Wraith: The Memoriam – Arcanoi and Numina rules

By

Stephen Williams

The following rules have not been playtested, so they may contain some unseen game balance issues. If you have suggestions or comments, please let me know at steve1.williams@sympatico.ca.  As always, your odds of being taken seriously will be much better if you don't present yourself in a trolling or flamebaiting manner.

Numina/Arcanoi
All Numina are subdivided into various Arcanoi. First the Arcanos itself must be purchased and then the individual Numina. Numina generally do not need to be purchased in any particular order, however, some more powerful Numina do have prerequisites.

Purchasing a new Arcanos costs 7 XP (or freebies), buying a new Numen costs 5 x New Rating XP and requires that you first meet any prerequisites.

Each Arcanos has one Numen which is acquired automatically when the Arcanos is purchased. This is effectively the "first dot power" and is denoted as "automatic." Regardless of what order Numina are purchased in, each Numen adds one dot to the rating of the respective  Arcanos to which it belongs.  

Ghosts who do not have distinct Physical, Mental and Social Attributes can still use Numina, simply substitute the appropriate Power, Finesse or Resistance. For rolls which use, for example, two Resistance traits, the Ghost only rolls his Resistance pool once.  His existence is not well enough defined and this affects his capabilities.

The term "no Projectors" associated with certain Arcanoi indicates that these Numina cannot be learned by living people who have learned to astrally project into the Shadowlands. Some aspects of the Underworld are simply too alien, or too far removed from the living condition, for such projectors to learn before they've finally and  permanently departed the mortal coil. By the same token, all Projectors gain the Manifest Arcanos automatically because their connection to the living world is still intact.

It would appear from the new World of Darkness core that Ghosts exist in the same plane of existence as living people, they are simply insubstantial. The Shroud does not exist, at least not as an intellectual concept that anyone cares about. When I refer to "Shadowlands" and "Skinlands" herein, I am not trying to imply that the old distinction exists, I am simply trying to separate those who exist "where ghosts do" and can therefore interact with ghosts normally, from those who do not. Generally speaking the only people who exist in the Shadowlands are Wraiths, Projectors and Spectres.

Argos:  (Harbingers, no Projectors)

Taint:  Loss of pigmentation.  Perhaps it is the sheer subconscious terror involved in getting too close to the Barrier, or perhaps a metaphysical stress incurred by repeatedly crossing that supposedly final line. Whatever the reason, frequent users of Argos 

eventually loose all body pigmentation.  Skin and hair both turn pure white, only the eyes are left unaffected.

Phantom Wings (automatic)

This Numen grants a Wraith the ability to fly for brief periods. By spending one Essence and taking one Bashing damage, the Wraith can grow a pair of wings and glide like an eagle.  The Wraith can continue to fly, up to his normal ground speed for a number of rounds equal to his Argos rating.  After this time, the Wraith must spend another 

Essence point to keep the wings and therefore retain the ability to fly for the same number of rounds again.  Note that the Wraith only takes the Bashing damage when beginning the power, not while continuing it. 

Once the wings are grown the Wraith may take other actions without dispelling them, however, he can only glide up to his speed or hover in place while taking any other action.  In order to perform any aerial maneouver he must concentrate on using the wings.  Performing a stunt in mid-air requires a Dexterity + Athletics roll.

Flicker

Training in the Argos Arcanos inevitably teaches one how to press up against the Barrier and find places where it is more malleable than usual.  Through use of the Flicker Numen, a Wraith may effectively teleport short distances by slipping into the Barrier.  Few Wraiths retain any memory of what exists on the other side, so brief is their  exposure.  Those who do usually return with memories and dream-like encounters relating to their own lives, which casts doubt on the idea that these experiences happened anywhere but inside the Wraith's own mind.

Using Flicker requires the expenditure of one Essence and the character's action for the round (if in combat.)  The Wraith may not apply his Defense to any incoming attacks on the round he intends to use Flicker.  Once inside the Barrier, the Wraith may choose to 

reappear anywhere within his Argos rating x Speed yards of his former location.

Enshroud

Using this particular Numen teaches the Wraith how to hide "inside" the Barrier.  Wraithly philosophers do not consider this as truly crossing the Barrier, since Wraiths using the power cannot see anything but the Shadowlands and they do not exhibit the same forms of madness that all Wraiths who truly cross the Barrier do.

By spending a point of Essence and rolling Wits + Argos, the Wraith may hide inside the Barrier, making himself invisible to everything both in the Skinlands and the Shadowlands.  He remains invisible for one hour per success, or until he takes any action which identifies his position (such as talking, touching or attacking someone.)

Exceptional Success:  The Wraith may remain hidden for the duration of the scene or the given duration above, whichever is greater.

Dramatic Failure:  The Wraith fails to hide, although he does not realise that he failed to hide.  He will believe his Enshroud Numen functioned perfectly until someone addresses him or otherwise makes it clear that he can be seen.

Storm Diving  (Prerequisite:  Flicker)

At this stage, the Harbinger learns to penetrate the fearsome Barrier and use it as a means of practical locomotion.  The Harbinger concentrates on pushing aside thoughts of his own Anchors and the living world, something which is usually difficult for a Wraith to do.  He then steps forward and to all observers vanishes in a brief, rippling "disturbance" in the air.

The Harbinger must spend one Willpower and roll Resolve +  Composure.  If one of the Harbinger's own Anchors is immediately present in the Skinlands, this roll suffers a penalty equal to that Anchor's rating (this is cumulative if several of the Harbinger's 

Anchors are present.)  If the Harbinger knows, with certainty, that one of his Anchors awaits at his intended destination, then there is a bonus to this roll equal to that Anchor's rating.  

While Storm Diving, the Harbinger usually experiences hallucinations or journeys through a wilderness of his own psychology.  The Shadow is noticeably stronger 

during this time (it gains a +3 bonus on the use of any abilities which garner Spite) and may use the opportunity to try and take Catharsis.

The Harbinger can resurface in the Shadowlands anywhere within his Speed x Argos rating miles of his original location, plus 10 miles per success rolled.  The Harbinger cannot take others with him on this journey.  Time has little meaning to the Harbinger while traveling through the Barrier, however, upon arriving back in the Shadowlands, he 

will find that a number of hours equal to the distance divided by 100 have passed since he entered.  

Upon surfacing, the Harbinger must immediately make a Morality check as the images and experiences he suffers inside the Barrier all too often cut deeply into the Harbinger's

moral fortitude.  Emphasizing mistakes or hypocrisies and reminding the Harbinger of the Anchors he deliberately pushed aside in order to make the Dive in the first place.

Exceptional Success:  The Harbinger completes the journey with great conviction.  He does not need to make the Morality check upon resurfacing, he is assumed to automatically pass.

Dramatic Failure:  The consequences of failure in such a dangerous journey are great indeed.  Some Harbingers get lost in the Barrier, never to return.  Many eventually resurface, usually in the same place they departed but sometimes in a completely unknown environment.  Those who do survive often speak of unimaginably

harrowing experiences, literal battles for their very souls, and of creatures which no sane mind could devise.  

At the very least, the character will not resurface this game session.  The Storyteller should work with the player after the session to discover what stories he returns with, if he returns at all.

Psychogora (prerequisite:  Argos rating of 3)

With this Numen, the Harbinger learns to extend his powers to envelop others as well.  Desired targets must remain within 10 feet of the Harbinger at all times.  The Harbinger spends one Essence per target plus one Willpower and rolls Wits + Argos.  He may affect up to his Argos rating individuals at a time (not including himself) and can only use one Numen in conjunction with Psychogora.  

Each person to whom this Numen is applied must spend the given activation costs of the specified power individually and roll the given pool, however, only one success is required of secondary targets in order to participate. Wraiths who refuse or are unable to pay the required costs automatically fail to be affected by Psychogora.  

The Harbinger's Wits + Argos roll determines the "real" number of successes gained for the purposes of the given Numen.  Even if the selected Numen does not require a roll, the Harbinger must get at least one success or else the Numen will only function on him and leave everyone else unaffected.

Flying in formation (ie: remaining within ten feet of the Harbinger) with Phantom Wings requires a Wits + Athletics roll every time the flight pattern changes.  For example, gliding in formation requires one roll.  When the group stops to hover, or abruptly changes direction, a new roll is made.  Avoiding obstacles always requires such a roll.  Anyone who fails this roll flies wide and his or her Phantom Wings immediately falter and evaporate. 

 In order to use Flicker or Storm Diving with Psychogora, the group usually needs to hold hands in order to make sure no one gets lost.

Exceptional Success:  Exceptional successes scored by secondary participants each add a +1 bonus to the Harbinger's Wits + Argos roll. The Harbinger's roll is compared against the Numen being used to determine exceptional success or dramatic failure results.

Dramatic Failure:  A dramatic failure is treated as if it had been scored on the roll required by the Numen being used.  This is true of the Harbinger himself as well, even if his initial die pool would have been different than his Wits + Argos pool.

Castigate:  (Pardoners, no Projectors)

Taint:  Black Eyes.  Wraiths who habitually utilize Castigate eventually develop entirely black orbs for eyes.  Many Pardoners are fond of saying that looking so closely at the Shadow eventually stains even the purest soul.  This does not affect their ability to see the 

world around them at all.

Soulsight (automatic)

By employing the Numen of Soulsight, a Wraith can examine and measure the relative power of the Shadow within another Wraith.  This ability costs nothing but garners the Pardoner one Spite point.  He rolls Presence + Resolve and by visually inspecting the target Wraith, the Pardoner may know whether the Shadow's Spite points are less than, 

equal to or in excess of the Psyche's Essence.  He can also tell if the target Wraith is currently in Catharsis or Shadow-Eaten. 

 If the target is unwilling to be so examined, his own Resolve is subtracted from the Pardoner's pool before rolling.  The Pardoner cannot use Soulsight on himself.

Exceptional Success:  The Pardoner knows not only the relative magnitude of Spite, but in fact the exact number.  If used in combat with a Cathartic Wraith or Spectre, the Pardoner can also tell whether or not the target is about to spend any Spite in the next round of combat and how much.

Dramatic Failure:  The Pardoner reads the mirror image of what's really true.  If the target has less Spite than Essence, the Pardoner thinks he has more.  If the Wraith is currently in Catharsis, he thinks not.  Alternatively, the Pardoner gets no reading and his own Shadow 

may immediately attempt to take Catharsis regardless of its current Spite.

Tranquility

The Pardoner makes a Meditation roll (WoD Core, p.51) and expends two Essence points upon completion.  Instead of the normal benefits bestowed by Meditation, the Pardoner achieves a peace of mind such that even his own Shadow cannot intrude.  The Pardoner's Shadow cannot speak again until the Pardoner incurs a point of Spite or he Slumbers next.  

During this time the Shadow cannot accumulate Spite of its own accord, cannot attempt Catharsis and cannot offer Shadow Dice to the Pardoner. The Shadow is, however, fully aware of what happens around him and can still spend Spite points.

Soulscape (prerequisite: Soulsight)

This power is very similar to Soulsight and was probably borne of Wraiths who practiced extensively with that Numen.  Soulscape garners the Pardoner two Spite points per use.  He rolls Presence + Resolve and takes one lethal damage, if successful, as his eyes burst forth in spiritual flames (usually blue, although colour can vary.)

Once active, the Pardoner's vision changes dramatically.  He can no longer see anything in the Skinlands, however, other Wraiths stand out like beacons of light in the Shadowlands.  The Pardoner can instantly see, with no required roll, which Wraiths are currently Cathartic in his immediate vicinity (line of sight.)  Wraiths whose Spite points are higher than their Essence appear distinctly stained with darkness.  Those in Catharsis (or Spectres) appear as roiling masses of cold blackness.  Ordinary Wraiths simply appear to glow with a soft yellow light. The Pardoner cannot distinguish between a Wraith temporarily suffering Catharsis or one permanently Shadow-Eaten.  

Soulscape can be held active for the scene or dispelled at will, the flames which lick and char the Pardoner's face do not cause further damage, although they do undeniably identify the Pardoner and his use of this Numen.

Purify (prerequisite: Soulsight)

Through use of sermons and occult rituals the Pardoner can directly attack the Shadow within each Wraith.  Before the Pardoner can properly begin he must successfully use Soulsight on the intended subject.  After this he rolls Manipulation + Castigate, the number of successes rolled is the number of Spite points the Pardoner removes from the subject.  The subject takes lethal damage equal to half of the Spite points removed (rounded up.)  The Pardoner also absorbs the taint he exorcises into himself.  He may choose to receive either one bashing damage or one Spite, on a one for one basis, for each Spite he removes from the subject.

This process takes at least one hour.  If the Pardoner wishes, he may continue to use Purify as an extended action, rolling Manipulation + Castigate for each hour he spends chanting and absolving.

The subject's Shadow is painfully aware of what is happening during the procedure.  Although it is unlikely to be given the opportunity, it is theoretically allowed to try for Catharsis before and/or during the use of the Purify Numen.  Similarly, the Pardoner's 

Shadow is waiting on baited breath and can attempt to interrupt the ritual if given the opportunity.

Exceptional Success:  The Pardoner removes an astonishing amount of Spite from his subject.  The subject's Shadow is so harried by the experience that it cannot take any action for the remainder of the scene (or the next one, if this scene is ending.)

Dramatic Failure:  The Pardoner's Shadow slips in at precisely the wrong moment.  The subject loses no Spite, however, the Pardoner still gains Spite as though he had succeeded.  Additionally, the subject's Shadow may immediately attempt to take Catharsis regardless of its current Spite.

Bulwark (prerequisite: Purify)

Bulwark allows the Pardoner to set up a protective shield that prevents Shadow-tainted individuals from approaching.  It creates a barrier in a 10 foot radius around the Pardoner.  While active, this Bulwark gives any Wraiths inside the radius an effective Armour rating 

of the Pardoner's Castigate rating against any Dark Arcanoi used against them, including area of effect powers which reach into the designated radius.  

Additionally, Cathartic Wraiths or Spectres cannot enter the protected radius and those already inside when the Bulwark goes up suffer a penalty equal to the Pardoner's Castigate rating.  This penalty is treated as though it were a wound penalty and applies in any situation where a real wound penalty normally would (it also stacks with any real wound penalty the victim might be suffering.)  It also applies to all Arcanoi used by the victim(s.) 

To activate the Bulwark, the Pardoner must spent two Essence and roll Presence + Composure.  This roll suffers a cumulative penalty of-1 for every Spectre or Cathartic Wraith currently in the vicinity.  The Bulwark remains active for as long as the Pardoner concentrates on keeping it up.  The Pardoner may do nothing else while concentrating on 

the Bulwark and his Defense does not apply to any incoming attacks.  If he is struck in combat, the Pardoner must roll Wits + Composure or the Bulwark will fall. 

Exceptional Success:  If the Pardoner scores an exceptional success on either roll (the Presence + Composure or the Wits + Composure,) he may continue to take an action on the following round.  After that round he must begin (or resume) concentrating on the Bulwark or it will immediately fall.

Dramatic Failure:  A dramatic failure on either roll means the Bulwark fails to activate (or falls immediately.)  Additionally, the Pardoner immediately gains two Spite and collapses in a crippling pain for the next two rounds.  No damage is suffered, but the Pardoner falls prone and cannot take any action or apply Defense for those two rounds.  

Any and all currently active Numina will shut off at this time.

Manifest:  (Proctors)

Taint:  Patchy skin.  Proctors who use the Manifest Arcanos repeatedly begin to develop patches of skin which are a few shades lighter or darker than their normal skin tone.  These patches are always static once they appear, some resemble patterns or symbols while others are simply splotches of off-coloured skin.  Those who use the Arcanos frequently aquire skin resembling sunlight dappled through the trees.

Note:  By this system of rules Manifestation is not an automatic power native to all Wraiths.  They must purchase the Manifest Arcanos to manifest at all.  If the Storyteller prefers to leave Manifestation as a generic ability for all Ghosts, then the Image Numen below becomes the automatic "first dot" power of the Manifest Arcanos.  Note that 

other Numina (like Automaton, below) still require the Manifest Arcanos.

Manifest (automatic)

This Numen is aquired automatically when a Wraith gains the Manifest Arcanos.  This Numen works exactly as described under "Manifestation" on p.210 of the World of Darkness Corebook.

Image 

This Numen presents a practicing Wraith with another option to use when Manifesting.  The Wraith makes his manifestation roll as normal and by using Image, she may choose to appear in any nearby reflective surface as she did in life.  This reflection will appear as 

per the normal laws of physics based on where the Proctor is currently standing, although the Proctor herself will not be visible to those not normally able to see Ghosts.  She can choose to appear in as few as one surface or as many as all reflective surfaces she is aware of.Movement will be supernatually obscured, however, blurring her image 

and making complicated gestures or lip reading as difficult as it usually is for a manifesting ghost.

Ghost Speech

This Numen functions exactly as described on p.211 of the World of Darkness Corebook.

Statue (prerequisite: Image)

A Wraith with this Numen may manifest as a physically solid, unmoving image of himself as he appeared in life.  If his Spite is currently higher than his Essence, the Wraith will bear any injuries he had sustained at the time of death in this image and may appear to bleed or excrete other bodily fluids as appropriate.  These fluids will interact with the environment for the duration of the Manifestation as one would expect of real fluids, but they will disappear without trace when the Manifestation (or at least the use of Statue) ends. 

The Wraith must attempt to Manifest as described in the World of Darkness Corebook and then expend a second point of Essence to employ Statue.  The Wraith will appear in the position he is currently standing, with the same posture and expression on his face.  He will be unable to alter this position without dispelling Statue and therefore cannot take any other action or apply Defense to attacks either from the Skinlands or Shadowlands.  He can change to another form of Manifestation without making a new roll, but must spend another Essenceto return to Statue later.

Embody (prerequisite: Statue)

Embody is the penultimate form of the Manifest Arcanos.  With this Numen the Wraith can appear as he did in life, complete with the ability to move around.  Like the Statue Numen, if the Wraith's Spite is higher than his Essence, he will manifest injuries sustained at the time of death.  A Wraith with Dexterity of 4 or higher can move fluidly, as though he were truly alive.  He can make complicated gestures such as sign language and lip movement without making a roll.  

A Wraith with less than 4 Dexterity moves in jerking, stiff motions and must roll to make complicated gestures as described under the Manifest rules, above.  Wraiths with Dexterity higher than 6 are very rare, but when they use the Embody Numen, they typically move with inhuman grace.  Walking on water, making impossibly long jumps as though skipping over cracks in the sidewalk, even reacting to nearby threats before humanly possible (+2 Defense vs Skinlands attacks) are all within the ability of such an incredibly graceful Wraith.  No matter how graceful an  Embodied Wratih's movements are, however, he cannot make sounds without the Ghost Speech Numen.

To use the Embody Numen, a Wraith must first succeed at a standard Manifestation roll as described above.  He must then expend a Willpower to begin using Embody.  Every round after the first for which the Wraith wishes to remain Embodied, he must spend an Essence point and he may do so for a number of rounds up to his Manifest (Arcanos) 

rating.  After this time he must immediately de-manifest.  If the Wraith still has enough Essence and Willpower, he may attempt to Manifest again immediately and even re-activate Embody, with all the costs involved therein.  If the Wraith choses to stop using Embody before the last round he must in fact de-manifest completely.  Like taking in a deep breath after staying underwater for as long as you can manage, the effort or release thereof is completely reflexive.

Inhabit: (Gremlins)

Taint: Charred skin.  For some unknown reason, the act of shellriding repeatedly leaves black marks, like char or thick motor oil on a practiced Gremlin's skin.  For many Gremlins these look like large black spots and strayations, however, the technophiles among them also manifest this taint in the shape of circuit patterns.

Shellride (automatic)

Shellride is the turnkey Numen of the Inhabit Arcanos.  Using it, the Wraith may enter any inanimate object which has a Size up to his own Size x Inhabit rating.  He may enter portions of larger objects, but can only influence the portion he currently inhabits.  The Wraith must make a Dexterity + Inhabit roll to slide inside the target.  This roll will automatically fail if there is another Gremlin already inside the object (or portion thereof) in question.  

While inside the Wraith is undetectable by any "ordinary" means, including Castigate and other Arcanoi.  Only another Wraith with Shellride can detect a Gremlin inside an inanimate object (see below.)  When Shellriding, a Wraith loses his normal perceptions.  Senses inherently replicated by the object still transfer (ie: "hearing" while Shellriding a microphone,) but others vanish altogether.  Curiously, the Gremlin does gain a intrinsic "sixth sense" which allows him to know the approximate location and shape of nearby people or things (within his Wits + Composure rating in yards.)

The Wraith can also take brief control of the object (or portion thereof) that he Shellrides.  He can cause the TV to change channels (although he cannot specify a particular channel), he can make a door or window slam open or shut (provided it isn't locked.)  To do this the Wraith makes a Dexterity + Inhabit roll and spends one Essence.  He can 

do one thing per round (and per roll) in this manner.

Alternatively, a Wraith may invoke his knowledge of the Shellride Numen to discern whether or not a particular object is already Inhabited by another Gremlin.  To do this he rolls Wits + Inhabit, contested (if necessary) by the target's Manipulation + Inhabit.  The 

Wraith may then attempt to force out the other Gremlin by rolling Strength + Inhabit contested by the other Gremlin's Stamina + Inhabit.  Ties go to the defender.  This use costs nothing but may well invoke the ire of a Gremlin who wished to remain hidden (or his Shadow.)

Any damage successfully caused to an object's structure will be transferred to the Wraith inside as bashing damage if the weapon is not blessed, or as aggravated if the weapon is blessed.  In order to do damage to a Wraith in this way, the weapon must be capable of damaging the object itself in the Skinlands.  If the object is destroyed with the Wraith inside, he takes one lethal damage in addition to any other damage dealt and is thrown back into the Shadowlands.

Lastly, note that a Blessed object cannot be Shellridden and any Gremlin foolish enough to try will suffer one aggravated wound for the attempt.

Surge

Although commonly associated with the use of electricity, Gremlins who study this Numen know that the surge for which it was named is the surge of Essence into the Skinlands.  By using this Numen, a Wraith can infuse an object he is currently Shellriding with his own Essence, causing a violent reaction.  The Wraith must first Shellride the object he wishes to use Surge on, he then rolls Strength + Inhabit, with a penalty of the object's Durability.  The number of successes rolled is the maximum number of Essence points the Wraith may diffuse into the object.  

Each point of Essence so spent causes one bashing point of damage to the object's structure.  Unlike the normal rules for damaging an object, the Wraith need not exceed the object's Durability first - that's what the penalty to the roll was for.  Also unlike 

normal, this damage dealt does not transfer back to the Wraith.  If the object is destroyed by a Surge, the Wraith returns to the outside world unfazed.

Damage dealt almost always comes out of the object in the most appropriate manner.  Electrical machines suffer power overloads (even if they weren't turned on.)  Clockwork machines speed up and overheat, causing gears to pop off.  Solid pieces, such as vases or window panes will simply crack and shatter as though struck by an appropriately 

strong force.

Exceptional Success:  In this case, an exceptional success is its own reward, allowing a Wraith to cause upward of five damage in a single round.  At the Storyteller's option, however, something additional may occur, such as a Surged vase falling off the mantle and striking a nearby antagonist.

Dramatic Failure:  The Wraith manages to flub up his use of the Arcanos, failing to protect himself and causing his Shadow great glee.  On this roll, 1's explode instead of 10's and the Wraith gains an amount of Spite equal to the number of 1's rolled.  He also suffers equal bashing damage, although the object itself remains unharmed.

Electron Highway

Using the Electron highway, a Wraith can transport himself across long distances by travelling along phone lines, cable TV or hydro lines.  Wireless communications are not sufficient; as part of the Inhabit Arcanos, the Electron Highway is dependent upon a physical line which can be Shellridden from point A to point B.  First the Gremlin 

must Shellride an object such as a phone or computer with a modem.  If need be, the Gremlin can even Claim the object to establish a connection on the other end.

The Gremlin spends one Essence to begin the transfer and rolls Wits + Composure to travel down the wire.  Bonuses or penalties may be applied by the Storyteller due to shoddy connections, poor or excellent equipment, even bad weather can apply a modifier if it is strong enough to affect communications.  If one of the Gremlin's Anchors is located directly at the destination there is a +2 bonus.

Exceptional Success:  The Gremlin arrives at his destination in record time, perhaps even instantaneously if the distance is short enough.  

Dramatic Failure:  The Gremlin takes a wrong turn and gets hopelessly lost in the network.  Perhaps he ends up trapped in a laptop that disconnects after he arrives, or falls out through a broken phone line in the middle of nowhere.  The Storyteller is left to conceive the details, but jumping back in and trying again is probably not an option, at least not right away.

Claim (prerequisite: Inhabit rating of 2 or more)

Use of this Numen allows a Wraith to completely dominate an inanimate object provided he is capable of Shellriding the object as a whole.  First the Wraith must successfully Shellride the desired object.  Then he rolls Strength + Resolve and expends three Essence to Claim the object. 

The Wraith may Claim an object for the Scene, unless forced out by damage or another Gremlin.  During this time he has complete control over the object and can move or manipulate the object in any way it is ordinarily capable of being manipulated.  He controls the object as though it were his own body.  He can sense the immediate surroundings as when Shellriding and these senses adapt themselves to assist in 

controlling the Claimed object (extended "sight" ahead of a car, a distorted sense of "touch" which responds to metals for a Claimed metal detector, and so on.)

At the end of the scene the Claim ends, however, the Gremlin remains Shellriding.  He may re-Claim the object in future scenes.

Automaton (prerequisite: Claim and Manifest)

The fearsome Numen known as Automaton allows a Gremlin to Manifest by creating a whirlwind of small objects and household items.  No single object can be larger than half the Gremlin's Size (rounded up) and all items together can total no greater than the size limit which the Gremlin is capable of Shellriding.  This is the only Numen in the providence of Inhabit which can allow a single Gremlin to Shellride more than one distinct object at a time.

The Gremlin must first make a standard Manifestation roll (p.210, WoD) except that he does not choose any form in which to Manfiest.  The Gremlin expends five Essence and states what objects he intends to animate using Automaton.  The Storyteller adds up their combined sizes, paying heed to the limitations given above.  The Gremlin then makes an 

extended Shellride roll, with the final Size being the number of successes he needs to accumulate.  Each roll represents three seconds, or one combat round.

The Gremlin may choose whether to have the objects swirl about in a tight whirlwind formation or come together in a quasi-humanoid shape.  Since this Numen is a specialized Manifestation, any other Arcanoi employed will behave as they would when the Gremlin is Manifested (ie: Magnetic Disruption, Wail, etc.)  The Automaton's form is not defined well enough to make any complicated gestures and such efforts fail automatically.  It can still point however, provided it has something to use as a finger.  

In order to make noises or speak words, the Gremlin must be sure to incorporate something theoretically capable of producing sounds.  This object does not, however, strictly need to be functional.  (ie:  The Gremlin might tear a phone off the wall and use 

the earpeice to project his voice even though the phone itself has been disconnected from the line.)  The Gremlin must discontinue use of Automaton in order to apply another form of manifestation.

The Gremlin may use his Automaton "body" to attack, using an appropriate attack pool, but he suffers a -1 penalty for every full time the Gremlin's own size can divide into the Automaton's.  (ie:  A normal Wraith is Size 5.  If he uses an Automaton of combined Size 13, he would suffer a -2 penalty to attack rolls since 5 divides into 13 twice fully, truncating the fraction.)  Launching smaller objects from the Automaton's mass at targets is considered a thrown weapon, but note that the Automaton does not lose control of the thrown peice.  It will return passively to the Automaton in the next round.

Anyone attempting to strike back at the Automaton must strike individual objects.  Damaging them works as normal.  The Gremlin suffers half of all damage dealt as bashing damage (or aggravated if the attacker's weapon is Blessed.)  Objects fall out of the Automaton's "body" as they are destroyed, reducing it's overall Size accordingly.

Intimation: (Solicitors)

Taint: Glowing red eyes.  A Solicitor's eyes are slowly tinted red with the metaphorical bloodlust of delving into people's hearts and souls and manipulating their deepest desires.  After enough uses the Solicitor's eyes are permanently and visibly red, and they glow brightly when using the Intimation Arcanos.

Note:  Intimation is not a subtle Arcanos.  The Solicitor's eyes glow brightly red while she is using Intimation and her intended victim can feel the social pressure like a vice upon his own soul.  Intimation is also highly reliant upon the victims' players accepting the consequences and role-playing accordingly.  If a Solicitor uses Quash to make a desired object less desirable, the victim's player should abide by this Numen and not simply come up with new excuses why he wants the object after all.  If the Storyteller finds his gaming group is unable to handle this sort of responsibility, he should ban the use of Intimation in the game at all.

Also, in order to use any Intimation Numina on an intended victim, they must be aware of the Solicitor's presence and able to hear her voice (or a reflection of it, ie: by using Clairvoyance, Ghost Speech or Possessing another person.)

Inquiry (automatic)

The Solicitor may use this Numen to discover what other individuals want.  The Solicitor must engage in conversation with the intended victim in order to use this Numen.  The conversation need not be direct, but the Solicitor must ask what she wants to know.  The 

Numen will (ideally) compel her victim to answer truthfully.

The Solicitor rolls either Presence + Intimidation or Manipulation + Subterfuge (depending on how she goes about soliciting the information.)  The intended victim rolls Wits + Composure in a contested roll to resist giving up the information requested.  Other 

Wraiths who have the Intimation Arcanos receive a +2 bonus to resist this ability.  If the Solicitor wins this roll, the victim must answer truthfully the question asked.

The Solicitor may ask one directed question per application of Inquiry, this question must pertain to the victim's desires, motives or intentions.  She may not ask for statistical information.  For example, if the Solicitor finds an intruder in her haunt, she may use Inquiry to discover what he is doing there, what he may be looking for or whether he intended to hurt her or anyone else while there.  (All three questions would require three applications of Inquiry.)  She cannot ask him if those shady figures down the hall are with him, or how much money he has in his bank account.  

The Storyteller is the final arbiter of whether or not a particular question can be asked using Inquiry, however, the Solicitor would know (in character) whether or not the 

question is valid before she attempts to use Intimation.

Gleaming

By presenting an item to her intended victim, the Solicitor can make it seem more valuable than it really is.  The victim can be convinced that a rock is in fact a valuable gemstone, or that a rust-pitted sword glimmers like Excalibur.  The Solicitor spends one 

Essence and rolls Manipulation + Intimation.  The victim can resist with Resolve + Composure.  If the roll ties of the victim wins, the Solicitor's words have no effect.  The victim can plainly see he is being lied to and will react appropriately.

If the Solicitor wins the roll, the victim believes everything he is being told with regards to this item and he feels compelled to own it.  The Solicitor can affect any or all people within earshot (who are capable of hearing her words and perceiving the object in question), large groups of people will resist the power with a single roll using the highest dice pool of any individual contained therein.  

Furthermore, if the victim repeats the fictional description of the desirable item to others, they will begin to believe it as well (assuming they fail a resistance roll, contested by the Solicitor's original roll).  All affected will desire to own the item, they will squabble and wrestle for possession of it, however, they will probably not engage in outright combat.

The Gleaming effect will continue for five minutes per success rolled on the Solicitor's Manipulation + Intimation.  This is the total number of successes, not the difference between this roll and the victim's resistance roll.

Exceptional Success:  The Solicitor weaves such a fascinating tale about this object that the duration of the Numen's effect is doubled.

Dramatic Failure:  The Solicitor somehow screws up in her description of the object.  She refers to its deep blue colour after already establishing it was green or otherwise contradicts herself in a manner which the victims notice.  Instead of wanting the object, 

victims are repulsed by it and may feel compelled to destroy it.  They may also feel compelled to take out this aggression on the one who obviously tried to fool them.  (Victims only need one success on their Resolve + Composure roll to resist a botched use of Gleaming.)

Quash

Using Quash, the Solicitor can invade the victim's mind and forcefully remove desires or motivations.  Anything from making the victim forget about that shiny quarter to removing a deep seated hatred of his father is within the perview of a master Solicitor using this Numen.

The Solicitor must first decide whether she wishes to remove a shallow want (such as a desire to own that fashionable new sweater) or supress a deeper psychological motive (such as a phobia of dogs that stretches back to the victim's childhood.)  In the former case, the Solicitor spends one Essence, in the latter case she spends two Essence and one Willpower and then she rolls Manipulation + Intimation.  The victim (or her Shadow, for a Wraith) can resist this Numen by rolling Resolve + Composure.

In the former case, if the Solicitor is successful she removes the desire from the victim for five minutes per success rolled.  The victim will forget his desire for the duration of the effect and will not realize Intimation has been used until the effect ends.  He will 

not forget the Solicitor's presence or actions, he will simply fail to put two and two together.  When the duration ends the victim will remember his original desire (although it may well be too late to act on by then) and he will realize that the Solicitor somehow convinced him to leave it alone.

In the latter case of a deep seated psychological subject, the trauma will be neutralized for five minutes per success rolled.  The victim will remain aware that he had this condition, but will not suffer the effects for the duration.  He will be aware that Intimation was used and by whom.  Quash cannot be used to supress a Wraith's Shadow.  The Shadow is not a psychological trauma, it is an independent identity with it's own desires and motivations.

Exceptional Success:  The desire or motive will be supressed for double the ordinary length of time.

Dramatic Failure:  The Solicitor fails to supress the desire in question, and in fact amplifies it by drawing the victim's attention to it.  If a emotional condition carried any penalties with it, they are doubled for the remainder of the scene.

Good Intentions (prerequisite:  Gleaming)

This Numen functions similarly to the Compulsion Numen described in the World of Darkness core.  The exception is that the Solicitor can control only one person at a time, however, she may also apply this Numen to other Wraiths.  In order to use this Numen the Solicitor must continually speak to the intended victim, describing the actions she 

wishes him to take and complementing his performance.

Cupitatis (prerequisite:  Intimation rating of 3)

This Numen allows the Solicitor to use other Intimation Numina without making it inherently obvious that this hated Arcanos is in use.  She no longer needs to speak directly to her victims to employ these Numina, however, the victim must still be consciously aware of the Solicitor's presence.  The taint of Intimation is still visible in the 

Solicitor's eyes, however, they no longer flash brightly when Intimation is in use.

Keening: (Banshees)

Taint:  Musical voice.  A Banshee soon develops a perfect pitch to her voice as she needs to do so much singing in the pursuit of her Arcanos.  After a time, even her speaking voice begins to carry a subliminal tune.  In a few rare cases, Banshees have been known to begin speaking in rhyme and take on other similar inflections.

Note:  Keening is not generally a subtle Arcanos.  Although new Wraiths may not know what they're experiencing, the use of Keening leaves a distinct impression on those who can hear it in use, even if they aren't directly affected by it.  Wraiths within earshot of a 

Banshee using Keening will know that a Numen is being used and by whom, although they may not know what the intended effects or targets are.  After a Wraith acquires Sotto Voce, he learns how to disguise his Keening Numina as ordinary music or even speech.

Also note that the Banshee does not need the Ghost Speech Numen in order to use Keening on listeners in the Skinlands, however, without being Manifested any Keening Numina will suffer a -3 penalty to rolls if there are any intended targets in the Skinlands.  This penalty can be modified at the Storyteller's discretion when appropriate.  Lyrics will not clearly penetrate to the Skinlands, only enough of the tune to leave its mark.

Fascinate (automatic)

By singing a sweet song, the Wraith may entrance nearby listeners and prevent them from taking actions.  The Wraith must spend one Essence and make a Presence + Expression roll to determine how well she sings.  A simple success is all that's needed to entrance nearby listeners and the Wraith may entrance up to her Keening rating 

different individuals.  Entranced targets cannot take actions, not even moving.  Listeners in the Skinlands will not be able to discern lyrics being sung by the Wraith, although they may well be left with the impression of an eerily sweet voice singing.  

The effects of Fascinate will be automatically broken if a particular target is threatened with injury (by the Banshee or anyone/anything else.)  In the case of threatening circumstances, only those threatened will break free.  Fascinate will also stop working if 

on a particular target if they are somehow rendered unable to hear the Banshee, such as most Skinland listeners would be if the Banshee demanifested mid-song.  Particularly resistant targets may roll Resolve + Subterfuge in a contested roll (versus the Banshee's initial Manipulation + Keening) to break free of their own accord.  This roll can only be made once.  Ghosts who do not have a Resolve Attribute cannot make this roll.

Short of targets breaking free, the Fascinate Numen will remain in effect for the duration of the scene or until the Banshee stops singing, whichever comes first.  The Banshee may take actions normally while singing (subject to ST's approval), however, she cannot subtract her Defense from incoming attacks (the act of ducking and weaving interferes with her ability to project a uniform tune), nor may she use other Numina or abilities which require the use of her voice.

Exceptional Success:  The Wraith may Fascinate up to twice the normal number of targets.  Alternatively the Numen may continue to function for a number of turns after the Banshee stops singing equal to her Manipulation.

Dramatic Failure:  The Banshee picks an offensive song or otherwise screws up her use of the Numen.  She immediately gains one Spite point and any otherwise indifferent listeners may feel inclined to assault the Banshee for her efforts.

Wail

With this Numen the Banshee learns to raise her voice to a fevered pitch, inflicting pain on all those who can hear her unearthly screech.  Before this Numen can be engaged, the Banshee must spend one full round preparing.  On the second round the Banshee unleashes her terrible scream.  During these two rounds the Banshee cannot apply her 

Defense to incoming attacks.  She rolls Strength + Keening, the number of successes rolled is the maximum amount of Essence the Banshee may expend on this Wail.  The Banshee also incurs one Spite for every two successes rolled.

Unlike other Keening Numina, the Banshee directs a Wail by turning to face the direction she wishes to strike.  Everyone standing out to a range of ten yards in a ninety degree arc centered on the Banshee's mouth who is capable of hearing the Wail suffers intense pain.  The Banshee collects an Attack pool equal to the amount of Essence spent and rolls it.  Each success represents a lethal wound inflicted upon those in the area of effect.  The Banshee cannot choose to leave some people alone and damage others; everyone in the area of effect is struck.  Armour worn by victims of a Wail will subtract it's rating from damage dealt, however, see Exceptional Success below.

All those capable of hearing the Banshee Wail, both inside and outside the area of effect, must also roll Stamina + Resolve to avoid fleeing the area in abject terror.  Only one success is needed to overcome this fear, however, damage sustained may convince even the hardiest souls to leave anyway.  Again, the Banshee cannot choose to exempt anyone from this effect, however, allies do gain a +1 bonus to the roll because they know the Wail is not intended for them.

If the Banshee is manifested when she uses Wail, any objects in the blast range are also struck and may be damaged if sufficient damage is dealt.  Objects struck take the full damage dealt by the Wail; the supernatural shockwaves damage all things equally.  The Storyteller may choose to arbitrarily break certain objects in the area of effect if 

calculating the damage would slow down the story.

Exceptional Success:   If the Banshee is able (and chooses) to spend five or more Essence, the Wail also gains an Armour Piercing ability, rated as (Essence spent) - 4.  Only if the armour worn is greater than this Armour piercing will it help against the Wail.  The armour itself may also sustain damage from such a potent scream.

Dramatic Failure:  The Banshee releases her High-pitched voice too early or too late.  She succeeds in damaging nothing but her own vocal chords.  She gains one Spite, receives one lethal wound and is incapable of using her Keening Numina until that wound is healed.  She is also doubled over in pain for the round in which she would have  unleashed the Wail and loses her action.

Ballad

By singing an appropriate tune, the Banshee can invoke any single emotion she can conceive in those around her.  If there are any Wraiths within earshot who have an Anchor with the stated emotion tied to it, they may make an Essence roll to recover Essence points as per the highest rated Anchor they have tied to that emotion.  The Shadows of any Wraiths within earshot may also make a Spite roll if they have a 

Stain with the appropriate emotion by the same means.  Both Psyche and Shadow may make one roll if they can, regardless of which is currently in command of the gauze.  

Note that Ballad can also be used to invoke negative emotions, thus intentionally feeding the darker side of all nearby wraiths.  If any Wraith has his chosen Anchor currently in the vicinity, he gains a +3 bonus to this Essence roll.  The Banshee herself may also feed off of this Numen.

The Banshee, for her part, rolls Manipulation + Expression to engage the Numen.  She may continue to sing for as long as a whole Scene and affect any Wraiths who later wander into earshot, however, each individual Wraith (Psyche and Shadow) receive only one such roll per use of Ballad.  Ballad may only be used once per Scene by any single 

Banshee.  The Banshee may not take any action other than to move her full speed while singing a Ballad and may not apply Defense to incoming attacks.

If a Wraith is filled to capacity with Essence (or Spite), any excess gathered will flow out of the Wraith in the form of warm, silvery tears (or cold, black blood leaking out of all orifices.)  This "material" form of Essence will quickly evaporate into the aether.  It 

cannot be stored or reclaimed by other Wraiths.

Exceptional Success:  Wraiths within earshot may make an Essence roll against all Anchors with the stated emotion (as can Shadows.)  All appropriate Anchors currently present will gain the +3 bonus on their rolls.

Dramatic Failure:  The Banshee has chosen poorly indeed the tune she sings.  Although the Numen draws obvious connections for Wraiths to their Anchors as normal, instead of filling them with the stated emotion, the song emphasizes the loss and anguish which compels the Wraith(s) nearby to cling to their Anchors in the first place.  Every 

affected Wraith must make the Essence roll above as normal, however, successes which would normally provide Essence instead grant Spite.  Shadows cannot feed from a botched Ballad, they can only laugh at their Psyches' misery.

Sotto Voce

Possession of this Numen allows the Banshee to hide her use of other Keening Numina by disguising the waves of Essence which roll off her tongue.  Although the fact that Keening is being used may still be inherently obvious in the consequences of its use, the Sotto Voce ability will still serve to disguise flubbed attempts and will allow the Banshee at least a chance of using the art subtly.  The Banshee can invoke Fascinate and Ballad normally without even needing to sing, so long as she speaks continually and audibly.  (At the ST's discretion this may reduce the radius of effect, however.)  Wail and Cry Havoc both require loud and deliberate noises to be made, although Sotto Voce will still mask the Numina, which can disguise the Banshee's identity under the correct circumstances.

Cry Havoc (prerequisite:  Wail, Keening rating of 4)

This Horrifying Numen functions similarly to Wail (above.)  The Banshee must spend two Willpower points during the first round (when she is gathering her stength and before any dice are rolled.)  Additionally there is a -2 penalty on the Fear roll for all those 

affected and any damage dealt is aggravated.  The Banshee gains one Spite for every success rolled as she channels her own rage into her scream.

Cry Havoc can only be used once per day (24 hours or between two periods of Slumber, whichever is longer.)  Use of this power in particular has been known to draw the attention of passing Spectres.

Mnemosynis: (Mnemoi, no Projectors)

Taint: Mnemoi never close their eyes, ever.  With greater usage there is an almost tangible fog that seems to hover around the Mnemos' head, although it is not thick enough to obscure vision.

Note:  All Mnemosynis powers require that the Mnemos make eye contact with the intended target (unless he is using the Numen on himself).

Mnemotechnics (automatic)

With this art, the Mnemos can reach into the target's mind and extract memories for his own benefit.  The Mnemos must first touch the target (though he need not be manifested) and then spend one Essence and rolls Manipulation + Mnemosynis.  By this technique, the Mnemos may recall any specific memory that occurred within the last year.  The 

Mnemos must know which memory he is searching for (usually by questioning the target before engaging the Numen) and the target must be able to recall the memory herself.  If the target's memories have been altered by supernatural powers (including other Numina in the Mnemosynis Arcanos), then hidden or fragmentary memories may not be 

accessible.

If the target wishes to resist this power, she does so with Wits + Resolve contested against the Mnemos's original roll.  Assuming Mnemotechnics is successful, both the target and the Mnemos relive the memory from the target's point of view in vivid detail.  Memories older than one year can be accessed, but require a further expenditure of one 

Willpower per five years, spent before the roll is made.  Older memories will be hazy and sometimes contain inaccuracies.  The Mnemos can make a Wits + Composure (or Wits + Mnemosynis in the "skill" based system) roll to notice when inaccuracies occur, but he cannot repair them.  At best he can guess at what really happened.

The Mnemos will recall the memory after using Mnemotechnics as though it were a movie or advertisement on TV.  He will recall details, but not as first hand experience.  As such, these memories are not considered "his" for the purposes of other Mnemosynis powers.

Casting the Scene

With this power, the Mnemos may replay memories either from his own mind or that of a specified target for all those within a 10 foot radius.  The memory will "expand," like a holographic recording that surrounds and fills the 10 foot radius and is centered upon the target.  Everything in the memory will be positioned relative to the target as he remembers it, which may not necessarily be where it really was (the target cannot deliberately misremember, however.)  If the memory is being played out of the Mnemos's own mind (ie: it is a first-hand memory that the Mnemos himself experienced, or one which he obtained through use of Soulkeeper), then he may pause, rewind and highlight 

different sections as the memory "plays back."  Otherwise the memory will run from start to finish in real time and then end.  People standing outside the 10 foot radius will not see or hear any of the memory, however, they will be immersed if they enter the radius while 

the Numen is running.

The Mnemos spends two Essence and rolls Intelligence + Mnemosynis.  He must also spend one Willpower for every five years past between the present day and the time the memory occurred.  The Mnemos must touch the intended target (unless it's himself.)  If the target is attempting to resist the use of this Numen, she rolls Resolve + Composure to contest.  If the Numen is successful, the memory begins immediately.  The target is mentally transported back to the time that the memory took place and repeats actions and dialogue as though she were there again.  She does not, however, receive damage for remembered events causing injury.  If the Mnemos is using this power on himself, he remains lucid during playback, although his actions and voice remain locked in the playback.  He can control the memory by mentally wishing it so.  The Mnemos can also move and speak if he first "pauses" the memory, but when playback begins anew the memory will snap to center its radius on the Mnemos again.

If combat breaks out during the playback, the target cannot take actions or apply Defense to incoming attacks.  Even if the memory itself involves combat, the target is not aware of, nor is she attempting to dodge, the real opponents and therefore her Defense does not apply.  The Mnemos cannot engage in combat, although he can apply Defense to incoming attacks while maintaining concentration on the Numen.  He can dispel the Numen at will if he so desires.

Soulkeeper

By employing this Numen, the Mnemos can literally reach into his target's mind and remove memories to keep for himself.  The target will still remember the events in question, but it will seem slightly "older" than before, as though more time had passed between the event and the present (this will not modify the true age of the memory.)  The 

Mnemos will remember the events described in the memory as though he had experienced it himself, indeed, some Mnemoi who abuse this Numen begin to have trouble remembering what memories are really theirs and which have been lifted from other people.

The Mnemos spends one Willpower (plus another one for every five years of "age" the memory has in the target's mind) and rolls Presence + Mnemosynis.  The target resists with Intelligence + Resolve if she so desires.  The Mnemos can lift half an hour's worth of "memory time" for every success rolled (not the difference between contested rolls.)  

However, half an hour is half an hour.  If the target remembers driving through traffic for an hour to get from one place to another, the Mnemos will need two successes to lift the whole journey, even if nothing particularly noteworthy happened to the target during the trip.  Having fallen unconscious is the only thing that can "compress" the time of a memory for the Mnemos.  In general, one complete memory should encompass a single scene, although the Storyteller may rule otherwise.

By using Soulkeeper on several different people who were all present for a particular event, the Mnemos can "reconstruct" an event by sampling and splicing together the various points of view.  The Mnemos can choose which of the original targets he "lives in" at any given time during such a reconstructed memory for the purposes of using 

Cast the Scene and the perspective on the playback of that Numen will jump around as appropriate.

Exceptional Success:  The target feels no disturbance from the application of Soulkeeper and may not even notice the Mnemos has stolen his memory.

Dramatic Failure:  The Mnemos fails to obtain the memory in question and gains one Spite for his trouble.  The Mnemos may not attempt to use Soulkeeper on that target for the remainder of the scene.

Tabula Rasa (prerequisite:  Soulkeeper)

Tabula Rasa is one of the dark secrets known to the Mnemoi and whispered about by others.  By means of this Numen the Mnemos can erase individual memories from a Wraith's mind, or cause a temporary amnesia.  The Mnemos can use this power on himself if he so desires.

To erase a memory, the Mnemos must touch the target and spend four Essence.  He then rolls Resolve + Mnemosynis, contested by the target's Intelligence + Resolve.  If successful, the Mnemos erases the specific named memory completely from the target's mind.  It does not, however, replace the missing time with new memories and so astute 

victims might notice the absence.  Once the memory is gone, however, it is gone forever.  Unless the memory has been saved by a Mnemos and later reinserted, it cannot be recovered.

Alternately, the Mnemos may spend one Willpower and roll Presence + Mnemosynis to cause the target to temporarily forget everything, including their own name.  The target resists with Composure + Resolve.  This power does not remove Skills or Mental merits (and as such does not remove the victim's knowledge of her native tongue), although she 

will forget that she knows these things.  The Numen lasts for one scene per success rolled.

Exceptional Success:  On the amnesiac ability, the effect lasts for the remainder of the game session.  On the erasure ability, the target forgets not only the targetted memory but also her memory of the Mnemos using Tabula Rasa on her in the first place.

Dramatic Failure:  In either case, the Numen fails completely.  The Mnemos gains two Spite as his Shadow capitalizes on the (usually vindictive) nature of this Numen.

Memorycrafting (prerequisite:  Soulkeeper)

With this final art, the Mnemos learns how to create memories from his own imagination and then implant them in a target's mind.  The Mnemos spends two Essence and one Willpower, then rolls Wits + Mnemosynis to implant a memory created on the fly.  This process takes as long in real time as the events depicted in the memory, however the 

target will not remember the Memorycrafting session itself, since his mind is preoccupied learning the new memory.  If the Mnemos is distracted or interrupted during the process the Memorycraft will fail.  The target will remember what portion of the memory had already been crafted, but the details will be distant, as though part of a television program the target watched rather than a first-hand experience.  If the Mnemos chooses, he may use Memorycrafting to simply transfer a real memory from his own mind into the target's, in which case he gains a +3 bonus on this roll.  The target resists with Wits + Resolve if she desires to do so.

The Mnemos can only safely insert a number of crafted memories equivalent to the target's Resolve in a single week.  Beyond this the mental stress of the new data begins to wear on the target's faculties.  She experiences throbbing migranes, often causing her to resist reflexively even if she is willing to undergo the procedure.  She also suffers Bashing damage equal to the number of memories over and above her Resolve which have been inserted in the past week.  (So a target with Resolve 2 suffers 1 bashing damage for the third memory inserted, 2 bashing damage for the fourth and so on.)

Exceptional Success:  The Memorycrafting session is completed in half the normal time.  The mysterious workings of the human mind somehow allowed the Mnemos to finish early.

Dramatic Failure:  The Mnemos screws up somehow.  Perhaps he makes a mistake or inserts an anachronistic detail which makes the target question the reality of the memory.  Alternatively, the Memorycrafting session is disrupted before it even begins, after 

Essence and Willpower are spent but before the Mnemos can begin describing events.

Moliate: (Artificers)

Taint:  Artificers practice the art of moulding the very flesh, such as it is, of Wraiths.  As such, over time their own corpus becomes soft and vulnerable to impression.  Artificers are quite often fascinated with the shape and texture of various people or objects and 

their corpus has a subconscious habit of mimicking that which interests them.  Practiced Artificers frequently have curious textures to their own skin, which others notice when they make contact.  Occasionally their skin changes colour too, although this is uncommon.  Small features will sometimes reshape themselves to imitate other people whom the Artificer spends time with, although the changes are never drastic enough to make him unrecognizable.

Glow (automatic)

By use of this power, the Wraith may cause things equal to or smaller than his own Size (or portions of larger things) to glow with a soft, ambient light of the colour of his own choosing.  The Artificer may cause as many individual things to Glow as his Moliate rating.  This glow lasts for the scene or until the Wraith who caused it either dispels it or uses Glow on something else in excess of his limit.  This glow is also visible to mortals when the affected Wraith Manifests, no matter what form (visible or not) the Wraith chooses.

To activate Glow, the Wraith need only touch the intended target.  If the target is unwilling to be touched, a standard touch attack must be made. (WoD p.157)

Sculpt

By means of this power the Artificer may alter the shape and texture of anything in the Shadowlands by "physically" moulding it like clay.  The Artificer must spend Essence equal to the Size of the subject being Sculpted and then roll Dexterity + Moliate.  For the 

purposes of this Numen, an arm, leg or head alone is considered Size 2 and a hand or foot is Size 1.  At least one Essence must be spent.  Relics which are Sculpted to resemble something else no longer function as normal.  Modifiers may be applied to this roll based on the situation.  If a Wraith wishes to use Sculpt in combat against an unwilling opponent, he must first grapple the intended victim.  Thereafter, Sculpt is considered a grapple action the Wraith may take each turn.  He must succeed at a number of such attempts equal to the Size of the subject being Sculpted.  Even Sculpting a willing subject 

in combat time requires a number of rounds equal to the Size of the subject being Sculpted, although only one roll is made - this is not an extended roll.

Only crude, non-mechanical melee weapons can be created with Sculpt and those always suffer the -1 penalty for being improvised weapons (they must be fashioned out of the subject's arms or legs, after all.)  The Artificer cannot create complicated machinery with 

this Numen, only basic shapes and textures.

Sculpt can also be used to create disguises, in which case the required roll is Dexterity + Wits and the number of successes scored should be recorded as it will be contested by onlookers' Wits + Composure (or Wits + Moliate under the "Skill" based system.)  Sculpted alterations last until the next time the subject Slumbers or until the 

end of the game session.

Congeal

With this Numen the Artificer acquires the mental discipline and control over his own gauze required to form tools and equipment out of his own Essence.  He must spend Essence equivalent to the Size of the object he wishes to create and then roll Manipulation + Resolve to bring the object into existence.  Stressful or confusing circumstances can apply penalties to this roll, just as peaceful, relaxing circumstances can apply bonuses.  If the roll fails, the item begins to Congeal and then disperses again.  Essence spent is still spent.

Congealed items continue to exist for the duration of the scene or until voluntarily dispelled and function like an ordinary item of that type (except for damage, see below.)  Congealed items cannot be handed off - they must remain in the Artificer's hand or they will evaporate into nothingness.  Congealed items which are dropped accidentally must be recovered in the next combat round (or three seconds) or they will similarly evaporate.  Because of this, ranged projectiles will exist long enough to deal damage before evaporating.

Congealed items cannot be damaged directly, nor can they be Sculpted into other forms.  (Sculpt functions on Corpora, whereas Congealed equipment is technically solidified Essence.)  Congealed weapons always deal bashing damage, no matter what type of damage a real version would deal.

Guns, bows or other weapons requiring projectiles come into existence with one shot and can be "reloaded" by spending Essence into them in future rounds.  Additionally, weapons capable of Autofire can apply that ability if the Artificer spends one Willpower in the round he is firing.

Exceptional Success:  The item congeals normally but costs one less Essence than normal.  Alternately, guns can Congeal with a full clip of ammunition, bows with a full quiver, etc.

Dramatic Failure:  Something goes horribly awry.  The object instead Congeals out of the Artificer's Corpora, inflicting lethal damage equal to the amount of Essence spent (which is still spent).  The pain also destroys the Artificer's concentration and the object 

dissolves after one round.

Rend (prerequisite: Sculpt)

With this ability, the Artificer learns how to tear deep into his subject's gauze.  He can cause grievous injury and even remove smaller body parts.  The Artificer spends one Essence to activate this Numen, which causes his fingers to grow into elongated, sharp claws.  Thereafter the Wraith makes a standard attack roll.  The attack must be made with the Artificer's own Corpus, however, it may employ Sculpted or Chiseled weaponry (not Congealed weaponry.)  He may spend additional Essence and gain a +1 bonus to this roll for every Essence spent.  Damage caused by this attack is aggravated.  The Numen only 

lasts one combat round.  In order to make a second Rend attack, the Artificer must re-employ the Numen on future rounds.

Exceptional Success:  The Artificer not only inflicts terrible injury on his victim, but he succeeds in ripping off a small portion of the victim's gauze.  Be it a hand or foot, the face or just a random lump of gauze.  He may keep this and Sculpt it onto himself or others, or he may toss it away.  Faces so acquired provide a +3 bonus on attempts to disguise oneself as this person.

Dramatic Failure:  The Artificer stumbles horribly, leaving himself wide open to counterattack and garnering two Spite as his Shadow take the opportunity to mock his failure.  The Artificer cannot apply Defense to incoming attacks until he acts next.

Chisel (prerequisite: Sculpt)

This power works exactly like Sculpt except that the Artificer spends twice as long (in terms of combat rounds, if applicable) and must expend one Willpower in addition to any Essence.  Changes made to the gauze of a Wraith or relic are now permanent until repaired by another use of Chisel.  Using Sculpt on a previously Chiseled subject 

will alter its shape for the standard duration of Sculpt.

Outrage:  (Poltergeists)

Taint:  Misshapen, knotted muscles.  Outrage builds large, knotted muscles after frequent use, as the Wraith becomes psychologically accustomed to the feeling of strength, even if they have no actual physical prowess.

Magnetic Disruption (automatic)

This Numen functions exactly as described in the World of Darkness corebook.  The Wraith may spend one Essence to force this Numen to activate for his Outrage rating in combat rounds even without Manifesting.

Ghost Sign

This Numen functions exactly as described in the World of Darkness corebook.

Juggernaut

With this ability, the Poltergeist can spend Essence to temporarily increase any Physical Attribute (or truncated Attribute if the Ghost does not have Physical, Mental and Social Attributes.)  No roll is made.  Each point of Essence spent gives the Poltergeist an 

extra dot of Strength, Dexterity or Stamina for a number of rounds equal to their Outrage rating and the Poltergeist may spend up to his Outrage rating in Essence on this Numen.  Spending Essence in this manner is an instant action and does not prevent the Poltergeist from taking other actions.

For the sake of simplicity, only one instance of this Numen can be active at once.  ie:  A Poltergeist with Outrage 3 can spend up to three Essence and the temporary boost will last for three rounds.  If the Poltergeist chooses to spend two Essence to increase his Strength in the first round of combat and then later chooses to spend another Essence in the second round to boost his Stamina by one, this counts as one use of Juggernaut.  All three temporary dots will vanish at the end of the third round of combat.  Juggernaut may then be activated again in the fourth round to boost the same or different Attributes.

Stonehand Punch (prerequisite: Ghost Sign)

The Poltergeist gathers her will together and lashes out with a blow than can even cross into the Skinlands.  The Poltergeist spends two Essence and rolls Strength + Outrage in what is considered an unarmed attack.  Victims unable to perceive the Wraith cannot apply their Defense to this attack.  Damage dealt is lethal and this attack carries with it the Knockdown ability.

Anything either in the Skinlands or the Shadowlands can be struck provided it is within the Poltergeist's Outrage rating in yards from the Poltergeist.  The Poltergeist does not need to be Manifested to strike objects in the Skinlands.  Technically, the Poltergeist doesn't have to be able to reach the target, or even physically go through the motion of throwing a punch, although young and inexperienced Poltergeists often do so anyway.  Stonehand Punch is a power thrown by the force of the Poltergeist's will.

Stonehand Punch can also be used as a contested roll versus somebody's Strength + Wits to rip something out of their hands or to tear things off of the walls (in the latter case, the Poltergeist's roll is penalized by the Durability of the larger surrounding object.)  This application only causes superficial damage, no health or structure points are dealt.

Exceptional Success:  An exceptional success on Stonehand Punch generally speaks for itself.

Dramatic Failure:  Not only does the Punch fail to go off as planned, but the unreleased frustration of failing at such an aggressive action grants the user two Spite.

Helter Skelter

With this Numen, the Poltergeist gains the ability to lift objects in the Skinlands and crudely manipulate them.  The Poltergeist must use his hands to control objects, although he does not actually need to be able to reach them.  For example, a Poltergeist could lift a 

vase across the room by holding out one hand and raising it upward.  The Poltergeist can affect up to two objects (or groups of objects - as a rule of thumb a Poltergeist can lift four minor objects about the size of a screwdriver as one group), since he must use his two hands to employ this Numen.  Objects so affected must be within 10 x Outrage 

rating yards of the Poltergeist.

To employ this Numen, the Poltergeist must spend Essence equal to the Size of the object he wishes to lift (one group of small objects is about Size 1) every round he wishes to retain his hold on that object.  He can throw objects so held in the same round he picks them up and he can also use them in melee if they are close enough.  Remember to 

calculate range from the location the object begins, not that of the Poltergeist using Helter Skelter.  The dice pool for this attack is either Dexterity + Skill (as appropriate) or Outrage + Skill, whichever is smaller, and it furthermore suffers a -2 penalty if the object being used to attack with is not physically colocated with the Poltergeist's hands.  (ie: the Poltergeist must "pretend" to hold the weapon, even if not manifested, in order to nullify this penalty.)

If the Poltergeist wishes to exert finer manipulation than simple lifting, throwing and stabbing, such as pushing buttons, pulling triggers or flicking switches, he must actually be close enough to touch the item directly (although he need not be Manifested.)  He must also spend a Willpower point to make such a minute adjustment.  Helter Skelter cannot be used to wrest control of an object from somebody else, the Poltergeist's control is more in the realm of Finesse than Power.

Pandemonium:  (Spooks, no Projectors)

Taint:  Weirdness.  Aside from their tendency to appear dressed in unusual fashions and speak with odd or fluctuating voices or accents, Spooks who make good use of their special Arcanos begin to affect not only themselves but others around them with strange flashes of light or noises on the verge of being inaudible.  Brief illusory images are not unheard of.  These side effects are completely uncontrollable by the Spook but do not occur with enough frequency or persist long enough to cause serious problems for anyone.  They might make other Wraiths feel uncomfortable around the Spook, but they are rarely sufficient to distract anyone from the task at hand.  Besides, 90 per cent of the Weirdness effects apply against the Spook herself.  Only if another being spends a lengthy period of time near the Spook will they begin to be affected as well.

Note:  Like Keening, this Arcanos can be used against victims in the Skinlands, but it suffers a similar -3 penalty if the Spook is not currently manifested and at least one intended victim exists in the Skinlands.  The Spook need not be manifested in a visible form, simply manifested at all will alleviate this penalty.  The penalty may be increased or decreased at the Storyteller's discretion if the scene is appropriate.

Befuddlement (automatic)

With this basic Numen, the Spook learns how to confuse and misdirect her victims.  By causing odd noises, brief flashes in the corner of the eye or simple twinges of inexplicable fear the Spook learns how to distract her target at key moments, causing them to slip up or make the wrong choice.

The Spook expends one Essence and rolls Manipulation + Pandemonium.  If successful, the declared victim(s) suffer a -1 penalty on their next action (within the next three seconds or one round of combat.)  The Spook may affect up to her Pandemonium rating individual targets at a time.  Victims can (usually) opt to lose their action for the next round to regain their bearings and so avoid this penalty, however, not acting at all can sometimes be worse than acting under duress.

Exceptional Success:  The Spook's distractions manage to hit exactly the right note.  The penalty is increased from -1 to -2 against all declared targets for their next action.

Dramatic Failure:  The Spook overdoes it, adds a little too much flare to her performance.  Any intended targets who are capable of seeing the Spook are not only unaffected, but are made aware of the Spook's present location due to the misfiring "distractions."  Those 

unable to perceive the Spook are at least made brilliantly aware that some supernatural force is at work here and should respond in the worst possible way for the Spook.

Phantasm

The Numen works exactly as described in the World of Darkness corebook.

Terrify (prerequisite: Manifest)

The Numen works exactly as described in the World of Darkness corebook with the exception that it can also affect non-mortals and it can affect anyone capable of perceiving the Spook if used while not manifested.  Other Wraiths get a +2 bonus on their resistance roll due to their own immersion in the Shadowlands; Spectres and Ferrymen 

receive a +4 because they have seen far worse things than any Spook might imagine on the far side of the Barrier.

Foul Humour (prerequisites: Phantasm)

With this Numen, the Spook can create persistent and horrifying imagery to disgust and repel unwanted persons.  Unlike Phantasm, the creations of this Numen are not illusions, at least not in the standard sense.  They cannot be disbelieved.  They interact with the surrounding environment and anyone in it for as long as the Spook can maintain this 

power.  When the Numen is deactivated, the Humour created vanishes without trace.

The Spook can cause the walls to bleed, unusual or unearthly fogs to gather anywhere nearby, swarms of insects to fly in and so on.  The Spook must sacrifice her Defense to incoming attacks and cannot take any action other than concentrating on maintaining the Humour.  To create a Humour, the Spook spends two Essence and rolls Presence + Wits.  Once active, the Humour remains present for a number of rounds equal to the Spook's Pandemonium rating, or until the Spook voluntarily dispels it.

Each currently active Humour in the vicinity will provide a -2 penalty to victims trying to resist Terrify, Phantasm or the fear effects of Wail and Cry Havoc (see Keening, above).  Each active Humour also adds a further -1 penalty to Befuddled targets.  Because the Spook has a certain measure of control over her Humours, this penalty can be selectively applied or declined to different targets by causing the Humour to leave certain people alone.  Note that a Spook using Foul Humour cannot use other Numina herself, although her compatriots can certainly exploit her efforts.  Thus the Spook may prevent this penalty from being applied to allies when her Banshee compatriot uses Wail, for example.

Humours cannot cause actual damage to victims, although they may so distort the victims' sense of reality that they believe they are being injured.  This has no mechanical effect.  Foul Humour always appears in the Skinlands, regardless of whether the Spook is manifested or not.  As such this Numen always suffers the standard -3 penalty when 

the Spook is not manifested.

Tempus Fugit (prerequisite:  Foul Humour)

The Spook's expertise with illusions and psychological misdirection is so advanced that she can appear to distort time itself.  Hiding her true actions within a shroud of bluffs or misdirecting her opponents by making them see half-truths on the battlefield.

The Spook spends 4 Essence and then rolls Wits + Pandemonium.  The number of successes rolled is recorded somewhere and the Spook has up to her Pandemonium rating in combat rounds to "expend" these successes, either as bonuses or penalties to the rolls of those people involved in this scene.  Penalty dice applied by the Spook must be declared before the roll is made, bonus dice may be declared after the initial pool is rolled, but only so long as it is not a chance roll.  Bonus dice can be added to a pool that would otherwise be a chance roll before the roll is made (and so potentially prevent it from becoming a chance roll), but cannot be added to a chance roll after the die has hit the table.

These successes can also be spent to boost the Defense, Speed or Initiative of the Spook alone until the end of the current turn.  After that turn these calculated values return to normal unless the Spook opts to spend additional successes.  Successes which are not "spent" in this manner by the end of the last round are lost.  Tempus Fugit can only be used once per scene.

Exceptional Success:  The Spook so bewilders nearby opponents that she can actually act seemingly with blinding speed.  On her initiative, the Spook may "expend" 5 successes from her Tempus Fugit roll to gain an extra action in that round of combat.  She may do this repeatedly if she has accumulated greater multiples of 5 successes.

Dramatic Failure:  The Spook somehow inverts her intended effects.  The Spook is frozen in place, unable to act or apply Defense until the end of the next turn (missing the next turn as a result.)  The Spook is also incapable of using Pandemonium for the remainder of 

the Scene.

Puppetry: (Puppeteers)

Taint:  As a Pupeteer grows more indulgent in this Arcanos, he begins to develop thin, silvery threads that trail from his fingertips or sometimes other areas on his body.  These threads are almost invisible and lash out at beings in the Skinlands of their own accord, 

brushing along cheeks and wiggling as they pull themselves taught.  These threads become longer and more substantial as the Puppeteer engages in his art more frequently.  They do not interfere with feats of manual dexterity and in fact will phase through even other objects in the Shadowlands if need be.  These threads will burrow into the intended target of a Puppetry Numen.  A Puppeteer cannot use these threads to touch targets of Numina outside the Puppetry Arcanos, they will not constrain anyone, nor will striking these threads cause damage to the Puppeteer.

Note:  Puppetry is designed only to affect targets in the Skinlands.  Use of these Numina does not incur the same -3 penalty as Keening and Pandimonium, which are less focused on the living.

Sudden Movement (automatic)

By spending one Essence and rolling Dexterity + Puppetry, the Puppeteer can cause a declared target in Skinlands to perform some minor action, provided they are not actively paying attention to the body part(s) required.  The Puppeteer might, for example, cause a kid on the bus to suddenly stick out his leg and trip someone, or make a woman's arm lash out and knock over a vase.  If the intended victim notices the body part moving of its own volition (pure Wits roll), this Numen will automatically fail.  This is not a contested action, one success is all the victim needs.

The Puppeteer may also "skinride" a living person or animal by rolling Manipulation + Puppetry to slide inside the target's body.  The Puppeteer has absolutely no control over the body, but can use other Puppetry Numina while inside with a +1 bonus.  The trade off is that the Puppeteer can affect only the host while doing so.  The Wraith will suffer bashing damage for every wound incurred by the host, regardless of what type it is, unless the weapon used has been Blessed, in which case the Wraith receives Aggravated wounds.  If the host dies or is knocked unconscious, the Puppeteer is forced out into the Shadowlands.  In the former case, there may be a newly formed Wraith (or possibly Spectre) waiting for some answers on the other side.

The attempt to skinride will fail if there is another Wraith inside the desired target, however, the Pupeteer will know someone is inside if he scored at least one success.

Animal Control

This Numen functions as given in the World of Darkness core.

Clairvoyance

This Numen functions as given in the World of Darkness core.

Compulsion (prerequisite: Animal Control)

This Numen functions as given in the World of Darkness core.

Possession (prerequisite: Compulsion)

This Numen functions as given in the World of Darkness core.

