STAINS CHEAT SHEET
Spite rules:
Spite rating = Starting Vitality 

Character two minds of everything. Violent inclinations rise to surface.

+1 difficulty to all attempted non-relflexiveactions. 

Spite rating +1 over Starting Vitality 

Character two minds of everything. Violent inclinations rise to surface.

+1 difficulty to all attempted non-relflexiveactions.

Suffers from increased awareness and interest in the whispering siren-call of his evil side.  

When encountering Spectres (and agents of darkness), succeed a Willpower roll (difficulty equal to Spite rating) or gain +2 penalty on all difficulties against the Spectre for a scene. Rolled only once per scene. 

Spite rating + 2 over Starting Vitality 

Immediately gains a number of Stains equal to the difference value. These new Stains last until Spite rating decreased.

Suffers a –1 penalty to all Social rolls with other spooks for each Stain acquired as a result of Spite.

Spectres flock to him like moths to a flame.

If the character uses two or more Stains, or taps three or more Spite in any scene, the local Spectres pay him a visit and attempt to kidnap him to complete his “indoctrination” to Spectrehood. 

Changing Stains
A player can opt to change Stains to better represent his character when: 

the character gains 2 Spite dots 

the character loses 1 Spite dot 

 

Using Stains
A character can willingly bring a Stain to the surface by tapping Spite. For each tapped Spite, roll one die against difficulty 7 or gain more Spite. Botched rolls incur two Spite points. Spite ratings cannot be tapped for this. 

Stains last for a number of turns equal to the tapped Spite. 

STAINS
Adder Scales 
Advantage: All difficulties to escape bonds or effect particularly athletic maneuvers decrease by one. Extra die to soak damage.

Disadvantage: Sensitive to extreme temperatures. If ever, one dice penalty to all difficulties. Alternately, character can be easily startled and likelier to react by lashing out first and fast. Willpower (6) once per scene or inadvertently lash out physically or verbally when surprised by something in the scene.  

Armless (Shadow Games)
Advantage: Gain 3 additional Bruised health levels from absorbed arms. Hands poke out of shoulder blades.

Disadvantage: No arms while Stain is active. Any action involving the use of hands and arms suffers a three-dice penalty from all relevant dicepools. 

Armor of Corpulence (Shadow Games)
Advantage: Immune to all bashing damage and takes only one quarter the normal damage from weapons that inflict lethal damage. Fire, electricity, poison gas and other non-object-based sources of harm still inflict normal damage.

Disadvantage: So heavy and rotund that her legs are trapped in a mire of heavy rolls of fat. All movement suffer a four-dice penalty to relevant dice rolls. Movement restricted to three yards per turn. 

Atrophy Compensation (Shadow Games)
Advantage: Gains two or more dots to a particular Physical Attribute

Disadvantage: Loses the same number of dots from another Physical Attribute. 

Bad Blood (Shadow Games)
Advantage: Can inflict eight dice of lethal damage on an enemy within 10 feet of her with a successful Firearms roll. To spray , must cut main artery inflicting one lethal damage to herself in the process. Blood burns skin, gauze and stains black anything else it touches.

Disadvantage: Twice a day, must bleed herself to drain the ichor or takes four lethal damage for every day she fails to purge herself. She can only use ichor as an attack four times in a day before she endangers her well-being. The ichor regenerates at the rate of one use per day. 

Bat’s Ears
Advantage: Perceive surroundings through echo location and see in the dark. Cannot detect creatures that are concealed, hiding or incorporeal.

Disadvantage: Other senses are dulled, giving a penalty of two to all Perception rolls not involving echolocation. 

Beast Nose (Shadow Games)
Advantage: Can track scent for up to two days after the target’s passage. Automatic unless the quarry doesn’t have much of a scent (spooks and Spectres for example), which then requires a Perception + Survival roll versus difficulty 6 to stay on the trail. If character has Storm-Wending, can track others who used that Horror to escape.

Disadvantage: Appearance drops by two. Any strong odor overwhelms the character, causing eyes to water for three turns and rendering tracking impossible for five turns beyond that. 

Bileous Spew (Shadow Games)
Advantage: Spray vomit of acid as an attack (ranged) on targets up to 20 feet away. Inflicts six dice of lethal damage.

Disadvantage: Each use brings character’s Stamina down by one for the remainder of the scene. When down to Stamina one, this attack can no longer be used. 

Blackfire Speech (Shadow Games)
Advantage: Whispers invoke no damage. Regular speech inflict one health level of lethal to all in front of character within three feet. Loud speaking inflict two health levels of lethal to those standing five feet from his face. Shouting launches gouts of black flame that deal 3 levels of lethal damage to anyone within 10 feet in front of the character.

Disadvantage: Cannot be hidden as flames constantly peek out of nostrils and mouth. Hissing and crackling noises make it difficult to understand his speech, requiring Peception + Alertness rolls to be understood by others. 

Bristling Hide
Advantage: Imparts 1 level of armor, and injures those who strike character. Inflicts one lethal damage against unarmed opponents, when hit, or when grappling or punching.

Disadvantage: Every day character meets other spooks, the other must succeed a Willpower (difficulty 7) roll or wander too close and brush against him, earning a level in lethal damage. 

Brutish (Shadow Games)
Advantage: Gains two additional Bruised health levels and three extra dots of Strength. Grows four feet taller and a couple of hundred pounds more massive. Appears more feral and brutish.

Disadvantage: Cannot move as quickly, dropping initiative by five and halving his movement. Also lose one dot in Apperance. 

Carapace
Advantage: Gain an additional die to soak any attack coming from behind. Can split open to reveal thin wings to “jump” Strength x2 meters.

Disadvantage: Bulky and cumbersome, incurring a +1 penalty to difficulty to all Dexterity-based rolls. 

Chameleon Skin 
Advantage: Gains 3 bonus dice to Stealth rolls.

Disadvantage: No control over Stain. In such relations, social-related dice pools are halved around other Spooks.  

Claws
Advantage: Claws can inflict Strength +2 lethal damage.

Disadvantage: Difficulties to all rolls for fine manipulation and precision are increased by two. 

Clingy (Shadow Games)
Advantage: Once makes a successful roll to hit, latches onto target and no need to roll to hit in subsequent turns. Considered a clinch attack.

Disadvantage: Opponent also benefits from Stain, reducing difficulty to hit character back by 2. 

Cojoined Animal Twin (Shadow Games)
Advantage: Something growing out of the character’s body that can act independently. Adds one to the difficulty of rolls to hit the character. 

Disadvantage: Acts like a parasite, consuming one point of Vitality per day from the character. 

Compound Eye
Advantage: Character can see things both in front and behind him.

Disadvantage: Since eyes are always shifting focus, penalty of two to all difficulties in ranged combat. 

Corrosive Pustules (Shadow Games)
Advantage: Discharge corrosive pus that causes two lethal damage to anyone that touches it.

Disadvantage: For duration of Stain, considered to be “wounded” and suffers a one-die penalty from the pain. 

Dagger Tongue
Advantage: Can lash out tongue up to seven feet away, dealing Strength =1 lethal damage.

Disadvantage: Cannot speak without some spiteful form of verbal abuse against anyone in earshot. Willpower (7) to stop this and speak properly for a scene. 

Foaming (Shadow Games)
Advantage: Foams like rabid animal. If foam enters opponent’s wound (automatic if through a bite), intense pain from acidic foam reduces target’s dice pools by three for next five turns. Penalty lessens thereafter by one die for the next three turns.

Disadvantage: Suffers a three-dice penalty to all social interactions for the duration of the Stain’s activity. Leaves a trail of foam that others can follow. 

Foul Odor (Shadow Games)
Advantage: Due to the overpowering smell, enemies (out to a range of 20 yards) all suffer a two-dice penalty on all Perception rolls and rolls to hit thanks to the distraction of the smell and the watering eyes.

Disadvantage: Cannot choose whom the Stain influences. All in the area suffer the penalties of the odor. 

Gaunt (Shadow Games)
Advantage: Lighter and faster on his feet. Dexterity increases by three dots, and adds five to initiative while Stain is active.

Disadvantage: More fragile than usual, bringing Stamina down by two dots for Stain’s duration. 

Gauze Quills
Advantage: Perception difficulties are reduced by one, and all impairments to the character’s vision are nullified with in a 30-foot radius.

Disadvantage: All wits-based roll difficulties suffer a –1 penalty from the new sixth sense. 

Gossamer Webs
Advantage: With successful brawl attack, may leave a swath of gauze to pin, trap or blind opponents. Each Vitality point is equal to two dots of Strength to rip free from the web. If the character scores four or more successes, he dictates which part the webbing catches. Eyes: blind the opponent fully. Legs: hinder mobility and keep him from moving. Arms: Increase difficulties of brawl maneuvers by two.

Disadvantage: Automatically lose 1 Vitality when he passes through objects larger than half his sizse.  

Hammer Fists (Shadow Games)
Advantage: Delivers Strength + 7 dice of bashing damage with each punch.

Disadvantage: Difficulties of all tasks requiring manual dexterity increase by two. 

Hawk’s Beak
Advantage: Bite attack for Strength +1 lethal damage.

Disadvantage: No lips and cannot communicate properly. Willpower ( difficuty 7) to stop this from happening and speak properly. Any duration lasts for a scene. 

Hooves (Shadow Games)
Advantage: Can kick opponents for Strength +2 lethal damage.

Disadvantage: Dexterity goes down by one dot. Noise caused by hooves increases Stealth difficulties by two. 

Hungry Eyes (Shadow Games)
Advantage: Stare at target within 20 feet to drain Vitality. Requires concentration, stare for one full turn before benefits come in. Consume one Vitality point from target per turn automatically. Can also see in dark.

Disadvantage: Sensitive to bright lights, perception difficulties increase by two. No movement is permitted while using Vitality draining stare. 

Hypnotic Markings (Shadow Games)
Advantage: One turn lead time to show slow moving patterns to target. Difficulties on Subterfuge rolls decrease by two, and the opponent’s effective Willpower to resist requests drops by two. Not mind control. Just strong hypnotic effect. Can escape by spending one Willpower point to look away.

Disadvantage: Anyone who has fallen to this does not trust character anymore. 

Infestation (Shadow Games)
Advantage: Vermin growing in the body of the Spook. Can be commanded to go as far as attack others. Attacks of vermin can be very distracting, dropping initiative of opponent by five on the next turn, and increases the Perception difficulties by two. 

Disadvantage: Character constantly distracted by vermin. Perception drops by two. 

Leper
Advantage: Leave behind one portion of himself that lasts for 24 hours before disintegrating completely. For that period, can speak, hear and see through the discarded portion regardless of distance, even if the spook is now encased in flesh. Cannot use horrors through the gauze, but can make it move at a slow pace of one foot per turn.  

Dice roll 

1 Strength and Dexterity    Hand or Foot

2  Strength and Stamina  Entire leg or arm

3 Dexterity and Stamina  Hand or Foot

4  Charisma and Manipulation  Eyes or mouth

5  Charisma and Appearance  Nose or face

6 Manipulation and Appearance Mouth or face

7 Perception and Intelligence Eyes of brain

8  Perception and Wits  One of the five senses

9  Intelligence and Wits  Brain or one of five senses 

10 Storyteller’s choice 

 

Disadvantage: Although new parts grow back each day, some parts fall off too without control. Each ailment deprives the character of two dice for dice pool s in mentioned above. 

Man – Of - War
Advantage: Takes half-damage (rounded-down) from bashing attacks for having jelly-like mass.

Disadvantage: Body mass in semi-solid consistency. Moves in unexpected way s increasing difficulty penlaty to all Dexterity rolls by one. 

 

Mandibles (Shadow Games)
Advantage: Jaw of enormous insect, dealing Strength + 3 lethal on bite attacks.

Disadvantage: Cannot speak or even vocalize. 

Martyred
Advantage: Once per turn, character can touch opponent in hand-to-hand combat (treat as Brawl) and inflict the last injury he received (in equal dice) on opponent (which can be soaked). If Storyteller does not recall last attack, inflict Strength + number of successes as default dice pool.

Disadvantage: If he ever rolls a botch while Stain is active, he “relives” his last wound and suffers damage. Can be soaked. 

Nauseating (Shadow Games)
Advantage: Opponent within five feet of the character suffer a penalty of one die to all dice pools.

Disadvantage: Appearance drops to 0 while Stain manifest. No appeal to anyone for duration of the Stain. 

Pseudopods
Advantage: Character has multiple limbs, and can use them in hand-to-hand combat at range. Can also use them to grab objects and manipulate them crudely. Still requires the character to split dicepools.

Disadvantage: For the duration of a scene, must succeed at a Willpower roll (difficulty 7) or accidentally use a pseudo pod instead of his limb to perform an action. The action either incurs a penalty of two to the relevant difficulty or eliminates two dice from a pertinent dice pool. 

Roaming Eyes (Shadow Games)
Advantage: Can move eyes around in the body. 

Disadvantage: When eyes not both in the front of the face, suffers depth perception difficulties (+2 to difficulty on actions related to aiming, shooting, dodging, etc). Might be avoided by others disturbed by his appearance. 

Rooted (Shadow Games)
Advantage: Will not be moved from the ground when chose to stay.

Disadvantage: Reduce movement rate to a quarter of normal movement while Stain active. Staying in one spot for more than five minutes requires a Strength roll (difficulty 7) to uproot yourself. Raises by one for every five minutes thereafter. 

Shark’s Appetite
Advantage: Gains the ability to eat anything and masticate it to a quick pulp by latching on to it with his mouth. Clinch maneuvers automatically inflict Strength +2 lethal damage for each turn he continues grappling the opponent. Can destroy artifacts by masticating them with Strength + Spite (difficulty 7).

Disadvantage: Must constantly eat or devour portions of himself. Once per scene, the character loses a point of Vitality if he does not ingest something. Storytellers can dictate that this incurs the loss of three Vitality per day for as long as the character is out of the flesh. 

Shifting Identity
Advantage: Exchange one dot for another in Charisma, Manipulation and Appearance. Modification lasts for a scene and cannot be altered further.

Disadvantage: Features slowly change over a duration of a day, only to return again once Stain is gone. After one day, might look like a relative of himself. After two, look completely different. Increases the difficulties of social rolls by two. Botches may incur an immediate and radical shift in the character’s appearance. 

Skeletal Form
Advantage: Can frighten onlookers using Manipulation + Intimidation with the difficulty being the target’s Willpower.

Disadvantage: Automatically fails social rolls, or at least rolls against difficulty 10 in a related situation. 

Spider’s Bristles
Advantage: Can climb up walls and other sheer surfaces using his bristles like a spider does. If he tries carrying another spook, he no longer adheres.

Disadvantage: To do fine manipulation requires a Willpower roll at difficulty 7 or the bristles remain and the character is constantly and accidentally pulling things he didn’t disengage from properly. Halves his pool on anything involving a light touch to a minimum of one. 

Stinger (Shadow Games)
Advantage: Can sting for one level of lethal damage. For next five turns, venom inflicts three additional bashing damage per turn. Victim can soak the poison. Stinger only has three doses and regenerates one dose per day.

Disadvantage: Using the stinger hurts like an over-extended muscle. For three turns after using the stinger, character suffers an additional wound penalty from the strain. 

Worm Hair (Shadow Games)
Advantage: Use pale-version of Hive-Mind to see into the thoughts of others within line of sight. Perception + Awareness (difficulty 7) and each success allows one fact from surface thoughts.

Disadvantage: While using mind-reading, unknowingly broadcasts to all Spectres within 100-yard radius, allowing them to track down the character. 

 

Withered
Advantage: Registers as a zero-Vitality ghost, and thus does not register to ghosts or Spectres no matter how much Vitality he spends in a single turn.

Disadvantage: Gauze is flaky and crumbles easily. Bashing inflicts 2 additional dice per attack.
