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Seeking Throw Technique
Dragon-Blooded: What Fire Has Wrought, p. 275

M O O O O O ;‘) Add bonus dice on a Thrown roll for one mote each,

and ignore the Defense bonus of enemies in light
Charm Name cover. In Air Aura, if you aim before attacking, ignore one
Book Name / Page Reference point of Defense bonus from heavy cover.

Short Descriptor.
This does not contain full rules-text, but intends to confer % / . O O O O \
an at-a-glance info about this Charms capabilities.
Please refer to the book for full details.
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Blindingv? ark Throw Armor-Rupturing Fang Venom Thorn Attack Invisibly Hidden Chakram Method Elusive Zephgr Strike

Permanent Essence requirements in dots

Permanent Ability requirements in dots Dragon-Blooded Fire Has Wrought, p. 275 Dragon-Blooded: What Fire Has Wrought, p. 275 Dragon-Blooded: What Fire Has Wrought, p. 275 Dragon-Blooded: What Fire Has Wrought, p. 275/276 Dragon-Blooded: What Fire Has Wrought, p. 276
R hase/U d ilabl Difficulty 3 gambit against enemy out to medium range. On a decisive attack, embed your weapon into an Reflexively poison your weapon when you make a decisive Banish a thrown weapon Elsewhere until you recall it. Double s on the attack roll of a distract gambit.
epruchase/Lpgrade available Success blinds for three rounds. Affected can pay 2 Initiative armored enemy, lowering soak by one and increasing attack, even if it lacks the Poisonable tag. Initiative cost Can banish several weapons up to a limit. In Air Aura In Air Aura, add attack roll threshold successes as dice
Aura Keyword (see What Fire Has Wrought) to roll (Stamina+Resistance) to clear eyesight. Use reflexive mobility penalty. Removing is a feat of strength. In Earth of Charm is waived if weapon has that tag. you may banish any number of weapons with a single to your Initiative roll.
in Fire Aura when you crash someone. Aura, embed multiple weapons for greater effect. use

Balanced Keyword (see What Fire Has Wrought)

Elemental Affinities: H‘..OO# h..OOOﬁ H...QO# %ﬁ...@@ﬁ %ﬁ....oﬁ
o Water @ Earth . Wood
O - Q@ Ar @ i
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with their element. Smoke Burst Eruption Arcing Levinbolt Precision Earth—Shatterin% Strike Mela’s Twin Fangs Sand--Scou rge Feint Hundred Thorns Blossom Winter Fang Attack
Dragon-Blooded: What Fire Has Wrought, p. 276 Dragon-Blooded: What Fire Has Wrought, p. 275 Dragon-Blooded: What Fire Has Wrought, p. 275 Dragon-Blooded: What Fire Has Wrought, p. 276 Heirs to the Shogunate Preview, p. 161 Dragon-Blooded: What Fire Has Wrought, p. 277 Dragon-Blooded: What Fire Has Wrought, p. 278
‘3’:;";‘;:’;:zz‘é‘g‘é‘;it‘:)gng"::r':;’:f:ecs‘:sg“j;'?e (Additional and Backer Charms) A successful decisive attack creates smoke cloud out to An enemy wearing armor made from metal (including the Make a decisive attack that shatters the ground beneath Must have at least one weapon banished with prerequisite Make a distraction gambit. If successful, the victim loses Focus an enemy with lower Initiative within short range, Supplement a decisive attack or gambit. If attack deals
short range, providing concealment to roll Stealth. five magical materials) applies the armor’s mobility your target, creating difficult terrain beneath them. and another readied. Make one withering attack with each Initiative equal to the gambit Initiative cost. If this crashes the roll vs. target Guile. If target fails, make a reflexive damage or gambit succeeds, enemy loses Initiative
Created by MadLetter S — Unexpected attacks of allies within cloud gain bonus. penalty to soak and Hardness against the supplemented weapon vs. a single enemy, but only gain Initiative for the victim, the Initaitive Break is awarded to the beneficiary of the unexpected decisive attack with (Manipulation) damage, equal to 10s rolled, maximum (Essence). You do not gain
Upgradable at Thrown 5, Essence 5. attack. higher-damage attack. gambit. Earth Aura effect: expend Aura instead of paying i cost. ignoring Hardness. Refer the book for this complex Charm. this Initiative yourself.

O— 00000 <— — 00000 <— &—F 00000 <— S~ 00000 < @ — 00000 < O—7 00000 —~ 00000 <—

|
@— 00000 £¥—9 —\ 00000 &£— @— 00000 &£X— — N 00000 £L— @ 00000 £L— @ 00000

Exploding Weapon Technique Fatal Riptide Strike Devastatmg Avalance Barrage Stone Needle Strike Thousand Razor Wind
Dragon-Blooded: What Fire Has Wrought, p. 277 Dragon-Blooded: What Fire Has Wrought, p. 277 Dragon-Blooded: What Fire Has Wrought, p. 276/277 Dragon-Blooded: What Fire Has Wrought, p. 277/278 Dragon-Blooded: What Fire Has Wrought, p. 278 Dragon-Blooded: What Fire Has Wrought, p. 276
Your thrown weapon explodes, adding damage to a Ignore penalties for throwing a weapon through water or Make a withering attack that also becomes a secondary An enemy damaged by your decisive attack loses Instantly recall every weapon banished with Invisibly Your weapon becomes alive, thrown upon the winds to
decisive attack. Destroys mundane weapons used. similar liquids. Surprise attacks while underwater deal unblockable withering attack to everyone within short movement action on next turn and is impaled by weapon, Hidden Chakram Method and make a series of decisive attack your target on it's own, gaining an Initiative track.
Can be repurchased at Essence 5 to unlock two addtl. extra damage. Once per scene enhance an unexpected range of your target. Requires debris, can be manifested. requiring them or an ally to succeed on a feat of strength attacks, rolling separately for each weapon (divide Please refer the book for this complex Charm.
effects that can be used. attack to convert it into an ambush. Please refer the book for this complex Charm. before taking any movement actions. Initiative evenly), ignore Hardness. Do not reset.
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Whirlwind Shield Technique

Dragon-Blooded: What Fire Has Wrought, p. 278/279

Create a vortex of weapons and debris around you
which protects you with defend other actions. The
whirlwind gains its own Initiative track. if the vortex
is crashed, the Charm ends. Once per combat only.
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Vengeful Gust Counterstrike
Dragon-Blooded: What Fire Has Wrought, p. 279
While the prerequisite is active, you may reflexively
clash an attack from out to short range with a decisive
attack, with damage equal to the vortex’ Initiative.
Please refer the book for this complex Charm.
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Wind Armor Technique
Dragon-Blooded: What Fire Has Wrought, p. 279
While Whirlwind Shield Technique is active, gain Hardness
equal to the vortex’ Initiative. If the vortex blocks an
attack from close range, the attacker suffers one die of
lethal damage, ignoring Hardness. Incompatible with armor.
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