Wraith Rules

Differences Wraith creation:

· Wraiths do not choose a clan but a guild.  The guilds correspond to which Arcanoi the Wraith will use.

· Harbingers: Argos

· Alchemist: Flux

· Monitors: LifeWeb

· Haunters: PANDEMONIUM
· Artificers: Inhabit

· Mnemoi: MNEMOSYNIS
· Proctors: Embody

· Oracles: Fatalism

· Pardoners: Castigate

· Masquers: Moliate

· Spooks: Outrage

· Sandmen: Phantasm

· Puppeters: Puppetry

· Wraiths do not get two derangements they get two personality traits.  One for their Psyche and one for their shadow.  Traits are used to determined where and how they get their pathos.   These traits are related to their life. 

· Example psyche traits: Love, Trust, Passion..etc

· Example shadow traits: Hate, Anger, Loathing...etc

· Wriaths also have to have at least one fetter, an object in the mortal world that ties them to the shadow lands.  Fetters can be objects like cars and swords or people like daughters and lovers.

· Wraiths do not get the normal amount of ‘blood’, they get 10 ‘blood’ they use as “Pathos”.  In no way is this ‘blood’ able to be transferred to any other creature except through the use of the Arcanoi Usury.

· Wraith get 10 control to represent their psyche’s control over their shadow.  When all of the wraith’s control is gone the shadow takes over.  The shadow usually has it’s own agenda and goals.

· Wraith get no influence to spend or use.

· Generation does not apply all wraith abilities are limited to 13.

· Wraith start with 4 willpower to a max of 10.

· Wraith have 10 health levels and no penalties for falling below any level.

· For purposes of XP expenditure all Arcanoi are ‘in-clan’

Notes:

· Wraiths and vampire live in different realms and while the wraith arcanoi allow wriath’s to interact with the skinlands there are few to no disciplines that will effect a wraith.

· Every wraith has an ability called Life Sight/Death Sight.  This will allow them to detect if a being is dead or alive.

· Wraith have no aura.
ARGOS
Harbingers
INNATE

Orienteering - Wraiths with this ability may find their way around in the tempest. They may go from one location to the next, may locate byways through the tempest, or may make their own way through the tempest. It is assumed that, for the most part, harbingers may avoid the spectres inherent in the tempest. Travel through the tempest without the use of Orienteering virtually guarantees attack by spectres.

Tempestpeek  - One of the first arts harbingers learn is the ability to look from the shadowlands to a corresponding location in the tempest.

1a - Enshroud  - As per Obfuscate 1b (Mental + Subterfuge + Levels of Argos vs Mental + Subterfuge + Levels of Obfuscate/Argos)
1b - Phantom Wings – As per Thaumaturgy- Mind 1b

2a - Tempest Summons – Cost: 1 Pathos(blood), If successful wraith opens a nihil(portal) into the tempest. Anyone may travel through this nihil as long as the wraith keeps it open
2b - Travel – Cost 2 Pathos, as per ritual Blood Step
3a - Maelstrom Bridge – Cost 4 Pathos, Lose 1 control.  The wraith calls forth the maelstroms from the tempest allowing it to bleed over into the skinlands.  Each character in the scene, including the caster, takes 2 agg and 2 control.
FLUX

Alchemists

1a - Rot : Cost 1 Pathos. The alchemist may promote decay in an object. The first round decays the object; a second round destroys most objects. Objects thus destroyed may become relics. The size of the object may not be any larger than a book.  Objects that are reinforced cannot be destroyed in this way.
1b - Strengthen : Cost 1 Pathos. Alchemists can not only weaken and destroy objects, but can significantly strengthen objects.  Using this power a wraith can cause an object to be reinforced temporarily one level above it’s current reinforcement for one scene or 10 minutes. 

2a - Transmutate: Cost 1 Pathos.  At this level, the Alchemist has fine tuned her powers enough to promote a more rapid decay in objects as well as use Rot on larger objects up to the size of a car.  The wraith can also cause disease in humans.  The caster can also change the chemical structure of an object turning lead into gold, but only can only exercise this level of control if they understand the properties of the object.
2b – Combustion: Cost 2 Pathos, 1 Control. This power can engulf solid materials in fire. By touching a solid such as a wall. The alchemist can completely vaporize it in fire. Some materials may require additional successes to undergo this transformation, stygian steel and dark steel would both require multiple successes. In the skinlands the material will end up scattered on the winds as dust.(This fire effects only the object that was set on fire and not objects touching or around it.  A curtain will burn but never catch the house on fire.  This power cannot be used on characters)
3a - Automaton  - Cost 3 Pathos, 1 Willpower, 2 Control.  This power has two effects, both of which have the same cost requirement.

The Alchemist can assemble for herself a body of parts in the skinlands, made from whatever inanimate material is lying around. She can then inhabit this makeshift body, which will last for one scene. The body has all the physical traits that the Alchemist had. The body must obey the limitations imposed upon it by material composition; an automaton made of napkins would quickly disintegrate in the rain.

Alternately, the Alchemist can create a whirling cyclone of destruction that sucks up all objects in a general vicinity. Each success is one round that the cyclone can remain. The Alchemist may attack each target in the cyclone's sphere of effect. Each success is one level of damage that is taken. The alchemist may engage as many target's as she wants to each round.

LIFEWEB

Monitors

Test: Mental + Leadership + Levels of LifeWeb vs Mental + Leadership + Lvl of Presence
1a Sense Connections – No Cost.  The Wraith may sense connections between every living thing.  They see lines of connections between individuals such as blood bonds, clan ties and family.  They can also sense strong attachment to objects.
1b Lifeline  - Cost 1 Pathos: Monitors can create a temporary lifeline, a thread weaving from them to a target. Monitors may maintain as many threads as she has willpower, but no target may be connected to more than one Monitor. As long as the Monitor maintains concentration, the lifelines may be maintained.   Wraith may add their Physical, Mental or Social bid to the bid of the target for challenges against the target.
2a Fetter Sentry  - Cost 1 Pathos, 1 willpower.  The Wraith may bind their corpus to another character or object and there by take all damage that character or object does instead.
2b Splice Strand  - As per Presence 2b. Quite possibly the greatest accomplishment of the monitors was the development of this art. The monitor can attach herself to a person.

3a Soul Pact  - This powerful art is most prized by the Monitors. It allows a Monitor to link herself permanently to a target, making the target a fetter. Moreover, the Monitor will instantly be made aware of the target's death, and if the target became a wraith, which is almost guaranteed with the use of this art. The wraith can also instantly know the exact location of the target as well as be able to share phy, men or soc traits no matter the distance.  The wraith becomes a sort of guardian angel as well as a possessor as the target now feels a kind of ‘blood bond’ to something unknown to them.
PANDEMONIUM

Haunters

1a Scripture  - Cost 1 Pathos - This art allows the Haunter to communicate across the shroud by writing sentences in the very stuff of chaos. The sentences take the form of whatever art the Haunter knows and would utilize, be it electricity (for Dark Ether), vines (for Wild Bloom), blood, or cockroaches (for Foul Humour). Each success is one sentence that may be conveyed. 

1b Haunting  - Cost 1 Pathos per object.  This is sort of a classic power among haunters, but it is still a favorite, and can be quite impressive. Each success scored on the initial challenge is one round of weird stuff affecting the locale. Effects are confined to the "standards": moaning, flickering lights, a drop in temperature, object movement…etc

2a Stretching Reality  - Cost 2 Pathos. Test: Mental + Intimidation + Lvl of Pandemonium vs Mental + Investigation + Auspex.  Their entire spatial perceptions are utterly thrown off, making every action a challenge.  All bids are at half traits due to the confusion for one round or 5 minutes.
2b Timorous Growth  - Cost 2 Pathos, 1 control. Test: Mental + Intimidation + Lvl of Pandemonium vs Mental + Investigation + Auspex. It is said that the Skeletal Lord himself developed this art, although no one would accuse the Death Lord of breaking the Dictum Mortuum to his face. The haunter can cause a non-malignant tumors to appear on the victim. These tumors appear randomly on the victim's body unless the haunter possesses the talent Medicine, in which case she may place it where she will.   Target gains the derangement “Hideously Ugly” for 10 minutes or one scene till the tumors all fall off.

3a The Unreal – Cost 3 Pathos, 2 Willpower, and 3 Control.  With this power the Wraith may create a mass hallucination that seems absolutely real to anyone within view distance of the apparition.  This may take any form the wraith chooses such as the sun appearing in the middle of the night, or Caine himself walking through the Elysium.  This illusion cannot be challenged and it lasts for 10 minutes or until the wraith wills it to stop.
INHABIT

Artificers

1a Sense Gremlin  - Wraiths skilled in the arts of Inhabit become in tune with the nature of the arcanos and its effects on objects. Artificers can, in fact, detect if an object is possessed by a wraith, or was recently. This also allows the wraith to sense possessors, projectors, and obfuscators though not see them.  

1b Electronic Control – Cost 1 Pathos.  The Wraith can cause computers to short circuit or possess them and use them as if they had control of them.  They can do this with any machine that has electric circuits.

2a Ride the Electron Highway – Using this power a wraith can use any electric circuit to move from place to place instantly.  Including power lines and lower voltage power circuits.

2b Electronic Projection – Cost 1 Pathos. A wraith using this power can project there image or voice through electronics.  Their face can appear on a TV or computer and their voice come through the speakers.
3a EMP – Cost 3 Pathos, 1 Willpower, 1 Control.  With this power the wraith can make all electronics in a 10 mile radius short circuit and burn out.  All cellphone cease to function, mics short out and light bulbs burst.
MNEMOSYNIS

Mnemoi

Test: Mental + Leadership + Lvl of Mnemosynis vs Mental + Leadership + Dominate

1a Erasure – Cost 1 Pathos.  Wraith may cause target to temporarily forget one event or thought.  This lasts 10 minutes or one scene.

1b Mnemotechnics – Cost 1 Pathos, 1 Control.  Wraith may force target to remember or relive one memory.  Allowing the wraith access to see or hear it.

2a Mindspeak – Per Auspex 2b Telepahy.

2b Casting the Scene  - Cost 1 Pathos, 2 Control, 1 Willpower.  Casting the Scene is an extension of the Mnemosynis art Mnemotechnics. In this instance, however, the memory is played out for everyone in a ten foot radius of the target.

3a Memorycrafting  - Cost 1 Pathos, 3 Control, and 2 Willpower.  This unique art allows the Mnemoi to craft an entire memory from her imagination, adding it to the target’s psyche in such a way that the crafted memory is as real as any other memory. Other uses of Mnemosynis may later make use of such a fabricated memory. The limits of this art are left solely to the imagination of the Mnemoi.
EMBODY
Proctors

1a Mouth and Eyes – Cost 1 Pathos.  With this power the wraith may project their voice or image across the shroud into the skin lands.  Everyone within viewing distance can see and hear the wraith.

1b Window of Despair – Cost 1 Pathos. The Harbinger can create a window of sorts that allows the target to see the shadowlands. The Proctor must touch the eyes of the target to cast. If the Proctor succeeds, the target is only able to see the shadowlands. This can be considered a curse of a blessing. While in effect, the target may also see wraiths. The target does not, however, have access to any of the innate wraithly abilities.
2a Statue – Cost 2 Pathos.  The wraith may, at this level, project herself physically across the shroud. The shroud continues to surround the wraith as an immobile barrier, however, and thus the wraith may only manifest as an unmoving statue, incapable of any physical actions whatsoever. This includes any social or mental actions that require movement as well.
2b Life-In-Death – Cost 2 Pathos. The wraith may fully embody at this level, physically manifest in the skinlands and capable of action. The wraith herself appears as an idealized version of herself, often young and deathly pale.
3a Portal - One of the most secret and fabled arts of the Proctors, this art allows the Proctor to open a tear in the fabric of the shroud that others may pass through, including herself. Those who pass through will remain stuck on the other side unless another portal can be obtained. Wraiths trapped in the skinlands via Portal will take one level of non-soakable damage each hour, and are unable to regain pathos while across the shroud. Other creatures trapped in the shadowlands may not take damage, but will be unable to obtain sustenance (i.e. food, vitae, etc.)
PUPPETRY
Puppeteers

Test: Mental + Leadership + Puppetry vs Mental + Leadership + Dominate

INNATE 

Detect Possession  - The wraith may examine a target and attempt to detect if that person is in any way possessed. Interestingly enough, this detects demonic possession as well as puppetry. Risen may also be detected with this art, but this is harder since the risen are using their own body. Risen may retest the ability "Risen" each time they are examined. This power may also detect the vampiric discipline of Possession under the powers of Dominate.

1a Skinride  - The wraith may slide her corpus into the body of a mortal, and thus experience everything that the mortal experiences. This utterly hides the wraith from others trying to find her, unless they have Detect Possession. The wraith may only ride in a mortal; no form of control may be exerted at this point. Any wraith trying to supplant the wraith skinriding a mortal must engage her in a physical challenge.  No challenge is required to use this power
1b Sudden Movement  - Cost 1 Pathos, 1 Control.  The wraith may cause the host to make a sudden, involuntary movement or twitch. This art will often be explained away by the host as a sudden twitch or muscle spasm.

2a Master's Voice  - Cost 1 Pathos, 1 Control.  The puppeteer may attempt to take over the hosts voice and say whatever she chooses. The voice that emerges will be a bizarre mix of the host's own voice and that of the puppeteer. The host may attempt to rationalize such speech, but this can often be rather difficult. Moreover, this may very well alert the host to the puppeteer's presence.

2b Rein in the Mind  - Cost 2 Pathos, 2 Control. The Puppeteer may, at this level, utterly take over a hosts body, both in speech (which now sounds quite natural) and in action. Each success scored is one scene that the Puppeteer may remain in control. Note that at this level the wraith uses her own abilities, and can use her own arcanoi. She may not use any of the abilities of the host.
3a Obliterate the Soul  - Cost 5 Pathos, 3 Control, 1 Willpower.  This hideous art has made the Puppeteers absolutely feared and hated, despite the fact that few of them actually possess or use the art. It allows the wraith who knows it to totally displace the hosts' soul, sending it to Oblivion so that the puppeteer may take over the body completely and totally. This art may not be used on a supernatural creature, and may only be attempted on a target once per day. Moreover, the wraith must have used Rein in the Mind at least ten times on the target. If the puppeteer succeeds, the soul is obliterated, and the puppeteer is in full control of the body. Unfortunately, the body will begin to decay after about two weeks, and the body will become useless after a while.

FATALISM

Oracles

1a Distant Visions  - Cost 1 Pathos. Oracles who have mastered the art of scrying may now use their oracular vision to view events elsewhere, seeing not only in time but in space as well. The oracle may travel "out of body" and view events elsewhere.

1b Foreshadow  - Oracles are naturally in tune with the web of fate, and as such are usually kept abreast of events around them. Oracles with Foreshadow are almost impossible to surprise in any way. Anytime a wraith with Foreshadow is surprised, she may use this arcanos to nullify the effect.  Surprise cannot be used on wraith’s with this ability.

2a Pulling Strings  - Cost 1 Pathos. At this level of Fatalism, Oracles go beyond scrying the web of fate and actually do their best to predict and anticipate the web.  A wraith with this power can predict the future.  All actions taken by this wraith are done in the instant phase.

2b Guesswork  - Cost 1 Willpower. The wraith with this power can now predict others' actions and act accordingly. In any given round, an oracle with this art may predict actions that are about to be executed.  Wraiths with this power may claim fare escape before the end of the first round and still get away.

3a Luck  - Cost 2 Pathos, 1 Willpower.  Wraiths who have achieved this highest level of Fatalism can actually manipulate the web of fate, and thus can affect reality on a minor scale. Once active the wraith gets a retest for every test until the end of the scene.

OUTRAGE

Spooks

Test: Mental + Occult + Levels of Outrage vs Physical + Brawl + Forititude

1a Ping – Cost 1 pathos. The spook can exert the tiniest amount of control over the skinlands, manifesting just enough strength to push a key on a computer or push a coin an inch or two.

1b Rap – Cost 1 Pathos. This art is a more powerful version of Ping. The Spook can knock against an object, making an audible sound and producing enough force to knock over small objects.

2a Stonehand Punch – As per Thaumatergy Fire 2a
2b Death's Touch – Cost 2 Pathos, 1 Control.  This art serves a twofold purpose. On the one hand, it allows a precise level of telekinetic control. On the other hand, the art is brutally destructive, and can be used to start destructive fires on non-living, inorganic objects doing 3 agg.
3a Obliviate – Cost 3 Pathos, 3 Control, 2 Willpower. Probably the single most feared art of any arcanos, this dread power allows the spook to destroy completely and utterly an object, preventing it from even becoming a relic. Creatures, both wraiths and mortals, may be similarly affected. Wraiths destroyed by this power go immediately to destruction harrowing. All others go straight to oblivion.  If successful target takes 3 aggravated damage that cannot be soaked by armor or fortitude.
USURY

Usurers

Test: Social + Occult + Lvl of Usury vs Social + Occult + Animalism

1a Transfer  - Cost 1 Pathos. The usurer may give and receive pathos. This exchange can be seen by others as a visible display of energy transfer. Pathos may only be exchanged; this does not affect control at all. 
2a Endowment  - Cost 1 Pathos. The usurer may convert pathos into other forms of energy, that may be used by other supernatural beings. Vitae, Rage, Gnosis, Quintessence, and Glamour are all within reason.   They can then use transfer to give it to them.
1b Transmutation  - Cost 1 Pathos. The Usurer may convert his own attributes from one category to another. Each success is an attribute that may be transferred from one category (i.e.. physical) to another (i.e.. mental). All attributes must be taken from the same category and transferred to the same category. Attribute maximums may not be exceeded. As per normal, all attribute revert back to normal the next day. Note that the Usurer may only use this art on herself.

2b Force of Will  - Cost 1 Pathos. The Usurer may now transfer willpower as she would any other form of energy. The Usurer may include herself as one of the targets, in which case she gains automatic successes and automatic relenting for one of the challenges.

3a Interchange  - Cost 1 Pathos. The Usurer may swap entire categories with the subject. These exchanges must be within the same category. Thus if the Usurer had but five physical attributes, and the subject had fifteen, the Usurer would have the target's fifteen attributes, and the target would have the Usurer's five attributes. This may indeed take the Usurer above her maximum attributes; these bleed off at a rate of one per scene, until she gets within her limit. Like all arts of Usury, the attributes revert back to normal the next day. Note that willpower may not be transferred in this way.
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