Powers





What are powers?  They are abilities your characters have.  Most powers require the use of a Power point to work, sometimes more than one.  Power points are given out at the game, but there may be more available to you during the course of the game.





Below are all the powers that are in this game:








�
Charm (2 Power)


This gives you the power to give a person a reasonable suggestion (even if it is not true) that they must then believe is absolutely real and true.  You must first beat your victim with a Social Challenge - if they lose the challenge, then they have to believe one suggestion.  This power only lasts for 1 hour.  The target may ask for an appeal if the suggestion is gross (like, don’t make people eat dirt - a definite no-no.)





Example:  “There’s a monster coming after you!”  “It’s time to rest.”  “You don’t feel like fighting anymore.”





Command (3 Power)


This power lets you give somebody a direct command and have it immediately obeyed.  You must beat them in a Mental Challenge first.  Anyone who has promised to obey you must automatically obey when you use this power - they don’t get a challenge first.  The effects of this power last for 1 hour.





Filch (2 Power)


This allows you to steal, borrow, etc., one item from a person without even touching them!  Of course, you have to know exactly where the item is on their person (remember the No Touching rule!)  If you don’t know exactly, then you can’t have the item.  This power requires a Mental challenge to win.  There’s no rule against someone Filching the item right back from you.  Note: all items must be returned to their proper owners at the end of the game!





Flicker (3 Power)


Using the Flicker power means you suddenly move very, very fast.  That means everybody else has to stop, freeze in place, and count to 30.  You get to leave, stay, do whatever you want except for engage somebody in a Challenge.  This power doesn’t require a challenge.





Heal (1 Power / level, or 3 Power - see below)


Heal is the power involved with fixing people.  A good healer knows how to fix body, mind, and soul - healing the Body costs 1 Power per level of healing (Check out your Wound Levels on your character sheet and ask if you don’t understand what they are).  There is no Challenge associated with healing the body.  Healing the mind or the soul - that’s harder.  That costs 3 Power and requires a Mental Challenge be successful - even if the target of the power is willing (of course the target can always Relent).


�Hide (Free!)


Hiding is very easy.  All you have to do is cross your arms in front of yourself and you’re invisible.  Of course, people with Seek can try to find you if you are moving, or if they saw you Hide, or if you make a noise while you are Hiding.  See the Seek power below for more information.  It lasts as long as you can hold your arms across yourself.





Morph (2 Power)


This lets you change how you look - it is not a Mighty Morphin’ Power Ranger thing.  You have to hold your chin while the power is on, and tell everybody you see who is in the game what you look like.  Alternatively, you can wear a mask instead.  You can choose to look any way you want, but you can’t pretend to be something much bigger or much smaller than you are.  For example, you could pretend to be 1 foot taller, but you could not pretend to be an elephant.  This power lasts until you get tired of holding your chin like that.  People with Seek and Detect Lies can sense your Power if you act strangely - basically they can see what you really look like if they beat you in a Mental Challenge.





Pray (1 Power)


Everybody can pray, but you get a special Power involved with it.  When you Pray you can do one of the following three things:


Either:


1. Give your Power card that you used to Pray to someone else.





- or -





2. Ask for advice or help from the Storyteller.





- or -





3. Regain 1 Willpower





Also, if you Pray when someone else uses either Charm, Command, Scare on you, you get one additional chance to resist those powers if you fail your original challenge.  





�
Scare (2 Power)


This power has no other purpose but to make people want to avoid you very strongly.  You scare them!  It’s a spooky power.  It only works on people you have defeated in a Social Challenge.  When you successfully Scare somebody, three things happens:





1.	They want to walk away from you as soon as possible.





2.	They don’t want to be in the same room as you again if possible - and if they have to be in the same room, they’ll stay as far away from you as possible.





3.	They have to spend a Willpower point in order to actively attack or otherwise engage you in conversation.





Please understand that this only works on one person at a time.  The power lasts only for 1 hour, after that the person comes back to their senses, but are still a little frightened of  you.





See Aura (1 Power)


This power allows you to better understand another person by looking at their magical aura.  By winning a Mental Challenge you can ask them three questions about themselves and their past - that they have to answer truthfully.  You can’t use this Power on the same person more than once, because once you learn about them you cease to become objective and have trouble seeing the Truth.


�Seek (Free! Or 1 Power)


This power enables you to find people who are Hiding if they are moving, making noise, or you saw them Hide.  You must first defeat them in a Mental challenge, however: If you fail you cannot try to Seek them again for an  hour.  At the Storyteller’s discretion this Power may be used to find things that are hidden.  This costs 1 Power and must involve the assistance of the Storyteller.


Detect Lies (1 Power)


This Power tells you whether or not somebody is lying by not saying what they know.  If they are lying because somebody else told them something that was not true, and they believed it, this is not detected.  You must defeat the person in a Mental Challenge first - then you find out whether they are lying.





Ward (2 Power)


This focus of this Power becomes safe from harm from people trying to hurt them.  In order to hurt or attack the person under the Ward, someone must first win a Social Challenge against them.  Only then may they go to a Physical Challenge.  This power lasts for an hour before it must 
