Internal Clock (Time •) 
Dice Pool: N/A 
Cost: None 
The Scion senses the passage of time with atomic clock precision. He always knows the exact time and dates to the microsecond and as such automatically senses any time effects used in the area. Furthermore, if rendered unconscious the Scion knows exactly how much time he has been out. 
This sense of time's passage grants the Scion the ability to accurately time to release of mechanisms and flight times of objects he is familiar with. If he has a familiar weapon, including a familiar ally, and knows the movements of an enemy, even if the can no longer see him, he can commit a surprise strike as the target comes into view. The timing is so precise that surprise is automatic as long as the target did not change course or speed unexpectedly. If the target has a supernatural protection from surprise they make a contested roll of (Intelligence + Science) against (Wits + Awareness). 
Finally, the scion is sensitive to any abnormalities in the timeline, such as time warps, temporal barriers, small time pockets that are out of time, something aging at an unnatural rate (or not at all), etc. In such cases, the player rolls the Scion’s (Perception + Science), with bonus dice equal to the dot rating of the Boon. (For other supernatural effects that warp time, use the Legend of the entity that causes the effect as the bonus.) Each 100 yards distance raises the roll’s difficulty by +1. Success means the Scion knows the direction and general distance (within 100 yards) of the time distortion. A Demigod can re-purchase this Boon to raise the distance increment to one mile; and a God can buy the Boon a third time to raise the distance increment to 10 miles.

Temporal Analysis (Time ••) 
Dice Pool: Perception + Science 

Cost: 1 Legend 
The Scion can touch an object or person, organic or inorganic, living or dead, and sense the flow of time of the target. The difficulty is based on the precision of information, and the target. 
The base difficulty is the target's Legend rating (or twice the Relic rating for Relics), or 1 for mortals and mundane objects. Every threshold success grants one part of a date and/or time and makes the result more and more precise, in the following order. Era, Year, Month, Day, Hour, Minute, Second, Millisecond. If the scion is merely attempting to determine the age of something, then only 1 success is needed. 
So for example, if I want to know when Sue bought her purse from the store, I would use this boon. My perception is 4 and my epic perception is 1, and my science is 2. So my dice pool is 6+1 auto success. I roll the dice and get 3 successes + 1 auto for 4 total. The purse is mundane, so the base difficulty is 1. 4-1 = 3 threshold successes. I would learn era - 1, year - 2, month - 3, so 3 steps in the precision scale. Thus, I would learn that Sue brought the purse at Macy's on June 15th, 1996. If I spent a legendary deed and added 3 extra successes, making my threshold successes go from 3 to 6, then I would learn the time down to the exact minute - so June 15th, 1996 at 12:35 PM. 
If the Scion chooses to look for the age of a significant change in the target, such as last major wound, visitation, or when the raw material was made into the object. Increase the difficulty by 2. Looking for the age of significant objects unto themselves, like how old his that relic spear, still only requires a single success as normal. The age of things is easy for time gods to ascertain, after all. It's the juicier info that takes more effort. 
Biological Clock (Time ***) 
Cost: 1 Willpower + 1 Legend per Scene 
Dice Pool: Intelligence + Medicine 
Now the Scion can control time in very local areas. He can speed up, or slow down the bodily processes of a single target, including him/herself. For every success the Scion can double, or half, the speed of a target's biological processes. The effects last for the duration of a Scene, but can be extended into another scene for an additional Legend Point, spent at any point while the power is still in effect. This can be done repeatedly until the Scion can no longer afford the cost. 
If a target chooses to resist it is done with a roll of Stamina + Fortitude, every success cancelling one of the activator's. 
Note: This Slows only the biological processes, not the body itself. I know that means you wouldn't get the blood flowing like you'd need in a fight, but it's magic, deal with it. 
Example (Slowing): A Scion has been poisoned, normally the poison effects every action, so he spends a willpower and activates this power, he rolls 7 success, and chooses to slow his body to make the poison effect only once every 8th action. Now hopefully he can finish the battle and get the anti-toxin before it kills him. 
Example (Speeding): After a horrible fight a Scion's friend (also a Scion) is horribly battered. So he spends a willpower and rolls 7 successes. As long as he maintains the power his friend will heal a bashing every 20 minutes. Later, now a Demigod, the same thing happens, but this time a rolls 30 successes allowing his friend to heal a bashing every 6 minutes, and a lethal every 93 minutes. 

Looping the Mind (Time •••)
Dice Pool: Manipulation + Empathy
Cost: 1 Willpower
The Scion now has the power to cause a single subject to continuously repeat his own actions, without ever realizing he has been repeating himself. The subject gets so caught up that he pays no heed to events around him unless they are obvious and dangerous. For example, a subject may be walking along when the Scion uses this power on him. The subject may have been intending to go to the store, but gets so carried away that he finds he has been walking for an hour and is now far away from both his home and the store. If the subject had walked out in front of a car, he would have has been less likely to notice it (roll Perception + Awareness), but if he did, the trance-like effects would have been broken.
The effect last for a number of actions equal to the success on the activation roll. If the victim has more dots of Legend than the user, the power doesn’t work. If the victim has an equal Legend rating, the activation roll is contested against the victim’s (Willpower + Integrity + Legend).

Haste/Slow (Time •••) 
Dice Pool: Dexterity + Occult 

Cost: 1 Legend 
The Scion now has the power to cause a single subject to either move more quickly reletive to the present flow of time, or more slowly relative to the present flow of time. More specifically, the time stream itself is targeted to flow faster or slower relative to one subject. The target still remains in the present, but his/her/its movements and actions are subject to a personal dilation effect. Either the Haste or the slow version, but not both at once, can be utilized with any one casting of the boon. To haste one person and slow another requires two separate boon activations. The effect last for a number of actions equal to the user's permanent legend rating, and only one target may be hasted, and one target slowed by this boon for this scion at any given time (so Bob can have both haste on himself and slow on Sally, but can't have both himself and Roberta hasted at the same time, or Sally and Billy slowed). 


Haste: The target moves at double their normal movement speed, receives a DV increase equal to 1/2 the caster's permanent legend rating (round up), and all actions are -1 speed faster (i.e. a speed 4 attack becomes speed 3). No actions can be decreased lower than speed 2. Add caster’s Legend as bonus dice to his Join Battle rolls. Reduce by half the time for other, non-combat actions to take place

Slow: The target moves at half their normal movement speed, receives a DV penalty equal to 1/2 the caster's permanent legend rating (round up), and all actions are +1 speed slower (i.e. a speed 5 attack becomes speed 6). Actions can go above speed 6 (to speed 7 in most cases). Halve the target’s Join Battle rolls. Double the time for other, non-combat actions to
Postcognition (Time ••••) 
Cost: 1 Legend, 5 legend, 10 legend, or 15 legend 

Dice Pool: Perception + Awareness 

The scion can now view the past directly by utilizing two different methods: the past of a person or the past of a place. This boon cannot be used to look into the future - that is the jurisdiction of the prophecy purview. 
By speaking to another, or meditating himself, the Scion can either view a past occurrence in the immediate location he is in, or make his target relive a past experience in a dreamlike manner. This allows them to walk through the scene once more as a spectator or even listen to or look at details their consciousness had missed the first time. This power requires 1 minute of conversation or meditation per month into the past the scion is trying to look, and requires a success per unit of time (per month, per year, whatever). The months can be changed into years by spending an additional 4 Legend Points, centuries by spending an additional 9 Legend Points, or millenia for an additional 14 legend points. The vision of the past passes instantly for everyone but the scion (and subject if used on another). If the target is unwilling then they can roll Willpower + Integrity+legend, and the difficulty of this boon is increased from the standard 1 by the result of their roll. 

Note that the scion using this boon on another can view the "replayed scene" along with the subject. Both are "outside observers" like normal. Divining the past of a location requires the scion to actually be present in that location when activating the power, but if used on himself or another subject they can be anywhere, since the subject is the "anchor" for the boon. 
Example: This Scion tries to help a woman remember, and identify, her rapist. It occurred 7 months ago, so the Scion requires 7 minutes and 1 Legend Point to help her remember. Later he tries to remember the details of a childhood rival who is now a rival Scion, that target date is 18 years ago, he could meditate for 216 minutes, but he chooses to spend the 4 Legend points to relive the memory in 18 minutes. Later he is in Hel talking to Loki, who is locked up, who cannot remember what it was like giving birth to a horse, and doesn't want to. This happened 3000 years ago, so the Scion spend 10 Legend points and rolls against Loki, after many minutes of conversation (unless the scion chooses to spend 15 points of legend instead), Loki gets to relive the experience. 

Dictate Hours (Time •••••)
Dice Pool: Intelligence + Awareness
Cost: 1 Legend per passing hour
The Scion can dilate time in an area so that the hours pass in the blink of an eye or take forever to pass. This Boon may only be used in closed spaces and if anything enters or leaves this space the effect immediately ends. All those inside the area can interact at normal speed, but everything else goes at the modified speed. For example: Titanspawns weaker to light that enter an apartment will realize only too late that, though it should be 11 p.m., it is noon, thus suffering from the sunlight.
For every success an hour takes 1 minute more to pass or 1 minute less to pass.


Mass Haste/Mass Slow (Time •••••) 
Dice Pool: Dexterity+Occult 

Cost: 1 Legend per target 
The Scion can dilate time in an area so that seconds seem to pass rapidly, or conversely seem to drag on and on. This boon acts like the standard Haste/Slow boon, except that multiple targets can be effected at once. Successes on the activation roll determine how many targets can be EITHER hasted or slowed (caster's choice, and he can mix-and-match with one casting), but total targets may not exceed the scion's permanent legend, and each target requires one point of legend to be affected. 


Note that the scion can still use the normal Haste/Slow boon since it is a separate boon, but it still can only haste 1 target at a time, and slow another at a time, and each use costs a legend and a separate activation. 


Age Object (Time ••••• •) 
Dice Pool: Manipulation + Science 

Cost: 1 Willpower + (1 to 10) Legend 
Now the Scion's power extends the more ageless targets, objects. The speed of the effect depends on the amount of Legend Points spent, and can go either direction through time. 
Speed: Cost 
1 Week per Day: 1 Legend 

1 Week per Hour: 2 Legend 

1 Month per Hour: 3 Legend 

1 Year per Hour: 4 Legend 

1 Decade per Hour: 5 Legend 

1 Century per Hour: 6 Legend 

1 Century per 10 minutes: 7 Legend 

1 Century per 5 minutes: 8 Legend 

1 Century per Minute: 9 Legend 

1 Century per Second: 10 Legend 
This power lasts a number of days equal to the number of activation successes. During this time the object suffers from its environment as normal. If well maintained, aging will have little to no effect, while if it is the side of a ship at sea, a century passing without maintenance will result in large holes. 
Whole in Time (Time ***** **) 
Cost: 1 Willpower + 5 Legend 
Dice Pool: Stamina + Science 


The Demigod is now so powerful that he can speed up his own bodily process to impossible rates, granting himself a near immunity to the worse toxins, or the likeness of regeneration. By spending a Willpower and 5 Legend the Scion will either completely halt the process of disease or poison, or gain the ability to heal at a rate depending on their Legend. 
Legend 8: Bashing 5 Ticks, Lethal 10 Ticks, Aggravated every 40 ticks 
Legend 9: Bashing 4 Ticks, Lethal 8 Ticks, Aggravated every 32 ticks 
Legend 10: Bashing 3 Ticks, Lethal 6 Ticks, Aggravated every 24 ticks 
Legend 11: Bashing 2 Ticks, Lethal 4 Ticks, Aggravated every 16 ticks 
Legend 12: Bashing 1 Ticks, Lethal 2 Ticks, Aggravated every 8 ticks 


This power lasts a number of actions equal to the number of success on the activation roll. It must be completely reactivated to continue past then. 


If you are regenerating using this power, and you get poisoned, have the poison effect every tick regardless the normal time. If it normally effects every tick, then resolve the poison immediately, beginning the next tick with either your death by the poison, or the poison burning out. If the poison requires multiple doses to effect, and effects every tick, you become immune to it as your body burns it away before it can be accumulated, unless you suffer enough doses to effect you in a single injection. 


Design Note: It's slower than heal/inflict and Regeneration Knack. But usable more often the Heal/Inflict, and is Cheaper than Self-Healing. 

Pocket Out of the Flow (Time ••••• ••)
Dice Pool: Manipulation + Awareness
Cost: 1 Legend per hour per 10 feet radius
The Demigod can now cause an entire area to leave the normal flow of time. This Boon functions just like Dictate Hours, except that the area doesn’t need to be closed and the barrier cannot be destroyed or passed. The Pocket Out of the Flow creates a semi-sphere around the user with the specified radius, which nothing can leave until who created the Pocket will it closed or is destroyed. The barrier can only be seen by someone with the Internal Clock Boon, and looks like a bubble made of soap.
Shifted Hourglass (Time ••••• ••) 
Cost: 1 legend, 5 legend, 1 Willpower + 10 Legend. 

Dice Pool: Dexterity + Presence 

The Demigod is now so powerful that he can send objects and people into the future, displacing them from the present completely and placing them briefly outside of the time line in stasis until they reappear in the future where they were in the past, as if not a second had passed for them. Mundane objects and beings without a legend rating (like most mortals) are relatively easy to displace in this manner, although beings with a legend score, as well as objects closely tied to fate (like all relics) are more difficult to displace. 
Consult the following table to determine the effect of the power based on the target: 

Mundane Object or Legendless Being: Costs 1 point of legend, target gets no resistance, sends them 1 hour into the future per success on the activation roll. Objects and beings reappear in the same place they left from, or as close to it (safely) if something occupies the space after the duration. 

Supernatural Being: Costs 5 points of legend, target rolls Willpower+Integrity+legend to resist the effect, sends them 5 ticks into the future per threshold success on the activation roll. If a being has legend equal to yours, you must spend 1 willpower and 10 legend points instead of the normal 5 legend. Does not work on beings of greater legend than you. Beings reappear in the same place they left from, or as close to it (safely) if something occupies the space after the duration. A time god with the 10-dot boon of this purview may spend 2 legend points to immediately and automatically counteract this boon, as if they had resisted it completely. This can be done after the normal resistance roll (basically time gods can't displace other time gods easily). 

Attended Relics: Costs 5 legend points, or 10 legend + 1 willpower if the wielder is of equal legend to you. Does not work if the wielder is of greater legend than you. Successes must beat the wielder's willpower+integrity+legend contested roll, or thrice the dot rating of the relic - whichever is higher. If successful, the attended relic is sent 5 ticks into the future per threshold success. They reappear with the wielder (wherever they may be) when this time is up if the object actually belongs to them, or otherwise reappears in the spot from where it left if it does not. 

Unattended Relics: Costs 5 legend points. Successes must beat a difficulty of three times the relic dots of the item, so a 5 dot relic sword has a difficulty of 15. They are sent 5 ticks per threshold success into the future, just like attended relics. They reappear just like normal relics. 


Anyone with the 1-dot boon of this purview can sense that there was a displacement at the spot a being or unowned object shunted into the future from, or on a person if an attended (and owned) object was displaced. The user of this boon may cancel it at any time, allowing the displaced object to return early. A god with the 10th dot boon can, as a special use of that power, spend 2 legend and cause a displaced object or being to automatically return to the present, as if the duration had expired normally. Also, anyone with the 1-dot boon internal clock will immediately know that they were displaced by this power, although cannot do anything about it since it is now the future. 

Frozen Moment (Time ••••• •••)

Dice Pool: Perception + Science

Cost: 2 Willpower + 5 Legend per subject

The Scion can step outside of time, or push or pull others outside of time. This costs two Willpower, plus five Legend for every person or independent object the Scion wants to pull outside of time (including the Scion himself). The Scion can send other people or objects outside of time without going there himself. To a person outside time, the entire universe stops moving. People outside time can move around and do whatever they want to each other, but everything that is still within time is impossible for them to affect. (Only the air parts for them, in one of the signing statements the Gods wrote into reality.) The Scion, and anything else he sends outside of time, stays that way for one minute per success on the (Perception + Science) roll. They return to time on the same tick they left. If the Scion wants to end the effect early, he may do so. Gods typically use Frozen Moment for spying on people, very private conferences, and the like. Gods also find creative uses, such as sending a nuclear bomb to explode harmlessly outside of time instead of destroying a city.

Temporal Bubble (Time ••••• •••) 

Cost: 1 Willpower + 15 Legend 

Dice Pool: Manipulation + Integrity 
Now a God of Time, this power allows the God to warp time in a wide local area to a degree that haste/slow only begins to approach. There are two uses of this power: Temporal Distortion and Temporal Glade. Each version uses the same dice pool and activation cost, but the former has a better ability to segregate an area from the outside world at the cost of being smaller, more volatile to mortals, and weaker in its dilation, while the latter is less precise and having almost no boarder but lasts longer and has stronger dilation as a result. 


Temporal Distortion: The God warps an area up to 5 yards in radius per dot of permanent Legend. For every TWO successes (round up) on the activation roll, everyone and everything inside the area speeds up or slows down by that factor. He can make the bubble smaller if desired, as well as reduce the dilation factor if this is desirable for whatever reason. The God MUST be within the bubble (since he is the temporal anchor point), which is immobile. If he touches its edge the effect ends immediately, otherwise the effect lasts for a scene. 


So for 9 successes, 5 ticks of combat could be performed within the bubble while only a single tick passes outside. Alternatively the God could, with 9 successes, slow the battle within such that 1 tick passes within for every 5 ticks outside. 


Passing the Border (Temporal distortion): The border between the time bubble and the world is not well defined, time is in turmoil, as such so is physics. A being with legend, or any epic stamina can survive passing through the barrier. Legendless or non-epic stam mortals die if they cross the border - a mortal must be fully within the field when it is created and destroyed in order to survive, although the good news is that any being who would die from crossing the threshhold of the distortion will know this fact intuitively (so there won't be mortals accidentally running in and being mowed down genocide style). The only way a mortal can cross safely is if they are touching a being with a legend rating as they pass through the boarder. Even powerful beings that pass the boarder suffer a distraction penalty equal to the creator's Legend on all dice rolls for a number of actions equal to the creator's Presence minus the target's Integrity. The boarder of the distortion is quite visible to everyone, even those without the first boon of this purview, and looks similar to a soap bubble. 


Combat through the barrier is not possible. Attacks and even powers originating from outside the bubble cannot penetrate it, nor can they pass from the inside to the outside. Nothing stops a being from willingly passing through the boundary though. While this does make it into a sort of shield of some sort, it is expensive and nothing stops an aggressor from merely entering the bubble and attacking from within. However, it is useful for segregating select battles from the outside world at large. While unattended inanimate forces and things cannot cross the boarder, objects attended by sentient beings can pass through along with their attendant. So a person passing through from the outside to the inside will find that their sword and clothing are unaffected and unhindered. A semi truck or a lightning bolt that is thrown at the distortion will bounce off of it harmlessly and remain outside, as will a forest fire, rain, or even a nuclear exlposion. Natural non-magical sunlight can always pass through, and the creator can allow exterior weather and climate effects to pass through as well, if desired. 


--- 


Temporal Glade: This version of the boon allows the God to warp an area 1 mile in radius per dot of permanent Legend. For every success on the activation roll, everyone and everything inside the area speeds up or slows down by that factor. He can make the bubble smaller if desired, but can NOT choose to reduce the dilation factor (if you don't like it, you have to recast the boon). The God does not have to remain in the area of the bubble, since he anchors it to a location rather than himself, although he can dismiss the effect early at any time. This version of the boon lasts 1 day per success on the activation roll. 


So for 9 successes, 10 days of time could pass within the bubble while only a single day passes outside. Alternatively the God could, with 9 successes, slow the passage of time so that for every one day that passes within the bubble, 10 pass outside of it. 


Passing the Border (Temporal Glade): Passing the boarder of the bubble in this version of the boon is absolutely harmless, both to mortals and non-mortals. There is only 1 round of distraction penalty max. Time flows a lot more smoothly here than in the distortion, and the bubble is invisible except to those with the first boon of this purview. Design Note: Just a fun jumping board for the god level. Crude, but effective if use right. The distortion is a more precision-based use of the power, but is smaller in scale and weaker, as well as more turbulent. The glade is a less precise, more powerful use of the boon, but is gentler. 

Seize the Moment (Time ••••• ••••) 

Cost: 10 Legend 

Dice Pool: N/A 
The passage of Time is relative, we understand this, but the God of Time knows it better than any. He is now able to speed up actions that do not interact directly with others or the environment as instant actions. 


By paying an additional 10 legend the Time God can activate any knack or boon with the activation length of (misc, speed 5) or less instantly. Allowing him to continue with other actions. He may only activate up to ONE boon instantly in this way per casting of this power, which he can only use once on any given tick. 

Example: Our Time God came across a Titan Avatar in the Overworld, the Avatar charges at him. He has a 2 ticks before death, so he activates Rainbow Bridge, which normally requires 5 ticks for the light to gather at each end, knowing 5 seconds is 3 seconds too long he burns 10 extra legend and "pops" to safety. 
Later, after a bit more experience, he encounters the Titan again, this time, he decides to activate Army of One (10 dups) instantly (Costing a total of 20 legend for the army of one, plus an additional 10 for the use of this boon), and cracks the Titan with his 11 coordinated brass maces as his action instead. 
Design Notes: Very useful when combined with the right powers, this God is capable of instant buffing or at least a quick reaction, if you have legend to burn. 
Time Pocket (Time ••••• •••••) 
Cost: 2, 10, or 20 Legend 

Dice Pool: Strength + Academics 
At this point the God can punch a hole in Time, placing objects outside of the flow. With a greater expenditure of energy he can even step outside of it himself. 
For the cost of 10 Legend the God punch and place or remove any object he is capable of holding. The hole persists for one tick per success before time repairs itself. During that time he can add or remove as many objects as he normally could in that time. Note that a time bubble has no effect on this duration. Anyone with Time 1 can locate and access this pocket when it is opened. It can only be opened by one with this power, but it is relative to the creator unless specifically created to be anchored to something else, so most often stealing from this pocket is impossible without the owner noticing. 
For 2 legend the God can remove a single item from his "Time Pocket," this is a Speed 3/DV -1 action, unless accelerated by other means. This does not leave the hole open for browsing. 
For 20 legend, the God can actually step outside of time itself, his existence flowing parallel to the timestream, and his exit point from the timeline is linked directly to the physical point from where he left. He may bring 1 additional being with him per success on the activation roll, although the total extra beings he brings with him to outside the timeline may not be greater than his permanent legend, or 11-12 in most cases of beings with this boon. The outside of time has a faint illumination that allows for visibility, as well as a sustainable and non-hostile environment. The time that "passes" in the outside of time mirrors the passage of the present time from within the timestream, from the moment that the god left, although this can be dilated with the 8-dot boon as normal. The being(s) can dwell outside the timeline indefinitely and do not age or need to eat/drink, although any of them can enter the timeline again at will and the time god who used this boon can automatically force someone in his "temporal dwelling" back into the present. If the god himself reenters the timeline, all inhabitants of the "dwelling," including any loose objects they brought in with them, are shunted harmlessly back into the present along with him. Only beings with the 1-dot boon of this purview can sense the localized distortion caused by the use of this boon, although only time gods with this boon (or the Way or Inevitable) can force themselves into the Temporal Dwelling (by expending 20 legend). 

Future Help (Time ••••• •••••)
Dice Pool: Wits + Survival
Cost: 1 Willpower + 15 Legend
The greatest power, for a God of Time, is the ability to help himself in times of need, by invoking he’s future self. Using this Boon, the Scion from the future appears to the Scion of the present, using the Open Time Gate Boon or any other way of time travel, allowing the player of the God to control both of his versions.
This doesn’t interfere with the timeline for it was design to proceed this way. Although this messes with the timeline if the God decides that he doesn’t want to travel to the Past to save himself; thus creating a Dahaka with the sole purpose of killing him to fix the timeline.
Using this Boon is a reflexive action, for it must be a split-second decision, and because of it the Scion can only summon a version of himself from a number of hours in the future equal to the number of successes that the roll of (Wits + Survival) gathers. After the maximum number of hours passes the Scion of the present must had traveled back in time to save himself; if he didn’t a Dahaka with a Legend score equal to the God’s, with the sole purpose of killing him, will be created.
The God can summon more than one of his future self’s but need to make another (Wits + Survival) roll and spend another 1 Willpower plus 15 Legend. At the end of each time limit a version of him must travel back in time to save himself; which means that in the end of the scene there will only remain the version of himself that came further from the future.

Avatar of Time (The Inevitable) 
Cost: 1 Willpower + 30 Legend 


For the remainder of the Scene, the God becomes The Inevitable, a creature of complete agelessness showing no signs of the passage of time, shrouded in flowing grey robes and brandishing an hourglass. No one can escape the Inevitable and no one can fight the Inevitable. Not even the Titans, and thus flee its presence. It is the complete master over time, being able to speed it along at a horrific rate or slow time down to a complete stop, and can even effortlessly move backwards and forwards through time along strands of fate, if Fate lets it be so. It's policing authority over the timeline supersedes even that of Fate, and it can correct any paradox (or momentarily sustain one) or fix any temporal phenomenon, and send any wayward time traveler - even other avatars - back to their present times, unless they too are the Inevitable. Nothing can avoid its end at the hands of the Inevitable and wind up either as a pile of lifeless sand or an unborn child, short of another Avatar, which as an eternal force of Nature can neither harm nor be harmed by the Inevitable. 
