Kronos Rites:


These rites are taught and distributed by Kronos’s demons.  Only his demons or those who have received tutelage under them can learn or use these incantations.

Animate Dead

Cost: 4 Temporary Willpower

Sanity Loss: 5


By drawing ancient patterns in mercury and blood upon a fresh corpse, the sorcerer can bring it back to its feet as a zombie.  Corpses killed by brute damage are not worth animating with this ability.


One can control a number of Zombies equal to their Willpower.

Blood Ward

Cost: 1 Temporary Willpower

Sanity Loss: 9


Taking a single drop of an individuals blood and smearing it along an entrance, the individual can be barred from entering at that location.  They sense a dark force holding them back from the entrance.  The enchantment lasts one year.


This does not prevent the individual from using a different entrance or creating a new entrance.  Anyone who tries to force their way past the barrier must make an opposed Willpower (diff. 8) vs. Confidence + Occult (diff. 6).  If they succeed, they break the ward and suffer a level of unsoakable damage.

Bone Flute

Cost: 1 Permanent Willpower

Sanity Loss: 7


This is a long and complex ritual, requiring all three nights of the full moon.  The sorcerer carves and polishes a flute of human bone.  The flute emits no sound, but terrifies people and animals near it.


Carving the flute requires a Dexterity + Crafts (difficulty 7) roll.


Playing the flute requires a Dexterity + Expression (difficulty 7) roll.  Every person and animal within hearing of it with less Willpower than the successes on the playing roll must flee until they are out of hearing.

Brazier of Power

Cost: 1 Permanent Willpower

Sanity Loss: 9


The sorcerer fashions a brazier of brass and bone, for the storage of energies.  As long as a fire burns in the brazier it can hold an amount of Temporary Willpower equal to its creator’s permanent Willpower.  Only the creator can access the willpower, but it is accessed by a simple touch to either add or remove willpower from the brazier.


As soon as the brazier goes out, all temporary willpower stored in it is lost, but the enchantment remains.


Fashioning the Brazier requires a Dexterity + Crafts (difficulty 6) roll.

Contact Kronos

Cost: 10 Temporary Willpower or 1 Permanent Willpower

Sanity Loss: 2

This spell brings the user in direct contact with the Demon Prince of Fate, Kronos.  The sorcerer may ask for one boon from the Prince.  If the Prince decides not to honor their boon, he will often strike them down with a curse to punish them for their impudence.

Commonly asked boons include a Kronos Rite (difficulty 6), another Rite (difficulty 9), a specific piece of information (varies 7-10), or general knowledge of the occult (difficulty 3 times the current Occult rating, up to 10).

A Wits + Occult (difficulty as above) is required to gain his favor.  Those failing him will be struck with a curse (storyteller’s choice).

Grey Blade

Cost: 1 Permanent Willpower

Sanity Loss: 6


The sorcerer takes a blade (any form of blade) and enchants it by immersing it in six different baths of blood over six nights, each bath heated by a different wood and different mystical substances.  When the blade is complete, it has turned a dark, charcoal grey.


The blade always deals another die of damage, but that’s not the main purpose.  Any damage the blade deals to angelic beings is unsoakable by Stamina and while damaging angelics, the creator may spend any number of willpower on a strike to add that many additional dice to damage.

Invoke Ardor

Cost: 3 Temporary Willpower

Sanity Loss: 9


A quiet chant and a few tiny movements are all there is to this rite. The target must be visible and human, but is otherwise unlimited.  From deep inside the victim, ardor and lust rise.


The sorcerer must make an opposed Occult vs. Self-Control (both diff. 6) roll.  If the target wins, they feel the wave, but fight it off.  If the target lost, any attempt made to manipulate or seduce them has its difficulty reduced by the amount they lost by for the remainder of the scene.


This ability may be used multiple times on one target.

Kiss of Night

Cost: 1 Temporary Willpower

Sanity Loss: 4

Before the kiss, the sorcerer must spend one hour chanting and inhaling the smoke of candles (this is when the willpower is spent, the Sanity is not lost until the kiss is used).  If not used, the kiss fades at the next dawn.


The sorcerer must literally kiss the target, touching lip to lip.  At that moment, the target begins suffocating.  Every round, the user must make an opposed Willpower roll (difficulty 6), even if the sorcerer has broken contact.  If the caster ever looses, is knocked unconcious, or dies the spell is broken.  

Every round the target looses they loose one temporary willpower.  If they run out of temporary willpower, they fall unconscious.  While unconscious, the opposed rolls continue, but drain Stamina instead.  When the target’s stamina drops to zero they die.  If the spell is broken before then, the stamina returns at one a day.

Summon Demonic Might

Cost: A Number of Temporary Willpower

Sanity Loss: 6


Preparing through self-mutilation and strange chants, the sorcerer can make herself more powerful in combat.  The preparation requires three hours.


For every three willpower spent, the user gains one level of Potence until the next dawn.

Terrible Feast

Cost: -

Sanity Loss: 4

By slowly torturing, eating, then killing a human subject over the course of several hours the sorcerer can gain a huge boost of energy until the next dawn.

The user gains temporary willpower equal to the victim’s Humanity (or Permanent Willpower if they followed a Via).  This can exceed the sorcerer’s permanent willpower until the next dawn, when it drops to the normal maximum.

