Blessings and Curses


A character can spend a point of Willpower to gain an automatic success, in effect forcing things to work out to her benefit by force of will.  However, a character can also channel this will to power through her virtues.  A player simply decides which virtue his character is using for the task, and expends a point of Willpower.  When he makes the skill roll, he rolls a number of additional dice equal to the virtue’s rating.  Blessings are simply that: the character is blessed with an exceptional character trait.  In certain situations, one of the character’s virtues will increase.  (This temporary increase ignores the opposing virtue rule.)  When she channels her Willpower through the right virtue at the right time, she can reap tremendous benefits.


Curses are the flip side of the character’s Blessing.  A character’s Curse is his tragic flaw.  A Curse temporarily reduces one of a character’s virtues in limited circumstances.  If a character’s virtue is reduced below one, he cannot channel his Willpower through it, and will act as if he possessed very little of the virtue in question.  It is important to roleplay this properly; if a character has a –2 Calm when drunk, he should act that way!

Blessings

Beatific (+2 Faith among believers)

Bold (+2 Passion while acting when others hesitate)

Compassionate+2 Passion when helping others)

Curious (

Disciplined (+2 Calm in dangerous situations)

Just (+2 Passion when fighting a wrong)

Pious (+2 Passion among the sinful)

Self-Reliant (+2 Ego when on your own)

Suave (+2 Passion when seducing someone)

Unyielding (+2 Passion when honor is concerned)

Curses


Callous (-2 Passion when asked for aid)


Dogmatic (-2 Ego when with Church officials)


Greedy (-2 Calm when money involved)


Lecherous (-2 Calm when attractive members opposite sex nearby)


Righteous (-2 Calm when judgment questioned)


Prideful (-2 Calm when insulted)

