Path of Andrealphus:

( The Rite


You gain one willpower per act of selfish sex you perform or provoke.  You gain an additional point if the act caused other participant(s) to loose Sanity.


You gain a willpower if you ever loose sanity because of anything related to sex.

(( Dark Desire


You find it exceptionally easy to convince anyone to perform a sexual act they have knowingly performed before.  Make a Manipulation + Subterfuge roll (difficulty equals their willpower).  Any number of successes leads to a repeat.  More successes give you some flexibility in interpretation (2 successes - "You did it with her why not with me?", 4 successes - "You did it with him, why not with me?", 5 successes - "You did it before, why do you care if its in front of a camera?")

((( Sense Past


While touching someone (difficulty 6), looking into their eyes (difficulty 7), or watching them for a round (difficulty 9), you may make a Perception + Empathy roll to determine pieces of their sexual history.  You may ask one yes/no question about their past for every success.

(((( Dark Needs


While attempting a seduction, add your rank in this path in dice to every roll.

((((( Infatuation


As the Rank 6 Impudite Power.  Impudites with that power gain an additional dot immediately on gaining this one.  Rank 5 Impudites that gain this power automatically gain a dot in Impudite.

(((((( Channel Andrealphus


You open yourself as a living conduit to the Demon Prince.  Spend any number of willpower points.  Anyone within sight of you who does not make that many successes on their Willpower roll (difficulty 8) is overcome by lust for a number of rounds equal to the difference.  Nothing will stir them.


Anyone botching their willpower roll will gain a dot of Nymphomaniac.

Path of Asmodeus

( Shadow Bond


Every sunset, you regain one Willpower.  If you have eliminated a renegade demon since the last sunset, you regain three instead.

(( In Character


Instead of having to learn your human persona’s primary skill, you may roll your path instead.  If you change personas, the skill changes.  Note that servitors of Asmodeus only have one official persona at a time.


Example: Zebial, a servitor of Asmodeus, is impersonating a Lawyer.  He has four dots in this path and only one dot in law.  So to convince the layperson that he is a criminal, he would normally roll Charisma + Law (Five Dice).  However Law is the primary skill of his persona, so he can roll Charisma + Path of Asmodeus instead (Eight Dice).

((( Eyes of the Game


By making eye contact with a sane being you can determine what Via they follow.  Make a Perception + Empathy (difficulty equals their Willpower) roll.  

1 Success – You can tell if they follow Humanity or another Via

2 Success – You can tell which Via they follow

3 Success – You can tell if they are Slightly (1-4), Heavily (5-7), or Entirely (8-10) convicted

4 Success – You can tell if they have changed Via in the last year

5 Success – You can tell their exact level in the Via

(((( Chains of Dissonance


By spending any number of willpower and glancing at the target you can inflict the chains of doubt upon them.  Roll your Via Asmodeus (difficulty 6) or Via Diabolis (difficulty 8).  The maximum dice they can roll in any situation are reduced to their Via/Humanity score, or ten minus your successes, whichever is higher.


This power lasts for one scene for every success on the user’s roll.


Example: Zebial is hunting a renegade demon with a Via Diabolis of 4.  Zebial rolls his Via Asmodeus and gets five successes.  The most dice a renegade can roll for anything is five (ten minus Zebial’s successes).

((((( Humanity 


This is a powerful effect and extremely useful.  By spending one willpower the demon can become completely human for twenty-four hours.  All attributes and abilities are restricted to five.  The vessel requires food and drink normally.  And no powers from past level two on paths can be used.

(((((( Channel Asmodeus


This power brings forth the full fearful power of Asmodeus.  The demon spends any number of Willpower.  Everyone in the area must make a Via/Humanity roll (difficulty 6).  For the rest of the scene, they are at –1 for every success they got less than the willpower spent.

Path of Baal

( Ways of War


Regain a willpower every time you defeat a worthy adversary or enter a duel with a Servitor of Michael.

(( Might of Baal


You may purchase Potence as an in-clan discipline.

((( Combat Mind


All characters without this ability must declare their round's combat actions before you and you may change yours to fit.


Individuals with multiple actions must declare all of them.

(((( The Art of Combat


You may purchase Celerity as an in-clan discipline.  Its use requires Willpower instead of blood.

((((( Voice of Baal


You may command any individual with 4 or greater in Via Baal or 8 or greater in Via Diabolis to any action you desire once a round.  To resist they must spend a will and loose a point of their Via.

(((((( Channel Baal


This power brings Baal into you and warps your form to fit his needs.  You may pay any number of willpower to add that amount to Strength, Agility, Wits, Firearms, Dodge, Melee, or Brawling.  This ignores all attribute maximums, but you loose one dot a round as long as you remain above the maximum.  As soon as you are at or below the maximum, you keep the bonus until the end of the scene.


This power cannot be used to add to more than one ability at once.

Path of the Balseraph

( Believe Me


You may spend a willpower to add this path in dice to any subterfuge roll you make.

(( Warped Symphony


Every time your lying expands your Prince’s area of control, regain a willpower.

((( Dire Falsehood


You can use your lies to hammer on another’s self-confidence.  Spend a willpower and roll your Manipulation + Subterfuge (difficulty 5 + their Confidence). Every success strips them of one temporary willpower.  Any successes beyond their willpower strip temporary sanity, although this will never drop temporary sanity below one.

(((( Aura of Nobility


 You may buy Presence and Dominate as In-Clan disciplines.

((((( Voice of Darkness


The Balseraph sings a single discordant note.  Most humans will not even notice, while demons will find pleasure in it and angels will find only agony.


Spend a willpower to activate this power.  Individuals within earshot must roll one die for every dot they possess in an angelic path (difficulty 7).  Each success on these dice deals one level of aggravated damage that may be soaked only by spending Temporary Willpower or Permanent Sanity (both take damage away on a one for one basis).

(((((( The Greatest Lie


You gain one dot in the Path of the Seraphim and can gain more with experience.

Path of Beleth

( Nightmares' Awakening


You gain one willpower for every six hours you spend in Beleth's realm.  You also gain a willpower whenever you are in a dream that moves to Beleth's realm.

(( Dream Walking


Servitors of Beleth can use this power to slip into the dreams of an individual they have met.  While there, they are constrained by the reality of the dream but are otherwise free willed.  If they die in the dream, they awaken having lost all their temporary willpower.


To successfully enter the dream requires a Wits + Empathy (difficulty equal to their willpower) with a -2 to the difficulty if the servitor is touching the subject.  For every success, the servitor can stay in the dream for one subjective minute.

((( Nightmare's Touch


This power allows the Servitor to warp the dream they are currently in to reflect something wholly demented and inhuman.  Unfortunately, it only works while in Beleth's realm.


The user spends a willpower and makes an opposed roll Manipulation + Psychology (difficulty 6) vs. the target's Sanity (difficulty 6).  If the servitor wins, then for every success the servitor gains over the victim, the victim looses one point of Temporary Sanity that cannot be rationalized.  Otherwise every success the victim gains over the servitor, the servitor looses one willpower.

(((( Terror


The servitor can use phobias to play people as fools.  Any roll directly against a person with a phobia the servitor knows about gains extra dice equal to the level of the phobia.

((((( Bridge the Gap


While involved in a dream in Beleth's realm, you may spend a will to leave some memento of the dream when the victim awakes.  If they are dreaming of drowning, they will wake up soaked in seawater.  If they are dreaming of being mauled they will have large obvious wounds and will have taken a health level.    The effects of this power vary, but never result in death.


Keep in mind any victim of this power is likely to experience a serious loss of Sanity upon waking.

(((((( Channel Beleth


Using this power when grasping a target physically drags them into Beleth's realm, along with the user.  The victim then beings reliving a terrifying nightmare.  When they reappear, everything that happened to them in the dream will remain true.


The user spends any number of willpower points.  Every success the target gets on a Conviction + Psychology (difficulty 6 or the difficulty of their highest rated phobia) negates one point spent.  Every point remaining is one minute in the dream.

Path of Belial

( Fire's Delight


You regain a willpower every time you kill a human with fire.

(( Fireeyes


You sense the ambient temperature of the area directly around you (say 2’ per dot of Perception).  This allows you to feel humans approaching or effectively see warm-blooded creatures in absolute darkness.


Note that this is of no help against undead that have not fed in the last hour.

((( Incendiary


Whenever something explodes in your line of sight, you may spend any number of willpower to increase the explosions power by that many dice.  Any explosion affected by this power becomes aggravated damage.

(((( Firewalker


You are immune to damage from heat and flame.  If you are struck by anything truly obscene (solar plasma, nuclear bomb), it deals damage to your willpower before dealing Health Levels.

((((( Fire Tongue


You can command fire to perform various tasks.  “Hotter,” “Cooler,” “Larger,” “Smaller,” and directions are all acceptable.  You may give one command to one contiguous mass of flame per willpower spent.  Hotter makes it deal one more die.  Cooler does the opposite.  Larger and Smaller increase or decrease by about a quarter.  Directions move it as though there were a powerful wind.


You may not give more than one command to a specific flame more than once a round.  However, it will continue obeying the command until it is entirely burned out.

(((((( Channel Belial


By opening a gate for Belial’s power, you deal a die of damage worth of flame to everyone in the same area per willpower spent.  The flame is aggravated and can only be soaked by 10s.  Fortitude soaks it normally.
Path of Blandine

( Dream’s Blessing


You gain one willpower for every six hours you spend in Blandine's realm.  You also gain a willpower whenever you are in a dream that moves to Blandine's realm.

(( Dream Walking


As Beleth’s Dream Walking, except the difficulty is reduced by the targets conviction if they are willing for the user to interfere with their dreams

((( True Rest


This power heals the wounds of the mind while the user is in a dream and the dreamer is in Blandine’s realm.  A Charisma + Psychology (difficulty equal to 6 or highest insanity) roll will return one point of temporary willpower to the target for every success.  Any additional successes apply to Temporary Sanity.


Using this power costs one willpower.

(((( Sublime Aura


The servitor is surrounded with an aura of unearthly beauty, drawn directly from the realms of dream.  Only those completely detached from the realm of dreams find themselves able to strike the servitor.  Activating this power costs one willpower, takes one round, and lasts a number of rounds equal to the user’s Via Blandine or Conviction (whichever is higher).


To strike the user, one must roll a Willpower roll (difficulty Permanent Sanity) or spend a temporary willpower point.

((((( Dream’s Touch


This power seeps through any dream the servitor visits, drawing it towards Blandine’s realm.  If there are no other intruders in the dream (or they do not oppose this effort) a Charisma + Empathy (difficulty equal to 6 or highest insanity) roll will pull the dream into Blandine’s half of the dreaming.

(((((( Channel Blandine


This ability brings a fragment of Blandine’s power into the physical world.  It has two uses:


Aura of Calm: Spend any number of willpower; anyone trying to attack anyone else must make a Conviction roll (difficulty equal to the willpower spent).  This effect wears off at one willpower a round.


Healing Caress: Spend any number of willpower.  Roll a Charisma + Empathy (difficulty equal to target’s highest insanity) vs. the target’s Willpower (difficulty equal to the willpower spent).  If you succeed, they loose a point in their lowest insanity.

Path of the Calabim

( Entropy


By making a Confidence + Path of the Calabim (difficulty 6) roll, you can wear away at an object, sometimes even reducing it to dust.  Activating this power is as easy as concentrating on the object for a round and spending a willpower.

1 Success – Utterly Destroy a Sheet of Paper

2 Success – Destroy a Book

3 Success – Warp and destroy a chair or door

4 Success – Render a pistol unusable

5 Success – Destroy a Pistol; Render a Car unusable

(( Lash Out


When striking mortals with your bare hands, your effective strength is increased by your rank in this path.


Even when striking non-mortals, your hands inflict aggravated, but soakable, damage.

((( Gremlins


Focusing on a technological gadget for one round, the Calabim can force it to cease functioning.  The Calabim rolls a Confidence + Technology (difficulty ?) roll and the device completely refuses to function for a number of rounds equal to the number of successes they accumulated.

10 Difficulty – Relatively Robust, Low Tech (Crossbow, Black Powder Gun)

9 Difficulty – Robust, but Decent Tech (Military Grade Weapons, Boats)

8 Difficulty – Less Stable (Car, Most Modern Arms, Aircraft)

7 Difficulty – Flimsy (Cheap Guns, Cheap Cars)

6 Difficulty – High Tech (Computers, Cars with Heavily Computerized Parts)

5 Difficulty – Ultra Tech (Undiscovered Secrets/Technocracy)

(((( Bleeding the Flesh


By focusing on a flesh and blood (i.e. mortal, animals, or a celestial vessel) being; the Calabim can tear apart its inner workings.


The Calabim spends a willpower and makes a Confidence + Medicine (difficulty 6) check.  Each success on this is a level of damage which can only be soaked by Fortitude or Confidence (both difficulty 6).  This damage is aggravated.

((((( Fragments of the Mind


This ability tears at the mind of a being whom the Calabim makes eye-contact with.


The Calabim spends a willpower point and makes an opposed Confidence roll with the target.  Every success the winner made over the looser gives the looser one dot in a derangement of the Storyteller’s choice.

(((((( Disintegration


Through the use of this power, the Calabim can completely annihilate one object he’s touching.  Shortly after the object is destroyed, people soon forget it even existed.  This power requires no roll, but does take a varying number of willpower points.

Book – 1 Willpower

Weapon – 2 Willpower

Motorcycle – 3 Willpower

Car – 4 Willpower

Mack Truck – 5 Willpower

Path of the Cherubim

( Attunement


By touching a person or object and spending a willpower you become attuned to it and can sense its presence at all times.  You can have one attunement for every level you have in this path.


You can always sense your rough distance to the attunement (within the same city, within the same block, inside the same country, etc.).  This is metaphysical distance defined by such boundaries, not a physical measurement.


You loose contact if the attuned is destroyed or leaves your plane.

(( Holy Bond


You regain a willpower everytime you save someone you are attuned to from mortal danger.  You also regain a willpower whenever you assist them to regain a willpower. 

((( Holy Rage


Any time something you are bonded to is in danger of destruction and you are forced to defend it physically, you gain Potence equal to your rank in this path.

(((( Unerring Direction


You can sense at all times, exactly where each thing you are attuned to is in relation to you.  You know direction and distance (to the nearest mile).  If it is on a different plane, you know this and which plane, but not where in that plane.

((((( Danger Sense


You immediately know whenever something you are attuned to is in immediate danger of being harmed.  You may spend a willpower when you receive this feeling to get an exact flash of what they sense at that moment.

(((((( True Bond


Any time an injury is inflicted on something you are attuned to, you may choose that it instead be inflicted on you.  This damage can never be soaked.  For people, this is direct damage.  For objects and places, it’s more symbolic.


Example: Bezraph, the Cherubim, has this power and is attuned to a building.  A mysterious attacker sets a bomb off, which would destroy the west wing of the building.  Bezarph chooses to take it instead and looses 3 health levels of damage.

Path of David

( Rhythm’s of the Earth


You regain a willpower every six hours you spend entirely enclosed in stone.  You also regain a willpower everytime you successfully marshal a group, convincing them not to back down.


(( Stalwart

You may purchase Fortitude as an In-Clan Discipline.


((( Walk of Stone

You can pass harmlessly through un-worked stone.  Activating this power costs one willpower, but stays active for as long as you’d like.

(((( Crushing Blow

When striking anyone bare-handed, you may spend a willpower.  The strike does another level of damage for every point of the path you have.

((((( Immobility


Planting their feet firmly on the ground and spending a willpower, you become both immobile and invulnerable.  No force can move or harm you until you choose to relinquish the power.  While this power is in use, the Servitor appears to be a statue, although many are likely to wonder where the statue came from.

(((((( Channel David


The user spends any number of willpower to become as hard and heavy as stone.  Every willpower grants them one effective dot in Fortitude and Potence for the remainder of the scene.

Path of the Djinn

( Attunement


By touching a person or object and spending a willpower you become attuned to it and can sense its presence at all times.  You can have one attunement for every level you have in this path.


You can always sense your rough distance to the attunement (within the same city, within the same block, inside the same country, etc.).  This is metaphysical distance defined by such boundaries, not a physical measurement.


You loose contact if the attuned is destroyed or leaves your plane.

(( Stalking


Any stealth roll you make while following your attuned or any brawl/melee/firearms roll you make trying to kill those preventing you from reaching your attuned may roll your path instead of the ability.

((( Leech


Every time a mortal you are attuned to looses a permanent sanity, you gain a temporary willpower.

(((( Unerring Direction


You can sense at all times, exactly where each thing you are attuned to is in relation to you.  You know direction and distance (to the nearest mile).  If it is on a different plane, you know this and which plane, but not where in that plane.

((((( Branding


If you make a mark of your personal symbol on a person or object, you become attuned to in until the mark is removed.  This attunement does not count against the regular limit.


Anyone with the Attunement ability may attune themselves to the mark and for all purposes be attuned to you.

(((((( Adoration


All social rolls you make to influence an individual you are attuned to has its difficulty reduced by the Calabim’s Conviction.
Path of Dominic

( Harmony


Anytime you bring a criminal to justice, regain a willpower.  If that criminal was a fallen angel, regain three.

(( The Law


You may add your Path rating anytime you make a Law roll.

((( Imposing Presence


Anytime you use Intimidation against those you believe are criminals, your difficulty is reduced by your Conviction.

(((( Weighing the Heart


By looking a person in the eye and spending a willpower, the Servitor can determine their most grievous sins.  The servitor rolls Perception + Law (difficulty 5 + the subject’s Conviction).  Every success delves further back.  The sins are measured against the Servitor’s standards.


Keep in mind that if the worst sin in their life was today, all results will turn up the same.

1 Success – Worst in the Last Day

2 Success – Worst in the Last Week, and above

3 Success – Worst in the Last Month, and above

4 Success – Worst in the Last Year, and above

5 Success – Worst in the Last Decade, and above

6 Success – Worst in their Entire Lifetime, and above

((((( Sword of Justice


By spending a willpower, the Servitor can turn whatever weapon he’s using into an instrument of justice.  Every blow it deals does another point of damage for every point the target’s Conviction is under 5.  This ability lasts one scene.

(((((( Channel Dominic


The Servitor brings the pure force of justice through herself into the world.  They spend any number of willpower and everyone in the area (including them) must make a Humanity or Via roll (difficulty 8).  If they accumulated less successes then the willpower spent, the every success less on that roll deals one level of unsoakable aggravated damage and stuns them for one round.

Path of Eli

( Joy of Creation


You gain one willpower everytime you spend at least six hours creating something worthwhile (Storyteller’s Discretion).

(( Unseen Tactics


Anytime you make an opposed roll, you get to roll two more dice.

((( Fires of Creativity


You may spend a willpower while someone else is performing a creative task to give them bonus dice equal to your path.

(((( Transformation


By spending any number of willpower you can transform ten times that weight in pounds of unliving matter into another common material permanently.


Common materials means exactly what the Storyteller wants it to mean.  Basically, no unnecessary chemical compounds or nuclear devices is a good guideline.  You can turn that gun into wood or those clothes into stone, but not into Plutonium or Fluoric Acid

((((( No Beginning, No End


You never need to eat, sleep, or rest during an act of creation.


(((((( Imbue

[No, there isn’t a Channel Eli]


By investing a permanent willpower in an item, you can give it a special ability.  As a base line, most abilities give the user of the item +1 in one or more relevant abilities while they’re using the item.  Gun is firearms.  Big Leather Couch is Psychology.


Other abilities can be had at Storyteller discretion.

Path of the Elohim

( Feel Emotions


You may add your Self-Control to all Empathy rolls.

(( Resist Intrusion


The difficulty for any action influencing you through words or powers is increased by your level in this path.

((( Divine Intent


By spending a willpower point you can determine what one visible individual is intending for their next action.  This may be “Go to Giovanni’s and get some spaghetti” it might be “Shoot this bastard” or it could be “Get some caffeine, must have caffeine.”


This will detect whatever plan in currently the most prominent in their mind.  Only a change in circumstances will jar them out of that course of action.

(((( Exude Calm


As long as the user of this ability does not attack, anyone attempting to attack them must make a Willpower roll (difficulty equal to Elohim’s Self-Control + Empathy) or spend a willpower point.

((((( Strength in the Void


If you have maintained calm since the last time you have spent a willpower roll (GM discretion) you may make a Self-Control (difficulty 8) roll after you spend a willpower to immediately regain it.  If you spend more than one willpower on a single roll, you can only regain one.

(((((( Perfect Calm


Once per scene you may invoke perfect Zen calm and substitute your self-control for any other attribute or ability for one roll.

Path of Gabriel

( Fire’s Vengeance


You regain a willpower every time you kill someone you believe deserves it.


(( Fire’s Inspiration


Any time you inspire a mortal to do something innovative and original, you regain a willpower.  If it also directly serves Heaven, you regain another willpower.


((( Fire’s Passion


You may spend willpower to benefit those around you.  Whenever you use a willpower in this manner, they gain dice equal to their Conviction on that roll.


(((( Fire’s Touch


By spending a round in concentration and prayer, you can make your hands burst into flame.  Until the end of this scene (or when you choose to stop the power) each of your barehanded attacks deals extra damage equal to your Conviction.


((((( Fire’s Vision


You receive a shred of Gabriel’s prophecies.  When you sleep, when you dream, she talks to you.  Every time you sleep a full, restful nights sleep you regain willpower equal to your Conviction.  You can also receive messages from Gabriel or prophecies when the Storyteller wishes.


(((((( Channel Gabriel


Gabriel comes and goes in a moment, but within that moment, every failure, every dark stain on the soul becomes a horrible burning wound.  The user spends as many willpower as they wish and everyone in the area, including the user, takes a number of levels of unsoakable fire damage equal to either the willpower spent or the amount they are beneath 10 on their Via, whichever is lower.


Example: Verial uses Channel Gabriel, spending 4 Willpower.  Five people are in the area.  Verial, Abrax, Tom Jones, Sue Jones, and Gary (just Gary).  Verial has Via Gabriel 8.  Abrax is Via Diabolis 7.  Tom Jones is Humanity 7.  Sue Jones is Humanity 5.  Gary is Humanity 1.


Verial takes 2 (10-8) damage, Abrax takes 3 (10-7), Tom takes 3 (10-7), Sue takes 4 (4 spent), and Gary takes 4 (4 spent).  None of this damage a can be soaked.

Path of the Grigori

( Watching


You gain the first rank of Auspex and may gain further ranks as though it were an In-Clan Discipline.

(( Teaching


When being instructed by you, mortals gain new levels in abilities for one experience less for every dot you possess in that ability.


You must instruct the student for at least a week for this bonus to take effect.

((( Learning


Every session you gain one additional experience if you spend time watching an individual who is extremely good at what they do (as high as your highest skill), whom you have not watched perform that skill before.

(((( Fading Away


Your passing causes no ripples in the Symphony or in society.  As long as you take no direct action, all signs of your passing fade within an hour.  You also may add your Self-Control to all stealth rolls.

[The Fifth and Sixth rank Grigori powers have been lost since their fall]

Path of Haagenti

( Feast


Everytime you engage in a completely unnecessary and over the top act of gluttony, you regain a willpower.  You also regain a willpower everytime you cannibalize a human body.

(( Gnawing Hunger


By concentrating on a target for a round, the servitor can infuse a painful gnawing hunger inside them.  The user must make an opposed Confidence vs. Self-Control (both 6) roll with the target.  The looser must spend one round for every success they lost by eating everything even vaguely edible in the area.  A botch will lead to them cannibalizing themselves (1 health level/round) for that number of rounds.

((( Fangs

Your teeth and maw now deal Strength + 1 damage and is aggravated.

(((( Devour


By spending a willpower you can make your jaws unhinge and swallow an enormous amount of matter, up to that of a small car.  This doesn’t have any visible effect on your body.  You can hold one swallow’s worth of objects for every rank in self control you have.  Another willpower point allows you to spit the object back out (dealing damage as Strength 0 if you manage to hit anyone).


If you have more swallows than your self-control, the oldest completely vanishes.  No one’s quite sure what happens to it then.

((((( Purge


At a close range, the Servitor can vomit up a stream of vile acid, eating away everything in its path.  This costs one willpower.  An Agility + Brawl (difficuly 7) roll is required to hit, subject to the usual modifiers.  It deals seven dice of damage that can not be soaked by Stamina.  This damage is not adjusted upwards by a extremely successful hit.

(((((( Channel Haagenti


Opening oneself up to Haagenti’s touch is a hideous defiling thing.  The process takes one round, and for a number of rounds after that equal to the willpower spent the servitor is an avatar of Haagenti, capable only of killing, eating, and destroying.


Strength and Stamina are doubled.  Bite damage cannot be soaked.  After any victim is killed, the servitor must make a Self-Control roll (difficulty 8) or spend a round devouring the victim in one gulp.

Path of the Habbalah

( Feast


Everytime some in your presence harms themselves or others because they are acting upon their emotions, you regain a willpower.

[Imbue Powers]


All Imbues have the same basic mechanics.  The Habbalah spends one round focusing on the target, and they make an opposed Confidence vs. Self-Control roll (difficulty 6). Either roller with  Derangements receives bonus dice equal to their highest ranking derangement.   


The loser, be it target or Habbalah suffers the ill effects.


Anyone botching looses an amount of Temporary Sanity equal to their opponent’s successes.


(( Imbue Fear


The looser must flee as fast as they can for one round per success lost by.

((( Imbue Hatred


The looser can do nothing but lash out physically for a number of rounds equal to what they lost by.

(((( Imbue Pain


The looser is treated as though they have suffered that number of levels of damage until the end of the scene.  This damage only counts for calculation of penalties, if these phantom wounds reach incapacitated or dead, the target must make a Willpower Check (difficulty 9) or pass out from the pain.  If they succeed on the check, they throw off all Imbue powers currently effecting them.

((((( Imbue Ardor


For the rest of the scene, anyone attempting to manipulate the looser has their difficulty reduced by one for every success the looser lost by.

(((((( Imbue Calm


The looser may take absolutely no action for a number of rounds equal to their loss.  If a Habbalah is affected by this, they loose one dot from their Via for every success they lost by.  If this reduces their Via to zero, they redeem into Elohim (for however long that lasts).

Path of the Impudite

( Drain

When the Impudite is in physical contact with someone who is comfortable being in contact with her, she can attempt to drain their essence.  Make a Manipulation + Empathy roll (difficulty equals the targets Willpower).  Every success drains one point of Temporary Willpower, bestowing it on the Impudite.  Someone drained entirely by this power will be dizzy and nauseous (-1 to all actions, doesn't stack with wounds) until they regain a willpower.

(( Dupe

Making eye contact with a victim, the Impudite can remind them of a trusted individual, be it a childhood friend, a parent, or a significant other.  It requires Appearance + Expression roll opposed to their Willpower.  If the target wins, they realize the Impudite was attempted to trick them.  If the Impudite wins, they remind them of the individual varying with how much they won by.

The subject will usually associate them with someone close to the Impudites body type and appearance.  This isn't always the case, though.  Wise Impudites will not use this power on more than one person at once.  Having one person think you're his roomie from college and another think you're his first girlfriend can lead to some embarrassing situations.

Keep in mind that having someone who is a spitting image of your mother shooting you in the stomach is worth some sanity loss.

1 success - "Oh, they remind me of Jane."

2 success - "WOW!  They remind me of Jane!"

3 success - "Damn, they look like Jane."

4 success - "Are you sure its not Jane?"

5 success - "It’s Jane!"

((( Perceive Essence

By making eye contact with a person, the Impudite now automatically knows how much Temporary Willpower they have at that moment.  This does not tell them how far away from the Maximum they are.  The GM may either tell them the number directly or use adjectives.   I would suggest adjectives.

Adjectives for: "They Look..." and "They have a ... within them."

0 - Burnt Out, Complete Lack of Light


1 - Very Weak, A Tiny Flicker of Light

2 - Weak, A Glowing Ember

3 - Average, A Small Flame

4 - Respectable, A Subtle Glow

5 - Fairly Intense, A Fire

6 - Intense, A Bright Flame

7 - Fearsome, A Glow not even mortals can deny

8 - Powerful, A Fiery Presence

9 - Mighty, A Raging Inferno

10 - Unstoppable, A Blinding Light

(((( Comforting Aura

[This Power is almost identical to the rank 4 Mercurian power of the same name]


When interacting with a small group, the Impudite will often need to calm them down to defuse a hostile situation.  This also makes duping the targets, normally or through the power, easier.  Activating this power takes a Manipulation + Expression roll (difficulty equal to three plus the number of targets).


The targets of this power cannot attack, speak harshly, or spend willpower while under its affects.  To break out they must either leave the Impudites presence for at least a scene or make a Willpower roll against the Impudites successes (Difficulty six).  The roll can be attempted every round, but the difficulty increases by one every time.  If the Impudite attacks or speaks harshly, the power is broken.  If anyone else does so, everyone's checks are at -2 difficulty the next round.

((((( Stare Down


This power uses the Impudites awesome presence to paralyze a target by locking their gaze.  The Impudite spends a Willpower and makes an opposed Willpower roll with the target.  If the target wins, the Impudite automatically looses initiative next round.  If the Impudite wins, the target is stunned for a number of rounds equal to the number they lost by.


The power is broken if the Impudite wills it or the target is injured.

(((((( Infatuation


Perhaps the most warped Impudite power, this ability is used much like Drain.  It requires the Impudite to be touching someone that trusts them.  They then spend any number of willpower points.  Make a Manipulation + Empathy against the victims total will.  If the target wins, they realize the Impudite was attempting to manipulate them.  The duration is determined by the willpower spent (1 = a scene, 2 = a day, 3 = a week, 4 = a month, 5 = a year, one more year after that) and the successes determine how deep the infatuation is.

1 success - "She's so cool."

2 success - "I want to spend all my time around her."

3 success - "I want to be just like her."

4 success - "I want to do everything she says."

5 success - You know Blood Bond?  That.

Path of Janus

( Glory in Motion


You regain a willpower every time you reach a city you’ve never been before.

(( Move as the Wind


You may purchase Celerity as an In-Clan Discipline, spending Willpower instead of Blood.

((( Freedom

Always add your path rating to any roll to slip physical bonds.  Any willpower spent on one of these rolls adds your Path in successes instead of one success.

(((( Theft

Always add your path rating to any roll to steal items.  Any willpower spent on one of these rolls adds your Path in successes instead of one success.

((((( Flight


By spending a willpower you may physically take flight.  This flight lasts for one hour and you move at 10 mph times your Confidence.

[There is no Sixth rank power]

Path of Jean

( Energize


You regain a willpower by spending an hour examining some technology unfamiliar to you.

(( Magic Touch


By spending a willpower, you may reduce the difficulty of any roll involving technology by your rank in this path.  You may use this only once on one die roll.


Example: Blarius is trying to hack into a corporate mainframe.  The difficulty is 9.  He has 3 dots in the Path of Jean.  He spends a willpower, reducing the difficulty to 6.

((( Assimilate


Spending a round in contact with a human-made device and spending a willpower you gain enough information about the item without penalty.


Example: Blarius is trying to use an old UNIX machine, and is used to using Windows.  He would be at –2, but spends some quality time with the box and spends a willpower he can use his normal skill without penalty.

(((( Shock


The user can build up a huge amount of electricity and let it out in one large jolt.  They must spend a willpower to activate this and it is handled by a Wits + Firearms roll to hit, dealing damage dice equal to the Servitors rank in this path.

((((( Revoke


By focusing on one human-made device and spending a willpower you can drain all vitality from it.  It simply ceases to work for a number of minutes equal to your Via Jean.  If you do not have Via Jean, it stops working for one minute.


If you use this ability on a magical device that seems technological, the device ceases to function permanently.

(((((( Channel Jean


Channeling Jean is an exceedingly strange experience.  For a short time, everything scientific and technological makes perfect sense.  When the experience is over, it reverts back to its old state.


For a number of rolls equal to the willpower spent, the Servitor gets bonus dice equal to the willpower spent on all rolls involving the skills Computer, Science, or Technology.

Path of Jordi

( Natural Harmony


Anytime you save an animal or natural area from human depredations, you regain a willpower point.

(( Friends of the Animal Kingdom


Natural animals, even normally violent animals, will never attack you.  This does not apply to any animal that has been warped by dark energies (turned into a Ghoul, possessed by unnatural forces, et cetra), but does work on creatures commanded or even mystically compelled.

((( Deeper Rhythms


You gain the first dot of animalism and may gain additional points as an In-Clan Discipline.  Any expenditure of Blood is Willpower instead.

(((( Nature’s Wrath


You may mark an individual who has been extremely unkind to animals and nature by spending a willpower point.  You may only mark one individual in this way at a time.


All animals will instantly dislike that individual, either fleeing or attacking depending on their nature.  Any Garou will sense that the individual is extremely Wyrm-Tainted and the poor soul will in general be cursed to poor luck.  Once per story, when the Storyteller sees fit, the individual will have to reroll all of the successful dice for a roll, while leaving all other dice as they are.

((((( Call of Nature


Garou, animals, and Nature Spirits recognize you as a fellow emissary of nature and will never attack you.  Any animal that even was once a natural creature will never attack you, even if it has long since ceased being anything near natural.

(((((( Channel Jordi


Jordi’s power expresses itself by granting you great natural arms and armor.  You can spend any number of willpower to gain natural defenses for a scene.  Every willpower spent either gives you +1 damage to your claws, +1 damage to your bite, or +1 soak hide.

Path of Khalid

( Glorious Faith


If your actions inspire new or renewed faith in a human being, you gain a willpower point.  Gain an additional willpower if it counts as True Faith.

(( Discern Faith


You may determine where the majority of a person’s essence goes simply by looking at them.  A Perception + Investigation (difficulty 6) roll is necessary.  

1 Success – Primarily Divine or Not

2 Success – Divine, Infernal, or Not

3 Success – As above plus “Ethereal”

4 Success – Which particular Superior/Deity

5 Success – As above, plus the rundown on their secondary

((( Inspire


You can stir an individual to True Faith if they have any to begin with.  A Charisma + Performance (difficulty 7) is required.  Their faith will remain true until they do something to break it.

1 Success – Only the most rabid follower

2 Success – A devout follower

3 Success – Anyone who truly believes

4 Success – The occasional doubt is irrelevant

5 Success – You can fan the smallest flame

(((( The Teaching


You can instruct anyone with True Faith to become a true Soldier of God to any Archangel who will have them.  It is automatically successful, but roll a Charisma + Empathy (difficulty 8) will determine what additional abilities they may gain.  A botch on this roll can lead to a soldier with a very flawed view of reality.

1 Success – Gain a point of an appropriate Virtue (and Humanity or Willpower, depending)

2 Success – Additionally, Gain a point of Humanity

3 Success – Additionally, Gain a point of Willpower

4 Success – Additionally, Gain a free dot in their Archangel’s Path

5 Success – Additionally, Can switch over to Via Archangel at a rating equal to their humanity

((((( Healing Hands


Through careful conversation and some knowledge of the human mind, the Servitor of Khalid can turn any derangements they might have into more appropriate ones or even remove them entirely.  A successful Charisma + Psychology (difficulty determined by the level of derangement) roll can shift one dot in that derangement to a derangement of the servitor’s choice per success.


Keep in mind that this takes several days of therapy before it can even be attempted and once failed, can never be used on that subject again.

(((((( Channel Khalid


For a moment, you become the living manifestation of the Archangel of Faith.  Spend any number of willpower points.  The mortals in your area must make a Willpower check (difficulty 7) to resist falling into fevered prayer.  Monotheists have their difficulty increased by their Conviction; those who specifically do not believe in God/Allah have the difficulty reduced by their Conviction.


For every success on their Willpower less than what you spent, they spend one round in prayer, absolutely unshakably.

Path of Kobal

( Dark Humor


Causing a human pain through the laughter of others gains you a willpower point.  Causing someone to die of laughter regains you all spent willpower.

(( Jest


The Servitor’s words each contain a jest or barb, slowly wearing down the image of whomever she chooses.  By spending one hour talking about someone in a public forum, the servitor can make a Manipulation + Performance (difficulty equal to 5 + Subject’s Reputation).  Every social roll that individual makes in this are has its difficulty increased by the number of successes the Servitor collected.


For every five successes the Servitor accumulated, the subject looses one social background (allies, contacts, reputation) if the Storyteller so chooses.

((( Prank


Making the impossible possible can be funny stuff.  Actually, this power only affects one person per willpower spent, but effects them in all senses.  Until they react to the situation (or make a Self-Control roll opposed to the servitor’s Subterfuge (both difficulty 6)) the targets are completely immersed.


Of course no one else sees what they’re reacting to, but do see the reactions. 

(((( Foolishness


By spending a willpower point you get to dictate the next action an individual in your line of sight will take.  They have no idea they’re even doing it until its over, but the action can’t take more than a minute.  The target may resist this with a Self-Control roll opposed to the Servitor’s Subtrefuge.
Any action putting the victim directly into danger is right out, however, its all together possible they might do something that gets them shot.

((((( Transform


You can transform any object into any other object for exactly one minute, for the low price of one willpower point.  
The only restriction is that the transformation itself will never physically harm anyone. (i.e. can’t turn the baseball back into a skyscraper to crush them or a nuclear weapon to blow them to bits)

(((((( Channel Kobal


Use this power and Kobal might get to you, eventually.  When he does, it’s bound to be funny, at least to him.  Or maybe he’ll drag you back to hell to roast on a pike for a few millennia.  It’s not funny, but it sure does keep the imps in line.

Path of Kronos

( Dark Fate


Everytime you help a person to their fate, you gain a willpower.

(( Sense Fate


Locking eyes with someone, and spending a willpower, you can gain a glimpse of their fate.  This power only functions on pure true humans.  Not Vampires, not Deep Ones, not K’n-Yani, nothing.  Just your average surface human.

((( Eyes of Kronos


If you are using Intimidate on one individual and have eye contact with them, you may add your Confidence in dice to the roll.


You may learn Dominate as an In-Clan Discipline.

(((( Sorcery


You may teach humans the secrets of sorcery.  Kronos will be very harsh to any who give the knowledge to those who would use it to approach their Destiny.  To teach them requires a willing subject, several days, and a Wits + Expression Roll (difficulty equal to their Humanity/Storyteller’s Discretion).  This power may only be used once on a person, even if a different demon attempts it.

1 Success – Gain a Kronos Rite (and the ability to learn more)

2 Success – Additionally, Gain a point of Willpower

3 Success – Additionally, Loose a point of Permanent Humanity and Sanity

4 Success – Additionally, Gain another Kronos Rite

5 Success – Additionally, Can switch over to Via Diabolis or Via Kronos at a rating equal to 10 minus their humanity

((((( Touch of Kronos


This is Kronos’s mind-wrenching, soul-tearing caress.   When making a bare-handed attack the servitor can choose to target temporary willpower instead of health.  If temporary willpower runs out, the attack begins affecting temporary sanity.


Using this ability on a being with lesser or equal permanent sanity than the user will reflect it back upon the wielder.

(((((( Channel Kronos


From the servitor explodes visions of the terrible Fates that await all human kind and all the victims in the area.  The user spends as many willpower as they choose and all humans and Celestials that do not follow Via Kronos must make a Conviction (difficulty 6) roll.  


Each success on the Conviction roll negates a willpower spent to that individual.  Each point past that either strips away one temporary sanity or one permanent Humanity (the choice of the character’s controller).  Sanity lost in this way cannot be rationalized or regained through any means other than the loss of a permanent sanity.


After the wave has passed, the terrible things seem to be fleeting dreams.  None can be remembered, but they stay nagging on the corners of the mind.  Anyone who botches their Conviction roll will be subjected to nightmares and insomnia for a number of years equal to the botch.

Path of the Kyriotates

( Meld

You can overlay a willing human vessel.  They look perfectly normal to anyone else (who can not see auras), but they are you for all intents and purposes.  Only Appearance stays at its original value, all other Attributes, Abilities, and Paths become yours.


You can stay in the vessel for a number of days equal to your Path of the Kyriotates.  They remember nothing of the experience, but regain one willpower for every day you remained.


[Non-Kyriotates who possess this path leave a unconscious body as they cast of their original vessel, Kyriotates have no vessels]

(( Legion


In addition to your human host, you may bud off into a number of (domestic dog or less) animals equal to your level in this Path.  You may meld with one insect swarm for every level in the Path of Jordi you possess.


You maintain all of the animals statistics while in animal form.


((( Multitask


By spending a willpower, you may work on two mental tasks at once along with your multitude of physical tasks.

(((( Two Bodies, One Mind


You may control two human bodies simultaneously.  You are only repulsed from the physical plane if both are destroyed.  Either human body can touch another individual and transfer the other half of the essence to them.

((((( Chemical Memory


The traits of your hosts are still present merely suppressed.  Through spending a willpower, you can bring one attribute or ability they possessed back to the forefront for the entire length of the meld.

(((((( Many Bodies, One Mind


You can control any number of human bodies up to your Self-Control.  Otherwise this power is as Two Bodies, One Mind.

Path of Laurence

( Honor


Everytime you win a battle through honorable tactics while opponents were using underhanded tactics, you gain a willpower.

(( Way of the Sword


You may add your Self-Control to any Melee roll you make while wielding a blessed sword.

((( Perfect Focus


All melee rolls you make using a sword ignores pain penalties from wounds.

(((( Dance of Blades


If attacking with a  sword was your sole action this round, you may spend a willpower to gain additional attacks equal to your Agility.

((((( Cleansing Blade


By focusing on one strike and spending a willpower, you cause that strike to rend into more than just flesh and bone.  All damage dealt by it also strips away that number of willpower.

(((((( Channel Laurence


The might of the Archangel of the Sword is focused into one holy strike.  You may spend any number of willpower.  The roll to strike is +1 for each willpower spent.  The damage is aggravated and is +1 for every willpower, as long as the target is unholy.

Path of the Lilim

( Geas


When you perform a favor for someone and say or imply that there will be some favor required in return, they must pay it back equally and in full.  They will do anything for you that they would have done to get the thing you gave them.  


In other words, if they would have slit a man’s throat to get that new car, they’d kill someone for you.  If they’d merely pay for it, they’d give you some money or do something else they’d do for roughly that amount of money.

(( Detect Desire


When the Lilim locks eyes with a mortal, they can make a Perceptions + Empathy (difficulty equal to their Willpower) check to determine what their desires are.

1 Success – Determine their current pressing desire

2 Success – What they are willing to do for their pressing desire

3 Success – Determine a long-term desire

4 Success – What they’re willing to do for the long-term desire

5 Success – Determine their largest arching long-term desire

((( Unearthly Beauty


The Lilim’s Appearance is increased by one, even if this exceeds normal limits.

(((( Sense Geasa


By looking someone straight in the eye, you can determine all geasa they have on them, who these geasa are owned to, and why they have the geasa.

((((( Chains of Geasa


When you’re making rolls opposed to anyone, you get to roll one additional die for every unfulfilled gaesa they possess that you know of.

(((((( Join with the Mother


You can exchange Geasa freely with others, so long as both sides wish the Geasa to be exchanged.


You can also sense the general state and disposition of your geased targets, as though you were attuned to them (as per the Cherubim or Djinn power).

Path of Lilith

( Freedom


If you free an individual from bondage they didn’t agree to, you regain a willpower point.  If the individual is a Lilim, you regain three points instead.

(( Power of Eloquence


Your Manipulation is increased by one, even if this takes it over your maximum.

((( Slip the Bonds

Always add your path rating to any roll to slip physical bonds.  Any willpower spent on one of these rolls adds your Path in successes instead of one success.

((((
(((((
((((((

At every point in the path past three, you instead gain the first point of another Prince’s path.  You need a Servitor of that Princes permission for most cases, but can always take Andrealphus, Valefor, and Nybbas.

Path of the Malakim

( Sense Selfishness


Simply looking at an individual, you can determine the depths of their selfishness.  A Perception + Investigation (difficulty 6) will give the specifics.  Remember that many humans are more selfish than any demon.

1 Success – Generally Selfish or Selfless

2 Success – How Far they lean in their chosen direction (slightly, extremely, insanely)

3 Success – If they follow a Selfish or Selfless Via (Humanity shows as Selfless)

4 Success – How far are they allow that Via straying (1-4), modest (5-7), pure (8-9), or saintly (10)

5 Success – Whether they are a Balseraph

(( Lord’s Fury


You may purchase Celerity and Potence as In-Clan Disciplines.  Celerity uses Willpower instead of blood.

((( Wrath of the Righteous


When striking someone you’ve detected as Generally Selfish, you deal additional damage with your hands or melee weapons equal to your Conviction.

(((( Concealment


In today’s society, wandering around with a sword and a submachine gun is often frowned on.  As a result, the Malakim are now taught this power.


The Malakim may spend one willpower to bond the weapon into herself, invisible and untouchable.  Another willpower will bring it out fully ready for use.

((((( Tearing Blades


All damage you deal is aggravated.  Any damage you deal to a known Balseraph cannot be soaked by any means.

(((((( Smite


Focusing all your energy on one strike, the pure energy of faith crashes into the poor target.  Every willpower you spend on the strike deals additional dice of Damage equal to you Conviction.

Path of Malfas

( Feel Bonds


Simply by looking at two people the Servitor can determine exactly what type of relationship exists between them, in a social sense.  They can receive (friends, acquaintances, enemies, relatives, strangers, lovers) without any roll.  If they wish they can get more specific information (yes or no) questions, they can make a Perception + Psychology roll (difficulty 6).  Every success gains the answer of one question.

(( Glorious Manipulation


You may purchase Dominate as an In-Clan discipline.

((( Strike Bonds


A wave of psychic force tears apart the bonds between two people.  It takes one willpower and a Willpower (difficulty equal to the targets’ total Self-Control).  Every success makes the two into implacable enemies for some length of time.  Good friends are 1 round, friends are 1 minutes, acquaintances are 1 hour, those already angry at each other is 1 day.

(((( Divisive Tactics


Mentioning someone in a negative light will greatly bias those you meet against them.  If the individual you’re talking to doesn’t know the target personally, they will automatically react with great hostility (whatever that means for the individual).


If they know the individual or later learn to know the individual, they make a Willpower roll (difficulty equal to your Manipulation + Subtrefuge, maximum 8) to throw off the effect.

((((( Inflict Paranoia


Talking to a servitor of Malfas with this power for too long is a dangerous proposition.  Every ten minutes, make a Manipulation + Subterfuge vs. their Willpower (both difficulty 6).  The looser gains a dot in paranoia.

(((((( Channel Malfas


Malfas’s insidious presence intrudes on the physical plane.  You spend any amount of willpower and everyone in the same area as you must make a Self Control (difficulty 6 or their highest Paranoia insanity) roll.  Every success negates one willpower.


Everyone with outstanding willpower sees everyone else in the area as an enemy, all equally pressing and all equally dangerous.  This effect lasts for one round for every willpower left.

Path of Marc

( Glorious Trade


Everytime you are involved in a fair trade that involves both sides being helped, you regain a willpower.

(( Appraise


Instantly upon looking at an object you can spend a willpower to determine its current fair market value.

((( Head of PIN


Walking up to any ATM, you can spend any number of willpower to gain that amount of withdraw dollar bills.  No one’s entirely sure where this money comes from, but Marc has often assured his followers that no one is being harmed.

(((( Money Talks


You may use your Resources instead of Charisma or Manipulation any time money becomes involved.

((((( Binding Agreement


When you watch over an agreement being made, or make an agreement, you may spend a willpower to make it binding.  Anyone failing to live up to their part of the agreement (especially you), slowly withers and dies until they come back to the right track.  If they fail through no fault of their own, they only wither (-1 Appearance), unless relieved of the contract.

[There is no Rank 6 Power]


Path of the Mercurian

( Sense Relations


Simply by looking at two people the Mercurian can determine exactly what type of relationship exists between them, in a social sense.  They can receive (friends, acquaintances, enemies, relatives, strangers, lovers) without any roll.  If they wish they can get more specific information (yes or no) questions, they can make a Perception + Empathy roll (difficulty 6).  Every success gains the answer of one question.

(( First Impressions


Whenever in a new social situation, the Mercurian can add their Path to any Social rolls.  After three rolls in that situation or an hour with the group, this effect wears off.

((( Group Sense


By making eye contact with an individual, they can sense what others think of that person, what that person thinks of the Mercurian, and what that person thinks of themselves.  Each of these questions is answered in one word (chosen by the Storyteller).


This power works similarly to Sense Relations, in that the Cherubim can make a Perception + Empathy roll (difficulty 6) to gain answers to more yes/no questions.

(((( Comforting Aura


When interacting with a small group, the Mercurian will often need to calm them down to defuse a hostile situation.  This also makes duping the targets, normally or through the power, easier.  Activating this power takes a Charisma + Empathy roll (difficulty equal to three plus the number of targets).


The targets of this power cannot attack, speak harshly, or spend willpower while under its affects.  To break out they must either leave the Mercurian’s presence for at least a scene or make a Willpower roll against the Cherubim’s successes (Difficulty six).  The roll can be attempted every round, but the difficulty increases by one every time.  If the Cherubim attacks or speaks harshly, the power is broken.  If anyone else does so, everyone's checks are at -2 difficulty the next round.

((((( Confessions


Every time the Mercurian enters conversation with an individual, and once for every hour during the conversation, they can make a Charisma + Empathy roll (difficulty 5 + target’s Conviction).  The target will then let slip one secret regarding something they’ve done wrong.  If the subject has nothing to confess at or below the level rolled, they simply ignore the effect.


The confessions are ranked by what the target thinks is wrong.


1 Success – Tiny Transgression (White Lie, Not tipping a bad waitress)


2 Success – Small Transgression (stealing something small)


3 Success – Midling (Fighting, Stealing larger things)


4 Success – Pretty Notable (Killing in Self Defense)


5 Success – Major (Murder, etc.)

(((((( Improvisation


By spending a willpower any time they are using an ability in a roll, the Mercurian can roll their path minus the ability instead of their ability.


Example: Zeverial, our Mercurian friend, is trying to find some information online.  He has no dots in computer at all.  So he spends a will and miraculously has six dots in the skill for the extent of that roll.


Example: Zeverial is now trying to shoot his Impudite rival.  He has two dots in Firearms.  So he rolls his (path – ability), four dice instead of the usual two.

Path of Michael

( Ways of War


Regain a willpower every time you defeat a worthy adversary or enter a duel with a Servitor of Baal.

(( Michael’s Axe


When you are using in your chosen weapon, your damage is increased by your rank in this path.

((( Combat Mind


All characters without this ability must declare their round's combat actions before you and you may change yours to fit.


Individuals with multiple actions must declare all of them.

(((( The Art of Combat


You may purchase Celerity as an in-clan discipline.  Its use requires Willpower instead of blood.

((((( Bloodbath


If one of your blows completely kills your target, it does not count as an action and you can immediately make another attack.

(((((( Channel Michael


You become the perfect combatant for a short time as Michael inhabits your body.  You spend any number of willpower points.  Each willpower spent boosts one of your Physical Attributes or Melee skill.  You may not raise any of these above your maximum until they are all above your maximum.

Path of Novalis

( Way of Flowers


Regain a willpower every time you defuse a conflict situation without violence or the threat of violence.

(( Friend of Flowers


While you are in an environment with many flowers you gain two bonuses.  One is that you can roll you Path instead of Stealth.  The other is that you may do the same for Charisma.

((( 

(((( Touch of Flowers


This power is transmitted by eye contact and soothing words.  The user must make a Willpower check (difficulty equal to the target’s Willpower), if they succeed the subject will fall unconscious until awakened or an hour has passed.  Anything that would wake the target from normal sleep will wake them. 

((((( Caress of Thorns


Only taught to the most trusted servants of Novalis, this power is the last line of defense.  By spending a willpower and touching the subject, terrible rending wounds open in their body.  This deals damage equal to level in this path and drains an equal number of willpower.

(((((( Channel Novalis


Novalis’s power is inviolable in its areas.   When you activate this power, what plants are around spring to bloom and an aura of peace permeates the area.  Everyone one in the area must completely cease attacking for one round per willpower spent.  If they leave the area or the time passes, things can start where they left off.
Path of Nybbas

( The Media


You regain a willpower everytime you absorb the media for six hours.

(( Useless Trivia


Anytime people start talking about any Media product, you can hold a conversation or even frighten them with your awesome knowledge of the Media.  The way individuals react to this will vary from abject worship to abject terror.


For example, the Servitor will know things like what Earth company provided the silverware for the set of Star Trek: Voyager.  They’ll also know Howard Stern’s middle name.

((( Read Between the Lines


You will automatically notice any subliminal messages set in a media product you are consuming, making you immune to them, and know exactly what advertisers are getting at.


You are also able to insert subliminal messages, with a Intelligence + Psychology roll.

(((( “The Red Queen moves at Midnight”


Uttering a key phrase and spending a willpower, the servitor can activate the target’s subliminal programming.  If the servitor wins an opposed Willpower roll (diff 6), she can dictate the target take one action that is not immediately self-destructive.


If the target has watched no television and listened to no radio for the past month, they are immune.

((((( Warped Intent


One Television the Servitor is familiar with becomes a viewing device for the servitor.  The servitor enters into something of a dazed trance and spends a willpower.  Until they choose to end the trance, the television they choose feeds the visuals of everything that’s going on in front of it.


The only exception to when this power can be used is if the television its targeting is in a room completely cut off from outside electromagnetics.  Only a handful of the most obscenely secure sites have this feature, so few servitors of Nybbas ever need worry about it.

(((((( Channel Nybbas


The Servitor gains power over the fonts of the media.  Televisions bend to their will.  The servitor spends one willpower for every television they want effected (the televisions can be any televisions the servitor has ever seen).


All of the televisions show the same image, an image of the Servitor’s choice.  They all play the same noises, of the Servitor’s choice.  This effect lasts for one minute (any number of additional minutes can be added for that number of willpower).  When it ends, the servitor may choose for it to fall back to its original state or stay frozen on a single frame of the image.


The image may cause sanity loss depending on the image, but this has many other uses.  The two most common other uses are secret communications and implanting subliminal messages.

Path of the Ofanim

( Movement, Glorious Movement


You may add your path in dice to any Athletics roll for running or swimming and any Drive roll.

(( Unerring Sense of Direction


As long as you know were you are (can point to it on a map) and where you’re going, you can determine the fastest route between them.  A Wits + Athletics/Drive (difficulty set by Storyteller) roll will tell you the path you need.  Another roll may be required to follow it.


You also have a constant sense of absolute North that never fails.

((( Running Wind


Spending a willpower while you are running, you can multiply the distance you covered by your rank in this path.

(((( Flight


By spending a willpower you may physically take flight.  This flight lasts for one hour and you move at 10 mph times your Confidence.


If you possess both this power and Janus’s ability, your flight lasts for three hours instead.

((((( Fury of Motion


While you are running, swimming, or flying, you automatically gain a free attack with whatever is at hand against. anyone attempting to physically interfere with you.  You may use this any number of times in a round.


Vehicles you are riding are treated as though they had Fortitude equal to your Confidence.

(((((( Teleport


The Ofanim simply disappears at one place and reappears another.  The Ofanim must know both where she is and where she is going.  The target location can be one mile away for every willpower spent.

Path of Saminga

( Death


You regain a willpower everytime your actions bring death to a human.


(( Create Zombie


Touching a human corpse killed by means other than combat and spending a willpower returns it to the world as a zombie.


You can control a number of Zombies equal to your Willpower plus your Via Saminga (if you have it).

((( The Dead Feel No Pain


You ignore the effects of all damage levels other than Incapacitated and Dead.

(((( Consume Form


After spending three hours devouring a corpse, you may take on the exact resemblance of that individual before their death.  Changing forms takes three minutes and a willpower.  You gain their Appearance, but all other statistics remain the same.


Any form you have not used in a week is lost.

((((( Pallid Touch


Your barehanded attacks transmit a rotting disease.  They deal one additional damage when they hit and the poor soul touched must make a Stamina check (difficulty equal to the Servitor’s Willpower) every day to try and shake the disease.


Failing to shake the disease deals one more damage and permanently removes one point from Appearance, Strength, or Stamina (loops around in that cycle).  The victim is killed if their Stamina ever reaches zero, and then returns as a zombie.

(((((( Channel Saminga


Saminga sends his terrible presence wafting over the area.  You spend any number of willpower.  Everyone living in the area is treated as though they suffered that many days of the ‘Pallid Touch’.


Example: An undead servitor of Saminga uses this ability when he is alone with Bob, spending five willpower.  Bob fails two of the Stamina checks, then makes one.  The rest of the checks don’t need to be made (he’s shaken the disease).  He looses Appearance and Strength, along with two levels of injury.

Path of the Seraphim

( Sense Falsehood


You can detect whether a person thinks they are lying with a specific statement with a Perception + Investigation roll (difficulty 6).  Remember that this will only detect if a person knows they are lying.


“The sky is green” obvious, stupid lie.


“I hate cheese” statement of opinion.  This only detects as a falsehood only if they actually don’t mind cheese or are grossly exaggerating.


“Vodka rules” another statement of opinion.  This will show up if they don’t actually like vodka.

(( Air of Nobility


Seraphim have the strange ability to avoid situations that would make them appear unbefitting of celestial nobility.  So, the Seraph is never the person to get splashed by a passing taxi or get used as a perch for pigeons.  This does not apply to specific malicious acts, although mortals must make a Willpower check (difficulty 3 + their Conviction) to carry through with such an act.


Of course, combat won’t make you look silly.  Hitting them in the head with a halibut would probably qualify.  Also keep in mind that this doesn't keep botches from happening, they just won't make the Seraph look directly foolish.


Anyone with points in the Path of Kobal can ignore this power.

((( Depths of Knowledge


In many ways, this power is the ultimate tool for just interrogations.  When a question is posed to an individual, you may make a Perception + Investigation roll (difficulty 6) to determine if they actually know the truth.  With three successes, you also know when they’ve told everything they know on the subject.

(((( Piercing Gaze


By making eye contact with a suspect, spending a Willpower, and making an opposed Willpower roll you can force the looser to begin spewing out their sins, in the order they come to mind.  Old vile sins come to mind more quickly than mild recent sins.


What exactly a sin is will depend on the loser’s belief system.

((((( Radiant Aura


This power puts lesser beings in awe of the Seraphim.  It can be activated as a free action, costing one willpower and lasting one round.  Anyone wishing to take action directly against the Seraphim must make an opposed Willpower roll with the Seraphim.


To anyone physically present, the aura is blindingly bright.  However, any record of the event will show no such aura.

(((((( Wings of the Seraphim


A Seraphim using this ability can ride the Celestial winds.  They disappear from where they are and instantly move one mile closer to the nearest Heavenly Tether for every willpower they spent.  Anyone in physical contact with them is brought along, costing an additional willpower each.

Path of the Shedim

( Possess

You can overlay a human vessel.  It requires an Opposed Willpower roll (difficulty 6).  If the Shedim wins, it possesses the target.  If the target wins, the Shedim can never attempt to possess that vessel again.  The same roll has to be made everytime the Shedim attempts something that violates the hosts Via/Humanity.  The Shedim failing expels it permanently from the body.

They look perfectly normal to anyone else (who can not see auras), but they are you for all intents and purposes.  Only Appearance stays at its original value, all other Attributes, Abilities, and Paths become yours.


You can stay in the vessel for as many days as you can continue to consistently cause them to descend deeper into darkness.  They remember everything of the experience and may very easily loose sanity from the experience.


[Non-Shedim who possess this path leave a unconscious body as they cast of their original vessel, Shedim have no vessels]

(( Frenzied Strength


You can purchase Potence as an In-Clan Discipline.

((( Mine Knowledge


By spending a willpower, you can steal a piece of information from your host or use one of their Attributes or Abilities for one scene.

(((( Transmit


You can hop from host to host through physical contact, never revealing your form in reality.  The normal rolls are still required.  A failure merely shunts you back into the old body.

((((( Uncaring


You ignore all wounds short of Incapacitated and Dead.  

(((((( Depths of Madness


Once per scene, you may spend one of your host’s temporary sanity instead of one of your temporary sanity or temporary willpower.

Path of Valefor

( Glory in Theft


You regain a willpower every time you seriously harm someone by stealing one of their possessions.

(( Move as the Wind


You may purchase Celerity as an In-Clan Discipline, spending Willpower instead of Blood.

((( Theft

Always add your path rating to any roll to steal items.  Any willpower spent on one of these rolls adds your Path in successes instead of one success.

(((( Freedom

Always add your path rating to any roll to slip physical bonds.  Any willpower spent on one of these rolls adds your Path in successes instead of one success.

((((( Flight


By spending a willpower you may physically take flight.  This flight lasts for one hour and you move at 10 mph times your Confidence.

[There is no Sixth rank power]

Path of Vapula

( Technology


You regain a willpower watching technology make someone’s like more difficult or dangerous.

(( Invention


When working on inventing an entirely new device, you can add your Path to the appropriate skill, as long as the device will hurt people.

((( Jury-rig


Looking at a device, you instantly gain a sense of how to sabotage it in the most heinous way.  This will usually require a roll to perform the sabotaging, but will invariably make someone’s life miserable.

(((( Vapula’s Gift


Vapula grant his higher servitors a great and dangerous gift.  They gain one dot of Vicissitude and may purchase more as an In-Clan Discipline.

((((( Chemistry


They always said Twinkies were bad for you.


Focusing on a target and spending a willpower, the Servitor can cause the artificial compounds in their body combine in hideous ways.  It will usually do damage equal to the servitor’s Science.  It deals less or more depending on how much of their diet is heavily artificial (Twinkies and Raman vs. Fruit and Steak).

(((((( Channel Vapula


Channeling Vapula is a lengthily and terrible process.  It takes several days uninterrupted with the subject, striping them of their Sanity.  When the subject falls to zero sanity, the Servitor opens the gate.  Vapula’s power floods through and makes the subject into something… better.  What exactly is up to Vapula.  But every willpower spent will be a game relevant bonus.

Path of Yves

( Bright Destiny


Everytime you help a person to their destiny, you gain a willpower.

(( Sense Destiny


Locking eyes with someone, and spending a willpower, you can gain a glimpse of their destiny.  This power only functions on pure true humans.  Not Vampires, not Deep Ones, not K’n-Yani, nothing.  Just your average surface human.

((( Sense Fate


This power adds to Sense Destiny.  When the Servitor uses Sense Destiny, they also know the individuals fate.

(((( Inspire


Whenever you are making a speech to stir peoples hearts and minds, you may add your Conviction to the roll.


You can learn Presence as an In-Clan Discipline.

((((( Those In Need


When using Sense Destiny, you also know whether they have already met their Destiny or Fate.

(((((( Channel Yves


 While you speak, Yves watches over you.  Calling upon him brings visions of Destiny and Fate to those you speak to.  One willpower for each you wish to inform.  There is not guarantee they will believe, but it will be in their mind and they will know which is the bright path and which the dark.

