Yes,” I answer, “When shall 1 begin?”

She stands like an insect rises up: slow and
poised. “There are files for you to review. Emissaries of
the Creche have given assurances of your Oneness.”

I nod. Translation: I am cleared for sensitive dala.
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The storm sweeps into the everglades. What parts
of this fortress do n()l‘:ﬁ;ﬁVL seem to move in the
shadows cast by the lgghmmg cauty of the
Creche, oné vast organism con ctj.-d around the

Paragon und its adlvisors, is-astonishing. Pure streams of
geometry that flow through the eves and delight e
sense.
Lydia leads mie to the Cru_he s command cel
Protected so well h]ddLl‘l ugh convolutions Wi
the structure, it t?a‘ke\ us hours 1o réaa\ it. No wuﬁier
other Prides cannot simply penetraté and examine this
room, nor even sary it supernaturally, The pLI(:e is oo
well hidden in thé geometry.of the Creche. .':lit‘ must
lead me there, step by step. B
The room awaits, bréathing. Arachne Keepers
- stand in niches wuh(!;:.thc wall, naked, armed with
':s_y.ve‘lp()ns that buzz like an angry swarm. In the dense
3 they seem like overgrown infants floating in
wniotic fuids, of perhaps insect specimens in huge
jars of formaldehydé: T dismiss the analogy. Distracting,
Irrelevant. What is refevant is that rhcy w:lH;i{l me if I
attempt tosharm the TOONY.

To prepare myself for the lﬁh{rﬂl tf
methodically muve through a series of dictums to place
my entire ur)m[ht)ﬁght in perfect order. It takes less
time than before, L ¢ re that
thought. Time’s p(:vﬁfr% diminished, it La%f:l prolong
my arrangement of thought. Proof: 1 am deeper in the
Oneness.

Next, 1 strip off my clothes and approach the Eye.
It is vast, a cyclopean orb growing out of the all of this
living place, not an organ of sight, but the brain of the
Arachne Creche. 1 hold my arms out to my sides. Stripes
of green light shine down on my black skin from
above. Swirling violet girds me from below. A column

Vfdatzll

of light splits the eye and scans me. I am laid bare in
t's glare.

It accepts me.

Next, 1 walk over to the console, a sweeping
arabesque that grows out of the Eye itself. My fingers
lightly manipulate the surface while I look into the Eye.
I imagine eight limbs doing such manipulation, each
capable of it's own independent function. Two will
have to do. Information begins to stream into the Eye
like a swarm of fluorescent ants. Crawling specks of
light become geometric shapes so complex that few
non-Arachne could ever hope to read them.

As the information comes forth, 1 listen intently.
The Aria slowly filters into the room; the sound of all
creation in a theme so deeply moving and elaborate
that I almost want to weep. How fortunate we
immortals are, to hear the Aria and know that the
universe is singing. No time to contemplate such things.
Ah! No t#ime. | have fallen back into believing that Time
is my master. I repeat the dictum. Then, 1 pierce
through the Aria, allowing my ear to unravel the
manifold serenades that course through it. Pieces of
creation, physical laws, reality’s skeleton. 1 search for a
special serenade. a sound that 1 require. It emerges.
Beautiful. The voice of a disembodied angel. I listen to
the serenade, each nuance, the tempo — a song played
on atoms, the tiniest instruments of all.

Next I begin the lowest of tones in my throat,
imitating what I hear. I am very careful, taking special
care that my serenade should not be overheard. Its tone
is low because the Arachne listen to the high tones, the
shrill piping of insect noise. No need to be disruptive to
life in the Creche. Remember the fifth tenet of the
Probe: Protect information from those we do not serve,

The serenade proceeds from my throat. Pure and
perfect data. How pleasurable the caress of this power
as it leaves you. How pleasing the geometry forming in
my mind as it's effect takes root. The Arachne are given
as much joy in perceiving power as the Anopheles are
in receiving pleasure. Or so data suggests.

I read the file through the eyes of the Serenade
and understand. As my hands rest on the console,
touching the bare skin of the Creche's brain, T look at
my bracelet. My designation. A reminder of my duty.

The information coalesces: the suffering Arachne
is named Sadi. He is a deep operative, a Probe of the
Pride sent to the Creche of the Roane in the South
Pacific. His objective is ambitious: steal the serenade
secret of the Roane known as Phantasm.

Access Phartasm. A Serenade used by the Roane
to extend their senses over great distances. Technique
unknown.

I make a mental note to suggest erasure of this
last sentence. Extrancous data of no value.

Subject is well trained and adaptive (necessary
considering the alienness of the Roane) and shows
exceptional resilience.






1 finger my bracelet absently as 1 read
the report. Other data streams. Irrelevant to my
needs. 1 know all I need to about this Sadi. He
is, necessarily, only on the fringe of the Oneness.

One speculates that it would take quite a while to
return him to the Oneness, to purge his mind of the
accumulated data necessary to successfully pose as a
Roane.

I now tickle my bracelet until it’s shell splits open
beneath, a tiny fissure near my wrist, revealing the soft
pink skin of a cephalopod underneath. Tiny tentacles,
black as leeches and tipped with glowing violet suction
cups reach out to explore the air. The tentacles find the
console, probe it, withdraw. The bracelet closes again,
seamlessly.

I read the last of the report, note the lines blurring
as the pixels, like confused ants, dance crazily over the Eye.

1 deactivate the station and watch the Eye close.
Then I stand and call for a Keeper to escort me out of

the room.
g T L
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The room is so full of screams, to my ears they
seem imbedded like bullets in the walls. 1 approach the
table and watch the Arachne. He is bloated, his skin
blooming with the delicate tincture of a purple bruise. 1
examine the skin. 1 look up and watch as the door
opens like a pair of mandibles to reveal Lydia, Her eyes
may be looking at me, perhaps at the convulsing
Arachne on the table. It's hard to rell.

“I will observe.” She says. Still another test.

“Your presence will not affect the outcome of the
debriefing.” I say, then shrug. “Stay if you wish.”
Arachne do nol avoid observation.

I peer down at the suffering ereature, T reach out
my hands and place them gently on each temple.

“Is touching him necessary?" Lydia asks. Her
throat is vibrating. A serenade is poised on the end of
her tongue. She flips it into the air, subtly, but not quiet
enough. Ah yes. Minutia. 1 know the sound well. She’s
focusing her observation to a razor point, watching me
for the smallest gesture of betrayal.

“It makes the probe easier,” I answer honestly.
We have now entered the endgame.

I let my vox, my crystal vocal chord, vibrate as 1
search into the Aria for the Mystique serenade. It's
sound, the music of telepathy itself, emerges from the
background, T pitch my vox, following the contours of
the sound with my mouth. In a rush of pure sensuality,
the serenade comes into being, propelling my mind
through the hard skull of my convulsing target.

Sadi, can you hear me?

Pair.

Deep pain. Makes reading thoughts very difficult.
It takes a potent telepath to see through all this glowing
pain. Not many potent telepaths in Pride Arachne. They
had to call me in, Sadi. You aren’t making any sense
out there with your mouth contorted.

Your thoughts are — strange. The pain!

Yes. A rare venom from the ocean's depths, Sadi.
The same venom used to poison the Leviathan himself.
You know of the Leviathan, don't you?

The beast under the sea. Yes. I was designated to
discover information on it as a peripheral mission.

That is a secret too well guarded, my friend.

1 sense the Oneness in you, bul. . .

Irrelevant information. We must retrieve your data

1 understand. You have a cure?

The darta! (my thoughts are loud now as my true
self spirals out of the Oneness).

Have data. Roane Secret. Successful. Genuine.

Do you truly believe that we would allow you to
learn the true secret, Sadi?

Genuine. I used. it

I'm afraid not. We used it for you. You should
pay attention. We poisoned you so that you would be
brought here, unable to pass on the information.



Your superiors would easily discover your data
fullacious. 1 have operated within your Pride for such
a long time, and my telepathic skills were so
necessary to debrief you. Of course, others might have
been summoned instead of me, but my service to the
Oneness is notable.

(Fear bubbles up from Sadi's repressed emotional
pool, stagnant and black. Not simiply the fear that he is
about to have coup counted on him. Alse fear that an
enemy is in the Creche of his Pride. How horrifying to
know that all the while you served as a spy among the
enemy, the enemy knew of your presence, let you
remain 454 tool for their later use).

I must warn the others.

Too late for that. You asked if I had the cure to
your poisen. | do.

1 feel a shifting of my bracelet’s shell, the
pseudopodia are extending. testing the temple of my
Arachne dupe. Tentacles curl back to reveal stingers.
Stingers inject a massive dose of the venom, enough
poison to keep Sadi in hiscagony for a thousand times a
thousand years. His convulsing halts as he slips away,
deep into himself,

He will seek Ennui, the dreaming death tu release
him from this pain.

“Finished?” Lydia asks, startling me back t& 3
outer world and the nowthoughts. | look at her | % "«'
steadily, trying to marshal my training in the Oneness
around my true thoughts. Not that T believe 1 will
escape what I have done, but it's good to anticipate
what they will do.

She smiles, a tight expression that takes me
completely by surprise. 1 did not expect this,

“1 believe it is time to summon the Jury,” | say,
attempting to remain confident.

“They are on their way,” she smiles enigmatically.
“The siroke of coup is about to fall.”

*Yes?" Now why did my answer sound like a
question?

She smiles again, an unnerving mask set within
wo unmoving, button eyes.

1 tile my head, looking up at her through the
shadow of my eyebrows, keening the telepathic
serenade of Mystiguee. 1 must know what thoughts hide
behind that smile!

Here you are. I let you in, freely.

Your Pride will be humiliated roday, Lydia. 1 have
placed yout Probe in Ennui and poisoned your
computer with my Rapier enhanced bracelet,

You are about to die.

You don’t dare kill me. The stratagem prohibits —

First flaw. Belicving that the Stratagem will protect
you fram our retribution for violating our Creche and
it'’s secrets.

* not Tar, behind Her stinger Sk

I sénsé the: madmesq ‘thc bruw t%g&

As you violated ours with Sacli here! (I look
down at the purple twisted creature).

Your people are an interesting species. But we
do not have enough data to form an adequeile
agent to penetrate the Roane Creche. For that, we 1eeded
one of you, properly conditioned. . (she looks down at

Sadi and smiles again).

NO:

You did NOT poisor our compuler. Second flaw.
the:'m,q that you were deep enough in the Oneness (o
be piven such aceéss. You belﬁuw! that we were not
au'apmf you. Qu?:ea delusi

.ﬁs) ﬂ()ﬂ()l’i[)&’ﬂ()

Third flaw. This is the omethat will wndo you
Arrogarice. You cl%uid hanc‘?eﬁ when you satw l."q;;t‘
madness of my himsali so closé to the surfuce. The
Jingers. You rementber them? This was a wam@g Yo
showld not heave U ryrnd

1 Sercum!
fills the rc(#gﬂ‘; “shr i
her prunmﬁul fﬁl‘m mme‘ﬂu@ <
the door, 4

Poison ereeps 30 uﬁh me:d

I would have expected, hm,,% {

Eﬁm tefﬁ]nl:ﬂs a4 ht)ﬂ‘ﬂ;l

1zzing sound
al reverting to
e us I claw at

and painful as
Paralysis is

I-fealize that 1 i still tele ¢ linked to her.
tormented
rm. Pure

im and Jays an

creaturé within rh:; :.gpr;,sa N
instinct. The jewel wasp.
egg in it’s imnmblhz.cd foa 1’:
and eats the host 1 try 105&‘!’&
locked hehm l'roz,c:n ;a‘Ws

’ -

Time passes. Time. | amea Mmu of Time. |
holds me in its judgment. The Arachne have med it
against me, making me feel se@ure, one with them, the
perfect mole. They robbed me (:f" instincts, just as
time robs Twilights of their youth and i “‘lory‘.

I can’t feel my body. | can’t i my head o see
the egg that clings 1o my bare back. Then, a movement
in. my peripheral vision. 1 try to track it; fail. My eyes
are frozen in my head.

Just like Arachne eyes.

“A Scourge from your Pride awaits you outside
our-walls, as does the Jury.” Lydia says as her face dips
into my vision. No nervousness in her. The beast that
was released is now contained. She is once more
completely composed.

1 try to answer. Tears trickle out of my eyes.

Observation. Tear ducts do not seem to be
paralyzed by wasp venom.






erenade Mechanics

: of vibgations and tones they know as the Aria.
s the “voice” ‘of the universe i _Through their
yrtals (primarily their hearing) dre opened wide to

immmfm]s perceive
The Aria é@mp- ¢
parasitic relatio
the Aria. All existence Sifigs (o the immortal, countless melod
«

* e
Thest melodies are known as Mﬁe}nclcfintll{f;nﬂg‘;écittx§e therd, artel with Ercm concentration, imitate them
with their.own voices. These form the primary mysx%:al powere of immortals, seducing reality into changing itself to
suit their w;ﬂi Man has regarded the sérenade agfa magjcal At "andn rugrits form, if not it’s function, seems magical
to the uninitiated. Through thefages immetfils have c g ery imagirfable force, from the seething physical
elements* their more subtle réflfuiuns in lh%h_n‘ﬁndz lhnu% itsels T
As the ‘serenade is the release of such frce, sp a skill i¥ necessagy to properly shape and control it. This skill is
bknown as an.attention, derived fromuan immortal jpayingscloge attentionsfo the Aria and perceiving the individual
erenades playing through it. Y7 y ;
Altheugh there are other forms of pdwey a
=

n immortal uses, the serenade is his primary mystical tool.
e e

- z Tbe Aura

The uufgtuf all living things contains 6 components, each corresponding to a color of the light-
specifum and delineating a specific physical or mental attribute in the creature. These “shades” of color are
kngwn as hales. Theig intensity (number of motes or “goints” they contain) directly determines the strength
of the attribute«they rdpresent.

gt All lnm%ﬁrmls angl a number of twilight creatures (both human and animal) also passess a seventh halo,

which is colofless (cledar). This is the strength of an immortal’s soul. i
"'g'B'clow are listed®he colors of the halos and the attribute each supports.

B W ;

1 :

wer and intellect of an immortgl) L
| strength of an immortal and how much damage he can do) z
¢ ﬂ of an immortal) R i %
ent capability of an immortal, ggow much territory he can cover) N

silience of an immartalshew-much damage resistance he %ﬁmﬂﬁ)

gﬁ, of an imn




w, Serenaoes il 3
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The first requirement in playing a serenade is
physicals— the modified vocal chord as th
While an atténtion is the skill
serenade in the Aria, the e |
it, drawing it out of the back@Fotmd theme to work
effect nv%ﬁhc phy!ﬁ‘ﬁ%r he vox €asily and
dramatically rivals themost ingenious synthesizers ever
conceived by munkinﬁ

The second requirement is energy — the .ﬁw.’ At
immortal must possess at le¥st one mote (paint of*life ¥
force) in his Free Immaculum halo. Just as other
attributes are reduced to feebleness when their halos
contain fio motes of life-force, the squl is no @&:p‘
A red haj‘o reduced to zero motes leaves an immoftal
retarded; a zero green halo makes him.crippled nd a
zero violet makes him prone to any ifjury since he hasi
lost all of l_1is resilience. A zero FI means an immcgtu]
has no sgul, no mystical energy to seduce thégphysic
world torsupernaturally tnlnsﬁgrm accogding toﬁhis

55,1 'Tbe Vo x

This incredibly complex musical instrument
ears as a‘crysgaline reed, about an inch and a
mg. It s diamond-like in its transparency and
olorful appedrance. IUs hardness,
far exceeds that of a diamond — it has a
ingof 30.Because of this hardness, it is
snearly indestructible by normal means. Removing
this icgeaﬁ“clvrd from an immortal’s throat in any

“Causes his corporeal body to be destroyed and

wishes % i his himsati/soul (known as a gossamer) to be
i - o R A -
The, third requirement is knowledge Zthe dy 2leased igto the Blue Air.
attention. Attentions are the skills used to play 4 Pl » The vgx is carved with impossibly tiny

patterns known as glyphs which, like the rings of a
tree or the convolutions in the human brain,
determine the #@ge of the immortal who possesses
. When an immortal enters Lethe gen comes out
of this amnesia, the vox returns 1({1 smooth state,
denoting extreme youth and begins it's patterns
fresh. When an avatar emerges within an Ingenue,
the vox’s glyphs also return to the depth and
complexity of their state when the avatar previously
wore the body.

Only in Immortals is the vox present. It exists
alongside the normal vocal chordg an immortal uses
for most of his communication needs. An immortal
@an also use the vox to communicaté with another
if privacy is desired. This form of communication is
known as the cant. While canting is soundless by
human standards, it creates (based on the
eloquence of the immortal) vivid music and
imagery within the conscious mind, similar to
telepathy. Any immortal within earshot can identify
-anting, making a Mystique serenade more

serenades: Mystique is the name of the attention
required'to read minds. Fux and Flow is thg name of
the attention: required to,walk on walls. #¢

The ranks of skil*fer each persona (or character)
in IMMORTAL begin at uritrained (rank 0) and progress
up to rank 5 (laureate). Ldureates have assimilated all
i the knowledge available i the Perpetual Society
" relating to their particular §kill. Beyond even the
laureate lies the lofty heights of the virtuoso (rank 6),
an exceedingly rare achievement representing absolute
mastery of the deeper truths behind a specific attention.

An immortal*can usé any attention at the
untrained rank, but suffersa penalty of -5 from his roll
when atempting tg do . Ithough he may be aware
of the patterns nedessary td create a certain effect, he
does not possess the skill % pitch his vox accordingly.

Evensnew immortalsishould quickly acquire at
least a couple of attentions#at familiar (rank 1) status.

L




P yiﬂy : 61: S ervena a e \ . This talent roll is compared to the serenade’s
s % , e

Y reSistanc whu.h is listed under each serenade).
} : If the resistance is higher than the talent roll, the

A Sercnade requires one escapade (or action) to serenade fails. If the immortal attemplts to play the same
fptay. To P;ﬁy a serenade, as with other skills, the player sgrenade again before the scene ends, he suffers a
imakes a talerit roll to determine success. In many cases, lative penalty of -3 to the talent roll per attempt.

reat that many Laﬁb if the talent roll does not exceed
st 3, success is less than
dll’\«' is applied to further efforts; but
d If the narrator wishes, a partial
ceess muy ole-played. Fer, % if an ¢
1mortal, T]lil()h, plays Ember in 4 pt to burn an
my with fire, his opponent may be briefly wrapped
l_]ﬁncs »nly to shrug them off with no ill effects

5 other th:l‘nfslq,htl} scorched “clothing.

i player's gill or chance of success wills
he need not roll. This possibility,
under whetynot (o roll.
To mﬁ(e a talent rol
ten-sided ‘digh This 5, r from (0"te 9, with a 0
being a nul resull e, Add to this the player's
skill wnk‘!@nh the attenfion .mcl his free mumu.ulum if
the skill rank is untrained, subtract 5 from the resgit, §
y 4

ade, roll a cles

o ‘Iglc sugcess is usually measured in ranks of
-fF ne rank pfeffect is achieved for each multiple
' whijeh the talent roll exceeds the resistance./'In
Lhe abowe example; if Thaos had exceeded his
- I pﬁp{)nc 's resistance. by 11, then he would have
‘l(_hlt.”\r(,(. ™ 3 success. For Ember, an effect of rank
3 is'a severe burn wound,
; f‘ac)mc@:eremdu are not measured in ranks of
E¢t. These sefepades use the result of the talent roll
directly: The Quake serenade is a good example. The
target of Quake is buried deeper in the earth with each
sadditionalspoint of success.
¥ An immortal playing a serenade may attempt a
specific rank of success. In this case, if he achieves less
than his specified rank of effect, the serenade fails.
¥However, if he achieves a greategfank, the effect (and
volume) of the serenade is Iimilc% to the target rank. (If
the serenade has no ranks of efféct, a specific target
number may be chosen instead) Using this method, a
fskilled immortal who wishes to injure, but not kill, an
opponent can use a serenade to apply a non-lethal
wound to his target.
An immortal may also choose to play up to a
specific rank of success (*1 want o attack him with ‘
inroad, but T will not do more than a severe wound”).

Tjge Pr1mar;g H"bsﬁ[e
manb Talent R‘o“s*

very skill has a h:lluu)lor (.uf'hu[ )%on 4‘}
which it relies. For example;lip reading,#he
careful observation of a person’s, moving ll]‘)‘-}.v
determifie at a distance what he T\,—‘,.lylllg achieve
greater success with a strong blue (awageness)
halo Behind it. it =

»The ten-sided dig rolled when utilizing any
sort Of skill, including dttentions, is itself referred
to as*a primary bostile. JAny other dice rolled at the
same time are referred fo as secondary hostiles.

The primary hégtile is used to make a talent
roll, To make a-talent roll, a player rolls a die of
the Appropriate;halo color (representing the
attribute behind the skilD). To this number, he adds
the number of motes h@ possesses in that halo
plus his skill rank. :

Usually, the coler of a primary hostile is the

same'as the halgfatribufe behind the skill. 1f a
playép does not:possess i die of the appropriate
color, he can simply us setany color die and
dc:.zghate tits color on il by roll basis.

Since serenagles rdly on the transparent
l-rLc%knnumlumm)u power them, ideally
;Lilgglr pun)%lé%!ggs: e_should be used.

"

: Serenade Range

Most serenades require Lh‘l: player be in l|m. of
sight with his intended target. Exceptions to this nile
are given in the descriptions of tmdividuu]
attentions. Many of these except 1ave contact
“Proximity built into their rmﬁ’&mce allowing the
-atention o be played on tagetsioutsides the line of sight.
1 ry-specify m.hc isey gnade’
cross i world buundary fA..su* :
played inside a mantle cannot affe
Habitat.)




Rew;%pe*ﬁro Serenaoes

Eachisérenade has a resistance which must be
overcom:g Resistance may be active or passive.

Sefénades which directly affect living beings target
a specifig’halo. The number of motes:
halo stands dagainst the se ;
passive, OF base, re
the target of an ember e
in his hal@ His passi St (‘L to the Serenade is 3.

Chabsing an priate target can greatly affect
how mightily the pla@ serenade manifests since 4
targets with a lower passive resistance provide léss %
impediment against his powes. A target with.a higher ¥
passive resistance will not only be less affected by
aggressive serenades but will gain less ntage f;
augmentative serenades that incrcascwhis res
example Of this is Bastion. Bastion boosts the violét

3 violet moté

(resilience) halo. A low passive resistance (low \{éo]cl :",,
halo) gigdhtees that more benefit is derived from cy

Bastion while a higher violet halo formsa grmterk
barrier which the serenade must overcome.
An-immortal who is thé target cwt_¢SEandde
attempfifo actively resist its eﬂlus The targef of ag
serenade must have at least one mote of FFto actively &4
resist (or, indeed, to even realize he is a target) & i
Otherwise, no roll is permitted. ",
If h:. possesses the attention used & against him at
familiar Or higher rank, he is able to identify it§®pening
strains. He can thus (mih ently choose whether to
actively resist it.
Angdmmortal is not fprced to actively resist a
serenade, Whether or not he can identify it, he may
elect to si;:np]v accept Hifs passive resistance as is.
A(.twely resisting a serenade requires the
expendifure of one escapagdle. This time requirement can
be deferred by rol}mi.. a Multiple Defense secondary
hostile with the resistance foll. Information on this
hostile can be foupd in thé next section under
SEL‘!JN{I'{E}' Ho.-;rila\;._‘
s

An immortal dﬁsumes any Himsati

aspect is;at an additional &8 to play a serenade no
matter what his b
sen%:llph i

*b

“l

E

w
i

f Effect

Rank of
Effect

e

-

(U

Unle€s otherwise stated, rank 5 defines
tfie maximum effect of any serenade.

o actively resist, an immortal rolls a primary
stile offthe same color as the targeted halo. To the
he adds his_skill rank with the attention and his
passive résistance. As usyal, if he is untrained in the
attentign he ‘must subtract 5 from the result.

Ifan immortal rolls a null (0) while actively
resisting, his resistance collapses. He gains no active
resistance and, in addition, his halo provides no passive
resistancé. He takes the full effect of the serenade.

Some serenades have, foggthe player, additional
resistance factors other than thé halo of his living target.
These are noted under =1((enuua~. in which they occur.
An example of this type of sgrendde is Quake. Quake
causes the ground underneath it's target to swallow the
target. The green halo (movement) forms the passive
resistance of the target, but additional resistance based
on the density of the ground hem;, affected is also
added to the player’s roll.

Some serenades which ‘lﬁ'u.l a target indirectly
can still be resisted with a spedific halo color. This is
noted under specific attentions where applicable.

Serenades which are not resisted by a halo color
have a passive resistance determined by the serenade
and the target. This resistance may be determined by
the desired area of effect, the weight or hardness of the

* target, or a combination of spegial factors. The ©

i

individual serenades provide guidelines for the narrator.
s always, the narrator has the final’say in determining
the actual resistance. |

For example: Thaos is y?!emp!fng to use the Ember

8 Sdrenttide to buri dawn an entire building His resistance

determined biithe area the bullding covers plus the
flammability:of the most rasiﬂarzﬁ:su&st wishes to |
mirn in the structire (probably steel if b
destroy the entire building).







.
~Harmony
& .

),% 3
Secondary hostiles repres
might manifest while playin,
nothing 16'do with [he nor

serenade gtself. The )
injured \\«%ﬁ playing® (.l’(.ﬂ‘ldt. and be under a Pain
hostile. Qr he could &nder a Visibility hostile whu,g
unpede:ﬁuq ability to see his target. Pain and \1&I)ll|w
impediments (among others), create secondary hmﬁn]c
The difficulty number of these HLL()nddI’V host
usually fange from 1 to 15. This is sometimes eXpres (.i
as a hesp]e rank. A rank 1 hostile equals a dl['twity
3,4 mnk?vﬁ hostile has a difficulty of m Y

fexamplermight be

el gr® LIL: .

W

Serenade \
Secondary Hostiles

~There are a number of secondary hostiles which
apply only to s&cnades Some are required by the very
atune of 4 serenaﬂé others may be used at the discretion
#or at the req‘ucstqf the narrator. In "

ition to thgse hostiles, others may apply in serenade
use. For cxali‘l’fi_‘ an lmm()rtul % ln|uru1 must still
roll the Pain hostile for all his actionsuntil healed.

m’ i 5

ultiple Defenses (Green)

4

_The Multipfe Defenses hostile comes into play
angfmmortal (or Twilight) seeks to actively resist a
scr(_n tle (or dodge or parry a physical attack) without

W

+

. AIism(:T:jrlw,fh:;fllenl,:,:f“;ll::;?ﬂf;nﬁtﬁf ﬂj::ﬁ:i:;cln b g %pf.'ndl ap actign. The rank of this hostile is 1 for the
asine ey i G RC PIArY cum + first sugh attémpt during a clash, and increases by 1 for

similar fashion.

Eaghy secondary hostile has a re‘TEV"im halg, cok
and skill th
itself h%:()\)\ﬂ as a legacy. Tdiresolve sgumﬁ’lry,&
hostile
appropriate halo color and his 1 egacy skill rank.§ i

If thé roll of a secondary h(}sl‘ﬂ@ does not exceed
its difficulty number, the difference is N(Nﬁt;dctcd from
the (primary) talent roll. If the result of any Segondary
hostile ig a null, the entlrg action fails.

For example: Thaos
his opponent. All of bis ac

as been severely injured by
jons require that be roll an
additiongl (red) Pain bestile, difficulty 9. He attempts
to play Ember on his opponent. He rolls an 7 on his
clear diecand a 3 on the réd die.

His talent n’.’.'%ull is 7 %+ 5 Free Immaculum + rank
3 Ember = 15.

o

HIS vesult onithe Pairk bostile is 3 + 2 red motes =
5. He dées not pn.sfgeﬁ' the Adrenaline legacy, which
would add o bis roll. The difficulty of bis secondary
hostile was () so his total ofi5 was not enough to
completely overcome :be bostile. Thaos must subtract 4
Sfrom bis'talent result be pain.

Thilos’s nzodﬁ?ﬁ”ﬁ%ﬂrh of 11 (15-4) is
compared’against bis m» Cnt's resistance. His
opponent has a violet hal and does not actively
resist. 17 - 6 = 5, a'rank T 'ﬂ?am s opponent
suffers tii[l'gb! i
defeated the
severe woungd-en

. o
at assists the roll @ (wcru):& it. The "kﬂwrmmq with-the help of the Alacrity legacy.

the player rolls a die, adding his mgtes in the g, L g

Fautomatically unless the player has at least.trained

edch shccessive attempt.

“Th&Multiple Defenses hostile is Green. It is

L

v ' Hostiles
ano tbeir Legacies

¢ Legacies are special skills which allow a player
to assist his rolls on various hostiles. Adrenaline, for
example, is the legacy which helps to assist the roll
of the pain secondary hostile, It represents a surge
of adrenaline that makes pain less severe to the
player as he ignores it. !

@ Most secondary hostiles do notdevy the -5
penalty on it's roll if the player possesses no ranks
of skill with the legacy which helps overcome it.
Examples of these hostiles are Paing Visibility,
Familiarity, Environmental, and most others. In these
cases, the hostile represents a typical impediment
that the immortal is not particularly vulnerable to.

A few hostiles, however, do levy the -5 penalty

tus (rank 1) in the legacy which m(wercomc

it. These penalties occur because theshostiles

=represent specific vulnerabilities af ifttionals. These
hstiles are: Poison (Catholicon legacy), Vhdgg

5 ’41.!.():1 kgs;tu)!) hgdrum (Faill é&iﬂ

. Orenda (Proteus eg'lcy) Ether (¢ :
L leghcy) and Abbadon (Maleficid legacy)




Instincts (Blue) . _ Mask (Clear)
Instipets is an npunml fostile, and does not have © & #" 'Maskis an optional hostilé similar to the Instincts
10 be rolled Eﬁ".m immortal playing a serenade. An hostile. An immortal who overcomes the Mask secondary
mortal \ghn overcomes this secondary hmulg “hgstile initially conceals the nature of his serenade from
however, ﬁsﬂ)h: hide that he is the s e ‘target. Even if his target possesses the attentionthe
serenade. & : w1[] h.ul ta recognilze the serenade (if the player successfully
If th& hostile is not inco f ! til [hc’ crenade hits him — after he has
roll, the target of the seren - % .muvelyor passndy resist.
playing it,.and, if the pl.w:-.‘,!;,?= rently visible, willss #The rank g;lhh hostile is equal to lhl. maximum
know his Z%u ral loc as the Marget sees P ink of succ u n immortal mal% dis, e, [fithe
the player, He will rec ze the player as the originator fect of the serenade exceeds th %‘nf Lht‘ M‘.lsk
f the se@dde even e does not actually encounter e, the attention being used is not successfully
the player until years later, or even if the player ids, % 3 dg(As with Instincts, ip cases where a serenade
disguiseds [lh.ough a perceptidmor memory check would 4 hassno rinks of effect, the difficulty of the Mask hostile
still be Appmprute) is lhga.‘me as'the maximum result above the resistance
Thegrank of this hostile is equal to theym: xmwm ; P _'er is seekingto disguise).
ank of stgcess an immortal wishes to (ll‘»bl]i'\(.‘ g;tle #ask hostile is clear and is overcome with
k effeet™of the serenade exceeds the Fankzof d
Instincts Rostile, the source of the -cr&f{]%c 1- not - ~ 4
| disguised¥In “cases where a serenade has'no Tanks bf by 3 : Fol '.x:wﬁplc: Stf}cf_]'zma is attempting to read
effect, the vjlffl(_ul[\« of the Instincts hn\lde“l‘\ the samge % A[)pj’efu s mind using Mystique. The narralor tells
as the magimum result above the ru-,lst.mcc a piver i - App{;yade Mt be is being targeted by a serenade, but be
seeking to dl\j,ulsc f e whtot recogniZethe \erwmde s sound signature (it is
If &Wmmnndl succeeds m’uslng the Imqp&\ L ¢befug,hma.\ked, or be does not possess the attention). The
hostile, it w;ll also reduce the audio range offthe . & narratorasks Applejack if be wishes to actively resist the
U(.Lth.sfu] serenade. This is Lll\uhsL[J in further détail ¥ s serenacde,-or passively resist.
later in this‘Book. £, & Applejack considers his options. If be actively
The-nstincts hostile is blue, and is dvergome with resists, and doesn 't possess the appropriate altention, be
the help n‘F the Dark Pagelegacy. # will roll at'a =5 and possibly face total failure by rolling
. & ¥a null. However, if be chooses nu!’rb actively resist be

of the Omamentation legacy.

An E_\ampk Shayand wants to read Applejack’s risks allowing his opponent an a@fomalic success.
mind, bitt §he-doesn 't want bim to know that it is she {
who is doing so. To disguiseghat she is the source of the Often it is more Eitl\‘:lrllllglf(,%u.\‘ not to actively resist
mind-reading (for AMJlejz?c' will kniow his mind is being %f the defender does not reungni?i‘ the serenade.
read) \be will roll the Instincts bostile. She does not Masking a serenade is most ofteri done to convince the
expect 1o Seore above a rank 4 success, and so will roll target he has nothing to gain by actvely resisting. Still,
against a rank 4 Im_S‘l!.’e. U.‘.ée manages (o score a rank those lower on the Himsati Tier have little to lose even
5 success, the nstinéts will npt be powerful enough 1o by rolling a null, and will often wish to actively resist,
disguise ber as the p{tww of the serenade. and hope they possess the correct attention when the

She makes d ratem"‘v of 6, adds ber Mystigie ¥serenade hits home and they finally recognize it.
skill raukof? and tg’er Fl of § for a total of 15. This is ﬁ
applied against Applejack’s réd halo of 6 for a total of 9 A sample narration, in which Thaos attacks
(he does net @ctively resist). She scores a rank 3 effect. At Shayana using the Ember se I'L‘ﬂ.ldt.
the same time," she rolls M:ie Distinicts hostile with a
difficuity (1;1:2 (rank 4). o Wakes a bostile roll of 5, No Instincts or Mask: Hh.mma Thaos, over there, is
adds her blie balo motes (5) @nd ber Dark Page legacy *playing Ember against you. Do mu want to try o resist?”
of 3 for a [u!a[ nj 13+ W 24 fully conceals berself as

“Tstincts, no Mask: “Shayana, somegne is playing
\l imber against you. Do you want 9 ively resise?”
sk,
Masfz, Ho Instmcts. “Shz n.m--z*Th.ms over there, is
TR ph¥ing'a seremde Llrge[ed at vnu“ I)o"you Rvant.lgstry
T v - %

ask and Instincts: “Shayana, someone is playinga
Serenade targeted at you. Do you try to resisgit?”




Thc Jeapardy hostile is required when a serenade
(usually gne which affects or controls the mind) is
designe O'I)rmg harm to the target. For example, an
illusion which covers a pit of cobras s the roll of
the Jeopardy secondary hostile @i -
is JUIOI‘I]R?&”)‘ canceled. Img
mind ofit’s mrgu ..ll‘s() req

the playefinakes

e use of this hos|

that wottld cause his
target to If. This secondary hostile
exists tfi,,gukc some ‘@8es of the serenade more difficult
because the instinct for self-preservation is muchs, 1%
stronges than most any othém, . “

If Lhﬂ hostile is failed, then it must also be re
rolled aleng, with the talent roll if the player wns‘hm}
re-establish control that has been brok(.n In tigi' ca
the dlfﬁcﬂlty number of the iu)pdrdy Rereases b

cumulative 3 per attempt for the s(encsThe mnliyi)f 1h15 g
5

hostile i§ as follows: 1 4

E
Thréat to target™ -
Risk of minor hanﬂﬁfr pain 4&
2 4
Sure pain, rt!ul risk of #
moderate ln|ur\> F
® ) I¢
3 (difficalty 9)

o
1 (difficulty 3)

2 (difficulty 6)

>rtain moderate injury

real risk of crippling injury

#

4 (difficulty-12) rtain crippling injury,
% | risk of death

5 (difficiilty:15) Cértain death or

mortal injury intended

The ]u;pard}( hostile s blue. It is overcome with
the help of the Isteem fég

3 (difficult ‘)l
*t' ty

\ the Courtesy hostile are no long

Familiarity (Blue)

This secondary hostile is required by many
renades which rely on intimate knowledge of the
: 'bjes,t Subjects can include animals or favored &
possessgons aswell as immortals and Twilights."The
iliar thea?ﬁfgel is to the player, the lower the
number expressed by this hostile. This feflects
pplayer’s ?zvvled;.,e of his opponent, allowing him
to exploit his"weaknesses. o F
It is worth noting that su%ﬁmdw incorporate
2;principle of familiarity into their resistance; when
is dgne, the familiarity hostile is not required.
:.’l’) e, the Luulunl\/) quired

Familiarity
Intimate (best friend, soul mate,
lover, childhood pet, cherished

weapon or other heirloom)

$ _Z (difficulty 6)
s €

Close (good friend, relative,
family pet, favored possession)
Known (associate, friend’s pet,

possession “in the family™)

Y

* i 5
¥ 4 (difficulty 12)

Met (an acquaintance,
animal, a public item)

a Z0oo

!

5 (difficulty 15) Stranggr®¥never before met or
intcr:n;cd with person,
a .str.ln?er's possession)

The Familiarity hostile is blue, and is overcome
with the help of the Yearning legacy

Others

A number of hostiles which were treated as
serenade hostiles in the main rules are no longer strictly
necessary, or are handled somewhat differently in this
system.

The Ally hostiles are not nL(LssLlry for nermal
serenades. Allies will come inte play more frequently
_with other types of mystic pc:werb such as warps.

The Voyage hostile, Multiple “Targets hostile and

ﬁc "essary; where
. appropriate, they have hLﬁWprL}nltt‘d into the
serenade’s resistance.

®

81 Extending’and quieting serenades :s-i.hscuae.gd

r laten in this Book. Neither is'rolled af @

41?5[;1;: atythe'same time as the sere




Mosk dd) -to-day tﬁ‘s of any skill are not too ris
Driving déwn a typical road does not, for example,

have a high“chance of failuresBut when conditionssare

1, or the driver is rushing, then [hurc is a cfﬂmc L%

2 crash. ’

Seremades are no different. If an mlm:m 1l ean W ﬂ(r‘l

lake the tiffie o do it right, and there aF&fio. AINUSUZ
C{Jndltion%‘ a certain level of success can be .l(]'ll(,\ff!d
| without risk&f failure. The level of si¥ee¥s, Md Lh%
conditions dn immortal can overcome, a
by the immgrtal’s level of training. Plafihg a
serenade-in’this fashion requirds an entire, ==
clash, mtl&r than simply one es@apade.
Without rolling a die, an imimortal can &
ichieve a rank of success up to or Lyua to his
Skill rank. (Iff cases where a serenadd has no
ranks of effect, instead apply an effect %
equivalentfof 3 over the tance per skill
rank.) Th.c passive resistafide to his serenade
must be no greater than hisiFL. Also, any
secondary Hostiles which arg required by the
serenade itself (such as the Familiarity,
Jeopardy @xInstincts hosfileg) must be no
greater in rapk than the immortal's skill rank.
Anyiserenade which is actively
 resisted requires & die roll for success. If
an immontal is underany se¢ondary hostiles
which hamper all his actiong (such as the
ain, Poisbn er Surphise Wostiles) he cannot
achieve aff dutomati€ success, and must roll
nstead. And, of coui'sc, if the immortal is
Stretching _his_.ahi]i(ie’q (such 4s by trying to achieve a
"rank 3 suCeess when he has Bnly rank 2 in the
attention). he must roll as well

g

For u“:mplc- Hézdia gE—)FTg?ch?Jm Slayer is /J!ﬂl'm,[;
the Flux and Flow serériade 1 allow ber to walk up the
side of a bullding. She ;m“&:!-lrn and Flow at rank

. Her Fl is 7aShe can gylom Iy, without rolling,
wse Flux and Flow ufﬁmk SR ou‘zm‘ hur fu \I:LL !(,

toll as if he were playing a count

e this book.

“Ongoing Effects
0T Serenades

eS ast for more than an instant, and
fﬁ?ﬁr With some degree of control. \J]L'IIL
e :lnd”?mul.\c are all examples of ongoing

= -
not require

Omc active, these serenades
ncentration to remain in force. They continue to
mé 4§ they are. An immortal can alter the course
of his ‘\LY’Ln.ldC by spending an escapade to make an
iﬂd;u.sw:n[. Té use one c’x;lm;‘llc, Marionette:

An immorgalcan use Marionette to lift a key and
arogfd a room. It requires one escapade to play

ﬂ;c erefade, lifting the key. So long as the serenade is
adn ctithe key will float or move in a set direction at
#the imm:

command. With a little concentration
(spending one more escapade),
the immortal can insert the key
into a lock. Another escapade
will turn the key, and a third
will remove it, sending it across
the room if desired. The
immortal can set the key to
hovering and spinning, should
he so desire, and it will continue
to do so without any further
thought fformn the immortal.

A .\:m’(mdé‘cmmplu is Impulse.
Impulse fepresents mind control.
Any new ‘commands require an
escapadeito enforce, but once
those suggestions are in place,
the subje¢t will continually
attempt t@ act on those
suggestions_until he has
completed the task, or until the
serenade jexpires.

- . .

Though these serenades da not require
maintenance, unwilling targets of ongoing serenades
have a chance to throw off their effects. If a serenade

*asts for more than one scene, the target will have a

néw chance to resist once per day. The target makes a
‘nade, bt with a
‘nades, later in

-3 modifier to the roll. See counte




~Serenaodes w1té
Mufmp[e Targets

Antimimortal may wish to play a serenade
on moresthan one person at the sam time! In

this case, the rank of effect r d o

each target’s resistance,

voluntarily keep everyoneis: fimited to lllc
S

lowest rafil achievé

Each target g;lilll&?n increase to his
resistané@ based on theé number of targets of the
serenade. Each target beyond the first who is =
activelysresisting adds 3 to &seryone’s resistance.
Any target who does not actively resist adds enly
]_ 3 o \ >

The ‘talent roll is applied to each target ‘sg?“
resistanee individually. It may fail to Jffe(.usmm_, ]
targets while affecting others. So lc:r& 4s at lL‘le &
one target is affected, the serenade isa wuums
and there is no penalty to further augmpts.during g
the same'§cene. »-

r P ;

At Example: Thaos plays gmber against,
three targets. Two choose lo actively resist, while
one resisis passively. Each target gaigs a bonus of
+4 to bis resistance (0 for the first larfel, +3 for
the second, +1 for the third). His talent 1?:Iffy“ 13
is compared to each tar get's resistance. The Sirsf
target rolled a 15 m\'i.\'kir‘ e, and escapes
unscathed. The second rolled a null, and takes a
critical wound. The third Resisted passively, and
his violet halo of 4 is addeg to the bonus to
provide @ total res istance df 8. He suffers a light
wound, !

-

Many serenades may also be played
against everyone ififan ared, rather than against
individual targets. This is hindled much like the
multiple, targets case, but the bonus to each
target’s resistance 1‘=vthc ‘m.f affected by the

serenade. H i
Sergnades played inghis fashion do not
differentiate friends and fods; everyone in the

affected aged must rcsi.Skg serenade
individually.

In'the above (’I&%f{f if Thaos’ targets had
been clystered in a 5 yard drea, be could play
Ember agaihst !hemwau sisgdbe area effect rules.

In that case, his ch gain a +3 .'r)
7%{’ dirds), rmber ¥

their resistance

than a +4: m_‘ .




v o d
Anemiéﬁs are normally leamed in a number of
WaYS, 'Iht.}imf is through sponsorship of one immortal

by anolheé&w- usua lllv one wuhm l11~. own, Pride, but not

0 b.mer, k lnwing an imnmrml
‘needs. Seqﬁ;paly. a player ¢
wone of hissavatars who poss
will Lc:n‘nnfnm teachyge
Lusually by promising th
and domifgate, the bod
The player can ‘ulm])l\ dredge up the memdsy of | \
L the skill from his long suppreé8sed memory. While this isy
jlar to the second method, it does not requiré an '%
tar's p(grmuﬁum since it accesses the L?)]TBLU\(,
emory of the immortal, not one specific avatag”
other méthod is that the player is l.nMEl the alie!
a reward from his Pride for suuum% count : /iftaoso dp amy atention m"plru awe. admiration
coup on dother Pride. 1 nd may be carefully monitored by
The ahme suggestions all center gmound role: ‘membegs of his own Pride.

playing. T@:mrnmr and player [U},t'lher can dg F
wide arrdy-of situations where 1e‘u-n|ng ag dttention is
feasible. fhmgnslum and story dyn umics uhuuggl,.llwaé
prevail. o 9
In% muh.mn..tl terms, the nmk;-or skill of ags E ]
fttention (J:xrmh i to laureate) are purd’mwd with g

memory miotes, no matter how they are l&tmt,d (unless

the narratGf sees fit to simply grant a rank of skiflto a
| player in the game as a sial perk for a job well

‘done).

ry Oover an dttention, a m.h[Lr) so
‘ﬁie‘!.plavcr who £4ins virtuoso status,

. ‘an, in instances of playing a
n.nm.h: where no roll is require ert ranks'of
ill into modifiers applicable against tl‘ﬁe resistance

a gerenade. While immortals of a lower skill rank
laugim ﬁaci below) cannotevercome a resistance

grefiier than their Fl rating, the possessor of
iVlﬁun.*} rank”can apply an additional +3 against a

de's n.slbmrfc{) for each rank of skill he does

 toward th: effect.

time when they can emcrgc:

An ux@mpie: Pashon has the Surge attention
it rantt 6 (Virtuoso). He decides to create a rank 3

effect (asevere wound) lightning strike against bis

* opponent. His FI is 7, sovbe can normally overcome
¥u resistance of 7, achieving a rank of effect equal to
his skill rank.in the attention.

Becatise he only wishes to cregte a severe
“wound (rank 3), be only needs 380/ bis skill ranks to
apply. He is able to convert the ri)er three to 9
points usable in overcoming the resistance.

Eat:’li'r:mk of a skill ébsts a number of memory
 motes. The cest is determingd by the complexity rank
of the skill, Jisted under Fch anention. The cost per
complexity rank is Shown in the sidebar, Memory Cost
and Cmnb'lexiw Rarik.

Complexity Complexity 5 .. - Complexity 6
Rank Costs s i s (Vogues cost) (Secrets Cost)

T

9

Rank 1°(Familiar) ._‘ ﬁ
Rank 2 (Tgained) g 7 +11

Rank Sl(lsrpl
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Serenade Strength

Fvﬁry buccé&sﬁu,l,acrunddg has a serenade
strength is a resistance value applied
s which alter the serenade’s potency, or
LA s[r,!;ngc'r serenade is harder o L).LLnd or
counter than a minor one. "~ Wi & :
The base serenade strength is equal to the
ri?m] resistance of the serenade plus three times the
rank of @fect. For example,.& serenade with a
b redistance of 5'and an effect of rank 2 has a base
‘seregifle stréngth of 11.
\ .. If the origihal talent roll was higher than this
al,, mimmortal may choose to use the talent roll

Sefenades are beyond th
beings. If'géquires a blue :
a serenade even if one is i
halo of 1@s requirecgf thi is"Tmthe presence
of intermittent loud nolses or music, and 15 if within
the presence of deafégiing ongoing noises such as heayy
road construction or a rock concert. |

The chart to the rightds.based on the.serenade’s 4
strength. However, if the Instincts hostile is rolled, i%
total rolled on that hostile is subtracted™ffam the
serenade strength for the purpose of ducrnung&g ho

far it can’be heard. T

Of course, if the player rolls a null, Lhcn hegmust _» _ o
deal with a“Ripple, which may be ﬁeﬁ’ful ot only i
this world, but in the Morpheum, Ley Menmbrane d : p-.
the Blue/Air as well. The range a Ripple extengls is L P

o S
based on this chart as well. 1€ extends (g ¥ range of 1 #*"  Serenade Strength
plU\ thégplayer's Free Immaculum. (An hnnuglrt‘ll \u& 'y' . i w(subtract Instincts) Distance Audible

FI who ‘causes a Ripple can be “detected frofn 25 milesdy

away).dnstincts does not help to ]uml the rangejof a fr  » 0 None

Ripple. Mere information on the Rlp[&k‘ l‘- found below. ¥ 1 1 Yard
2 2 Yards
3 5 Yards
4 ¥0 Yards
5 g 15 Yards
6 E 25 Yards
7 . 40 Yards
8 © 60 Yards
9 100 Yards
10 150 Yards
11 250 Yards
12 . 400 Yards
13 600 Yards
14 800 Yards
15 . 1 Mile
16 ? 2 Miles
17 i 5 Miles
18 10 Miles
19 15 Miles
20 £ 25 Miles
21 * 40 Miles
22 60 Miles
23 Miles
24 150 Miles
25 250 Miles
T 5500 Miles? -
R T ,.»(:::3@0@ Mﬂ%
28 € 22000 5
29 ) 400() T» éfm“

30+ Global
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ORTAL a die should not uguany be rolled' en an Lrnmonﬁl nulls” hls’ tal’M?’mIJ %t y
unless thp at least a 1 in 10 chance of failure. This invades his halo. The amount of taint is depenﬂent on
1 chanc 0 is reflected by the nul. If & Al CAmES w badly he misplayed his serenade. The am of
up on any die roll for any action, the action falls A nu[l ) 4§ equal to the square of the number of null§ roll
on a sed@ndary hostile indicate ! mes itself), including the Primar

mortal only nulls his talent toll,
lm:‘naoﬂj‘!ﬁ)e added 2 | s un: taint (1 x%éf he nulls three times
the will, r 10 go on it of hi;&:‘am

gtalent rollgand two secondary hosnles) 9 motes
& T fal's talent roll (the primary become taintéd (3 x 3). : E
hostile) can be mo re. An immortal who nulls his Taint from a se:heride d s beomfl her
talent on a seren has not only failed, h.'lS fallu niu“g the hales wi e highest fmber of pupé

fias serious additional conseguences. eferring free um'?gulum to forte. If this color
> ~ t s fully tainted by dne serenade, excess taint

30 es.on to the next highest halo.
& . If an imgjeftal rolls a null on any semndary.
i e, I*l, not the. talent roll, he does not acquire taint
for. example: Thaos rolled a nudl on bis prfmary
n ngan.attempt to play Ember. He had no
wlls. His bighest balo color is red, so one red mote
k. nes tainted, and unusable. He tries again, and this
Tainted Motes cannot, for exgmple, form&ﬂy CE of 5 ':"'; roli8qo nulls (one on bis primary talent roil). He |
resistance. Tainted immortals are loatheé by their only bas wreaed motes remaining, the same as bis Fl,
companienfanimals, and even “pun the risk #m.kmf Fod?’bf his Free Immaculym motes become tainted;
the crossﬂ\g teaf)ingon{y 1 usable mote.

L L W Se 1{ e }% ab e S L through the Maelsr.rom and mtg g:e Qomxmons wh.lch

2

Taint = *r»
E

fisst consequence of such %sm}m g‘ y
failure i§:¢aint. Taint is a hungry darkne SWhich ififests’ -

an lnu‘?u;s halo, making motes uagrsgblesFhobg
they a &llﬁ present, the motes must be purified

they can more than take up spacnmﬁs

»
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The second severe cc nsequence is the r

Ripple. The discord created when taint invades a i

halo can B¢ Heard over vast distances and, g [ [

incites thess€nses of the Sanguinary’s 1ona gu‘ e: L ] ta n ] e S
The 1éss Free Immaculum, by & A ligiay is & ersil ply%:: used to focus the mind of

the playerthé more violent ; 1 il f renades. Fach Attention has it’s own

reaction to such a failure. A e impugmorial to sharpen the awareness of

ingenue, \-.ii@ little Fi 1im, will Truse the Immogal who plays 4 Serenade based ._i%la.\ed &
a backlash which can eard by even the through ages, the litanies became ingrat the

fweakest sepvants of thégSanguinary. The most
powerful Droves generally only stir themselves
to seek the source of the mofessubtle ripple wf
those immortals nearing the peak of [Id(}‘-

A Ripple occurs on any null thrown O the
primary h‘&nle of the talent roll, no matter if thg
larget of zhe serenade is the self, 411::1]1:%1\&1}.,
thing, an inanimate object or an area, The great
majority of fipples are created by immortals who s spoken, the Immortal has an
use serenades in combat. Still, any immortal ill rafk in the appropriate attention if he
who leeldﬁs his powers, especially an i m;.,unu pligs thE same seren&le immediately afierwards. Even those.
is likely to-Create one sooner of later. g% pletely masfered an attention can gain this

Ihé‘sgnmum of blue motes ‘required to ‘W m spe-a‘kmg.. the litany.
sense a Ripple is equal to the FI of the playef. B . fender may also speak the Attention’s litany and
The ripple of a relatively weak ingenue (F1 of 3) & gainia H;_um his defense roll. He must use an entire clash to
5 very discordant, but does not \pr(.'.ld’ﬂk'lrl} as ll do so, after which he makes his"defense roll. This is generally
far as the gubtle ripple created by a l’.xm;.,cm‘ only useful against opponents who take a full clash to play
The audio tange of a Ripple is equivalent to a their screnudu %
serenade Wwith a strength-@qgual to 15 + the Thecost of a litany is 6 memory poingsfor each
player's FL, Attention. A persona need not have the u{tlxti(m to learn the

¥ litany; indeed, litanies are often the first <1eE)s toward learning
an attention. Speaking a litany allows a persona to make use
of an attefition without suffering the -5 penalty for being
untrained.

If a litany is pronounced for a serenade other than the
one actually played (usually done as a diversion) the player
takes a -3 penalty to his roll for the confusion he causes
to his own concentration.
n

collecti of the Perpetual Society. A litany is spoken
ywu'@uhu oxg:lea’ of the more n"lur;g.lm vocal chord.
Though il‘:: languafie may change, the power it calls forth

frog the ¥oo l.sasumly‘ recognizable by others who have
r} Al Y. a./

Q%al% serenade. Speaking a litany

Ripples-and Taint'are ot so severe a
threat inside mantles. Taifitetl motes, in fact, are
fully usable by immiortals who are inside
mantles orinithe Dominions, Still, the aftermath
of a discordant serepade causes its own
problems within a miamtle, M
designated areas set:aside fof immortals who wish
to attempt a risky serenad®. I this fashion, the tryst

who watufwa over the mantlé can more easily counter
y adversity unleashed by a failed serenade. 5

ny mantles have

Y Tbe SﬁTence

The S;Iumﬂ"‘?ﬂ"ﬂ@dnn the Stratagem, congeived- '&nd enforced by Pride Nmm’% The“essential point of
the law is thi (#: which ausing a,nppie,m the Habi ngsysigm Lerms,

Nlm:ﬁs] ig 2 only, Act.l wwhm
always wide causing a tipple. - ot
a6 enforces the Silenee iifod ] despitel the-fact it 15 128 WAtRIR eSS /

leugem Anyone whd causes:a ripple will draw Nimrod Scourges (and possibly Slayers as wcik) o
the ‘scene to investigate or punish the pt.rpummr .
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Melds

A(ﬁlevmg the lughcs[ I
against g‘F Jf resistance,
Immortals, F()r(um[c‘lv h

way Lo cooperdte

Working fegether, orw]\ cafi*combine in a
meld, each contributi little bit to the power of the
serenadéy

Melds require a perfect blend of all the 1na’ﬁulua}k
voices involved. Voices whith are not perfeetly in"tuney
actually hamper a meld, and in extreme cases lhev %ll
cause an outright failure.

On’e immortal must be chosen L.d(l [@Ile o

~ acling as, ‘the maestro. The mu[n)a% isthe «
coordination of the meld and the pl;
main théme. The maestro makes all the decisions’.
required for the serenade, such as deterining what
exactly the target will be. The maestro must de

L

-

Variations on a Thewme

. .;,‘t(') the
of the gtlu‘d "2 20 title Fa_xgmdg Strength.

Extending or - .
~€2u1§tmng a Serenabe

Onc ‘grcnuclc is in place it has a duration,
after which its"effects expire”  sepenades can be
extended beyond their normal uration, or quieted so
th expire more quickly. Serenades which inflict

agefor are instantaneoys cannot usually be
es:tu.nd'id
MExtending a serenade can be difficult, and the
e potent serénades resist any attempt to alter their
] nafhe resistance to an alteration attempt is equal
erenade strength. See the system note on page

e roll to alter the duration relies on FI and
enhex;;ﬁ‘ne Loop or the Tranquillity legacy. The Loop
v is Wsed to extend serenades, Tranquillity is used

le,
what rank of effect the meld ‘wxl] attempt 1o JthLVCM‘UILI them. “#ean immortal attempts to alter a

this willigletermine the difficulty, for each pagticipan
the meld..For example, the target number 6f a rank 3 4&
serenade effect would be a 9. s i iy
Once the maestro is prepared, €ach participant in
the meld makes a talent roll. There is no régistance to
this roll. Each participant who achieves the targét rank
of effectradds a bonus 1 to the maestro’s talent roll.
Any participant who fails fo achieve this level of success
subtracts<l from the roll. i any participant nulls this
participation hostile, he will suffer taint as if he were
playing the serenade himself, and the meld will fail.
The maestro, as well as making his participation
roll, makes the main talent roll for the serenade. He
adds to his total wﬁmtew.r onuses are generated by the
meld’s participants:*This talent roll is resisted as usual. If
the maestro achieves the rdnk of effect (after
overcoming the sucndcﬂ stresistance and adding in the
meld honusl the r}wld is sticcessful! If not, the meld
fails. ¥
If thewmaestro shoul

L

»

¥

i

H
roll a null on the main
talent roll] every participaafibecomes tainted. The
amount of faint lntc‘stw h participant (including the
maestro) 15 the square o nulls rolled by the maestro
on his main mlcmwpgrmng under uurt.me%
hostile conditions, it been known for an entire meld
to taint all of it’s participz LSS; to the Dominions. ‘
Melds offer grea i for a cadre at a shghtiy% i
increased risk o)
. # ¢
especially usef
They are a toi

serétfide whose attention he does not possess, he
sufferssa -5 to his alteration roll.

Edth rank of suetess above the serenade strength
can alter the duration rank by 1. No duration may be
extended beyond rank 5. A serenade quieted below
duration rank 1 expires immediately.

A few serenades have a difation of more than a 1
but less than 2 (most often a tirn, which lasts for 10
clashes.) Whenever trying to extend a serenade with
this duration, treat it as duration rank 1; if trying to
quiet it, treat it as rank 2.

Duration Rank Serenade’s Duration

1 Clash

2 Scene

3 Episode

4 Series .

5 Indefinite (Narrator's discretion)
§

e #




C@unﬁer Serenabes

B oA,

s+ New-Legacies

Ramcriﬁ"an shorten the duration, an immortal may Ornamentation (Blue)

ish to degreuse the effectiveness of a serenade. i Complexity rank 5 %
To ﬁ-;a counter-serenade, an immeortal uses his '-Om‘imcm‘mon is used to help overcome thc Mask
F1 and they@ppropriate attention, and at

overcome i resistance equal to : g

Each multiple of 3 above t g jon (Blue)®

the serenade’s rank of x.l'f('. owers the : plexigggrank 5

serenade s%n}‘th by* I‘lalllucim!&n is used to he%‘}{ggnmc the Mirage
If an immortal wi hostile. s

is the subject of a serenade

@T‘erﬁ a -3 modifier to his roll. &
B A £§A[n’ritp (Green) .
ForExample: Khy bas ftaged the Talaria sereracde, « & Cofplexity rank 5
achieving arank 5 success, and allow urg him !nj{v L kacrity“is used to help overcome the Multiple
withowt regard to winds, gravity or even inewia. His W, Defenses hodfile.
riginal fellent. roll of 20 overcame the rem:ame@' gy _— Y
Fereen hch’ﬂﬁ and still achieved a rank 5 Stre L
Set wishes to ground this hzc,h_#_;qtg r;nrnwgm’

and so \eék.c fo counter the serenade. He plays a cotniter. i
serenade to Talaria, attempting to overcome the taleit i .
roll of 20. e succeeds, rolling a 23 total. The T&na v AMirdge (Blue)
serenade’s-rank of effect is mddcm’ to 4, gnd the . s "
smtmd:ﬂsfmm,lh is reduced 1o T"f' While still r&gﬁi to f“

seeks to dgunter it, he

«New Hostiles

Mirage is a hostile that a player rolls whenever he

quite nimbly, Khy can no longer u»mp!m’eh ignore the 44 ! suspectsghe is perceiving«an illusion of some kind. The
laws of physics. - 8 & edifficulty of this hostile 48 noted under the serenades to
Set, ‘ot content with @ weakened serenade,  ©  Ywhich it applies (such as Allure and Veil). The player
attempts ta remove it completely. He again'plays a rolls against this difficulty, using a blue die plus his blue
cmmm'.\'(;’r"‘_enmle. and this time achieves a 27 totel. This halo 1]1()[L'\"lnd any ranks of skill in the Hallucination
time, he reduces the effeclby 3 ranks, and the serenade legacy. If the total roll defeats th difficulty number of
strength is reduced to 8. Kb is reduced to gliding the hostile, the player can u.h.src;jrd any element of the
downwardtowards the eartg. One more counter illusion he wishes, even though @_hcn; may still be
serenade wouwld easily wipe Gut even this controlled under it. He can, conversely, alsa accept the illusion at

descent, s6 Khy quickly Idne will and remain under it's effects,

: i
P = i The Mirage hostile is blue and is overcome with
Lu,é [S the help of the Hallucination legacy.
&

Anypnerwho pmt.eﬁe an attention may attempt

o set up an area :)F_'gn[erferc ce to that serenade. This
interference is known as a [l The resistance to this
type of preegmiptive measure §6 equal to the area that

-~ will be affected. The playeragses his F1, a clear die and

his talent rapk in the .1@%{1 , as usual. Each rank of
success adds1 o the ta

e of all awempts 1o use
that attentign. The standard

ition of all lulls is 1
clash, though this durazu%ng? be extended.

.Changing Legacies
Since the legacies Tranquillity known
Lequire a Fl
‘AR legacies.

%

.as Tranquil Halo) and Loop r
roll, th«.) are chanbgcl o
) s

™

o
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“Serenade Avéa of

Eﬁegct/Dlstance Modifiers

Thl‘; table provides [he e
area (ors ﬁgfﬁm;) with the
area is given in terms of rag
at its Ler@) .

This table is alsqused whenever straight-line
distancé¥is a factor. ¥ ;

Long-range serenades (such as Come-Hithés,

distances of 1 mile or less. A Come-Hither semgade)é
3 - = p . v
. which esftended over 5 miles would have & resistanc

i from distance of 2
. "

s

.

¢ g’ o

sy 4

51

Ahimsay Valkyrie and Diadeét count no resistancé for %

L

‘Weight Resistance

This table is consulted whenever weight is part of
e resistance of Sere n.uk. as dumhcd LGd(.r the

| he carries). In some cases, the numbe:

of weight categories above a b%egﬁl is required.
i

: § ‘:Eight Toﬁ%g:e

F.U

under 8 07" i
8 og'to 1 lb. 2

. .:',. ., Igs. &
Radius / Distance Rcsistance'ﬁ(\:dlﬂ'e.rm i ¥ 3 - - 3
- ‘ ; 1 -4 4
Yirds: bt o Pt 5
5] o Ve W 8.1-15 6
% 2 =2 Py & $ T30 7"
5 3 . g 31 - 60 8
.10 4, i yo» 61+ 125 9
L 15 g ¥ 126 - 250 10
“ 25 6 7, 251 - 500 11
%40 7 e 501% 1000 12
» 60 - 8 y 1001 - 1 ton 13 ‘*
100 : 9 !
150 10 Tons {
250 11 2.01 - 4 14
400 3 12 ! 4.01-8 15
_ 600 | 1 8.01 - 15 16
800 T 14 15.01 - 30 17
31 - 60 i8
Miles: = 61 - 125 19
1 1 15 126 - 200 20
2 A 16 " 201 - 300 21
5 B 17 301 - 400 2
210 H 18 401 - 500 23
V15 19 501 - 600 25
25 20 601 - 700 26
A0 21 701 - 800 27
60 vt BB » 801 - 900 28 4
%100 : 901 - 1000 29
150 1000 + 30+ (Narrator’s Discrétion)
500" .
1000 "
2000 3 =
4000 8 1R B <
2 oY " +

Global
* R
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Vig Hardness Resistance

E

.
f the resistance of a serenade, as described
ount !&QA ﬁ%&ance to tearing as well as™ «
age oF transformation. Hardness ranges
‘ materiils such as Conundrum, have
a hardness t)f'%up to 30. Ca 1 priateghardness of other materials.
Noré%puciull? 3 hardness adjusted. For inslanq%@as a standard
hardness of'0. /i thick block of ice, the effective ness could be
increasedy as much 3 \ f ;9
N OB A 1

s and durab

™ 2

F i
i, This%\HT:; is consulted whenever hagdn ]
of an object takes into

nder theindividual attentions. (The b
abrasion)."The hardness of an b

from 1 (t:\ﬁ‘}:ﬁ) 15 (diamond

. ~ - . % A o
a0 i F
Substances % = b
S Y o e, b - =
Tale, powders, Thcient pardiiment, any_substafice disturbed by breathing
Spiderweb, water's sutfacel £ . Fan W] B of som
Wel sponge, cotton B;lls. delicatgafabrics (velvet), a'&wn paper
Cotton fabric, casdboard, ggpsum_ #57 . ol
Gold, wool ‘ ‘f-g@' 4 #

¥ 1 ™ 4
Fingerhails, leadgsdftwoods, Mlywm}d, sdndstone, aluminum, soft plastics, silk
(‘.];nws,’hbg)ms. silver, i%"l}:at&f, Harg rubbers hardwood, limestgne, shale, glass, heavy rope
Teeth, nickel, basaltFironweod, fiberglass, cryziml, ivory, heavy,plastics
Bronze, copper, reinforcedd kr:v_éﬁr‘ gpanite; conesete, tungsten,obsidian
Quartz, bulletproof glass, wrought irghn, high impact plastics
Zircon, steel i I
Topaz, chromed or tempéred steel g
Alium steel (aircraft alloys)
- Catborundum, titanium steel, lithium and magnesium (silicate) alloys, |{.\hy./sapphirc-h

A

I y
' Didmond ?
& 8 §
“onundrum, voxes
=
* % =
"‘;_ s bl
N 3 5
L ¢ §
W )
§ e ¢
¥ 3
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Vogues

Pride Vogues

Anopheles Adagio, Abimsa, Breath, Bubastis, Dare, Domino, Gorgon,
Haspis, Ichor, Impulse, Manifesto, Mystique, Zodiac

Arachne Bare, Bastion, Daze, Filament, Hu.xA 1d Flow, Galatead, . ¢
Gemelria, Iris, Mir;prm }kc( 17

Banjax. Bastion, Cradle, E)tm Flux

v |
\
Morrigan
r( Nimrod
L) Peri
Endue, Fila
® Syndrome
. Phoenix Come-hither, Daze, Domino, Ember, Gambit, Impulse,
e T o SUUL Labyrpuhy L Luminare Mew»:iqw Soverefgn Taleria, 7
1 » - . L S 2 -
ro S Zodiac e, PR . L4 oy
T ¢ -".i"" bPEEL. b G el XS J"
- . " Rodne ¢ Cassandra, Charm, Clarion, Come-hither, Dare, I)thtenm
R %\ Endue. Gulag, Ichor, ncantation, Khemia, Mien, Rapier,

We!km v

I R o e D

o Tautha, = Aliuru Ambrosia, Diluenta, Galatea, Gemetrid, Gorgon,
Gulag, Ley. Mistral, Quake, Rade, Tattoo, Zoas *
=
Terat Ammnesia, Animus, Bubastis, Embrace,” Epitamne, Evensong,

Iris, Loa, Malekin, Psychomachia, Rapier, Rave



Vogues by
Callin

Cal]ing ! Vogue
~ Keepers Argus
Rooks - Chevron

vers o o Diadem

- Highbinders Dowser
Jugglers Imputlse

Probes Minutict
. Scourges Orisha
Sleepers Somnus

Emissaries Xenoglossia



: .playerorhlaconu-adesaretamed mwhmhcaseﬂw

Aba g ] 0 VR oomparuonhosulensmlledmnote their disposition.) The
HEe Sprgte et - animals are free willed and will risk their lives for the -
Slowtig Opponents = = N player only if he achieves a roll of the secondary ;eopm'dy:

2 RN ‘hostile at the same rank or more than the pnmary mll
Litany: Motion become, sky y :

Resistance: target's Free Immag RﬂSISMHGE art
Complexity: 5 (4 for Anopheles Cb 3

Duration: elash

: Letha.llty RN 3 :
‘ (frogs, birds, domesticated herd
ials, small fish, most insects or \
iSONOUS spndets) :

2 ‘Usually Harmless (wild herbivores such as
i a ram, wild goat or deer; urbanized
carnivores such as dogs, house cats, rats;
shy carnivores such as jackals, skunks, 3
vultures; small dangerous fish such asa -
piranha, or a small shark; a non-venomous .

- re you feeling slugg:sb? Do
now seem quick as lightning whil
effort for a single ponderous move
now that you bave challenged. me 1d

Description: 'Ihe “slow d3

extra actions in it's target, ma

escapade reptile such as many snakes or iguanas;
medium size fish such as salmon or
System: The PI“Yer s opponent res B L Far red snappers; non-aggressive bees

each mulup]e of 3 he scores over

i or locusts or large spiders)
reslstance the player scores a ra ;

e (wild herbivares such as rhmos,
alo elephant and whales;

Spedal Notes: Even lf the player .destrqys all escapades :

in his opponent, the opponent can: still act at least once e T (# SRRy as
during the clash: The durauun of Adagio cannot be a.lhgators, o mcodﬂggt Ees, wolves, bears, hyenas.
extended. : _ _ and large cats; aggressive marine creatures.
S e o Hues : : such as typical sharks or a small kitler: ?
Ranks .ﬂf Eﬂ'BCL Sh e R R . whale, aggressive birds such as falcons or |
3 R £ERRENT N SR eagles; large herbivorous dinosaur or small.

Rank'l = 1 escapade destroyed ; ; - camivorous dinasaur such as Brachiasaurus
Rank 2 2 escapades destroyed = ¢ TRE e or Velociraptor; any injured carnivore)
Rank 3 3 escapades destroyed - e 5 Extremely Dangerous (large hungry

- sharks, killer whalés or giant squids,
‘extremely poisonous snakes, swarms of
“enraged insects such as army ants, large

Ngpecies of camivbmus dinosaurs _such as

Rank:4 4 esmp‘at__ies destroyed :
Rank 5 5 escapades de_s;roy'ed ;:

derous species and any creature that
ack without provocation)

rehlaye  makes a roll, resnsted by the lethz.hq

Litany: . “The wild lus 'a - amount of area through which his

Resistance: lethality of Haimd] 4 bare
Complexity: 5 (4 for Andphelést

DPJ—?D“"“’ S SRR A glow. /I e higher the rank of effect, the
Secondary RN NG : ujcker th i wrli artive to aid him. How quu:kly
Hostiles: - Companion, Je BICRG: - e-Animall _s) agftve. 1s mmgated by how far away. Lhey :

wolf or a stampeding berd which senf'. 1
not have long to wail before beéb arvives.”

telepaﬂw granted him by the serenade Ahimsa is a long
Description: Ahimsa calls to animals and causes them 1o range serenade. As such, the first 15 levels on the distanc
come to the player. They will be neutral and non= ~ ¢hart are free. (Distance is not a factor if it is 1 mile or
aggressive to the player ‘dﬂd h13 Comlades ('-“‘1955 Lhe : . less.) Beyond this point, resistance accumulates 4s normal
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Ranks 0]( Eﬁﬂﬁﬁ: ; 2 Sl e B R :Systetn. The pla ér makes hjs roll agm.nst a resismnce
] g i ~o . based on the ill 'S nomplexmy and the area it will

WI".lﬂﬂh 24 hours . cover. For every 3 points hie scores over the resistance,
Within 12 hours AN ~he increases th s tealism by 3. The realism of
Within 6 hiotics : ; - an illusion determines how long someone wust be in its

\'ﬂ’lthh 'll.*ae scene
Within ¢lashes .

presence: to sense somerhmg “wrong”
eling an illusion requue.s defeatmg the
i l.ﬂty of this hostile is equal to
+its re.llism i :

creates the xﬁusimz of a paﬂy in
Babyionian pakzce, complete with
nd. food. The illusion will be
chive, It's base resistance is 12,

| o cover the enlire area of a modest
ineter) Soran added resistance of
is.an 18. His total roll is @ 22, 4
-achieving a rank 1 effect.

the mansion will quickiy. sense

of llusion present, and may
“Ihey could then attempl a biie
‘the legacy of Hallucination, if
g?czdw of 15 (12 complexity + 3
accomplisbed, they may ianore any
Wston. they wish (ignored elements

). Anyone whase senses pene:m:e an

; '@el pain created by 11, t

Special Notes Anymdiwdual who enters the area of
an illusion and does not attempn to acuvely peneétrate it
‘may only apply zheu- blue halo agamst the Mxmge
Thostile:
- Nusions: ummt be: played specifi cally ona hving
o thmg but all living things within an illusion can appear
sneliffe) nlly as kmg as they remam wlthm t.he boundanes.

A”'u:.re'

Hiwsions

Mmlges find root in yo
vaffected area + illusi
'5.(4 for Morrigan a.nd
indefinite

Jeopardy (if the iilug

‘Nhrage (Blue)

 treacherolis trap as well llhlsions created by Allure c;m '
: -aife:_:t every sense, mcluclmg touch Whﬂe they cannot

exposed to the illasion sanses: |

: S . T s Wvrong in the area (+3 realism) .
sory: side. 'Ra{x.l;\'; 'w spend.smmethanafew
iU GRS or ik ractr‘Q S S '

sy pass before i feelmg of fa!senesa
deiccied (+12 realism)

The illusion’ :s.near-perfect, and can stand
indefinite scrutiny (+15 realism)

: :Iluenon Repeuwe pattems in thejllusi
o will eventually be: d.IbCDVeIEd i,
* The illusion is completely interactive and

: adapuve bevond the: pemmal expenences
. of the zarget_

a1



Ambrosia Sk it

Rank 1 Removes 1 taint from halo, 3

Restoring Youth target loses up to 10 years of obvious age |
Removes 2 taint from halo, -
gt loses up to 20 years of obvious age :

Litany: “The taint of d
Resistance: duration taig

Complexiy: 5 (4 for E es 3 taint from halo,

loscs up to 30 years of obvious age 4

“You know, we can
march of time in these Twi
their taint upon ourselves,
vigor. Be careful of those who
Not many are worthy.”

target loses up to 40 years of obvious age'.:

Removes 5 taint from halo,
target loses up to 50 years of obvious age

mmnesia

Forgetfuiness

youth to a mortal creature, by taking the tain
force that sickens and ages him. This taint ente
player's halo for a time, then dissipates back into the
environment, This has the effect of lowering the

physical age of the target by 10 years for every mote of Litany: 2
taint. Resistance: + range of memory
The resistance of this serenade is the amount of Complexity: 5 (4 for Magdalen and Terat)
time an Immortal will carry the taint in his own halo Secondary Jeopardy (if the player wishes to er
after drawing it away from his target. Hostiles: a skill or attention)
Resistance Cbﬂﬂ. “I call to the memories in her mind, tiny sparks

light that sparkle through her red halo. 1 isolate those.
wish to erase; they collect themselves together just above
the forebead. See there? Now, the final moment of the
3 Indefinite serenade — the memories become burned-out particles
6 Series Sloating through the red sheath. But take care! Dead

Resistance Duration taint will be carried

9 Bplsode memories have been known to reignite and become
: livi ks again!” S
12 Scene -—_‘. e e
15 Clash o1 Amnesia allows an Immortal to

{ iy, erase memories in his target. The target
System: The player makes a roll #gainst ATTCER, ™ JC 1 yikity with his red halo and the player has)
defined by the chart above. Fo) / tach dnulti additional résjstance based on how far back he
scores above the resistance, hgfre : TWISHE q )¢ memory (or memories). How lo
from his target's halo. in erased depends upon the rank
i player (see below). 3

Special Notes: Once taint is{fe
halos (the target can only belj
forever. This does not preclud
but does extend the life of thil
its effects. The physical effect §
anyone looking at the benefician
every mote of taint removed, the e
can be removed from the appearantg N
has reached their physical peak; usua \‘\-
Anyone who has not reached this physicalpe
show no signs of regressed aging. 5 The memory spans an indefinite
The player cannot draw taint from the Free period of time
Immaculum of a twilight.

fie memory spans the last scene
e memory spans the episode
The memory spans the series

32



Symem. The player makes a roll against the target’s red
hab plus the range of memory. The furthcr back he

tel'y even pennmen
turn if the 2

ngsit

ade artenuan

ﬂf Effect:
Memories return (o targer withi
(player's choice, up to 60 mi
Memaries returm to target wit !
(player's choice, up to 24 hours
. Memories retumn to target within days
. (player’s choice, Up to 31 days)
“Memories returmn to target within months
~ (player’s choice; up to 12 months). : ’
Memories are 1ndem|r.e}y erde,ed
& "(narmu)rs choice)

AI’HMMS

D.ea-c_u'mm n

“The hunter Jurks within us all. . "
Free Immaculum:

5 (4 for TL,rat and Nimrod)

scene

‘Inside. il bemgt ks tbe hunter. All creatures -
0 0. G bigber state, leaving bebind blind instinct
sentient purpose. But the DNA of what we were still

regch into the deptbs q(’ you and bring out tbmgs
; _nmgined :

tion: Animus is a péculiar form of regression
causes. himsati natures to manifest in' its. target.
mans are, 4S 4 race; possessed of the |
consciousness of the Sanguinary, they possess
natures that are repressed all their life. Only
ally does a twilight become $0 close ta the
- that these natures manifest, causing him fo:
i into part beast. > 3

Iocked within, discarded perbaps bul not forgotten. I -

Animus allows an Immortal to reach into a

* twilight animal or human being and cause natures to

manifest. Only those with Free Immaculuin (necessary
to “fuel” the nature) can'be affected in this way.
mxmortal targets can be made to manifest any pature
they possess. Twilight animals with frée immaculum (an
exceedingly rare vceurrence) can manifest natures of

their ancestors. Humans, however, are a wild card-—
3 :.hey can mamfm{ any nature imaginable: due 10 the

S.mgumary 5 presemx withm l.tu,m

Syshem. The player mﬁs against the Free hmmc.ulum of

~ the target. For éach multiple of 3 he gains above: the

© unearthly voice..

_ -I_{qn-‘(spf- Eﬁe‘-’t‘ ;

resistance, 1 himsati nature manifests in the target.

Special Notﬁ ’I‘he player chooses which nature will
manifest. 1f he chooses a nature the target cannot
ma.mfest no nature m'.mifest.s

BAL nature
nsati natures

‘himsati natures
4 himsan natures
imsau natures

.ropomorpbw
I:rflerrngming Inanimate

“[ bring the voice

out of eternal silence. .
| conmiplexity of answer (see (.hal'[ below )
o+ area affected
1 5 4 Eor N;mrod and Peri)

; "A!l zbmgs, Itvmg, dead or inantmate bave a tale
ta tell. in the world we pmsu me 1 elﬁs arrd static,

that has hap "
example, coul
beneath it, w A
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_Resistance Cbﬂﬂ? .. . Through the use of this attention, Immortals can
: 7 convert an object or animal (never a sentient being,
: - however) into; mcepmclea for his senses. Creatures that
Rfﬂsmme Complexity of answer ik enter the area activate the senses léft in the object,
Yes/no or true/false questions imaiediately allowing the Immortal o view, smell, taste,
Multiple choice questions hear and touch the person in the place, no matter how
stant lie miay actually be. The person being observed
One word answer iithis manner is not aware of any sense observing him
Short answer (a sentem.e) ess touched by the player. This observation lasts
Fxtcnded answer (dialogue or essay)

for a scene, then terminates. Because of the nature
attention, it is most effective when' used in places

way is considered an object, not : 3
seet or r road) the player adds addifional resisi 3 TRl

the serenade is the number

- of senses an Inmon shes to leave behind plus the
area of effect around the ob;ect The object can =
perceive a radius of 2 feet around it with a 0 area of
effect resistance. For each multiple of 3 the player.
scores above the resistance, he can fine-tune Argus to
activate only under certain condlt:ons as defined in the
rankh of eEFect belcw. o :

1 question’ .

270 2:questions -G 5 2
3 questions Lo Bbe SPecial Notes: Once Mgus b B atrated it stays
4 questions

: } ctwe for 1 wene The player must r:mm to the area
5 questions :

fvate when dnyone who intends
: ptayer (not just physically, theft
b =% ‘ A nears the object or enters the area
Wba?tsaguardian wbo doeor hagedimte _ 3 ghses getivate when a certain type of
IS o ANR Ereamg enters the area of effect (a twilight, .
:)rtal a dmve 4 bete nmre)

T Senses activate: when any sentient

e, senses wlm.h became actwated w‘henevf:r someone g bors die apke
entered the area. His favorite wick was o place his eyes Rank 5 Senses _acuvage-when,any living thing or
in the tails of peacocks left behind in Hera's ark so that j - animated construct enters the area
~would becomie instantly aware if anyone djsmvered it. o ; 3
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 shadols musydhways Jear §
red the ta cb (J 1

secretsy”
Description O emit a pulse
of sound wl gets in the area

with a nimbus o

under invisibility effeusof all sorts, from serenddes e

Religa.rum t‘ffeC’ts

Resistance.dﬁart X
Resistance | Effects to Reveal
-1 Reveals any object which has been
- deliberately hidden in the area
2 - All living things in the area which moye

in even the most minute fashion, unless
they dre employing skills such as
shadowing or stealth : :

3 All living things in the area whnch ‘

* " move, even if they are employing stealth
4 All living things in the area which are

- concealed though invisibility or illusions.

The player sees the true form flicker

- undermeath the il

5 - Allliving things are ey
whether moving, under s >

or any that are viewing the area

) w:th sensory serenades. 5uc_h as Trig il

Syswm. The player rolls against the drea aFfected by
the serenade as well as the: types. of htdden entities he
wishes fo reveal.

The number He scores above Lhe resasmnce is
compared to the stealth or serenade rolls of anything
concedled in the area. Any target whose remsiance is
defeated is illuminated in a mmbus of rad:ant energy.

Bastmn

Mju‘tu: Armar

; “The vxolet 1ight embraces
: .Resxstance violet halo S
- Complexity: 5 4 for Arae_hne and Ba.n}ax)

Duration: scene

- “We can be children of the Mael&:mm, aspiralof - -
violet fire within the membrane separating the Blue Air -
from our physical world, From this agonizing place twe
draw a power 1o strengthen our bodies against. the
enemy. Do not be afraid 1o reach fmo the Maelstrom for ‘
it’s pmtec:ion o on{v be afraid if your taint force& you o
cross info it i

: D&scﬂptiom Bman draws the v:olet energies of the

Maelstrom, the elemental sheath dividing the radiant
a embrane from the Blue Air and the thSlCﬂl

real world, a resilient violet halo. By

is fiery borderland, an Immortal cnerglzes
dlet halo and gives himself armor. The : armor
4 mifror- like bheath r.hat covers I-ns entire.

i: The player makes a roll against his own (or -
r's) violet halo. For each multiple of 3 he scores
e the tesistance, he gains an additional 1 violet © =
worth of pmtectlon for the durauon of the S
ade.. ; 3

jal Notes: Bonuses gained from: Basnon can
xceed limits imposed by the Himsati Tier. The bonus
gained from Bastion serves only 1o resist harm
“(including serenadt:s, physu:al attacks and damage :
“caused by exposure). It does not aid any talent rolls or
-secondaty hostiles aside from roll< made fo resist a S
serenade s eﬂ‘ect SN TS

habitat and the dominions, the nursery of
n essence, the Maelstrom is the oulef skin



Boomn

Sharing Wounds:

- Litany:

“Chains of flesh and blood
- Resistance: maximum wound category
- Complexity: 5 (4 for Eremites and Morri
- Duration: ‘indefinite tuntil wound is
“Secondary.
Hostiles: Familiarity

“Wounds can be shared. Let you and Ienter into

this bond. Your strength becomes mine. I will fight the
- enemy whileé you remain bebind to fortify me.
. a cowardly act. Those who give their smmgtb
i aré honored amongst it warriors.”

. Description: Boon allows an Irenlortal to create an

' additional wound for himself by “borrowing” the vitality

~of another creature, whether that creature is willing or

- target. Only onie wound link may be estﬂbhshed ata

- time. It's placement is always before any other wounds

of the same rank. For example, a severe wound link
with his target allows the player to take a severe wound
without feeling the pain. His. next severe wound,
however, would affect him as normal.

Resistarice Chart
5 ‘I‘he resistance of Boon is based on the maximum
“severity of wound that will be attempted. The greater
- the wound, the higher the resistance. The dctual effect

cxmnot exceed this wound r:ategory if used on an__—

8 :,ro].l.

o e Light

-6 Impairing.

ot “Severe
Crippling
o

. Litany:

delivered to that ¢ategory. The pain hostile that
accompanies the wound is NOT fele by the player of
this serenade, but 1S felt by the serenade's target. Thus,
it is ‘possible to borrow a wound from one’s own
opponent and place him under 4 pain hostile if he
wound rank on the player.

‘whose category is higher than that
terenade is inflicted on the player, the

1 light wound

1 impairing wound
I severe wound
1 crippling wound
a mon:ai wound

Breatb

Sbetter af the Other

our breath be my life. . .”
opponent's Violet halo
5 (4 for Anopheles and Nimrod)

Resistance:
Complexity:

“to be infured and bave no recourse permits
retreat, even if you must enter the lungs of your enemy
and live as bis breath. To usé a Drove as a living shield
in this way may be necessary, especially if you face
madtiple opponents. But in bonorable combat, do not

seek this means ta fight, or you face a loss of Visage.”

&ls against the violet halo of his
if 3 over the resistance allows him
teeptacle for a longer period of

: ';Sysm The ptayer makes a roll agNnst
defined by the chart above. For each
sr:mes above the resistance, his link is ¢

'd;etcrmined by the resistance); No player or arget
‘tbe_;he stibject of more than one Boon.

: Special NotesThe bortawed wound is always I-the first
1o be marked off the wound boxes when a blow is

) ehi n .mother hody of pammount 1mportance
of play serenades or perform any other sort of

physieal action except to-move about.

The subject of this seremde (usually the player)

may end it at will,



Rawks of Effect: : : Rﬂnks of Effecl:.
 Rapka sub;ect may remain within the Rank 1 Target's emotions alters slightly &R
& : -mceptac!e for 1 clash o (calm becomes agitated, happy becomes rmld) 3
Rank 2 Target's mood shifts moderately 1

R @lm to amxious, happy to. zmnoyed)

get’ s mood shifts dramatically

im to flustered, happy to angry)

v's mood becomes polar opposite

to panicked, happy to enraged)

can create emotional triggers in’

§ 'target (target will becomie happy when the
sun goes down, or enraged when they see
the color blue, or will feel completely -
secure when inside a greenhouse)

subpett may remain for 10 clashes
sub|ect may ‘remain for
subject may remain for|
“subject may remain unt

Litany: “The light ¢

: Resdstance red halo
Complexity: 5(4 for Magdnlen

Bubastis

Duration: scene ; ; ; )
Secondary . Jeopardy Gf the mé Transposing the Soul
Hostiles: ~  the target in dang e &
: ) Litany: bg subtle passenger. .
“You're feel s _Resistance: al lethality
fee T ger Complexity: for Anopheles and Terat)
Description: Brio is a more e subtle Form of mind o Secondary Familiarity, Companion Gf player is
control that eventually culminates in the Impulse : Hostiles: tainted) -
_attention, described later, While Impulse control the : : W e oursow‘ b i body v b body cyf'

S i ‘;‘fmﬂi'ﬁfni"ﬁ,‘ifaﬁ’e°s°d§ﬁf§ ;‘?,sffi fine  ourcompanion antmal ortnio the body o anither
s s ol & & ¥ _creature suited to our needs. We are subtle passengers in.
BER ST 3 : A -the bodies of our chosen, while thelr wild soul resides in.
il our restrained bodies, True bimsati form may be more
Ebewe ful, bur tbfs smnade carries no dcmger ofrbe >

System: The player makes a roll against the red_hale
his opponent. Each multiple of 3 above thisfesi
alters the present mood of the target (@
one. For example, a target who _-
despmr could be made 1o be
rank 4 success.

ity ubasus allows an Immortal 1o mm.sposc
% wul of‘ one of his compamion animals.

e transference is made, the soul of
etbody of the Immortal as well, so

% taken to keep the terrene form of
hving about and attracting attention,

Spedal Notes: Brio does n
required for Impulse since
for complete control over hig
of effect, the player creates g
target. These triggers will end
of the other ranks for the res

ne br sl dow can U‘ansfcr their soul into that
3 /{ terrene form of eésoterics, however,

2 s th ment they tm.nsferred into. Thus, a. ;
“stone )fmsa'

ave his (eifene form mmsfoxm into stone. A ﬂre ;



Resistance Chart

Resistance - Animal Lethality ;
3 Harmless (frogs, birds, domesticated herd
animals, small fish, most insects or
non-peisonous spiders)
Usually Harmless (wild herbivores
a ram, wild goat or deer; urbanized,
camnivores such as dogs, house cal
shy carnivores such as jackals, sk
vultures; small dangerous fish s
a piranha, or a small shark;
a non-venomous reptile such 2
snakes; iguanas; medium s
as salmon or red snappers;
bees or locusts, or large sp

Aggressive (wild herbiv
hippos, buffalo, elepha
any injured herbivore) 3
Dangerous (aggressi
alligators, crocodiles
- and large cats; aggré
such as typical sharks or small killer
whales, aggressive birds such as falcons or
eagles; large herbivorous dinosaur or small
“carnivorous dinosaur such as Brachiasaurus
or Velociraptor; any injured camivore)
157 ¢ Extremely Dangerous (large hungry
sharks, killer whales or giant squids,
extremely poisonous snakes, large
species of carnivorous dinosaurs such as
T-Rex and Allosaurus, rare monsters of a
non-immortal nature; undiscovered
dangerous species and any crea

as rhinos,
Whales;

12

System: The player makes a roll a
For ¢ach multiple of 3 he scores
he is able to keep his soul in the @inir
longer period of time.:

Society advocating the ban the use of Bubastis because
of it's side-effect of engendering Religarum.

An immortal who is tainted who does' not
suceessfully roll an Instinets hostile alerts the animal to
the immortal’s identity, while failing the Companion
le causes the animal to seck out the immonal and

n lasts for an hour

n-lasts for 12 hours (all day or
broken by dawn or dusk)

on lasts for the entire episode,
day and a night.

n lasts for the series

n lasts for an indefinite time

‘Special Notes: When an immort
another body, he carries his Freemn
with him. His vox, howeyver, remains 4 Ypris
terrene form. Thus;: the possessed fprm &qnno
serenades, The player can activate hlgisati‘\gatu
new form Che treats it as his primary aSpect).
Only creatures that do-not have Frée Immis luq;g!
o their own may be targeted. Even one mi f Free
immaculum makes the transference impossibl
the serenade ends, one mote of forte (if one is
_possessed) hecomes transformed into Free Immaculum.
Therefore, the vessel of such possession cannot be
nossessed again. A debate rages within the Perpetual
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Cacophony Cantabile

Halo Protection Against Serenades Reflecting Serenade Atlacks

“What seeks also returns . .*
| attack roll of opponent
4 for Magdalen and Nimrod)

Litany: “There are

Resistance: any one h
Complexity: 5 (4 for M
Duration: scene hat you're thinking. You're going lo send
Secondary - d be of fire at me and set me on fire. I've heard you

Hostiles: i 3 : i do that. But before you do, let me offer a little

on: Cantabile allows an Immortal to take a

see all the colors of red mixing and :
ming in at him and deflect it away or, on

no longer a single color of red in my aurd.
enemy’s serenade seeks my mind, it will find ; x , :
chaos of too many reds. Thus am I protected even igh OpRene ayed it against him. The halo of the
the price is the taxing of my soul, ., “ player of hbecomes visible in a dazzling

pattern of colt ba serenade impacts against it.
Description: Cacophony allows an Immortal to confuse
his opponent by introducing a shifting pattern of

varying shades of color within his halo. Cacophony roll of the incoming sefenade. For every multiple of 3 he

introduces a chaotic fugue to the air, making it more gains above the attack roll, the serenade falls more under

difficult for the player's opponent to hear the true the control of the Cantabile player, as described below.

resonance of his halo, causing a number of motes to s :

vibrate “off-key”. Special Notes: Cantabile is played as if the persona
were simply making a resistance roll to a serenade. If

System: The player makes a roll against the resistance successful, it can tumn the serenade backward instead of

of his own halo. For every multiple of 3 he gains over simply dissipating it. Once the serenade is reflected

this resistance, one mote becomes affected by the back, the new target can make a normal resistance roll.

cacophony. This mote becomes unusable for anything Cantabile cannot be used against area-affecting

serenades.

If the player fails Cantabile, only his passive

istance applies to the target serenade. If he rolls a null,
all his passive resistance to the target serenade.

except resisting serena.des, but the immortal gains +3

protected. The motes affeued
used for any other purpose, i \
combat; etc. ade deflects at a random target

A ding any comrades)
Rﬂnks of Eﬁect,; 1 X J : T8etenade deflects at a random hostile target

Rank 1 1 mote becomes|hinusabik

Rank 2 2 motes becomes
Rank 3 3 motes becomes unusable fo

Rank 4 4 motes becomes unusabl Ragyth
except serenade defense, +12 resiste

Rank 5 5 motes becomes unusable for anything
except serenade defense, +15 resistance
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: ‘1‘ “tkﬁisio

distance into the future #\¢

: . @(4'fm§d.

»

| Fa-nﬁm'ty
Crei -'\1 i ﬂ&
Hostil ‘Disheli

locked it ailg
“gave it 1o Cassdndra, . 5.M gdalen spyiA
bribe for her !ot.:e Whignt e foot#He | od of the'sun! The
bumiliation of bis loss .s»bould caof the fire of his
arrogance. We name his secret after the one who -
counted coup wpon bimi”

Description: Cas'snndrd is the ability o
future thiat surrounds the player and thos
‘As he plays the serenade, the world seems termelt
before the eyes of the Immortal, reforming to 4 future
vision. All of his senses are active during the vision.

Resistance Charts

Resistance  Distance mta furure

: Sysm. The r&i:_stanoe to an Immortal playmg Cassanclra
° comes from two:sources. The first is the distance into the
* future he secks to view. The farther he searches, the more
_ difficult his search becomes. Secondly, how involved in the
future event the player and his friends are determines
additional resistince, The more he is the center of the
event, the greater resistince (o seeing how it will worl out.
The player makes a roll against the resistance. For
- “each mulu.fﬂe‘ofj he scores ahove the resistance, he
- gains a clear view of the future hut is bound more

: *Speclal Nmasx T‘he nature of Cassandra makes it

 difficult for o future to be believed by anyone who
hears the pmphesy The player mmust roll & red dishelief
“hostile for every person in whom he confides his vision.
The difficulty of the hostile is the serenade strength.
Failing this roll causes the player to be dismissed. A null
on this hostile causes the listener to become enraged by
the player’s pmnoum.emcnt. in some way believing it is

. “Good or bad feelings of the future.

Futire may be completely altered.
‘reeption of people, nb;ects and
mbology as a surreal vision of the future.
future can be greatly altered.

Brief scenes of the future with a greater feel
* for actual possible events. Can alter

~the future to some degree. :

'.Cle.ir vision of a pivotal scene. in the future.
Very little can be changed.

" Sweeping vision of the entire event with
total understanding of what will occur.

| Nothing can be changed by the player,

no matter what actions are taken.

) one clash
G one scene
9 one episode
12 one series. -
15 indefinite
R&sis;anm Destiny ol
g No real impact on the player or his friends
2 3 ‘I‘he ‘Immortal and his friends are
mdnreetly linked to the event
e The lmmorral and his friends are
: minor players in' the event
4 The Immortal and his friends are
" major players in the event
S The Immortal and his friends are

at'the center of the event.

41



Cbaos

Bad Luck

Litany: “The raven’s feather falls at the door. . ."
Resistance: yellow halo
Complexity: 5 (4 for Mo
Secondary
Hostiles: Familiarity
Created
Hostiles: Chaos (Yellow

“Ihis is not your lucky day.”

Description: Chaos allows an Immortal to create
additional difficulty for his target, bad luck that
interferes in most everything he does. Higher levels of
success create more openings for this bad luck to strike.

System: The player makes a roll against the resistance
of his target. For each multiple of 3 he scores above the
resistance, the target gains an additional chaos die to be
overcome during the target’s next escapade.

Special Notes: When the target takes his next
escapade, he must roll a number of additional yellow
chaos hostiles at a difficulty of 1. Anything but a null
indicates the target is safe, but if he nulls a single die,
his entire action fails. In addition, his bad fuck will be
extended to his next escapade. If the target decides not
to take any actions, the chaos hostiles will remain with
him until he does use an escapade for an action. Only
by taking at least one action and succeeding does he
end the serenade.

Ranks nf Effect.:

Rank 1 Target must roll 1 yell

on his next escapadg

Rank 2 Target must roll 2 yg
Rank 3 = Target must roll 3
Rank 4 Target must roll 4 yi
Rank 5 Target must roll 5 yal

Cbarm

Majestic Presence

Litany: “Only the soul knows its own
beauty (ugliness). . ."

Resistance: red halo get(s) (+ area affected)

Complexity: 5 (4 ford igan and Roane)

Duration: sceng

Secondary '

ear/Awe (Red)

Al creatures, be they malicious or kind are
beautiful. All are hideous aswell. This beauty and
ugliness is locked deep in some, rises 10 the surface or
others. I paint my eyes with the power of my own soul
and cast my nets into the school of dumbfounded fish.
They will not soon forget me, nor the impression I made
at their gathering!”

Description: Charm draws the incandescent beauty, or
the shadowy ugliness of an Immortal’s soul to cover his
physical features, creating an impression so intense that it
profoundly impacts the psyche of those who see him. The
player chooses whether he appears beautiful or unsettling.

System: The Player makes a roll against his target's
resistance. For every multiple of 3 he scores above the
resistance, his presence is more potent, and also
increases a red Fear/Awe hostile.

Special Notes: The Fear/Awe hostile comes into play if

e1 attempts to do anything that would cause

bserving the player
5 } bserving the player become
sifto know more about the player and

gin discussions about him

“vill become awed or frightened by his
maijesty. Either way, they will go out of
their way to please him although they will
be mindful of their own social dignity

Targets are awed or frightened by the
player, and will become obsessed with
gaining his attention or keeping themselves
completely outside his notice.






clarion

Strength) : Draw kindred Spirits
Litény_: G “The soul is worn on the outside, . .
. Resistance: - area of effect :
- Complexity: 5 (4 for Morrigan and Roane)
Durauon . scene - &

s B R : “We all have Iemdred spirits who believe as wedo
e bergdic badge. - Perbaps seeing our own ideals reﬂected in the eves of

tesil Wo

mem, strengib o allwho wimess u. L0 R S of loyalty which
Where IR N0l o S of cloth, we .y ccends the cadre, the pride, our species, the immorial
mugke it il RSN ake JuRRives Seem MOTE s isolf T e Soe you. are skeptical, but your skeplicism
powerful tharnug R e ary 1o show this s born out of fear that your other loyalties aresbaliowa i
strength, aspeaal Y Wheresuwitly be niecessary 1o avoid . rooled. n the end. it is our own fdeals which deﬂne us.”

conflict. But be careful how You use tbis power there are
many bluﬁ% which are called.”

Descripﬁom Chevron creates a false s:gnarure of halo
strength in the player or his target. The player must stand
under some form of white light, such as a uncolored
aruﬁc:al ththulbs when playing thi‘; serenade

Demripﬂons Clarion is an ab]lity which allows an e
{ gncall to others of his predilection. A kaight,
could summon other knights to his cause.

tl Society has discovered that k.mshlp ;
€ persons wha share the same ideals is
pest bond.

e call is 1ssued all those in the area of
same preddection as the player will sense
s message. Increasing ranks of effect aiIow :
iled mformatlon to be: conveyed

&’sm The play‘er makes a roll agamsl the resisfance
defined by his current himsati tier. For each multiple of
3 he scores above the resistance, the target gams the
appearance an additional himsati tier and the maxim
number of halo motes that comes with it. - 3

SISy RN : NN The player makes a roll aga__inst the area the 3
n will sound through. Each multiple of 3 beyond' =
esistance allows the player to convey greater
ation 1o others of his predilection.

Special Notes: The additional himsati tiers and mote:
are mere illusions — they will not stand up to real
serenades or other forms of attack bu‘t a scan wﬂl
confirm their reahty : : \

Rarks of_‘}.ffect:

Rank 1 Target gains 1 ilfusioniey
Rank 2 Target gains 2 illusionary hl
Rauk 3: Yargel alns. 3 ﬂiusionn\ry hmsan ueh Yo ﬁank 2 Others can get a geneml feeling of

Rank 4 Targert gains 4 illusionary I_llmsat;_ tiers . s of-the-pl

Rank 5 Target gains 5 illusionary himsati tiers = ‘Rank 3 ofasers Tdenin .‘\:L,,: RIS

: Noteé: The serenade is centered on the player.

Ranks of Effect.

‘Rank'1 . 'Others with the same predllectloll will
; . sense if the player isin danger

Rank 4

poage, th

_aﬁ”&_ anyone|witl
ildctions ights ez

and Custodians, etc.)

Aratron
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: = Sysu’:m' The resist.mce of the serenade is b‘ﬁed on
c 0 m e S H 1 t b e Y three elements for bath living and inanimate targets.
The first is the familiarity of the person or object
The Call : Ea o t.he player. The second is the distance which must be

Come-Hither is a long range setendde. As such,

Litany: “greed and need on the distance chart are free,

: : draw the defenseless. . " & Factor if it is 1 mile or less.) Beyond
 Resistance: familiarity + red halo + (dista ce accumulates as normal. The third is
. Complexity: 5 (4 for Phoenix and Roane) - e target person or Lhé ward of the

Secondary 5 target oby “object is in the possession of a living
Hostiles: Jeopardy (if location is dangerous) - being (o ) eithier the red halo of the being

is-used, whichever is greater.
‘mizkes a roll against the resistance

‘T murmr her name across the measureless 3
fined by the chart above plus the

- and she will come to me, She will ot know wh § ;
comtes, or that T am bére waiting for ber; But s ¢ red halo or ward protecting the
make the journey nevertheless. How may mio { b multiple of 3 he scores above the

- we lured to us in 1his way? How many obfects Jfrom SISt s the amount of time he must wait
- our boards bave we recalled with this kind of whisper?” ~ for the serenade w arrive,

Description: Come-hither is an ancient Anopheles Dnce a living target of the serenade

serenade whose power causes its target to be inexorably | -arrives; e will have 1o use other means to
drawn to the player, no matter where they or the player secure ation. The serenade ends when the

may be. In the case of a living target. he will make his reaches it’s destination.
. way to the player dcross nearly any distance. :
= in the case of inanimate objects, circumstances

and probability will alter around the object, causing it to

 ibe moved closer and dloser to the player. Rank 1. Indefinite wait (living target does not feel

rushed, waifs for vacation time off work or

. : : good weather, makes lengthy and complete
Rﬂﬁsm"e Cbart i - .preparations. He will tell others of his
> : : : ‘destination. Both living being and inanimate
‘Resistance Familiarity : © . objects arrive at harrator's discretion)
1 Person: jnunm[ely familiar, kno‘vg the target Rank 2 Leisurely wait (living target takes time off
better than dnyone else when convenient, makes good preparations,

‘tells aniyone who asks his destination.

-Ob;u:l owned by the player for a lon in ! [
- Inanimate object arrives within years)

2 Person: familiar, knows the targ
as anyone ¢lse. g
Ob]ecl owned by player r_- &

atient wait (living target insists on time

imediately but will redsonably

gmodate other responsibilities, makes

dte preparations; tells only those
thim:of his destination.

§Labject arrives within months)

it (liv{ng‘!;a.rgel insist.s on

e has ieamed a I.i:tle fm "

s not awdre caf h;s dﬂstlnabon angd make.-,
no preparations at all. He will do whatever
is necessary to reach the player, but will
pay no attention to his route.

_ Inanimate object arrives within one day)

documentauon of the Ob}et.t have be
- studied by the player
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[ ~ System: The player makes a roll against the resistance
C 'r a a e S ; defined by the chart above. For each multiple of 3 he
TR : scores above the resistance, he can sense more subtle

Mental Links ' ; feelings of danger from those in the link (and thus wﬂl
) hzwe more tlme to react on their behalf).

Litany: “T'wo minds inte
Resistance: familiarity of peopl

+ number: of peopll
Complexity: 5 (4 for Banjax and
Duration: mdeﬁmte

Cradfe does not perceive the future — it
e present thoughts and feelings of it's
ng targets resist with their red halos.

el I that I bave
erstand your

“There is a closeness betweern
rarely felt in the ages I bave lived.
need to make your own way
will not hoid you back. All §
us to share the Cradle, a bo
that I can sense when you

Member is experiencing é-physir.jal assault

Member is experiencing the feeling of

. being entrapped or of being in -mortal danger
‘Member feels he is in some ot of
danger and is on the run

—tqetbér"so.- R K3 ;
I have taught. =

you much, but there is so  mole you are not )
prepared for.” Lottt ‘Rank 4 =~ Member is expenencing the fear of
: : being followed -
Rank 5 = Member is experiencing the feeling %

Description: Cradle is a telepathi
(or more) individuals. Whenever o
Cradle is endangered, all the others se : 2,
through a series of vivid flashes of vision. Any members g

of the Cradle that are able to see one another (even : . a, T e

over a video-phone or other long-dlstanc‘e dewce) can : : ; s ;
telepathically communicate with one another as long 4s : Lowering Inhibitions

being watched

the visual contact is maintained. ; ; ;
The resistance of Cradle is based on the closeness Litany: “Break the chains that bind desires. .

of those in the link to one anothér: The less familiar the Resistance: red halo R

player is with any member of the bond, the higher the Complexity: 5 (4 for Anopheles and Roane)

resistance. For every additional person in the bond the - Duration: scene

res:stance increases by L.

Jeopardy -

Resistance  Familiarity

3  Intimately fam:lu
better than anyo _:5: ok

6 Farniliar, Know:

\-\ a.baw you at the realm of the sky.
Wenly forced to carry the weight of ytmr
fall like a rain of stones.”

i i b b : .' escription "are acts as a mystk: intoxicant on its

9 Acquainted, hagimet {hel target an drget, caysingthimflo lose his self-control as if he was
: e frametie: encol attcurs, he becomes easier 10

12 ~Introduced, has fet and exshang¢d4 fev manipud ate, dltho i ch he will respond more strongly o

from the encounter

15 Unfamiliar, has never
but has seen pictures,
or heard descriptions =

N R ST e

e :
System: The Player makes a roll against the red halo of
- his target. For every multiple of 3 he scores above this
resistance, his target falls deeper-into a drunken revel,
as described in the ranks of effect below.
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Special Notes: The Jeopardy hostile must be. rolled if
“the serenade places the target in danger.

.-. Ranks 'of Eﬁect;-

Rank 1 Inhibitions loosen, as if the target -
: ) : is intoxicated
- Rank 2 All mhnbmons are s‘tﬂpped The targ
becomes extremely uninhibited,
: giving way to buried desires
" Rank 3 The target speaks every though
] | crosses his mind when questi
. Rank 4 Target responds to any challengé
Rank 5 Target will do most anything 1
Supernatural P
Limr_iy: “I am legeﬁd h
‘Resistance: . blue halo + contacl proXun
- Complexity: 5.(4 for Phoenix and Amd-me)
Duration: series
Secondary
'Hosules : Fam:hamy

“Yes, I realize be's been searching for mﬁ)mmivn
about me. Several of my mortal contacts bave reported.
that he’s trying to gain access to the Antiguity Collection
at the library. His curiosity has grown to demanding

_proportions, ;

You seem alarmed Wasted energy, do not e

o trace of me when I'm through. Thegs t
- right, I will cteai with bim persomwv :

: Dm-lptlon: Daze is an amnon
of practice. 1t allows its. play‘er w©

10 learn more about the player's gersonals
Information that he seeks "E‘ sca

. misdirected. Witnesses who wish t s :.'*':a'
about the player will suddenly cha g hei
forget the information as long as thel

around) Recon:ts become misplaced \-4 :

: fact, documented pmof he may alteady pos. i
become dammged or lost under the effects of Daz& e,

-;‘Resismnce Chart

Resistance . C@nmm proximity
1 - 8kin to skin contact between the pla}rer
[ inconscious target .

contact establishec between player
ous target, whether skil_:g' o skin
barriers such as clothes dnd armor
d ‘l:ar-get within visual range

an image (photo, video clip,
sion broadeast, etc.) of the wrget
it to focus
d target have no contdct
‘otherwise

makes a roll against his target’s
ntact proximity. For every multiple
the resistance, he conceals more
elf from the target.

nnot be extended. :

Some facts about the player are contradictory 3

Rank 1
Rank 2° Some facts about the player are
¢ o _completely nmleadmg
Rank 3 "Few real facts® hecome available;
i some rumors can be found
Rank 4 No facts about the player can be found,

TUMors dre- abundant
Fm, No evidence or memory of the Plﬂ)fff
be discovered by the target,:

b \the player never existed

1e keen nose smells all power.
difected - 15

B otwn porver. Sometimes we use Diadem {6
eemi ot a faise ripple, (o draw them out and into owr
trap. There.is no qaaﬂergiwn in this invisible war
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Description: Diadem’s effect is simple — it creates a Description: Diluenta allows it’s player to convert his

false ripple similar to those when an Immortal fails a body into an amorphous liquid form. The player can
serenade (in system terms, when a null is rolled). The also allow an immortal to convert an object or the body
player can determine how far his ripple will extend. of another being into liquid form.

er makes a roll against the weight of
n. For each multiple of 3 he scores
the target gains additional abilities
in the watery form.

System: The Player makes a
wishes to affect. For every i
above the resistance; his ri
increasingly powerful.

Special Notes: Once a ripp
creatures such as Droves g
find the weakened immortal ar
can before killing him. Players v
be careful of the consequences. Cr
may draw the attention of very powe
beyond his capability to handle.
Diadem is a long range serenade. As suc

otes: In addition to transforming him into

1, Diluenta allows the target to exist in extreme
ratures and pressures without suffering any ill
See the ranks of effect below.

two beings that take on a Diluenta form do
ogether unless both desire it. Mingling
tirc being of the player and his

ome as one. Both entities feel the

first 15 levels on the distance chart are free. (Distance is same sens; { share any depth of thought the
not a factor if it is 1 mile or less.) Beyond this point, desire, as if in"g ic communion. This mingled
resistance accumulates as normal. state is said by tF o be the most intense form
of intimacy possibl en living entities. Roane will
Ranks Gf Effact: : often, upon meeting dniother of their Pride, assume this
form and mingle together as a means to secretly
Rank 1 Weak: Those sensing it will believe it to converse. This art was once a secret of the Roane until
have come from a young immortal or stolen by the Tautha. It was used extensively in Atlantis
one just out of Lethe to promote brotherhood between Immortals of all the
Rank 2 Substantial: Those sensing it will believe it Prides, so much so that this period was known as the
to have come from an average immortal Mingling.

Whenever an immortal attacks another creature in
this form (an ability gained at the 5th rank of effect) all
of his halos are considered to be at half, with the
exception of the violet one, which remains the same.
The target of Diluenta may end the serenade at
il Unwilling targets are not affected by this serenade.

Rank 3 Energetic: Those sensing it will believe it
to have come from a strong immortal

Rank 4 Potent: Those sensing it will believe it to
have come from a very powerful :mmortz.l :
on par with a Paragon ” —

Rank 5 Mighty: Those sensing it will

Dilu

stible liquids of all kinds. He can
and water temperature and pressure

¢ body can quench any normal fire it

Hiny Te Anat0 tover without harming him. His body

Resistance: weight or areg a R e e T e
Complexity: 5 (4 for Roandja s peid

: ; resgire up to 600 fathoms
Duration: scene )

ayer’s body becomes immune to any form

“Your kind are too used to drid . i) of physical attack as long as he remains
bones necessary 1o support your bodie > / 4 perfectly motionless. Can withstand water
deepest sea, a place of such overwhelming \ e temperatures and pressure up to 1000 fathoms
you would be in tervor for your life. In the dry worid-ye fan Player’s body can move about at will and
have places to bide, but the sed is an open space. You even strike others. Can withstand water
must become one with the sea to survive it.” temperatures and pressure of even

the deepest oceans



the aura and it’s ha.lo u)]ors 50 tramp.n’ent that they
cannot he perceived. A.n unmurtal appears as

out of the halo-sensitive pemepwn of the
other creatures so that they seem to be litl€ m
inanimate objects.

"Sysﬁem. The player makes a roll againsr. the highest
number of motes he has in any one halo. If that
- number is 7; for example, his resistance to the serénade

s 7. For every point he scores above the resistance, the

difficulty of seeing through the dimming increases by 1.
~An fllusion hostile can be attempted in order to sce

-~ through this deception, at a dlfﬁculty eqml w the

+. serenade strength.

. Special Notes: Immortals can use Dim on mortals as
- well. The serenade does no real damage, nor does it
 weaken its target in any way. All hdlo colors are
dimmeci to the same extent. :

. The effects of Dim remain in effect-as long as the
immortal stands perfectly still when touched by another
living thing. If, however, he voluntarily moves, his halo
will return to it's full colors: If he is notin halo-to-hale
eontact with another living thing, the player can move
“without his Dim aura becoming seen as long as he
- “remains out of halo contact with his opponent. This is
especially important when dealing with Droves since
their entire range of senses is based on perceiv mg the
- aura itself rather than the shell it inhabits. 3
1 An immortal may use less than his maximum
number of motes to partially dim his halo. This can
mike an immortal seem less powerful than he really is.
Anyone who. successfully overcomes the illusion hostile
“will know that the halo is dimmed, but will not know
‘how many motes are concealed:

®

Dommo

Deep Ut‘mia‘srm and msgunes

i dentity be buried behind the eyes. .

Litany: .

Resistance: - blug halo + disguise complexity

Complexity: 54 for ﬁnophe[es aricl Phoemx)
U Duration: -50&_{!;.

Secondary . ;

Hostiles: Pd lhamy }eopardy

: "A lot can be said for the instinet we bave preserved

" in ourselves throughout the ages. 1o be able to look inlo
 the eyes of our prey.and sense what makes bim fee! safe

has become apozwrj’ul frap for us. As for me, my fear
comes in getting Jostin the mind of the truly faithful. io
be warped inito something thal the  prey will use to protect
himself, Go carefully when you present Domino, lest the
Idndly pmleaar yma pmray becomas real tnyou.”

15 ns a form of telepath:c scanning
glamour Immortals use to

on a day to day basis. While
Alure and Metaphor Dommo concentmtes on

drget a'u'id player where expe:ctamm:. of
sotbed and reflected by.the player.

ie player appear to his target as -

LS OF admues

G Ré'siSmace Chart

D xsguise Complexny

P‘layer appears fo tirget as a; ‘type of person
‘with a reputation for altruism and. .
protectiveness, such as a fireman, police
officer, dactor, priest, etc. His actions will
reflect the target’s expectations of ‘what
‘these types of persons act like

‘2 ; Playera intance the
; 8" fre ontret with,
'_su
: _ %ﬂr nience
; a nei distant refative N\
3 Thelplayrappeat as spm thets
sportgfighte, politician or love interes|
4 layer ne the | T
krigyws very :‘; 1b11ng,, pargnt,
<hild o spouse
5 Player appears 4s someone (g ing)
the target_ 3 ieithy; Su an angel,
OSt parent, etc.

. ‘earth spirit; ghog



|
|
]
I
|
i
|
‘
]

System: The player makes a roll against the resistance Description: Dowser allows an Immortal to track an

defined by the chart above plus the blue halo of the object or person past any and all barriers in his way. To
target. For each multiple of 3 he scores above the begin, the player must be somewhere the target was
resistance, his performance becomes more perfectly in once located. From there, he can track the follow the

tune with the target’s expectations path taken by the subject.

Special Notes: Despite th
between player and targeg
logical reason he can give
the target will question hi
ranks of effect. Any time theig
harming the target, he must s ¢
hostile or Domino fades, revealmg his t:rue
fluid morph-like effect.

Resistance  Time

in question was in the same
ithin the past day

ject was present only days

prE\nously
. i 9 Months have passed since the object was
Ranks of Effect: moved
Rank 1 Target is shocked, finds the disguised 12 It has been years since the object was in
player’s appearance hard to believe and this location
HeiEs 10 prove i playet i ok who he 15 Object was present an indefinite period
appears to be

; of time in the past
Rank 2 Target is taken aback, strongly questions
the appearance of the player and avoids o
devoting his trust to him until he has Rijiiines . Neag
proven himself 1 The object in question has almost no personal
value to the player (an inconvenience)

Rank 3 Target is amazed but doesn't question the : 2 ;
player's appearance too much as long as 2 The object being sought has little value to
the player doesn’t say anythmg that the player (it would be helpful to have it)
drouses suspicion iz} The object has some present value to the
Rank 4 Target wants (o believe the player is who player (it is wanted badly)
he says he is, and will even ignore 4 The object has great present value to the
minor idiosyncrasies player (it is vital for the player's objectives)

Rank 5 Target will absolutely believe in the pla er’s
1denuty and will not question ity e95:

5 The object is crucial for the player’s present
need (earth-shattering or life and death
situation for the player)

Litany: “Beware the Iig pt have a present usefulness to the

acrucial to his needs the object is, the

! ; 5 4]
Resistance: time elapsed sikice okject was ihgame” : V anld of affect he must score to follow its path.
location + need @ + gree b ¥/
Complexity: 5 (4 for Dracul anshNimieg fie nagrator carries the final decision on how
5 3 for all H;ghbmde ; ject is at the present time to the player,
Duration: episode on the use for the object and the situation

S

“My condolences on your loss of a family be: G0
I'ni sure it meant a great deal 10 you. Of course, if you Special Notes: Wards placed on objects do not affect
permit me, I can find it for you. It may take a while, but the difficulty of Dowser.
nothing is impossible, I only hope the thief was mortal
and basn't had time to move it far.” ;
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Ramks of Effect:
Rank 1 Player can follow the path the Ob]r.‘Ct
followed, over any solid surface

Rank 2 Player can trace the object’s path, even
3 ACross waler

Rank 3 Player can trace the path through tl‘lt., a.u'

Rank 4 Player can trace the path u:hrough the Le
membrane

Rank 5 Player can trace the path no matter wh
; esoteric form of travel required .

Embev
Creating Five

* Litany: “Heat upon. heat, thy
Resistance:

3 ! we_ight + COl
: 'Complexity: 5 (4 for Pe
- “Our eyes. open and the

- them is unleashed. This fire we use to cleanse all tbat
‘seeks to_bar the path of the truly worthy. You stapd in
our path. Perf}aps you sbnuld be cleansed.”

: Dcscrlpﬂon. Ember is the: abl“ty 1o excite molcculeq
into a frenzy of activity, causing the targer to burst into
flame, The target can be living or inanimare. 1f played:

_ against the inanimate, it sparks a normal fire that can
eventually consume the item, S

Resistance. Charts

Resistance Cambustibility
1 Substante burns fiercely a

: non-ﬁx_*eTret"a,rchng fabi
. clothes and carpeting|iw

“tinless Rre is constantyNende
(green woud‘,- rubber, plas

uhm mcaal ﬂdme-rctardam materials’

; . e
R Substanice is practically impervious to
2 normal fire (asbestos, thick metal or

. reinforced glass, water; stone)

Remstance Wéadmr/dampueas (1£ d.pp.[LCdblE)

1 _dense fog or extremely high hutmd)ry
2 .. light rain, of damp substance

B dovmpo _ pamally submerged target !
¥ "_targer underwater _
5 _'targe! in vacuum = nooxygen .

em: ﬁga.{ t.he immmnte the player chuoses his
{ e from the above chart.

ire listed under the resistance. he -

§ any substances with lesser

ffected by the heat of his flame.
]-ugher res;srance than what is selected will
ed, only 5ieghrly charred or

In this manaer, dn Tmmiortal
fire.

of non-living things is based on
 the arca or weight of the substance
immolidte (whichever is greater).
her or substances add to the

'vnolel halo, Weather cdndir.:ons or dampnees of the.

target can add to ' this resistance. Exceeding the violet

~halo by mulﬂples of 3 creates mcreaamgl'_f severe

wound ranks.:

Ranks of.Effcct: Sh

Rank 1 ' Objects burn for a normal duration before
they are consumed, hvmg target mkes a
ll,ght wmmd

e are consumed within 1 round (ten

'.k living target mku. severe wound

c:o_nsumed,mstantiy,
it takes mortal wound



iﬁmbface

¢ R g we;ght foras -
long as the player. n1ammms contact The serenade ends
when the tirget exerts enough force o overcome the -
hostile, or the player releases the target.

System: The tesistance is dctennined by the weight of .
the target itself, or the orange halo if the target is hvmg :

The Player makes a roll against the target’s resistance.
For every point he scores above the resistance, he 3
increases the strength of his grasp by one. Moving the
target (breakmg the grip) requires a success against an
orange held/grappled hostile with a difficulty of the
pkayet’s orange halo + the serenade effer.'L

Special Notes: Objects that are’ mmmbﬂ:zed by :
Embrace cannot break free, including vehicles, They
considered halted until the player releases them, or.
amother living being breaks the grip..

Ena  

Bm’ly ecomw 'Bmc :
Litany: “Supple be the hmb a.nd blade i
Resistance: complexity of chauge
Complexity: 5 (4 for Peri and Roane)
Dumuon

scene

_ “In the underworld, we Pen gmw blades Jfrom our

f‘mgers-’ 2
“In the ocean, we Roane gmw :be mh of sbarks
Sfrom ours.”

“Fry'the senderworld we be_come beam!ﬁd gﬁﬂ‘é”‘mg s

weapons for the arts of war!”
S "In the ocean; we. become tbe rrmsum zba: tbe
enemy comes seeking.”

“In the underworld, our Endue‘makes us sbe most

Sfeared of creaturest”
L only Because the Roane are nox n tbe
:mdemwrki Yori R AR

Dﬁcﬂpﬁoﬂ. Fndue is an ablhty developed bv the Pen ;
“to transform their limbs into organic wedpons in the
shape of swords, axes, hammers — virtually: any sort of :
melee weapon. These weaponed arms and legs grant
extra damage to the player during combat, orcan’be
~used as tools of many types, as long as the tool is not
 complex (such as power saws, drills and the like.)

Resistance Chart
Resistance - Body. afiected :
3. . Transform a single digit (ﬁnger or toe) into
~ a weapon or tool (base damage of 1)
6 Transform any or all digits into _weapons‘br.-
“tools (base damage 2 plus rank of effect)
9 Transform entire limb (arm or leg) into a’

weapon or large tool (such as a shovel,
take, grappling hook) (base damage of 3)
il'tansform entire body into any simple
eapon or tool (a spear, katana, AITOW,

w, longbow, screwdriver) (base damage 4)‘
ntite body transforms into any exotic

'weapon or ool (a compound or cross-bow,
ﬁrearm) (base damage 5 plus rAnk of effect)

he msxstance of Endue is based on how

f his bady the player wishes to transform into a
The more of his body he transforms, the

r the resistance. The player can ultimately

sform his entire body into a weapon. )

The player makes a roll against the resistance. For
multiple of 3 he scores above the resistance, he
ireases the amount of damage he can do as 4

eapon, or the precision of the tool whose form he
ASSUIMES. :

- Special Notes: The base damage of the weapon form
.of the player is based on the resistance he chooses. If
he transformed all digits into blades (resistance 6) he

n striking, he adds his
e o O

unless his entig edd and he is
being used : n that
case, the ai erson’s ofange, is mstead applied.

: gatetial of the weappn-form off the player
depend his h i formri-if-his hinjsati\i ade
of metal] the sword he bepomes will be cpmpbskd of
metal: I imsati is fire, the Weapon is fhis
himsati agimal, the sword might apj be
made of Wy, like a long claw, or of the substince of
hoof or hd It anhﬂ%zﬁmm willusbally
have an orgamid.and alien appearance w ompared
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In the case of a Perl who uses Endue, then uses
“his himsati's artifice gift, only the rank of effect bonus
_(below) is cumulative with the artifice’s damage.

If played upon an unwilling target, the target may
resist with' his violet halo.

Raks of Effect:

Rank 1 +#1 damage bonus,

tool is crade (hammer)

~Rank 2 +2 damage bonus

Rank 3 +3 damage bonus,
ool is refined (scresvdriver)

Rank 4 +4 damage bonus

Rank 5 +5 damage bonus,

tool is exceptionally precise (pai

Epitome
Taking Himsali Natures
The force of nature

ives your power to me. . .
iolet hale

(4 for Nimrod and Terat)

ot

2if1s of the beasts and use theni in
reveren closer and let me show you how this is

done... .

tome allows the player 1o touch an
{one of it's powers as a himsat nature
es himsati form (or if he is already in
ihis nature can be used as any other for
e serenade.

er rolls against the violet halo of his

System:
target. B ple of 3 aver the resistance gains him
use of ¢ for a4 greater period. of time. A bird,

have it’s wings nature emulated by the
e. During that scene; the player gains
msati form.

Special Notes: The narrator should consult Immortal:
Shapeshifter’s Manual to determine which natures are
available. Natures ¢an be mken from normal animals or
from Immortals. The entity from which the natures are
derived must be touched skin to skin. They do not lose
the use of the natures, even while the playeér gains such
use: Only one' nature may be: borrowed at a time.

se of nature for a clash

e of nature for 10 clashes
usaé\of nature for the scene
uselof nature for the episode

use Hf nature uniil animal dies



B i e s g8

“will extract will be a pem‘bl_ﬂe. e

; . the narrator based on the situation. For every multiple
E v e n S O n g ~ of 3 he scores over the resistance, he gains speedier
g (and thus, more dramatic) fulfillment of his wish (and
AW fb G rant f-’d ; ; . speedier arrival of any companions in the area).

The Bloom extracts a price for those

t's enigmatic power. The price is usually
compulsion to protect or save some
that comes under attack by minions of
some indefinite point in the future, a
over the player which inevitably

ect conflict against the dark ones of
e Sanguinary, Conversely, events might steer him

ore subtlety in that direction. The difficulty of his

: ! ‘Bloom Quest” is based on the rank of effect he scored.
intervention always brings 4 The greater the wish, the greater the price. :
voice i1t an Everisong unless i / How the wish is fulfilled is left to the narrator o
you fail to beed this warning e pi earth berself decide, A player's wish may be “deliver me from my

: enemnes"’ and he may suddenly stumble into a Ley-line.
and be carried away from the scene of battdle, or a gas-
main might explode and cause the battle to be abrupty
people might gain food when a pizza-
legacy of the deszroyed Sunedrion fore delivery truck s to avoid being hit as his cargo’
covered all the Habitat, Some Immortals b . flies out the door, the wish will be linked 1o the
Sunedrion's presence over the Earth gave it a form of arrival of hif . Imagination tailored to the

Litany: “The bloom does
Resistance: present danger to p
Complexity: 5 (4 for Eremftés

“:r?Je older Immortals know o
remember when it erupted over this §
of the Primals with it’s purity of po i
Mankind who still elude us, races th
thus never looked into the e

“We can call upon

Description: Evensong calls upon
known as the Bloom, a power 1

sentience, a self-awareness represented by the Bloom. .t_.ltudnon enhances the drama of this ability.

. The serenade that calls the Bloom causes = £ The wishes of Evensong are not cumulduve One
probability to aJter around the plnyer creating a ; must be fulfilled before the serenade can be used again.
“miraculous” situation which can keep him from being .~ The Bloom may 4lso directly censor anyone who calls
destroyed, or altering events to accommodate a wish he upon it’s power 100 often.

may have. The resistance is based on the fresent. need ;

of the player for the miracle. :
1f any members of the player s companion anu'nal ; s of Effect:

(or. substance) are within audio range of | r.h:s sere Bﬂnk f ﬂ:

Wish granted sometime during the series (a
series of ‘events causes wish to come true)

ish granted sometime during the episode
o I Aseries of events causes wish to come true)
R&SISMH fl‘_f S . ; ish, granted sometime during the scene
S e : \. become dramauca[ly ch.mged to
Resistance  Present need

3 Crucial ¢(player 8 & ted sometime during the round
- hopelessly outnigmbeg T flec. % claghes) (ess subtle events dmmauealiy
greatly wn.hout &e whish Bei 131} i 7 Lo\ - grant wish)
6 Grave N T ‘ - nted that clash :
9 Séri.ous , instant granting of the wish)
12050 ahd NS
15 Minimal {player is notInju

System: The player verbally makes his wish, invoking
the power of the Bloom. He then makes a roll against
the resistance table above, its number determined by
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Filament Flux and Elow

Enlanglement ; Defiance of Gravity

Litany: “This be the d S itany: 1 walk where T will . .."

 Resistance: hardness ran green halo
~ Complexity: 5 (4 for Ardchi . . £ 84 for Arachne and Banjax)
Duration: indefinite (1 a ¢ : ne

Created 4 :
Hostiles: hen doun is any direction you desire, Escher's
of fancy are only the most obvious possibilities.”
“We spiders can spin a j ;
perbaps out of your s hair? tion: Through the use of this attention, the

his target) can walk on a variety of unstable

Intriguing isn't it? How painful to b
om vertical walls to clouds. -

own hair.”

r makes a roll against his green halo

) For every multiple of 3 he scores
player can walk on

stakle surfaces.

Description: Filament allows the player to spin
out of any object he touches. This web sprays out and T
entangles his target : over this resi

Resistance Cbﬂﬂl Special Notes: Any Tmortal under Flux and Flow

ignores all tactical hostiles.
Resistance  Hardness rank

i Hardness of 1 -3 '
2 Hardness of 4 - 6 ; Raiks Uf Eﬁect:
3 Hardness of 7-9 - . ey Rank 1 Target walks on steep inclines, tightropes 2
g Hardaess OF 105 42 : i and ledges as if on flat, solid ground
5 et of 13515 Rank 2 Target walks on 1iqui§15 as if on solid ground
i Rank 3 Target walks on or sticks to walls
System: The player makes a roll against the hardness and ceilings as if on flat solid ground

rank of the object being used as the source of thesssr=s
Filament, plus the green halo of his targggfor each

point scored above the resistance,

becomes more severe.

Rank 4 Target wialks on floating dust, flying leaves

etc. as if on flat solid ground

&y Target walks on a flow of air or any other
wrface, no matter how turbulent of

: fl 1 d
s Nilbeos Hreaking free ble, as if on flat solid groun

orange Held/Grappled hosule ith A diffi
the hardness rank + effect scde. S€0) ver
this difficulty snaps some s 5
reduces the difficulty of furthg
by 1. If this difficulty is redude
from the web.

Attempting any action X
while under Filament requires y
Held/Grappled secondary hosnl

Throwing a normal net at
against their greén halo but not ﬂ'le
rules as Filament apply to breaking




- life that art whac:b o P ers hate discemed
. that there are limes wben twe: make a piece for the

- express purpose of bringing it to life. If this disturbs you,
we have becm al least partially successful.”

o D&scﬂpl:lon: Galated is the name of a se
by immortals to bring to life an inanimate
| piece. In many ways this attention is similar
- Magdalen's Allegory secret, but works its wonders in a
 more base fashion, While the characters of Allegory
possess knowledge, personalities and skills based on
the literary environment from which they sprang, the
~objects made flesh by Galatea begin their lives with
~ only instinet to gu.icle them:

- Resistance: The resistance of the created being
- depends upon the capabilities it will possess. As the -
. creations begin with no skills, the resistance is :
- determined by the halo miotes the player wishes his
- creation to ‘assume. The Narrator may mlpuse a limit at
- his discretion.
Certain ‘pieces of art have magick stored within:
- them that can be applied against the resistance. (See the
= sidebar on Magick on page 112.) In many cases, art can
acquite magick swiftly, sincé the appeal of art is its
immediate visual message. The Narrator can assign to d
“photograph, painting or other object d'art a rating of
~magick as he sees fit (the rating can be as high or as
low as he wishes). .
3 If the weight of the object is greater than 250 lbs 5
- its weight category - 10 is added to-the resistance.

System: The player rolls against the total number of
motes he wishes the object to have when he brings itto -
life. He applies as much of the object’s magick rating as

~ ~he wishes. Magick expenditure is permanent. In this
way, art is drained of the magick it has accumulated.

~ For every multiple of 3 by which the player exceeds the
* resistance he scores a rank of effect, as described

below. The higher the rank, the more kindly dlbp(ﬂ,d

to the player the entity will become.
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Rank 2

~ Special Nﬂtes.. Galatea: is useful in creating creatures

out of paintings; playing cards, statues, photographs,
almost anything at all. Non-human art objects will
assume a disturbmg appearance once they are made

. living. It is known that the fortresses of the Arachne are
- all filled with living fumiture, tools and weapons that

prowl around t.he d.Lm hdl}s

Ranks of E_ffect: :

Ra_nk y _'Ennty" is unmotlvuted by the pla]rer treating
= - him according to its own personality:

Entity is inclined to lisien to the player’s
‘suggestions, and will act according 1o its
% own petsonality, aiding the p[ayer as Iong

~as itis not inconvenienced

% Entity is friendly with the player, and will act
; _aucorﬂmg}y Tt will not place iself at any risk

Enmy is fascinated or drawn to the player.
1t will do most anything the player asks as
it'is not put in mortal danger.,

F risks are acceptable ;

ty is completely obsessed or protective
of the player. It will do whatever it can,
even placing itself at risk of destruction,

o please the player

Rank 3

Rank 4

-Gambm

; ,I'oral 81 nncerrrm!mﬂ
“The reed bends in the wind .
. any halo color
4G (4 for Nxmrod and Phoemx)
: ‘Tam! Cor;cemmﬁon Nor less, or you fail.”

Descﬁption. Gambn allows an Immortal (o focus his
that he can pracmally

'*wﬁww '
c sém&éi of &ﬂln&shﬂ%

wubhes 16 focus. IE he warnts to ig

defined by halo he ws et : A uluple of
" 3 he scores over this resiSaace, he i sincreasingly

higher ranks of secondarv hosties att.lche.d to that color.



Special Notes: Gambit does not directly aid any talent
roll (or other primary hostiles). Gambit may not be
extended.

Example: Makeda is standing in fog. She uses Gambit
to focus her blue halo so thatsk i
visibility hostile she is un
blue halo of 10 and scores
resistance by 7. She can ig
2 or less during for her né

Raks of Effect;

Rank 1 Ignore rank 1 hostiles

Rank 2 Ignore hostiles of rank 2 or below

Rank 3 Ignore hostiles of rank 2 or below

Rank 4 Ignore hostiles of rank 2 or below

Rank 5 Ignore hostiles of rank 2 or below

G tria

Escape Through Duplication

Litany: “I am many. . ."

Resistance: violet halo

Complexity: 5 (4 for Arachne and Tautha)

Duration: scene

“When the enemy closes on you, it is sometimes
wise to split yourself into many to escape. Let him chase
each part if he will. It is rare any hunter will capt,
h is p’?y- ». g s

Description: Gemetria is the ability of#l 2
transform himself into many copies.@f his hifnsati.
effect is quite startling as the i 1 ."e%. 3

into a flock of birds or collapses swarn et
beetles. Each of these duplicated
area and later recombine into ty

System: Resistance of Gemet is
player since he must force hist
apart. The player rolls against 1
violet halo. How much he rolls'¢
well as what his himsati form is, g
of duplicates, based on the entries\
in the following format:

Type of Animal: System

Very large animals such as whales, elephants, rhinos,
large dinosaurs, esoteric himsatis such as fire, lighting or
any other damaging forces: For every 3 over the
resistance, gain 1 duplicate.

ure all

Large animals such as most herd animals (bighorn
sheep, bulls, giraffe, zebra, horses, large reptiles such as
crocodiles). Esoterics which are not innately harmful
such as water, light, shadow, etc.: For every 2 over
the resistance, gain 1 duplicate.

Smaller animals such z
snakes and other rep

, dogs, cats, rodents, birds,
or every 1 over the

pecial Notes: No matter how many of the duplicates
of Gemetria are destroyed, as long as one exists, the
immortal is able to reform in his terrene body. He
cannot make the duplicates attack anyone, but can use
them to spy on others, if he wishes. At the end of the
scene, however, the duplicates will seek to come
together as one.

If at least half of the duplicates are captured, the
remaining ones cannot reform the immortal in his
terrene state. The captive duplicates must be killed or
freed before the immortal reforms in his human state. If
less than half of the duplicates are captured, they
dissipate at the end of the serenade while the
immortal’s essence abandons them and returns to his
terrene shape.

Duplicates will independently defend themselves
if anyone attempts to stop them from fleeing the area.
They are not under the control of the player. No
duplicate has any skills of the player, but does possess

the himsati natures of the prime aspect.

Gesta[t

Stealing Skills

fhto dark innocence is shed light. . .”

‘l k of skill stolen or red halo

. ption: Gestalt allows an Immortal to steal the

e o
skill from his target and use it during the scene, while

lowering that same skill in the target. The resistance of
this serenade depends on the Complexity of the skill
stolen. Stealing a vogue attention would create a
resistance of 15 since all are of a Complexity 5.



Resistance Chart

Resistance  Complexity

6 2

" 3

512 4
ST 5
18 6

_ System: The player makes a roll against the
* defined by the chart above. If the serenade i
resisted, the resistance is based on the red
" of the skill complexity. For each multiple
- above the resistance, the player gdins a
the skill he has chosen and lcm ers it
same number.

.‘-Special Notes: An immortal
~skill than his opponent posse
- himself exceed rank 5 of skill

Stealing a skill from an
- contact: This touch can take the form of a melee strike.

more ranks of

“For. Example: thon wuses gestall 10 steal a dodge skill
from his nimble opponent whase dodge &s 5. He hasa
- dodge of 2, 50 bewill want to incregse bis rating 1o 3 or
more. His opponent does not rvesist. . Dodge has.d
 Complexity of 3, creating a resistance of 9. Pashon 1olls
< atotal of 20. He scores 11 abpw the resistance, stealing
3 ranks of skill, reducing his opponent 1o a dodge skill of
2 while increasing bis own skill 10.5.

: Ranks nf Effect:
x 1 skill rank acqul.red d
2 skill ranks acquired /7
3 skill ranks acquired / :
4 skill ranks acquired)

..',G or g on
]'eniﬂtauuﬂ

v i “'Medusa s blood is cold 4s. stone. . "

istance: | greenhalo
aplexity: 5 (4 for Anopheles and Tau[ha)

scene
: lgﬁcu:iﬁered (orange)
(s see bow km'gb 1 can make you. . "

Gorgon 18 the attention which allows an
obilize his target by wrning them to
‘vely transforming green halo motes
iolet halo motes (resilience) the player
into stone. He becomes more and
his own weight, but takes on the

gainst the resistance of his
ry 3 points he scores above
s 20%. of his targel's green

ce, {
" halo o the wulet halo When the green halo is reduced

1o 0, the target is compleétely hurned to stone and cannot
moeve. . A ALE X

Special Notes: If the entire number of green motes in

the target's halo are not converted to violet motes, he is

*under an encumibered hostile whenever attempting any

physical actions due to the heaviness of his flesh. The
chﬂ‘ culty tank of this hosule is the same as serenade s

en halo is converted [0 violet,

- Vo ofof -\
. Irank ; mbercd hosule



! séii“cﬁP n]axandMag T
VIS 1 emulofma? 1
e

wiﬂcontm“b ! TN
things alien 1o its pmpose 17 eAbzqum I@& this gift
bebmd~‘we do not waste i.”. -

Description: Immortals see the farce (}f elecmcnty as
more than mere electrons moving through conductive
materials, Their mcreased awareness has led them to
see this energy as a special “aura” of inanimate objects,
similar to that in living things. When filled wu.h
electricity, machines take on a life of their own.

Tmmortals control machines through the use of
Gremlin. At the lower ranks of effea ‘the player merel
controls-the electricity within a rnachme but at high
levels he controls the very abilities of the mar_hme
can even alter a machine’s abilities.

- A player takes control .of machine by. posw:ss
with a part of his own essence — his Free Immaculum.
Once he joins his soul with the soul of the machine
(the electricity w:thm it) he attains comrol of lhe :
machine : ;

B.esiStam:e !

Resnstance Type of ma.chme

3 Control machines whlch potenua]iy effect a

small group of persons mildly such as most
‘powertools and appliances (except radios.

and television), personal elecironics such as

. games, calculators, CDplaych ete.

6 Control machines which potentially effect a‘

~ small group of persons d:amzuczl]y. such .
as home computers without modem access,
telephones, vehicles with limited passenger

space such as family cars, sma]l an-plan&s Sfcs

Q% Control machmes which potemiaily effect a

o large group mildly such as multiple-
passenger vehicles such as buses, airplanes
and trains; radio, tetevisxon and other
non—ddssﬂt:d uansnw;sions

12 Controi machmes which: potenual!y effect a5

R - large group of persons dramatically, such as \
personal or business computers with - ;
modems, communication satellites,
machines which create food-products,
‘military hardware and vehicles

15 - Control macl'unes which have a profound

;| impact on the pl._inet such as advanced =
weapon systems such as missiles and :
orbital lasers, nuclear submannes macl'unes 3
‘which synthesize bm!oglcal warfare
organisms, supercomputers and defense
department computer systems,
-advanced non-human technologies

Resistance Security Systems
1 Little security, open access to
T anyone who can touch it

_‘imi:vlé p‘;issﬁ*ord or code. combination lock -
Multi-step identification process WIEhOuT.
countermeasures such as alerts

" State of the art sensory security systems.

- artificial intelligence, retina-prints,
finger-prints or DNA markers, appearance

- Fecognition, voice recognition, multi-step .

- identification process with LDuntCm‘ledsurES b

: The player makea 2 roll against the resistance
ed by the charts above. For each multiple of 3 he
above the resistance, he gains one rank of effect.

pecial Notes: Part of the immortal’s essence is used 1o
animate the machines. An immortal cannot use his Free
Immaculum in any serenade until he leaves the machine
and returns his soul to his body. If his body is -

somehow destroyed during the posse%‘wn, he: remams Sl

3 spirit trapped in the mactune 3

’ sible. A large part of the
l‘lizt ‘has been called the Grd

]




Rﬂ“ks 'gf& Eﬁecr,; ; ~ Special Notes; The Fatigue hostile created by Gulag

; 5 : : - grows each night the target cannot rest. Tt does not. -
k1 Gather information about the machine, have any apparent effect at first other than the inability
& what it's purpose and capabilities are e sleep The. target does not gain an additionzl attempt
Manipulate the electric soul of ¢ esist g until it has reached its maxinum
turning it off or on at will onratlcallv resists once per day, as

1gh!, the target s under a rank 1

Stile to all (even everyday) actions. This
“rank each night until it reaches the

uccording to the rank of effect. It stays

pafter until the serenade is resisted or

malfunction
Cause the machine to gperate itself as
normal, including moving if it has that
capability, control who has access to the . -
machine, program a computer o :
telecommunication systems (o

P fa-‘ - rank 3 Gula, : on Ormon o
send whatever signals are desir o 2 st

dnesday Ornon is placed under a rank
grything be does that requires any

i concentration whatsoever (including
st roll an 3 or more on the fatigtie

i action. On Thursday his roll increases
dnd on Friday to'a 9, its maximum

- Mix the abilities of any two ma
(a watch can be used as a telephone,
a télephone can operate as a voice-
activated computer, 4 computer ¢an tune

~in television channels)

G nu [ a g  Maximum hostile rank 1
i 2 : Sk - serenade resistance postponed 2 days
M isgrp \ : : Rank'z' R hoe»ule S .
s = serenade resistance posiponed 3 days
Rank 3 Maximum hostile rank 3; :

' “Harm to me retum to thee. .

: ta violet halo : d R, AR
Complexity: 5 (4 for Tautha and Roane) : Serenade resistnce. RoNIDORCCUA UaYs.
‘Duration: v.enes R : Rank 4 Maximuni hostile rank 4; :
.'Sm,",dﬂry- i 2 serenade resistance postponed 5 days
Hostiles:  Familiarity Maximum hostile rank 5;

serenade resistance pustpnne,d 6 days"

Faﬁgu‘e Widlet)' ok

> slay awake ai night and perimps
“done. The guiag is @ weight on tbe A
wetgbt on the' m-.'-nd Ea ;

3 evewda:é actions.

System. '['he Player makes a roll against 11.1‘s targe

jolet haln For every mulupic of 3 he scores beyon ;
Iio Th H
it - e m SRS of off one. :)iﬂjﬂp m: The aspls attention opens or secures

'6# |



Resistance Cbm't

Resistance 1o
unlock/secure

3/15

Lock complexity
Simple (a padlock, &
anything that requ
Uncomplicated (Lo
exotic, one of a ki
difficult to pick)
Complicated (com!
requiring multiple
simultaneou:
Elaborate
of certain
of a perso
poreprint,

t requires
tha; are also

6/ 12

Intricate (locks o)
identification proc
controlled by Al

System: The player makes a mll ag4
defined by the chart above. For each multiple oF 3 he
scores above the resistance, the effect of Haspis lingers
for a longer duration. The lock will either be set as

“locked” or unlocked” for the duration of the serenade.

Special Notes: Haspis will disable !ocks not . phy'sncal.'ly
open a door. Though a lock which is rendered secure
cannot be unlocked, it may still be removed by other
means. At the end of this duratmn the lock reverts (o
its original condition.

The serenade may also be used to normgllgstocks
or unlock a lock. P il

Ranks o,f Effect.

Rank 1 Lock remains opends /
Alternately, a loc ay be 1 :

unlocked no

RankZ Lock remains o rlfs =
Rank 3 Lock remains 0 %{ |
Rank 4 Lock remains 0 s -_\'- B¢
Rank 5 Lock remains o

- z i : v

Himalaa
Stipping Bfmds

Litany: ‘I flow through. the spaces
Resistance: nature of 1mpnwnmem
Complexity: 5 (4 for Dracul and Magdalen)

locks o

“Close your eyes and imdagine yourself as a flowing
stream of water, stwirling against the dam, searching for .J
tiny imperfections into which you squeeze yourself into. :
Feel your bo'd_'y become quicksilver — nothing can 3
wmam it! Let your bonds hold only the shape of you, but 3

alaya allows an immortal to slip out
at might hold him through becoming a
form of flesh; blood and bone. The
es on the. COHSISEB“CY and

pearance similar to pure molten copper, although the
Pones and veins of the player are dear]y seen twisted
d e]ongatcd throughout.

Wi Eoiei gl iine Ty

3
E

Res:stance':cbart

Resistance  Nature of imprisonment
3 a jail cell, a containment room wuh
: openings such as air ducts

ffs, shackles and other devices that
the player's limbs

9 e, Filaments (a5 per the atténtion)
any other substance wound around the
; immortal
12 " netting of any type _
15 - any bond that completely encases the body

of the immortal (usually a container, box,
or sarcophagus) and any holding cell that is
not completely air-tight, but has securely =
locked doors with no bars or other Openiﬁgs—""

0 The piayer makes a roll against the resistance
ef ned %y the chart above. For each multiple of 3 he
scores abo athe resistance, he escapes his bonds more
cedilin,

iy-tight rooms cannot be escaped using
the person feels he is out of his
onstructs itself in'it's natural terrene

4l Notes:
A Soon 'y

scape at the end of the scene
' /" Escape within minutes

cape within a turn (10 clashes)
# Escape within a clash

Escape within an escapade
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created at a time. The vessel must shatter (warp, rust or

whatever) or be shattered by the player before the
Transferring Wounds to Objfects serenade can be replayed in a different manner. The
ontaining the blood of the player can be

Special Notes: Only one receptacle of this type can be
chor

Litany: “My blood bi from him and still carry out their
Resistance: hardness of

Complexity: 5 (4 for A

Duration: indefinite

“We Anopheles find b Receptacle absorbs a light wound

powerful. Through it's essen
aura, the power of our soul.
Ichor, we make ourselves strong J
againsit us can be absorbed by thosé

blood inbabils. In the awful ages when Wese
Abzulim we learned this great power so that 1
better fight our master’s terrible wars."”

Receptacle absorbs an impairing wound
3 Receptacle absorbs a severe wound
Receptacle absorbs a crippling wound
Receptacle absorbs a mortal wound

Description: Ichor allows an immortal to place his
blood in an object and make that object the recipient of
a single wound that he himself suffers. The instant the
player is struck, the damage (or serenade effect) he
would suffer is immediately transferred instead to the
object that contains his blood.

To use Ichor, the player must place a number of
drops of his blood on an object. The harder the object
is, the greater wound or serenade effect it can take from
the player, To absorb a rank 5 serenade ora mortal
wound, the object would have to have at least a
hardness of 15, such as a diamond has. The hardness of
the object meant to take on the wound or serenade
effect forms the resistance.

Resistance /
Hardness range

FinD
6-8
Q=T
12.-14
15 +

System: The player makes a roll %
defined by the hardness of the obj o
his surrogate. For each multiple of 3 RO
the hardness, he places one rank of woundsmig
object. The very first like wound he takes is tra
to the object, which shatters,



System: The player makes a roll against the resistance
defined by the ¢hart above. Far each multiple of 3 he
scores above the resistance, he gains 4 bonus when
defivering damage (counted as extra orange halo) or in
defense (counted as exira violet halo). He must have
placed a ptece‘o the targets personal affect on himself
(for pmtemcn) csr on 4 weapon (to dedl more | damage )

nature of rsnna] effect

4 for agd.
finil i 5

Special ‘Nobes; ’l‘he bonis of Idol can be used onty once.
However, the: piay;sr can ¢hoose when 10 use it. Once:
‘expended, the portion of the physical effect (as well as
the remainder of that portion elsewhere) becomes forever
paweﬂess o harm or. otfer protection aga:mst the target.

& Rm&s of Eﬁﬂct
“the wrong bands, our :

DOSSERSHONES, v weapons or our - - RAPK 1 +1 borus
- bair become banes against us. Leave no part of yourself Rank 2 . 42 bonus
bebind lest that part be one day '!umed against you,” Rank 3 +3 bonus

Rank 4 +4

.})acriptiun. Idol allows an immortal (o
personal from another living thing and ga
- bonus against him (offensive or defensive,
the choice of the player) as that personal thi
_against it's owner. In most ¢ases, a portion of Lhe
“personal effect is placed in an amulet (to protect the
player), a gauntlet (for hand-to-hand bonuses) oron a
weapon (for additional damage bonus.)

1 The resistance of Idolis based on how personal
an affect is used in creating it. The more personal the
affect, the lower the resistance, and ultimately the more-
powerful it can become against if's target.

: Mmd Cantrol

“Hear me and obey. .

type of control + comact pmxnmty
% ved halo,

LR : ‘5 (4 for Anopheles and Phoe
Resistarnce. Cbﬂﬂ: 3 for all. juéﬁe&) : i
.-scene.
‘Res:stamc I P
“‘Max. Rank Nature of personal effect B -Faﬁiﬂiéﬁty, Jeopardy
Y i Physical substanée from the target himself, !

including skin (or hair, fur, feathers, scales), Int the back of my mind 1 kneiw she: bad me under

fingernail clippings, blood, efc. : ber Jpower. She was 5o arrogant, sbe didn’t even conceal
: : -herpmence in ry mind._Shasmade. do things that I

Precions possessions of target, such as

a wedding band, favorite weapon, object
drart, credit cards

Favorite pet human or ur.herw:se, lover,
“anyone the target loves

Anything that be!ongs o the target, claimed
by him 4s his

Anything the target has touched within 24

5 hour‘i




Resistance Charts
Rank 1

Resistance Type of Control a couple of words (such as stop, drop it,
1 Target will voluntarily do things he is ﬁ'egze, waik slower, runfa:s'cer, Jump, be
already disposed to.do quiet) The target must be in the presence
p of the player_or be released from Impulse
2 Target will vol g
unlikely to d es a command of simple
Bt has envi to one sentence (such as
il er to me, unlock the blue
3 ;l)'a:t'ggt b e target must be in the
Ol 0, even w
; he pl I 1 ds
i Ei o the player or the Impulse en
desite 1o do:them r?"q:\lebt(-:s l:ny lc:omplexl instruc!;'lons
3 ; i : to him by the player as long as he
4 Target will voluntarily do things he wi : P 2 7
remains in the pl 5 pres
never do, and has not imagined himself doing e .
il vol I s thinas he Rank 4 Target completes complex instructions
> "Target Ay 1?11;3" ﬂY 3 n%!s € 18 given in the presence of the player, but can
Absohily on Violsolly peposed; to be completed outside the player's presence
; SN Rank 5 Target follows the instructions indirectly
Beslsance i Contict Proximity ; given to him by the player, either through
1 Skin to skin contact between the player emissary, phone-call, delivered message.
and an unconscious target The player need not be in the presence
2 Physical contact established between player of the target
and conscious target, whether skin to skin
or through barriers such as clothes and armor
3 Player and target within visual range $
“+ Player sees an image (photo, video clip, I n C a n t a t 1 O n
live television broadcast, etc.) of the target The Shotil
and uses it to focus
5 Player and target have no contact, Litany: “I am the One Voice. . .”
visual or otherwise Resistance: violet halo or hardness + flexibility
Complexity: 5 (4 for Morrigan and Roane)

target. For each multiple of 3 he scol
resistance, his control becomes morg?
intuitive. i

Special Notes: Successful use gf
prevents the target from realizjf
the duration of the serenade. {4

66

Ranks of .Effect:

Target completes a command consisting of =

ot startie us with your sudden appearance,
Rd our surprise deafening.”

sistance to incantation for living
gr halo, while inanimate object resist
irthardness + flexibility (see below.)

: Extremely rigid or britle (glass, crystal, ice)

Rigid: most stone
Flexible: most woods
Very flexible: most metals, resins, rigid plastics

Extremely flexible (liquids, fabrics, living
wood, rubber, porous stone, soft plastics




System: Against inanimates, the player makes 4 roll

the resistance defined by the chart above plus : e I n Y 0 a b

-against
the hardness. Each rank of success allows less rigid : : : ¥
substances to be shattered. ; Mental Combat
~ Against living things, each muldple of 3 scored ; e
above the violet halo of the target causes 1 rank of : Litany: ; #The mind is a dagger. .."

wound,

Special Notes: Injuries caused to living things by
Incantation are considered 1o be intemal.

sistance: . red halo
mplexity: 5 (4 for Banjax and Dracul)

as detailed in the ranks of effect below,

“The mind is.the deadliest weapon of all; do nol
ke that. It can create many edges and many spikes.

- Rawnbs of Effect: is invistble while doing its work. This instructor
R "k f ﬁ b you bow o fashion weapons and 1001s out of
Rank 1 Light wound results; and tise them in the minds of others. This

~Rank 2
_Rank <

Rank 4

B T Ty o e o g

Rank 5

Extremely rigid substances are shi ’ 7
(s physical world? What is the most powerful

Impairing wound results; ’
thout a will to drive 17"

Rigid substances are shattered ¢
Severe wound results;

Flexible substances are sh: bad 15 4 psychic attack against the

can be best visualized as the player
ing actual battle within the neural
he wounds inflicted by Inroad can
damage) or can take the form
Inroad is often used to
thers in' preparation for

ther forms of interrogation.

Crippling wound results
Very flexible substan:

" either be physici

Mysuque Impuls

Sysm The player makes 2 roll against the resistance
defined by the red halo of the target. Each multiple of 3
scored above the reésistance either scores 1 wound rank or
temporarily lowers the red halo by 1 until the next clash.

Ranks of Effect:
. Suppress 1 red halo until the begmnmg of
~ the next clash or create light wound

wSuppress 2 red halo until next clash

create: impairing wound

Suppeess 3 red halo until next clash
r creAle severe wound

Subppresayd red halo until next clash
or dreate grippling wound
Suppress red halo until next clash
or create 1) rtal wound

J



Anather esig)

“All souls are but o_ri Ve,

Litany: 4 S
Resistgnge: dis| ost + blue halp
Comyj 2 | 544 FdY Afachne and Tery

; TSl T ¥ NI v
Secondary i b RS

Hostile Fapiliaity. o

- Aehow 1 fect atlfngh
‘touch. I dwg ber, sttty in this dark,

- her ﬂnger fyed
sectire placeye he per; Hsf others, fust as
our Avatars g£ deep inside us.

Perbaps, in this way, we are a!.! Avamrs of alI living -
things.”

Descﬁpﬁbn‘: Iris allows an. Immorm! o perceive
through the senses of another. He cannot perceive
through the senses of anyone outside the range

established by his resistance. At higher ranks of effect, it

allnw*S the |mmorml to sharpen Lhe sight of hxs host.

Systctm The player makes a roll agamst 1he d:-;tan.ce o

his host plus the host's blue halo. Each multiple of 3
scoresd above the tesistance allows his sight fo operatg
with special advantages, as rmtcd in the ranks of e
below A : : ;

Special Notes: If an immortal me:ely w1shes o shdr_pen %

his own sight; he may be his own host, and the
distance is 0, With the roll of the Familiarity hostile, he :
can leap from person 1o person (or creamre)_at will fur

does not actively resist and is w
established by the resistance..

Raks of Effect:

Rank 1 Player sees in normal !ight condmons S

Rank 2 Player sees inlow lgght cohdmons :

Rank 3 Player sees in mfmred or 1.thmvmle[ spectrums

Rank 4 Player sees in x—ray ﬁmhmn. peenng >
. through objects or walls ot oontaunng lead :

Rank 5 Player sees immaculum motes, the halo

colors, and the presence of ;:_atm‘fmd Spirits

Kbemm

A lcbemv :
i.itérty: “K!M by the philosopher's stone. . .7
 Resistance: property complexity + weight/area
Complexxty 5 (4 for Peri and Roane)

“Only a fool il bis pockets with gold, Gold wel;gbs 5

- you down. How much better to give the glitter of gold 1o .

the sublime contours (y" a feather. That is lmly d rare

tbmgf"

Descrlpt!om Khemia ties the atl:nbutes of one :
inanimate substance to another. The energetic light of
fire, for example, can be placed within a diamond S0
that it burns without heat. By the same token, fire can:
be g,wen the translucent rigidity of crystal and become
ne radiating heat, or carved into a
jadow can be placed within a woman’s
e it move with a strange d:mensmnahty i
L also be added to fog to make it black: The 2
Yof Kherma are endless,

Resistance Chart

- Property complexity: A, =
Property transferred is of 4 minor nature,
such as texture, color, taste, sound or odor

Property tmnsfer,red is 2 more complex but

not directly dangerous (examples include

malleability, conductivity, translucency,

flammability, explosibility, etc.)

9 Mass is transferred (a feather can be given

~ = the weight of an anchor)

2120 Property.is aggressive or dangerous (heat or
: consumability of Fue, corrosiveness of acid,

i 'electnctty’s shock, pouscms toxicity, ice’s chill)

15 erred (a solid can.




Special Notes: Khemia takes a great deal of i L The player of Labyrinth opens the most subtle of
imagination to use, and has almost unlimited versatility. gates in a sphére around him. While he is transported
The narrator should decide if he wishes this attention to into the dcprh:s of the Labyrinth, those outside perceive
be available in his production. “bubble in-the Habm.n Anyone who wu.hes 10,

Rﬂﬁk& 0]( Effect:- : : Y transports them into the [abyrmth as

Rank 1 Lasts for the clash
Rank 2 Lasts for a tum (10 clashes)
Rank 3 Lasts the scene

Rank 4 lasts the episode
Rank 5 lasts indefinitel L
= : e to locate the player
within the Labyrinth)
gated within a clash.

The Lab Vi E

Dark Maze AR ted within minutes

‘ : 12 ted within half an hour
Litany: “The maze builds its walls : 15 E:der.hm P A
g of terrible shadows. .. : ! g
‘Resistance: *  length of time to penetrate the

labyrinth
Complexity: 5 (4 for Nimrod and
Phoenix) - 5
Duration: scene
] System: The player makes a
roll against the depth within
the Labyrinth he wishes (o
hidle. Each multiple of 3
scored above this
resistance, transports him
to 4 more complex.
portion of this vast maze,
The more complex the
areq, the more blue motes
are required to reliably
navigate the structure.

“You bave peered.
“indo the conundrum and
seen the maze of
paradox that is the
Sanguinary. You even
- probably suspect the
rue rature of the beast
and it's ultimate
weaporn which we, the
Perpetual Society, mist
~nullify with our precious
 Visage. What you do not
know — cannot know-— is
that there is a place from which [
the Sanguinary passed when still i
_stngle creature. We withdraw ourye
“this Labyrinth and defy you to foligw.
feels fear in: this place. Do I know b
L of the Labyrinth? Yor could not posk

st The Labyrinth is alien in the
ling and floor is made of a blue-
s to subtlety swirl, Anyone -
surce within the maze will cast a

R dow that constantly moves with
vihe walls of the Labyrinth are spheres
or whxch holds trapped m«;:de an

Description: The Labyrinth s ia 2
be simply an illusion, ‘a state of m.md .
player to keep others from finding him. \\
“age, more immortals are learning that the LabYw
composed completely of shadows, is a very ne.ﬂ

: mm—epibyrinth, not a manifestation of the serenade.
utterly alien place, MRS
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“The walls of the Labyrinth are seemingly without Description: Before the Sanguinary entered our

end. Those who have entered in search of an opponent universe, spiritual beings from the Crucible arrived.

find that if they turn around an exit follows them. During uncounted years they constructed the Nadir, a
Those who seek to willingly remain for more than a network of cocoons surrounding. innumerable planets in
scene exploring the Labyrinth generally do not return - our galaxy and far beyond. These cocoons, known as

although many of the Pride’s suspe
and Phoenix have successfully pen
of this place.

The player of the Labyrinth
those wha seek him at will, or he
from them for a time based on the
resistance. Any number of people
the Labyrinth with the player, but
willingly enter are left behind

The use of Labyrinth
subject within the Perpetua
mystery and the fact that
endless corridors are never,
continually try to discourage 1U's prd

Ranks of Effect:

Rank 1 Anyone can successfull
given time (determined B

s, were connected together in a vast web
1s known as Na-gates. Once completed,
d our universe, allowing travel to every
ter the Nadir was catastrophically
Malice Shard was destroyed by the -

ir allies when they rode on Sheol.
abitat's Ley Membrane is separated
om the others of the Dominions. Immertals use this
hereal highway of moving energy to travel anywhere
ated “in the world in a fraction of the time it would normally
use of it’s take. '

e other Pride’s

ey Lines
se a Ley-line with a
or more. The Navigation
talent can be added to this roll, as can the bonus

the resistance

Rank 2 4 or more blué motes are required to
: penetrate the Labyrinth

Rank 3 7 Grmbre He Motes-are required to of the Feng-Shui Compass Mediration detailed in
- navigate the Labyrinth the Dracul Sourcebook (page 86.) Anyone who
) sees a Ley-line can enter it and be transported to
el 2{? E?;J’Ef tilaueermotes e reqmred its destination. The speed of this transport is
R Py : - determined by the green halo of the traveler times
Rank 5 13 or more blue motes are requlred 10 miph. Taking any form of vehicle onto a Ley-

line allows the player to travel at the mph of the

to find the player inside the Labyrinth
T e lcle nrnes 10 Because the Ley-membrane is

@ Resistance Chart
2

Litany: -
Resistance: o o
Complexity: . sistance Hamiliatity of place

S A A COChOR f?f R 5 / timage (player has lived in th(. area
our world and surrounds m Y o : Y years)
Dominions. It is like an endie 6./ ; / amiliar (player has lived in the area
around itself, lines crossing in \ ¥/ foga short time)
Jabric of the Blue Air. We call th 9 _Familiar (player has been 1o the area

When you set your foot on any o_f :ts fties, yo

carry you fasier than walking ever cot I it ]'W‘ Somewhat familiar (player has never been

line, but beware the crossroads, for thought It / to the area, but has read about it extensively)
becomes your enemy there. Report back any Na-, ,gates % : ;
you might find for the glory of our Pride.” 15 Unfamiliar (player has never been to area
§ : : and knows little about how to get there
or where it is actually located)

at least once)
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System: The player makes a roll against the resistance
based on his familiarity with his destination, Distance is
not normally a factor. Each multiple of 3 scored above
the resistance allows the player to reach his destination
in a shorter amount of time, as defined by the ranks of

Tbe_ Ley Mémbrau

Ley lines lie all over the world. Many
lines, warped in the catastrophe that sepa
earth from the other Dominions, are cons
moving while others are motionless and
together a predictable number of points,
others form and dissipate randomly, log
of the Nadir that drift between the gr
sky.

blayer tties to bring along any
may resist with their green halo.
ion is underground, the distance
an added resistance, as the player
€ : S

must bend

Ranks of E

Rank 1
Rank 2
Rank 3
Rank 4
Rank 5

The Ley-membrane is Compos Qesunntltan within several lmu_.trs

of highly dense wefrd, the primary
- constituent of the Blue Air. Visu
startling liquid green energy sw
hypnotic patterns of light. Wh
a Ley-line, the energy seeps
luminescent sweat and ga
twisting bands. These bands
split it; opening a path into the Ley-membrane.
The effect resembles a shimmering heat wave
twisting into a tunnel of the energy. The player is
then drawn into the line by the tendrils of energy
emanating from him, levitating him (and any he
includes in his serenade) into the line. The

- player can also bring vehicles as long as he
_is not completely sealed within it.

estination within the scene

;desﬁmtion wirh_ﬁn 10 clashes
destination at the end of the clash
“destination within the escapade
neous teleportation)

Na-Gates
Na-gates are points: that connect the Ley-

membrine of the Habitat to the Ley membranes of |
lher worlds in'the Dominions. They dre t.ﬁually

Crossroads dre points W1
Ley-lines converge. They ard i

blue-gréen color as the blue i :
membrane mix together.
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“It is no secret that a mirror is, by ils very nature, @
L O a mystical thing. It captures all that is reflected in it and
: locks it away through it’s ancient life. A mirror sees
Awaken the Avatar clearer than all other inanimate things, and it
remembers much longer. Our power is lo open the

Litany: “A light shines in| i i nd peer within.”

(Avatars namgi i . :
Resistance: avatar’s red hatg T S ing glass allows an immortal to access -

Complexity: 5 (4 for i and at the higher ranks of effect, to
mirror and the era captured therein.
“I know you can be

inside my mind, I know yo

plot, you dream of the ages W : e

anticipate the moment 1 will falig Resistance Chart
this body. Yes, I kenow you my old

need of your knowledge and expe

you and compel you to answer.”

Description: Loa allows an immortal to reach into
own self to find an Avatar and to ask it a single question.

The resistance of the Avatar is based on its own red halo. 12
The narrator moderates the personality of the Avatar. 15

System: The player makes a roll against Avatar's red halo.
For each multiple of 3 he scores above the resistance, the

tem: The age of the resistance determines its
player can get a more detailed answer to his question. oye : 3

resistance. The player makes a roll against the

G : resistance. For each multiple of 3 he scores above the
Special Notes: The player must be aware of an Avatar resistance, he gains more power over the mirror, as

before Loa can be used: to question it He, must speak “detailed in the ranks of effect below. The narrator

its name while playing the serenade. The Avatar may determines the mirror’s age and the resistance number.

not know the answer to the player's question, but can

be made to divulge the names of other Avatars within Special Notes: All mirrors are susceptible to Looking

the player's personality who do. Glass, no matter what they are made of. Nor must they

Avatars who are more deeply submerged in ennui necessarily have come from the Habitat:

can be harder to contact. At the narrators discreti

avatars who resist the call by submergi ¢ eeply

may be given an additional resistance g +1 to _t15- i
amag I S ect:

Rﬂﬂks Of Effect, : nk 1 Seésoll through the mirror a year at a time

andisee images of the time

Yes/no or true/faldé qu : -
R Ran laceipbjects in the mirror to conceal them
Rank 2 Multiple choice gilesti : ‘ X , ¢
N vy i 7\ Ra ce Hiving things into the mirror.
Rank 3 One word ans i hEew st B30 miny\ ~Anly pérson placed into a mirror must
Rank 4 Short answer (a Kenteng o subgdued or go willingly
Rank 5 Extended answet|(dia or €ssay \'l\ s Ranki 4 in clothing, ornaments or other
: : ; ' hon-niagical possessions of anyone
: Fof BT ™ Ahofias been reflected in the mirror
L 0 0 k i n g Xl 5 Engér the mirror during any era and dwell
- i e place it has reflected, in essence,
i Y i G ;
Wil fhe MErkor HaS e s ui!?@ veling back in time. The player cannot

#~ significantly change events

Litany: “Awaken in this glass

what has been in the past. . .”
Resistance: age of the mirror
Complexity: 5 (4 for Dracul and Ban]ax)
Duration: scene
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Luminare

Bringer of Light

Litany: “The sun s
the moon
Resistance: area affe of light
Complexity: 5 (4 for
Duration: scene

“Here is the crux of our :
the darkness of the beast and the light of o
Reach in and see what is waiting lo bedazzle t
live in merciless shadow.”

Description: Luminare allows an immontal to reach into
his own aura and merge all of the colors into a pure
white radiance. This light shines out of his skin. The
resistance for the serenade is the brightnéss required by
the player as well as how far it will extend. The player
forms the center of the light.

Resistance Chart

Resistance  Brightness of light

3 Very dim light, similar to that of a single
candle; or create a rank 1 visibility hostile
6 Low light, similar to dusk, dawn or a small
wattage bulb; or create a rank 2 hostile
9 Normal light, similar to a well-lit room at
night or broad daylight; or create a rank
visibility hostile S
12 Bright light; similar to the in
brightly lit, white room; gf'c
a rank 4 visibility hosti
15 Extreme bright light, /‘.

Y

bulb or a pale desgf 1R
on a clear day; _or eatE
System: The player chooses the
chart above and adds the ared

player can create light to see Iy}
-— create a visibility hostile for'g

(aside from himself). \

brightness of the light remains imphy
of those in the area of the serenade, &
visibility hostile to persist according to
scored. :

Special Notes: Luminare does not mimic true sunlight
for the purposes of harming those who are harmed by
the sun.

N
LA

Ranks of Effect:

Rank 1 Visibility hostile persists for 1 escapade
Rank 2 Visibility hostile persists for entire clash
Rank 3 Visibility hostile persists for the 10 clashes
Rank 4 Visibility ho persists for the scene
Rank 5 Visibility ile persists for several hours

d[ekin

Summoning Spirits

Litany: “I am light in the gossamer's dark. . .”
Resistance: Free Immaculum of the spirit
Complexity: 5 (4 for Banjax and Terat)

Duration: scene

Secondary

Hostiles: Familiarity

“The Blue Air is an ocean all spirits must eternally
swim. The only islands are the Dominions and the
Habitat, but there must be shallows for them to
approach. They are cursed in this limitless sea, cold and
unable to feel warmth. But we, the living, are lights they
see in these depths, beacons on the shore. Let us strelch
out our voices and call their names.”

Description: Malekin allows an immortal to not only
call a spirit into his presence, but at the higher ranks of
effect, give the spirit corporeal form.

i he player rolls against the Free Immaculum of
it. multiple of 3 above this resistance

Kkl boxes normal to it in life, according
eight. Moreover, it gains orange and
ysame value as its free immaculum

ot under the control of the player,

A
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Dumnon L vindefinite

2 Rdl’lks Gf Eﬁect,: : System: The player dec:des who the message is
S8 G intended for; He then rolls against the resistance as
Rank 1 The spirit’s presence leaves a palpable taste described above. Fach multiple of 3 over the resistance

in the mouth. The taste is pleasant or “increases the dlmculzy for others 1o deapher (or notice) -
unpleasant according to the nature of the the mess: age. . :
spirit (corrupted by the Sanguinary or pure,

C The person whom the message is meant

autonwncaﬂy perceives it when entering the area.

¢ message at first appears as patterns that begin ©
eventually to come o life as images and sound

&n 4 moving picture. The message may be emst:d

layer ol by the intended target. - :

- Rank 2 The spirit’s presence leaves a distinct o
in the nostrils according 1o the spirit's
‘himsati form. A rose himsati smells like 4
rose, a wolf like a wolf. -

- Rank 3 The spirit's movements can be heard
% - including its breathing and voice
' Rank 4 The spirit can be seen

. Rank 5 The spirit becomes fully corpo

Maﬁife

Codes

nyone can perceive the message

those with 4 or more blue motes

reeive the message

ose with 7 or more blue motes

ve the message

‘ : o ith 10 or more blue mores

Litany: - WVision flowd { e message

Resistance; - content of - 7 _ 13 ar more blue motes
- Complexity: 5.4 for Ano| and Eremites) . - an “the message

% “On the wall 1 have placed o message for you Itis.
' bidden in the colors, the flow of paint, the texture of the .
- stone. 1 have also piaced a message in the varnish of the M a T 1 0 n e t t e,
* table, the fabric of the velvet curtain and the swirls of the 5
- marble floor. This entive mansion isa bookforym.' :o : ; ; Tefekmesn -
- _read as you pass like an aﬂgel from room to room.”
Litany: SET T he mmd makes a fist, .
gsista - weight of target + Green halo :
54 for B.m]ax and Eremites)

Description: Manifesto is the secret art of mess
mastered by rhe Etmssary r:aLlrng in their preci

Wa!'p, hwxri or take on a wnety af Ol often concerned with physical
look ordinary to the naked eye, bu I “eourse that the mind bas it's own
as ‘words (or images) by the per o

meant for

9 One paragraph of text an .

: photographic-quality imélge. SN cretic a1, and Lhus the dmage the ob;ect s
ki A few pages worth of text and oo HBREHET when impacting into it. See Special Notes:
a sequence of images : . -below:
21 Ai)y‘.'ampl_ant of rg'xx or

© - a moving video image
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- Special Notes: Damage of an object is calculated by it’s
weight class plus a bonus determined by the serenade’s
i : b‘ct;shvmg, he takes

afget requires

sing a thrown

Object moves w:t.h defimte mema

.. and does damage of its weight +2
Rank 3 Object travels quickly and does-
: damage of its weight +3. -
Rank 4 - Object travels very quickly and
S sdoes damage of its weight +4
‘Rank 5 Object travels at hlgh speed 2
: and does damage of its wexght +5
Regrecsmn R
Litany: 'I‘hmugh the bload of.iges we stride, .
Resistance: targeted moment
Complexity: 54
‘7amforbidder'z'lb ngmge w

dispense. Is this the secret core of our war wf:b the
Sanguinmy, Ibe war o pav.s‘ess Iime mey’

Dtscdption, Memoir allows an immonai m travel
through his own long b!m)dline, possr:ssmgthe bodies
of himself (his avatars) throughout his own past.
Through the regression of the semmde ~his®

consciousness is transported baick m‘t:me to: awaken in
a distant age. To an immortal, this pmcess ‘seems like

intense recollection, but in actuality itisa fe:m of time-
travel ‘which permits him to relive moments. of the PAS[
— and react as he would in the pment :

_ 4Resisténcé 'C.bart;.

Res:st:mce Moment desired

3 - Within a millennia
6 - Within a century

9 Within a year
12 Within a month
15 Within a day

. System: The resistance to Memoir is determined by the
point in time to which the immortal wishes to return. The
resistance incredses as more precise is required in -
selecting the targeted moment. If the player, for example,
‘wished to regress himself to April 24 of 1102, he could
choose either a resistance of 12 (1o arrive at the :
begl.m‘ung of ApriD) or a 15 t arrive on the 24th 1tself

_ . The player rolls against the resistance; Each

3 over the resistance allows him o remain

d time fm' a longer period of time,

Iemoir is a means for disenchanted ¢
tey the past and live through time. Like
orderliness of time is maintained by the Visage
in existence, making the player’s desire to

wre extremely problenatic. Even if he makes
and conducts himself differently from last time he

h the targeted time, the time stream remains
somehow: flowing around his intentions to change
mcﬂngupd}esameasbeforethe immortal ardived.
rrator has the final anthority, as with Akasha, to

this serenade in his production. However, it is a

e that can allow narrators to fun a campaign set in -

¢ distanit past; when the immortals more openly

allenged one anotht:r and were worshjped as gods

~Ranks of EﬁecL

Remain for a clash

Rank 1
"Rank 2 : Remam for'a:scene
Rank 3~ i
- 'Rank 4
Rank 5

C.ioak of Merhricnr)'

‘“The‘%ﬁmwbtdde A

Limhy:

Resistance: %
Complexity:
Duration:



Times come when we must scater our light and
take réfuge under the shape of twilights when among
them. I is too great a burden to teach those aboul s

- who refuse to understand. Place your weapons, your seif; :
and your fortresses beneath the metaphor. It'’s a s:mple ‘

- precantion in a cvmplicated and unfriendly

 Description: Metaphor is a type of‘illusiqn j
. causes anyone looking upon it to see what §
- fo see. With it, an immortal can place himself and

everything he carries under a disguise generated by the &

minds of those around him while walking openly wh:le
g can’ymg a'sword or outlandish attire that might
otherwise mract attention to himself.

Resistance Cbarts

Resistance Degree of mediocrity desired

1 Player still stands out in a crowd. People

will natice the intensity of his spirit in his
eyes, his auractive or disturbing qualities,

but will nat consider him to be supematural -

Player stands out as a striking mortal in the
crowd. Some who see him mistake him for
@ celebrity or other “important” person until
they get close enough (o see their mistake
P]ayer appears as a typical mortal in'the crowd
Playcr appears. ‘as the type of person people
_ generally ignore. Most who see him, even if

noting him will quickly forget about him
Player is supematumlly unremarkable to the

. -point where no one will ke note of him.
- He is a complete non-entity and mlght even
he scruck hy r.raﬂ" i if 1ot u.reful N -

universally Feared m
as a spider, scorpion ¢ Koo
. radically different de ‘- 3 dn

o -apbearanoe to those mortals wlm view
' t do_ fot give ol"f unusual,

ual side-effects that are: obv:ous
v;ewmg them (glowmg swords,

d himsat natures, d cloak made of
A thod'q Qhaclow-b(.ast, et

:'y. are. pmte@:ted by the Metéqihmr
Onr:e the 'obiect leaves this cloae

phor to ‘evaporate for the
target of the thrrea vealing the true immortal, his
possessions | and a beneath. Swifitly drawmg a
weapon from its sheath or aiming a firearm is

" considered a threatening gesnire. Anyone who nbse-rves
the metaphor being establisht:d is unaffeeted by this
serenade;

Memphor cin be placed on an area iself as weli
as a4 person or ebject, disguising any unusua! feal:ure-. of
the area. The area covered adds to the resistance. - :
e c:taphor has bcmme the L mdapn:ad

Wvith 1 blue mote (or less)
by the Metaphor:
with 2 blue mates: (or less)
"_étbeMemphar- 3
~Any one with 3 blue motes Cor less)

- Mundane, but causes afy
. most everyone who vie

- Special; causes alarm or curiosity in-
everyone who sees it, such as a sword or
. similar weapon whose use connotes
individuals outside !he mainstream

e 01. I 'e the Metaphor.

v_mh 5 blue motes (or less)
# énno_t pierce the Metaphor
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Mien

The Craft of Flesh

Litany: . *The mask is always near, . "
Resistance: violet halo + weight categories chy
- Complexity: 5 (4 for Nimrod and Roane) :
scene / indefinite

Duration:

“We Immortals can be vain creatures.

taught our bodies bow to resemble that of the

- Now we alter the colors of our skin, our bdir,
a whim. We revel in the diversity of the bu
. how can we be contént with only one?”

- Description: Mien is a shapechanging
. possess when in their terrene form.

~dominate the lower ranks of effect w
- clues such a voice and body nuance

. higher ones.

- System: The Player makes a rol
- of his target (most often his own)

changes.

~ welght category he wishes to transcend, whether this is

up or down. For every multiple of 3 he scores abeove
* the resistance, he ‘gains additional control over his

- target's body, as:described in the ranks of effect below. :

- Special Notes: An additional difficulty of +3 is applied
- whenever Mién is usec dgamst living things other than
- an immonal’s terrene form, such as humans, animals or
- ‘plants. Mien will not rmnsform genetic markers, retina
- patterns or fingerprints.

Mien has an indefinite duration if used ¢
player, but lasts only for the scene if play
else. The target of Mien may end the se

Ranks of Effe(_:t.-

Rank 1

_Compie

Mmutm

Inren e 86 mtmp :

Duration:

iy things you can learn about a
if vou but take the time to stidy.
pparent, for it conceals deeper
betrayed by thetr own nature. If
ough, they betray-ibemselves to -

a focuses the awareness of it's

3 degree that he reads subtle

iage that betrays his enemy’s
gh intense study of a room; clues
rlooked become apparent to him
&fl patterns deep within the psyche.
The player ‘glances at a room; closes his eyes and
allows the view to reconstruct in his mind. Even in
darkness, textures and colors come vividly to life in
immortal’s mind’s eye. Often derails that are hidden 1o
the casual glance are brought 1o the fore.

System: The player rolls against the blue halo of his
target (usually his own). Each point he scores over the
resistance allows the player to gain a +1 bonus to any

pe rc.epuon or blue hosnle rolls when lakmg at least a

etc.) The gender and _ 3
of the player remains ‘-“

" Alter height; bone and n
increase or decrease hand @

Alter gender at will

voice and certain postures or other forms
of body-language

- Change subtle 1dennfymg nuances auch as e

Toes and how 10 c.ah’ it 1o us. Sbe Mmgbt us how 1o

- su mmon the breath of the white tiger that is snow and

his blue breath ihat 1s ice. Though ber lake be frozen
over with-a cold rime. roof stilt she bears the whispers of

our gratitude.”



Description: Mistral is an attention which causes
intense cold to envelope an area, transforming it into an
instant wintry scene. It's power is used in either of two
means.

First, Mistral causes wound da
due to freezing damage to thi :

Secondly, the serenade
liquids (including gasoline
impervious to natural cold
effect, the wounds caused
severe, and the freezing of
them so brittle that they are §

Mistral manifests in an ung
surrounding the target or area Wit
air condenses into fog and glows Wit
preternatural radiance. The howl of the
be heard as well. ;

to l_ivi_ng things

Resistance _Cbart

Resistance  Insulation
1 Object uninsulated, object not resistant to
cold (such as most non-himsati
tropical plants)

2 Object is covered from dnrect air exposure,
water's resistarice to being frozen

3  Object is moderately insulated (vehicles
contain antifreeze as opposed to water),

+ Object is heavily insulated -

5 Object is kept heated or is resistant 1o cold

(most metals, minerals and glass)

of his target or against the chart ab
or area of effect for inanimate targe
greater).

For each 3 points score

Duration:

Ranks of Effect:

Rank 1 light wound / Object is encased in frost
Rank 2 impairing wound / all liquids freeze
Rank 3 ere wound / Object is encased in ice

g wound / a strong blow shatters
ect

al wound / object shatters at a touch

Mystigue
Telepatbic Scanning

“The voices come unbidden. . ."
ed halo + contact proximity

Complexity:

er is the most exhilarating ride,
a vault of priceless treasures, memories like baubles to try
on and show off? We search for the truth among the lies,
the forgotten among the remembered, the secrels among
the publicized. The Mind is a world unio itself. Is it no
wonder that telepaths are so lost oultside the warm
comforts of the brain’s interior?”

Description: Mystique is the immortal form of
telepathy, the ability to scan the mind of another and
dredge up memories and other thoughts. Touching the

target offers the least resistance to this scan while

gmpting to read the mmcl ata d:stance adds more. In

player achieves a greater ra

Special Notes: To freeze a 1j
area of the water determines ‘
to be cubic with regards to thie 4
additional 2 resistance is adda
water's resistance (o freezing.

'_j; skin contact between the player

unconscious target

il contact established between player
scious target, whether skin to skin

rank 2 effect to freeze the 'watexy
In addition, temperature d

fahrenheit for every multiple of 3 scor
resistance,

#Player sees an image (photo, video clip,
live television broadeast, etc.) of the target
and uses it to focus

5 Player and target have no contact,
visual or otherwise



Resistance  Familiarity

Nostrum

1 Player is :n imately fa mlhar w1th target and
l SoiHenling
2 ‘ : Sl :
Litany: - “Iry the fugue we find renewal, .
3 Resistance: = rank of wound or disease progressmn
; Comptexuy 5 (4 for Eremites and Dracul)
4
[ {-anch a b MHow, precious Ib:s R To beal. I you knuw or even
\ le .smed i % S J; - suspect anything about the dangers of our immortal
0 world, you had bener pay attention. No ptint fmendm
3 Farget is unfamiliar with the target

\rver even met him but has sgenghis Descﬂpﬂnn. N@br.ru_m is the premier healing serenade

a of the immortals. It not.only heals physical damage and
wounds, but also diseases. The resistance to the
serenade is the rank of the wound or progression of the
disease, as noted in the chart below.

- System: The player mll'st the familiatity plus the
contact proximity plus the target's red halo. Each
multiple of 3 over the resistance allows the scan to

- probe deeper into the mind of the target. :

Resistance Chart

‘Special Notes: Mystique also allows for te
- communication between individuals. If the
~scan is willing, the resistance is 3 plus the familiarity
. and contact proximity (the red halo does not apply). If -
the player communicates with a willing target, then tries
o scan memories or thoughts below the surface, he i
must re-roll against the full resistance.

© If the farget of Mystique is in pain, the player must=
: dchieve: more than a minimal success to read anything 12
- besides the pain. If the target has taken 2 serious wound, :
- for example, (rank 3 Pain hostile) then the player of
-~ Mystique would requite a rank 3 success to read the
- parget's emotions and surface thoughts through the pain.

-jRanks of Bffect: .

Rank 1 Emotions only can be sensed and sent todd _by_one_'canegory,‘or the disease fo enter _
o (empathic scan and projection). i SRR
Blocked by any Pain hostile
Surface thoughts and emotions
(two-way communication possible at = i S
this. rank and above). Blocked by a immortal .."”“.‘.’..‘f’-’ o8

‘rank, Disease progression

t wound, no symptoms of the'
sease have manifested

g ‘I‘r-ﬂpaiﬁng wound, early symproms of
e, disease are manifested

ere wound, chronic symptoms of
disease are manifested

r}pplg.(ag wound, advanced symptoms

and complications of disease are manifested
Mortal wound, terminal stage of the dlsea.w
. w:rh mcapacn.aung symploms

rank 3 or greater Pain hostile Fosmonni dropt
each multiple o, /’o
Memories can be read, but only if the Wget - rolled an 18 i
¢an access those memories himself. Cannot -
penetrate amnesia. Blocked by a : g Disé:uc il
: rank 5 Pain hostile : ‘ in the haspitgl.
Rank 4 Memories can be read, including those = resistance s
; - suppressed by amnesia or merely forgotten 3 over the iy
by the target (most childhood memories or advanced symj.
trauma applies in this category) resistance numby
Read current sibconscious thoughts 10 heal it to greate) \

(deep.scan) as well as surface thoughts and rank of the disease 4
* emotions of any avatars within the target ; §
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Special Notes: The only known disease to be resistant
to Nostrum is the Lash, a telepathic plague created
during the Shouting War. The disease has an added
resistance of +3 per stage against the healing power of
Nostrum.

Nostrum heals simulta
below the wound rank ch
resistance drop the same §
target wound does, :

If played against an
may resist with his violet hz

Poison adds additional
based on it's virulence. The dose and Wpc oF.
should be considered by the narrator when he as
this extra resistance. Resistance can be up to 9 for most
poisons or toxins found in the Habitat, 10 to 15 for
some found in the Dominions or similar otherworldly
places.

Poison remains in an immortal’s system for
extended periods of time, bringing with it pain in the
form of a hostile.

Time to purge from an
Poison Virulence immortal's system normally
3 (rank 1 pain hostile)
6 (rank 2 pain hostile)

9 (rank 3 pain hostile)

end of the scene
end of the episode
end of the series

indefinite
(narrator’s discretion)

12 (rank 4 pain hostile)

15 (rank 5 pain hostile) will not purge without the

use of Palladium

resistance of 5 fara total _r;f 14. He i
lower the wound to an impairin W
wound's resistance is a 6, plus tje
diminish) for a total of 11. Arii
total of 17, exceeding the new g
is completely bealed, but the p
system for the time reflected in i
the wounds of a Twilight do ng
in this way, and are simply applie
the entire resistance roll.

Partents of the Future

Litany: “The sign comes in the storm. . ."
Resistance: player's Free Immaculum
Complexity: 5 (4 for Magdalen and Morrigan)

§seemplexity:

“The future is said to be unmade, but those who
travel there would argue this, Such is the nature of it’s
paradox. I call on the future to send me a sign and
marvel at the form the sign takes.”

Description: Omen allows an immortal to call for a
sign before embarking chosen course.

gainst his own FI. Each
ssistance causes the omen to
spects of his future.

The omen warns the player of
danger to his loved ones

Rank 2 The omen warns the player of
danger to his cadre
Rank 3 The omen warns the player of obstacles
that face him on his present course
Rank 4 The omen warns the player of
danger to himself
‘Rank 5 The omen warns the player of
a traitor in his midst
Oris b a
Mouth of the Transcendanis
Litany: “The root aspires to the rose. . ."
Resistance: player's Free Immaculum

5 (3 for all Scourges)

what we must become to defeat the

of time.

per, remain bebind to aid us when we
¢ I will teach you. Be respectful, and

) drs the most beautiful of songs.”

4 ts, members of the Perpetual Socjety

System: The player rolls against his own total free
immaculum. Each multiple of 3 over the resistance
allows the player to question the Transcendent of that
rank or any below.



Special Notes: Only one use of Orisha per day is System: The player mll& against-the urget s Free

allowed. Furthermore, the player cannot be at all winted - Immaculum.. Edch muhiple of 3 over the resistance
when calling upon the Transcendants. If he is, they are allows the player k:_anchor 20% of the targers F info
likely to punish him in some severe manner. There is forte han colo;s for theduration of the clash.

often a first warning, .

= Immortals marvel at the ability of potentially
thousands-of immortals guestoning the Transcendan
at any one moment, begging the question of wheth
~Him=e whao reach eidos become somehow omniscient

ﬁRcmks of Effect.
the Mourner at the Grave knows

of all the dead, he can tell you if.
particular being is no longer ali

the Hiimisati tier limits. The player :
hﬂ]BS l‘.he P] wull be a!lot:ated to. A.ny

the Historian recalls the histos
~immortals and their lore; kn
of all the great heroes, the
“ancients, and knows the
Prides and their found
- the Mentor cand te
attention, or iden
person under
the Creator can -

- sort of device, relic, or can dm_cm the Fear:
secrets of artifacts : :
the Natha can tell you an enemy’s secret . Litanye “The eyes be a mirror of rhc dark mind.”
weinkness, how: 1o destroy an enemy Resistance: . red halp .
: : g Complexity: 5 4 for Arachue and Terat)
Duration: | scene- :

; ek : . _. : Created :
P— Y ] S m ! e Hostiles: g '.Fearfred)

“You seenm. afmid of mé, T woudd like o see lbe

Commanding the Aura

Titany: “White is torn in the pri
Resistance: Free Immaculum g
‘Complexity: 5 (4 for Eremites and
I)utarion' : 1 wirn (10 clashes) /

¢ he resistance increases nhe
"dired Fear hostile (the first point
ablishes the hostile at a cliff'culty

“the . soul and force it to shift colon
‘and lotwer bis mvsm.a! powers
3 Mm ”

immaculum of his opponem inw his }\ Oncn S ST ng inrterso 'uxres a roll of the red Fear hosnlc if
;hnlcn-. Thls not only lowers the number Ohescapadts: Lhe-af; s this Fem' hostile, he faints fmm

;effecﬁvély power his 'se.re'nades. The irade«;ff s Tk
that the FI must go to some halo color; thus |
‘strengthening the attrbutes of the target. .




8re ity
“oF ared Led * greun densi
(4 forPeri and: TauthA) :

Description: Quake opens t ground beneath an
opponent then closes again, burying him alive and
requiring him to use his own strength (nr an
appmpnate serenade) to break through

Re.s:stanca Cbart
Resmmnce Grﬂund Densx.ty
1 Sand, loose gravel or dlrt
2000 " Sod, some clay, hard- pack dtrt' :
S ikt with: heavy iron content -
3 Asphzh, mosﬂy clay, h,e:wy

rock-filled dirt; wood ﬂoor qhﬁle :
Concrere. boulder—ﬁlled dirt

5 150 Balid deep stoné suchas S
granite dnd basa!t. EASE

System. The Player targets an
exceeds the resistance, the gro
to swallow the target. For each po _
exceeds the resistance, his opponent
deeper in Lhe carth, .md will hav 1 ha
himself..

To unbury }umself the target makes a roll and

adds his orange halo. His roll must exceed the number ': !

of feet he is buried plus the gm\md denss:y to make
progress in digging himself out, For every 1 point he

scores above the resistance, he can. push ]'umsel.f 1 foot

clmer to the surface.

Special Notes: As usual, if muinple oppcnmts are

targeted using an area attack, each opponent may resist

using their green halo in addition to the area effect +
ground density. Some mady dodge out: of the way while
others are buried deep within the. earth.: s

If a target is flying above thc-gm o, the distance
above the gmund is aclded as anréased xesustance to
Quake ; :

Rabe

Followi ne the Wahe

Litany: “The path opens. . .*

. Resistance: “weight of object (inverse)
- Complexity: 5 (4 for Dracul and ‘l’autha)
Dumtion indeéfinite :

Al things make a wake when they move. We. ﬂde

this wake 1o it’s end. With this attention, no!bfng is too.

m}lﬁ !ﬁal we canm)! fo[{ow At

D&cﬂptﬁum Rade allows an Irmncrtal 1o attach l:umself

to the wake of a moving object ancl be drawn along

with it. he can, for example, be drawn by the wake of ;

\_ an accelerating car, 4 running animal, an airplane ora
speedmg bullet. In ‘appearance, the player glides behind
th

ResrsLauce Chart

_nght Rt
1301-400 tons
201-300 tons

© 126-200 tons
. 61-125 tons
31- 60 tons
15.1 - 30 tons
J 8.01 - 15 tons
8 . 4001-Bions
9 2.01 - 4 tons
10 ©1.01 = 2 tons
] 1001 Ibs. - 1 ton.
12 501 - 1000 lbs :
13 !
14
15
17
18
19 .
20 \\i-
21N _-'z,mbsaf.?&}‘.tﬂn
22 oz
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it moves, surrounded by a distortion that -
i pear to be seen through superheated: alr -




System: The resistance to the serenade is the object’s
“weight. The lighter the object, the less wake it makes
~and the more difficult the resistance becomes. Thus it is

easier to be drawn by the wake of an airplane than it is

o follow a bullet.
The player rolls against the chart abovt
multiple of 3 he scores above the resistance,
. follow the object at-a higher speed.

i'Speda.l Notes: The player is free to perform any action ;

~ he wishes while in the Rade, including switching his

position along the wake. If the object (or creature) the
~ player is following is abruptly halted by means other
than it's own accord the player is thrown to
The damage he sustains is equal to the spee
per hour) lie was traveling. This damage, of
heals swiftly through the panacea.

Effortlessly follow at up to 20 mlle.s per hour
Follow object at up to 70 miles per hour
Follow obi@cfs at up to 250 miles per hour
Follow object up to the speed of sound
Follow chject at any speed

: § : .. <
Rapier
The B_:'ziué Wedapon

“The beast enters the blade. . .*
damage rating of weapon + Free
Immaculum deposited for natules;
5 (4 for Roane and Terat)
scene Z

ithis, but perbaps they fee.! more cof .‘
weapon than wielding it. They cerfé

into the blade, the ;Dear and the
© should wse these gifts without the
p(:ssaﬂed bv the Enemy.”

Description: Rapier allows the play (‘3 plase any
himsati nature he possesses into a wea , giv
claws; fangs, 4 burning corona or a varietysgf ther
unusual qualities. An arrow can glow with %
bioluminescence; wings, could drain blood or buTSueia

- or the power to control mammals.

féii;;ﬂﬂék Plagt

”Ranks

‘the ground after iC's target. A whip could be given coils :

System: The pla'y_& ﬁrst must transfer a number of his

own Free Immaculum motes into the weapon. This

forms the himsati ‘natare's RI or CI, as described in The

Sbapesbgﬁers Mannal. He then rolls against the

h darmage rating plus this FI rating as

sty multiple of 3 he scores above this
him o place an additional himsati

& weapon, Each nafure's activation cost

c FI pla(_ed in the weapon.

na wma:c her sword to carry ber
ature, She bas 8 Free Immaculum. She
FL into the blade. The sword s damage
Wis resistance will be 11. Sbe volls a tolal
+6 over the resistance, enough o place
res in the sword. She places burning
decides 1o place terrible countenance,
extremely disturbing to look at. The
) for tb%e two natires s 2, leaving a

2 basa disturbing ugliness and is on
lana strikes with #, she tnflicts 4
/ agol!ed after the weapons own.
n addition, if ber adversary bas less
&8 be will be placed under a fear hostile
of ) because the sight of the sword {s

5o di.smrbing

Spa:ial Notes: Famrliamy with the rules of hlm.s.itl

“natures in 7he Sbapashykﬂ s Manual are necessary for

the use of this attention. A weapon that already has free
immaculum within it (an enchanted we.-tpon) may add
the FI'to the e.erenadas effect.
A great danger in the use of Rapier is the fact that
layer must wuhdraw hxs free :mmagulum fmm the

touch the weapou Th1s makes
W apons specially vulnerable. If the player
\ ‘himsati natures, she must recover
vd withdraw her FI from it. The
llet, The player must dig the
dt Cor out of the wall if she missed
simmortals seldom place their

ank 3 P ace 3 himsati natures in the weapori
7" Placé 4 himsati natures in the weapon

Place 5-himsati natures in the weapon



The target may not play any serenades while

: R a_ U e S : under the influence of Rave. If used to berserk an
; S ; ‘opponent, the opponent may resist with his red halo.
Berserk b At the end of the combat, once the target has

calmed down, the pain returns; as do the hostiles. -

Litany: ; “Only the red of ra

Resistance: desired level of dis

Complexity: 5 (4 for Eremites

Duration: scene S re pain hostile from a hghl wound

: pain hostile from an impairing wound
“Fill your mind with rage. Th
through the battle and leash your
is strick.”

pain hostile from a severe wound
Ignore pain hostile from a cnpplmg wound
Ignore pain hostile from a mortal wound

Causing Conflict

Desc‘ﬁpﬂon: Rave allows
pain while fighting in coml}

Resistance ~ Discrimination
3 Player is unable to d
2 enetmes or mnocent i 3
anyone close 16 him who moves, but will Complexity:
not attack anyone. who is: perfect}y still Duwtlon §
6 Player can differentiate a certain gender or
R type of person he does not normally want to
attack (women, holy person, children, etc.)

) “Let fly. the crow-
lo (+ area of effecc)

“The Mon'fgan are adept at sensing ctmﬂzc: We do:
not understand that sécret enough 1o use il so we have
learned to cause conflict instead. The threnody is about
FEE Player can dlfferennane anyone who is not 1o begin — owr means to summon the Morrigan as one

' ‘making an aggressive move and can choose.  qummons & common servant, How they must bate their
- not to attack them. Anyone holdmg 2 " own secret for it’s tendency 1o pull them into the gravity

‘weapon is consrdered makmg 24 '188“333*"‘5 ) of our dark and troubled world. Poor bastards.”

Pesc ption. Riot causes tempers to flare and vmlenc

A

'p]e of 3 hc scores over the
e target to escalate the conflict.

target’s ‘attacks. This forms
serenade. Each multiple of 3ia
the target fo ignore pain hosiy
more extreme wounds.

s lasting several millennia have
e Use of this reckless serenade.

unabie to d1fferenuate hxs fnends from bona ide
enenies.




3 Rﬂﬂks 0)( EHBCIZ: Special Notes: No matter what the information is, the
: player can choose the format he wishes to use to
encode it on the complexity of information chart above.
Even a normal computer file (resistance 1) ¢an be
displayed in 3 dimensional video, with it's text read in a
g if the player chooses the

“Rank 1 Troubled emotions in an individual or
group (sadness, despair, anger,
: vengeance, wWorry, eic.)
- Rank 2 Non-physicat conflicts (arguments)
- Rank 3 Unarmed physical ‘conflicts
- Rank 4 Armed conflicts
Rank 5 Conflicts with deadly intent

formation into the object is
the abject directly on the source of
mloading all information on the
rrequires the Scribe object be
r Cor requires the living receptacle
n-and add it to photographic
a scene, the object is simply held
in the hand of the
player, who records
wherever he: walks.
This i5 4 conscious
effort on his part,
but the process is
quite intuitive.
People used as
receptacles (all
receptacles are
known simply as
Scribes) do not have
access: to the data
within them unless
they were the player
~who initiated the
Serenade, or if the
player causes them
{ to display the data.
This display. can be
anything from
{ simple transcription
{ to projecting the
data holographicly
- d from the eyes. Only
consciously and with free-will
e Scribe.

Absorp!
initiated by p

$ -
Scribe
Recording .fnform(rrio.

- Litany: *This thing acquire a v,
' Resistance: Complexity of inform
: 3 ar complexity of infc
Complexity: 5 (4 for Arachne 4

“We can store information i
“when you told me you though je,
than a stmple ball of books. Books nee
in paper to be stored fuf all time. You would find Jerimia
beyond your wildest expectations of what a place of
.machmg could be.”

'-‘_Dﬁcriptionz Seribe stares information in a variety of
‘objécts or even living things using formats far more
expansive than the most advanced computer systems-in
- the mortal world. A diamond can store recorded sound,
a hologram can be stored and projected out of the eyes
of 4 cat. The uses of Scribe are limitless and opento
_the ingenuity of the player.

Resistance Chart

(text files, photogra
Sound and video: equi

~

3 Sound and video eql :
v 4 3-dimensional video, digity

equivalent (high qua

5 3 dimensional halog

. System: The player decides which forny
o store the data at hand, based on the cli
storing it in an object, he adds the hardness
- his resistance. If he is storing it in a living rece
- adds the blue halo of the living thing as additional
resistance, For every multiple of 3 above the resistance, the
~object or person stores the data for a longer period of time
before it leaks out and dissipates, never to be recovered.

BENS

abo Ifhei@zq_]q{‘ﬁr’ :

fSrmation remains permanently
n object or person




Se[ené

Drawing Down the Moon

"Rank 1

Litany: “The silver ligh
Resistance: the current
Complexity: 4

Duration: episode

“Artemis was a godde
divined the power of the sil;
adding it to our weapons 1o d
tainted enemy. It was developed 1
of the Magdlalen, but she would nolga
Instead, she defected from ber Pride andte
personal secret to many others. This power we
hunt the Sanguinary’s thralls. Let them beware
in our terrene forms.”

Description: Selene allows a player to anoint a
weapon with moonlight, a substance that causes greater
damage to their tainted enemies since it uses taint as it's
damage. The light turns any weapon anointed with it
into a silver so pure and beautiful that it shines with a
subtle moon-glow.

ResisMuCB,Cbén:

Resistance  Current Moon Phase

ol Full
6 Gibbous (3/4 moon)
9 Half moon

12 Crescent moon

15 New moon

System: The player rolls agai
multiple of 3 over the resistancg
damage rating to increase by &'

Ranks of Effect:

+ 1 damage potential / rank 1 Pain hostile
against tainted individuals

+ 2 damage potential / rank 2 Pain hostile
Sdamage potential / rank 3 Pain hostile
mage potential / rank 4 Pain hostile

amage potential / rank 5 Pain hostile
ainst tainted individuals

Somnus

Dream Control

«Two gates open. . ."
tact proximity + target's red halo

Complexity: all Sleepers)
Duration:

Secondary

Hostiles: Familiarity (for non-Sleepers)

“The Morpheum of man is the most dangerous
Pplace to us all. The beast lives there, curled up in the
hush-bush and shaking in gigantic efforts to escape a
web made of too many dreams. Slowly, inexorably the
Sanguinary turns all dreams into one dream, one that =
will make him powerfid enough to return to our waking
world, to kill us and take our bodies as it’s own. Go
carefully though the dream, for you cannot be sure
whose eyes actually watch you!”

FaE ption Somnus Lharrs a course for an immortal

eper the unmonal goes into the dream,
in affect the dreamer beyond simply

potential is usable only againg :
tainted. For every one taint !
&1
o
&
t

the moon damage potential
damage. In addition, the mo
creature, causing a pain hos
duration of the moon phase.

Special Notes: Selene can only
it's properties on a weapon endure thi
days and nights until the phase of the ni
days, 3 nights.) The pain hostile lasts for the Samm
length of time. When the moon phase changes the
weapon loses it’s silvery power until the serenade is
played again,

Selene’s use is mdee,pread among all immortals.
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“Player and target within visual range
Player sees an image (photo, video clip,
live television broadcast, etc.) of the target
and uses it to focus

5 Player and target have no contact,

visual or otherwise






System: The player rolls against the chart above plus in a soft whisper and sparks leaped out of the jar,

the red halo of the target. Each multiple of 3 over the scurrying across the marble floor, leaving sparks bebind

resistance allows the player to take greater control of them like little blue demons. As I watched in amazement

the dream and ultimately affect the target directly. they climbed up the stone walls and leaped onito the
torches that rested in their sconces, bursting them into

Special Notes: Somnus is te|
of minds so seamless that
the player within the drea
world as a pain hostile thi
sleep again (and presuma
Morpheum).

Although the Morpheum 15,
telepathic web that spans the subconscious
things, those inside it find it difficult to distinguis!
from reality.

ature, a joining flame with a biss and revgaling the room fully. Other

¢ to or by Morrigan stood around suddenly revealed from the
e waking shadows.

ither goes to “That was my,
going to be a so

dication that this was not

Description:
Sovereign allows
an immortal to
imbue an
esoteric element
with a life of it's

RﬂHkS Of Eﬁect: own, allowing
him to shape its
Rank 1 Player views the target’s dream ContGie B

in his own mind move it about at

will. The
resistance to the
serenade is
determined by
the area affected,
plus the degree
of manipulation
the player
wishes to have
over it. The area
affected does
not only regard
the amount of
the element that
will be affected,
but also the
boundaries
within which the
element can be
moved about.

Rank 2 Player appears in the dream in any form he
chooses (from a living form to a symbolic
representation of himself or an idea) and
can communicate with the target

Rank 3 Player can change the dream’s setting to
whatever he wishes but cannot physically
harm the target with any elements of the
new setting

Rank 4 Player can physically interact with the
dreamer, including combating him although
this combat is hand to hand only — no
elements of the dream can be used as a
weapon by the player, but they can be
used by the target in addition to 3
attributes

Rank 5 Player can use elemen
weapons just as the ta

Sovernef A U/N \ \Resistance Chart
: # L ) t Type
, fog, fine dust

Litany: “Air to adama y , sounds
Resistance: area affected + ¥4 ligh and shadow
Complexity: 5 (4 for Nimrod y/a

Duration: scene :».i}y"“ and cold

fire, electricity, radiation, gravity, magnetism

ystem: The player decides what intangible he wishes

storm cloud, flickering with sparkles of lighining
to affect. He then makes a roll against the resistance

blackbird sat on her shoulder and stared at me, beak

open and sharp split tongue tasting the air like a snake’s. defined by the chart above plus the area affected. For
In ber band was a jar filled with fire that swirled each multiple of 3 he scores above the resistance, he
around as y’j! were ,’;‘q;“'d" She (;pg—ned the fdl". She .spoke g:—lil‘lﬁ more control over the inlungibles in the area, as

described below.
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Special Notes: None of the properties of the intangibles Resistance Chart
“can_be changed with the use of Sovereign. Fire still - e
“burns, electricity still shocks, radiation still poisons.
Similarly, sounds can be moved or suppressed bt not. .+ - Resistance Ccmmcﬂ\dry
changed into other sounds. 4 CAny. person or object that is well grounded
- The player of the serenade is always at the ce ; usually standing on wet ground
of the area affected — the area does not move with ! Any person or object covered with oF fade
-player after the serenade is played. of water or. conducuve metals (such as
Intangibles placed under Sovereign which are ‘copper, bmnzc. gold, silver, etc.) g
dangerous (energy forms such as radiation; electricig _Any petson or object covered with or made
d fire) do damage according to the will uf the .+ of non-conductive material (such as
narrator. He assigns a damage rating according *clathing, blankets, etc)
mount of the energy and it's concentration in t 3 ersort or object covered with or made
nce materials (such as glass,
piast!es, or insulation of some sort)

'not at all gmunded

in the area at the end of the clash take da
'epprb'priate resistances.

Raks of Effect:

Rank_l Cause the intangible to
away from the player
Cause the intangib
completely elimi
Cause the inang 4
contour envisioned by the pl.ayer but
remain motionless i the spot this agcurs

rolls agaunst ‘the. conducuwty chart
fet halo of the living target or

ght or area (whichever is greater)
) Every multiple of 3 above the
easingly severe wound as well
ned hostile,

{ living opponents. This stuh

e turn before dissipating. Each rank of

: s : t f mass for inanin
Shape the mtznglble by hand, as if it were: _:mmng;zes we?;; mﬁeﬂ&%; vapnﬂz::):!. i
clay, or kick it out of the way WLthoul i T Nostram will curé the wounds caused by sutge

AauhiE the player e w{ll not alleviate the stun hostile. :
Cause the mr.angible to shape itself and move

- wherever the player wills within the area of - ¥
effect — element ¢an be made to attack or - Rﬂﬂk& o E{fﬁm

otherwise interfere W|th a lwmg npponem . Rank1 Rank 1 Stun hostle, light W"Uﬂd

Rank 2 Stun hostile, tmpahmg wound
SSrun hostile, severe wound

Su T ge : : : L '7 ; ._ ¢ 4 Stun hostile, crippling wound_x

"The arc flies
area or wenght
«“or conductivity
54 for Eremited

'Stunned (Violet) N

I yor don’t know bazu to da

leacher than a bolt of tightni & &
f i it sly i the relic. Feel it's contowrs. Sense

'Deom-ipﬂon- Surge is similar to Ember, the & 7799"9 are secrets bidden within it Is it a

an elemental force against an object of opponent. By A
player literally sends lightning Emm his hands ina flunry Jor “P“W ‘md we shall dascover L

‘\'}f electrical arcs:
D_escripﬁon_: :xyndrome a]lows an immortal to divine

‘the purpose of 4 device or enchanted relic.
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Resistance Chart

System: The resistance of the re_lic is bas_ed onit's
complexity; represented by the tech level chart below.

The player makes a roll against the resistance. For each

multiple of 3 he scores above the resistance, he learns
additional information about [he meltc or rrmchme he is

hmdymg

Spedal Notes Syndmme carmot he used on any hwng
being. i

Ranks of Efff,ct : __
Rank 1 = Identifies geneml class of the cb;ect
) (weapon, vehicle, armor, fumniture;
entertainment, tool, habnaﬂon, etc)
~What the object does fde!;vers a ﬁ:ebaﬂ

flies, com.mumcates, changes cok)r,
creates food): - o

Specific skills neces
(driving, swonjd, entice
Special requirements ot
necessary to use it (dip it in. clear water,
use diamonds as fuel, requires raw

Ra:_ik:.’!. i

Rank 3

Rank 4

Rank 5.
- the wand three times counter-clockwise,

dctivate this series of sw:tchea

speak a special. word) AN )

'Ta[ariaw

Hwng

Litaoy: ““Carry me on t._he Mng.ls. :
Resistance: green halo + extra weight of target
Complexity: 5 (4 for Morrig'.m and Phoemx)

Duration: scene

potatoes, only activates in bright sunlight) :
Directions on how:to use: the device (wave

“There &s no joy like that of flying above all the

things which are clasped in the jealous bands of motber -
earth. Give your shoes to.the ground and your body 10

the sky.”

Description: Talaria is the ant of flying.

System: The player rolls against the .gret':n.halo of Bis o

target (usually himself). Each multiple of 3 over the
resistance grants greater forms of flight.

! Spec]a.l Notes: If a flyer's total burden (his own welght

plus any load he is carrymg) exceeds his weight

‘calegory, resistance increases. Each weight category

beyond the flyer's own adds an additional +1 o hlS
resistance.

Flight is directed by the thoughts of the ﬂyer
Speed is still limited by the flyer's green halo. The targer
may end the serenade at any time. :

ayer gl:des from a high point to a lower
oint, but always tends toward the ground
Player levitates. He cannot rise more than 6
feet above the ground, but he can maintain
this altitude even if the ground drops away. i
Player flies subject to the wind currents and -
can slowly gain or lose altitude at will
Player flies with total distegard for gravity,
graceful and elegant. He can gain and. lose |
altitude in very short distances

5 . The player flies with toral disregard for
- ineriia, hovering and halting in mid air.
Instant reversal of direction is possible

Tattoo




- Description: This anention allows its player to take an
~ object; person, animal or even place and store it within
his skin as a tattoo. He may release it again with a mere
~ conscious touch. All things precious to the player may
" thus be placed on his body as an ormament, :
= called forth when desired. :

se your eyes to me. . .”
: gree of invisibility

System: The resistance of Tattoo is based (4 for Banjax and Eremites)
get's weight or area (whichever is greater) and (if a 80
iving target) the orange halo. Each multiple of 3 over
- this resistance causes the tattoo to hecome less distinct. Hastiles:
1o those who see it, being completely invisible at. the s

- highest rank unnl it is touched and released.

eopardy: GF attacking while invisible)

'(mue), Visibility (Blue) '

_Special Note_s: The Tautha learned \hls_sese

the Immortal Celebrant, once their ancient pg

~days when they wandered the Sahara and th

_ Gynnah where immortal and Primals ived in peace,

; Tautha belief holds that the Immortal Celebrant

- anticipated the Shouting War and holds within his skin

whole tracts of land preserveéd from a time before the

Dominions were ravaged. Similarly his servants carry

objects and creatures preserved from the many worlds 2 :
ond the Habitat. : : SR LS

bey - With his servants, the Immortal Celebrant is said . RBSISMH.CE .Chart o

1o even now be traveling though the Dominions and ) b AR St D :

Testoring to them what was lost. Further, he is said to Resistance  Invisibility ‘;ppﬁes o

possess tattoos of the Habitat in it's unspoiled days, a : ;

ﬁg ’ wbar you can’t see. An

 the buni does become more frantic Jor
lies between the shadoti and

e mdde our hame th the grey space.

A warning, Heed :‘1 Go.™"

the mmmmt abllsty to beeo‘me

egacy to the world after the coming war with the' s Invisibility 10 normal vm(m

- Sanguinary, Mdny immortals seek the servants of the 6 - Castno reﬂtx:tion
~Immortal Celebrant and the ancient secrets they hold on B R Invisible, o mechanical devices (cameras)
< HeirDodlies. ] 12 J.nvm:[:le 10 infra-red and uhm—vmlet

The ranks below determine how the taroos
: appea.r. The player can, at will, make his tattoos appear ;
-as they would at lower ranks. The tattoo’s o 15 Invisible to entire electro-magnetic
representation need not correspond with the Objet TR ‘SPQC“'Um (lncludmg Radar and X-ray)
*i$ hidden there, but often does as a Waming? &1

nf loftiness among the Tautha.
& difficulty as the serenade strength.

Mnks of Effect: 3

Ran.k % The tittoo. carries an ¢ gyer-présent siy: d E i ~_\ of 3 o r the resistance increases the

glow, bioluminescent/f eil.- :
otes=A: ¥

detailed that closer in ; ) : ;

: “with less than the listed bline
AN : imortal, and must roll a Visibility
Rank 2 Tattoo appears s a sﬁ 8 o : ile of appropfiate rank when in combat with the

(mcludmg heat sensors)

qyires. Anyone who attempts o
ty may roll against a blue Mirage

aftention, but does-not_ \
? expose details ;
Rank 3 Tattoo appears as any normal .:
“Rank 4 Tattoo appears as a natural birthmarkor
subtle pigmentation such as tan marks
‘Rank 5 “Tattoo is completely invisible to all
T but the player
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Ramks of Effect: :
Rank 1 Anyone with 3 or more blue motes can
: perceive the player. Anyone else requires a

rank 1 Visibility hostile to contact the pldyer‘ 3

Rank 2 . Anyone with 6 or mo
; perceive the player. 2

rank 2 Visibility hostile

Rank 3 Anyone with 9 or mo
X perceive the player.

rank 3 Visibility hostile

Rank 4 Anyone with 12 or m

Rank' 5 ‘Anyone with 1

! Mystic Birzdr

Litany\: : “Two bonded become one

Resistance: weight J
Complexity: 5 (4 for Amchne and Ban)n)

Duration: episode

'.“Eitecrrpm sing as they move away ﬁ-om me, like
waves breaking a calm lake. My voice is the glue that
binds my ancestral sword to my #gbt band. Though I be
Iving in the mud, wracked by the agony of my wounds,

causing them tn be: attracted tgy oneyan
become bonded together. A ficturé ¢al

wall, or two bracelets can bgj
shackles

person to the back of a hor: :-
people (an Anopheles may dffi
without the need of damps

interrogation, This serenade is st kn
massive structures that last throughy

Resistance: The resistance of Weld 15 OrTE
lowest weight of the objects being w *\" 0
man weighs 200 Ibs. (resistance 10} is being attached (e}
the bumper of his own car which weighs 1000 Ibs.
(resistance 12) the lower of the two. (10) forms the

resistance of the qenemde

Rank 5 The bond. is atomic. One object or the

my enemy: w:l!ﬂnd it diﬁ?rukmpry ttns bfadeﬁnm e

System: The player decides which objects he is welding -
together. The weight of the lighter object forms the
resistance of the serenade. For every 3 points he rolls
over this resistance, he_creates a weld of greater dcgree.

Above rank 2, the Weld can be restored.
objects back together even if they have.

bond is like gravity — anyone who
: can lift the object can break the bond
ank 2 The bond functions like glue — force able
©to lift twice the weight of the heavier obj
- will part the bond '
The bond functions like magnetism - it is
more intense than gravity if close, and will
pull back together if the two objects are leﬂ.
in close proximity. The force required to
separate the bond is 4 times the weight uf
ier object

o pait the objects, in addition to' ¥
the rank 3 effects: The force of the bond is
8 times the weight of the obgect : %'i

other must be severely damaged 1o cut

through or part the items, and even then
the bond itself cannot be severed. The .
bond is stronger than the molecular links of
the objects bound together

wreen halo

& gimrdians of the isle of Aeolus! Open :
., the west wind! Notis in the south,
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Description: Welkin is the ability to summon and alter M“ks Df 'Ef](BCLZ
the weather. Storms can be called or dissipated, and the
« effects can be focused to attack or hinder an enemy.
With this serenade, a player can cause the rain to avoid
falling on him, or to intensify the effects of a storm 1o
hamper his opponents.

Rank 1 Slight variations from current conditions
(Drizzle becomes light rain, high humidity
(fog) becomes drizzle, clear sky becomes
ast or fog rolls in etc). Green
nmental hostile alters by 1 rank

variations (Drizzle becomes steady
igh humidity becomes light rain,

ear sky clouds up and flashes lightning). -
Green environmental hostile alters by 2 ranks

Resistance Swiftness

f the
- Zhhabil Significant variations (Drizzle becomes heavy

6 - several minu rain, high humidity becomes light rain,
9 1 turn (10 clashes’ clear sky clouds up and lightly rains; etc.)
12 1 elagh Green environmental hostile alters by 3 ranks

Jajor variations (Drizzle becomes torrential:
.. high humidity becomes heavy rain, clear
auds up and bursts into steady rain),”
ironmental hostile alters by 4 ranks

15 1 escapade

System: The player can either alter the current weather
conditions, or focus the weather onto (or away from) a

target. If he is changing the local weather, his resistance Rank 5 tions (snow falls from a hot
is based on the swiftness of change he requires. . lear skies burst into torrential
Otherwise, his resistance is based on his oppdnenr‘s rains, torrential rains evaporate into clear
green halo. skies, etc). Green environmental hostile

For each multiple of 3 achieved over the total alters by 5 ranks

resistance, the weather change becomes more dramatic,
or can be focused more intensely.

Special Notes: Welkin may not be played indoors or
underground, unless the area is large enough to have
its own weather patterns (as in some truly vast
subterranean caverns.) :

By altering the weather patterns, Welkin
credtes (or alters) a green environmental hosule ‘

We[km Ecboes
A number of echoes are known to exist for Welkin. Each
oehas. n increased resﬁtance of 3 over and above the time

—lhe blue echo of Welkin is used to genemte
Ris can manifest as lightning flashes, driving

cannot increase the styionmygs 4 ! ill ack agatpst those within the area of effect if he

individual to more than twiceffha S| has 2 specificaffees. iad. Some components dre not ;

ared. § : ‘ b : dth shimmering heat, fog with blowing
Welkin can be used to{fowdr, Ethe 5 o ifgTdugt with driving rain as examples

this echo are identical to the main usg
ficreased resistance. This echo is often |
isipility hostiles, as well as creating them.
el v Plet echo of Welkin is used to physmnily
pporents. Because this damage is inflicted through the use
eriade, it does ot heal under r.he Pdnacca Oondmons ihal

increase, an environmental

For example: If there is a mildf
environmental hostile for anyog

inflicting up to a rank 4 bostile,
are blown into bis face no matter
be turns.

@ severe wound is inflicted, with a hght wound bemg mfhcwil
at rank 1, and a mortal wound at rank 5. As an attack echo, it
requires a target (which can be an area) as part of its resistance,
This echo requires that proper weather conditions already be

in existence, such as a severe thunderstorm for lightning, 4
or a blazing hot sun for a heat-based attack.




Resistance . Cﬁﬁmct proximity

1 Skin to skin contict between the player
. andan untonscious target
2 Physical contact esblished between player

er & Qﬁﬂl § R _ and conscious target, whether skin to skin

or thwugh barriers such as clothes and armor
3 | Player and target within visual range
' o Player sees an image (photo, video clip,
~live television broadcast, etc. ) of the target
- and uses ;t o focus
5 Player and mrget have no contact,
& V'u;uaI or otherwise

orrigan monitor vueathef (ha s

System: 1’he player rolls against the charts above plus
the red halo of the target messenger. Fach multiple of 3

aver the resistance allows the player to keep the
messenger from undersl:andlng (and possnbly divalging
}sewhete) his msnge

g. y . "parar.eanddLsunuuseof :
fengue of dee 2ute ot player to interpret the language
AT i : : € resistance to understanding
 Litany: “Out of the mouth speaks th actlY the same as the channeling aspect
- Resistance: language obscurity + target’s red hle _ de: the obscurity of the Tanguage being
: B S S e ‘the: more obscure, the higher the resistince) -
“Complexiry: 5 (4 for Banjax and Eremites, i of the targer. In this case, increased

3 for all Emissaries) low greater understanding,

I bave come to deliver a message to you, my Lady. hart below, the first entry is how much of
If we can withdraw to more private chambers, I can i the player's emissary will ‘understand, the
contact my patron and link you to bim through myself, - 3 h.ow much of the bmgu age s tr.mslated One
- His words will come out of my mouth, so that you will be -
certain of their sowrce, if not thefr veraciiy.”

ﬂeﬁt: S

The entire message is clear to the émissary
of the player / the player understands only
key words in the target’s commiunication

Most of the message is clear to the. emissary
-/ the player only Llrldefstdﬂd‘v a few '

Description: Xenoglossia is the ability of an immortal
to telepathically link to another person’s subconscious =
~and to speak through them. Modern new-age believers
~among Twilights call this ability channeling although it ;
 has been in practice for quite some time among the Rank 2
Perpetuals, Emissaries employ Xenoglossia often to deliver -~ =
messages whose content is very specific and delicate.

“Rank 3

; : : : ; AR T
Resistance Charts o e o
Resistance ~ Language obscurity i R e !uf 54 ry ! pla r ets"lh&ﬁ’ane 3
1 Livihg language spoken today : 3 i i
2 Umlsual'd.iajecr. of living language spoken Rank 4
today; usually regional or eadier dialect.
which has evolved into present form :
3 . Dead language no langer spoken :llthoug,h Rank 5 :
i _‘onge in common parlance
I Dead language, never commonly spok¢n
LB Secret language, created to be understood

by only 4 certain few
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Zen Shadow

Disbelief
Litany: “It is not he "
Resistance:; damage
Complexity: 5 (4 for
Duration: scene

with i, as you know. You ba e
turn aside my lunge with your parvy, but
up to it. Why not then remove this threat to your b
making it unreal? The greatest of us who use this power
unmake pieces of the world every day. Yet even in the

unmaking, these things continue to exist to harm others.

15 this a paradox o you? You must accept paradox to
excel at this attention.”

Description: Zen Shadow allows an immortal to focus
his mind to such a degree that real things do not exist
for him, nor can do him harm even though they may
harm something else near him. A “shadow” sword
passes through the player. Shadow fire will fiot burn
him,

System: The resistance to Zen Shadow is the damage
potential of whatever object or force that attempts to
harm him plus his own blue halo since he must
overcome his own perception of and belief in the
object to render it less powerful to harm him. A
weapon which has a damage potential of 6 creates a

base resistance of 6 + the blue halo of the player.

The player chooses the object or force b
to transform into a Zen Shadow of itselfa#fc

3 over the resistance allows the play
ranks of wound (as well as les:
the object or force, as describedft
below.

Z0as

Changing Himsati's Prime Aspect

“The cage holds many. . .

Litany:
Resistance: + weight categories shifted
Complexity: 5 (4 utha and Terat)

Duration:

IS tmportant that we change our perspective
e world by changing our place in it'’s food chain.
Darwin would be amazed, wouldn't be?”

Description: Zoas allows an immortal to alter his
himsati's prime aspect, or transform it into another type
of creature.

System: The resistance to this transformation is
determined by the current himsati ter of the player
since the higher the tier becomes, the more perfect the
current himsati form becomes and the more resistant it
is to being changed. If an immortal is on himsati tier 12;
his resistance to transforming his prime aspect is a 12 as
well. Any shift in weight category adds to this
resistance. For each multiple of 3 over this resistance,
the player can alter his prime aspect more dramatically
from it's current form.

Special Notes: Once the prime aspect changes, those

natures which are natural to the new from replace those

al to the old one. Only prime aspect natures are
! others remain unchanged. The old form
tegs) retun when the serenade expires,

Ranks of Effect:

Rank 1 Ignore light wounds i

Rank 2 Ignore impairing wounds
Rank 3 Ignore severe wounds

Rank 4 Ignore crippling wounds
Rank 5 Ignore mortal wounds '




Resmmme Cbart

-~ Ranks of Effect.
Rank 1 Transform only the appezlrance of the ; e e ; _‘
i . prime aspect (a blac_k wolf becomes a red . Resistance Ramihaﬂty QF dnsunanon :
S o wolfete) " 3 Cfotimate (player has lived in the area
~Rank 2 Transform to a related ueature (a wolf LT fbr many: years)
3 could hecome a fox or dog: a man can Ve Bl (player has hved I the W_{
become a monkey, ape, or lemur; P .for 2 short mne) i
R fire could become lava). i :
~ Rank 3 Transform prime aspect into a related g

-of creatures €a oak tree could becom

Litany: it
-Resistance:

:'{' Cbmplexi_ty:

living or esoteric groups (a

- could become watér, wi

‘becomes 4 tree,
5 shadow becon

'demnatton FEver worse, aiJ afu.s I"'.
dangerous place _perbapsamang

- stand up (o rbeﬁW of d vest
- No? Then perbaps you should
that I can make a befter jm{gm

: 'Descripﬁom Zodiac is.  the ability &
4 gates, the pmm]s whtd‘t once hnke-‘

rose bush, algae, or seaweed, a
become another type of mammal [z
rabbit or donkeyl, fire could bee
light or steam) -

Unfanﬂh.a piayer has never been 0 area
‘nd kne s little about how to get there

Defomie auitRcen seion 'ple of 3 scored: nbow. the

yer to make the. eransmon more
‘to his destination. If not, he

Cross the barriers ber _
M{ldcm connected gate.

living groups (m
5 7 ﬁed‘m'mﬁga;e l,‘if;ﬁtr_:,rs
the Dominions.

Zobmc .'..-':.Rank&ofl"ﬁecn

Rank 1 Arrive at da\mnanon after 1. senee

Ama;garing Na-gmes il Rank 2 e aecl S S epxsode
"Thmugh the endless mght . Rank3  Amive at destination after 1 scene

familiarity of destination = : Ré.nk'é' : ‘__Amve at desunauon arthe end of. the clash

5 (4 for AHOPhd"‘-" ‘fnd Phqen g Arrive ztl destmauon thhu'i the escapade
e (mstﬂnmneous teieponation)
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# Anopheles

Conwiction of the Silence:

“The Silence is a joke, if the Sanguinary could
break free; it would If il makes the fools of our society
- feel safe to preserve it, we will— for now.”

Vogues

Adagio
Ahimsa
Breath
Bubastis
Dare
Domino
Gorgon
Haspis
Ichor
Impulse
Manifesto
Mystique
Zodiac

Secrets

Elan
Rhapsody

Our Vogues:

“We are the masters of the mind, that fortress of
hidden needs and dark fantasies whose thoughts we
: read and control, for true posver comes in the
o o fulfillment of repressed desires. We have never lost
: : touch with the creatures of the earth or the means to
travel to the worlds beyond her. We can make you
slow and we can get inside you. We are masters of
blood and fortify ourselves with it's secrets. Our gaze is
deadly and turns those who stare too deeply into
stone.” :

Our Secrets:

“Pleasure and selfidentity are bound as our
~weapons, Should changing your outlook on life fail to
bend your will to ours, we bring forth pleasure or pain
as 4 weapon to paralyze you while we work more
subtle songs in your ear.”

I00






Elan

Transforming Another’s Predilection

Litany: “There are many buried inside. . .”
Resistance: red halo

Complexily: 6 (Anopheles)

Duration: scene

Secondary

Hostiles: Familiarity

“So, you ‘ve always wondered what it would be like
to be a thrill-seeker even though you are afraid of your
own shadow. Al least you batve curiosity where you lack
courage. Let me show you what you're missing. . .~

Description: This Anopheles secret allows its player to
transform the personality of the target for the duration
of the scene. An Authoritarian, who likes rules enforced
can be vansformed into a Heretic, who has no respect
whatsoever for the law. The player does not control the
mind of the target he trags i;(";g'ms. Any of the trget's
comrades whusg: prcdilu(.‘jﬁ(‘ S Are ﬁg
incompatible with his own will be &
accorclance with his new care beli

cantly
< by him in

L

System: The Player makes a roll against the red h
the target. For every multiple of 3 he scores aboy
istance, he causes the Garg
even further fromhis trué ﬁgluru :

2Us personality (0 w

Special Notes: Anopheles Probes, .iiighhindc‘m‘"ﬂnd
Jugglers often use Elan on themselves, with'extended
duration, to create. personalitics compatiblé with the
members of groups they infiltrate. r'\l-l{!l'.lk"d\il:]_!: his
“cover” the player isdocated by others of his calling and

Ranks 0( Effect:

Rank 1

Rank 2

Rank 3

Rank 4

Rank 5

I02

Personality of target remains extremely
compatible with his true nature (Knights 1o
Custodians, Bohemians to Rakes,
Right-wingers to Authoritarins,

Yuppies to Right-wingers)

Personality of target chunges to 4
compatible but different personality
(Martyrs become Moumers, Boors become
Bullies; Cabilists become Paramours,
Preternaturals becomes Surrealists)
Personality of target warps even further
from his true nature, transforming. into 4
personality that is neither compatible nor
incompatible (neutral) (Survivors to
Sycophants, Detractors to Cabalists,
Drifters 1o Innocents, Jokers to Analysts)

Personality becomes incompatible with true

nature (Arbiter becomes Bully, Cabalist
becomes Teacher, Innocent becomes Yuppie)
Personality becomes polar opposite of true
nature (Knight becomes Bully, Analyst
becomes Thrill-seeker, Heretic becomes
Authoritarian, Connoisseur becomes Boor)



Rbapsoby_:
: _.:Plemure and Pain :" :

Lty 5 e
Resistance:
Complexity:
Duration:

Se1h deepest du\m[ we Fnd the wmpon
yellow halo :

G (Anopheles’
5 q-@“e S

Created -
Hostiles:

not even ﬁu abIe ,'r; vlami }ou ba lieve you um a mwer of’
fron will, and that’s admirable. But ler's se if you cwt
wrrhsmud tbe waves qf f)!cm.mm Hmf wﬂl SO0 mrgulf

not unly dl"lw'-‘- the ycllnw ha.ln («!glhl)) Fr{:m lhulr mrgu

and plaues it into the blue halo (awareness), at the e

same time it creates waves of intense plmsun:
as the target’s senses come to life. T hg t.lrgu'«
umrdm.mon v;f(.u(.dvr\ as his sen

(nr [‘i_‘llﬂ) :

Systcm- Fhe pluy;,r mlls against [he yclinw hdltb

target, Each 3 points over the resistance transfers 20% of :
the target's yellow hala into the blue halo. When the = :

vellow: halo reaches 0, the l.u‘gcl p.:sz.cs uul fmm
Sensory nverlu.ul

Special Notes: If ﬁu: entire number of yelkw\ motes in lhe
target’s halo are not converted 1o blue motes, he is under
an Wrong Hand hostile whenever attemipting any physical
actions due 1o his lack of coordination. The dlifficulty rank
of this hostile is the same as the serenade’s rank of effect.
This serenade can-causé the target's blue halo to
exceed the hmtu limit imposed by the himsati tier.

Rﬂnks of Effeu[

20,95 of vellow hala is u)mult.'d tu hlue

Rk 1
rank 1 Wrong Hand hnﬂlﬂt
Rank 2 S40°% of yellow halo is conye *rtecl o hluc ‘
rank 2 Wrong Hand hn\[alc :
260 % of \cltuw halo is converted to blue,

Rank 3 ° er
: rank 3 Wrong Hand hostile
Rank 4 - 80 % of yellow haloris converted 1o hlué
rank 4 Wrong Hand hostile :
All of targers vellow halo is ‘converted

Rank 5
to blue, target s unconscious

- see and we smdy We cause
our ddvtm‘

Qﬁfsem.z

_‘Con'mctmn of tbc S][ence

: “We nm.lac' 1o Lmke« i :he Sh'e'rrw It serves dis
s ]Hn;t?me el :

We can tell -
facts, so we

: powers
: ;)rgp.lrc' us % 1 . Il to defend, and
to acquire data. enultimate

artists of the Perpertial S¢ Anfu
find our lack of passion i 'gru’qus with ¢reativity, We
flict and fear. We bind
nithe instability. of their

“*Time and Oblivion. We observe the vinculum
hetween the two. Before Time there was Oblivion. After

“Time, Oblivion became suppressed. Can you guess,
then; the ultmmlc purposes of our secrets? i’erl‘mps you
‘ shouid rc:fruh ynur 1n!0rmanon base.”







| akashe

I:me Travel ;

e ﬂow wnh lhc: gurrc.m-, of time. .
 Free lmm.nulum ;

Complexity:

6 (l\ra;.hm.)
Puration: : mddmnc“
Secondary hlmrl:‘mtv (1o find

Hostiles:

lau, m nmc)

'Ii'.rin.(a Qﬁ Vours ernses eacb ane. Aa‘m(b tb?m tu rbv rfvef

of time, let Jht'm be umwd backu;ard Be f_ar?ﬁd uj fbmc'

Description: P\l\}l'-nhd is un Arachne &
him to move his sensés ihmu,s.h Im't'
highest rank of success,
manipulate his environment out of time as lf hL Was
actually there. Time is resistant o the soul of living
things that try to move through it, making tl'i
lmmac,ulum halo of the pliyer his own resis
more powerful ﬂ)e smﬂ the more. J‘L‘ah\t’im 1
D‘I"‘vdgL._ -

: nll At thc

System: The p].n&r rolls agmmt h1'> fuII Fl u[m;.., L\%%%%#

iff the FI motes are allocared to other luios For every
multiple of 3 he exceeds this resistance; he scores a4 -
rank of success as dcst_nht.d belaw.

ﬁpecial Notes: The Arachne have discovered lhal the
orderliness of time is reinforced by Visage, the
supernatiral power grmwd 1o members-of the
Stratugem by the Jury. The more Perpetals who are

connected ta an event, the greater resistance the event -

has to hemg dltered. Any pliyer who wants to .:Illt"l‘ an
event must be conscious of those 1111muru|~. that were
(or will be)a part of it Their combined Visdge is

comp.lu_d 1o that of the player. I his Visage exut.'d‘; ; o

this resistance, the pliyer can significantly alter ﬂ'u:
event and have ramifications on’ the fuwre. o

For this reason,’ ‘Akasha is most often used as an
inform: i!ll_)n";..,llht’!’lﬂh tool. ’\urmtors may w ish o not
allow the use of Akasha if they feel it wnll unlmhuu_e
i.hen’ production. :

Whichever sense an Immortal sends into thg [‘).hl

(or future) activates the same sense in those near him.
If he sends his snght others in the past will ok
~ sending his sense of touch allows Gihers 1o physically
feel him, but he will be unable 1o -hann (or be harmed
by 4 living creature until he gains a rank 5 success:

IF used fo send another's senses through time, the
Arachne niainLiins control over the. de«umuun but the
suhgul can Lnd the b(.TCI'lﬂd(.‘ at wﬂ!

et that .1]l(:ws S

}‘rt:t: il e

aver Lhc 1

| ot

- ,_R.ml\] 1 sense can hc- used in'the targeted era

- Rank 2= Any 2 senses _cm1 be sent to the past
Rank 3 All senses can be used inithe targeted era
‘Rank 4 The player can munipulate inanimate

objects in the targeted era

- - lﬁhnk 5. The player can physically challenge

i which allows
ea) from the
for the

in every wu&' -

the weight of an
foran area, In.
thing being

nce as well. The
multiple of 3
fon the target

ance mﬁ&a
- -.;w:nds t:ulede :ﬁmm 4

Special Notes- While the target of Loom is outside of
time, he ceases to exist in Lh%}:[dblmt or any other -
_u)rporcdl wc:rid Ali m}(m : bour %un mm.s]'n_s. no

A5t one mote o! \rlbd;, £l V'll’ll'ah : ommuon returns
: when the target emerges from oblivion.
 The uirget of Loom is considered asleep: whlie in
.;nhhvxon dreaming yet not entering the Morpheum. The
effects of this strange place ave stll largely unknown o
the Arachne — they are kn(mn to suspend some of their
yrobes within it in an .mcmpi to divine ltb ndluml ld\w

 Rarks of P

: B‘mk-l it '!drget n:m vetl ford (Llh]‘l ;
Rank'2 . Target remu\.':d for the scene
Rank 3 Targer ;cmg\'ed for the episode
Rank 4 -TargéL removed for the series
L Rank ‘5 ',ﬁ='1.“urge[. removed ._Ji'it}efihi@e]y}-




Banja'ac' ﬁ

Conviction 0}[ the silence:

“We don 1 find the Silence to be an inconvenience.
We can fight without using serenddes against our
enemies, Sheol taught us theat much.”

Vogues
Bastion
Cradle
Dim
Flux and Flow
Gremlin
Inroad
Looking Glass
Malekin
Marioneite
Riot
Veil
Weld
Xenoglos

Secrets

Ars Morendi |
Udjat . o

Our Vogues:

“We are le
thrusting a knife m% tt)l‘ﬂlpl&.‘d mmd ﬁ:xm glvcs birth
to them. We walk on all 'ﬁim;b and cause others o
ove to our will, We create mnﬂut for we were born
within the pt‘i&m ‘of '\heu] W’e are bound rogether

in spirit and in mifiel @nd in pm'p(rsé L\*Iaélj;ﬁrgof the

disembodied soul, even: m.nhmm serve a
mystery the®eri i
fascination.”

r bodies, a

Our Secrets:

“The power of spirits and the healing touch of the
sun form our secrets. The two are bound together in a
way that would amaze you if you were to witness it.”

106

Ars Moriendi

Imprisoning Spirits

Litany: “The name splits the Blue Air . . .
Resistance: Free Tmmaculum of spirit
+ how long dead

: C(jm:plexiry: 6 (Banjax)
Duration: scene
Secondary
Hostiles: Familiarity

“Drowning in the sea of the Blue Air are the spirits

eternal. swimming through the currents, searching for

some shore where they can be conporeal again. I call
through these depths, I put five to the torch that lights

your way. Come to me spirit, into this shallow place
where I restore to you a body on dry land!”

Description: Ars Moriendi summons back the dead,
. whether the deceased is mortal, animal or gossamer.

The spirit is drawn to an object chosen by the player,
including a soulless body. The Banjax use this secret to
create Mummies, eternal vessels filled with spirits whose
Rchgarum makes them F(mmd'lh]e guardmm and -
485ASSins. # Sy
Any object can serve s a n:mcpt.ldr_ for a spirit.
While the spirit inhabits the r(_u_pt.ult.. the player can

. communicate with it. If the receptacle has motive

capability, the spirit uses it as it would a body.
Damaging the receptacle does not harm the spirit.

Resistance Chart
Resistance  How iong de.a_d .
i Clashes
2 . Scene -
3 Episode
4 Series

Indefinitely (any time previous to the
beginning of the series.)

n

System: The player makes a roll against the resistance

defined by the chart above plus the Free Immaculum of
the spirit. For each multiple of 3 he scores above the
re.sistance, he ;,',aim; greur.cr cooperation fr()m the spirit.

Spccia.l Notes- The -\pmt possesses adll skills of it's

© previous life, including Religarum. The Familiarity

hostile is required (o use Ars Moriendi since the player
- must know the spirit he is summoning forth. Once the
~ spirit arrives, it will generally not be in any hurry to

return to the frightening endlessness of the Blue Air,
espegially if iUs new “body” has the capability of




movement. Fvun i the rcuepude i only an oh]eu
{such as a hou.le) fhe senses that resonate thmugh
the object nm!\es it far =upenor to :swammm;, the
sunsuruﬂ» void Blue Air. : i
A spirit piust have at least one mute of Free
hmndcu]um 1w be aﬂmted by this \t‘ﬂ.ﬂ:ludt;‘

Ranks of Effect

R‘mk 1
Rank 2 Splnt w1ll !u. ﬁnme:wh.u (hapmed 1o tht-
: . nsk
Rank 3 rit will ﬁc kmdiy d,us[xm.‘.d w0 the: pi-.zyer
= und will help him, even il lhcre is some risk.
Rank 4 = Spirit will be, ek rx_eme[y md of the player
: “and will do whatever it can to help him,
: even ﬂ:;kmg it's corpore: -l existence. :
Rank 5 Spirit will bc obsessed with Lh pl ver and
. will do anvthing he sks of it, no matter
: whdl, the personal risk o d-m;,er
Reneruul uf l.fm irm :
Litany: - ~ “The sun bum dca[h s hand
Resistance: “wound or degree of Cﬂ'}]t.l.t 5 d.mwge
(‘.ompl'.xntv -6 (B.m;dx) o el

”Kbepem the herﬂe rolls the sun aIurrg fhe \ky or

s -my ancient people. sa:cv They always: understovd the
power of the sun lo venew, even as the moon harms the
corrupted. Sit here i the sun,led it's light beal your
wmmd.s ard mengd your broken stord. You dare P
champi;m of zbe light and it ftwwmbeh .rbi\ (;lwrd ys,

DeSCripﬁon‘ Udnt is named for the: wun—di\sk uf zhc >
ancient Egyplians, the symbol of life and power. The

serenade calls upon the immaculum present in sunlight

to heal wounds and mend those things which have
been broken or damaged. in any way hcsldc-s the
passage of time.

Udjat can also be used1o heal an arca u[
\Lth:l[lOll ord ruined Structure.

Resistance Chart e

- \‘Fuund.#?f)cgreq of damage

‘Light wound, superficial damage such as
~ scratches, gouges or scuffs, loss of 20%
from h lrdan:. of ohject or its functionality

lmp.urmg wuund “minor damage that mars
- the appearance of the object or area. loss

- of 40%, from original h‘udm.-.s of object
or it ﬁuulmmlf% ¢

e B w5
erate damage such as
q:‘1,,!r1(:.-s.‘i from object -

"*-.\’L‘l‘?;\vound, i
up f@ loss ¢
Coriis unctionali

Crip| lmg wount

VV dam;lgn such

W,

causeel by warpﬁ%«.m or muncct ol
oss GES0% of nl‘lﬁ ﬁ’”—“
or its ﬁ'im:mmdhgy 0 A

; E

ces,
ayed

d rank or the
OVET An ared -
resistance.
ses the wound
ter swiltness,

i ' 'uﬁw&ﬁ%’
- Each mullf{ﬂ&?‘)f 3 aver the
5 5. heal and. the :ﬁ]c*cﬁ(?%@

ring the day.
1 overcast by
10 stay in the
ffect below.
eal completely.
haps there is

¢ the Banjax
itself and

his secret name

* some truth 1o the wr.il knts\._

quiet Lultuxcs that 3&3'[)&
would not cure him il hﬁ;‘toléz 1
~and gaye her Im power. o

: Ranks of Effect
% _R;mk T '\Mrumi hul\mb;vct 1

the day (arget must i sun all day)

J B_unk 3 -~ Target mends or heals in Inll' 4 day € targf.l
cHbE must remadin in sun for that duration)
tURank S T.u'g..u mends or ]1(.;1,]5 after several hnuﬁ

ann_k" 5. Target mends nr._hq__dls during an hour

oo 0 of uninterrupted sunlight :
-~ Rank 5 Target mends or heals within 1 tum




Dracu

Cownviction of the Silence:

“The Silence should be maintained, bul a balance
must be achieved. To keep.the Sanguinary brudy
{gnorani, we must misdirect the ripple elsewbere. To
make no mmm’ at all only invites its ~pecm'unmt and
inquiny. ”

Vogues
Adagio
Ahimsa
Cacophony
Dowser
Himalaya
Inroad
Ley
Looking Glass
Nostrum. .=
Rade ;
Syndron
Tattoo ;
Zen Shadow

Secrets 2

Lung Ku
Secret Arrow

-
“The Dracul .u‘c “'the chil dru& of the etmml journey
m one place. o anbther, W carry all that we need
ur skin or inf‘)wmmors \“r'e h@ Land study, find
UL SUMmons,

rd of all
h f the Void
‘md tht: des[ruuwa force of the Ley Munbmnu s own
flow. The two are intertwined, our deepest secret held
in the catacombs beneath the Forbidden City. Two :
secrets become one greater one.” :

Lung Ku
The Dragon of the Void

“Five forces gird li1é_drztg<m. L

Litany;
Resistance: required wound
Complexity: 6 (Dracul)

“We of the Dracul walched as Sharakai died on
the batilefield before the gates of the Forbidden City,
slatn by a Secret Arrow of great power. Our lovd Yu the
Greal ook 5 bowrs 1o free bis mighty soul from bis
equally mighty flesh. In each howr bis thrashing not only
caused the death of many Anopheles warriors, but
iéti‘akrl secrels of the five elements! Even in death, one
can be a most dangerous implement of war."

Description: Lung Ku temporarily infuses the player
with one of the' awesome elemental powers, known by
the Dracul as the 5 forces of Ch'i (earth), Sui (waiter),
Ka (fire), Fu (wind) and Ku (void). When he next
strikes his opponent, delivering an appropriate wound,
he suppresses part of his opponent’s blue halo. hhoc«.

of Lng., Ku suppress other halos.

Resistance C_.bart

The resistance to Lung Mei is based on the

~minimum wound the player musi deliver 1o affect his

opponem s halo.

‘Resistance  Minimum wound type required -

3 - Mortal
6 Crippliﬂg
9 " Severe
12 Impairing

15 Light

System: The player rolls against the chart above. When
he next delivers a wound of that severity or greater 1o
his opponent, he also suppresses a number of motes of

“his opponent’s blue halo. Each multiple of 3 over the

resistance increases the numi)cr of motes wiuch are

= suppressed.

-Special Notes: The aup[)réssud motes return at the
_begmmng of the following clash. After the wound is

delivered, Lung Ku expires. The player may only be

cnergw.d by one of the elemems at a time.
1f the opponent is reduced to 0 blue halo, he is
blinded, and must overcome a r.m.k 5 visibility hostile
for any acnons -until the mn[es ruum at the beginning
of the next clash. -
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_There are only 4 echoes to Lung Ku: Playing
any nf these el hucs fequires overcoming an

" Resistanc‘e Chart

; ).stlcm of Armw
~ Lung Chi (e lrth) suppressﬁlhc wq[er lmlo

Lung Sui (water) suppresses the orange hale
: Lun;,, }u ( 1|re} suppruo.es Lhu ye,lkw-* hale -

A Hpcuf‘ igally Ltcugncd \lrdlght palh or
i ramp built by the player to focus the
~ energy, such as a hallwayin his fortress,

)”A mmpLucI} anobstructed straight line
= the p].:yu .md his mrgut suchas a

1 1o tho ‘.uﬁ“ung Ru T’ﬁe : 5 ; = :
of Tung Ku whfch target the red hd]o ' R ; “““‘"ﬁf devaid é’t' other “I’Nt" oL gar’m;tu
immaculun. S A relatively unob Ltc'd straight line

{ i d his mrgct. wuh
 only @ few small
An (:%uctcd lit

the target with
.md %er Trge
ween. ﬂ](,&ﬂ;]dy&.r dnd I.m{t

Raitk 2
Reink 3
Rank 4
Rank 5

rLev [xrws I’n!c)avbcd

= ‘l‘hc \LU‘C‘[ drl'ovu
pattern of Jrr(m
.-() ( nmwh

_slrn;.,]u ‘mt.! lrut:

“The Gh'i of the eanh, wihet you caI! the fev
nwmbmne ﬂnws in radiant green lines. Tt is thee greent -
bedoof .rhrf worled, q{' the tutiverse: We bave. learned to.
harness the momentunm of th nﬁub:dsa mrwinq eucrgy i nﬁ g."._ ub]cctx vcn? t'nm(_" thai: “within the Secrot
and turm it into @ dangerous weapn in the Habitat. | Bow (s this ramp is knowi 4 ad(l +1 to the damuge of
Cuar” merttor Sharakai was skuck a‘n&m with e o ‘ﬂm Secret Arrow. T‘I1mug.,hout-(§,m the ﬂ(,\‘.mg power
Arvow. How fitting that the mem' wh i foree, is still feared

shoulel be bis u,:au_[mrz i gloriofes sef gﬂﬁ: d\um) of

greater. In the
cciul rmp or
we Immaculum

TN"»”@C’ bf’” R Ley- -lines, known rr_p,mndlly A

' o it's destruetive ability and s abi]
- awakening the desiel. (For: this reuso
Descr!ptlon ‘m_rc,t ArTow allnws i Dmcul o (I['!L!] a gravevard of the orient are placed in (,mllil_ puuemé
portal in the Tey membrane, The momentum of the =) Basi m.ﬂad of the neat rows of their wester ummu-rpnma )
energies rush into the physical world like water G oo et e olain. by 4 Secret Arrow while standing
brf.akmp, throdgh @ dam, The more H[nll"ht 4 line the b e on i 5;._;;5“_1)‘:,“; path before the gates of the Forbidden :
Secret Arrow. is directed i, the more hm Lt o - City, The force of the blow is legendary, no doubt
becomes, t i ~increased by Free Tmmaculum placed within the pathi:
h © The secrer bow that desnrw‘ed Sharakai still lics within the
. Dracul Creche, Imkmg the s of the Kirin, thn and

~ the Meridian Gate. See page 56 nF thc. Dracul Sc)um-:hx)k’

s Rn]lm;., a null whi ing SECrer Arrow causes i

great deai n::t mndom du:tru ﬂtm o uguu- in thc

2




Eremite
Conwiction of the silence:

“A temporary sttuation that we (olerate only until
the Sanguindry aweakens dand we destroy it. We have not
lomg fo weait.”

Vogues
Ambrosia
Boon
Cassandra
Evensong
Idol
Manifesto
Marionetie
Nostrum
Prism
Rave
Surge
Veil
Xenoglossia

. i

Secrets
o

Kismet & &
Temper

Our Vogues: .

& /
“Our mu‘mlu heal ‘md m]u\@dte \Iankm@‘?g:
seck out the future. And yet, there is 4 miracle Beyond
the unchdndlri{e, of the .lnumlh that claim’ sUpCTionty
over Mankind, Thu miracle of 4 single bLt'ngigﬁvho:,u
power md ma;u‘ty f«l exmcd is ur ;bc. p;uful ddrkncsq

r SBCYEES::‘

“Destiny and fortitude are our

If we m e others to seck the ul so be it.

For is not the ¢ : face

enlightenmen rth?”
Destiny

Litany: “My will be the tool of fate. . ."

Resistance: yellow halo

Complexity: 6 (Eremites)

Duration: indefinite (until geas is fulfilled)

Secondary

Hostiles:

weapons.

Rank 5

Jeopardy o II 0 :

“'m not going lo (:m'rm}!,)-'our nind becatise your
red halo shines brightly through you. No, you aie too
willfrd. Besides, trust bas o start somewbere. So, I'm
going to give you a quest, 1ts nothing you shouddn’t
easily bandle, but if youw avoid fudfilling 11, it will haunt

Your dreams and even your waking moments. Just go ge

it done, and we will say good-bye. For now,”

Description: Kismet is the ability to place another

person under-a quest that, if they do not fulfill, will
cause them to be haunted symbolically by it. Itis not a
form of mind-control — the target can refuse to

- complete the mission as long as he wishes, although to
do so brings a great deal of irritation to his life.

System: The player makes a roll against the resistance

“defined by the target’s yellow halo. For each multiple ©

3 scored above the resistance, the repercussions of
refusing to carry out the geas of the player become
MOre severe.

Special Notes: This supernatural form of blackmail is
often used by the Eremites in their selection of worthy
individuals who will ostensibly inherit the world from
Eremite hands one day. They use it to test memheh of
their quiet cultures for advancement. -

The player does not cause any of the ru:dud
effects of Kismet. They are, in fact, gr.‘nermcd by the
mind of the target, and so can be very persuasive. If th
task would put the target in danger, the Jeopardy

~ hostile must be rolled.

Ravks of Effect:

Rank 1

If target avoids completing geas; he
receives subtle and symbolic reminders of
the pl.tyer but will have a difficult-time
convincing olht'r'-. of their significance

Rank 2 Target has vivid dreams filled with the
symbology of the player. These dreams car
oceur at m;,ht or during the dd}
whenever the mrget rests

Rank 3 Target has vivid m;,hlmares Fl]ecl with

the symbology. images and meL of the

player

Rank 4 Target has vivid, symbolic reminders of the

plaver which indirectly interfere with his
day to day life

Target’s fears or phobias become
inexplicably challenged by events containin
the players Glgndtun-' pushing him
toward m..ldﬂcSS if ht? still refuses to comp



Temper

Hardfer_r ing Objects

© vagoalen

Litany: " “The fragile becomes ' : - Conviction Df thl silence:

- ~ strong and dangerous.. S paing g T :
Resistance:  hardness + we 1ghl of Ohl‘?u =  “Breaking the Stlevce onl [y provokes the enemy.
Complexity: 6 (Fremites) el Stll when it is bmker: one can occasionally learn
Duration: . ‘mdeﬁmtc £

s v)merbmg new,”

0 wfzj.\per to lhe glass wzd it bec nmec as-bard as
midtal: I make o flower likke tito a mmwmg stetr; ils
petals ﬁtﬁ&umg 1o LOI:‘JU"uI blades. Iincrease the.
sotidness of these things and use. them as u'ea]xms d

armor or i!hmg-. to enc b:m! the ew;

Dacnptionv Temper Jllqu thc leyt_r 1o mf_rufsc the
hardness. (.mci thus dumh;llty damage potential and
resistance (o d.mmgu) of inanimate objects. For
example; a shirt made of cotton’ (h.erncsﬂ 3) could
have it's hardness increased by up to 5, which would
also give it the protective quality of !hu.k leather:
without losing any of its other pmpgmc&. (stich as its
flexibility and airability.) An obsidian knife cin be é,lven
the hardness of thick steel. Objects Wardened by
Temper can ‘td(:pt additional damage pntx.nu'
aclded ﬂc‘clhlhl‘) a5 armor.

Systcm:"l"hc pl:q}'er rolls :1g'dinst the hardness plus the
weight of the object. For every multiple of 3 by which
he exceeds this resistance, he scores 4 rank of efféct, as -
described below. e

Special Notes: Damage potential or Armor rating of an
object can never be increased beyonc +’> (a rank 5

success.) , s "I\n(w, n_dgt' is QL

! : : . >  vogues are means taythary Arachne see
Ra “kﬁ Ol( Eﬁeét‘ 5 = : knowledge a % i of information
; : - e el lcddmg 1o an end. They don't realize that even
Rank 1 Ingreases hardness by 1, £ . unrelated data is linked in @ gredt pattern of thought —
i incredses damage potential by | - the theught of the beast hims n is aur key to the
Rank 2 Increases hardness by 2 " = ERemy. 5

: increases armor resistance by 1.

i e Our Secrets
Rank 3 Increases hardness by 3,

increases danuige potential by 2 .

; ‘WL strike with curses .md raise warriors l‘mm the

Rank 4 incredses hetdmess by 4 7 books of Mankind. Nimrod's curse of the Ban did not
increases armor resistance by 2 “diminish us. It gave us 4 weapon to use instead. And

Rank 5 increases hardness by 5, Fea the heast who sleeps in the dreams of man — his
; - increases danmage potential hy i. - o magick soaks like blood inte his children's books and

increases armor resistance by 3. : e steal dtl?

" fonagid & g



A“egovy

Bringing Literature to Life

Litany: “The pages breath with life. . .’
Resistance: special, see resistance below
Complexity: 6 (Magdalen)

Duration: scene

“rhe wind from my serenade stirs the pages of the
book. Light sprays into a spindle, whirling around with
whispers, dialogie of the character 1 bring (o life! Listen
10 the din emerging [rom this book as we make one of it's
denizens come to life before us!”

Description: Allegory is a strange secret created by the
Magdalen which allows them to hamess the faith
energies of those who have read a book and dreamed
of being part of it: Through use of the serenade, a
specific character within the book can be brought to a
pseudo-life for the duration of the seene.

hysical halo
rs. The

resistance is eq
rank of each skill thl wl]l bc umhlc A typic .1I mo
therefore, has a yesistance of 15 due 1o his halo, j
per skill rank that he willbeable to call upon. T
resistance of Allegory hasy 16 limit. M‘ ;
The resistance can I)U‘t'mu;,_,neﬁ by the pur

the player has for his creation. If a ‘player wuahgs simply

to converse with'a character from a story, he g,uuld be
called into being with sharply limited motes :tml skills,
at the discretion nt the player. This can leumm.zl]y

reduce the nmnmm.,q,

%é ~":Sky‘\n:n.‘l- The player mlis' against the resistance of the
’_I.KIU' he wishgs o summon, set by player, but
inited by the :\m‘;unt He applies as mmh of the

book’s magick u[m&6 15 he wishes €seé the stdebar on
Magiek). Magick expem.huu; is punmncm“ I Lhis way,
books are ddne ave s

accumulated.
For every

exceeds the resis! SC fect, as

deseribed below. W‘fés‘fﬁn l.mk th@é‘h:)m Kindly

disposed to the player the entity will become.

Special Notes: The entity does not necessarily need to
be sentient. A player might summon a monster, unique
animal or plant from a book, as long as it is a living,
organic thing. Only one “copy” of any entity may be
brought forth using Allegory. At the end of the
Serenade’s duration, the entity vanishes without a trace.

Ranks of Eﬁectz

Rank 1 Entity is unmotivated by the pliyer, treating

him according to its own personality.
Rank 2 Entity is inclined to listen to the player's
suggestions, and will act according to its
own _personality, aiding the player as long
as it is not inconvenienced.

Rank

w

Entity is friendly with the player, and will
act accordingly: Tt will not place itself at risk.
Rank Entity is Fascinated or drawn to the player.
It will do most anything the player asks as
long as it is not put in moral danger.
Other risks are acceptable.

WS

‘Rank

Entity is completely obsessed or protective
of the plaver. It will do whatever it can,
even placing itself at risk of destruction,
10 please the player:

As books are passed from reader to reader; they
" can gather energy based on the belief (or suspension of
disbeliel) of the reader. Individual books (usually being
old and passing through many hands) can contain this
energy, called magick. Magick is the power 4 mortal
possessing Religarum leaves within objects he becomes
personally attached to. A specific copy of The
Fellowship Of The Ring may contain magick if rhm;
who read it became so caught up in the story thag they
have left a signature of their Free Immaculum in the
book. This is not to say that every copy of the same
boolk has this endowment — it comes from personal
contact with a book. Books fresh off the shelf will
almost never contain magick.

The Narrator can assign to 4 book a rating of
magick as he sees fit (the rating can be as high or a5
low as he wishes). The player of Allegory can apply the
magick rating of a book against the resistance of his
serenade, since this spiritual energy is so attuned o the
book and its characters. This occasionally allows vastly
powerful characters to be braught to life by the
Magdalen. However, once this energy has been
tapped, it is gone. The Magdalen are,
understandably, reluctant to use up their Most
powerfully energized tomes.

na



MO]O

M ov rig a "

1 d lmrn s
Litany: - : ‘Thc bane seek @ d'_ : Cowmctmn gf tbc SI[EHCE‘ s ;
Resistance: _'1ed halo * talxm rank
Complexity: : “Precerw il at all u;m’ e bdw witnessed its
'igumdary f_'ﬁeuiuene\.s the dmunishmu of the Sanguinary’s olerl ]
Hm,ulu manifestations chmrzg recent centrivies. Once day il will =

- *' : i bc' S0 deq:h' aslee p“ﬂ u-rh‘ ﬁu-get about ys all. Then we

Iuo {ﬁw: remarked is .rbe crmhmg weight Ih i 4 =
.Mragdaim st bear under the Ban of Nimrod. |
have more sympathy. if the pedagoguies did not
arts 1o (,iﬁc"mm ent it’s unfortundte col 'éqmmc
himsali fi )rm. the Magdalen eal :he sins
cven i lerene Sform quy can give mhn&c to lheir -
enemies. Pechaps the Cructble has shown them Dot 10
fashion a wf'dzprm mrr ¢ f the curse, Beuwt‘ lbcirMeyn

Description: Mo .Ailuw S & M.zgdalen 'm"\mer a curse.
against another living thmg He is able 1o dLLl(.h one oi -
his own mhuns and cause it o aﬁ'hcl .mn!i'ner ;

Systcm- The player rolls against [ht‘ mnk nf the uhrm
phus the red halo of his target. Each multiple
the resistance causes the taboo to be deut.ht.
ine rc.mr\gly longLr dumtmn. ;

ruum:- o th pla;(.r

Rarks of EﬁecL e

Rank 1 - Taboo is stJthL(l forac lash

Rank 2. Taboo is detached tur f.ui'm_ o : Our VOWS
Rank 3 .!hc)u is dcmchgd fnr an cpm;dc . ._ o q‘ t_réé"
Rank 4 = Taboo is LtL‘l.thLd for the series S aeits “We bui ‘“ﬂ? g ﬂg lsions and

3 : : : fortn,s'mq \\'nhm the: smnmﬁ’ haugh. we have wings we
Rank 5 Taboo is detached indefinitely > S L o Bk i Q%}ﬂ( i e
: s e T _woices which shatters the crude g ter oi thn ngJt -‘

S e spummg ball of dirt below. We d m
. - : sabers — we mttk the' ;u'scnai of: %

S R “"_Om' Seuets

"Thosc whu wauld create’ umﬂ:u in our domain
will draw us there. \'Idk(.‘ certain that your battles are
neither triv ial nor vain, or we will take away that

- healing gift given you by the beast and make you suffer
- all the more for your ‘tudgiur} ‘Remember: we dre the
s epter Pmle Jnd we c,hquw Lhu hattki‘u.lds




=
o




Valkyrie

Senstng Conflict

Ranks Uf Eﬁe.cl.:

- “Make known the din of war. . .

Litzin ¥
Resistance: time range + (area affected - 15) Rank 1 Conflicts with badly injured individuals
Complexity: 6 (Morrigan) or fatalities
Duration: scene Rank 2 Armed conflicts
# ey vl ] E: Rank 3 Unarmedt physical eonflicts
“In our world it is'all-to simple to close your eyes i ‘ :

and hear the destruction creeping through every strata of Rank 4 Non-physical "‘_"?f-]“'“‘ (arguments)
civilization. Is it no wonder why we carry ourselves up Rank 3 Troubled emotior

into the winds?”

s In-an individual or
group (sadness, despair, anger,
vengeinie, worr,

Description: Valkyrie imbues the player with an extra
sense which allows him 1o determine the location of 2
conflict. What type of conflict he searches for forms the

resistance (o the serenade, as does the area he wishes
his sense to extend.

Resistance Chart

Resistance  Time since conflict

3 Conflict is presently occurring

6 Conflict was in the recent pust

9 Conflict was far in the past ;

12 Conflict oceurred in the ancient in the past
5 -future conflict

15 Ne

System: The player makes a roll against the resistance
defined by the chart above plus the area he wishes to
cover with his senses. Each multiple of 3 above the

resistance allows him 1o sense subtler forms of conflict.

$pecial Notes: Immortals often use Valkyric simply to
confirn alibis of those they: guestion about certain
conflicts under investigations. At the highest résistance,
the conflict can be sensed before it actually begins.
Whether any actual conflict is now oceurring s within
the determination of the nartor: IF there is no contlict
i the area, then even a successful roll reveals nothing.
An Immortal who uses Valkyrie does not hear any
spedifics about the conflict — he merely gains a
“feeling” that something is (or was, or will be) going
on; and mustinvestigate to determine the real nature of
the conflict, Thus, it’s use is not infallible by any méans.
Valkyrie is a long range serenade. As such, the
first 15 levels on the distance chart are free. (Distance is
not a factor if it is 1 mile o léss,) Beyond this point,

resistance accumulates as normal:
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Vanquish ﬁ Nimvod

Negating the Panacea

Litany: “The healing sleeps. . "
Resistance: Free Immaculum
Complexity: 6 (Morrigan)

Duration: scene

“The Panacea is-a great gift to immorials, letting
them beal when this natural world deals them blows. We
hold the chains o -bind the pandcea, and we use them
Sfor those who commit folly within our \km\ or under our
ritle.”

Description: Vanquish is the ability to negate the
panacea in an immortal, the healing power that allows
him to walk away from damage caused by falls,
collisions with moving objects or ranged attacks. The
serenade causes the player's halo to extend outward
and contact the target’s halo, shutting down the
Panacea's ahility to sw lﬂl ‘heal damage for both the
target und the plawx : i
o

System: The l,lyer rolls 2 1
Immaculum o ,tlgg target. Each muiu e of 3 over th
resistance ailnw» the player to weaken more and g
of the Panaces’s healing, .|h|llly until, at rank 5 effé
is completely negated.

¥ oy
Special Notes:,- anqjuish has no appreciable (.FF

montals. The rank of effect determines w l1’1l Wi (Md
ranks, when sustiined by such means as ran
weapons, falling or collision with inanimate Qb]ure will
not heal under the Panacea.

ﬁn

Rank 3 ‘:' '_
Rank 4 (‘mpp % 1
will no h
Rank 5 No wounds will heal under the Panacez

Conviction of the Silence:

“Onr reason for exisience; only by halting the
music of our serenddes can we enjoin the beast to slip
deeper into slumber,”

. Vogues

Animus
Anthropomorphis
Bare
Breath
Cantabile
Dowser
Epitome
Gambit
Labyrinth
Mien
Prism
Sovereign
Zen Shadow

Secrets

Coda
Penumbra

Oty Vogues:

“The sisters sun’ivir'!g;the‘ darkness of the Darkle
are strong from our struggles against it, We enforce the
Silence, and our powers insure that we are able to do
s0. We hold one of the keys to the Labyrinth and
understand what it truly is. Our destiny is intérwoven
through it, shadow to mix with the Phoenix fire.
Though they have been wronged hy us-in the past and
have turned away, still they will- discover that we have
never been separated. Fire and shadow will always:

~walk hand in hand into the future.”

_Om* Secrets:

“We are a pjil'fn'ipled people. Our first lesson is
that nf Silence, and our Coda is the muzzle with which

. we must sometimes muffle vour stubborn cries. When

116

this fails, and you send discord through the world with
your amateur serenades, we unleash in you a beast of
your own making. Pray you are not tainted when we
come to you, for your darker half has no sense of fair
play as we do.” |



€ 7Cb&a5

l»nfun mg .wieine

Litanys = o o “BL H'Llll these whlspu'er-s S
Resistance: aren affecred ;

© L+ 1 pes vox preseal ii
6 (Mmmd)

’[iit’."':lft’:l 5

(iompluxify; .
Duration; =

“Yor um' br,!ww Vo hmve wpec:w' pnv!legef to

Jlawnt murpuu'efr S0 mmfec\ly i the-morial mmﬁ:! we

are bere o quiel your krme serendde ngm—%‘ el }};-ne
Vi 1o find some other memm o m.suh:e this conflici. If
VOUr enemies here were I)rm es we wondd aid youl in'

Jour hatile. They are nol. so we vs}!“uu.rpwmﬂ wamrim:’ i

to be p!a;wé here.”

Descrlpti(m- @Qda is o lem([ ahnh which allows her
to weaken the power of serenades w thinan arca of her
choosing. The Goda's area of effect must hu centered

on herself, though it does not move with her. Anyone:
who attemipts 1o play a serenade within' the affected
area experiences a loss of mystical strength. This.
Autention is one of the comerstone abilities
in their enforcement of the silence, In the are
all color vanishes from inanimate objects, clothe -
plants, eridLLd by shades of black. This peculiar side
effect lasts until the serenide ends; whereupon
everything takes on its forimer ]1[1(. as the med
shadow v.mlshe:,, .

System: The gesistance 1o Coda is the area it will effect,
plus 1 resistance for each vox in the um i that is bcinjz-*
pliced under the Coda. -

['hc player makes a roll .lg.nnsl th r(.*mmnu.“ For ;

cach point s ored above this resistance; additional -
resistance is created that is applied against all players of
serenades in the area, including the player, Each time .
any Immortal attempts a serenade, he inerease his
resistance by the effect of the Coda. e

Any null that is relled while playing A ‘:C&ﬂadL

within:the Coda dn—.’l still taints u.s pld)-t.t‘ hut causes no-

Ripple.

Special Notes: (‘nuh can never be p].l)(_d on a specific

indlividuil — it must always cover an area. The voxes in -

the area include voxes present in immortas. Anyone
leavi ing lhr tl.tl is no longer hmducd hy the sercrmdc

 bas c!mmcd SOIme

:Sﬁwnag

'mnm th.m I
. d\wy These mutc L.mm
target until the: dnuhlc is ext ngms‘bm[ and the motes

=mi'mi;»u of motes within them —
. number of tainted motes. Thus, 4

:PeﬂRMBra

The Dnrk Side

Litaniy: “The (Iarknu.s rises. . '."
~ Resistance: ‘creature’s taint
Complexity: 6 (Nimrod)

“You come before s accused of corruption. Tuint
your aurc and made it murky. You
tr.v {(mfgbl Now it is time m jaw

i mrod secret which:
¢ player | I.u r.aust';i' cd targer's shadow
.m.ull«. lim. The amount of tint the

jﬁ.fjlnmnilly Uf th Rw;&.“ !
gﬂ?\nd

amount of -
scored

e ends.
le nor the

APECL POSSCSSES
he stripped
urificd by the

returm.

The shadow double’s h..ﬂgé dl have the same

: ()ﬂgmdl

Pt ﬂ%@gmrﬁ with

8 tainted unmagulum motes would s 3l dmlhlc with

8 in each of it's dark halos, It fights with all the same

skills as the target with the exception of serenades,

which it cannot play. It does, howevér, have access to.

the himsati form and natures of the target. g
©The double has unswerving enmity with the target

which spawned it. It is & cruel and malicious beast

: whusc only purpose is the destruction of it's twin,
- thm;,, will ciuse it o waver fron it's hatred, and even

if the target of Penumbra escapes his double, it will

~ continue to hunt him until shin or the serenade ends.

Either condition allows the [argt.t to cast a nnrmal
shadow dg.km o




The Nimrod learned this attention from . ; : L]
their contact with the Femme Darkle, a fact . : ; P e T ]
which makes other Prides exceptionally | :
nervous about it's use. Still, Penumbra is R s
accepted by the Stratagem as a just punishment for COH‘U]CUOP_I Of Ebe S}[BHCB:
anyone who allows taint to gather in his aura. ; £

: - it makes little difference to us. We use no
Ranks af Eﬁ_ect,: serenades against others, for we are ourselves weapons.”
Rank 1 Double remains for a ¢lash :
Vogues

- Anthropomorphis
: - Chaos
Rank 4 Double remains for the episode Cradle
Dim
Ember
Embrace
Endue
Filament
Gestalt
Khemia
Luminare
Quake
Syndrome

Rank 2 Double remains for a turn

Rank 3 Double remains for the scene

Riank 5 Double remains until slain

Secrets
~ Bane
Intaglio

Our Vogues:

“Peri strength lies in the fact that our serenades are
meant mostly for use on ourselves, We loathe using a
serenade directly on another — it’s 4 cowardly means of
battle. Better to l'mnc ourselves into the perfect weapon
and 1o strike with our own hands. You remember stch
wounds longer because they are more personal.”

Our Secrets:

“Qur secrets are the shaping of all things on the
forges of our own hearts and minds. The heart in the
c:mh beats louder than all the thing\h who crawl Arpund
it, and she gives us the means to mdke‘an'y part of her
a harmful thing to those who abuse her.”

Bane

Ne mesf 5
- Litany - “your shadow consume you. . ."
© Resistance commonality of Bane
meio i w s aviolet halp of [dl},(,(
Complexity 6 (Peri) y

Duration Seeme o




“We u[l bave !htrtj.,s we \J'?rm!d /e'w rbm mher\
do not”
Descriptlon. Bane s thc Pen_ secret uhmh allows him
to create in his target a susceptibility to a substance. -
Literary or mythological examples s of the use of Bane
include the ability of sitver o harm werewolves, roses
or running water 1o hanmvanipires, or cold unforged
iron to harm fairi es In redlity, the pldyn.f«g;f Bane can
create a substance that d:x.s damagc 10 his mr;,u
whenever (I m‘r;.ei touches it,

1 ”, Lnique suh\unce (those fnund in oniy one:
lecr: in the world, txntmely difficult 1o
pl:uune no matter what Ulc e:«p:‘nsf‘ or £isk)
2 Searce or rare substance (difficulty - 10
_ procure wllhmut great t:"' ense or risk)
3 Uncoriiman sul)\[.mu (pm& LITLd witly anm«'
expense, risk or persisience) -
kS 'L.ummonpl.lu: substance (rather easy to
sprocure if you go to the n;,h[ ph
“expense or risk)
5 Very commonplace suhﬁumu (lhm

nearly anywhere in the world and easily t
procure without expe w or l‘l‘-]\)

System: The plaver rolls against the ch:lr! uhnvc plus
the violet halo of his mrget. Each multiple of 3 over the
resistance causes the touch of the ~ulhmme on it's
targel to cause additional dimage,

Special Notes: Bane is rhn’sl trl'fcﬂi\:c;:- when the substance
in question is used as part of a weapon (such as silver in.
a bultet. a spring of mistletoe wrapped around an ;
arrowhead, cold iron made into a sword, etc.) Simply

being handled will still cause damage equal to the rank of

effect, muking it uncoinfortable w the touch but not likely
to cause real Harm to more powerful immortals,

Omnipresent forces (such as darkness, air, light,
water vapor, the smell of grass, etc.) do not qualify as
very commonplace substances and cannot be made a
Bane with this serenade.

Raiks of EffecL

Rank 1 stbstance aftains 4 damage mung of +1

Rank 2 suh.f‘u:m_c_ attains a d_mn.zgc. rating of +2
Rank 3 substance atains (.!.urr_mgu rating of +3
Rank 4 substance atting a d:mﬁxge" rating of +4
Rank 5 substance atcins a _d;unqgé ni'ring of +5

I.ilun'y;

Resistance:

: (umpiwuy

ump!
e Y’)r'sb

: umnmmt&
Peri pl

Special i
_including I:Y.gg_g trees msﬁher

Ranks of Effect* :

Rank 2

~ Rank 3

Rank 4

Rank 5

_/anetms emotions:
OrTy uimm@;zie lack o
Ieam g Such g
; orng and
pers. ( Iuséi‘}’mu e

_bbld!‘l(_

. seript G sculpture ol
~head, two arms and

facial or mus

Intaglio
The Psychic Chisel
“ am wind u'nd rin and erosion
with a sculpture’s heart. . .

hardness, weight or area of effect
G(Peri)

¢y Y'!e .smne cmd Nour. mmd become une.hen you

thoughts become round.
Sme exquisite details.
wil, This comes with
e built with Whis
countless mortal
#nnagine the pillars of
stone quarries of 1he

(rmenls b
e dedicati

more

tone at the
t, a boulder
“also be left

hardness of the
'd whichever

istance, Fach
he sculpting to

n living things,

Intaglio cﬁn '

Rough slmp:.h Wn}é@u‘udc lines, ungl‘.s or
man %;)uld have a
ew other

definitive features) Y

Rough shapes with well Furmc.r_l lmu‘-
(statue now has fine contours but lacks
le details)

“Smooth shapes with gross lines (a stitue now
- has rough facial features, ﬁnj.{.r\' and toes)

Smooth shapes with fine detaﬂs (2 statue
now has wrinkles on the face, shaped

“mustache, lmgemaﬂs e.'yc.l‘.unws. ete.)

‘j ‘Exquisite details (the statue is now: per Ft.,dlv

lifelike, with ¢ach hair and anatomical
detail perfectly reproduced)



Phoenix ﬁ

Conviction of the silence:

“The Stlence gains us nothing, but we obey it in
order to keep the banes of the other Prides shackled

&

against our other plans.

VOQMES
Come-hither
Daze

“Domino
Ember
Gambit
Impulse
Labyrinth
Luminare
Memoir
Mystique
Sovereigr
Talaria
Zodiae

Secvets
Aegis
Syrinx

Our Vogues:

. mm OF thc coid fire: esf thc moon,

re it's :.upremcﬂh;,,mg W travel back Lhruu;,,h our
Sughts and remember those things that served as an

ideal of perfect pufpoese, Wha u r

even if its phvului ftﬂ"m hds eri:-;héd

rebuild thags "hl(h dese

wlm h due

o

Our Secrets:

“Envision the archetype of our name — the
Phoenix. A bird made of peacock fire, vast and
powerful. IU's song so beautiful that it drives a man to
madness. It builds itself a fortress and there consumes
itself. But even fire cannot destroy what it is, for it rises
from the ashes. Obsession is our battle song and our
weapon is distilled from the essence of the most
enduring things this world has to offer.”

protected.

Resistance

.
Aegis
Invulnerability

“That which strikes

Litany: :
be cheated of it's strength. . .
Resistance: degree of protection desired
: + class of item or substance
- Complexity: 6 (Phoenix) -
Duration: indefinite (until bonus is used)

A anoint my comrade’s skin. I strengthben bim in
the coming baitle. All swords which strike you be cheated
of their strength!”

~ Description: The Phoenix learned long ago how to

shield against their enemies’ most fearsome blows, The
legendary 9 Muses, custodians of the Phoenix’s creche
in Troy, devised the ability to transmute a substance
which might harm them into a type of salve which
empowers its recipient with protection.

The player of Aegis must have a sample of the
substance he wishes to shield against, which is
converted into a balm used to anoint the one being

Resist-ance Chart

Class of II‘.LITI/ mbst‘mce

1 Items built with vmu. same design or h\
! same craftsman / pI’(th(.[lOﬂ from spt.uh(
Lh':mlu.ll acid or poison,

2 - Items of the same design with minor
personalized variations / protection from
specifie chemical with impurities

S Items with similar design (longswords or
battle-axes) / Substances produced by one
family of animal (: spxder venom, bmkc venom).

4 Items w:thm the same (.dELl,()!’}’ Anci use
© (dueling swords, target arrows) /-
Substances relying on one specific chemical
reaction and one specifié element (oxygen:
based fires, arsenic-based poisons)

5 Ttems encompassed by one skill category
(swords, arrows, etc.) / Substances
L]]d]"d([(fl‘tlt.d by 4 type of LhC’]Tl!Lr,ll feaction

i '(fue Aud pmson)

System: The player deiem‘nine'{s_ what object or
- substances he wishes to empower himself against. He

sets the degree of protection he desires (a bonus of +1
to #15). The wo added together determines the
resistance. Exceeding this resistance by multiples of 3

~determines how many times he can use the bonus

120

against the target object or substance.



[/ Anophéles would love to learn our secret, but we

' keep it as protected s .'l:e One. Flame, Foen after

these maity centiries, the pipes of Pen siill stiv the
blond « j the e.muplacem

-Lhc: subu.mét. or. objeu he means. m e.ludd dgdeI
,I\u mure than one Aegi\ m.;y be in dl“ul on .my

:

: Desu'lptiou: Syrinx is the .Lhﬂnv of th Phoenix to
- create ina person an obsession for most anything. The
q,g)l w S 2 seren u.lr: causes the target to do whatever he can (o
in . Subst..mces - possess or be near the object of the obsession and it
is judgment. The oblect of the obsession ¢an

will affect
}bc any- object or st btd!‘lt‘t‘ ar. am" m:il (physuwl or

:mpmuj by Lhé hm\,-mu l': .r -

For l'xamp]c-' Jesse tarkes ac.s:mmf amf transmules il mm
the Aegls salve, which be will rub on bis skm' JHe wanls
a decent level of prrotection (+ 10) agaiist all swords
tlevel 5), 5o bu resistance s 15, His persond rolls.a rom!
of 18, 3 move than the re \fcmce He will be able
apply @ +10 armor hmm.a one time.

s of s

Rank 1 Bonus uséi)!c 1 time
Rank 2 Bonus usdbic 2 times
ank LG : Bonus usable 3 Umur._."

‘player to
e, He can.
- 'm.lkL any ‘_gmalt'? h‘s( ffro & obsession,
‘however, as@idraw it areover, the
player can also créate i Obsess a certain kind of
2 “(wr. h as playmg mmuﬁ'ﬂ 1- or mung (& n‘-a) R

“Rank 4 - B_(miis&usuhle 4 times

Rank 5 - Bonus usable 5 times

Syrmvc

th.mcul by inu m.m(m of th
Mmg u,r Obwnmn } B

- A player could make his @
causing him to be constantly drin
foods could: heu:ume the subject of

Litan o "Ihé imu‘( is Gl o 5
(HESE mm.c red halo + dpptﬁ'(!llt()ll o

} _Pt.-rha he might en endrr a passion fu: a ccru:n kmd
Cr}mpix_xxtyﬁ 6 (Phoenix) pb : g g p
- Dyrdtion: indefinite

Secondary : . dd.lt") Th("n\e'-p'{fkb hts own nose, the sound uf o

Hostiles: = Iéc)pa1;rdy

~ rooster — .my of thu;c um ht'cnmt: an ‘obsession.

‘Hwanmzw bave teamu! mnqa sze'p llml do L e - }_ o - :
bear them creales obsessions that linger even a ifter the eir B e e i :

- s stillect :y the serengiie. Mortals heve rr[wmrv learned of
s and we make them pay their bumage at whatever
altar we choose, whether it be of stime or move rarefied :
things such as youth, beauty or death. How the. =
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Ranks of Effect:

Rank 1

Rank 2

Rank 3

Rank 4

Rank 5

The target becomes obsessed over
the object whenever he is around it

~ for a prolonged time but w:ll not olherwxae

think about it

The target becomes obsessed over the

_ object whenever he sees it, but will

otherwise not think about it. If he sees the

- object of obsession, he will go out of his

wity o possess or be near it for a while,
but his better judgment will quickly return
The target becomes obsessed even when
out of sight of the object, it crosses his
mind at least once a day. He searches out

~ the object of the obsession and will spend

a great deal of time near it (hours)
The obsession becomes more powerful,
crossing his mind many times a day and

- evoking dreams about it every night. He

devotes much more of his time to satisfying
his craving fogit, up to half of each duy

s dreams
& much time as

myl&

Roane
.C_Ofm'ic:tim of the Sifeﬁcé:

“The enemy’s babes never sicepy beneath the waves.
I the dry world we keep our: Silence, despite Nimrod's
'lulenw Our hirthright will never .‘J@fmkeu Srom us
: u,htte we/rentctin in Ibe endless sea.”

Vogues

Cassandra
Charm
Clarion
Come-hither
Dare
Diluenta
Endue
Gulag
Ichor
Incantation
Khemia ; . .
Mien T
~Rapier i i 3
Welkin

Secrets A
Mimic ¥
Phantasm

Qur Vogues:

"Ou:s is the pawer in Ehe sea, the blo()d th(_
curse, the scream projected thmugh the dark dark
depths Appearance is frivial, it flows, colors, changes
it's essence. We call the vag, th& unliving, the
violence of the sky. The M(ngan took-away from us
our throne, What imbeciles to believe that placmg itin
the sky will keep our h‘mda from Qﬁ‘ukmg i '

Our Secrets

Al sounds, all 501?!5,5 emerge from our mouth,
Our senses are not confined to the sea, and that one
single fact is our kindest warning 0 mter[opefs Wait

g untﬂ we ull you befort: you come.”




P b*d:ﬁa_t'a S

“Extending Senses to Another Place

M?WI]C

;(’rsmrrmud nf ?.-mnd

. Litany: © - FThe ruse isa net (]umﬂg Amund ynu T LI S _“My touch be everywhere. .
Rt_::iistancc;:' : sound u:mplu.lly il : : Resistance; familiatity ()f ]m.mon
Complexity: 6 (Roane).. : i e omplexity: 6 (Roane)

Dumti(m: ; .Duratmn. : scene. -

e T

"TYJe sedt is'a dmtgf.mm piap has hmm vom

5 remb "y ’mls far.mw e mfuid Fiouch the

banging, your utterances, your mirncdless wtmmuis Did . dme,as of the Sabara as I sit in the water of the
you think those things that live in the seq hatte 101 beard. Medli anean. 1 see the ligh Parts as | siard in the
these fbmg\ and learied 16 Imiteite Ihem' Bermm when o ,m;éﬁgm (J 50(,,@@‘1 The m of SL. Petersburg
Youenier: rxptrde i search of the dmiwm;q chitd = - . redches myedis i Wew York: hory aned too the smell.
whose cri qur mu &mm-'.rbmg ehe ni‘i;fgbf bé‘ u'm?mg L of Ha fend’s mh]x@ ant any [ choose 1o be withol
fm' Yo, i ; : £ taking d single steprand touch those I iish a thousaid
o miles ey, Do nol presun f
Descnpﬁon:; Mimic 1 the mee’q Abliny to vm‘ally £ ¢ wnrf ! bile i

imitate any sound imaginable, from the cry of any
~animal or mortal 1o the mnramphmm.aftd irhin

sounds c.Lu.h as c.n homs, iy e \ound :)f a rifle

TEport.

he wishes,
 his senses
12 ree in
mach will fill -
s own locale.
re from the

 Resistance Chart

Reﬁistancé Sound mmplcmt}

Al ‘nmp[u curt patural snunds su :
snappifig branch, a falling. rock, o ﬂ‘lllrld{‘l‘tl:kﬁ&

6 Simple curt urban sounds suL_h as a :
t:liim.ming, door, foor:steps a cc:ckin;..- gun

ol anpiu natural suunds suc.h 45 4 niging

storm, the baying of wol l\fes or other animal
calls, an earthquitke, the ound of mcunung -
floodwaters, any one voice

12 Complex urban sounds such as tmﬂic
: . a shoot-out, mulupIc Voices conversing

. 'fu'mj short tmp?*_ -
9 ~ Familiar (player h‘gg,bwn to the area

-at leust once) . .
s
%g'ge\-;cr been
'Jj.;_ent,cmivcly)

15 Very complex or layered saunds, such as a
crowded room, a chioir; full orchestra or
A um;.,lmugmte of city \uuncb. i T

‘Somewhat familiar (;ﬁI

System: Thc player mll:s against th(, c'ompluk"i’ry obfhe s lo i T ag the area, but has read 2

sound he wishes to créate with Mimic. The numberof 45 [?nt';m;_iliar'.{playi:r has never heen o ared
points he scores above the resistance (up o 15) he T and know fhile about Ko o get there
indicates how: many motes of any listener's blue halo L wla.ere it is actu Aliy loc dtcd)

will be neqmrad to identify the sound as .1mEiLml

s - Sysrem. The pl.nrer 1mk a mll against Lhu: resistance
Special Notes: Mimic will not dUPl“-J"— olher . defined by the chait above. For each multiple of 3 he -
serenades. The sound created by Mimicisareal, —  seores above the resistance, hc C"{[Ct‘ld'\ an additional
physical sound; unlike illusory sounds ch:in.c.d h} i sense to the p[du‘ :
semmdes bl.l(‘h .h Al!ure




Special Notes: Any of the senses of an :

Immortal sent abroad also carry with them a

subtle hint of his own identity, If he sends his T a ”- t a
sense of smell, others in the area will smell his

own cologne. Sending his sight will allow those in the
ared Lo *see” him.

At rank 5, Phantasm can physically affect the Conwiction Uf tf)e silence:
world beyond the plaver, but at a much reduced level. ]
For every 3 motes in his yellow, orange, green and “We preserve the Silence for tbe sake of peace with
violet halos possessed by the player, his phantasmal the others and to give them time io find owr path.”

form possesses 1 for purposes of causing injury or
resisting damage,

Vogues
R(ﬂ’lks 0]( Eﬂ:ECLZ Allure

Any one sense except touch Ambrosia
Diluenta
Galatea
Any three senses except touch Gemetria

Rank

Lo

Rank
Rank ?

Rank ¢

Any two senses except touch

W

All four senses except touch Gorgon
Gulag
Ley
Mistral
Quake
Rade
Tattoo
Zoas

o

Rank

Physical interaction, all senses

Secrets
Acon
Demeter

Our Vogues:

“The Tautha know that others consider us out of
touch with the true struggle of the Invisible War, but
this is not so. The dark side of our natre is very
strong, and we contemplate terrible things in the
shadows of our wood. The legends of the Nords and
the Welsh and Scots cover us in cloaks of power and
inexplicable cruelty. Yes. Sometimes we must be cruel.
Sometimes we create art to torment the soul, or deny
the sweer solitude of sleep. Moments come when our
remarks make stone out of flesh or call the harsh breath
of winter out of her desolate place.

But through our cruelty we extend our hand to all
who will take it, who will pass through the baptism of
our anger and be drawn into ultimate purity.

Our Secrets:

“The Arachne belicve themselves the masters of
time, but it is we who hold time's weight in our hands,
We also hold the weight of rebirth and eternal life.
Today's seeds are the hope of tomorrow’s Weald.”
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“Ranks of Bffect:
.;Rdnk‘ i ‘ '[.n}wl suffers - 1 rn(m:
: 'cqu:\uluu of an added dudde

Rut}k 2 Turget suffers -2 motes;.
: "eqmvalem of 20 added years

.:.43.';_1!}‘( L

Tarut; st ﬂcm 3mmua

: z-zicix; Jrom
Sriend.

more difficult it-is 10 agt_ htm
Ir,\.:mnuu. nh;efts Ay

- Litany: .
~ Resistan

RLb:s'mmc Prcsent age uf mr&,et s
5 -'Agt.d €60s +1; object used, ab
6 Mature (405 - 508); object.
. novwell cared for
 Young (205 - 308 object
- somewhat ne.glem-d -

of lifedtself.
’:ffzrfm:e, We
s of 1his
tore he spirit

ose who they
roots of a
vauses the vox
unorml As time
1dexground around! the
;?x:nunn hr.- d:p. his

HOE o ey ery ynung (tc.cu) obn,cl u
Lt well kepr . i L
15 . ‘."F,xtrumely w‘ung (dutd) nb;ec: hkc new
S}sstem- The player makcs aroll dgﬂinh[; llu. neemanu :
table above, For every multiple of 3 he scores over the
resistance; he adds more age w the person by, mmovmg 5
1 mote from any halg u!lor (exeept P!re,u lmmaculum)
1nd -1 weight category.
Indanimate objects also ger {heu' Wal‘d Jpphed 4~.
resistance. Forevery 1 scored over this resistance, the
weight and hardness of the object lowers by 1. When
either hardness or weight reaches 0, the objectis . -
(.nnrude_ro(! unnplct:.ly (lc..erovcdt and uqle'ss

Speclal No_tcs: !mmm‘tals are’ unmunc-'J.n-'Aem_]. ;

7 'IndeF mtelv (.my hlﬂt. prmﬂous
: tc_) the. beginning n_f the series)




AT AL ..as&fsi!.ﬁh»ﬁ. gasaes =

oo ¢ = -



Syﬁlem. The resistance of the m:rcmde iy fonncd hv
the FI (soul} of the yox's owner plus the length of
time he has been dead. The Player makes a roll : :
against the resistance. For every multiple of 3 he scores & -
aboye the lt"sl\(«lﬁ(l. he ..l((t:'lt'l’.lll,b the time it will take "

Terat

until the m1morldi can emerge, feboens i T ; COH'UTCUDP! U’: d)e ST[E‘HCE
Special Notes: O“l} 'i'mm(')i'f‘ﬂfa“ 'f""'d‘ be reborn through T e read;."v preserve the b[{enw When a ripple
the use of Demeter: Further, it is known that renegade - vpmﬁrh fiom us, a minion ¢ j the: enemy will alweys

“Tdutha who haw;: joined the ‘mnqmn,.tn lA]\E Drove
voxes and rquvcmte them in the 1Gots of the dread
Zuzog trees. Only one vox al a time. ﬂuy be -
rejuvenated by any one Sunedrion tree. Rumo (kept‘
mostly within the Tautha® S :Pl'ldt:) suggest that an
Immortal rejuvenated through Demeter becomes
possessed by the spirit of the Sunedmm tree it grows
under. (‘eltunty‘ some of rho.w Whh LIYIEI'}.{L(J Fet
regenerated hy the canth have been changed F()rever.
druidic teac hezrs who ummmnt‘ Wi nh thr.‘ cmgmam :
Wealds. ¢

 come.

B -

.

Ranks of Effect e

'R‘lnk 1 Immomal refnrma w:rhm J mll]enma
Rank 2 [mmortal 1‘eﬁ)rms wuhm a u_ntury
Rank 3 '_ Immortal refumh wtrhm a du..ul
Rank 4 Immortal reforms within a ycur

= e
Rank 5 Immortal |c.fc_1rms a1 the next full maon’

: ThL
seized from 1

n\«cr*ot [h rer of the beast,
hat made us and
wauld consums j the wildemess,
 from the moon's s:l\.u waté‘r fo € e.ancient Spirits are
invoked by us. The dream is t% Terat's ultimate
laaulc.gmuncl We know it's te; ell and use our
- powers inside it. With nur mhun
mhum.:mc :

Om 'Se;cre ts:

5 ‘W’L hnk oul‘:»u'tngrh Until you dre Terat, you
(.dn understand no Ll(;‘t‘PLl‘ than th!s




Himsaltis Joined
Litany: (Three howls)
Resistance: Free Immaculum

Complexity: 6 (Terat).

“Through our secret. when the lion lies down with
the lamb, the lamb becomes a fearsonie beast indeed.”

Description: Mclange allows a Terat to join his himsati
form with that of another being. In this way, two Terat

¢an become one composite creature with all the himsat

natures and wounds available to both under the player's
control. In this way, the zero-cost natures of both forms
are available at the same time. : :
The resistance of Melange is based on the weight
of the Free Immaculum of the creature the Terat joins
with. He can join with a mortal animal just as well as
with an immortal himsati. The Terat can also join with a
human being (who has léggymsmi form) and thus give

that human the power o wounds.

System: The yer ruil': a .;.um L fance of the
target. Fach muliiple of 3 over the 1t
to remain within Ilu H)rmhuma for 2 hm{..t.‘l ]'x_rm(l

time.

can (()[l\lenltJtEo(LILpdlth”\‘ 1[‘ hnt.h are wi
When th]s sergnadt, ends, the wounds t.lkcnf%} the
ided c‘:\reniv between the

k 1
Rank 2
Rank 3
Rank 4
Rank 5

19_8 .

Savage

in r'okm.g the Himsali

Litany: © “The wild heart beats inside you =
Resistance: red halo

Complexity: 6 (Terat)

PDuration: seene

Secondary

Hostiles: Familiarity
“If you wish to battle me, it will be as beast (o
beast. I am insulted by your bumeaz face.”

Descriptiom Savage allows a Terat to force another
Immortal into his himsati form for the duration of the
scene. The higher the rank of effect, the more aspects
of his himsati form the target must assume.

System: The player makes a roll against the target’s rec
halo. For every multiple he scores above that resistance
he causes more aspects o hecomc activated.

-Specml Notes: The target must roll o hmnle for cach

himsati aspect he is forced to assume. Any null thrown
by the target causes the player to become possessed by
the Sanguinary instead of the target; though the player
may resist this possession with the Animas legacy. The
Tetat use this secrét to teach their own the dangers of
himsati form and pmsewon by their hat‘ad enemy.

Ranks of Effect

Rank 1 Target assumes hm prime aspect

Rank 2 Target assumes any 1 additional himsati a.-.;x
Rank 3 Targer assumes 'a rotal of 3 color aspects
Rank 4 Target assumes a total of 5 color dqpc:((::
Rank 5 Tdn._et assumes full himsati form :




If you liked this book and would like to get more involved in the IMMORTAL
role-playing experience, here are a few ideas...

THE OFFICIAL PRECEDENCE
THINGS TO DO LIST.

1. VISIT THE “UNOFFICIAL" IMMORTAL WEB SITE AT:
http:\\www.ecst.csu.chico.edu\~vxghost\immortal\imm.html|

(While you're there, send e-mail to Loa and join the immortal list).

2. VISIT THE “"OFFICIAL" PRECEDENCE SITE (under
construction) AT:

http:\\www.reality.com\precedence

3. IF YOU HAVEN'T DONE SO ALREADY, PLEASE JOIN €LURB ETERNITY

THE CLUB FOR IMMORTAL ROLE PLAYERS. JUST SEND US YOUR
PHOTOGRAPH AND A WRITE-UP OF YOUR PERSONA AND TELL US
YOU WANT TO JOIN. MEMBERSHIP IS FREE!!!

4. ASK YOUR GAME RETAILER TO GET YOU A COPY OF THE

IMMORTAL: PLAYER'S GUIDE

PDN # 1002 SRP $24.95
Shipping August / September 1996

5. Check and make sure you have copies of all the IMMORTAL books printed

so far:
IMMORTAL: The Invisible War #1000 IMMORTAL: Lost Trinity # 1500
IMMORTAL: Dreamstroke #1200 IMMORTAL.: Pride Dracul # 1100

IMMORTAL: Shapeshifter's Manual #1005 IMMORTAL: Pilot Pack #1850

THANK YOU FOR YOUR SUPPORY!
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Angelic voices have long caressed
the pages of human history with
their chorus. Mythology is replete
with the cursed croak uf wizaros,
and the baleful cry of demons.
Today, imaginations still [isten

to the screech of harpies and

the siven’s song.

x Fully revised and clarified
rules for voicing Serenade
powers.

x The secret Serenades of
each of the 13 Immortal
Prides.

we are all uf these lf)in;p\ and more. * Quwer 75 never {1(3"01‘0
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