
 

Path of Fire 

Fiery Imbue 

Cost: 1 HR Requires: Channel 2, Destiny 2

Duration: Until next action Type: Reflexive

Keywords: Combo, Creation, Obvious 

Prerequisite Feats: Any Channel Mastery

The character’s weapon bursts into flame, causing painful 

burns to anyone struck. The character spends up to their 

Destiny in HR, each point adding +1 to the weapon’s base 

damage. This Feat can be used with missile or thrown 

weapons, as well as Unarmed attacks. If the shaman’s 

Destiny is 4+ they may apply this effect to the weapon of 

another by paying 1 HR extra. The extra damage from this 

Feat is not aggravated to creatures of Chaos.

Call the Flame 

Cost: 2 HR Requires: Channel 3, Destiny 

Duration: Instant Type: Simple 

Keywords: Combo, Creation, Obvious 

Prerequisite Feats: Fiery Imbue 

The hero fills her hand with a ball of blazing fire and hurls it 

at her opponent. Resolve the attack with (Dexterity + 

Channel). Base damage is equal to the character’s 

(Charisma + 3). Range is equal to (Channel x 10m). 

gains additional benefits as the character's Destiny 

increases. Each choice is a permanent upgrade to the Feat 

although the character may learn the Feat multiple

select different options. 

 

 

Skin of Embers 

Consuming Aura Flickering Step

ANY CHANNEL 

MASTERY

Purity of the Flame Fiery Imbue

: Channel 2, Destiny 2 

: Reflexive 

: Any Channel Mastery 

The character’s weapon bursts into flame, causing painful 

The character spends up to their 

Destiny in HR, each point adding +1 to the weapon’s base 

damage. This Feat can be used with missile or thrown 

weapons, as well as Unarmed attacks. If the shaman’s 

Destiny is 4+ they may apply this effect to the weapon of 

The extra damage from this 

Feat is not aggravated to creatures of Chaos. 

: Channel 3, Destiny 2 

The hero fills her hand with a ball of blazing fire and hurls it 

at her opponent. Resolve the attack with (Dexterity + 

Channel). Base damage is equal to the character’s 

. Range is equal to (Channel x 10m). This Feat 

as the character's Destiny 

increases. Each choice is a permanent upgrade to the Feat 

multiple times to 

 

• At Destiny 3 the character may choose +1 Rate or 

+ 1 Damage. 

• At Destiny 4 the character may choose 

(4) or +2 Accuracy. 

• At Destiny 5 the character m

+1 Damage. 

• At Destiny 6 the character may choose +2 

Accuracy or to give the attack the Piercing 

attribute. 

• At Destiny 7 the character m

+1 Damage. 

• At Destiny 8 the character may choose +2 Def

or +2 Accuracy. 

• At Destiny 9 the character may choose +1 Rate, +1 

Damage or +1 Defence.

• At Destiny 10 the character may choose +1 Rate, 

+1 Accuracy, +1 Damage or +1 Defence.

Inferno 

Cost: 2 HR Requires: Channel 4, Destiny 3

Duration: Instant Type: Supplemental

Keywords: Combo, Creation, Obvious

Prerequisite Feats: Call the Flame

The shaman focuses his power into Call the Flame, causing 

each bolt to become hot enough to melt st

enhances Call the Flame. The character may count all extra 

successes on that Feat’s attack roll twice for the purposes 

of determining damage. 

 

 

Ignite 

Flickering Step Animus of the 

Phoenix 

ANY CHANNEL 

MASTERY 

Fiery Imbue Call the Flame 

At Destiny 3 the character may choose +1 Rate or 

At Destiny 4 the character may choose -1 Speed 

 

At Destiny 5 the character may choose +1 Rate or 

At Destiny 6 the character may choose +2 

Accuracy or to give the attack the Piercing 

At Destiny 7 the character may choose +1 Rate or 

At Destiny 8 the character may choose +2 Defence 

At Destiny 9 the character may choose +1 Rate, +1 

Damage or +1 Defence. 

At Destiny 10 the character may choose +1 Rate, 

+1 Accuracy, +1 Damage or +1 Defence. 

: Channel 4, Destiny 3 

Supplemental 

: Combo, Creation, Obvious 

: Call the Flame 

The shaman focuses his power into Call the Flame, causing 

each bolt to become hot enough to melt steel. This Feat 

enhances Call the Flame. The character may count all extra 

successes on that Feat’s attack roll twice for the purposes 

Inferno 

Searing the Hand 

Of Smoke and Flame 



Skin of Embers 

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

Duration: Scene Type: Reflexive 

Keywords: Combo, Creation, Obvious, Touch 

Prerequisite Feats: Any Channel Mastery 

The character’s skin takes on the appearance of blackened, 

smoldering wood, and wisps of smoke rise from her 

fingertips and hair. While Skin of Embers is active the hero 

gains a L/B Hardness against fire based attacks equal to her 

Destiny +1. In a dramatic scene, this Feat grants the 

character her Destiny in automatic successes on any 

Endurance roll against heat or fire. If the character’s 

Destiny is 4+ they may pay 1 HR more to cast this Feat on a 

willing target. The subject must be close enough to touch. 

Purity of the Flame 

Cost: 1 WP Requires: Channel 4, Destiny 3 

Duration: varies Type: Simple (Speed 6, -2 DV) 

Keywords: Creation, Obvious, Touch 

Prerequisite Feats: Skin of Embers 

By making contact with a source of fire – at least the size of 

a torch-light – the character is able to seek balance and 

clarity from the spirits of fire and flame. The character may 

spend 1 WP to regain (Destiny + the sum of Virtues) in 

Heroic Reserves. The character may spend as many points 

of temporary Willpower as they wish but each point over 

their Destiny in a given day also inflicts a level of 

Aggravated Lethal damage as the spirits sear her soul.  

Purity of the Flame does not confer any special protection 

against fire. 

Consuming Aura 

Cost: 3 HR Requires: Channel 3, Destiny 3 

Duration: Until next action Type: Reflexive 

Keywords: Combo, Creation, Obvious 

Prerequisite Feats: Skin of Embers 

Fire spirits create a shimmering shield of heat around the 

shaman. The shield causes wooden missiles, such as 

arrows, to burst into flame and reduce to ash before they 

strike the character. The Feat renders the hero immune to 

a number unenhanced Archery attacks equal to her Destiny 

per tick. Thrown attacks using wooden missiles have their 

base damage reduced by 2, to a minimum of 1. Archery or 

Thrown attacks that are enhanced by an appropriate Feat 

are not affected by Consuming Aura. 

 

 

Ignite 

Cost: 2 HR Requires: Channel 2, Destiny 2 

Duration: Instant Type: Simple 

Keywords: Combo, Creation, Obvious, Touch 

Prerequisite Feats: Any Channel Mastery 

Ignite is often the first feat any budding fire shaman learns. 

A simple fire spirit is summoned into a nearby combustible 

source, setting it on fire. The Feat targets an inanimate 

object of a combustible material, which bursts into flame. 

The initial flame is the size of the character’s fist and is 

considered to be natural flame. Ignite cannot target an 

object held or carried by another. 

Searing the Hand 

Cost: 3 HR Requires: Channel 3, Destiny 2 

Duration: Instant Type: Simple 

Keywords: Combo, Creation, Obvious 

Prerequisite Feats: Ignite 

The caster summons a minor fire elemental into an 

enemy’s weapon. The caster rolls (Charisma + Channel) 

resisted by (Strength + Endurance). Success means that the 

opponent either drops the weapon or suffers unsoakable 

bashing damage equal to the caster’s Destiny as it becomes 

red hot in their grasp. 

Flickering Step 

Cost: 4 HR Requires: Channel 3, Destiny 3 

Duration: Scene Type: Reflexive 

Keywords: Combo, Creation, Obvious 

Prerequisite Feats: Any Channel Mastery 

Fire never stands still. It is restless, relentless and swift. 

Spirits of flame coalesce around the character’s limbs, 

speeding his actions with their flickering essence. The cost 

of this feat is committed and for the duration all of the 

hero’s actions have their Speed reduced by 1. 

Animus of the Phoenix 

Cost: 5 HR Requires: Channel 4, Destiny 3 

Duration: Until next action Type: Simple 

Keywords: Combo, Creation, Influence, Obvious  

Prerequisite Feats: Flickering Step 

A shimmering aura of fire flares around the character’s 

head and shoulders. The aura often takes on the shape of 

an animal or sigil that is important to the character. The 

character rolls (Charisma + Presence) against the Courage 

of anyone nearby. Those who are affected are cowed by 

this fearsome display and cannot attack the character 

without spending Willpower, and even then will suffer -1 to 

actions and -1 to DV. 



This Feat counts as mundane influence and the character 

can affect a number of individuals equal to his Destiny, or a 

mob of up to (Destiny x 10) members. 

Of Smoke and Flame 

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

Duration: 30 ticks Type: Simple (Speed 4, -2 DV) 

Keywords: Combo, Creation, Obvious 

Prerequisite Feats: Animus of the Phoenix 

The character is able to summon fire spirits to provide 

support to his allies. Smoke and flame swirl around them, 

confounding their enemies but without hindering them. 

The shaman must pay 1 HR per person they wish to aid and 

2 HR per point of DV they wish to add. The maximum 

number of targets and the bonus DV are equal to the hero’s 

Destiny. All targets must be within (Channel x 2m) initially 

but my move as they wish after that. The caster may not 

include himself in the effects of the Feat. A hero of Destiny 

5+ may use Of Smoke and Flame to benefit a mob of up to 

(Destiny x 10) members, paying 1 HR per 10 members, and 

2 HR per point of DV. 

Path of Water 

Frost Fall 

Cost: 3 HR Requires: Channel 3, Destiny 2 

Duration: Until next action Type: Simple 

Keywords: Combo, Creation, Obvious  

Prerequisite Feats: Any Channel Mastery 

The hero projects a swirling stream of icy water spirits at 

the target, covering them in crackling frost and ice. Make a 

(Charisma + Channel) roll against the target’s Didge DV.. 

Success causes the victim to gain a Mobility penalty equal 

to the caster’s Destiny until the caster’s next action. 

Frozen Heart 

Cost: 5 HR Requires: Channel 3, Destiny 3 

Duration: Instant Type: Simple 

Keywords: Combo, Creation, Obvious  

Prerequisite Feats: Frost Fall 

A shaman may invoke the essence of ice, causing an 

opponent’s limbs to become laden with frost and their 

body chilled. The hero rolls (Charisma + Channel) opposed 

by the target’s ([Strength or Stamina] + Endurance). Success 

immediately renders the victim Inactive and inflicts Bashing 

damage equal to the hero’s (Destiny x 2). This damage can 

only be soaked with natural Soak. The hapless foe may 

expend a point of Willpower to act, but are still considered 

to have a +2 Mobility penalty. 

 

Blizzard 

Cost: 1 HR Requires: Channel 4, Destiny 4 

Duration: Instant Type: Simple (Speed 6, -2 DV) 

Keywords: Combo, Creation, Obvious 

Prerequisite Feats: Frozen Heart 

With this Feat, the shaman may blast her foes with a cone 

of blinding sleet and hail. The cone extends from the 

shaman’s outstretched palm (Destiny x 2m), covering 

(Destiny x 1m) at the widest point. The caster rolls 

(Dexterity + Channel) against the Dodge DV of anyone in 

the area of effect. Blizzard inflicts base bashing damage of 

(Charisma + 6) against all targets that it hits. 

 

 

 

Riptide 

Frozen Heart Breath Never Ending Embrace of the Deep 

Blizzard Fill the Vessel Washing Away the 

Taint 

Sensing the Currents 

ANY CHANNEL 

MASTERY 

Frost Fall Inexorable Tide Crash of Waves 



Breath Never Ending 

Cost: 3 HR Requires: Channel 3, Destiny 2 

Duration: varies Type: Reflexive 

Keywords: Combo, Creation, Obvious 

Prerequisite Feats: Any Channel Mastery 

The witch doctors of the cannibal tribes that dwell in the 

Ghost River delta are famed for their ability to stay 

submerged for long periods, even to the point of fasting for 

days while under the surface of the brackish waters. This 

Feat allows the hero to breathe water as if it were air. It 

lasts for one dramatic or narrative action or, in combat, one 

action per Destiny of the character. If the hero has a 

Destiny of 4+ they may pay 1 HR more to confer this benefit 

to someone else. They must be able to touch the subject. 

Embrace of the Deep 

Cost: 1 WP Requires: Channel 4, Destiny 3 

Duration: varies Type: Simple (Speed 6, -2 DV) 

Keywords: Combo, Creation, Obvious, Touch 

Prerequisite Feats: Breath Never Ending 

By making contact with a source of water – at least as much 

as a full bucket – the character is able to seek balance and 

clarity from the spirits of water. The character may spend 1 

WP to regain (Destiny + the sum of Virtues) in Heroic 

Reserves. The character may spend as many points of 

temporary Willpower as they wish but each point over their 

Destiny in a given day also inflicts a level of Aggravated 

Lethal damage as the spirits sear her soul.  Embrace of the 

Deep does not confer any special protection against 

immersion or cold. 

Inexorable Tide 

Cost: 1 HR Requires: Channel 2, Destiny 2 

Duration: Instant Type: Reflexive 

Keywords: Combo, Creation, Touch 

Prerequisite Feats: Any Channel Mastery 

The tides never tire. The tides are unflagging and 

unstoppable. By channeling his companion spirits, a water 

shaman is able to take on these qualities himself. For each 

1 HR spent, the hero may gain 1 point in Stamina. The hero 

may not gain more than his Destiny, and the normal limits 

for adding dice to a pool still apply. The effect expires at the 

end of the tick, or at the end of a dramatic action. Extended 

dramatic actions may require the hero to reapply this Feat, 

at the Storyteller’s discretion. If the hero possesses a 

Destiny of 4+, they may pay an extra 2 HR to cast this effect 

on another, although this makes the Feat obvious and 

requires the shaman to touch the subject. 

Crash of Waves 

Cost: 1 HR Requires: Channel 3, Destiny 3 

Duration: Instant Type: Reflexive 

Keywords: Combo, Creation, Touch 

Prerequisite Feats: Inexorable Tide 

There is no force in Creation as powerful and destructive as 

the sea. Endless waves pound mountains into sand while a 

tsunami can reduce even the grandest of cities to rubble. 

When a shaman calls upon the spirits of water and ocean, 

he may fill his body with this indomitable strength. Crash of 

Waves adds 1 Strength per 1 HR spent, up to the hero’s 

Destiny. Limits and duration are exactly as Inexorable Tide, 

as is the ability to cast this Feat on another. 

 

Riptide 

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

Duration: 30 ticks Type: Simple (Speed 4, -2 DV) 

Keywords: Combo, Creation, Obvious 

Prerequisite Feats: Crash of WavesWith a supreme 

effort the shaman projects the power and majesty of the 

ocean to nearby companions. The shaman must commit 3 

HR for each subject they wish to include in the effect, with 

a maximum number of subjects equal to his Destiny. Each 

subject becomes immune to knockdown and knockback, in 

addition to gaining +1 Strength and +1 Stamina. All targets 

must be within (Channel x 2m) initially but may move as 

they wish after that. The caster may not include himself in 

the effects of the Feat. A hero of Destiny 5+ may use 

Riptide to benefit a mob of up to (Destiny x 10) members, 

paying 3 HR per 10 members. 

 

Fill the Vessel 

Cost: 2 HR Requires: Channel 2, Destiny 2 

Duration: Instant Type: Simple 

Keywords: Combo, Creation, Obvious, Touch 

Prerequisite Feats: Any Channel Mastery 

This Feat allows the shaman to summon a globe of water, 

seemingly out of thin air, into her hand. The globe can be 

composed of fresh or sea water, and large enough to fill a 

common bucket or cook-pot. The summoned water is 

natural in all respects, except that it will hold its shape for 

as long as the shaman concentrates on it and maintains 

physical contact, or until it comes into contact with another 

living creature. 

 



Washing Away the Taint 

Cost: 5 HR Requires: Channel 3, Destiny 3 

Duration: Scene Type: Simple 

Keywords: Combo, Creation  

Prerequisite Feats: Fill the Vessel 

Water, in proper measure and purity, may wash away any 

taint, poison or disease. The caster may summon water 

spirits to cleanse his body, instantly removing any ongoing 

effects of poison or disease. Particularly potent strains may 

require a roll of (Stamina + Healing) against the ailment to 

fully remove them. In addition, the caster becomes immune 

to natural disease and toxins for the remainder of the 

scene. Certain Feats – such as those from the spheres of 

Subtlety and Chaos – will still have their initial effect against 

the hero but are removed at the start of the shaman’s next 

action. 

Sensing the Currents 

Cost: 5 HR, 1 WP Requires: Channel 4, Destiny 5 

Duration: Scene Type: Dramatic Action (3 long ticks, -

3 DV) 

Keywords: Combo, Creation 

Prerequisite Feats: Washing Away the Taint 

Ocean and river currents carry a wealth of information to 

those who know how to listen. By making contact with a 

body of water – a lake, river or sea – the shaman is able to 

sense a great deal. Water spirits will convey exact 

knowledge of the composition and physical layout of the 

body of water and the shaman may make roll on 

(Perception + Alertness) to garner information about 

anything moving on or under it. The range of this Feat is 

half the hero’s Destiny in kilometers. On a lake or ocean, 

the sense extends in all directions until it reaches a 

shoreline. On a river or stream the sense extends upstream 

and downstream by an equal amount. 

Use of this Feat is extremely tiring and may be used only 

once per day. Note that the point where a river meets the 

sea is a natural barrier to Sensing the Currents. 

Path of Earth 

Loyalty of Stone 

Cost: 2 HR Requires: Channel 2, Destiny 2 

Duration: Scene Type: Simple (Speed 6) 

Keywords: Combo, Creation, Obvious 

Prerequisite Feats: Any Channel Mastery 

An earth spirit is malleable and easy to shape into a desired 

form, if only for a short time. Loyalty of Stone allows a 

shaman to form a simple weapon of stone from thin air. 

This weapon is generally either a spear or mace and is, in all 

respects save appearance, the same as a normal weapon of 

this type. The spirit will retain the weapon’s shape even if 

put down, disarmed or dropped, but will dissipate if picked 

up by anyone other than the character.  

Characters of Destiny 3+ can have two Loyal Stone weapons 

at the same time, and heroes with a Destiny of 4 and higher 

may use this Feat to form a target shield by paying 1 HR 

more. Weapons created using this Feat do not inflict 

aggravated damage upon creatures of Chaos. 

Eruption 

Cost: 2 HR Requires: Channel 3, Destiny 3 

Duration: Instant Type: Simple 

Keywords: Combo, Creation, Obvious 

Prerequisite Feats: Loyalty of Stone 

With a sharp upwards motion of his hand, the hero causes 

spirits of earth to explode out of the ground beneath a 

target’s feet. Resolve the attack with (Strength + Channel), 

but the target may not benefit from cover or shields. The 

hero must still have a line of sight to the target. Base 

Thunder Hammer 

Bulwark Shell of Granite Strength of Stone 

Working the Stone Weight of the World Avalanche Pillars of the Earth 

ANY CHANNEL 

MASTERY 

Rampart Loyalty of Stone Eruption 



damage is equal to Intelligence + 4. Range is equal to 

(Channel x 10m). Eruption may be enhanced using the 

same benefits as Call the Flame, beginning at Destiny 4. 

Thunder Hammer 

Cost: 6 HR Requires: Channel 4, Destiny 4 

Duration: Instant Type: Simple (Speed 6, -2 DV) 

Keywords: Combo, Creation, Obvious 

Prerequisite Feats: Eruption 

The spirits of earth are slow to anger, but when provoked 

their wrath can wreak terrible vengeance on all who walk 

the surface. By smashing his weapon or fist into the ground, 

the shaman is able to rile the spirits and cause a powerful, 

localized earthquake. The target point can be up to 

(Channel x 10m) away and the area of effect is (Destiny x 

1m). The shaman rolls (Strength + Channel) against the 

Dodge DV of anyone in the area of effect. Any who are hit 

are immediately knocked to the ground. Even those who 

pass are at -1 DV as they try to keep their balance, unless 

they pass a (Dexterity + [Athletics or Dodge]) roll against 

the caster’s Destiny. 

Creatures of Chaos who are knocked down by this Feat also 

suffer Arcane damage equal to the shaman’s (Destiny x 2). 

Shell of Granite 

Cost: 5 HR, 1 WP Requires: Channel 3, Destiny 2 

Duration: Scene Type: Reflexive 

Keywords: Combo, Creation, Obvious 

Prerequisite Feats: Any Channel Mastery 

With this Feat, a shaman is able to imbue her skin with the 

appearance and hardness of granite. When activated, Shell 

of Granite adds L/B natural soak equal to the character’s 

(Destiny +1). This Feat may not be used while wearing 

armor. 

Strength of Stone 

Cost: 1 WP Requires: Channel 4, Destiny 3 

Duration: varies Type: Simple (Speed 6, -2 DV) 

Keywords: Combo, Creation, Obvious, Touch 

Prerequisite Feats: Shell of Granite 

By making contact with a source of natural, un-worked 

stone or earth – at least as much as a full bucket – the 

character is able to seek balance and clarity from the spirits 

of earth. The character may spend 1 WP to regain (Destiny 

+ the sum of Virtues) in Heroic Reserves. The character may 

spend as many points of temporary Willpower as they wish 

but each point over their Destiny in a given day also inflicts 

a level of Aggravated Lethal damage as the spirits sear her 

soul. 

Rampart 

Cost: 4 HR Requires: Channel 3, Destiny 2 

Duration: Scene Type: Simple 

Keywords: Combo, Creation, Obvious  

Prerequisite Feats: Any Channel Mastery 

Slowly raising both hands above his head, the shaman 

causes spirits of earth to push up from below, forming a 

rampart of earth and stone. The rampart counts as 50% 

hard cover and is approximately chest height to the caster. 

It will be 1m wide and (Destiny x 1m) long, and the mid-

point can be up to (Channel x 5m) away from the hero. 

Earthworks created by this Feat are not stable enough to 

form permanent fortifications, as the earth will subside at 

the end of the scene, although it could help provide 

material for a man-made rampart. The rampart will not 

form beneath a structure, large object, or living creature – 

although it will uproot small trees and vegetation. 

Bulwark 

Cost: 6 HR, 1 WP Requires: Channel 4, Destiny 3 

Duration: varies Type: Simple (Speed 6, DV -2) 

Keywords: Combo, Creation, Obvious  

Prerequisite Feats: Rampart 

Casting her mind deep into the earth and delving the spirits 

of stone and rock, the shaman coaxes them to the surface 

in the form of a solid stone wall. The wall is as tall as the 

caster, 30cm thick and her (Destiny x 1m) long. The 

midpoint of the wall may be up to (Channel x 5m) away 

from the hero and oriented in any direction provided it is 

not obstructed by a structure, large object or living 

creature. A character with Destiny of 5+ may move her 

created wall, by pushing on it with both hands, up to her 

(Strength x 1m) by taking a miscellaneous action. Walls 

created by this Feat are counted as natural stone, do not 

present any extra difficulty to climb, and last the 

character’s Destiny in days before they subside. A wall that 

has been moved by the caster subsides after (Destiny x 1 

hour). 

Working the Stone 

Cost: 3 HR Requires: Channel 5, Destiny 4 

Duration: 1 hour Type: Dramatic Action (1 hour) 

Keywords: Combo, Creation, Obvious , Touch 

Prerequisite Feats: Bulwark 

To an earth spirit stone is as permeable as water and as 

malleable as clay. With this Feat a shaman can shape stone 

with his bare hands, working it into whatever form is 

desired. Each hour the shaman may shape an amount of 

stone equal in size to his own body by making a (Charisma + 

Craft (Earth)) roll. Complex shapes or works of art will have 

higher difficulties than simple forms and may require 



several castings. The stone must be natural and un-worked 

– meaning that the hero could not use this Feat on a castle 

wall but could reshape a large boulder that was blocking a 

cave. Objects, structures and forms crafted with this Feat 

still count as un-worked, even when the adept has finished. 

Weight of the World 

Cost: 1 HR Requires: Channel 3, Destiny 2 

Duration: Instant Type: Reflexive 

Keywords: Combo, Creation 

Prerequisite Feats: Any Channel Mastery 

The weight of stone and earth can crumple armor, break 

bones, and rend flesh. The hero activates this Feat when 

making an attack – Melee, Unarmed, Thrown or Archery 

based – spending up to her Strength in HR. Each HR spent 

adds +1 Overwhelm to that attack as earth spirits lend their 

weight to the blow. 

The cost of Weight of the World must be spent for each 

attack in a flurry. This Feat will not cause the attack to 

inflict aggravated damage upon creatures of Chaos. 

Avalanche 

Cost: 4 HR Requires: Channel 4, Destiny 3 

Duration: Instant Type: Reflexive (-1 DV) 

Keywords: Combo, Creation, Obvious  

Prerequisite Feats: Weight of the World 

Like an unstoppable avalanche, the shaman crashes into his 

enemies with crushing force. This Feat is activated at the 

start of the hero’s action. It grants +1 Overwhelm and +1 

Damage for every 2m travelled this action, up to a 

maximum bonus of the character’s Destiny. The bonus is 

only counted for attacks made after the movement, and 

character must move in an uninterrupted, straight line.  

Pillars of the Earth 

Cost: 3 HR, 1 WP Requires: Channel 5, Destiny 4 

Duration: 30 ticks Type: Simple (Speed 4, -2 DV) 

Keywords: Combo, Creation, Obvious  

Prerequisite Feats: Avalanche 

Spirits of earth and stone surround the shaman’s allies, 

warding them from harm. The character must commit 1 HR 

for each target to be included in the effect, and 2 HR for 

each +1 L/B natural soak to be added to those affected. The 

maximum number of targets and the soak bonus are both 

equal to the hero’s Destiny. All affected also gain immunity 

to being stunned by damage that exceeds their Stamina. All 

targets must be within (Channel x2m) when the Feat is 

activated, but may move as they wish afterwards. The 

shaman may not include himself in this effect. A hero of 

Destiny 5+ may use Pillars of the Earth to benefit a mob of 

up to (Destiny x 10) members, paying 1 HR per 10 

members, and 2 HR per point of soak. 

Path of AirPath of AirPath of AirPath of Air    

Sandals of Eurun 

Cost: 3 HR Requires: Channel 2, Destiny 2 

Duration: Scene Type: Reflexive 

Keywords: Combo, Creation, Obvious  

Prerequisite Feats: Any Channel Mastery 

In Dwarven lore, Eurun is the Primal responsible for the 

swift east winds. By invoking his name, the shaman calls 

spirits of air to aid her movement. For the rest of the scene, 

the character may add her Charisma to her Dexterity for 

the purposes of determining movement. 

 

Arms of Noton 

Cost: 2 HR Requires: Channel 3, Destiny 3 

Duration: Instant Type: Reflexive 

Keywords: Combo, Creation, Obvious  

Prerequisite Feats: Sandals of Eurun 

Noton, the Primal that blows warm air from the south, is 

called Life-giver by the Dwarves. A desperate prayer in her 

name can save a shaman from falling. For 2 HR, the 

character may halve the pre-soak damage inflicted by 

falling. Heroes with a Destiny of 4+ may spend 1 HR extra to 

cast this on a falling companion, provided they do so the 

instant the target begins to fall. Characters of Destiny 5+ 

may pay a further 2 HR to reduce each post-soak damage 

level to a die roll. 

 

Wings of Borean 

Cost: 2 HR Requires: Channel 4, Destiny 3 

Duration: Until next action Type: Reflexive 

Keywords: Combo, Creation, Obvious  

Prerequisite Feats: Arms of Noton 

Borean is the Dwarven Primal responsible for the fierce 

north winds. Buoyed by spirits of the wind, a shaman may 

all but fly by invoking the name of this powerful entity. 

Until his next action, the shaman may jump with a Move 

action, and all distances are multiplied by six. (Soaring 

Crane Leap, p.223) 

 



Gust 

Cost: 4 HR Requires: Channel 2, Destiny 2 

Duration: Instant Type: Reflexive 

Keywords: Combo, Creation, Obvious  

Prerequisite Feats: Any Channel Mastery 

A sudden gust of wind propels the character into action. 

The hero may add their Destiny as automatic successes to 

their Join Battle roll. 

Scirocco 

Cost: 2 HR Requires: Channel 3, Destiny 3 

Duration: Instant Type: Reflexive 

Keywords: Combo, Creation, Obvious  

Prerequisite Feats: Gust 

Guided by the precision and speed of the desert winds, the 

hero is able to deflect missiles with their weapon, or bare 

hands. Scirocco is activated when the character is the 

target of an Archery or Thrown attack. It allows them to use 

their Melee parry DV against the attack, or their Unarmed 

parry DV if they are equipped with an appropriate weapon. 

A Destiny of 5+ allows the shaman to use this feat against 

ranged magical attacks by paying 1 HR extra. 

Wrath of the Cyclone 

Cost: 2 HR Requires: Channel 4, Destiny 4 

Duration: Instant Type: Simple (-2 DV) 

Keywords: Combo, Creation, Obvious  

Prerequisite Feats: Scirocco 

Gale force winds blast forth from the adept’s outstretched 

hands. A cone of force extends from the shaman’s 

outstretched palm (Destiny x 2m), covering (Destiny x 1m) 

at the widest point. The caster rolls (Dexterity + Channel) 

against the Dodge DV of anyone in the area of effect. Those 

who fail to avoid the cyclone are hurled backwards 1m per 

2 HR spent on the Feat. Targets must also make a (Stamina 

+ [Endurance or Athletics]) roll against the caster’s Destiny 

to avoid being knocked prone. Immunity to Knockdown and 

Knockback that is provided by Feats will also protect against 

Wrath of the Cyclone. 

Zephyn’s Grace 

Cost: 1 HR Requires: Dodge 2, Destiny 2 

Duration: Instant Type: Reflexive 

Keywords: Combo, Creation, Obvious  

Prerequisite Feats: Any Dodge Mastery 

Zephyn, the Primal of the dancing winds that howl and 

dance over the western mountains is called on to protect 

the shaman from harm. This Feat is used in response to an 

attack; it allows the character to ignore all penalties that 

apply to her Dodge DV when resolving that attack. Her 

Dodge DV is still 0 against an undodgeable attack, but she 

takes no further penalties. (Shadow Over Water, p.227) 

Blessing of the Four Winds 

Cost: 1 WP Requires: Channel 4, Destiny 3 

Duration: varies Type: Simple (Speed 6, -2 DV) 

Keywords: Combo, Creation, Obvious 

Prerequisite Feats: Zephyn’s Grace 

By reflecting under an open sky, from the highest point 

available, the character is able to seek balance and clarity 

from the spirits of air. The character may spend 1 WP to 

regain (Destiny + the sum of Virtues) in Heroic Reserves. 

The character may spend as many points of temporary 

Willpower as they wish but each point over their Destiny in 

a given day also inflicts a level of Aggravated Lethal damage 

as the spirits sear her soul. 
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Calming the Spring Breeze 

Cost: 1 HR Requires: Channel 2, Destiny 2 

Duration: Instant Type: Reflexive 

Keywords: Combo, Creation, Touch 

Prerequisite Feats: Any Channel Mastery 

In the Surayan spring, the wind whips through cherry 

orchards and blossoms obscure sight and mind. By calming 

the eager spirits of the wind, a shaman is able to see 

clearly. For each 1 HR spent, the hero may gain 1 point in 

Wits. The hero may not gain more than his Destiny, and the 

normal limits for adding dice to a pool still apply. The effect 

expires at the end of the tick, or at the end of a dramatic 

action. Extended dramatic actions may require the hero to 

reapply this Feat, at the Storyteller’s discretion. If the hero 

possesses a Destiny of 4+, they may pay an extra 2 HR to 

cast this effect on another. This makes the Feat obvious 

and requires that the shaman touch the subject. 

Sciron’s Swiftness 

Cost: 1 HR Requires: Channel 4, Destiny 3 

Duration: Instant Type: Reflexive 

Keywords: Combo, Creation, Touch 

Prerequisite Feats: Calming the Spring Breeze 

In Dwarven legend, Sciron is the daughter of Zephyn and 

Borean. She embodies strength of purpose and clarity of 

action. For each 1 HR spent, the hero may gain 1 point in 

Dexterity. The hero may not gain more than his Destiny, 

and the normal limits for adding dice to a pool still apply. 

The effect expires at the end of the tick, or at the end of a 

dramatic action. Extended dramatic actions may require 

the hero to reapply this Feat, at the Storyteller’s discretion. 

If the hero possesses a Destiny of 4+, they may pay an extra 

2 HR to cast this effect on another. . This makes the Feat 

obvious and requires that the shaman touch the subject. 

Storm Prayer 

Cost: 3 HR, 1 WP Requires: Channel 5, Destiny 4 

Duration: 30 ticks Type: Simple (-2 DV) 

Keywords: Combo, Creation, Obvious 

Prerequisite Feats: Sciron’s Swiftness 

Spirits of air and wind, summoned to the hero’s call, charge 

the air around the shaman’s companions. The shaman 

commits 2 HR for each target he wishes to include in the 

effect, and 1 HR per +1 accuracy each target gains. The 

maximum bonus and number of targets are both equal to 

the character’s Destiny. Each target must be within 

(Channel x 2m) initially but may move away as desired 

afterwards. The caster may not include himself in the 

effects of this Feat. A hero of Destiny 5+ may use Storm 

Prayer to benefit a mob of up to (Destiny x 10) members, 

paying 2 HR per 10 members, and 1 HR per point of 

accuracy. 

Path of Nature 

Soothing Balm 

Cost: 1 HR Requires: Channel 2, Healing 2, Destiny 2 

Duration: Instant Type: Simple 

Keywords: Combo, Creation, Obvious 

Prerequisite Feats: Any Channel Mastery 

With a word and a gesture, a shaman may have his 

companion spirits soothe away bruises, bumps and other 

minor injuries. The character may instantly remove 1 level 

of Bashing damage per 1 HR spent. The target of this Feat 

must be within (Channel x 5m) and the maximum that can 

be healed at a time is the hero’s Healing ability. 
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Rejuvenating Touch 

Cost: 2 HR Requires: Channel 3, Healing 3, Destiny 3 

Duration: Varies Type: Simple (Speed 6, -2 DV) 

Keywords: Combo, Creation, Obvious 

Prerequisite Feats: Soothing Balm 

Through concentration and knowledge of healing 

techniques, the shaman weaves her companion spirits in 

such a fashion as to heal almost any injury. The hero is able 

to heal 1 level of Lethal damage per 2 HR spent. The 

character can heal a given patient for no more than her 

Healing ability in a single scene. The range of this Feat is 

(Channel x 2m). 

Heroes of Destiny 4+ can spend 1 WP to use Rejuvenating 

Touch to heal maimed limbs, although they must succeed 

on a (Charisma + Healing) roll of difficulty 4, and heal the 

equivalent of 10 levels of damage. This process can take 

some time, and the patient does not regain injured health 

levels as a result of this process. 

Heroes of Destiny 6+ may spend 2 WP to use this Feat to 

regenerate amputated limbs. The process is similar to that 

described for maiming injuries, although the difficulty of 

the ability check is 6 and they must heal the equivalent of 

30 health levels. 

Lifebloom 

Cost: 6 HR, 1 WP Requires: Channel 4, Healing 3, 

Destiny 3 

Duration: Instant Type: Simple (Speed 6, -2 DV) 

Keywords: Combo, Creation, Obvious 

Prerequisite Feats: Soothing Balm 

Nature abhors an empty space and will try to fill it with life, 

light and motion. Lifebloom allows the shaman to cast out 

his companion spirits in a net that restores life and vitality 

to his companions. The character may affect a number of 

individuals equal to her Healing ability, up to (Destiny x 5m) 

away. Each target of Lifebloom instantly gains 4 levels of 

Bashing damage or 2 levels of Lethal damage. Any Health 

Levels that would be wasted become temporary Uninjured 

(0) Health Levels that fade at the end of the scene. 

Wildspeech 

Cost: 3 HR Requires: Channel 2, Destiny 2 

Duration: Scene Type: Reflexive 

Keywords: Combo, Creation, Obvious 

Prerequisite Feats: Any Channel Mastery 

Beasts and birds recognize those who follow the path of 

Creation. This Feat keeps natural animals from attacking 

the character unless they are provoked or driven by 

unusual pain or fear. It allows the hero to communicate 

with natural animals—with sounds and gestures—as if they 

shared a common language. Animals have limited capacity 

for comprehension, and the shaman cannot convince an 

animal to adopt a belief or plan that it cannot understand. 

Characters can activate Wildspeech when inactive. 

(Friendship With Animals Approach, p.209) 

Animal Magnetism 

Cost: 3 HR Requires: Channel 4, Destiny 3 

Duration: Instant Type: Supplemental 

Keywords: Combo, Creation, Obvious 

Prerequisite Feats: Wildspeech 

The shaman glows with primal glory. This Feat can 

supplement any attempt at natural mental influence. It 

renders the target’s MDV inapplicable, although SDV can 

still apply. (Terrifying Apparition of Glory, p.204) 

Mantle of the Pack Master 

Cost: 3 HR Requires: Channel 4, Destiny 4 

Duration: Scene Type: Dramatic Action (3 long ticks) 

Keywords: Combo, Creation, Influence, Obvious, 

Social 

Prerequisite Feats: Animal Magnetism 

The hero assumes the mantle of authority. This Feat is a 

form of unnatural mental influence. For the rest of the 

scene, each character, or animals if the situation warrants 

it, who interacts personally with the shaman and has a 

lower MDV than the character’s Presence suffers an 

unnatural illusion effect. He believes that the hero is 

someone with authority over him. Recognizing this belief as 

an illusion costs two Willpower. (Authority-Radiating 

Stance, p.204) 

One with Nature 

Cost: 10 HR Requires: Channel 2, Survival 2, Destiny 3 

Duration: Indefinite Type: Reflexive 

Keywords: Combo, Creation, Obvious 

Prerequisite Feats: Any Channel Mastery 

The hardships of the wild cannot subdue those skilled in the 

arts of Creation. This Feat negates any environmental 

external penalties to Survival rolls made for the hero. This 

means that the coldest glacier and the hottest desert are 

no more deadly for the hero than the gentlest rolling plain. 

She can find food and water easily, she ignores inclement 

weather even when lightly dressed, and she does not suffer 

undue blisters, bug bites or plant poison even walking 

barefoot through the Savage Coast. This Feat does not 

protect against environmental damage, however, so if the 

environment is deadly enough to force regular Endurance 

rolls, the hero will need some other kind of protection to 

endure it. The cost of this Feat is committed and it will last 



until the shaman cancels it. (Hardship-Surviving Mendicant 

Spirit, p.210) 

Nature’s Bounty 

Cost: 3 HR Requires: Channel 3, Survival 3, Destiny 3 

Duration: Instant Type: Dramatic Action (10 long 

ticks) 

Keywords: Combo, Creation 

Prerequisite Feats: One with Nature 

The land gives its strength to the adepts of Creation. This 

Feat affects the character or a group she leads with 

numbers no greater than her (Destiny x 10). The character 

or group may forage in the wild and find enough food for a 

small meal each. It takes five applications of this Feat per 

day to keep a group well fed. If the hero has dependents 

not foraging with her, food found with this Feat can be 

brought back to them. For example, for 3 HR, a 10-person 

group can find enough food to maintain two dependents 

for a day. (Food-Gathering Exercise, p.210) 

Navigate the Trackless Waste 

Cost: 7 HR Requires: Channel 4, Survival 3, Destiny 3 

Duration: Indefinite Type: Reflexive 

Keywords: Combo, Creation, Obvious 

Prerequisite Feats: One with Nature 

The deepest wilds are no mystery to the shaman. This feat 

affects the character herself or a group she leads with no 

greater than (Destiny x 10) members. While this Feat is in 

effect, the character or group travels 16 kilometers per day 

across the harshest terrain and 32 kilometers per day 

across normal wilderness. The shaman automatically 

succeeds at any valid Survival roll for the hero to find her 

way—though the character must have enough information 

to make this a valid roll. The cost of this Feat is committed 

until the character cancels it. (Trackless Region Navigation, 

p.211) 

Into the Wilds 

Cost: 5 HR, 1 WP Requires: Channel 5, Survival 4, 

Destiny 4 

Duration: Instant Type: Supplemental 

Keywords: Combo, Creation 

Prerequisite Feats: Navigate the Trackless Waste 

Adepts of Creation with this Feat can vanish into the 

wilderness. This Feat affects the hero or a group she leads 

which numbers no greater than her (Destiny x 10). It 

enhances a roll made to travel without leaving signs of her 

(or the group’s) presence. This Feat guarantees that any 

tracker achieves, at most, zero successes on the contest to 

track the character or group. If another Feat contests this 

effect, such as Prayer of the Wildling, add the hero’s 

Destiny in automatic successes to her opposed roll to 

maintain the effects of this Feat. (Traceless Passage, p.211) 

Prayer of the Wildling 

Cost: 8 HR, 1 WP Requires: Channel 5, Survival 4, 

Destiny 4 

Duration: Instant Type: Supplemental 

Keywords: Combo, Creation, Obvious 

Prerequisite Feats: Navigate the Trackless Waste 

The witch-doctors of the Ghost River tribes hunt down their 

enemies with a relentless passion. This Feat supplements a 

roll to track an opponent. It guarantees that the hero 

achieves at least (target’s successes + 1) successes on the 

tracking contest, after taking all penalties into account. If 

another Feat contests this effect, add the shaman’s Destiny 

in automatic successes to her opposed roll to maintain the 

effects of this Feat. (Unshakeable Bloodhound Technique, 

p.211) 


