Swami Ismohan

Body: 3

Mind: 3

Soul: 3

Power: 3

Hunter Of Demons (1) - Once this session, you may determine whether a target possesses the “Horror” Trait.

The Scent Of Decay - Characters with the "Dead" Trait may speak to you regardless of what their physical state may be.

Haunted - The tragic incidents of your role’s past will manifest from time to time in your own life, sometimes with unpleasant repercussions.

Influenced By The Beyond (2) - Because your office brings you into close contact with many things beyond ordinary human understanding, these entities are more readily able to communicate with and influence you than nearly anyone else.  At higher levels, this may result in alterations to your Traits and even Motivations.

Attack: A Dashing Sword-Fight (Body) – Everyone who watches your valiant swordplay is awed and impressed with your skill; everyone on the opposing side of the combat must find at least one person who is not present to tell of your exploits.  You, your enemy now held at your mercy, must release him/her and presumably slip away before your identity is discovered.

Influence: Mystery (1)

Influence: The Occult (1)

Influence: Identity (1)

Influence: The Supernatural (1)

Sanjya Aparajita

Body: 2

Mind: 3

Soul: 4

Many Lives – As in the LARP, there are many spirits vying for dominance in you.  You may expend a point of Soul to switch from one to another intentionally.  During this tabletop, specific personalities may be brought to the fore against your will at certain times.

Glamorous Shroud – You may use your base Soul and/or spend Soul attribute points to help defend against Abilities that target your Body.  Does not apply to combat challenges.

Skilled Conversationalist (2) – Add +1 to your side’s total in all Social challenges that you’re participating in per level of Skilled Conversationalist.

Ability: Small Deceptions [mind] (No Challenge) - You may activate this Ability to lie when someone asks you whether you have a specific Trait.

Attack: Blackmail (Soul) – The target is convinced that you know his/her darkest secret, whatever it may be.

Tom

Body: 3

Mind: 4

Soul: 3

Ability: Snooping Around [mind] (No Challenge) - You may activate this Ability to poke around, learning in vague terms what's going on in a place.

Attack: Petty Theft (Body) – Steal an object that any of your opponents is visibly carrying (or that you know one of them to be carrying).

Influence: Information (1)

Influence: The Streets (1)

Lord Mark Sweeney

Body: 2

Mind: 2

Soul: 6

Ability: Intensity Of Purpose [soul] (No Challenge) – Your target, who may not be yourself, recovers all Soul attribute points that he/she just expended on a single challenge, whether Initiative, Combat or Ability.  Once per target per session.

Attack: Cutting Out The Sickness (Soul) - You may only use this Attack on someone whom you already know to have the “Bloody” Trait.  He/she loses that Trait, and should speak with a GM, as he/she is forcibly severed from its source.  Note that this is probably going to be very, very unpleasant (and potentially extremely dangerous) for him/her.

Modifier: Purity → Something Unwell In The City - You may expend a point of Influence: Purity during a session to ask a target whether he/she has the “Bloody” Trait.  Those who have this Trait seem somehow very wrong or sick to you.

Influence: Wealth (1)

Influence: Purity (3)

Influence: Visions (1)

Sir Jonathan Spegley

Body: 1

Mind: 3

Soul: 5

Purified - You may never have the “Bloody” Trait for any reason, and any effect that would give you the “Bloody” Trait simply fails to work on you.

Ability: Isn’t It Lovely? [mind] (Mind vs. Mind Challenge) – Social.  If successful, you convince your target that something (or someone) is aesthetically pleasing in the extreme.  Lasts until end of session.

Ability: Curiosity [soul] (Soul vs. Soul Challenge) – Social.  If successful, learn how your target feels about a topic of your choice (may be another character) in some detail.  Once per target per session.  Requires conversation.

Attack: Unliving Marrow (Soul) - Ask your target whether he/she has either the “Dead” or “Horror” Trait.  If so, name a number between one and three.  Replace that Motivation of his/hers with one of your own, of your choice.  You continue replacing a Motivation at the beginning of each session for up to (margin of success - 1) additional sessions.  You may not do this again to the same character until it has worn off.

Modifier: Bone → Hard And Cold - When someone else initiated combat against you, and whoever won initiative declares Body or Soul combat, you may expend points of Influence: Bone before the combat challenge to add +2 to your total in the challenge per point spent.

Influence: Title (1)

Influence: Vengeance (1)

Influence: Bone (1)

