MISCELLANEOUS THEOMUNDI ADVANTAGES

updated 3/30/03

Second Sight


10 points


Available to divinities more than halfway through their second stage of apotheosis. Allows them to detect other gods and mythological races, see through illusions intended to deceive mortals, and identify magical/enchanted items. These signatures typically appear as glowing nimbi, runes, or translucent images.

Sense Network

10 points


Allows a divinity to sense the presence of a computer/communications network. Range is equal to that for sight. He or she perceives the networks as glowing lines and pipes leading to terminals, transponders, switches, PDAs, etc.

Kirlian Eye


50 points


Allows one to see inside a mortal’s body. Also allows one to perceive a mortal’s “aura.” Game effects: the aura perception is passive and always on. It allows the divinity to determine a mortal’s overall health, whether or not he/she is diseased, and his/her age. The ability to see inside the body can manifest in a few ways. The divinity may choose to perceive only a particular system within the body (e.g. the skeletal structure, the digestive tract, the circulatory system), or scan through the body as if it were vivisected at any thickness. Use of the Kirlian Eye provides a +5 to anatomy and diagnosis. It also grants a +2 to first aid and surgery.

Know Lifespan

30 points


Barring interference by other non-mortal entities, the divinity can know the time and date (accurate to within 12 hours) when a mortal will die, and, vaguely, the cause of death (e.g. “You sense he will die in sixteen years, two months, twenty-three days and seven hours. Cause of death will be an injury to the head caused by blunt force.”).

Create Storm


20 points/level


Allows the divinity to summon a storm. Severity is based on level. Consult the chart below for the maximum effects for each level. Size of the storm is equal to (level squared)/2 in square miles. (The size of the storm may be doubled per effective level effect lost; e.g. someone with Create Storm level 8 could create a storm 256 sq. miles in size, but only with level 5 effects.) The amount of preparation required to summon the storm takes (10 – level)/3 hours. This time must be spent in meditation or otherwise concentrating calmly. The storm lasts level * 1.5 hours.

Enhancement: Can choose direction winds blow, +20%.

	Level
	Effects

	1
	Dark clouds, damp air, occasional sprinkling, -5 degrees F to local temperature. Breezes up to 10 mph.

	2
	Light rains, -7 degrees F to local temp, winds up to 25 mph.

	3
	Moderate rains, -10 deg. F, winds up to 40 mph.

	4
	Heavy rains, -15 deg. F, winds up to 55 mph.

	5
	Very heavy rains, -20 deg. F, winds up to 65 mph.

	6
	Absolute downpour, -23 deg. F, winds up to 80 mph, occasional thunder.

	7
	Downpour, occasionally changing to pea-sized hail, -25 deg. F, winds up to 90 mph, thunder, occasional lightning strikes.

	8
	Downpour and frequent hail (pea-sized), winds up to 100 mph, lots of thunder, frequent lightning strikes.

	9
	Downpour or constant ping-pong ball hail.

	10
	Large, fist-sized hail, -30 deg. F, winds up to 110 mph.


Speak Secrets


100 points


This ability can be used on any mortal. It makes the target unable to speak anything but the truth about secret matters for up to 12 hours, which he or she will proceed to do unceasingly. The target will continue speaking as long as he or she is able in whatever language the majority of the people around him or her speak, provided the target speaks this language (otherwise, he or she will speak in his or her native tongue). The person will tell secrets that are harmful to him/her, then secrets harmful to others and repeat as many times as possible in the time allotted. The target will be aware that he/she is saying these terrible things, but will be unable to stop talking or alter his/her speech such that it is indecipherable. He/she will want to tell the secrets, but on another level be regretting it intensely.

Grant Ability


varies


Allows a divinity to grant a permanent ability to a mortal. The cost is initially 5 times the cost of the skill, advantage, or power. This allows the divinity to grant the ability to one person once a year. A further multiplier determines the number of times the divinity can grant the ability in a year.

Example: Apollo can grant Illuminate at level 4 once a year. Illuminate is 1 point per level. So, the Grant Ability advantage costs (1 x 4 = 4, 4 x 5 = 20) 20 points. Later, he decides to increase the number of times he can grant the ability per year to 4. The advantage now costs him (20 x 4 = 80) 80 points. He can now grant Illuminate level 4 to a mortal every (12 / 4 = 3) 3 months.

