
 

Lore of Leverage 

Rejection of the Impossible 

Cost: 1 Limit Requires: Presence 2, Destiny 2

Duration: Instant Type: Reflexive 

Keywords: Combo, Social 

Prerequisite Feats: None 

When Arcanists really stop to consider their power, it 

becomes obvious that no one else’s perspective or opinion 

actually matters. Sadly, the world has gone mad and 

insistently dares otherwise. The nagging contradiction 

weighs on the hero’s mind, gradually twisting her sanity 

inside out until it can once more recall the irrelevance of 

others. Whenever a character with this Feat would spend 

one or more Willpower points to resist any form of mental 

influence, she may reflexively gain one point of Limit 

instead. The Limit may be attached to whichever Virtue the 

hero likes, but she may not deliberately place herself into 

Limit Break. (Solipsistic Rejection of Impossibilities, Infernals 

p.112) 

Firstborn Primacy 

Cost: 4 HR Requires: Presence 3, Destiny 3

Duration: Instant Type: Supplemental 

Keywords: Combo, Influence, Obvious, Social

Prerequisite Feats: Rejection of the Impossible

The law of the Firstborn binds the will of inferiors to their 

natural masters. Whenever a character with this Feat 
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makes a social attack against a 

Destiny rating, the attack negates MDV and 

unnatural mental influence. Attacks enhanced this way cost 

the usual number of Willpower points to resist. 

may still attempt to parry with SDV but suffers a penalty 

equal to the difference in Destiny ratings. 

Primacy of Essence, Infernals p.119)

Treachery Reversed

Cost: 4 HR, 1 WP Requires: Presence 4, Destiny 3

Duration: Instant Type:  Reflexive

Keywords: Combo, Counter,

Prerequisite Feats: Firstborn Primacy
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Victims may only resist reflected lies when confronted with 

some external evidence of the deception. Those trapped 

within their own mind or bound by an inescapable or 

perfect lie may apply deeper introspection to the same 

result. Once a victim of this Charm has spent a cumulative 

total of 6 Willpower over three separate scenes or the fixed 

duration of the attacker’s original lie passes (whichever 

comes first),  he permanently slips free of that influence. 

(Dissonant Lies Made True, Infernals p.146) 

Elder Propriety 

Cost: 2 HR, 1 WP Requires: Presence 4, Destiny 3 

Duration: Scene Type: Reflexive (-1 DV) 

Keywords: Combo, Influence, Social 

Prerequisite Feats: Firstborn Primacy 

It is not the place of inferiors to pry into the lives of the 

great and powerful. This Feat exerts unnatural mental 

influence against all characters (including animals) within 

(Destiny x 50m) whose MDV is less than the character’s roll 

on (Charisma + [Presence or Subterfuge or Seneschal]), 

compelling them to pay no attention to the hero or his 

affairs unless the character’s actions directly interact with 

or involve the weaker  being. Affected beings still notice the 

arcanist with their senses and remember everything they 

observe about him, though they steadfastly refuse to think 

about or discuss this obviously powerful, important and 

likely dangerous figure. 

This Feat adds 1 per 2 HR committed to the difficulty of 

extracting information about the character’s actions, or of 

inappropriate behavior being reported. 

By the laws of the Firstborn, the Feat cannot compel 

characters of greater Destiny, even if their MDV is 

sufficiently low. (Anonymity of Propriety, Infernals p.119) 

Chains of Blood 

Cost: 10 HR, 1 WP Requires: Presence 5, Destiny 4 

Duration: Instant Type: Reflexive 

Keywords: Combo, Influence, Obvious, Social 

Prerequisite Feats: Emotional Inducement, Elder 

Propriety 

The arcanist honors his inferiors most when he accepts 

their adoration personally and feasts upon their awe. 

Heroes may activate this Feat whenever they directly 

observe anyone else make a declaration of loyalty or love 

toward them. If multiple characters synchronize their 

pledge (such as in a recited pledge of allegiance), the 

character can acknowledge a group of up to (Destiny x 10) 

individuals per activation. The character pledging loyalty 

need not do so happily, but must do so willingly. Insincere 

promises still provide a chance to use this Feat, incidentally 

converting deep-cover spies and moles to loyal followers as 

they repeat the binding lies of their oaths. The laws of the 

Firstborn mean that characters with a Destiny greater than 

the caster are unaffected by Chains of Blood. 

This Feat places a weeping, bloody brand on the target that 

marks them as the character’s property. The brand may be 

of any design and location the caster wishes, but must 

always be approximately the size of the caster’s palm. This 

must be the same for all targets per activation. The act of 

burning the mark in place also gives its bearer an intimacy 

of terrified awe toward the character. 

Should a branded character attack or directly oppose the 

caster, the brand explodes in a bloody rupture causing 3 

levels of unsoakable Lethal damage. This removes the 

brand and the attached intimacy. Branded individuals are 

aware of the consequences of disobeying their master. 

(Fealty-acknowledging Audience, Infernals p.116) 

Emotional Inducement 

Cost: 4 HR Requires: (Presence or Subterfuge or 

Performance) 3, Destiny 2 

Duration: Instant Type: Supplemental 

Keywords: Combo, Influence, Social 

Prerequisite Feats: None 

The mortal races are a slave to their emotions. This Feat 

supplements a (Presence or Subterfuge or Performance)-

based roll to rouse emotion in others. It exerts unnatural 

mental influence on every valid target of this roll. If their 

MDV is less than the extra successes on the roll, this Feat 

inspires the desired emotion intensely for a scene. Resisting 

the influence costs 1 Willpower. (Heart Compelling Method, 

p.202) 

Hysteria 

Cost: 6 HR, 1 WP Requires: (Presence or Subterfuge or 

Performance) 5, Destiny 4 

Duration: Instant Type: Supplemental 

Keywords: Combo, Influence, Obvious, Social 

Prerequisite Feats: Emotional Inducement 

It is only proper that the Firstborn laugh as the folly of 

lesser beings as they scurry about in fear of their own 

mortality. This Feat enhances a (Presence or Subterfuge or 

Performance)-based roll to incite fear and panic. It exerts 

unnatural mental influence to create an intimacy against a 

person, organization, or idea. Targets with an MDV of less 

than the caster’s roll will do anything and everything to 

remove themselves from the immediate area of the subject 

matter. If questioned, they will only be able to relay that 

something terrible is about to happen and it is due to the 

subject of the caster’s performance. It requires 1 Willpower 

to ignore this intimacy for a scene. The effects will fade if 

the victim spends 3 Willpower, the subject of the 



performance is dismantled or removed, or after the caster’s 

(Destiny x 1 day). 

Freedom Lets Go 

Cost: 4 HR, 1 Arcane Requires: Empathy 3, Destiny 2 

Duration: Instant Type: Reflexive 

Keywords: Combo 

Prerequisite Feats: None 

Emotional bonds are the invisible chains of slavery, and can 

be broken by blood. This Feat immediately terminates an 

arcanist’s emotional attachment to an intimacy, removing 

it. If the focus of attachment is present, the character must 

physically turn her back on that object or individual and cut 

herself as part of activating this Feat. Intimacies beyond the 

character’s senses may be terminated the same way, save 

that the character silently mouths the name of the subject 

and cuts the memories out of her flesh. By emptying her 

heart of individual ties, the hero gives herself room to 

develop her empathy more abstractly, removing one Limit 

the first time she uses this Feat each scene. (Freedom Lets 

Go, Infernals p.145) 

Beautiful Tragedy 

Cost: 4 HR Requires: Empathy 4, Destiny 3 

Duration: Instant Type: Simple 

Keywords: Combo, Influence 

Prerequisite Feats: Freedom Lets Go 

Sometimes, the Firstborn fall in love. Their hate is safer. 

The arcanist gains an intimacy of sincere love toward 

another individual, be it amorous or purely platonic. So 

long as the intimacy lasts, the character adds successes 

instead of dice when channeling a Virtue to aid the subject 

of the intimacy. Additionally, any stunt that teaches, hurts 

or expresses affection toward that subject adds one to its 

rating. If the hero gains Willpower from succeeding with 

such a stunt, she may forgo that award to remove 1 Limit 

instead. 

Finally, the caster subtracts her Empathy rating from the 

MDV of the subject whenever socially attacking her. 

Beautiful Tragedy can’t create any new intimacies once the 

hero maintains this type of enchanted love toward 

(Destiny) individuals. (Tragic Love Amusement, Infernals 

p.145) 

Succor from the Fallen 

Cost: 1 HR Requires: Empathy 3, Destiny 2 

Duration: Instant Type: Simple 

Keywords: Combo, Obvious, Touch 

Prerequisite Feats: None 

Blood may heal or hurt. Sometimes it does both. This Feat 

allows the caster to transfer Bashing damage between him 

and another target. The hero may transfer 2 levels of 

Bashing damage per 1 HR spent, up to his Empathy. The 

transfer is instant and any Wound Penalties take effect 

immediately. Only existing levels of damage may be 

transferred i.e. if the hero has taken 3 levels of bashing 

damage, then they may only transfer a maximum of 3 levels 

to the subject, at a cost of 2 HR. They cannot transfer 4 

levels thereby causing extra damage to the target. 

The recipient of the damage must be consenting or 

Incapacitated. Sleeping or magically restrained individuals 

are invalid targets for this Feat and Incapacitated victims 

reduce the transferred amount by their Stamina. This Feat 

may be used when Incapacitated. 

Strength of Elder Blood 

Cost: 1 HR Requires: Empathy 5, Destiny 4 

Duration: Instant Type: Simple 

Keywords: Combo, Obvious, Touch 

Prerequisite Feats: Succor from the Fallen 

The primal essence of blood allows the Firstborn to achieve 

a new immortality. This Feat functions identically to Succor 

from the Fallen except that the caster may transfer Lethal 

levels of damage at a rate of 1 per 1 HR. 

Lore of Quickening 

By Pain Reforged 

Cost: 4 HR Requires: Endurance 2, Destiny 2 

Duration: Scene Type: Reflexive 

Keywords: Combo 

Prerequisite Feats: Any Endurance Mastery 

Pain puts life in perspective, pushing aside all other 

distractions. Use of this Feat allows an arcanist to ignore all 

negative effects associated with Bashing or Arcane damage 

she has suffered. Such injuries do not cause wound 

penalties or slow her down in any way. If reduced to 

Incapacitated by bashing wounds, she does not fall 

unconscious, but remains fully aware as further bashing 

trauma converts to lethal. Aggravated and lethal injuries 

penalize characters protected by this Feat normally. When 

this Feat ends, all suspended penalties resume 

immediately. (By Pain Reforged, Infernals p.108) 

 

 

 

 



Blighted Rebirth 

Cost: 2 HR, 1 WP Requires: Endurance 3, Destiny 3 

Duration: Instant Type: Simple  

Keywords: Combo, Obvious, Sickness 

Prerequisite Feats: By Pain Reforged 

Compared to the vast suffering of the Affliction, mortal 

diseases are nothing to the Firstborn. Upon activating this 

Feat, the character becomes infected with a deadly disease 

that resists all treatment, magical or otherwise. The 

character automatically fails all checks to mitigate or end 

the malady’s effects. The disease inflicts 1 level of 

unsoakable Lethal damage per hour. However, once the 

disease fully runs its course and “kills” the hero, his fever 

breaks, and his disfigured flesh sloughs off to reveal pristine 

healthy tissue underneath. Not only does the character 

make a full and immediate recovery from all Sickness, 

Crippling and Poison effects, he also becomes immune to 

all Sickness effects for one season. 

The breaking of a character’s fever does not heal any actual 

injuries or aid the character apart from reversing the 

effects of his illness and granting lasting immunity. (Blight 

Internalization Transcendence, Infernals p.109) 

 

 

 

Saga of Scars 

Cost: 3 HR Requires: Endurance 4, Destiny 4 

Duration: Instant Type: Simple (60 long ticks) 

Keywords: Combo, Obvious 

Prerequisite Feats: Blighted Rebirth 

All of the greatest stories are born from suffering and 

blood. This Feat allows the hero to heal from even the most 

grievous of wounds, given time. The character must 

meditate for an hour without performing any Feats or 

Stunts. At the end of the hour, the character may convert 

Aggravated damage he has suffered to Lethal at a rate of 1 

per 3 HR spent, up to his Destiny. 

By Agony Empowered 

Cost: -- Requires: Endurance 5, Destiny 5 

Duration: Permanent Type: Passive 

Keywords: Obvious 

Prerequisite Feats: Saga of Scars 

This Feat permanently improves By Pain Reforged, allowing 

that Feat to ignore deleterious effects from lethal damage. 

In addition, if lethal damage would reduce the arcanist 

below Incapacitated while he is using By Pain Reforged, the 

damage does not continue into his Dying levels, instead 

upgrading existing lethal wounds into aggravated damage. 

Once the hero has aggravated wounds in all health levels, 

further damage can mortally wound or kill him normally. 

When purchased, By Agony Empowered does not mitigate 

penalties imposed by aggravated damage. Heroes with 

Essence 6+ may ignore even these penalties, fighting to the 
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last breath without any sign of slowing or acknowledging 

their wounds. (By Agony Empowered, Infernals p.112) 

Sanguine Hauberk 

Cost: 2 Arcane Requires: Endurance 3, Destiny 2 

Duration: Scene Type: Reflexive 

Keywords: Combo, Obvious 

Prerequisite Feats: Any Endurance Mastery 

The arcanist excretes a bloody mist that quickly coalesces 

into a suit of blood-drenched chain-mail armor. This Feat 

provides armor soak equal to the Character’s (Destiny +1). 

The character is instantly armored and the suit has no 

Mobility Penalty or Fatigue. Sanguine Hauberk is not 

compatible with regular body armor. 

Murderous Harvest 

Cost: 1 Arcane Requires: Endurance 3, Destiny 3 

Duration: Instant Type: Reflexive 

Keywords: Combo, Obvious 

Prerequisite Feats: Sanguine Hauberk 

The Wilder does not kill because they enjoy the suffering of 

others, but because it is in their nature. This Feat may be 

activated after the character has taken a single action that 

results in the death of a thinking creature. It restores Heroic 

Reserves to the character equal to (Conviction + Destiny). 

This Feat may be activated for each death, but the cost 

must only be paid for the first activation in a single tick. 

Deflection of Primal Might 

Cost: 2 HR Requires: Endurance 4, Destiny 4 

Duration: Instant Type: Reflexive 

Keywords: Combo, Obvious 

Prerequisite Feats: Murderous Harvest 

Drawing upon the power of their own blood, the Wilder is 

able to resist the inferior magic of lesser beings. This Feat 

may be activated when the character is the target of a 

magical attack that causes damage. It allows the hero to 

use their Parry DV against the attack. The hero must be 

aware of the attack but this Feat allows the use of Parry DV 

against damaging magical attacks that would normally be 

unblockable. Melee, Unarmed, Archery or Thrown attacks 

that have been enhanced by Pillar or Arcane Feats are also 

valid targets for this Feat. 

 

 

 

Quickening 

Cost: 1 Arcane Requires: Destiny 2 

Duration: Scene Type: Reflexive 

Keywords: Combo, Obvious 

Prerequisite Feats: None 

Physical limits mean nothing to the arcanist when their 

blood sings with primal power. While this Feat is active the 

character may add their Destiny to their Dexterity when 

calculating rates for Move or Dash actions. 

Unleashed 

Cost: 1 Bashing Requires: Athletics 3, Destiny 3 

Duration: Instant Type: Reflexive 

Keywords: Combo, Obvious 

Prerequisite Feats: Quickening 

Accepting the limits of a mortal form is anathema to the 

arcanist. They know that anything is possible when one is 

willing to break from the bonds of flesh. The character may 

increase a single physical Attribute by 1 per 1 Bashing 

damage spent on this Feat, up to their Destiny. The 

increase fades at the end of the tick or at the end of a 

dramatic action and normal limits for adding dice to a pool 

still apply. 

Celerity 

Cost: 1 Arcane Requires: Athletics 4, Destiny 4 

Duration: Scene Type: Reflexive 

Keywords: Combo, Obvious 

Prerequisite Feats: Unleashed 

Assured of their superiority, the Wilder moves with 

impossible speed. While this Feat is active all of the 

character’s Actions have their Speed reduced by their 

Conviction, to a minimum of 3. While this Feat is a powerful 

symbol of Firstborn supremacy, it is also damaging to 

fragile mortal forms. When the Feat ends, the character 

suffers unsoakable Aggravated damage equal to their 

(Destiny -1). 

Empower the Bloody Host 

Cost: 3 HR Requires: (Ability) 3, Destiny 3 

Duration: Scene Type: Simple 

Keywords: Combo, Obvious 

Prerequisite Feats: Any Ability Mastery 

Through mastery of their own fate, the Firstborn and their 

adherents allow their followers a taste of the unspeakable 

power the Wilder wields. This Feat may affect up to the 

caster’s Destiny in targets. The character nominates an 

Ability Mastery they possess and commits 3 HR per target. 

For the rest of the scene, the subjects of this Feat are 

treated as having the nominated Mastery Feat themselves, 



although they must possess at least one dot in the related 

Ability to spend HR and benefit from it. All targets must be 

within (Channel x 1m) when the Feat is activated, 

commonly forming a circle around the caster. 

Distill the Sanguine Humor 

Cost: 6 HR, 1 WP Requires: Destiny 4 

Duration: Scene Type: Supplemental 

Keywords: Combo, Obvious 

Prerequisite Feats: Empower the Bloody Host 

It is unthinkable that a lesser creature possess that which 

the Firstborn does not. This Feat supplements a physical 

attack that is capable of causing Lethal or Aggravated 

damage. If the attack inflicts at least one level of damage 

after all other considerations, the hero may choose one of 

the target’s Attributes, Abilities, or Ability Mastery Feats. In 

the case of an Ability or Attribute, the caster raises their 

own Trait to match the target’s rating. In the case of an 

Ability Mastery, the character may act as if they possessed 

that Feat. Beings without natural blood are not valid targets 

for this Feat. 

On initial purchase of this Feat, the hero may only possess 

one stolen Trait at a time. At Destiny 5, this increases to 

two. Destiny 6+ characters may possess up to three stolen 

Traits per scene. 

 


