Path of the Brotherhood of the Yellow Sign

( Arcane


The individual possessing this power has the background Arcane at a level equal to their rank in this path.  If they already have arcane for some reason, use the higher of the two ratings.

(( Yellow Eyes


To use this power, one must make eye contact with an individual and spend a willpower point.  The user’s eyes flash an unearthly shade and implant terrifying images into the mind of the target.  


The user and the target make opposed Willpower rolls.  If the user wins, the target looses a Temporary Sanity for every success the user won by and a temporary willpower.  If the target wins, the user is stunned for rounds equal to the amount lost by.


Anyone with one or more dots in Carcosa Lore is immune to this power.

((( Lost Time


Whenever you use Yellow Eyes on a target, you may choose to spend any number of additional willpower.  Each willpower spent leads to an hour of wiped out memory for every success the user wins by.  Each willpower spent in this way will also strip another point of temporary sanity.


Memories suppressed through this technique can be brought back through intense therapy, with difficulty equal to their highest insanity (or 6, if they have none) and requires a number of successes equal to the number of willpower spent.

(((( Focus of the Sign


By focusing on a Yellow Sign for one round and spending a willpower point, all viewing the sign are subjected to a Sanity Loss equal to the users Permanent Sanity that cannot be rationalized.


Example: “Agent Jones” has one sanity and a large gold ring with the yellow sign emblazoned on it.  He presents the ring to two characters and activates this power.  


Both characters suffer a 1 Loss.  Bob, with 5 Sanity, looses 4 temporary sanity, and Suzan, with 9 Sanity, looses 8 temporary sanity.

((((( Blood of K’n-Yan


All of your Attributes, Lores, Abilities, and Mortal Paths can now reach six.

(((((( Bridge of K’n-Yan


By burning one permanent willpower, the user can transport themselves from their current location to K’n-Yan or K’n-Yan to any place where K’n-Yan accesses the surface world.  The first time the brother uses this power; they loose all permanent sanity and gain a point in Carcosa Lore.


The user can bring along any number of people with a total Sanity less than 10.  Each brought along suffers a 0 Loss and remembers nothing.

Path of Carcosa

( Feel the Vibe


When interacting with a person, place, or object, the user can make a Perception + Path of Carcosa check (difficulty 6).  If they succeed, they sense the presence of the Vibe on whatever they are examining.


1 Success – You can sense the most intense tethers of Carcosa


2 Success – You can sense active trafficking with Carcosa


3 Success – Those driven insane by Carcosa’s touch are apparent to your senses


4 Success – Only the most distant relations fail you


5 Success – Anything effected by the Vibe appears to your senses

(( True Sight


You may purchase Auspex as though it were an in-clan discipline.

((( Bleeding Madness


Any person in you presence continuously for one hour is subjected to your Permanent Sanity as a Sanity Loss.  


If you are in the presence of an individual for an hour, you suffer their Permanent Sanity as a Sanity Loss.

(((( Two Visions


At any time you may spend a willpower to shift a point from one attribute to another.  This can decrease attributes to zero or increase them beyond your maximum.


This ability lasts one scene.

((((( Chosen of the Yellow King


The finally understand the glory of Carcosa and become entirely ensnared in it, becoming part of its eternal tale.

Path of the Fate

( True Horror


Your maximum temporary sanity is not reduced by your non-Mythos Lores.  However, your Mythos Lore restricts your permanent Sanity.  Any permanent sanity lost to this become “Obsession (Mythos)” or “Obsession (Alzis)” derangements.


You may never have more dots in this path than you have Mythos Lore.


You gain all powers of the Path of the Network up to your current level in this Path.


Example: Dee, the Lord of Pleasure, has four Mythos Lore, three Kindred Lore, and one Celestial Lore.  Normally, her T.S. would be restricted to two.  Now her T.S. can go to six, but her P.S. is also restricted to six.

(( Contracts


When you use a Summon spell, you may choose to assign the creature to one task instead of casting the bind component.  However, if the task becomes impossible, the creature becomes free-willed and turns on you.


Also, you may seal verbal or written agreements you make at this level with a Willpower point.  Blood is optional.  Anyone breaking the agreement will gain the equivalent of the “Weirdness Magnet” power, except they cannot activate it willingly.  This lasts until one of the arrangers dies or they start fulfilling the contract again.

((( Stare of the Damned


By making eye contact with a target, you can force the weight of the world upon them.  This is a Sanity Loss with a level equal to ten minus your Mythos Lore.  It cannot be rationalized.


To use this power requires the expenditure of a Willpower point.

(((( Dark Weavings


The difficulty of Mythos rites you perform is reduced by your rank in this path.  Any spell you use this power on becomes Sanity Loss 0 for you.


At this rank you may induct others into this path.

((((( Truth of the Mythos


Whenever someone uses “True Magick” in your line of sight, it has a number of successes negated equal to a Charisma + Mythos Lore (difficulty 6) roll.  If this drives them to botch, they gain “Weirdness Magnet” for a number of days equal to the ones they rolled in addition to the normal botch effects.  Any Paradox Spirits created while she is a magnet will be Mythos creatures instead.

Path of the Final Church

( Minion


Minions of the Final Church have a kernel of angry, cunning rage within them.  This adds your Path to one of these abilities: Alertness, Brawl, Firearms, Melee, or Occult.


You may spend a Willpower and concentrate for one round to change the focus of this ability.  The focus remains as it is until specifically changed again.

(( Dark Whispers


This power is possessed by the Final Church’s middle-ranking minions.


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


Your difficulty to manipulate (using words or powers) anyone possessing the Path of the Final Church is decreased by their level in the path.  This becomes a penalty if their Path is higher than yours.

((( Subliminal Truths


Using this ability, you can integrate your powers of manipulation into text, images, games, or the like.  Anything more complex than a page of writing can have the truths implanted.  The user of this ability must be the sole creator of the product.


Using this ability burns one Permanent Willpower and one Permanent Sanity; however, it allows the user to implant one of their Presence abilities into the product.  Any exact copy will also carry the message.
Path of the Invisible College

( The Grey

Through practice, the member can learn to blend into their surroundings.  In this case, they may spend a willpower to change the target of any one action taken by a character from themselves to another equally reasonable target.

If there isn’t an equally reasonable target or the character taking this action has zero sanity, this power has no effect.

(( Movement of Mist


 An expansion of the Grey, the member melts into their surroundings.  Any being with Sanity looking upon the member will find it difficult to look directly at them when anything else is pressing.


Any stealth based action taken by the member has its difficulty drastically reduced.  The distance between the difficulty and 10 is doubled.

Difficulty 10 remains 10

Difficulty 9 becomes 8

Difficulty 8 becomes 6

Difficulty 7 becomes 4

Difficulty 6 becomes 2

Difficulty 5 or below don’t bother rolling

((( Strike at the Bonds


You may purchase the Path of Malfas as though you were a Soldier of Malfas.
Path of the Karotechia

( Striking Eagle


This power is used primarily by the Rittern, the rare warriors trained by the Karotechia.  When spending a combat round doing nothing but attacking, the user can spend a willpower point to gain an additional attack.  Every level of damage dealt by the attack before the additional attack gives a bonus die to hit for the additional attack.

(( Rising Flames


Primarily used by Bishofen, this ability tears them down into sanity while granting them power to do what they must.


Once per story, the Bishofen may gain an amount of temporary willpower and loose an amount of temporary sanity equal to their total Lores.  Any additional willpower over the maximum is lost.


Example: Heinrich has 3 Mythos Lore, 1 Carcosa Lore, 2 Garou Lore, and 1 Kindred Lore.  He also has 6 Willpower and 3 Permanent Sanity.  He’s just bottomed out on willpower, but his Temporary Sanity is still at maximum.


He uses the ability, gaining 7 temporary willpower.  He reaches six, and the seventh is lost.  Unfortunately, he also looses 7 temporary sanity.  Three strip away one permanent sanity, two strip a second, one strips away the last of his sanity, and the last is discarded since he has no sanity left.


So, Heinrich is up 6 Willpower, down three Permanent Sanity, and up Three Derangements (likely related to his Lores).

((( Perfection in Madness


For every level of derangement the user of this ability has, they may choose one ability (not attribute or Path) which may exceed their previous maximum by one level.  If the derangement is lost, these additional points are lost.  No ability can exceed eight by this power, even in combination with other abilities.


Example: Heinrich has several derangements.  Three of Phobia (Rats), Two of Delusion (Master of Fourth Reich), and Two of Obsession (Death and the Dead).  He can choose seven abilities to relax the restrictions on.  He chooses Occult, Science, Firearms, and Medicine.  All these may advance to six.  He then chooses Occult and Medicine again, which may now advance to seven, and Medicine a third time, which can now become eight.


He is later cured of his Delusion while being held by Delta Green for questioning.  He looses two points spread as he wishes among the bonuses.  He chooses that his boost in Firearms vanishes, along with one boost to Medicine.  Any points that had filled those gaps are lost permanently.

Path of the Mind

( Empathy

 
Add you rank in this path to any roll you make with the empathy skill.


Example: Jane has Charisma 3, Empathy 2, and Path of the Mind 2.  She’s rolling Charisma + Empathy.  She rolls 7 dice instead of 5.

(( Telepathy


You can communicate instantly and silently with any human within your sight.  They perceive it as a normal voice in their native tongue.  They cannot communicate back through this means.

((( Probe


This power allows the user to dig information out of the depths of a subject’s mind.  The subject must be very close (within 5’/2m) of the user, but need not be touching.  Maintaining touch or eye-contact decreases the user’s difficulty by one.


Every minute, the user can make an opposed Willpower (diff. 6) check to extract one answer from the target.


Winning by one will give a yes/no answer, winning by two will give a range (yes, no, a lot, not very much), winning by three will get a simple answer to a more complex question (red, fighter plane, etc.), by four gets a complete sentence in answer to the question, five yields a total mental image of the situation being questioned about.

(((( Mind Blast


By focusing the power of the mind into an offensive weapon, the user of this power can strike at anyone within line of sight.  Using this ability costs one willpower.


The user and target make an opposed Willpower (diff. 6) roll.  If the user wins, every success beyond the victim’s strips the victim of one temporary willpower and deals one level of damage (which can be soaked normally).

((((( Puppeteer


A truly powerful mind can invade another body and oust its resident.  Using this power requires flesh-to-flesh contact with the target for at least a moment and spending three willpower.


The user and target make an opposed Willpower (diff. 6) roll.  If the target wins, the user can never attempt this power on that target again.  If the user wins, they take over the body and the occupying mind is suppressed.  The target’s willpower is reduced by the number of successes they lost by.


Every time the body sleeps and every time the controller violates the old owner’s Via or Humanity, make another opposed Willpower (diff 6) roll.  If the controller looses, they are ejected from the body.


While using this power, the controller’s body is completely comatose and responds to no stimulus.  If the body is destroyed while the controller is inhabiting another, the user dies when they loose control.

Path of the Network

( Ride the Wave

Every time you refuse to rationalize a Sanity Loss, your numb to further loss for a number of scenes equal to the number of points you refused to Rationalize.  (A one-point loss works for the rest of that scene, a two-point loss is until the next scene, and so forth)

This immunity does not extend to anything with a 0 Loss.  And you don't get numb for refusing to rationalize a 0 loss.

(( Strength in Madness


You have the ability to use Temporary Sanity as though it were Temporary Willpower.  You can't rationalize this cost and it won't trigger Ride the Wave.  You may spend one sanity this way a round for every dot you have in this Path.

((( Weirdness Magnet

Some people say chance is a neutral force that knows no friends or enemies.  You know better.  The Laws of Chance bend and warp around you.  Your neighbors are vampires, your aunt summons demons, and cadavers are accidentally shipped to your doorstep.  This follows you around at all times.  (GMs Note: yes, this is your excuse to have a field day)

If you specifically want to trigger this, spend a willpower and roll your Wits + Occult (Difficulty 8).  More successes lead to stranger things.  Remember that you don't know what is coming, when it's coming, or whether it will like you.  Don't botch.

This power will always trigger in a way coherent with its surroundings.  In the middle of a state dinner, one of the diners will turn out to be Kindred.  Out in the bayou, you'll likely encounter some ancient horror.  Sometimes strange is the word of the day, and every goblet at that banquet will shatter into tiny shards that mysteriously resemble screaming faces.

Remember that regardless of where, when, or why this power is triggered, somebody gets hurt.  Strangely, it’s almost never the magnet herself; but remaining near one can be a death sentence.  The best anyone can hope for is something that will only harm their sanity.

(((( The Pain of Living


Anytime the adept is affected by Ride the Wave, they also become dulled to physical pain.  They become able to fight with zombie-like ignorance of their own physical state.


During this period, they are completely immune to penalties due to injury.  They will continue functionally normally until they hit "Dead."  After that they loose a permanent point of Humanity, Sanity, and Willpower for every level of injury they take and an additional one every scene.  If they are somehow brought back before their Willpower gives out or their Ride the Wave time runs out, the losses are permanent, but they can be returned to health normally.


Keep in mind those seeing a person being shot at point blank by a shotgun and not caring is likely worth a Sanity Loss.  If you don't feel like using your judgment, 10 - the levels they've taken past dead is a good bet.  An additional -1 if they know the person, +1 if they've never seen them before.


Example: Gary (an Adept of the Fate with this ability, Humanity 4, Sanity 3, and Willpower 6) is shot with a shotgun, bringing him to Wounded.  He suffers a -2 penalty to all actions.


A few moments later, he sees the gunman’s associate transform into some sort of hideous abomination (Sanity Loss 1) and looses 2 Temporary Sanity.  He chooses to Ride the Wave.  It will last for two scenes.  Because of his power, he ignores the -2 wound penalty.


The next round, the abomination attacks Gary, knocking him down to Incapacitated.  He still ignores the penalty (now -5).  The gunman advances to point blank range and blasts Gary again, reducing him to Dead and dealing an extra level past that.  Gary drops to Humanity 2, Sanity 4, and Willpower 5.


Gary casually slips a knife between the gunman's ribs.  The abomination mauls him again, dealing two health levels.  Gary drops to Humanity 0, Sanity 2, and Willpower 3.  His Humanity bounces back up to 1 and he looses a level of sanity, dropping it to 1.


Gary's friends finally get there, kill the thing and drag Gary to a hospital.  He is resuscitated (brought back to Incapacitated) through the wonders of modern technology.  However, he's still basically inhuman.  His brush with death has left him at 1 Humanity and Sanity and shattered his will.

((((( Strip the Caul


By speaking with someone in an intimate setting, you may hammer at their Sanity.  After every hour of conversation, you may spend a willpower point to "Make it all Make Sense."  Make a Manipulation + Mythos Lore check (Difficulty 6).  Treat this as an attack on their Sanity equal to your Sanity level, to a minimum of 1.  Any check to rationalize this specific injury has its difficulty increased by the number of successes.

Their successes on rationalization rolls will cancel out your successes on a one for one basis, until they remove them all.  Only then can rationalization start healing them again.

If they choose not to rationalize your claims, they gain a point of Mythos Lore, but still have to surmount your successes in future rationalization.

Example: Gary (Sanity 1) is talking to his new friend Michelle (Sanity 9, Temporary 9).  They sit at a coffee house for an hour and he slowly weaves innuendo into the conversation, after a lot of build up, he reveals the glory of existence to her, making five successes on his check.  She looses eight points of temporary sanity and is seriously shaken.  She attempts to rationalize it (he's just a psychopath, normally 4, +5 from his success), getting two successes and a one.  It strips away one success from his roll.

Later she finds several dozen mutilated, blood-drained corpses in her apartment (a 5 Loss) and looses four more temporary Sanity.  This drops her down to P.S. 8 T.S. 5.  She tries to rationalize, badly, that this is some college prank (diff. 9).  She gets two successes on eight dice.  However, her psyche is still damaged by her "talk" earlier and all it does is eliminate two more points of his successes.  She'll have to get two more successes on rationalization before it becomes really useful again.

Path of Telekinesis


The Path of Telekinesis is a very blunt application of human’s natural energies.  Using the power of the mind, the user can hurl objects about.  The strength of their mind is determined by the level they possess in the Path, but they gain no specific ability for each level.


Hurling an object at someone requires an Agility + Path of Telekinesis (difficulty 6) roll.  Objects deal 1 die of damage for level in the Path of Telekinesis, plus bonus dice for hitting well.


Hurling someone at an object requires an Agility + Path of Telekinesis (difficulty 6) roll against their Confidence (difficulty 6).  It deals one die of damage for every level in the Path of Telekinesis, with no other bonuses.

Maximum Weight Moved:

( 10 lbs

(( 50 lbs

((( 100 lbs

(((( 200 lbs

((((( 500 lbs

