LIST OF PASSIONS/VIRTUES
RULES FOR VIRTUE EXTEMITY:
Scion pgs. 118-120

The following are a list of Passions/Virtues.  Patrins must choose 4 Passions, of which one is the Ruling Passion.  There are three circumstances where PCs must roll for Virtue Extremity: A) when first struck by the light of the Full Moon, B) when resisting unnatural mental influence, C) when a PCs wishes to act against one of their Virtues they must either spend 1 temporary Willpower point or roll against their Virtue.  If a PCs rolls even one success, they must act in accordance to the appropriate Virtue (or Ruling Passion). If an Exalted rolls more successes than they have temporary Willpower, they suffer Virtue Extremity/Limit Break.

VIRTUE EXTREMITY/LIMIT BREAK: If an Exalted suffers from Virtue Extremity/Limit Break they act in an extreme manner, far beyond normal passions!  The only benefit to this is, that after they have finished, they regain all of their temporary Willpower.

PERMANENT LIMIT: Every time a Patrin Limit Breaks in the Wyld, he gains a point of Permanent Limit for that Virtue.  Once a PC has Permanent Limit he adds One automatic success ever time he rolls for Limit Break, but only to determine Limit Break (Not to determine if they can resist a Passion).  For Example, Laughs-at-Death has 2 Permanent Limit points added to Courage.  The next time he tries to resist a challenge to combat, he rolls his regular 3 dice of Courage.  If he gains no successes, he can refuse, but if his current Willpower is only one, he will still immediately enter into Berserker Fury.  

Permanent Limit is bad!  Any PC who reaches 10 points of Permanent Limit becomes a Chimera, and an NPC monster.  Other Patrin watch out for Chimera and will put down any PC who is thought to have become a Chimera, so even moderate levels of Permanent Limit can be dangerous. 


Compassion:  Measure of how much a PC cares for others, and is moved by injustice and suffering.


Use Passion To:  Protecting or aiding the sick, innocent, or oppressed, fighting for justice, bringing aid to the needy, and fighting for or engaging in romantic love.


Failed Roll allows PC To:  Slay a defeated foe, ignore the pleas of the oppressed or impoverished, ignore the powerful abusing the helpless, publicly humiliating a friend or loved one.


Passion Extremity: Whipped Dog-The PCs is overcome with indecision in the face of adversity and cannot resist authority.  The PCs refuses any responsibility or leadership and will blindly follow anyone around.  Whipped Dog lasts for the scene.



Mother Hen-The PC is overcome by the desire to take care of those around him as though they are helpless.  He won’t listen to refusals for aid and will continue, resorting to non-lethal combat if necessary.  Mother Hen lasts for days equal to the level of the Virtue.
Conviction:  Represents a person’s devotion to a cause.

Use Passion To:  Convert others to your cause, resist acts of persuasion or compulsion that go against beliefs, commit heinous acts in name of cause. 

Failed Roll allows PC To:  Not respond to attacks on their beliefs, act in a way that violate the tenets of their cause, refuse to take an action that would clearly benefit their cause (even if it results in the suffering of others). 

Passion Extremity: Fanatic Zeal-Exalted will go to extremes to defend their cause regardless of danger or suffering he might inflict, and no one will stand in the way.  Fanatic Zeal lasts for a number of hours equal to the Virtue Rating. 


Heartless Weasel-The PC becomes a creature of pure selfishness, ignoring the needs or very survival of others, showing no mercy or slaughtering others, but not taking any chances and will flee if threatened.  Heartless Weasel lasts for the scene. 


Hungry Wolverine-The PC is overcome by the boundless importance of the instant and cannot ignore the way things “should be”, no matter what the consequences.  The PC will go to extremes to do what is right, even crippling or killing friends or loved ones who act inappropriately.  Hungry Wolverine lasts for the scene.  
Courage:  A heroes worth is measure by the opponents he defeats in battle, alone.
Use Passion To:  Fight powerful foes, resist supernatural compulsions or fear, and take death defying risks.

Failed Roll allows PC To:  Avoid the prospect of battle, resist physical challenges, surrender to an opponent, give aid to another warrior in battle, accept such aid when offered. 

Passion Extremity:  Berserker Fury-Entering a murderous rage he throws himself at foes, and when they are gone, anyone or thing left.  Berserker Fury lasts until the end of the scene. 
Duty:  Service to one’s community, respecting authority and upholding the laws of a decent society.
Use Passion To:   Help those in need, build or repair things vital to a community, uphold laws of a community, serve and authority figure in time of crisis. 

Failed Roll allows PC To:  Steal from a community, break a communities laws, defy legal authority, place personal ambition above the greater good of the whole. 

Passion Extremity: Morbid Self-Sacrifice-Going to extremes of self sacrifice for acts of selfishness, he might donate personal wealth or possession, break ties, seclude himself, turn himself over to authorities.  Morbid Self-Sacrifice lasts for one full day. 
Endurance:  Embracing stoic ideals and taking strength from suffering.
Use Passion To:  To resist fear, survive extended hard physical labor, function for day without rest, endure pain, hunger, thirst and fatigue. 

Failed Roll allows PC To:  Fail to act due to risk of life or limb, attempt to rest or relax during time of crisis, avoid a course of action due to injuries, fatigue or lack of resources. 

Passion Extremity: Self Destruction-Attempting to purge weakness, he inflicts self-punishment pursuing goals without regard to personal health, safety or survival.  Self-Destruction lasts one full day. 
Expression:  The veneration of artistic excellence.
Use Passion To:  Create works of art, repair damaged works of art, assist in performances. 

Failed Roll allows PC To:  Destroy or deface a work of art, refuse to create or perform a work of art, repress or discourage art or the communication with others. 

Passion Extremity:  Visceral Shock-Poring into artistic effort or performance, he creates art that scars and horrifies her audience.  Visceral Shock lasts a number of days equal to Virtue. 
Harmony:  To keep the divine scales or law and chaos, good and evil, even.
Use Passion To:  Determine a balanced solution to a problem, act in a way to maintain or restore balance; convince others to maintain the balance. 

Failed Roll allows PC To:  Knowingly act in a way that creates and imbalance of forces, or council an action that creates an imbalance.

Passion Extremity: Tyranny of Balance-Going to the extremes to restore balance, he will do anything, including inflicting harm on self or others.  Tyranny of Balance lasts for the duration of the scene. 
Intellect:  Upholding the power of reason, logic, and imagination. 
Use Passion To:  Find a solution to a problem, investigate mysteries, acquire knowledge, persuade others to accept their ideas or theories. 

Failed Roll allows PC To:  To destroy or delete knowledge or sources of information, suppress or censor knowledge and debate, promote ignorance in any form. 

Passion Extremity: Obsessive Analysis-He become powerless to make any decision by being overwhelmed with every contingency.  Obsessive Analysis lasts one full day.
Loyalty:  Trust, support and devotion given to blood ties and tried and true friends.
Use Passion To: Fight on behalf of a friend, defend a friend who has been unjustly accused, aid a friend in need, 

Failed Roll allows PC To:  Betray a friend’s trust, refuse to answer the call of a friend in need, desert a friend who has been accused. 

Passion Extremity: Blind Devotion-Going to extreme lengths to support his friends, PC will do anything to show support, even if kinsman is proven wrong. Blind Devotion lasts for days equal to level of the Virtue.
Order:  Laws must be upheld and enforced, even when their application seems harsh or unjust. 
Use Passion To:  To investigate crimes, determine wrongdoing, assess penalties, pursue fugitives, deliver lawbreakers to justice. 

Failed Roll allows PC To:  Commit a crime, turn a blind eye to criminal acts, bend the rules, selectively apply the rules to himself or others. 

Passion Extremity: Summary Judgment-The PC takes the law into his own hands, passing down ruthless judgment on any who break the rules.  Summary Judgment last a single scene.
Piety:  Respecting gods, ancestors, and traditions. 
Use Passion To:  To employ well worn tactics to solve a problem, act in accordance with traditions and customs, impose traditions on others. 

Failed Roll allows PC To:  Defy and break customs and/or traditions, allow others to do so, advocate a new idea over a tried-and-true way. 

Passion Extremity:  Self Righteousness-The PCs withhold support from any who are insufficiently reverent to traditions, allowing them to suffer and die.  Self-Righteousness lasts for the scene.

Temperance:  The measure of a PCs self-control.
Use Passion To:  Resisting temptation, holding your temper when taunted or struck, holding your tongue when insulted or intoxicated, overcome the effects of illusions, drugs, poisons, and mind control.


Failed Roll allows PC To:  Act dishonestly, show bias in important matters, overindulge, act on thoughtless impulse or break a sworn oath. 


Passion Extremity: Drunken Monkey-The PC becomes a creature of impulse and ignorance who is a slave to his desires and unable to control himself.  He will satisfy every possible appetite, whether food, drink, drugs, or sex.  Drunken Monkey lasts for days equal to the level of the Virtue. 



Humble Sloth-The PC becomes unconcerned with anything except the bare essentials of eating and sleeping.  They have given up the cares of the world and will not study, work, or fight except in self defense.  Humble Sloth last days equal to the level of the Virtue. 
Valor:  Using martial skills to defend the helpless and honor. 
Use Passion To:  Defend the helpless, defeat those who prey on the innocent, fight an honorable foe in combat, resist fear, pain, and fatigue. 

Failed Roll allows PC To:  Strike a foe from ambush or other underhanded means, ovoid battle out of fear for personal safety, allow others to suffer depredations from monsters or tyrants. 

Passion Extremity:  Valorous Sacrifice-The PCs seeks honorable death in battle, attacking foes with no regard for safety, until either they are their opponents are destroyed.  Valorous Sacrifice lasts for the duration of the next battle.


Raging Bull-The PC becomes a fighting animal who is dangerously quick tempered and will fight anyone for any reason and unable to back down from a challenge.  Raging Bull lasts for days equal to the level of the Virtue. 


Lone Wolf-The PC needs no one, feeling no fear nor any respect for others.  They will not wait for help, ever, and will not share glory for success, seeing nothing but contempt in “the pack”.  Lone Wolf lasts for days equal to the level of the Virtue. 
Vengeance: Punishment against those who commit crimes against the cosmic balance and/or mankind.  
Use Passion To:  Hunt down and punish criminals, discern wrongdoing, assess penalties, investigate crimes and defeat those who hinder investigations. 

Failed Roll allows PC To:  Let criminals go unpunished, forgive crimes against himself or others, show mercy or leniency to a criminal, give up pursuit of an offender for any reason. 

Passion Extremity:  Implacable Nemesis-The PC will go to any length to punish the offender, making any sacrifice necessary or committing any atrocity, in order to see justice done. Implacable Nemesis lasts for a number of days equal to the Virtue.  
