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Canticles of Time 

Prayers to Aretchya 

 

Aretchya is the goddess of time, geometry, and philosophy. She is usually depicted as an infinity loop, a 

compass (for drawing circles, not for determining north), and a discussion scepter (a special stick used in 

philosophical discussions—the one holding it gets to talk.) 

 

Her holy symbol is an hourglass. Her favored weapon is a scepter mace. Her followers wear the colors of 

dawn and twilight. 

 

She is pleased by well-kept histories and genealogies, ambiguous asymmetry, and recontextualizing. She 

is angered by shoddy workmanship, dementia, and anti-intellectualism. 

 
Prayers 

 

 Age Mastery. Rested. You stop aging—that is the price you pay to control the aging of others. You 

can use the talent to channel divine energy to rapidly draw off the consequences of aging, or to pile 

them on; drawing them off grants about a decade to the target, and may remove one disease or painful 

symptom of aging. Piling them on wrenches the target badly enough to cost the target a level, 

including the talent and attribute point, and resetting all progress to the next level to 0 Awesome 

Points spent. If the target is a minion or guard or animal, the target must test Brawn difficulty 10 or 

die horribly (for harder targets, the DM will feed the bowl to boost their rolls). Elvish targets, and 

others with longer life spans, lose 6 Awesome Points towards leveling, and suffer no other effects. 

 

 Catch Out of Time. Rested. Move action. You can snatch a target in the same arena, or yourself, and 

catch that target out of time. The target is immune to damage, is not aware of what is going on in 

surroundings, and becomes intangible, out of phase. When the elapsed time passes, or when you 

release the target, the target is only aware of a flicker between what was occurring and what is now 

occurring. The target gets a Commitment roll to resist, difficulty [your level + your Commitment]. 

The DM will feed the bowl some for bigger creatures, magical monsters, and other hard targets. 

 

 Master of Time. Constant. You always know what time it is. You get your Commitment as bonus on 

initiative rolls. You can change your action type in the round forward or backward, possibly even to 

the part of the round that has already passed. 

 

 Peer Through Time. Rested. This is a one hour ritual. You can look forward and backward in time. 

Entering a trance, you meet a strange Guardian of Time, and ask to see forward, or backward, looking 

for an event or a person. The Guardian considers the request, and shows you what you may see; 

sometimes this is relevant, sometimes not. Sometimes you see something important that you didn’t 

know to ask for. Sometimes you don’t understand what you see. To plead with the Guardian, use 

Commitment, and the minimum difficulty is 12. To argue or show disrespect, you fail, and lose this 

talent until you atone. 

 

 Timeshift. Arena. As a free action, target yourself or someone else in your arena. You can upgrade or 

downgrade the time taken to do an action for the target by moving the target’s action one in either 

direction on this spectrum: free action, defend/protect action, another kind of action, focus action, one 

minute action. 


