Sidereal Astrology Colleges & Resplendent Destinies

Colleges

The Uouse of Journeys

The Uouse of Leisure

The Uouse of Var

The Uouse of Hecrets

The House of Endings

The Captain 00000

The Ewer Q0000

The Banner Q0000

The Guardians Q0000

The Corpse Q0000

The Gull 00000

The Lovers 00000

The Gauntlet Q0000

The Key 00000

The Crow Q0000

The Mast Q0000

The Musician Q0000

The Quiver Q0000

The Mask Q0000

The Haywain Q0000

The Messenger Q0000

The Peacock Q0000

The Shield Q0000

The Sorcerer Q0000

The Rising Smoke  QQOQQO

The Ship's Wheel ~O0O0Q0Q0

The Pillar Q0000

The Spear Q0000

The Treasure Trove  QQQOQO

The Sword Q0000

Resplendent Destinies

Destiny

College

Description

Duration Effect Dice




Paradox

Qo o agaaaaq

Paradox Gain

Event: Paradox Dice:
-Every out-of-character act

-Every month you live in a Llocation where youve had a dozen or more known

resplendent destinies in the last 10 years.

-Character wearing a resplendent destiny causes her anima banner to activate at the 4-7 Level...

.at the 8-10 level or above.

-Confusing meeting as her Exalted self with someone she's had contact with

while wearing a resplendent destiny.

-Confusing meeting as another resplendent destiny with someone she's had

contact with as a resplendent destiny..

.and they conclude she's a one resplendent destiny imitating another. +0
.and they conclude she's a supernatural being. +00

Arcanc f:atc:

~(Hain +3 dice to all Ferformance, Fresence, Socia]ize and Larceny dice Pools to masquerade as another non~spechcic person and to exPlain

any breaches of disguise ora resPlendent clesting. Tl’]e digicultg for these rollsis 1.

~(Hain +% dice to the ]nte”igence + Larccn9 Pools on disguisc and an additional +% dice when imitatimg a Rcsp!cndcnt Dcsting thcg have
donned. T he cthFicultg for these rollsis 1.

~Others are ata->% on any rolls to spot or remember the Si&erea] or see through a donned resPlcndent &estiny.

~5idcrea!s are ata-% onany rolls to build rclationslﬂips, trust or love with those around them.

“The roll to remember a Sidereal is Wits + Occult at digicu]t}j i with a =% to the dice Poo]. T he rollis made at the Fo”owing intervals: One

turn, one minute, one l'zourJ one dag, one weclg one month, one season, one year.

~The Siclereals Acquaintances, Fami]iars, fellow Siderea]s, most other members of the Bureau of Des’cing and beings outside of fate are
immune to the Arcane [“ate. Mor’cals, Exalts, I air ]:o”g Terrestrial and Celestial gods and GocLBloocled all ?orget, unless the above rolls

are made. |ndividuals above [~ ssence 3 will tend to remember the Sidereal a ]it’cle, but only as “an agent of destiny” or “some Sidereal”.
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	The House of Journeys
	The Captain
	?????
	The Ewer
	The Banner
	The Guardians
	The Corpse
	The Gull
	
	
	Paradox Gain
	Event:Paradox Dice:
	-Every out-of-character act0





	-Gain +3 dice to all Performance, Presence, Socialize and Larceny dice pools to masquerade as another non-specific person and to explain any breaches of disguise or a resplendent destiny. The difficulty for these rolls is 1.

