Archery
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Unobstructed Hunter's Aim Harvest of the Hunter
Dragon-Blooded: What Fire Has Wrought, p. 163 Dragon-Blooded: What Fire Has Wrought, p. 164

@ \ O O O O O ;‘) Add bonus dice to an Archery roll for one mote each. Create usable ammunition for bow or crossbow from
Against living or undead targets, this Charm ignores

natural plants. Gain double 8s on ammunition checks.
Charm Name one point of penalty from visual obstruction. Out of combuat, fill quiver with ease.

Book Name / Page Reference

Short Descriptor.
This does not contain lerl ruleessc—ftlepxtc,)rbutintendstoconfer . / . O O O O \ ‘ / . . O O O N\

an at-a-glance info about this Charms capabilities.
Please refer to the book for full details.
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Legend
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Five—Dragon Arsenal Skg—CalmingNDraw Arrow Thorn Technique Boughs of Burnin%Autumn Life—Swellin% Sap Strike Grasping Vine Shot

Permanent Essence requirements in dots

Permanent Ability requirements in dots Heirs to the Shogunate, p. 128 Dragon-Blooded: What Fire Has Wrought, p. 163/164 Dragon-Blooded: What Fire Has Wrought, p. 164 Dragon-Blooded: What Fire Has Wrought, p. 164 Dragon-Blooded: What Fire Has Wrought, p. 164/165 Heirs to the Shogunate, p. 128
- hase/U d i1abl As long as you have a full-cost attunement artifact weapon, After spending a round aiming, extend range of a Withering attacks add +1 Overwhelming or (Essence) Reflexively reload a firewand or similar flame weapon with Your arrow becomes ever-growing and entangles enemies, Turn your arrow or flame weapon discharge into a
Epurcnase/Lpgrade avatiable reduce cost of further weapons attunement by 3m each withering or decisive attack by one range band (maximum if benefiting from aiming. A decisive attack adds the slow tag. Allows multi-attack charms like Swallows inflicting a mobiliy penalty and causing loss of Initiative. magical rope-like form and use it to reflexively use move
Aura Keyword (see What Fire Has Wrought) (min. 1Tm). Doesn't stack with other discounts. May be is long) and ignores penalties from wind and or weather. some threshold successes on the attack roll as dice of Defend the Nest (add cost of this Charm for each Vastly more dangerous vs. undead. actions to climb it. May also attach the rope” to small objects.
learned as Brawl, Melee, Thrown or War charm. No need to aim beforehand in Air aura. damage, more if aimed. attack made in such a fashion). Please refer to the book for this complex Charm. Please refer to the Book for this complex Charm.

Balanced Keyword (see What Fire Has Wrought)

Elemental Affinities: H.‘..Oﬁ %ﬁ..oogﬁ H...OO# ”7....0# H...Ogﬁ H...Ooﬁ
O Water @ Earth . Wood
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Signature Charms have larger and colored boxes associated P O O O O O ; 4 O O O O O ;0 Q O O O O O ;
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with their element. Death From Nowhere Nightshade's Deadly Bloom Arbor Sentinel Technique

Dragon-Blooded: What Fire Has Wrought, p. 164 Heirs to the Shogunage Preview, p. 129 Dragon-Blooded: What Fire Has Wrought, p. 165
What Fie Has Wrought (Dragon-Blooded Core Book) After spending a round aiming, a withering attack Requires Initaitive 10+. Enhance decisive attack with a Turn your bow into a stationary cover while retaining
Dragon-Blooded Companion: Heirs to the Shogunate (Additional and Backer Charms) . . . . ol q o

ignores (lower of Essence or Perception) points of deadly poison. At Archery 5, Essence 3, repurchase to the ability to shoot arrows, growing ammunition from the
R exalted@madietternet soak from armor. make it an area of effect. stationary weapon as well.
Please refer to the book for this complex Charm. Please refer to the book for this complex Charm.
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Landslide Missile Attack Drawing Lhightning Style Spring Follows Winter Thousand Thorn Artillery

Heirs to the Shogunate, p. 128 Dragon-Blooded: Fire Has Wrought, p. 165 Dragon-Blooded: What Fire Has Wrought, p. 165 Heirs to the Shogunate, p. 129 Dragon-Blooded: What Fire Has Wrought, p. 165
Enhance a decisive attack that benefits from aiming. When you benefit from aiming, you may make a decisive Make a decisive attack, rolling twice and using the Pay +1m, +1wp when using the prerequisite to cause Aim two consecutive turns and make a decisive attack
An enemy hit by it is knocked back one range band. If this attack, adding three bonus dice from aiming to the damage better result. Any Charms adding dice or otherwise your weapon to turn into a siege weapon (ballistae for out to extreme range, converting bonus dice from aiming
leaves them on an earthen surface, they also fall prone instead of the attack roll. Repurchase to expend Aura enhancing the attack roll must be paid separately bows and crossbows, fire cannon for flame weaponry). to non-Charm successes. Must be able to see target clearly.
as the arrow seeks to return to the earth. to apply bonus to attack and damage. for each roll. Retain prerequisite benefits. On hit and incapacitation, aim at another foe within long.
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Rolling Stormcloud Approach Dragonfly Finds Mate Earth’s Judgement Awakened
Heirs to the Shogunate, p. 129 Dragon-Blooded: What Fire Has Wrought, p. 166 Dragon-Blooded: What Fire Has Wrought, p. 165
Aim and take a move action in the same turn, and you Reflexively clash any ranged attack with a withering attack Successfully dodge on an earthen surface to make and
can flurry aim with a rush or disengage. If you successfully without needing to aim. Winning the clash knocks the immediate decisive counterattack against lowest of
rush or disengage, ignore the Defense penalty enemy'’s attack away but deals no damage. Gain Initiative Defense or Resolve and a non-Initiative-based damage.
from flurrying. from a successful attack, attacker suffers some penalties. Please refer to the book for this complex Charm.
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Seven-Year Swarm Volleg Sparrow Dives at Hawk Salamander Swallows Flames Blazing Phoenix Pinion
Dragon-Blooded: What Fire Has Wrought, p. 1 Dragon-Blooded: What Fire Has Wrought, p. 167 Dragon-Blooded: What Fire Has Wrought, p. 166 Dragon-Blooded: What Fire Has Wrought, p. 165/166
Defend your allies from ranged attacks and clash any When you win a clash with Dragonfly Finds Mate while When using the prerequisite with a firewand, add (Essence) After spending a turn aiming, make a decisive attack and

number of such incoming attacks to defy the attackers in Wood Aura, spend 1 wp to use your attack roll as a dice to the clash an attack made using firewand, add (Essence) dice of damage. Can explode in an
(but deal no damage on success). Ends if you attempt decisive attack. Once per scene, reset conditions apply. fire-based attacks or magical attacks made of pure essence unblockable blast which pierces Hardness and may set
to dodge/parry or try to attack. Refer book. or the like. Steal the power and reload weapon. Refer book. things on fire. Please refer the book.
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Swallow Defends the Nest Fang-of-the—Depths Draw
Dragon-Blooded: What Fire Has Wrought, p. 167/168 Dragon-Blooded: What Fire Has Wrought, p. 166
Make multiple decisive attacks based on Dexterity or Attack from or into water or similar liquid without trouble.
Perception. Each attack has an Essence-based base In Water Aura and underwater use to attack after aiming
damage to which Initiative is divvied up. Reset to base to establish concealment, rendering the attack unexpected.
Initiative after all attacks are made, even if all missed. Please refer to the book for this complex Charm.
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Arrow Rain Tempest Heartbeats Before Death
Dragon-Blooded: What Fire Has Wrought, p. 168 Dragon-Blooded: What Fire Has Wrought, p. 166
Aim for two turns and retain 12+ Initiative to designate Reflexively aim at living or undead enemies before
a target point and roll a single decisive attack with all your attacking, ignore any light or heavy cover. If already
Initiative against everyone in short range, allies included. aimed, attack an enemy behind full cover, though
Once per scene, no reset condition. it grants them +3 Defense. Once per scene, reset applies.
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Effortlessly Rlsmg Flame Perfect Climbing Attitude

Dragon-Blooded: What Fire Has Wrought, p. 1 Dragon-Blooded: What Fire Has Wrought, p. 169
@ \ O O O O O Z 0 Add automativ successes to an Athletics roll for Reflexively use move action to climb a range band up
two motes each, and roll an additional non-Charm stone or earthen surface without Athletics check.
Charm Name die for every 10. Upgrade: Choose to leave handholds behind when
Book Name / Page Reference climbing.

Short Descriptor.
This does not contain f(tjlrl ruleessc—ftlepxtc,):outintendsto confer . / . O O O O \ @ / . O O O O N\

an at-a-glance info about this Charms capabilities.
Please refer to the book for full details.
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Legend
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Permanent Essence requirements in dots Soaring LeaP Technique Bellows—Pumpi ng Stride Strength of Stone Technique
Permanent Ability requirements in dots Dragon-Blooded: What Fire Has WroughT p. 169 Dragon-Blooded: What Flre Has Wrought, p. 168 Dragon-Blooded: What Fire Has Wrought, p. 169
Every 10 on an Athletics roll to jump (including rush Roll an additional non-Charm die on a rush for every 1 Gain one bonus dot Strength as long as you remain
Repurchase/Upgrade available or disengage featuing a leap) rerolls a single non-1 that appeared on the opposing roll. At Essence 3, expend on ground or a natural stone surface. Increases ability
e ] e e e — failed die. Fire Aura for additional effect. to enact feats of strength, as well as adding one die
Please refer the book for this complex Charm. to Strength-based withering damage rolls.

Balanced 'K.eyword (see What Fire Has Wrought) . . . . O O H . . . O O ~ H . . . O O N\

Elemental Affinities:

. Water @ Earth . Wood
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with their element. Incense Smoke Ladder Verdant Dragon's Footsteps Inescapable Blazing Advance Ice—Slick Tread Technique Crashmg Tide Advance Mountamil"onplm g Might Grandmother Oak Exertion
Dragon-Blooded: What Fire Has Wrought, p. 169 Dragon-Blooded: What Fire Has Wrought, p. 168 Dragon-Blooded: What Fire Has Wrought, p. 170/171 Heirs to the Shogunate, p. 129 Heirs to the Shogunate, p. 129 Dragon-Blooded: What Fire Has Wrought, p. 169 Dragon-Blooded: What Fire Has Wrought, p. 169
What Fire Has Wrought (Dragon-Blooded Core Book) Run up walls and other vertical surfaces and ceilings as long Move through plant-based difficult terrain unimpeded Add (Essence) non-Charm dice on a rush; (Essence) 1s When crossing a range band by walking/running, you Add an auto-success on a rush. If you succeed and subsequently Add (Essence/2, rounded up) to Strength rating Add a bonus success on a feat of strength, may use Stamina
T B S T e S = e (e el o1 sy as you keep moving. Cannot disengage or withdraw and ignore fatigue penalties on a single move-based rolled by opposition strip one point of Initiative from them freeze the ground you traveled. If you make an athletics had your reflexive move provoked, inflict a -1 onslaught to determine if you may attempt a feat of strength. in place of Strength rating to determine qualification.
Crested by Madletter exaltedamadetternet this way. If movement ends where you couldn‘t normally Athletics roll. In Wood Aura duration is extended which you gain. On crashing an enemy this way, they are roll during movement, gain an auto-success and ignore penalty to target and if you attack from close range next Strength of Stone counts as adding Stamina. Other
stand and you fail to renew, you fall and suffer damage. until Aura dissipates. set ablaze and take damage each turn, piercing Hardness. any penalties for difficult terrain. Walk over water. turn, add one die to decisive or post-soak withering damage. effects and upgrades ally, please refer the book.
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Fl;{lm g Dagger Leap Dancin%vEmber Stride Soaring Zephyr Flight Graceful Dryad Dance Unshakable Mountain Spine

eirs to the Shogunate p. 129 Dragon-Blooded: What Fire Has Wrought, p. 171 Dragon-Blooded: What Fire Has Wrought, p. 169/170 Dragon-Blooded: What Fire Has Wrought, p. 171 Dragon-Blooded: What Fire Has Wrought, p 170
To use, must either move into close range w. enemy by Roll to rush an enemy from short range with double 9s. Jump up two range bands and hover, use movement Walk on branches, leaves, plant-based surfaces with Must be in direct contact with earth. Double Strength
leaping and attacking or reflexively pursuing by leaping On success, instantly move into close range instead of actions to fly or hover if you pay the per-round Initiative perfect balance, stand or cross even if unable to normally rating to determine qualification for feats of strength, gain
with rush and then attack next turn. Add bonus dice on attack normal effects. Pay one Willpower to expend Fire Aura cost (4i). Ends if crashed, incapacitated, leaving Air Aura bear your weight. +1 Evasion while standing thusly. double 9s on rolls for it. Excess points above required
roll and damage to damage roll for decisive or withering. to rush from medium range. or the mote commitment ceases; drifting to ground. Use move action to quickly ascend plant-based surfaces. minimum added as non-Charm die; refer book.
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Falling Star Maneuver Seethin ng Dragon Footprint Dragon Surmounts the Waterfall
Dragon-Blooded: What Fire Has Wrought, p. 171 Dragon-Blooded: What Fire Has Wrought, p. 171 Dragon-Blooded: What Fire Has Wrought, p. 171
Use when successfully rushing with Dancing Ember Stride When igniting a trail of fire with Bellows-Pumping Stride, Double 8s on movement rolls while swimming, ignoring
or when descending from air into close range to make a use this Charm to stoke it into a bonfire hazard. Essence any water-based penalties. Ascend waterfalls, etc. Feats of
reflexive decisive attack to create a shockwave. fuels the bonfire for the scene, so that no flammable strength underwater benefit from double 9s.
Please refer the book for this complex Charm. material is required for this effect. Please refer the book for this complex Charm.
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Charm Name

Book Name / Page Reference

Short Descriptor.

an at-a-glance info about this Charms capabilities.
Please refer to the book for full details.

O Permanent Essence requirements in dots

. Permanent Ability requirements in dots

o Repurchase/Upgrade available

@ Aura Keyword (see What Fire Has Wrought)
@ Balanced Keyword (see What Fire Has Wrought)

Elemental Affinities:

o Water @ Earth . Wood
O - Q@ Ar @ i

Signature Charms have larger and colored boxes associated

with their element.

What Fire Has Wrought (Dragon-Blooded Core Book)
Dragon-Blooded Companion: Heirs to the Shogunate (Additional and Backer Charms)

Created by MadLetter exalted@madletter.net

This does not contain full rules-text, but intends to confer

—— 00000 x—
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Precision Observation Method
Dragon-Blooded: What Fire Has Wrought, p. 172

Add dice to an Awareness roll for one mote each, or
automatic successes for two motes each.

—— 00000 4
Deep-Listenin% Palm

Dragon-Blooded: What Fire Has Wrought, p. 172
Touch a surface to listen though it as if it werent there.
No roll required for wood, stone, etc., while stronger
materials such as metal require a check.

&— 00000 x—
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Hesiesh ‘s Discernin Tongue
Dragon-Blooded: What Fire Has Wrought, p. 173
When placing potentially harmful food or drink in your
mouth, roll to detect poison or other harmful ingredients
and set them afire. Upgrade allows immediate Join
Battle roll benefitting from the prior detection check.

&— 00000 <x—
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All-Encom assin% Earth Sense
Dragon-Blooded: What Fire Has Wrought, p. 172
Automatically activate when a hidden enemy or danger is
coming into close range, roll to notice, some restrictions
apply. Upgrade Elemental variants later.

Please refer to the book for this complex Charm.

&— 00000 <—
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Victory—Seeking Insight

Heirs to the Shogunate, p. 129
After Join Battle, transfer up to (Int, Wits, or War) total points
of Initiative to any number of allies, dividing how you like.
Can't crash yourself that way. If you transfer to Hearthmate,
they gain one additional point of Initiative.

O— 00000 <—

—— 00000 4£—

Pasiap Preempts Haste
Heirs to the Shogunate, p. 130
Double 9s on Join Battle. If you win, waive the Initiative
cost of delaying your action on the first round and add
(Perception) bonus dice on your attack roll if you delay
until after an enemy acts.

—— 00000 4£—

Feeling the Dragon's Bones
Dragon-Blooded: What Fire Has Wrought, p. 173
Roll to sense characters and objects out to medium range,
even if they are behind walls or underground. Extend
to long range in underground locales. Earth Aura
commits the cost for Aura-duration on the effect.

&— 00000 <x—

&— 00000 <—
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Air—variant of |
All-Encompassing Earth Sense

N |
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Cloud-Piercing Focus
Dragon-Blooded: What Fire Has Wrought, p. 172
Ignore visual penalties and obstructions related to
the element of the Charm as you chose it. Regardless
of the version used, sight is extended to its full
normal range.

000, 00000
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Dragon's Crushing Gaze
Dragon-Blooded: What Fire Has Wrought, p. 172/173
Use when opposing a character’s Stealth (or Disguise, if
water variant). On winning the Charm strips one success
from the opposing character. Additional effect
if in either Aura.

Q0— 00000 <—

— 00000 &LH—
One-With-Earth Embodiment

Dragon-Blooded: What Fire Has Wrought, p. 174

Merge into and move through earthen surfaces. If you
end your move within such a surface, either use the Charm
again or be expelled. Benefit from full cover unless enemy

uses feat of strength, gambit or stunt to create opening.

©— 00000 ——
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Dragon-Blooded: What Fire Has Wrought, p. 174

Extend senses by designating an individual you want to
listen to or a specific sound, reaching (Essence) miles
away. Roll to detect the listened-for sound with double 7s,
failure means you can still hear but not pinpoint the sound.

— 00000 £HY—

Dragon's Flarm% Nostrils
Dragon-Blooded: What Fire Has Wrought, p. 174/175
Double 9s on scent-based Awareness rolls, as well as Survival
rolls based on tracking by scent, Medicine to diagnose
disease or poison and Socialize to read intentions of a
character you can smell. Please refer the book.

0— 00000 ——

—— 00000 44—
Sense the Hidden Ember

Dragon-Blooded: What Fire Has Wrought, p. 175

When in close range to a location where an Exalt’s anima
banner reached bonfire or where a spirit used a greater
miracle during the current story, roll to gain Information.
Please refer the book for this complex Charm.

—— 00000 £F¥—
Sense—Riding Technique

Dragon-Blooded: What Fire Has Wrought, p. 175
Touch a character and roll against their Resolve. Success
establishes a link allowing your to ride the target'’s
senses by meditating. Make checks based on your own
abilities but include the touched characters merits.

O - 00000 <

N\ 00000 A

Serpent—of-the—Depths Discernment
Dragon-Blooded: What Fire Has Wrought, p. 174
While submerged in a body of water, cast your sense
of hearing to another place within the same body, no more
than (Essence) range bands away. Double 9s on Awareness
rolls from water. Refer book for details.

&— 00000 < —
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Sense--Destroying Technique
Dragon-Blooded: What Fire Has Wrought, p. 175/176
Touch a character and roll against their Resolve. Success
steal away one sense as a crippling effect. Touching an
unwilling character in combat is a difficulty 1 Brawl / MA
gambit. Please refer the book for details.

0— 00000 ——

——N 00000 £&—
Ege of Blazing Truth

Dragon-Blooded: What Fire Has Wrought, p. 174

Gain additional non-Charm dice for each 10 rolled on a
vision-based Awareness roll. Succeeding on a roll opposing
Larceny/Stealth allows you to shoot fiery lances at the
enemy. Please refer the book for this complex Charm.

&— 00000 <
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Essence Disruption Attack
Dragon-Blooded: What Fire Has Wrought, p. 176
Touch a character and roll against their Resolve. Success
seals the target’s Essence, requiring additional expenditure
of motes to bypass the seal. Seal is broken on a given
number of bypasses, depending on target abilities.

O— 00000 ——
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Skyward Eye Vigil
Heirs to the Shogunate, p. 130
See world from bird’s-eye view. Sense surroundings out to
long range, within some limits. Add automatic success on
any Perception-based rolls. Roll (Perception + War) on
command rolls if you are able to see the group you command.

—— 00000 £—

Distant March Intuition
Heirs to the Shogunate, p. 130

When using the prerequisite, detect movement of battle
groups, Legendary Size characters or anything similarly large
moving across the earth within (successes) miles. Can‘t pin

precise location. Interacts with Sense the Hidden Ember.

&— 00000 < —
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Dragon's Twitchin% Whisker

Dragon-Blooded: What Fire Has Wrought, p. 175
When a character you have a Major/Defining negative
tie towards comes within long range, automatically
activate this Charm to strip a single success from Stealth
or disguise rolls by them and roll (Perception+Awareness).
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Leq 1) d Become the Hammer Flotsam-and—Jetsam Approach
Dragon-Blooded: What Fire Has Wrought, p. 176 Heirs to the Shogunate, p. 130
Add bonus dice to Brawl or Martial Arts attacks, deal Waive Initiative cost of attacking with improvised weapons
M O O O O O ;‘) lethal damage unarmed. Reroll 65 until they fail to appear. using any combat Ability, may use Strength instead of
Charm Name May raise Brawl/MA-based Parry by two motes per point Dexterity to attack with thlem. Bonus dots of Strength
Book Name / Page Reference and block lethal damage unarmed. conferred by magic don‘t add to these attack rolls.

This does notcontaiir}zlrltrlaleessi?ep;:,):.)utintendstoconfer 0 / . O O O O N0 0 / ‘ 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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Permanent Essence requirements in dots Water Dragon's Coils Pounding Surf Style Blade—Deflecting Palm Stone Fist Strike
. . . Dragon-Blooded: What Fire Has Wrought, p. 176 Dragon-Blooded: What Fire Has Wrought, p. 176 Dragon-Blooded: What Fire Has Wrought, p. 177 Dragon-Blooded: What Fire Has Wrought, p. 178
Permanent Ability requirements in dots o . . . .
Make a grapple gambit with (Strength+Brawl) to attack. Add your opponent’s current Onslaught Penalty to the When using Brawl/MA to block, (Essence) 1s on the attack Add an automatic success on an unarmed withering

Repurchase/Upgrade available Magical bonus dots of Strength to not apply to attack roll. Overwhelming value of a withering attack. roll must be rerolled, beginning with 7s and moving up. attack roll and add (Essence/2, round up) Overwhelming.

_ Every two threshold successes add a bonus die to the In Water Aura this adds to your raw damage as well. In Water Aura, each point of onslaught you suffer reduces In Earth Aura, the Overwhelming increases to (Essence).
Aura Keyword (see What Fire Has Wrought) gambit’s Initiative roll. the cost of the Charm by 1m.

Balanced Keyword (see What Fire Has Wrought) H . . O O O AN H . . O O O < H . . . O O ~—— h . . . O O ~—

Elemental Affinities:
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Signature Charms have larger and colored boxes associated . . . . . C . . X
with their element. Inescapable Wirlpool Hold Currents Sweep to Sea Oaken Thew Exertion Hammering Wave Technique Twisting Vicious Tide Rolling Boulder Blow
Dragon-Blooded: What Fire Has Wrought, p. 176 Dragon-Blooded: What Fire Has Wrought, p. 177 Dragon-Blooded: What Fire Has Wrought, p. 176/177 Dragon-Blooded: What Fire Has Wrought, p. 178 Heirs to the Shogunate, p. 130 Dragon-Blooded: What Fire Has Wrought, p. 178
What Fire Has Wrought (Dragon-Blooded Core Book) Reroll 6s until they cease to appear on both Initiative roll As long as there is a source of water, create a grasping limb Add (Stamina) to either raw damage of a withering attack Double Strength to calculate raw withering damage or When clashing an attack, your enemy’s attack roll loses Add (Strength) threshold successes on the attack roll of
Dragon-Blooded Companion: Heirs to the Shogunate (Additional and Backer Charms) and the control roll of a grapple. of water, rolling a grapple gambit against an enemy at or as bonus dice to control roll of a clinch. gain double 10s on decisive damage rolls. dice equal to the onslaught penalty that wore off at the a decisive smash attack as dice of damage. May knock
In Water Aura, succeeding on control roll refunds the short range. Drag enemies close. Can use anima levels In Wood Aura, if you reach dice limit on a grapple control In Water Aura, if dealing 3+ withering or 1+ decisive start of their turn (or the current one if he's attacking enemy prone and send him one range band back.
Gzl MRl eeliEmeli gambit’s Initiative cost. instead of water source. Range extends in Water Aura. roll, add an additional non-Charm success. damage, onslaught of your attack extends duration. outside of his turn).
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Crushing Avalanche GrasP Waves Swallow the Mountain Entanglin% Roots Embrace Fist—Spinning Maelstrom Become the Wave Trireme Strikes the Rocks
Dragon-Blooded: What Fire Has Wrought, p. 178 Dragon-Blooded: What Fire Has Wrought, p. 177 Dragon-Blooded: What Fire Has Wrought, p. 180 Dragon-Blooded: What Fire Has Wrought, p. 178 Dragon-Blooded: What Fire Has Wrought, p. 180 Dragon-Blooded: What Fire Has Wrought, p. 179 Heirs to the Shogunate, p. 130/131
Make a decisive attack against up to medium range. Either If you hit an enemy and successfully establish a clinch, you Expend one round of control over a grapple to set If a grapple enhanced by this Charm succeeds, steal Roll a single withering attack against several enemies, Upon receiving the benefit of a distract gambit from an When lower-Initiative enemy attacks, reflexively clash with
attack from range or move up to close range with your foe. don't loose rounds of control over it from attacks against the clinched foe's hardness to 0 for a single tick. one point of Initiative from your victim at the end of each more if your Initiative is higher than at least one target's. ally who hasn’t used their move action, reflexively leap one a decisive or a disarm. Doesn’t count as attack for the round.
Damage is lethal, ignoring Hardness and doesn‘t base your target that miss. In Earth Aura, attacks that hit but of your turns. Roll withering damage separately against each target range band towards the gambit’s victim. Roll to disengage Defense penalty imposed by successful clash counts as
on Initiative. Please refer the book. do no damage also don‘t loose rounds of control. but only gain Initatitve from the highest success. See book. from other foes, if needed. Doesn’t count as movement. onslaught. Currents Sweep to Sea expands range.
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Crater—-Making Impact Embracindg the Violent Flow Drowning Embrace Hanging Tree Technique Swift-Striking Tide
Dragon-Blooded: What Fire Has Wrought, p. 178 Dragon-Blooded: What Fire Has Wrought, p. 179 Dragon-Blooded: Whaft Fire Has Wrought, p. 180 Dragon-Blooded: What Fire Has Wrought, p. 180 Dragon-Blooded: What Fire Has Wrought, p. 180
Either make a decisive smash attack against a crashed Engulf your body in a fluid mantle of water either by a On successfully grappling a crashed foe or crashing an Make a grapple gambit against several foes in close range, Once per round, if an ally uses a distract gambit to
enemy or a decisive throw against a clinched foe. Fling body of water or via anima expenditure. Make unarmed enemy you are clinching with a withering savaging attack, making only a single attack roll but rolling for control benefit you, reflexively make a decisive attack against
your target away and knock them prone, shattering attacks out to short range and gain various benefits. overflow their lungs with water to asphyxiate them. separately. Other benefits apply. the gambit’s target. Doesn’t count as your attack for
the ground. Please refer the book for this complex Charm. Please refer the book for this complex Charm. Please refer the book for this complex Charm. Plesae refer to the book for this complex Charm. the round.
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Eruptingv Fury Barrage Body of Deadly Thorns Smashing Tidal Wave Techniclue Magma Hell Upheaval

Dragon-Blooded: What Fire Has Wrought, p. 179 Dragon-Blooded: What Fire Has Wrought, p. 179 Dragon-Blooded: What Fire Has Wrought, p. 180/181 Heirs to the Shogunate, p. 131/132
Requires 15+ Initiative; unleash a rapid series of strikes Make a grapple gambit with double 9s on attack and When using Currents Sweep to Sea, grapple up to long Must have 20+ Initiative. Create an unblockable decisive
upon a singular enemy, using up all Initiative and resetting. control roll. Combine a restrain action with a decisive range and clinch foes beyond your normal size limits. Rolls attack against all characters within medium range by
All hits produce a lasting triggerable damage ability. savaging attack. Gain additional benefits. to establish control gain Double 8s. Other benefits apply. calling lava from the earth.
Please refer the book for this complex Charm. Please refer the book for this complex Charm. Please refer to the book for this complex Charm. Please refer the book for this complex Charm.
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Geese—Flying—South Administration Finding the Water's Depths

Dragon-Blooded: What Fire Has Wrought, p. 181 Dragon-Blooded: What Fire Has Wrought, p. 181

16)4 O O O O O ;‘) Add automatic successes to a Bureaucracy roll for two Read a character’s intentions with (Perception + Bureaucracy)
dto determine what would entice them to a specific

motes each and reroll 6s until they fail to appear.
Charm Name course of action with bargain. Reveal relevant Intimacies
Book Name / Page Reference as well. Please refer the book.

Short D iptor.
This does not contain fg[l ruleessc-frfxt?rbutintendsto confer H . O O O O h 0 / . . O O O \

an at-a-glance info about this Charms capabilities.
Please refer to the book for full details.
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Permanent Essence reqtirements in dots Confluence of Savant Thought Benevolent Master's Blessin Testing the Waters Thoughtful Gift Technique Sink—or—Swim Discernment
Permanent Ability requirements in dots Dragon-Blooded: What Fire Has Wrought, p. 18 Dragon-Blooded: What Fire Has Wrought, p. 181/18 Dragon-Blooded: What Fire Has Wrought, p. 181 Dragon-Blooded: What Fire Has Wrought, p. 182 Heirs to the Shogunate, p. 132
. Roll to introduce a fact about a bureaucratic or Hand out a token or mark so that others presented with it Read intentions with (Perception+Bureaucracy) to unveil Use Finding the Water’s Depths to find out if an offer you Use prerequisite to assess a character’s bureaucratic standing,
Repurchase/Upgrade available mercantile organization you belong to or are know immediately that your servants are in your employ how a target plans to vote in an upcoming issue before want to propose is acceptable, then use this charm to gaining a general sense of what bureaucratic organizations,
Aura Keyword (see What Fire Has Wrought) familiar with. and carry authority to negotiate on your behalf. Target a governmental, bureaucratic or mercantile organization. gain double 9s on the bargain roll, which can be made if any, he belongs to, as well as approximate rank.
gains Specialty to act on or follow your orders. Upgrade to discern factions within such a circumstance. with any social ability.

alanced Keyword (see What Fire Has Wrough
e 06— 00000 <— 0— 00000 <— 00— 00000 < 00— 00000 -~ — 00— 00000 <~
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Signature Charms have larger and colored boxes associated
with their element. Charting Unfamiliar Tides Water—Stained Ledger Bestow the Saffron Mantle Dashing Brook Method Unshakable Mountain Management Distraction of the Babbling Brook Blazing Hoard of Hesiesh
Heirs to the Shogunate, p. 132 Dragon-Blooded: What Fire Has Wrought, p. 182 Dragon-Blooded: What Fire Has Wrought, p. 185 Dragon-Blooded: What Fire Has Wrought, p. 182 Dragon-Blooded: What Fire Has Wrought, p. 182 Dragon-Blooded: What Fire Has Wrought, p. 184 Dragon-Blooded: What Fire Has Wrought, p. 185

UiEt e e Wi i Pegen HlsedtE Comiesly) Use prerequisite to introduce facts about bureaucratic Reroll 5s and 6s until they fail to appear on a Larceny roll Bestow your favor upon a subordinate to promote them to Enhance a project (or bureaucratic task), multiplying the Invoke when you perceive another character’s social Ensnare business partners or customers by rolling a Gain non-Charm bonus dice to instill, persua and threaten
Dragon-Blooded Companion: Heirs to the Shogunate (Additional and Backer Charms) . . . . . . . ; ; q a . a a q a a q . . o a a a q

or mercantile organizations you aren‘t familiar with, as long to conceal evidence of bureaucratic misdoing such as your proxy in all bureaucratic manners. Subordinate must speed at which an organization makes progress. Attribute influence that would cause characters to betray or sabotage bargain roll with any social ability, concealing one rolls depending on the disparity between your resource
Created by MadLetter S as you spent at least a scene interacting with or eavesdropping embezzlement or abuse of authority. Discovering such have a Major/Defining Tie to you. They gain several benefits. used must match your leadership style. Cannot enhance an organization you belong to or abuse their position condition or requirement. rating and that of your target. Can increase rating up to

on members of that organization acting in official capacity. evidence gains a lower roll than normal, see book. Please refer the book for this complex Charm. overly long tasks, see book. within such an organization. Other benefits apply, refer book. Please refer the book for this complex Charm. 6 with Shells-for-Silver Ruse.
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Sea—Changed Secrets Shells—for-Silver Ruse Thrashinv% Carp Serenade Sprouting Bamboo Cultivation Followindq the River's Course One Forest, Many Trees Drowning in Nngotiations Style
Dragon-Blooded: What Fire Has Wrought, p. 186 Dragon-Blooded: What Fire Has Wrought, p. 182 Dragon-Blooded: at Fire Has Wrought, p. 185/186 Dragon-Blooded: What Fire Has Wrought, p. 186 Dragon-Blooded: What Fire Has Wrought, p. 185 Dragon-Blooded: What Fire Has Wrought, p. 184/185 Dragon-Blooded: What Fire Has Wrought, p. 186
Reroll non-1 failrues on a threaten roll made with any social Conceal your economic status in one of two ways to take After at least one scene spent sabotaging a project or Supplement any project or bureaucratic task with the When receiving payment via an economic transaction, Once per story, make a roll that cannot be enhanced by Invoke when witnessing a verbal or written contract being
Ability to intimidate with blackmail, compromising info or advantage with social influence as though it were a a bureaucratic task, roll with double 9s against a difficulty primary goal to amass wealth or manpower. Gain roll (Perception+Bureaucracy) with double 9s to gain magic to immediately gain a number of dots equal to made. If any party willing violates it, they begin to drown
evidence of criminal misdeeds. Resisting this influence minor Intimacy. Can appear as poverty-stricken or of depending on the opposition project leader to increase double 8s on the bureaucracy rolls necessary to complete insight, such as where the payer got the goods or money successes in various merits. on land, inflicting hardness-ignoring lethal damage,
requires a decision point. Refer book. higher wealth, as required. the time required to finish the project. Refer book. the project and gain five motes to be spent on Charms. from and evaluate their credit. Upgradable. while visually marking him to specific people as oathbreaker.
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Meddling Bridge—-Burner Approach Flowing Authority Insinuation Sowing the Dragon's Teeth Growth Investment Propagation Graven Stone Edict Seething Firebreak Technique
Heirs to the Shogunate, p. 132 Dragon-Blooded: What Fire Has Wrought, p. 186 Dragon-Blooded: What Fire Has Wrought, p. 186 Heirs to the Shogunate, p. 132/133 Dragon-Blooded: What Fire Has Wrought, p. 182/183 Dragon-Blooded: What Fire Has Wrought, p. 183 Dragon-Blooded: What Fire Has Wrought, p. 183/184
After spending a scene interacting with a character in their Invoke when someone challenges your authority to be in a Must complete a challenging project relating to establishing When making purchases using your Resource rating, you Undertaking a project or bureaucratic task that upholds one Impose a binding edict engraved on stone or monument Make a passionate speech, spreade propaganda or carry
official capacity, you can roll to assail their position within location, access an organization’s resources or take some supply lines, stocking supplies, etc. - when you or an ally may treat your merit rating as higher and gain other Defining Principle, add (Essence) non-Charm bonus dice onto an organization you lead or have proper authority out strict disciplinary measures, rolling double 9s.
a bureaucratic organization or victims business/political form of bureaucratic action to brandish a blank paper that makes a strategic maneuver roll that somehow benefits from benefits by revealing hidden funds acquired off-screen. on all Bureaucracy rolls made as part of it and gain over. Members must obey or enter Decision Points and Loyal members become more passionate while conspirators,
relationships. Please refer the book for this complex Charm. convinces others of your legitimacy. Refer book. this, use this Charm to grant double 8s. Once per story. Please refer the book for this complex Charm. various other benefits upon completion. Refer book. fulfilling the edict is an overwhelming duty. Refer book. and their ilk betray themselves.
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Pearl-and—Coral Diadem
Heirs to the Shogunate, p. 133
Make a special instill roll against all members of a specific
organization present in a scene, making your position seem
superior or appear as someone who would be suitable
for such a position. Please refer the book for this complex Charm.
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Masterful Dragon—Artisan Expertise
Dragon-Blooded: What Fire Has Wrought, p. 187

Add bonus dice to a Craft roll for one mote each. If

M O O O O O ;‘) you are awarded a stunt at with the supplemented roll,

Charm Name gain one silver craft point, maximum once per scene.
Book Name / Page Reference

Short Descriptor.
This does not contain full rules-text, but intends to confer @ / ‘ O O O O N
an at-a-glance info about this Charms capabilities.
Please refer to the book for full details.
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Permanent Essence requirements in dots . . . . . N . . . . ..
Passion—Inflamin Artlstr;{ Flaw—Finding Examination Stone--Carving Fingers Talents—to—Obols Refinement Ephemeral Form Composition
Permanent Ability requirements in dots Dragon-Blooded: What Fire Has Wrought, p. 18 Dragon-Blooded: Whaf Fire Has Wrought, p. 187 Dragon-Blooded: What Fire Has Wrought, p. 187 Dragon-Blooded: What Fire Has Wrought, p. 188/189 Dragon-Blooded: What Fire Has Wrought, p. 189
. Undertake a primarily aesthetic or ornamental craft Roll before a basic/major repair or demolition project, Undertake a basic or major project using stone or earth Conver your crafting points to a lower tier at a 1:2 ratio. Pore over the blueprints to a project, manipulating them

Repurchase/Upgrade available . . . o o . . . . .

project benefiting from some bonuses, which upon multiplying workspeed by successes and gaining temp without needing tools or a workshop. Tool usage Each usage only converts one type, though there is no with essence. Spend 10 hours preparing, then roll to
Aura Keyword (see What Fire Has Wrought) completion will act to inspire those who interact with it. Craft/Athletics specialty lasting until the task is complete. greatly inceases speed of work. limit on how many you can exchange. Upgrade allows determine effect, a reduction in point cost to finish

Please refer the book for this complex Charm. Please refer the book for this complex Charm. turning silver into gold points later. the project based on successes. Once per Story. Resettable.

Balanced Keyword (see What Fire Has Wrought)

Elemental Affinities: H....Oﬁ H...OQ# H...QOﬁ H....Oﬁ .ﬁ.....ﬁ
. Water @ Earth ‘ Wood
O - O Ar @ i

Signature Charms have larger and colored boxes associated Q O O O O O ; Q O O O O O ; P O O O O O ; A O O O O O ;

ith their element. 5 . 5 9 5 ¢
T Stones—from-Rubble Restoration Shaping Hands Style Stoking Inspiration's Forge Eternal OmPhalos Forge
Dragon-Blooded: What Fire Has Wrought, p. 188 Dragon-Blooded: What Fire Has Wrought, p. 188 Dragon-Blooded: What Fire Has Wrought, p. T90 Dragon-Blooded: What Fire Has Wrought, p. 189
\L/)\/rr;;::r;:Zzgcéigr:;g:Z:o:::f:te:ec;rzgsf:a?e it nd Backer Cham After using Flaw-Finding Examination, use this Charm Use Stone-Carving Fingers for any material of any Craft Whenever you'd gain silver craft points as a reward, Begin a superior or legendary project and add one to the
to supplement each roll of a repair project with you have 4+ dots in. Take on elemental aspect related to instead roll that many dice with one addition die per 10. terminus. If you finish the project before the terminus
Created by MadlLetter exalted@madietternet (Essence/2, round down) non-Charm successes. the nature of the project. Doesn‘t apply to crafting 10s grant two silver and one gold craft point, 9s has elapsed, regain Willpower above your limit.
artifacts or manses. grant one silver and one gold, 8s and 7s one silver each. Once per story, resettable by spending white craft points.
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Touch of Unmakin Flawless Facet Realization Blazin Dra&on~$mith Arete
Dragon-Blooded: What Fire Has Wrought, p. 188 Dragon-Blooded: What Fire Has Wrought, p. 188 Dragon-Blooded: at Fire Has Wrought, p. 189
After using Flaw-Finding Examination, use this Charm Reroll (Essence) non-1 failures on a supplemented Untake a superior or legendary project, enhancing all
to supplement a feat of demolition, adding (applicable roll. For each reroll showing a success, gain one silver rolls with (Essence) non-Charm bonus dice, though
Craft/2, round up) to Strength rating to determine the craft point in addition to any rewards from the project. lowering the terminus by one. If project is successul,

possibility of the feat. Excess becomes non-Charm dice. Rerolls showing 10s grant gold craft points instead. earn one white point in addition to other rewards.
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Forge—Hand Prana Strike the Dragon—Anvﬂ Fortune—from-Flotsam Ingenuity
Dragon-Blooded: What Fire Has Wrought, p. 190 Dragon-Blooded: What Fire Has Wrought, p. 188 Dragon-Blooded: What Fire Has Wrought, p. 189
Require no tools to undertake basic/major projects for Double 9s on a single Craft roll. Roll to undertake a major project in a matter of seconds,
which a forge or similar flame-source would be used. Repurchase on Essence 5 allows the Exalt to use usable mid-combat. Project costs are replaced with the
Work faster on such projects. Can be used offensively it for ten motes, one Willpower and one white craft Charm cost. Once per story, resettable.

to empower your hands with fire. point to gain double 8s instead.
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Dragon—Ancestor Bequest Imago--Hatching Realization
Heirs to the Shogunate, p. 133 Dragon-Blooded: What Fire Has Wrought, p. 190
Activating this entails a ritual ceremony wherein you present After making a craft roll, use this Charm to reroll all non-1
an artifact you crafted to blood relative / Hearthmate. failures, once. If this turns a failed roll into a successful one,
They awaken up to (recipient Essence) Evocations at no the project manifests one unexpected but useful feature
XP cost, spending 10 white points instead per Evocation. determined by GM. Please refer the book for details.
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Threshold Wardin% Stance

Dragon-Blooded: What Fire Has Wrought, p. 190
@ > O O O O O ‘ 0 May raise Evasion for two motes per point or add
automatic successes on a Dodge roll for two motes each.
Charm Name Ignore environmental penalties to Evasion or Dodge
Book Name / Page Reference roll in question.

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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Permanent Essence requirements in dots

Heat—of--Batte Advance Flickering Candle Meditation
Permanent Ability requirements in dots Dragon-Blooded: What Fire Has Wrought, p. 190/191 Dragon-Blooded: What Fire Has Wrought, p. 190
. Waive the initiative cost of disengaging so long as it moves (Essence) 1s on your enemy’s attack roll allow you to
Hgpudese il i aalzbe you into close range with another, non-trivial opponent ignore that many points of penalty to your Evasion.

Aura Keyword (see What Fire Has Wrought) and rolls an additional non-Charm die for each 10 rolled.

Balanced Keyword (see What Fire Has Wrought)

Elemental Affinities: . 7 . . . O O N\ . / . . . O O \
o Water @ Earth . Wood

O - Q Ar Q@ i
Signature Charms have larger and colored boxes associated 4 O O O O O ; N O O O O O ; 4 O O O O O ; M O O O O O ; P O O O O O ; 4 O O O O O ; 4 O O O O O ;

with their element. Ascending Ember Trick Ebbing Tide Recedes Hopping Firecracker Evasion Nimble ZeEhgr Defense Ember-Amid-Smoke Misdirection Salvo—-to--Silt Technique Stone-Sculpting Fortification
Heirs of the Shogunate, p. 133/134 Dragon-Blooded: What Fire Has Wrought, p. 192/193 Dragon-Blooded: What Fire Has Wrought, p. 191 Heirs of the Shogunate, p. 133 Dragon-Blooded: What Fire Has Wrought, p. 191 Heirs of the Shogunate, p. 134 Heirs of the Shogunate, p. 134
‘3’2;22’;‘32; ‘é‘g‘é‘g:‘;gI'Zg°:e‘l3r'::’:;:‘ecs‘:sg?;kt’e (Additional and Backer Charms) Make a rise from prone action reflexively and outside When disengaging, (Essence) 1s on your enemies When dodging an attack which misses your Evasion Use before an attack roll. On a successful dodge, your attacker Gain +1 Evasion. On a successful dodge, attacker suffers Impose a penalty on ranged attacks based on your Anima, As long as earth/stone/etc. is within close range, you can
your turn. Still counts as movement action for the round. opposing rolls add that many non-Charm bonus dice rating by 2+ successes, moe one range band in any loses a point of initiative. If the attack contains any 1s, you (Essence) dice of unsoakable withering damage. Do not reducing damage if they still hit. If you successfuly dodge, take cover to create an earth barrier (light cover). Can also
Created by MadLetter exalted@madietternet to your roll. direction if you wish. may dodge the attack even if its successes equal your gain Initaitive from this. Repurchase to expend Fire Aura the projectile becomes caught in your anima banner from upgrade existing cover to heavy cover.
In Water Aura, gain double 9s on the disengage roll. Evasion. In Air Aura, you gain the lost Initiative. after successful dodge to gain Initiative the attacker lost. which you can pluck it for your own use. In Earth Aura, gain double 9s on take cover action.

00 00000 <— O— 00000 <— O——~ 00000 <— S——~ 00000 < O— 00000 <~ O0—— 00000 <— &—— 00000 <—

@ 00000 @ 00000 £L— @ 00000 £L— — N 00000 £L— @— 00000 &£ZY— — N 00000 £L—

Light—as—Clouds Method Elusive Crosswind Defense Virtuous Negatlon Defense Unassailable BOle{ of Fire Bonfire Shadow Evasion
Dragon-Blooded: What Fire Has Wrought, p. 191/192 Heirs of the Shogunate, p. 134 Dragon-Blooded: What Fire Has Wrought, p. 193 Dragon-Blooded: What Fire Has Wrought, p. 191 Dragon-Blooded: What Fire Has Wrought, p. 192 Dragon-Blooded: What Fire Has Wrought, p. 193
Successfully dodging a decisive attack allows your to When using prerequisite, you may pay extra to reflexively Gain +1 Evasion against a ranged attack from medium When an ally in close range is attacked, interpose your When using Hopping Firecracker Evasion to leap away Must be at bonfire anima to use this Charm. When enemies
redirect it to another character within range of the original roll to disengage, gaining bonuses based on Overwhelming range, or +2 against an attack from long or extreme. Evasion against that single attack as though with defend from an enemy at close range, make an unblockable with lower Initiative attack you, (Essence) 1s on their
attack. Requires you to have more Initiative than your quality of attacker’s weapon. In addition to prerequisite Doesn’t count as bonus from Charms. other. Reduced cost for Sworn Kin. Wood Aura extends to decisive counterattack with damage depending on your attack roll subtract successes. If this removes all successes,
attacker and target combined. effect, move reflexively away. Please refer the book. short range, doesn’t count as move action for this turn. Evasion. Please refer the book for this complex Charm. they're blinded until the scene ends.
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Heart Like Water Unmoving Center Enlightenment Flow With Strife Swaying Grass Elusion Elusive Dragon—God Dispersion Coiling Dragon Dance
Heirs of the Shogunate, p. 134 Dragon-Blooded: What Fire Has Wrought, p. 192 Dragon-Blooded: What Fire Has Wrought, p. 192 Dragon-Blooded: What Fire Has Wrought, p. 192 Dragon-Blooded: What Fire Has Wrought, p. 193 Dragon-Blooded: What Fire Has Wrought, p. 193
After successfully dodging a decisive attack, turn it back Unleash a wave of incredible spiritual presence to force After the damage roll of a decisive attack, buy off Riase your Evasion by spending Initiative (2i per) and add Unleash a furor of elemental Essence. Allows you to Gain one Initiative when successfully dodging an attack
on the attacker, making a decisive counterattack all enemies to disengage from you and flee with a non-aggravated damage with 3i per. Discounted two to the maximum amount you may raise Evasion use Unassailable Body of Fire in any elemental Aura, and add your Evasion to soak against withering attacks
support by the attackers charms at no additional cost. (Stamina+Dodge) roll. Those who succeed need only run if you are at least ankle-deep in water. with Charms. On successful dodge vs. lower Initiative and it's effects fitting to the element in question. you try to dodge. Further benefits apply.
Please refer the book for this complex Charm. once, those who fail need to continue to flee. non-trivial enemy, expend Wood Aura to regain half the Init. Please refer the book for this complex Charm. Please refer the book for this complex Charm.

00~ 00000 < &O—F 00000 — O— 00000 < O— 00000 < —— 00000 <~ O——~ 00000 <~




nteqriy

tExalted 3rd Edition Draqon-Blooded Charm Cascades

&— O0000 F—

Granite Curtain of Serenity
Dragon-Blooded: What Fire Has Wrought, p. 194

— N 00000 £4£H—
Oath of the Ten Thousand Dragons

Dragon-Blooded: What Fire Has Wrought, p. 194
Swear a vow of personal fealty to a character you hold of
Tie of loyalty towards or to complete a task. Gain Resolve

vs influence to weaken that Tie or dissuade you. Once
per story, cannot use until prior oath is ended.

@— 00000 < —

Leqgend

Raise resolve or add automatic successes to an Integrity

@ O O O O O ‘) roll for two motes each. Additionally, ignore one point of

Charm Name penalty from wounds, deprivation or poison.

Book Name / Page Reference

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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Chaos—-Warding Prana
Dragon-Blooded: What Fire Has Wrought, p. 195
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Frozen Heart Prana Slipperg—Thoughts Technique
i . 194

Dragon-Blooded: What Fire Has Wrought, p. 194 Dragon-Blooded: What Fire Has Wrought, p

—— 00000 4— &— 00000 4F—— —— 00000 4¥——

Heart—Hardening Meditation Ten Thousand Dragons Fight as One Moon-and-Earth Marriage

Dragon-Blooded: What Fire Has Wrought, p. 194 Dragon-Blooded: What Fire Has Wrought, p. 15 Heirs to the Shogunate, p. 134/135

Permanent Essence requirements in dots

Permanent Ability requirements in dots

You and any items you carry are impervious to physical
transformation or addiction caused by Wyld or similar
environmental effects. Doesn’t protect vs shaping magic.
Repurchase to extend effect to Hearthmates.

Use Intelligence instead of Wits to calculate Resolve against
a single influence roll. Opposing character must compare against one influence roll. Alternatively, substitute
Appearance to highest of Intelligence, Lore or Resolve Manipulation-based Resolve for Guile against a single
to determine bonus dice it adds to influence rolls. roll instead.

S~ 00000 < — O0— 00000 < —

Use Manipulation instead of Wits to calculate Resolve Gain +2 Resolve against inspire rolls and any influence
that leverages either an inspired emotion or a Tie
based on strong passions.

Doesn’t count as bonus from Charms in Earth Aura.

&— 00000 < —

When witnessing another Dragon-Blooded in risk or danger,

form a Minor Tie of loyalty (or increase an existing one) which

then counts as if you had sworn an Oath by the prerequisite.
Additional effects apply. Once per scene.

©@— 00000 <

Must spend training time interacting with a willing Lunar
with a Defining positive tie towards you, resulting in
a Terrestrial Bond, treating the Lunar as one of your
Sworn Kin for all purposes. Please refer the book.

S~ 00000 < —

Repurchase/Upgrade available

Aura Keyword (see What Fire Has Wrought)

Balanced Keyword (see What Fire Has Wrought)

Elemental Affinities: @ / . . . O O ﬁ
o Water @ Earth . Wood
O - O Ar @

Signature Charms have larger and colored boxes associated
with their element.

&— 00000 &£—

Immolating Phoenix-Soul Fury
Dragon-Blooded: What Fire Has Wrought, p. 196

—\ 00000 £Y—

Roots—of—the—World Meditation
Dragon-Blooded: What Fire Has Wrought, p. 196
When using Hopping Firecracker Evasion to leap away Spend (10 minus Essence) hours in meditation to roll and

from an enemy at close range, make an unblockable heal yourself depending on successes rolled.
decisive counterattack with damage depending on your Once per story.

Evasion. Please refer the book for this complex Charm.
O— 00000 <— O—7 00000 ——

OO000OO0

Dragon-Blooded: What Fire Has Wrought, p. 195

—— 00000 4— &— 00000 4F—

Rot—Pruning Conviction Inviolate Dra%on Spirit
Heirs to the Shogunate, p. 135 Dragon-Blooded: What Fire

—— 00000 ¥
Wound--Denying Dragon Faith

as Wrought, p. 194 Dragon-Blooded: at Fire Has Wrought, p. 195

— N 00000 4£H—
Ten Thousand Dragons Stand Together

Heirs to the Shogunate, p. 135
What Fire Has Wrought (Dragon-Blooded Core Book)

Dragon-Blooded Companion: Heirs to the Shogunate (Additional and Backer Charms) Dedlcate yOU rself toa Deﬁ mng PrlnCI ple representl ng yOUI"

ideals. Attempting to weaken the principles grants you
strong defenses. Breaking the principle yourself results in
harsh penalties. Refer the book for this complex Charm.

- 90000

When spending WP to resist an influence roll aligned wit
one of your Major/Defining Intimacies, you may shed th
Intimacy entirely. In its place you form a new one
reflecting the reasoning for resisting the influence.

O—— 00000 <

Share Intimacies with Hearthmates who witness influence
that can be opposed by it, so it becomes available to
bolster Resolve or use in Decision Points.

Please refer to the book for this complex Charm.

&—— 00000 <~

In a Decision Point call upon the same Intimacy used to
bolster your Resolve to resist that influence.

As long as you're striving to pursue or uphold and Intimacy
you are sworn to with an Oath, ignore up to (Intimacy/2,
rounded down) points of wound penalties.

Earth Aura increases value.

&—— 00000 <

Created by MadLetter exalted@madletter.net

&—F 00000 <—

&— 00000 L—

Flawless Diamond Heart
Dragon-Blooded: What Fire Has Wrought, p. 195/196

@— 00000 &L—

Waves—Swallow—Mountains Persistence
Dragon-Blooded: What Fire Has Wrought, p. 196

—— 00000 4—

Unquenchable Battle—Passion
Dragon-Blooded: What Fire Has Wrought, p. 194/195

—— 00000 4— —— 00000 4¥——
Thicker than Stone Unflagging Vengeance Meditation

Dragon-Blooded: What Fire Has Wrought, p. 196/197 Dragon-Blooded: What Fire Has Wrought, p. 197

When your Resolve is beaten by influence opposing
a Major/Defining Intimacy, lower the cost to resist by
(Essence/2, round up) Willpower, minimum zero. In
Decision Point must still call on valid Intimacy.

— 00000 ——

0— 00000 ——

When asserting your Resolve some of the enemy’s 1s
subtract successes. Repeat usage against the same character
in the same scene increases power of the Charm. Usable
against a single character per scene.

Influence that would cause you to refrain from hostilities
or impair your fighting ability, use this Charm to auto-Inspire
yourself with emotion to bolster Resolve against influence.
Gain Essence is you fail and spend Willpower to resist.

O——~ 00000 <—

Against influence that opposes one of your positive Ties to
another Dragon-Blood, a family member or subordinate,
add (Intimacy/2, round down) to Resolve as non-Charm

bonus. Successful resisting gains +1 Willpower.

&—— 00000 <—

Swear an Oath of Vengeance on a character that has
harmed the subject of a Major/Defining Intimacy.
Enforces the pursuit of the Oath but grants various
benefits. Please refer the book for this complex Charm.

—— 00000 44—
The Mountain Still Stands

Dragon-Blooded: What Fire Has Wrought, p. 197

When successfully asserting Resolve against against
influence that opposes one of your Defining Intimacies or
instills a non-trivial character with one using any
social Ability, gain a single point of Willpower. Daily.

&—— 00000 <

&—— 00000 <




lpvestigation

Exalted 3cd Edition Draqon-Blooded Charm Cascades

&— 00000 F¥—

Indisputable Physical Analysis Technique

Dragon-Blooded: What Fire Has Wrought, p. 197

@ \ O O O O O Z o Add auto-successes on an Investigation roll for two motes
each. Reroll 6s until they fail to appear.

Charm Name

Book Name / Page Reference

Short Descriptor.
This does not contain full rules-text, but intends to confer 0 / . O O O O \

an at-a-glance info about this Charms capabilities.
Please refer to the book for full details.

—— 00000 x—

Leqend

—— 00000 4—— & — 00000 +—9

Permanent Essence requirements in dots Permeating Insight Tampering—Detection Technique
Permanent Ability requirements in dots Dragon-Blooded: What Fire Has Wrought, p. 198 Dragon-Blooded: What Fire Has Wrought, p. 198
) Add (Essence) non-Charm dice on profile character rolls. Success on a case scene roll reveals any attempts made to
Repurchase/Upgrade available On success, gain temporary Investigation specialty in conceal evidence, although not the identity of the responsible.
Aura Keyword (see What Fire Has Wrought) the profiled charac'ter. Retain indeﬁnitely, but onyl ever Alternately, use to examine item§ for signs of tampering.
one specialty granted by this charm. Please refer the book for this complex Charm.

Balanced Keyword (see What Fire Has Wrought)
Elemental Affinities: 0 ; . . . O O \ 0 / . . O O O \
o Water @ Earth . Wood
O - © Air @ w

Signature Charms have larger and colored boxes associated

—— 00000 4— —— O0O000 44—

e e el Scent—of—Crime Method Tenacious Flowmg Truths
Dragon-Blooded: What Fire Has Wrought, p. 198 Dragon-Blooded: What Fire Has Wrought, p. 199
What Fire Has Wrought (Dragon-Blooded Core Book) Double 9s on Awareness, Investigation or Survival to detect Ignore (Essence) points of penalties on rolls to case
Dragon-Blooded Companion: Heirs to the Shogunate (Additional and Backer Charms) . .
presence of a character who has made a Larceny roll in the a scene and Awareness rolls opposing Larceny.
Gy ST last (Essence) hours. Can detect if any given individual is In Water Aura, add one automatic success on all rolls
responsible for the effect by profiling them. that would benefit from this Charm.

0 00000 <— O0— 00000 <—

— SN 00000 £L— — N 00000 £L— & S 00000 £L— —\ 00000 &£Y—

Heart—-Maze Navigation Bloodhound's Nose Techniciue Revelations—of—Associates Hunch Clear Water Prana
Dragon-Blooded: What Fire Has Wrought, p. 198 Dragon-Blooded: What Fire Has Wrought, p. 199 Dragon-Blooded: What Fire Has Wrought, p. 198 Dragon-Blooded: What Fire Has Wrought, p. 200
When making profile character roll, target’s Guile can be Gain double 9s to investigate a piece of evidence to Roll additional non-Charm dice for each 10 on an Focus on a small area and roll to case scene with double 7s
penalized by any of their Intimacies that would support gain the scent of the character who left the evidence Investigation roll. Experience sensations of flashing heat to reveal any purposefully hidden items in the area. This
revealing information to the Dragon-Blood. to identify or further track them down. if you uncover evidence of crime, gain insight this way. charm can contest magical concealment.
in Water Aura, use this Charm to profile a character instantly. Please refer the book for this complex Charm. Please refer the book for this complex Charm. Once per story; please refer the book for this Charm.

O 00000 <— 00 00000 <— O— 00000 <— O— 00000 <

— N 00000 £L— —\ 00000 &£HY— N 00000 £LY— — SN 00000 £L— — SN 00000 £L— 00000

Falsehood-Unearthing Attitude Shadow--Immolating Talon Echoes Caught in Stone Scent of the Stranger’s Threshold A Face in the Fog
Dragon-Blooded: What Fire Has Wrought, p. 201 Dragon-Blooded: What Fire Has Wrought, p. 200 Dragon-Blooded: What Fire Has Wrought, p. 199/200 Dragon-Blooded: What Fire Has Wrought, p. 201 Dragon-Blooded: What Fire Has Wrought, p. 200 Dragon-Blooded: What Fire Has Wrought, p. 199
Make a profiling action with (Essence/2, round down) bonus Confront your enemy with a question or accusation to Meditate upon a piece of evidence to reveal conversation Detect whether a character lives in the city you see them When succeeding on a case scene roll opposed by another Sanctify an offer of hospitality or invitation into a building.
successes in a few seconds to reveal Intimacies your target enhance a decisive attack. If attack roll exceeds Resolve, occuring near it some time in the last few months, may or any nearby settements you're aware of. Fair Folk always attempt to conceal evidence, activate to catch a glimpse So long as you take no hostile actions, your host cannot
would be willing to lie to protect. target is compelled to answer honestly. need to roll Awareness to hear faint conversations. register as strangers. Gains bonuses against magical of the perpetrator in a mist that surrounds you. Gain violate his guarantee without incurring Heaven’s wrath.
Please refer the book for this complex Charm. Please refer the book for this complex Charm. Please refer the book for this complex Charm. deception. Please refer the book for this complex Charm. some insight. Profile character to recognize the perp. Please refer the book for this complex Charm.

&—— 00000 <— O— 00000 <— &—F 00000 <— O— 00000 <— O0— 00000 <— S 90000

— N 00000 £L— @ 00000 £L— — N 00000 £L— — N 00000 £L— —\ 00000 &£Y—

Foul Stench of Lies Discernment Goblin—Thwarting Hunch Homeward Trail Discovery Method River—of—Memor&I Meditation Death--Unraveling Eye
Dragon-Blooded: What Fire Has Wrought, p. 201 Heirs to the Shogunate, p. 135 Dragon-Blooded: What Fire Has Wrought, p. 201 Dragon-Blooded: What Fire Has Wrought, p. 202 Dragon-Blooded: What Fire Has Wrought, p. 200
Reflexively roll to profile a character when you hear them Double 9s on profile character roll to read intentions against Once the prerequisite has been used to determine that After uncovering evidence or clue that a crim has been Examine a corpse dead no more than several years for a
making a statement, adding (Essence) non-Charm bonus a Fair Folk or other creature native to the Wyld. Also a character lives in a location, this Charm activates when committed, roll to correlate details of the crime with what case scene roll. View corpse as it was upon death. Grants
dice. Success reveals attempts to deception or mislead. applies to case scene to find clues left behind by such creatures you come in sight of a door or other entryway to their you know of any characters profiled this story. varios benefits.
Doesn't reveal what part was untrue. Additional effects apply. or any Awareness/Lore/Occult/Survival roll to detect such home. Entering by any physical way gains double 9s. Gain various benefits. Please refer the book for this Charm. Please refer the book for this complex Charm.

S~ 00000 <~ &—— 00000 < S~ 00000 <~ O 00000 -~ O—7 00000 ——

—— 00000 F¥—

Inescapable Wave Insight
Dragon-Blooded: What Fire Has Wrought, p. 202
After uncovering a number of clues equal to (Essence or
Larceny of the target, higher) through case scene rolls, gain
various benefits until you conclusively closed the case.
Please refer the book for this complex Charm.

O 00000 -~




Larceny
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& — 00000 £— —— 00000 “¥—9 —— 00000 44— &— O0000 F¥—

Leqeo d Underground River's Flow Observer Awareness Method Nimble Thief’s Fingers Flowing Body Disguise
Dragon-Blooded: What Fire Has Wrought, p. 202 Dragon-Blooded: What Fire Has Wrought, p. 203 Dragon-Blooded: What Fire Has Wrought, p. 202/203 Dragon-Blooded: What Firé Has Wrought, p. 202 r--- - =-=-=-—-"™-"
M O O O O O ;0 Add automatic successes to a Larceny roll for two When suspicion is roused, use to roll (Perception+Larceny). Reroll 6s until they fail to appear on a roll to steal an Ignore (Essence) points of penalty on disguise roll from I Observer Awareness Method I
motes each. As long as you have at least 1 success, discern intuitively object, pick a lock, poison a meal, cheat at cards or other impersonating a specific character or disguising yourself
Charm Name if you're being watched and by how many people. uses of Larceny involving manual dexterity and as someone of another sex, body type, etc. T |
Book Name / Page Reference Upgrade allows identification of location on good rolls. sleight of hand. Add bonus to impersonating blood-relatives.

This does notcontaiir;zlrltrlaﬁassc-;i;);;,)rk;utintendstoconfer H . O O O O h ﬁ . . O O O ﬁ ﬁ . ‘ O O O ﬁ H . . O O O ﬁ

an at-a-glance info about this Charms capabilities.
Please refer to the book for full details.

—— 00000 x—

—— O0O000 4— —— 00000 4— —— 00000 4¥— —— O0000 4— —— 00000 4¥— —— O0000 4— —— 00000 F¥— —— 00000 F¥— —— 00000 44—

Permanent Essence requirements in 0 c 5 5 o 5 no 0 0 o c . . . . .

(O Permanent Essence requirements n dots Whispering Thief Technique Bramble Purse Technique Rose—Among-Thorns Distinction Waters~of—~Honestv}7{ Method Artful Flowing Theft Resetting Tumblers Technique Veiled Dragon's Secret Instant-Disquise Prana Face-Stealing Reflection

. Permanent Ability requirements in dots Dragon-Blooded: What Fire Has Wrought, p. 204 Dragon-Blooded: What Fire Has Wrought, p. 204/205 Dragon-Blooded: What Fire Has Wrought, p. 204 Dragon-Blooded: What Fire Has Wrought, p. 205 Dragon-Blooded: What Fire Has Wrought, p. 204 Dragon-Blooded: What Fire Has Wrought, p. 203 Heirs to the Shogunate, p. 135 Preview 4, p. 8 Dragon-Blooded: What Fire Has Wrought, p. 204

o R sy b Throw your voice, making it seem to come rom another All rolls to pickpocket or disarm you from close range After spending an hour+ with a particular criminal society, When you perceive attempts to cheat in a game or use Double 9s on pickpocket or stealing rolls, increase difficulty Double 9s on a roll to conceal evidence. When using this Charm, Fhose an element and the co§metic Disguise yourself in a single minute \{vithout any need Roll read i.nten'Fions with (P.erception+Larceny). SUCFGSS

character or object within short range. Supplement a single loose (Essence) dice. Failed rolls deal a single level of lethal you have interacted with in the past, gain Larceny specialty Larceny, read intentions with (Perception+Larceny) vs. to notice the theft for all except the victim unless they appearance of your anima banner and Aspect markings for makeup, props, etc. If you have suitable equipment, reveals identity of an individual her target has a Tie

@ Aura Keyword (see What Fire Has Wrought) influence roll or ten seconds worth of dialogue. Use in damage to the instigator, marking them by piercing in interacting with them. Applies to influence rolls to Guile. Success reveals identity of the perpetrator and the use magic or superhuman senses. Even if noticed, target change such that it appears to be the chosen element. you can benefit from double 9s. that you know well enough to attempt to disguise as them,
stealth to speak without breaking concealment. their hand with invisible thorns easily identifiable. convince others you belong to them. One specialty only. nature of the misdeed. Please refer the book. may not realize what you were trying to steal (reg. roll). Can't use to imitate other DB’s Aspect markings/banners. as well as added information. Water Aura grants double 9s.

@ Balanced Keyword (see What Fire Has Wrought)

T S——~ 00000 <— O— 00000 <— O—— 00000 <— —— 00000 < —— 00000 <—— —— 00000 <—— —— 00000 < O— 00000 <— 0~ 00000 <—

o Water @ Earth . Wood

O -  Ar @ wi
Signature Charms have larger and colored boxes associated OOOQQ AOOOOO; ; OOOOO ; AOOOOO; AN OOOQQ; AOOOOO; AOOOQQ; QOOOOO; QOOOOO;

with their element. Dragon Snatches Jewel Terrifying Forest—Devil Mask Incendiary Accusation Approach Mischievous Wind Grasp Evidence—Erasing Tide Naked Thief Style Vaprous Vlsage Evasion Expectation—Mirroring Stance
Dragon-Blooded: What Fire Has Wrought, p. 205 Dragon-Blooded: What Fire Has Wrought, p. 205/206 Dragon-Blooded: What Fire Has Wrought, p. 206 Dragon-Blooded: What Fire Has Wrought, p. 207 Dragon-Blooded: What Fire Has Wrought, p. 207 Dragon-Blooded: What Fire Has Wrought, p. 205 Dragon-Blooded: What Fire Has Wrought, p. 203 Dragon-Blooded: What Fire Has Wrought, p. 206/207 Dragon-Blooded: What Fire Has Wrought, p. 208
‘é"r';ztoi';Eg;‘g"c‘fr:;g:zg°::r':’f:f:ecs‘;’§:f:akt’e (Additional and Backer Charms) Invoke to plan a heist by casing the scene. Roll and bank Make disarm from close range with (Dexterity+Larceny) Don a mask to disguise as an archetypal warrior-hero, When using the prerequisite to detect a character Dislodge a small item from a place or person. Complete a conceal evidence roll instantly, add a Conceal a single item small enough to hold in one hand When a character succeeds to pierce your disguise, conceal Upon successfully using Face-Stealing Reflection, use this
successes to later spend them on various actions and double 9s. Success on the gambit allows you to monster or mythic character and roll with double 7s. cheating or using Larceny, pay additional cost to cause a Others cannot notice this for a while. non-Charm bonus success. or a set of thieves tools. Cannot contest larceny roll your features behind a swirling cloud of mist, perfectly Charm to instantly and reflexively roll to disguise as
Created by MadLetter O vy and abilities to gain positive effects. reflexively ready the disarmed weapon and refund Gain various specialties; characters react to your chosen small fire to ignote on the person, revealing their misdeeds Air Aura extends range. outside of short range or with use of magic. Stack to obscuring your identity. Revert back to true appearance the revealed character. Threshold successes grant you
Please refer the book for this complex Charm. Initiative cost. Can disarm and attune artifacts. archetype. Please refer book for this complex Charm. and rolling one die of lethal damage. Please refer the book for this complex Charm. hide several items at once. at the end of the scene. motes to spend to enhance disguise.

- 0000 &— 00000 — O—7 00000 O— 00000 <~ S—~ 00000 < — 00000 < —— 00000 <—— 0— 00000 < 0O— 00000 <~

—\ 00000 &£H— — S 00000 £L— N00000 44— @— 00000 £ — S 00000 £L— — S 00000 £L—

Burning Sins Seduction Hundred-Devil Masquerade Window-In--The-Door Technique Flowing God—Dragon Stance Investigation—Deflecting Current Dragon's Hidden Teasure
Dragon-Blooded: What Fire Has Wrought, p. 206 Heirs to the Shogunate, p. 136/137 Dragon-Blooded: What Fire Has Wrought, p. 208 Dragon-Blooded: What Fire Has Wrought, p. 206 Dragon-Blooded: What Fire Has Wrought, p. 207 Dragon-Blooded: What Fire Has Wrought, p. 204
Make a special inspire roll. Success allows you to dictate Permanently empower the prerequisite, allowing it to Spy through walls, doors and other objects as if they were Turn your body fluid and translucent. Can move your Roll to conceal evidence to make it so the scene implicates Cause a held object to vanish into soil, stone or similar
the emotion your target feels and an applicable Intimacy spawn a three dot artifact when a role conferred by water by rolling a (Perception+Larceny) roll against a watery body and bypass locks, etc. Escape any non-magical a character you know of. Failure on case scene to examine materials, submerging them without displacing the earth.
for which they’re willing to break the law and incite them it is properly presented and played out. difficulty depending on what you peer through. grapple. Gain various combat and stealth buffs. crime scene falls to the implication. Cannot store in volume smaller than object. Retrieve with
to do so. Please refer the book for this complex Charm. Please refer the book for this complex Charm. Please refer the book for this complex Charm. Please refer the book for this complex Charm. Please refer the book for this complex Charm. second usage. Steal things hidden with this Charm.

O— 00000 <— O— 00000 -~ 00000 < O— 00000 < — 00000 < &— 000 OO <—

—— 00000 4F¥— —— 00000 4—

Kinship's Shadow Subterfuge Exploding Evidence Technique
Heirs to the Shogunate, p. 137 Dragon-Blooded: What Fire Has Wrought, p. 207/208
When one of your Hearthmates rolls against your Guile, you Make a conceal evidence roll with a non-Charm bonus die
add any positive Tie they have towards you as bonus to for every 10 that appears. Suffuse evidence with fire
your Guile as non-Charm bonus. May attempt Hearthmates essence. On a failed case scene roll, the evidence explodes
trying to sense your presence. and deals damage, obliterating any evidence remaining.

O— 00000 <~ — O— 00000 - —

—— 00000 ¥
Infallible Alibi Approach

Dragon-Blooded: What Fire Has Wrought, p. 208

Whenever evidence you concealed is found, trigger this
Charm to have it dissolve into water essence. Be marked
by tattoo others can use to identify your usage of this
Charm. Please refer the book for this complex Charm.

—— 00000 <
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&— 00000 4
Lightning Quill Mastery

Dragon-Blooded: What Fire Has Wrought, p."208

— 00000 4—©
Wind-Carried Words Technique

Dragon-Blooded: What Fire Has Wrought, p. 20 Dragon-Bloo

—— 00000 +—9©

Languacge—Learnmg Ritual
ed: What Fire Has Wrought, p. 210
Use this Charm to understand a language you have spent
several days studying, allowing you to read and listen but
not speak the language. Upgrade allows you writing
and speaking, at first with penalty, then without.

—~ 00000 <—

Leqgend

Add bonus successes to a Linguistics roll for two motes Send a spoken message of a few sentences to a chosen

@ O O O O O “ each. Every 10 on your roll rerolls a non-1 failed die. target within (Essence) miles. Message cannot be overheard

Charm Name or intercepted by mundane means, magical ones suffer
Book Name / Page Reference harsh difficulty. Three upgrades extend range.

Short Descriptor.
This does notcontainfﬁlrl ruleesgcltleoxtc,)rbutintendstoconfer % / . O O O O \ % / . O O O O \

an at-a-glance info about this Charms capabilities.
Please refer to the book for full details.

—— 00000 x—

& — 00000 47— —— 00000 4— —— 00000 4—

Tenacious Dragon Scholar Si%nature—Stealing Calli raghg Fervor—lnciting Brushstrokes
Dragon-Blooded: What Fire Has Wrought, p. 209 ragon-Blooded: What Fire Has Wrought, p. 209 Dragon-Blooded: What Fir

—— 00000 4F¥—

Cryptic Essence Cipher
e Has Wrought, p. 209 Dragon-Blooded: What Fire Has Wrought, p. 209

— 00000 44—
Voices on the Wind

Dragon-Blooded: What Fire Has Wrought, p. 210

—— 00000 4¥—
Root Tongue of the Dragon's Stemmata

Heirs to the Shogunate, p. 137/138

—— 00000 4¥—

Thousand Tongques Meditation
Dragon-Blooded: What Fire Has Wrought, p. 210

Permanent Essence requirements in dots

Permanent Ability requirements in dots

Repurchase/Upgrade available

Aura Keyword (see What Fire Has Wrought)

Gain +1 Resolve against written influence, may use
Linguistics in place of Integrity to calculate Resolve
against such influence.

Roll to forge another character’s handwriting and mimic
their writing style. Requires either a full manuscript or three
smaller works of the character you want to imitate. Others
can roll to detect forgery, granting +2 Resolve.

Gain double 9s on written inspire rolls that create anger,
fear, lust or another powerful passion. If you tailor your
influence to a single reader, they must enter a Decision
Point and call upon a Major/Defining Intimacy to resist.

Roll to create a coded message designated for a single
character who can understand it. Deciphering even
with code-breaking magic requires a difficult roll. Alternately
create a cipher anyone with a shared Principle understands.

Add (Linguistics/2, round up) bonus dice on rolls to
eavesdrop. If you read a character’s intentions while
doing so from medium range or further, they take -2 Guile
penalty for being unaware even if they can see you.

Your spoken words can be understood by all Dragon-Blooded,
regardless of language and you may likewise understand
them. Works one-sided with text. A scene spent communicating
like this can substitute for several days of learning.

Pay an additional cost when using the prerequisite to
extend all it's effects to all languages you‘ve ever
encountered, rather than a single language.

Balanced Keyword (see What Fire Has Wrought)

Elemental Affinities: @ / . . . O O ﬁ
o Water @ Earth . Wood

O - Q@ Ar @ i
Signature Charms have larger and colored boxes associated 4 O O O O O ; 4 O O O O O ; Q O O O O O ;
with their element. Caustic Wit Invective Enigma—Readir&g Eye Under the Rose

Dragon-Blooded: What Fire Has Wrought, p. 210/211 Dragon-Blooded: What Fire Has Wrought, p. 210 Heirs to the Shogunate, p. 138
Write a mocking message or satire conveying an instill Roll to break a code or cipher with double 9s, including Encode up to one page of written content in a cipher
roll to erode a specific Principle or positive Tie. Inflicts texts that contain hidden subtext. Allows you to quickly that you grow into a small but color flower. The plant
doubt, preventing the Intimacy from bolstering break such codes. Can contest magical codes and ciphers cannot be distuingished from ordinary flowers excep
Resolve. such as it's prerequisites or Letter-Within-A-Letter Techinque. actions enhanced with magic. Intended repicient knows.

0— 00000 <— 7 00000 <— O— 00000 <—

O0— 00000 <x— O— 00000 <— O 00000 <— ——~ 00000 < — O— 00000 <— ——~ 00000 <—

—— 00000 4—
Speech Without Words

Dragon-Blooded: What Fire Has Wrought, p. 210
Create a bond between you and your Sworn Kin, as well as
(Essence) additional characters, allowing silent
communication, though only short sentences.
If specifically watched for, can be spotted but not understood.

——~ 00000 < —

—— 00000 4¥—
Poisoned Tongue Technique

Dragon-Blooded: What Fire Has Wrought, p. 212

— 00000 “¥—9

Stolen Breath Understanding
Heirs to the Shogunate, p. 138

What Fire Has Wrought (Dragon-Blooded Core Book)

290 " When someone in short range makes a spoken influence
Dragon-Blooded Companion: Heirs to the Shogunate (Additional and Backer Charms)

roll, use this Charm to roll (Manipulation+Linguistics) vs
their Resolve. Threshold successes subtract from their
influence roll. Additional effects apply. Refer book.

S ——~ 00000 < —

Drink in a target’s breath to gain the ability to speak on
language from them for several days. The victim can sti
speak it but sounds unnaturally quiet when doing so.
Please refer the book for this complex Charm.

S—~ 00000 <—

Created by MadLetter exalted@mad|etter.net

—— 00000 “— —— 00000 £—
Wildfire Words Technique Incendiarg Argument ApProach

Dragon-Blooded: What Fire Has Wrought, p. 211 Dragon-Blooded: What Fire Has Wrough

—— 00000 F¥—
Reading the Unspoken Word

,p.212 Dragon-Blooded: What Fire Has Wrought, p. 212

Roll (Charisma+Linguistics) as written influence targetting
a specific character. Provoke them to react with hostility
and argument regardless of the actual message.
Please refer the book for this complex Charm.

O~ 00000 ~—
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Dragon's Voice Master
Dragon-Blooded: What Fire Has Wrought, p. 2T2/213
Add (Essence/2, round up) non-Charm successes on a
spoken social influence roll made with any Ability that
aligns with Major/Defining Principles you have. WP to
resist increases. Once per day, resettbale.

S ——~ 00000 < —
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Dragon-Blooded: What Fire Has Wrought, p. 211

Double 7s on written Linguistics roll and dramatically
reduce time needed to complete work. A book requires
but a day, anything shorter seconds. Once per
story, reset by upholding a Defining Principle by certain ways.

Make a written (Charisma-+Linguistics) roll with (Essence)
non-Charm dice to create or strengthen an Intimacy of
passion. Instilled Intimacy cannot be altered or removed

and affected want to share the Intimacy, gaining bonuses.

6— 00000 ——

Make a specific read intentions roll to discern what the
character expects to be told in his current circumstances.
May assist in impersonation or give openings to exploit,
leveraging this knowledge as influence grants bonus.

S—~ 00000 <~
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Unshattered Diamond Parables
Dragon-Blooded: What Fire Has Wrought, p. 211
In a Decision Point refer to a long-form written work of
yours and summarize it to have it count as Major Intimacy
or a Defining one if the work played a major part in the
chronicle. Please refer the book for this complex Charm.

©— 00000 ——
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Rewriting the Truth Technique Enthralling Lotus Calli raEhg Tantalizing Dragon's Tongue
Dragon-Blooded: What Fire Has Wrought, p. 21 Dragon-Blooded: What Fire Has Wrought, p. 212 Dragon-Blooded: What Fire Has Wrought, p. 213
Functions as prerequisites but instead of provoking, the
influence overwhelms them with passionate admiration and
fascination fro the author, bordering on lust. Target will
try to seduce you or have a friendly conversation.

00— 00000 <~

—— 00000 44—
With One Mind

Dragon-Blooded: What Fire Has Wrought, p. 213/214

Form a mental bond with either a single character you see
or all of your Sworn Kin you can see. Gain various benefits
reminiscent of a collective mind such as shared knowledge.
Please refer the book for this complex Charm.

— 00000 <

Roll (Manipulation+Linguistics) as written instill action,
rerolling 5s and 6s until they fail to appear. Must target
specific character, forces target to form Major Principle
of belief in the lie. Please refer the book for this Charm.

0— 00000 ——

Make a written influence roll to instill, persuade or bargain
with a specific character. Message exerts unnatural
influence on them unless they spent Willpower.
Please refer the book for this complex Charm.

0— 00000 ——
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Intoxicating Lotus Manuscript
Dragon-Blooded: What Fire Has Wrought, p. 21
Create writen works that ensnare their readers into a minor
Derangement leading to withdrawl symptoms if no new
work is read soon after.
Please refer the book for this complex Charm.

O— 00000 <~ —
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& — 00000 F—
Careful Insight~Gathering Study

Dragon-Blooded: What Fire Has Wrought, p. 214

@ 5 O O O O O 4 0 Add automatic successes to a Lore roll for two motes
each. Additionally, if you add 2+ successes on a roll to

Charm Name introduce/challenge a fact, gain double 9s on the roll.

Book Name / Page Reference

Short Descriptor. H
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.

——7 00000 x—

Legend

—— 00000 4£¥— — 00000 4F——

Permanent Essence reqtirements in dots Opening the Mind's Gates Elemental Concentration Trance
Permanent Ability requirements in dots Dragon-Blooded: What Fire Has Wrought, p. 214 Dragon-Blooded: What Fire Has Wrought, p. 214
. Make a special instill roll to induce a state of supernatural Contemplate expression of an element for a few minutes.
Repurchase/Upgrade available receptivity in a character, treating them as if they had a Make special roll with a bonus success to introducea fact
Aura Keyword (see What Fire Has Wrought) Major Principle of,,I. mqst seek qut education” for one as though you had a Lore background relating to the
scene. Exploit with bargain or persuade. elemental aspect. Please refer the book.

Balanced Keyword (see What Fire Has Wrought)
7 00000 — —— @000 OO <—

Elemental Affinities:

. Water @ Earth . Wood

O - @ Ar @ i
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with their element. Sagacious Elder’s Instruction Flawless Study Focus Dragon—-Kin Empowerment Elemental Bolt Attack Elemental Empowerment Meditation Deadly Essence Flashpoint
Dragon-Blooded: What Fire Has Wrought, p. 216 Dragon-Blooded: What Fire Has Wrought, p. 214 Dragon-Blooded: What Fire Has Wrought, p. 214/215 Dragon-Blooded: What Fire Has Wrought, p. 215 Dragon-Blooded: What Fire Has Wrought, p. 216 Heirs to the Shogunate, p. 138
‘[’)"r';:‘;'glgzz‘gd";‘ﬂ‘;g:zg0}:6?:3355:;‘::2:5:61 Aditionst anct Backer Charme) When you advise another character and successully roll Spend (10 - Intelligence) hours studying under a teacher Touch another Dragon-Blooded to transfer your Aura Manifest elemental force to make a withering or decisive Once per day when using Elemental Concentration Trance, When you would roll anima flux, committ 1m and keep
! to introduce a fact that supports it, target gains one specialty or consulting a repository of information to gain temporary state and some mote which can only be used for Charms attack against an enemy in short range, which can be spend 1 wp or one lethal health level before rolling to gain the flux held in. May have up to (Essence or 3) activations
Created by MadLetter S based on the advise for all abilities for the duration if they Lore specialty in a single topic accessible that way. of that element. Repurchase to transfer a single level enhanced by Charms of the Ability (Archery/Thrown). motes equal to twice your threshold successes on the roll. stacked. May release held flux to empower a decisive attack,
follow your advise. Retain indefinitely, but only ever one specialty. of anima as well. Please refer the book for this complex Charm. Spend on same element only. Refer book. increasing Elemental Bolt range to long if you use it.

S—7 00000 <— S——~ 00000 — —— 00000 <— —— 00000 <— —— 00000 < —— 00000 <
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Stern Tutor Discipline Lightning Flash Ina})iration Mantle of Elemental Power Elemental Burst Technique Elemental Succor Method
Dragon-Blooded: What Fire Has Wrought, p. 216 Dragon-Blooded: What Fire Has Wrought, p. 216 Heirs to the Shogunate, p. 138/139 Dragon-Blooded: What Fire Has Wrought, p. 218/219 Dragon-Blooded: What Fire Has Wrought, p. 218
Allow a single character to go into XP debt to purchase After a Lore roll, reroll (Essence) non-1 failures. Consume part of your Anima to empower When using Elemental Bolt to make a decisive attack with Upgrades Elemental Empowerment Meditation to allow
certain advancements. Alternatively confer a specialty. Elemental Bolt in various ways. the same element as your current aura, make it an exchange of five motes by it to heal a single level of
At Lore 5, Essence 4 this Charm allows you to teach spells, area attack with additional effects based on element. non-aggravated damage. If you know Dragon-Kin
Charms, etc. in addition to the baseline. Please refer the book for this complex Charm. Empowerment you may heal as well.

S —~ 00000 <~ S——~ 00000 <— —— 00000 <— —— 00000 < —— 00000 <
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Fulmmatmdg Thunderhead Brilliance Eternal Mind Meditation Thunderstruck Charlatan Imprecation Glorious Birthright Font
Dragon-Blooded: What Fire Has Wrought, p. 216/217 Dragon-Blooded: What Fire Has Wrought, p. 219 Dragon-Blooded: What Fire Has Wrought, p. 218 Dragon-Blooded: What Fire Has Wrought, p. 219
Roll to introduce a fact to gain sudden insight into a Spent a scene in contemplation to then roll to introduce Supplement a roll to challenge a fact with a spoken rebuke. Upgrades Elemental Empowerment Meditation. When you
goal you wish to accomplish. The GM introduces a relevant a fact you do not have a lore background for. Alternatively, Success humbles your enemy, forming a Tie to you of or a character you are guiding through the meditation rolls
fact to aid you. Once per story, resettable. use to free yourself from a Psyche effect affecting your respect, fear, etc. or strengthening such a Tie. 5+ threshold successes, gain Twp in addition to usual
memory. Please refer the book for this complex Charm. Target cannot speak/communicate for rest of scene. rewards, up to maximum Willpower.
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@— 00000 £H— — N 00000 £L— @ 00000 £L—

Truth—In—-Stone Bindin Endless Coils Enlightenment The Wind Turns
Dragon-Blooded: What Fire Has Wrought, p. 217 Dragon-Blooded: What Fire Has Wrought, p. 219 Dragon-Blooded: What Fire Has Wrought, p. 219
Roll a special gambit against a Raksha or other denizen of Draw upon the wisdom of other Dragon-Blooded willing Roll (Willpower+Initiative). You and any Hearthmates
the Wyld to incapacitate them. Can be used against to work with you to introduce a fact. Add one non-Charm within short range gain one mote per two successes. Reset
Wyld-based hazards. die for everyone aiding you (limit applies). All participants to base Initiative. Once per story, resettable.
Please refer the book for this complex Charm. gain a Major Tie of loyalty to all Dragon-Blooded as a whole.

O— 00000 <— S —~ 00000 <~ —F 00000 <~ —
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Ten Thousand Minds Ablaze Ink--Black Ocean Depths Root—-and—-Branch Wisdom Dragon Vortex Attack
Dragon-Blooded: What Fire Has Wrought, p. 217 Dragon-Blooded: What Fire Has Wrought, p. 217/218 Dragon-Blooded: What Fire Has Wrought, p. 218 Dragon-Blooded: What Fire Has Wrought, p. 219/220
Roll a special roll that counts as both introducing a fact and Absorb and comprehend the contents of a book or other Once per story when you act as mentor, impart your Requires 15+ Initiative; unleash a one-time elemental
an influence roll to instill those who hear your words record of information by touch. Can Siphon away the student with a Major Tie towards you while you accept hazard depending on your Aura, extending farther the more
with an Intimacy of interest or fascination to your fact. stored wisdom so it cannot be helpful to others. a Minor Tie to them. Can result in permanent free Lore Initiative you have. Additional effect apply.
Please refer the book for this complex Charm. Please refer the book for this complex Charm. specialty fitting to the teaching context. Please refer the book for this complex Charm.

O— 00000 —— 0— 00000 —— 0— 00000 —— —— 00000 ——
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As in the Beginnin
Heirs to the Shogunate, p. 139/14
Gather power over a 5 hour ritual to cause a several
miles-wide blast of elemental power.
Please refer the book for this complex Charm.
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Master Healer Meditation

Dragon-Blooded: What Fire Has Wrought, p. 220
Add bonus dice to a Medicine roll for one mote each. If you |

M O O O O O " reach your dice limit, add a non-Charm success on the roll.

Charm Name L — — — o — — — 4

Book Name / Page Reference

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.

—— Q00000 x—

Legend
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Survival 3+ |

—— 00000 4—

Wound-Closing Technique
Dragon-Blooded: What Fire Has Wrought, p. 221
Spend fifteen minutes treating someones wounds to
convert lethal damage into bashing, speeding the
healing rate. Alternatively, heal a single bashing level.
One day bedrest between applications on any given patient.

O—— 00000 x—

—— 00000 4—

Nature's Healing Bount
Dragon-Blooded: What Fire Has Wrought, p. 221

& — 00000 F—

Ailment—Sensing Meditation
Dragon-Blooded: What Fire Has Wrought, p. 221

&— 00000 4F¥— &— 00000 4F——

Disease-Banishin%Techni ue Venom Expulsion Method
Dragon-Blooded: What Fire Has Wrought, p. 220/221 Dragon-Blooded: What Fire Has Wrought, p. 221

Permanent Essence requirements in dots

Permanent Ability requirements in dots
As long as you have access to medicinal herbs or similar

flora, roll Medicine to treat injury, disease, poison, etc.
without inceased difficulty for lacking tools. Upgrades
existing tool ratings. Refer book.

—— 00000 <—

Complete a roll to diagnose a patient within a few seconds.
Diagnosing a disease, poison, other ailment grants temp
Medicine specialty in it. Can only ever attain one specialty
from this Charm at a time.

O— 00000 <—

Roll to cure poison as a miscallaneous action without added
difficulty for rushing treatment. If you take a full hour
to administer aid, instead gain double 9s.

O— 00000 <x—

Double 9s to treat a disease. If threshold successes exceed
a given limit, your patient gains a temporary Resistance
specialty in that disease until it has run its course. Only one
character can benefit from such a specialty at any given time.

Balanced Keyword (see What Fire Has Wrought)
Elemental Affinities: ' / . . O O O ﬁ
. Water @ Earth . Wood
O - O Ar @ ni

Repurchase/Upgrade available

Aura Keyword (see What Fire Has Wrought)

—— 00000 44— — 00000 47—

Signature Charms have larger and colored boxes associated
with their element.

What Fire Has Wrought (Dragon-Blooded Core Book)
Dragon-Blooded Companion: Heirs to the Shogunate (Additional and Backer Charms)

Created by MadLetter exalted@madletter.net

— 00000 F¥—
Purity—of-Mind Method

Dragon-Blooded: What Fire Has Wrought, p. 222

Treat over a months-long interval a Derangement to
lessen it up to a minimum of a Minor rating. The patient
gains several benefits during treatment.

Please refer the book for this complex Charm.

—— 00000 4¥—
Indomitable Vitality Discipline

Dragon-Blooded: What Fire Has Wrought, p. 221
When successfully granting a patient a specialty with
Disease-Banishing Technique, commit the Charm’s mote
cost instead to shield the patient from a few diease-inflicted
botches on a roll. Refer the book.

O— 00000 <—

—— 00000 4¥—
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Poisoner's Deft Hand
Dragon-Blooded: What Fire Has Wrought, p. 221/222
When you poison another character, add to the poison’s
duration. Each use of this Charm applies only to a single
dose of poison.

Dread Infection Strike
Dragon-Blooded: What Fire Has Wrought, p. 224

Difficulty 3 gambit of any combat Ability. Infect someone
with a disease you've treated this story before.
Repurchase to add supernatural diseases to your repertoire.
Please refer the book for this complex Charm.

O— 00000 <—
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Grievous Wound Alteration Enerqy
Dragon-Blooded: What Fire Has Wrought, p. 222
Upgrade prerequisite, allowing you to pay a 1 wp surcharge
to treat aggravated damage to convert it into lethal.
Any successese beyond the total aggravated damage
converts lethal to bashing.

O— 00000 <~ —

Flesh—Sealing Flame Technique
Heirs to the Shogunate, p. 140
When using the prerequisite to convert lethal to bashing,
pay +2m/+2i to complete treatment instantly, doubling 9s
on the roll. Has other small benefits and can be used in
mass combat. Please refer the book for this complex Charm.

O— 00000 <—

—— 00000 4—

Flesh—as—Stone Inurement
Dragon-Blooded: What Fire Has Wrought, p. 224

Roll to let a character ignore wound penalties for a scene.
Alternatively, use as a gambit to numb an enemy’s limb.

—\ 00000 £&—

Marmoreal Body Fortification
Dragon-Blooded: What Fire Has Wrought, p. 222
Roll (Essence) dice to grant your patient temporary -0
health levels. If the patient is unarmored, they gain
Hardness 2. Only one usage active at a time, unless for
your Sworn Kin and yourself.

e 00000 ———
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Rebirth of Flesh and Iv

Dragon-Blooded: What Fire Has Wrought, p. 223/224

Roll to instantly heal levels of non-aggravated damage
and crippling effects which could normally heal.
Please refer the book for this complex Charm.

N 00000 £L—

Unbinding the Inner Fire
Dragon-Blooded: What Fire Has Wrought, p. 222
Grant a touched character a dot of Strength and double
10s on decisive damage rolls. They also gain one mote
per turn unless in crash. Once the Charm ends, target
suffers a level of unpreventable aggravated damage.

©— 00000 ——
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Jade Crucible Method

Dragon-Blooded: What Fire Has Wrought, p. 224

Spend fifteen minutes meditating or performing medical
treatment to roll current Willpower, gaining motes and
Willpower back to be spent only on Medicine Charms.

Once per day, resettable.

— 00000 £&—
Bod%-CleanSing Ablution

Dragon-Blooded: What Fire Has Wrought, p. 223
Spend an hour overseeing a patient as they bathe or you
wash them with pure water. Alleviate pain, allowing the
patient to ignore wound penalties. Can also heal poison
or disease. Benefit from this once per story per character.

O— 00000 ——
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Most Beneficient Seed of the Five Dragons
Dragon-Blooded: What Fire Has Wrought, p. 224
Double 7s to provide medical treatment. Can be used
once per story unless reset by achieving a major character
or story goal through medical skill.

O—— 00000 <~

Death-Defying Endeavor

Dragon-Blooded: What Fire Has Wrought, p. 222
After a Medicine roll, reroll (Essence) non-1 failed dice.

O— 00000 <—
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Stoking Bonfire Stg1

le
Dragon-Blooded: What Fire Has Wrought, p. 225

M O O O O O ;‘) Add bonus dice on Melee attack rolls for 1m each or raise
Parry for two motes per +1. When you land an attack against
Charm Name an enemy or block one with this Charm, lower cost of this
Book Name / Page Reference Charm cumulatively. Missing/failing parry resets.

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.

—— 00000 x

Legend

&— 00000 47— &— 00000 4F¥— —— 00000 4F¥—

Permanent Essence requirements in dots Flame—Borne Interception Bu rning Fury Wreath Elemental Sheath
Permanent Ability requirements in dots Dragon-Blooded: What Fire Has Wrought, p. 225 Dragon-Blooded: What Fire Has Wrought, p. 225 Dragon-Blooded: What Fire Has Wrought, p. 225/226
Each time you block an attack, gain +1 Parry until next Ignore (Strength/2, round up) points of Hardness plus Store your weapon Elsewhere with a significant manifestation
Repurchase/Upgrade available turn. Resets bonus if you are hit by an attack or defend one additional point for every 10 on your attack roll. of an element and retrieve it in a likewise manifestation.
Aura Keyword (sce What Fire Has Wrought) using an Ability other than Melee. If no proper manifestation is available, spend levels of anima.
Please refer the book for this complex Charm.

Balanced Keyword (see What Fire Has Wrought)
Elemental Affinities: ‘ ; . . O O O : . / . . O O O N\ / . . . O O \

0 Water @ Earth ‘ Wood
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with their element. Dragon-Scale Shield Wrath-—Grounding Guard Graceful Flowing Defense Blindin S&/)ark Distraction Flame Warden Stance Crimson Fang Bite Dragon-Graced Weapon Root-and-Hand Mergin
Heirs to the Shogunate, p. 141/142 Heirs to the Shogunate, p. 141 Dragon-Blooded: What Fire Has Wrought, p. 225 Dragon-Blooded: What Fire Has Wrought, p. 225 Dragon-Blooded: What Fire Has Wrought, p. 226 Dragon-Blooded: What Fire Has Wrought, p. 225 Dragon-Blooded: What Fire Has Wrought, p. 226 Dragon-Blooded: What Fire Has Wrought, p. 228
What Fire Has Wrought (Dragon-Blooded Core Book) Gain a defensive benefit depending on your Aspect. Gain +1 non-Charm Parry against attacks made up entirely Ignore a single point of penalty to your Parry. Successfully blocking/winning a clash from close range Take a defend other action that extends its benefits to one Add the higher of (Essence or Strength) to raw damage When summoning a weapon stored with Elemental Sheath, Roots spring from bones of your wrist and hands to
Dragon-Blooded Companion: Heirs to the Shogunate (Additional and Backer Charms) a q A q q 5 a q 5 q a A q q 5 q a . q
You can purchase alternate elemental variants for from Essence or other magical energy with no physical In Water Aura, ignore (Essence or 3) points of penalty blinds the attacker until the end of ther next turn unless scene, without needing to take defend other actions in the of withering attack or double (Strength) 10s on a grant the weapon an elemental effect. Alternatively, shape strengthen your grip. Gain +1 Parry when blocking with
S exattedamadietternet 3 XP each and can stack multiple variants in a single component, and 1s subtract successes. In Earth Aura, instead. they succeed on a (Stamina-+Resistance) roll against a subsequent turns. Must remain in close range to get decisive damage roll. a mundane weapon from such an elemental manifestation. the bound weapon, disarm difficulty is increased by two.
' defense. protect allies by expending the Aura. difficulty determined by your Essence and successes. benefits. Add one dice to attack rolls for every successful parry. Please refer the book for this complex Charm. In Wood Aura, this doesn‘t count as a Charm bonus.
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Lightning—Drinking Blade Rumbling Earth Rebuke Crossfire Flash Blazm%lnterceﬁtlon Dragon Soul Burst Demon-Crushing Wolf Bite Oncommg Storm Stance
Heirs to the Shogunate, p. 141 Heirs to the Shogunate, p. 142 Dragon-Blooded: What Fire Has Wrought, p. 226 Dragon-Blooded: What Fire Has Wrought, p. 226 Dragon-Blooded: What Fire Has Wrought, p. 228 Dragon-Blooded: What Fire Has Wrought, p. 225 Heirs to the Shogunate, p. 140/141
When successfully blocking with prerequisite, gain motes After successfully blocking or clashing and attack made from Reroll (Essence) non-1 failures on the attack roll of a After successfully parrying an attack against a character Spend a turn aiming to an enemy within close range, then Add (Stamina) Overwhelming to a withering attack. When aiming at an enemy within close range, spend
equal to 10s on the attack roll up to (Essence or 3). If close range, you may reflexively attempt a disarm gambit. clash attack. Each rerolled die that shows a 10 strips you're protecting with defend other, you can respond with use this Charm to make a decisive attack with pre-set In Wood Aura, add (Stamina) to the raw damage Initiative to gain motes you can use to enhance a Melee
you defended another, gain +1m. At Essence 3 you may In Earth Aura, a successful gambit inflicts an addtl. point of away a success from your foe's attack roll. a devisive attack. In Fire Aura, your ward may reflexively damage, ignoring Hardness. Doesn't include Initiative and of the attack as well. attack benefiting from the aim action and are lost if you
forego the mote reward and pay 1wp to enter Elemental Aura onslaught penalty, and destroys mundane weapons. make a free distract gambit before your counterattack. reset to base. Refer the book for this complex Charm. do not attack the enemy you aimed at.
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Portentous Comet Deflection Smoldering Essence Attack Unerring Lightning Razor
Dragon-Blooded: What Fire Has Wrought, p. 227 Dragon-Blooded: What Fire Has Wrought, p. 228 Manuscript, p. 283 Heirs to the Shogunate, p. 141
Advance one range band and make a decisive attack. Can Reflexively clash an attack against you with a decisive Make a withering attack, burning away your target’s When making an attack the benefits from aiming, reroll
ignore difficult terrain and skim over chasms and pits if you attack. This counts as your attack for the round and can’t Initiative for every 10 on the damage roll (you don't gain (Essence) non-1 failures on both attack and damage. If enemy
end movement on solid ground. Does not count as your be used if you attacked this round already. the lost Initaitive). Victim suffers the loss repeadetly for is wearing metal armor, add mobiltiy penalty to rerollables.
attack for this round. Once per scene, resettable. In Fire Aura, expend Aura to not have it count as attack. (Essence) turns or until they hit you with a withering attack. Repurchase to reflexively aim in Air Aura conditionally.

e 0000 O—— 00000 <~ O— 00000 <~ S~ 00000 <

—\ 00000 &£— @— 00000 &L— — N 00000 £L— @—— 00000 £L— — S 00000 £L—

Falling Mountain Fang Roaring River Slash Fire Incites Water to a Riot of Clouds Burning Pinnacle Strike Fulminating ThunderdaE Surge
Dragon-Blooded: What Fire Has Wrought, p. 227 Dragon-Blooded: What Fire Has Wrought, p. 227 Dragon-Blooded: What Fire Has Wrought, p. 228/229 Dragon-Blooded: What Fire Has Wrought, p. 228 Heirs to the Shogunate, p. 14
Gain access to three powerful gambits which increase the Make a decisive attack and roll damage twice, combining Reflexively clash an attack against you with a withering After making a withering attack that raises your Initiative Make an unblockable decisive attack against an enemy in
weight of weapons and armor to make it harder or both results to determine total damage. If used with Charms attack. Do not gain Initative from this attack. Success higher than all enemies present in the combat, reflexively short range and halve Hardness from metal armor (incl.
more punishing to use them. Can also collapse structures that set the target on fire, this Charm negates the effect. creates a steam cloud that grants allies Initiative for every make a withering or decisive attack. Doesn‘t count as your 5 artifact). Allows greater range and other benefits in
with one of the gambits. Refer book. Once per scene, resettable. 10 rolled. Pease refer the book for this complex Charm. attack this round. Once per round. Air Aura. Once per scene, resettable.
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Harnessed Firestorm Assault Aura of Grasping Branches Mirror-on—Water Focus Mela’‘s Flashing Tonque Spilling the Mountain's Blood
Dragon-Blooded: What Fire Has Wrought, p. 227 Dragon-Blooded: What Fire Has Wrought, p. 228 Dragon-Blooded: What Fire Has Wrought, p. 229/230 Dragon-Blooded: What Fire Has Wrought, p. 229 eirs to the Shogunate, p. 142
Make (Dexterity/2, round down) decisive attacks, divided Each round, ignore (Essence) points of onslaught Must be used at dim anima level, ends if anima grows Make a number of withering attacks equal to your Make a decisive attack with some benefits. If it deals any
among one or more enemies. Each attack has a base penalty to your parry. beyond dim. When attacked, make a decisive counterattack onslaught penalty, gain only half Initative from each. damage, impart an effect that triggers the following round,
damage added, do not reset to base Initiative until all In Wood Aura, don't take onslaught penalty from before the enemy attack, damage based on their Initiative. In Air Aura, last attack can be decisive, reset to base Initiative dealing lethal decisive damage. Can be stopped by
attacks are complete. Once per scene, resettable. attacks you successfully parry. Strip Initiative from them with successes. Refer book. even on a miss. Once per scene, resettable. incapacitating the Charm user. Please refer the book.

O— 00000 <— O— 00000 0O~ 00000 ~ S~ 00000 <~ Q0 00000 <

@ — 00000 4F¥——

Thousandfold Tempest Strike

Heirs to the Shogunate, p. 142/143

To use, must've taken an aim action with Oncoming Storm
Stance and have Initaitive 12+. Roll single decisive attack
benefitting from aiming against all targets (friend or foe)

within short range. Once per scene, resettable.

S~ 00000 <~
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Legend . . . . . ) . . . e .
q¢n Soul--Fire Cremation Technique Hidden Secrets Whisper Splflt—GFOUndm% Shout Seed and Salt Warding Fivefold Resonance Sense Spirit—Detecting Mirror Technique
Dragon-Blooded: What Fire Has Wrought, p. 23 Dragon-Blooded: What Fire Has Wrought, p. 230 Dragon-Blooded: What Fire Has Wrought, p. 231 Dragon-Blooded: What Fire Has Wrought, B. 230 Manuscript, p. 286 Dragon-Blooded: What Fire Has Wrought, p. 230
M O O O O O ;‘) Burn a corpse to ashes within seconds to prevent hungry Add bonus dice to an Occult roll for one mote each. Use to strike a dematerialized character with an attack made Lay down a line of salt or germinated grain to ward ghosts. Meditate to sense the presence of the five elements Touch a mirror or reflective surface to see reflections of
ghosts from rising. Cannot apply to Exalted. Allows the each 10 rerolls a non-1 failed die. with any Ability. If unable to see target, suffer -3 penalty. Roll to determine power of warding, ghosts can only out to (Essence or 3) range bands. Gain bonus to certain dematerialized characters and hear their words as whispers.
Charm Name ghost of the deceased to choose reincarnation. Repeat use in subsequent rounds reduces cost by one mote cross the line by spending WP and if their Resolve exceeds rolls to detect or track jade, elementals, elemental Only you can see the reflection, negates penalty for
Book Name / Page Reference Please refer the book for this complex Charm. down to zero. rolled successes. Repels other undead as well. demesnes, manses, etc. Upgradable to remove meditation. attacking partly. Upgrade to let others see reflection.
Short Descriptor.

This does not contain full rules-text, but intends to confer H . . O O O N %ﬁ . O O O O N0 %ﬁ . . O O O N “7 . . . Q Q N Oﬁ . . . O O N %ﬁ . O O O O N0

an at-a-glance info about this Charms capabilities.
Please refer to the book for full details.

—— 00000 x—

& — O0000 F— &~ 00000 L— — N 00000 &4— & > 00000 ZL—

Permanent Essence requirements in dots . s s . 7 ¢ . .
I | Spirit—Chaining Strike Dragons' Sacred Talon Dragon's Egg Hatched Secret Wind Revelation

Permanent Ability requirements in dots Dragon-Blooded: What Fire Has Wrought, p. 231 Dragon-Blooded: What Fire Has Wrought, p. 231 Heirs to the Shogunate, p. 143 Dragon-Blooded: What Fire Has Wrought, p. 231

Repurchase/Upgrade available Perform a gambit to partly drag a dematerialized spirit Supplement an attack made with any Ability to strike Must be within close range of significant and dramatic When dematerialized entity comes within long range,
into the physical world, making it visible to other down raksha and other creatures of the Wyld or the manifestation of element, shaping it into an elemental of you become aware and can activate the Charm to pinpoint

Aura Keyword (see What Fire Has Wrought) Draggn-BIooded and g.rantlng Fhem the ab"'t}/ t'o attack undead. Withering attacks gain damage after soak that type to serve you. location. Please refer the book for this complex Charm.
without penalty as if the spirit were materialized. application, decisive deals aggravated and have double 10s. Please refer the book for this complex Charm.

Balanced Keyword (see What Fire Has Wrought)

Elemental Affinities: %ﬁ...ooh “7...00# ﬁ...@@ﬁ %ﬁ...@@h
o Water @ Earth . Wood

O -  Ar @ i
Signature Charms have larger and colored boxes associated N\ O O O O O L @4 O O O O O L

it thelrelement Blazing Purification Chant Spirit—Shredding Attack
Dr n-B| gded‘ What Fire Has Wrouaht. b. 233 Dragon-Blooded: What Fire Has Wrought, p. 234
What Fire Has Wrought (Dragon-Blooded Core Book) ago OO- : vant. p. o Decisive attacks Supplemented Wlth thIS Charm add attack
Dragon-Blooded Companion: Heirs to the Shogunate (Additional and Backer Charms) Affix a prayer Stnp to the forehead of a pOSQSSQd victim threshold successes as dice of damage i the Spirit is
to force the posessor out. Roll to deal aggravated damage in Initiative Crash. Slain spirit can perhaps reform but onl i k
Created by MadLetter exalted@madletter.net and expel the pOSESSOf Wlth enough damage. w k rth ; b f ; I in o anent E ; d . y
Up to five Dragon-Blooded can cooperate. €akerthan betore, loosing permanent tssence Gots. | Any 4 Occult Charms |

O— 00000 - S~ 00000 < — L oo — — _ 1

—— 00000 Z— — 00000 44— ~— N 00000 Z—

Etern Death—Banishing Blossom 5 g%ﬁlmgge];{gﬂj‘{gﬂg Eg‘%m g Terrestrial Circle Sorcery
Dragon-Blooded: What Fire Has Wrought, p. 233 9 ’ gnt. p- Dragon-Blooded: What Fire Has Wrought, p. 235
Roll to bind a spirit in a circle for a few rounds, forcing it

to materialize and forbidding the Hurry Home Charm.
The spirit can try to break free, spending a full round.
Please refer the book for this complex Charm.

Gain the ability to cast spells of the Terrestrial Circle
and learn one shaping ritual and one Terrestrial
Circle spell, which becomes your control spell.

Must be at bonfire anima. Gain bonuse defense and soak,
more against undead. If still at bonfire and not crashed
at the next turn, enact a highly damaging attack against
ghosts and other undead out to medium. Refer book.

0O— 00000 ——— ©—~ 00000 <~ —— 00000
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Anathema-Sealing Tomb Chaos--Banishing Revelation Gesture D : : : :
Dragon-Blooded: What Fire Has Wrought, p. 232 gy : WS F ragon--Sorcerer Puissance Five Winds Rainment
- (W.tg+o ) with double 95 gt p : t Dragon-Blooded: What Fire Has Wrought, p. 234/235 Dragon-Blooded: What Fire Has Wrought, p. 234 e R leestnk e Fie Hes Wieus/, . 255 Dragon-Blooded: What Fire Has Wrought, p. 235
oll (Wits+Occult) with double 9s to create a vortex ou ; ; it i i ithi
‘ pt et A, e nii i nl Ifygu incapacitate a Spll’lt.WIth a decisive attack, . Freea character.W|th|n short range of any Psyche effect or Whenever you shape a spell based on a single element, CUpplement alShapelSorcan AClIO o grant yoursel
0 medium range and cnoose whether It repels spirits an use this Charm to seal them into the nearest dramatic Derangement imposed by a creature of the Wyld or the o » !
ther dematerialized charact d them i X . X , gain a single additional sorcerous mote each round +1 Defense and Hardness equal to (Essence) until
other dematerialized characters or draws them In. manifestation of Earth Essence (mountain, cave, ... Wyld itself. Roll to remove the effect. ; , ) , 4 ,
Please refer the book for this complex Charm. hem fi forming f ) r — - - = =- = =" you spend shaping. If your Aura state matches the spell’s you cast the spell or stop shaping. In Air Aura this doesn't
O BT S S eIl (el Gl ks element, gain three motes instead. count as Charm bonus and the hardness is increased.

% ....‘ @ .‘... @ ..... | Any 5 Terrestrial Circle Spells | ‘.... % .....

- oo -

N 00000 £ ~ O0000 4 —— 00000 F¥—

Sage of Iron Meditation Purifying Dragon Suspiration World—-Weaving Dragon Demiurge
Dragon-Blooded: What Fire Has Wrought, p. 232 Dragon-Blooded: Whaf Fire Has Wrought, p. 234 Heirs to the Shogunate, p. 143
Spend up to (Stamina) days in meditation to force the This Charm is an extended action to free one character of Enhance sorcerous workings that deal
Wyld to abide by the natural laws of Creation out a sorcerous curse or a shaping effect that transforms the with elemental matter and issues.
to short range. victims body. Please refer the book for this complicated Charm.
Please refer the book for this complex Charm. Please refer the book for this complex Charm.

— 00000 —— 0 00000 - — —— 00000 ———
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Crashing Wave—Dragons Warding Smoke Ascends to Heaven
Dragon-Blooded: What Fire Has Wrought, p. 233 Dragon-Blooded: What Fire Has Wrought, p. 232/233
Consecrate a body of water up to a certain range so that Roll to persuade with any social ability with double 7s
the waters count as dangerous hazard to demon, undead against a spirit in person or by offering up prayer. Gain
or fae that enter the water. benefits in regards to what the spirit is willing to deal
Please refer the book for this complex Charm. in and how far it will go. Please refer the book.

0— 00000 —— O— 00000 ——
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Audience—Enthusin Dlspl%y

Dragon-Blooded: What Fire Has Wrought, p

—— O0000 4£—

Enticing Paramour Passion
Heirs to the Shogunate, p. 144

Legend

Add automatic successes to a Performance roll for two

a O O O O O “ motes each and ignore the penalty for targetting to gain benefits against their current partner,

Charm Name multiple characters with social influence. stocking up non-Charm dice into a pool for
Book Name / Page Reference later use.

Short Descriptor.
This does notcontainfalrl ruleessc-l';fxtc,)rbutintendstoconfer H . . O O O N0 “7 . . . O O N0

an at-a-glance info about this Charms capabilities.
Please refer to the book for full details.

—— 00000 x—

Must engage voluntarily in physical intimacy

—— 00000 4— &— 00000 47—

Hidden Petal Aria Talented Im Provisation

Dragon-Blooded: What Fire Has Wrought, p. 235 Dragon-Blooded: What
Embed a message one sentence long into a performance,

&— 00000 £F¥—— &— 00000 £F—

Lightning Declamation Stg V01ce~UvBhftm g Aspect

ire Has Wrought, p. 236 Dragon-Blooded: What Fire Has Wrought, p Dragon-Blooded: What Fire Has WroughT p. 240
Gain an automatic success on a Performance roll to sing

—— 00000 4— —— 00000 4—

Sanxian~CharmincW1 Fingers Swaying Boughs Arabesque
Dragon-Blooded: What Fire Has rought p. 240 Dragon- BIooded What Fire Has Wrought, p. 241

Double 9s on Performance rolls to play Supplement a Performance roll to dance, lowering the

Permanent Essence requirements in dots

Permanent Ability requirements in dots

After making a Performance roll, reroll (Essence) non-1 Reroll 6s until they cease to appear on an

Repurchase/Upgrade available

conveying it to select members of the audience. Can failed dice. If you stunt the explanation on how you recover oratorical Performance roll. If you are upholding a and rerolling a single die that shwoed a non-1 failure a musical instrument. Resolve of all targets by one. Lowers the difficulty of the
Aura Keyword (see What Fire Has Wrought) incorporate social influence. Magic detection attempts from missteps, reduce cost of the Charm. Major or Defining Principle, reroll 5s as well. for each 10 on the roll. roll and potentially increases b(?nus dice from
must roll to succeed. your Appearance rating.

Balanced Keyword (see What Fire Has Wrought)

Elemental Affinities: . / . . . O O h
. Water @ Earth . Wood
O - A @ wi

Signature Charms have larger and colored boxes associated

O—— 00000 <— S~ 00000 <— S~ 00000 <—— O— 00000 <— O— 00000 x—

@ 00000 £L— S 00000 “Y— — N 00000 &—

Storm~Gatherin%Fervor Thundering Dragon Proclamation Blossoming Instrument Evocation

Dragon-Blooded: What Fire Has Wrought, p. 239 Dragon-Blooded: Whaft Fire Has Wrought, p. 237 Dragon-Blooded: What Fire Has Wrought, p. 240

When using oratory to make an inspire, instill or persuade Your voice is loud enough to be heard clearly at extreme
roll that is supported by a Principle your targets share range. Influence through amplified voice is limited to
with you, gain bonuses equal to the Intimacy of whichever inspire or threaten. Double 9 on voice-based Performance

has it at the lowest rating. Refer book. and command actions.

© — 00000 ~—— ©— 00000 ———

&— 00000 £F— —— 00000 4¥— 4OQQQO;O

with their element. Invisible Street Performer Technique Soul-Stirring Performance %end~Hewn Wisdom
Dragon-Blooded: What Fire Has Wrought, p. 236 Dragon-Blooded: What Fire Has Wrought, p. 236 Dragon-Blooded: What Fire Has Wrought, p. 239
Roll (Manipulation+Performance). So long as you keep Make an inspire roll with (Essence) non-Charm bonus dice. Roll (Charisma-+Performance) to inspire an audience with
performing, characters whose Resolve is beat cannot notice Characters whose Resolve is beaten must enter a emotion by telling a story. Instill an Intimacy based on
your directly. Stops upon Join Battle or taking overt Decision Point to resist the emotion the performance moral or allegory of the story. Upgrade allows granting
action drawing notice. conveys, calling on an Intimacy of any intensity. targets a temp Willpower point. Refer book.

S—~ 00000 <— O—— 00000 <~ &— 00000 <—

— 00000 F¥—

Petal-Strewn Pavane
Dragon-Blooded: What Fire Has Wrought, p. 241
Add (Performance) dice to any ocmbat movement roll.
Flurry the supplemented move with Performance-based
action without taking the usual flurry penalty. Can't be used
if wearing medium or heavy armor. Effects in Wood Aura.

O— 00000 <—

[71 What Fire Has Wrought (Dragon-Blooded Core Book)

S " Create a musical instrument from any living plant. If
[71 Dragon-Blooded Companion: Heirs to the Shogunate (Additional and Backer Charms)

you have a specialty in that instrument, it will be
of exceptional quality. Revert back to natural form
upon ending of the Charm.

O—— 00000 <—

Created by MadLetter exalted@madletter.net

—— 00000 4— —— 00000 4—

Dance of Flashing Swords Heart~Strengthen1 Defense
Dragon-Blooded: What Fire Has Wrought, p. 236 Dragon-Blooded: What Fire Has Wrought, p. 236

—— 00000 4— —— 00000 4¥—

Irresistible Whirlpool Diversion Epoch Saga Memory
Dragon-Blooded: What Fire Has Wrought, p. 237 Dragon- Blooded What Fire Has Wrought, p. 239 Dragon-Blooded: What Fire Has Wrought, p. 23 Dragon-Blooded:

—— 00000 4— —— 00000 4— & — O0000 47—

Puissant Precursor's Monologue Vibratin% Strings Defense Falling Leaves Sway
hat Fire Hos Wrought, p. 240/241 Dragon-Blooded: What Fire Has Wrought, p. 241/242

Make a special instill roll against bystanders to a combat or
other violent altercation to make them believe it is an
artistic performance. Can be flurried.

All characters that can see or hear your performance
gain +1 Resolve against other influence or +2 Resolve
against Psyche effects or other unnatural influence.

Roll ((Manipulation or Appearance] + Performance) with
double 9s to impart a penalty of (Essence) to
your audience’s Awareness-based rolls.

Eidetic recall of every story you‘ve heard grants you a bonus
die to performance rolls made to tell a story, as well as
any mental or social roll with another Ability that could

benefit from such perfect recall of a story. Other effects apply.

May a persuade roll with ([Charisma or Manipulation] +
Performance), double 7s, to convince your audience to take
a course of action that upholds a Defining Principle of yours.
Those sharing the Principle must pay more to resist.

Carry or play a musical insrument to reflexively clash an
enemy out to medium range with Essence-suffused music.
Please refer the book for this complex Charm.

Appearance adds non-Charm bonus dice to an inspire roll
made through dance based on target’s Resolve. Social
influence using the inspired emotion gain one automatic
success for the rest of the scene.

O—— 00000 <— O— 00000 <~ O——~ 00000 <~ — &— 00000 <— S 00000 < O—— 00000 <~ O—— 00000

—— 00000 4—

Blossom Hides Thorns
Dragon-Blooded: What Fire Has Wrought, p. 238/239
Must be in middle of performance. Roll (Manipulation +
Performance) with double 9s vs single target against Resolve.
On succedd, you and your allies roll Join Battle and can
get unexpected attacks going. Please refer the book.

O— 00000 <~

—— 00000 £¥—

Harmonious Life—Affirming Song
Dragon-Blooded: What Fire Has Wrought, p. 236

All characters witnessing your performance add a bonus
success on rolls against poison, disease, other maladies,
and multiply healing rate.

O— 00000 <~

— 00000 &£H— —\ 00000 &£H—

Tears—From-Stone Eloquence Immolatm% Passion Alleluia
Dragon-Blooded: What Fire Has Wrought, p. 237 Dragon-Blooded: What Fire Has Wrought, p. 237
Make an inspire roll, rerolling an additional non-Charm die
for every 10. Emotions you inflame are incredibly intense
and reactions taken must rise to the level of at least a
serious task. Resisting costs three Willpower.

6— 00000 ——

—— 00000 4— = 00000 44— —— 00000 £— @ — 00000 £—
Mesmerizing Siren Call Life—Spirit S% vI/)rhon Three--String Sword Prana Waltz of Honeyed Wine

Dragon-Blooded: What Fire Has Wrought, p. 237/238 Dragon- Blooded What Fir ought, p. 238 Dragon-Blooded: What Fire Has Wrought, p. 241 Dragon-Blooded: What Fire Has Wrought, p. 242
Hypnotize an audience with phantasmal imagery that Perform to have allies ignore out to medium range any Convert non-Charm dice added by Appearance on any
ensnares them depending on successes rolled. difficult terrain-based on foliage or vegetation. Help negate dance-based Performance roll to non-Charm successes.
Please refer the book for this complex Charm. likewise-based environmental hazards. Can use Performance Characters with Resolve 2 or more lower than Appearance

to direct vines and plants to attack enemies. must spend addtl. Willpower to resist influence.
0— 00000 —— 06— 00000 ——— 06— 00000 -~

Make a decisive attack roll with (Wits + Performance) with
your instrument, out to medium range. Roll Initiative for
damage as per usual, but with double 10s. Counts as
continuing to play your instrument for the round.

O— 00000 <~

Roll (Charisma-+Performance). Any character whose Resolve
is beaten must choose a response to the inspired emotion
that will affirm, support, protect a social institution they
have an intimacy towards. Please refer the book.

©— 00000 ——
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Battle Anthem of the Ten Thousand Dragons
Dragon-Blooded: What Fire Has Wrought, p. 241
As long as you continue musical performance, you and all
allies that hear it gain +1 bonus die on attack rolls, combat
movement and command actions. Withering attacks grant
one additional mote. Doesn't stack.

O— 00000 <~
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Glowing Coal Radiance
Dragon-Blooded: What Fire Has Wrought, p. 242

M O O O O O ;‘) Add automatic successes to a Presence roll for two
motes each, roll an additional non-Charm die for
Charm Name every 10 rolled.

Book Name / Page Reference

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.

—— 00000 ¥

Legend

&— 00000 £F¥— —— O0O000 £— —— 00000 £¥— —— 00000 £¥—

Permanent Essence requirements in dots . 5 o o 5
Eternally Arqumentative Flame Unbearable Taunt Technique BurnquDragon Mien Warm-Faced Seduction Stgle

Permanent Ability requirements in dots Dragon-Blooded: What Fire Has Wrought, p. 242 Dragon-Blooded: What Fire Has Wrought, p. 242 Dragon-Blooded: What Fire Has Wrought, p. 242 Dragon-Blooded: What Fire Has Wrought, p. 242

) When flurrying a Presence- or Socialized-based influence Roll to inspire a character with anger. If successful, your Make a threaten roll with double 9s against a single Make a persuade roll to seduce a single target. Overcoming
Repurchase/Upgrade available roll, the flurry penalty on both actions is reduced by one target must immediately respond to you with hostility. character. An enemy whose Resolve is beaten in combat Resolve also instills them with a Minor Tie of lust or desire
Aura Keyword (see What Fire Has Wrought) point, and you do not suffer a Defense penalty. In combat this provokes an enemy into priorizing you loses 1 Initiative, even if they resist. towards you unless they spend Willpower. In Fire Aura

In Fire Aura, remove the flurry penalty entirely. as target over others. convert bonus dice by appearance to non-Charm successes.

Balanced Keyword (see What Fire Has Wrought)

Elemental Affinities: H..Oooh H..OOO# H‘..Ooh H...Ooh
. Water @ Earth . Wood

O -  Ar @ ni |
Signature Charms have larger and colored boxes associated — O O O O O L — O O O O O L — O O O O O L — O O O O O ;o

with their element. Grinding Millstone Arqument Moth to the Candle Fearsome Dragon Presence Hot—Blooded Ardor
Dragon-Blooded: What Fire Has Wrought, p. 243/244 Dragon-Blooded: What Fire Has Wrought, p. 243 Dragon-Blooded: What Fire Has Wrought, p. 243 Dragon-Blooded: What Fire Has Wrought, p. 243
‘S’r’;‘";t;’;l':z;‘;‘g"cﬂ‘;;'iI’Zg";‘;r':f:f:ecs‘:zgf‘i:’a"t’e Additionaland Backer Charme) After failing a persuade roll, reset your attempt to try again. Enemies must priorize attacking you over any other For one tick, all attack rolls, social influence rolls and rushes Treat Appearance as one dot higher, even above 5, when
If your target uses the same Intimacy to bolster Resolve, characters. Enemies can spend 1wp to resist for one scene. made against you take a -2 penalty. Enemies may spend determining bonus dice you gain on influence rolls made
Created by MadLetter exalted@madietiernet the bonus it provides is lowered by one. Reduces cost of prerequisite to one mote. Success on 1 wp to become immune to this for the rest of the scene. with Presence/Sociailize. Upgrade allows expending Fire
Once per scene. using the prerequisite enforces movement and attack on you. In Fire Aura, penalty is increased. Aura to increase the Appearance gain even further.

&—— 00000 < O— 00000 <— O— 00000 <— O— 00000 <—
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Minds Like Fertile Fields Heart-Conquering Prowess Aura of Invulnerability Heartstrin§~Pulling Apk)roach Vivacious Dragon Beauty
Dragon-Blooded: What Fire Has Wrought, p. 246 Heirs to the Shogunate, p. 144/145 Dragon-Blooded: What Fire Has Wrought, p. 245 Dragon-Blooded: What Fire Has Wrought, p. 245 Dragon-Blooded: What Fire Has Wrought, p. 245
Roll ([Charisma or Manipulation] + Presence) vs Resolve of a Add Appearance-based bonus dice on an attack roll. Roll your current temporary Willpower to gain Add a non-Charm success on a Presence- or Socialize-based Gain bonus dot of Appearance, which may raise your
single character. Success induces a pleasant trance state, When you enhance a decisive attack and deal enough temporary -0 health levels and natural soak. influence roll with a single target. If target’s Resolve is Appearance above 5.
leaving them unable to call on Intimacies to resist a direct damage, you can forego a damage level to erode and lowered by Major/Defining Intimacy based on passionate
follow-up social influence roll. intimacy. Please refer the book for this complicated Charm. emotion, cost to resist is increased.

&—— 00000 < O— 00000 <— O— 00000 < O— 00000 <— O~ 00000 -
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Haunting Words Infliction Entombed Mind Technique Debate-SvBarking Bonfire Passion—Transmuting Nuance
Dragon-Blooded: What Fire Has Wrought, p. 244 Dragon-Blooded: What Fire Has Wrought, p. 246 Dragon-Blooded: What Fire Has Wrought, p. 243 Dragon-Blooded: What Fire Has Wrought, p. 243
Roll to try and instill a single Intimacy you possess into Try to induce sleep and enact a single powerful social Roll to inspire one or more characters with anger, ignoring Make an inspire roll (Manipulation + Presence) vs a single
another character. Even on successful resistance, the influence roll upon your target. multi-target penalty. Affected targets must express outrage character in the grip of strong emotion. Success changes
argument keeps in their mind and they begin to internally Upgrades empower the sleeping effect to a perpetual towards you using social influence (even in combat). the emotion to another, unrelated passion.
convince themselves if supporting evidence is seen. slumber and petrify them with a second upgrade. Must enter Decision Point to resist this influence.

— 00000 —— &—— 00000 < O— 00000 <— O0— 00000 <—
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Virtuous Mountain's Shadow Fluid Recollection Insinuation Blazing Heart Ascendanc
Dragon-Blooded: What Fire Has Wrought, p. 244 Dragon-Blooded: What Fire Has Wrought, p. 244/245 Dragon-Blooded: What Fire Has Wrought, p. 245
When witnessing a character using social influence you Create a false memory in your target of a prior meeting Supplement a persuade or threaten roll made with
wish to dispute, draw on Major/Defining Intimacy to make between you and them to create a Minor Tie towards you Presence or Socialize. If the target enters Decision Point,
counterargument. All characters hearing you can access whosse context is dependent on the memory created. only passion-based Intimacies can be called upon.
that Intimacy to bolster Resolve. Please refer the book for this complex Charm. Characters with no such Intimacies are immune.

— 00000 —— 0— 00000 —— 06— 00000
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Terrifying Fire—-Dragon Roar Splrlt-Cultlvatmg Leadership Dragon Warlord's Convocation
Dragon-Blooded: What Fire Has Wrought, p. 244 Dragon-Blooded: What Fire Has Wrought, p. 245 Dragon-Blooded: What Fire Has Wrought, p. 246
Exhale a deadly blast of fire in a line out to medium range Use on a character with a Defining Tie of loyalty to you. Make an instill roll against a single character with doube 9s
which is a decisive attack and a threaten roll in one action. For the duration of this Charm, they gain various benefits, to create aTie of loyalty to you. Created at Major Intimacy.
Please refer the book for this complex Charm. including Resolve bonuses, Ability specialties and Resist only with Decision Point. Target cannot volunatrily

more Willpower. Please refer the book. weakend the Intimacy for a while. Refer book.

O— 00000 <— O— 00000 —— O—— 00000 <
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Leq €0 d Uneating Earth Meditation Purifying Blood Ascendanc Impervious Skin of Stone Bodgﬁ(jleansjn%})rana Ox—Body Technique
Dragon-Blooded: What Fire Has Wrought, p. 247 Dragon-Blooded: What Fire Has Wrought, p. 246/247 Dragon-Blooded: What Fire Has Wrought, p. 247 Dragon-Blooded: What Fire Has Wrought, p. 247 Dragon-Blooded: What Fire Has Wrought, p. 246
@ \ O O O O O / o Ignore any deprivation penalties from starvation or Add automatic successes to a Resistance roll for two Double your Stamina to determine natural soak against Use agains inhaled poison, disease or liquid-transmission Permanently increase the amount of health levels
dehydration. Additionally, add (Resistance) to the motes each, and reroll 6s until they fail to appear. a single withering attack. In Earth Aura this Charm can be poison depending on aspect to roll double 9s to resist. your posses. The higher your stamina, the better the
Charm Name amount of time you can go before succumbing to used after an attack hits, but before damage is rolled. Repurchase improves the power of your resistance selection of levels gained.
Book Name / Page Reference starvation/dehydration if you keep using this charm. and allows you to expel the poisons as an attack.

©&— 00000 — 00000 ©O— 00000 00 00000 —— @000
1

an at-a-glance info about this Charms capabilities.
Please refer to the book for full details.
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Permanent Essence requirements in dots . . . . . n_ o 1o . . . .
O K Unsleeping Earth Meditation Untiring Earth Meditation Eternal Tide Endurance Squple Viridian Scales (Elemental) Protection Technique Dragon's Unfailing Vigor
. Permanent Ability requirements in dots Dragon-Blooded: What Fire Has Wrought, p. 248 Dragon-Blooded: What Fire Has Wrought, p. 247 Dragon-Blooded: What Fire Has Wrought, p. 247 Dragon-Blooded: What Fire Has Wrought, p. 247 Dragon-Blooded: What Fire Has Wrought, p. 248 Dragon-Blooded: What Fire Has Wrought, p. 251
. Once per day, spend an hour in meditation to gain all As long as you're standing on the ground or touching Every 1 on a withering attack roll against you increases Lower your armor’s mobility penalty by 1 for a single tick. Choose one of the elements when activating, gain +3 Gain one -0 health level and one -4 health level.
o Repurchase/Upgrade available benefits of a good night's sleep, including Willpower regen. stone, ignore fatigue penalties. your soak by +1. In Water Aura, use against decisive If you are wearing light armor, instead gain one non-Charm natural soak and (Stamina) Hardness against attacks made
@ Aura Keyword (see What Fire Has Wrought) May use this Charm to remain awake for (Essence + attacks, granting Hardness up to (Stamina) instead. bonus die on rolls to rush or disengage. In Wood Aura, using that element. Subtract damage from environmental
Stamina) days without hindrance. Doesn't stack with other sources of hardness. duration is set to Aura instead. hazards of the element.
@ Balanced Keyword (see What Fire Has Wrought)

Elemental Affinities: h...OOﬁ H“OOO# H..OOO# H...OO# ﬁ...@@ﬁ ﬁ.....ﬁ
. Water @ Earth . Wood

O - @ Ar @ wi
Signature Charms have larger and colored boxes associated N\ O O O O O A— — O O O O O L P O O O O O ;o

with their element Unbreathin% Earth Meditation Elemental Aegis Earth Bears Witness
Dragon-Blooded: What Fire Has Wrought, p. 248 Dragon-Blooded: What Fire Has Wrought, p. 248 Dragon-Blooded: What Fire Has Wrought, p. 250
What Fire Has Wrought (Dragon-Blooded Core Book) a . . . . . .
e s A P Hold your breath for up to ([Stamina + Resistance] x 5) Send attunegl jade grmor'elsewhere through a significant Brace yourself on §ol|d ground to s'ubt.ra.ct dice from
minutes or [Stamine + Resistance] x 2) rounds in combat. and dramatic manifestation of the chosen element. May the damage of a decisive attack, shunting it into the ground.
Created by MadLetter exalted@madiletternet need to expend levels of anima to banish/recall armor Upgrade grants elemental variations of the Charm.
if no manifestation is nearby. Please refer the book for this complex Charm.
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Unfeeling Earth Meditation Body—Like—Clouds Meditation Dragon—G raced Raiment Ripples—on—-Water Defense Immovable Mountain Technique Apocal&{pse~0utlasting Prana
Dragon-Blooded: What Fire Has Wrought, p. 248 Dragon-Blooded: What Fire Has Wrought, p. 248/249 eirs fo the Shogunate, p. 145 Dragon-Blooded: What Fire Has Wrought, p. 250/251 Dragon-Blooded: What Fire Has Wrought, p. 250 errs fo the Shogunate, p. 1
Ignore wound penalties on a single action. Withering damage rolls against you take (Essence) When recalling armor banished with Elemental Aegis, you can Against withering attacks, (lower of Essence or Stamina) 1s Cannot be knocked back by smash attacks, thrown in a Use after being hit by a decisive attack or failing to roll to
Repurchase and use in Earth Aura to extend in penalty, which can reduce below minimum damage. don it in a few rounds and you are wreathed in the on the damage roll subtract successes. Against decisive grapples or shifted by comparable mundane force. resist an environmental hazard or trap, but before
duration to Aura. If an attack hits but deals no damage, steal 2 Initiative element you summoned it from. attacks, (lower of Essence or Stamina) 1s force her attacker Impedes magic as well, though it does not fully negate it. damage is rolled. Roll Hardness and subtract dice from
from the attacker. Please refer to the book for this complicated Charm. to reroll that many dice showing successes, starting with 7s. Ends if you move or are crashed/incapacitated. damage roll for successes. Please refer the book.
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Perfected Scales of the Dragon Fathomless Depths Replenishment Flowing Dra§0n~80dg Endurance
Dragon-Blooded: What Fire Has Wrought, p. 249 Dragon-Blooded: What Fire Has Wrought, p. 249/250 Dragon-Blooded: What Fire Has Wrought, p. 251
Gain Hardness against all decisive attacks until next turn. Spend hours in meditation to gain temporary -1 health Gain Hardness equal to your Initiative against all decisive
Doesn't stak with Hardness from armor but is compatible levels. These levels fade away, but damaged ones remain attacks. Not compatible with armor.

with Resistance Charms. Attackers do not reset to base until healed.
damage if attack negates decisive attack. Cannot attack/move.
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Raging Fire-Dragon Spirit Well-Tended Garden of the Soul Revolving—Hurricane—Force Defense
Dragon-Blooded: What Fire Has Wrought, p. 249 Dragon-Blooded: What Fire Has Wrought, p. 250 Dragon-Blooded: What Fire Has Wrought, p. 251
Gain a bonus dot of Strength, ignore a single point of wound Call forth healing renewal from plants, leaving everything Roll (Stamina + Resistance) with (Essence) non-Charm
penalty and add (lower of Essence or Stamina) bonus dice plant-based in a radius more healthy and blooming. On bonus dice to gain soak bonus equal to rolled successes
to all attacks, rushes or feats of strength. Stamina no longer the following turn, the life-force returns to the Dragon- against any attack by lower-Initiative characters. Bonus
adds to your soak, loose one Initiative at the end of each round. Blooded and heals them. Please refer the book. falls by one for each attack that hits you.
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Scatter Pearl Hoof Falls Great Heart Companion
Dragon-Blooded: What Fire Has Wrought, p. 251 Dragon-Blooded: What Fire Has Wrought, p. 252

@ 5 O O O O O Z o Add automatic successes to a Ride roll for two motes Grant your mount +2 Resolve against threaten rolls or
each and ignore one point of mobility penalty from other fear-based influences or yourself +1 Defense against
Charm Name your mount'’s barding. an unhorse gambit. In Wood Aura duration extends to

Book Name / Page Reference Aura, providing both benefits.

Short D iptor.
This does notcontainlerl rule:sc—ig(’szoutintendstoconfer . / . O O O 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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Permanent Essence requirements in dots HeavenaRacin% Leap Tread Rooted in Life Dragons—Among—Horses Exaltation Dance of the Jade Bridle Reins--Like—Roots Unit Ass—to—Elephant Method
Permanent Ability requirements in dots Dragon-Blooded: What Fire Has Wrought, p. 251 Dragon-Blooded: What Fire Has Wrought, p. 251 Dragon-Blooded: What Fire Has Wrought, p. 254 Dragon-Blooded: What Fire Has Wrought, p. 252 Dragon-Blooded: What Fire Has Wrought, p. 252 Dragon-Blooded: What Fire Has Wrought, p. 253
. Have your mount automatically jump one range band Ignore plant-based environmental penalties to mounted Transform your mount by anointing it with your own blood. Roll Ride plus any fitting Attribute to tame a wild animal Defend against an unhorse gambit. 1s on the attack Supplement a feat of strength by a mount being ridden,
Repurchase/Upgrade available forward with reflexive movement. Alternatively when you movement actions. Environmental penalties to Ride rolls Your mount gains various powerful benefits. You can only to allow itself to be saddled and mounted, forming a minor roll subtract successes and the difficulty of the gambit adding its Speed bonus to its Strength. Increases dice
Aura Keyword (see What Fire Has Wrought) have your mount jump as part of movement rolls, every are reduced by two. Essence 2 grants the ability to purchase use this Charm on a single mount at a time. Tie of loyalty to you. is increased by one. In Wood Aura, this Charm’s duration pool and effective Strength rating to determine possible
10 rerolls a non-1 failed die. Air Aura empowers the Charm. elemental variants for the Charm for Air, Earth and Water. Please refer the book for this complex Charm. Please refer the book for this complex Charm. becomes Aura. feats of strength.
Balanced Keyword (see What Fire Has Wrought)

Elemantal Affnities S~ 00000 x— O—— 00000 <— O— 00000 < O——~ 00000 < — O——~ 00000 <— @ — 00000 <
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with their element. Cloud-Harnessing Technigue Creation—Turning Hoof Rearing Stallion Provocation Seizing—the—Reins Approach Indomitable Warhorse Endurance Mountain—Trampling Hoof
Dragon-Blooded: What Fire Has Wrought, p. 252 Dragon-Blooded: What Fire Has Wrought, p. 252 Heirs to the Shogunate, p. 146 Dragon-Blooded: What Fire Has Wrought, p. 254/255 Dragon-Blooded: What Fire Has Wrought, p. 254 Dragon-Blooded: What Fire Has Wrought, p. 253/254
¥ What Fire Has Wrought (Dragon-Blooded Core Book) Until your next turn, your mount can run across and Impose a penalty equal to your mount’s Speed bonus Roll to threaten an animal mount, doubling 9s. If successful, Lap onto the mount of an unhorsed foe within close Active when your mount would take decisive damage, You mount can attempt a feat of demolition by charging
7] Dragon-Blooded Companion: Heirs to the Shogunate (Additional and Backer Charms) . . . . . . . . . . i e a aq
stand on surfaces that wouldn’t normally beat its on any enemy’s roll to oppose her mounted rush. the mount reflexively moves one band in a direction of range as a difficulty 3 gambit. Success lets you climb the after any attack roll but before damage. Spend Initiative at something, gaining power per range band moved,
Crented b weight, ignoring difficult terrain. the Dragon-Blood'’s choice, taking the rider along. Won't mount and reflexively order it to make a withering to subtract damage dice. Outside of combat, subtract unleashing a battering charge that may hurt the beast.
y MadLetter exalted@madletter.net
move into obvious danger. Can be flurried. attack. Fire Aura allows reflexive use. a set amount against environmental hazards. Please refer the book for this complex Charm.

S~ 00000 <— &—— 00000 < O— 00000 <— O— 00000 <— O——~ 00000 < &— 00000 —

@— 00000 £F— @& 00000 £L— N00000 £4— — N 00000 £L—

Untethered Pegasus SPirit Vanishing Cloud—Rider Ways Ebony Spur Technique Unbreakable Stallion Spirit

Dragon-Blooded: What Fire Has Wrought, p. 253 Dragon-Blooded: What Fire Has Wrought, p. 2 Dragon-Blooded: What Fire Has Wrought, p. 252 Dragon-Blooded: What Fire Has Wrought, p. 255
Ride on thin air so long as your mount continues movement Supplement a mounted disengage, rerolling 6s until Use when a mounted ally lands a successful attack against Add +1 to the Speed bonus of your mount, gain double
and enables Heaven-Gracing Leap to rush an aerial enemy they fail to appear and negating all penalties from an enemy within short range of you. Reflexively move up 9s on any Ride rolls to maintain your steed’s balance, avoid
out to medium range. flurrying the roll. to one range band and make a decisive attack against that being thrown from the saddle or otherwise avoid
Please refer the book for this complex Charm. In Air Aura, refund Initiative cost of successful disengage. enemy. Please refer to the book for this complex Charm. mount-based obstacles.

— 00000 —— S~ 00000 < O 00000 < O~ 00000 <

— S 00000 £L— N 00000 &LY— — S 00000 £L— —\ 00000 &£H—

Elusive Skirmisher Tactic Charge of One-Hundred Generals Seven~LeaFgue Gallop Ride Beneath the Waves
Dragon-Blooded: What Fire Has Wrought, p. 255/256 Dragon-Blooded: What Fire Has Wrought, p. 254 Dragon-Blooded: What Fire Has Wrought, p. 255 Dragon-Blooded: What Fire Has Wrought, p. 254
When disengaging from an enemy, use to reflexively aim Charge a far-away enemy (up to 4 range bands) and Convert one die of your mount’s Speed bonus into a Your mount can breath water and is capable of swimming
at them. Ranged attacks receiving the dice from aiming allow mounted characters within close range to you to non-Charm success on rolled movement. Outside of or running over riverbeds and sea floors at no penalty.
by this Charm add one raw damage. move farther and gain additional movement benefits combat, movement speed is dramatically ccelerated. Underwater control rolls gain double 9s. Doesn’t extend
for the following rounds. Please refer the book for this Charm. Waive Willpower cost after two consecutive uses. to the rider, who must have their own magic.

0— 00000 - — 6— 00000 —— 0O— 00000 - — 0— 00000 ——
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Trail-Blazing Dragon Steed

Dragon-Blooded: What Fire Has Wrought, p. 255
After a successful mounted rush, if the rushes foe provokes
your reflexive movement, ignore a blaze in your bath as a
environmental hazard which may start a permanent
fire beyond the normal duration.

O— 00000 <

@ — O0000 4F——

Blazing Charger Attack
Dragon-Blooded: What Fire Has Wrought, p. 255
Double 9s on a mounted rush. On success, if your
reflexive movement is provoked, move p to two range
bands towards target. If you reach close range, reflexively
make a decisive attack.
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Horses—Like—Dragons Stampede
Dragon-Blooded: What Fire Has Wrought, p. 256
Assemble a group of wild, ridable animals with dramatic
rolls to have them stampede into an enemy force for
great damage and additional effects. Can learn elemental
variants of the Charm. Please refer the book.
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Leq €1 d Dragon Mariner Attitude Fine Passav%e-N €qo otiatin Sea Dragon's Cunning
Dragon-Blooded: What Fire Has Wrought, p. 257 Dragon-Blooded: at Fire Has Wrought, p. 256 Heirs to the Shogunate, p. 144
@ > O O O O O Z 0 Choose one of four reputations (Carousing, Heroism, Add automatic successes to Sail roll for two motes Double 9s on Naval Maneuver rolls.
Leadership, Menacing) to gain various benefits. each and reroll 6s until they fail to appear. If you succeed, gain 1 momentum. In Water Aura
Charm Name Please refer the book for this complex Charm. you gain T Momentum even if you fail.
Book Name / Page Reference

Short Descriptor.
This does notcontainfﬁlrl ruleesgcfxsi)utintendstoconfer H . . O O O N H . O O O 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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Permanent Essence requirements in dots o _fla . .
Deck-Striding Prana Old Salt Sfl rit Storm-Outrunnm% Technique Trial-by-Fire Imperilment

Permanent Ability requirements in dots Dragon-Blooded: What Fire Has Wrought, p. 257 Dragon-Blooded: What Fire Has Wrought, p. 258 Dragon-Blooded: What Fire Has Wrought, p. 256/257 Heirs to the Shogunate, p. 144
R hase/U d ilabl Add (Sail) bonus dice on a movement roll or a roll to Gain +1 Resolve vs fear-based influence, any influence that When making a Sail roll that you ship’s Speed rating Add (Anima) dice on a broadside stratagem and deal more

epurchase/Upgrade avallable maintain balance, or reflexively use move action to ascend would cause you to sail your ship into peril or prevent you applies to, reroll (lower of Wits or Speed) non-1 failed dice. damage with it. Lets you attempt broadsides even if your
Aura Keyword (see What Fire Has Wrought) or descend vertical range bands up a ship’s rigging, from taking to the seas aboard your ship. Can empower vessel lacks anti-ship weaponry or crew.

ladders, etc. In Water Aurathis Charm'’s cost is reduced. by integrating memories of past seafaring adventures. Once per scene, resettable.

Balanced Keyword (see What Fire Has Wrought)

Elemental Affinities: H..OOO# H...Ooﬁ H..Qooﬁ H....Oﬁ
o Water @ Earth . Wood
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Signature Charms have larger and colored boxes associated Q O O O O O ; @4 O O O O O ; P O O O O O ;

with their element. Hurricane—Predicting Glance Bellowing Thunder Admiral Ocean—Darting Maneuver
Dragon-Blooded: What Fire Has Wrought, p. 257 Dragon-Blooded: What Fire Has Wrought, p. 260 Dragon-Blooded: What Fire Has Wrought, p. 257
‘I’D"r:ag‘;:';:gz‘g"c‘;g;“gg:Zf‘°::r':f:f:ecs‘:\’§gﬁ’:;":e adltional ancl Backer Charme] Rol dice against a difficulty based on your familiarity with Add (Essence/2, round up) successes on command actions Double 9s on a roll to navigate through a naval hazard
any given sea you're sailing to predict the weather and targeting battle groups made up of sailors under your or enact a positioning strategem in naval combat. On
Created by MadLetter ST NS, W related phenomena perfectly. Gain temporary specialty command. Such groups gain additional successes on a successful positioning strategem, receive (Essence)
to avoid foreseen dangerous weather events. Willpower rolls against Rout. Refer the book. additiona Momentum.
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Seven Seas Wind-Luring Chant Ship -Selzmg Dravgon Talon Sturdy Bulkhead Concentration
Dragon-Blooded: What Fire Has Wrought, p. 258 Dragon-Blooded: What Fire Has Wrought, p. 260/261 Dragon-Blooded: What Fire Has Wrought, p. 258
When suffering penalties for sailing against the wind or Enhance a boarding action in naval combat with double 9s. When your ship suffers hull damage from a failed roll
from other foul weather, roll (Charisma-+Sail). Every two If you successfully board and initiate combat, threshold to navigate aquantic hazards or from damage-dealing
successes lower penalties by one. Can use in favorable successes on the naval stratagem roll add bonus die to strategems, roll (Essence+2) non-Charm dice. If bonus
weather to improve Speed rating. Join Battle to you and allies, and waive wp cost of prerequisite. successes suffice, reduce damage taken.

S~ 00000 — O— 00000 < O—— 00000 <—
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Vanishing Fog—Bank Escape Mountain—Hull Meditation
Dragon-Blooded: What Fire Has Wrought, p. 258 Dragon-| Blooded What Fire Has Wrought, p. 60 Heirs to the Shogunate, p. 144
Faced with weather-based maritime hazard or troubled Use to atempt an escape stratagem at a reduced cost. Reduce difficulty of a roll needed to void damaging your
waters, use to roll with double 9s vs. hazard difficulty. Momentum add bonus dice. Can also enhance the interval ship by one or subtract one success from another characters’
Success disperses the hazard. Once per story, resettable. roll for a pursuit at sea in which you're fleeing. roll to damage it. Explicitly includes feats of demolition and
offensive naval maneuvers. Deck counts as earthen surface.

e 0000 0—— 00000 <— &— 00000 <—
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Hull-Shattering Avalance Impact Pirate-Masaueradm g Method
Dragon-Blooded: What Fire Has Wrought, p. 25 Dragon-Blooded: What Fire Has Wrought, p. 260
Undertake a ram stratagem in naval combat, gaining Masquerade your ship with Essence so that others will
double 8s on the roll. Inflict additional hull damage for see it as part of their own allegiance or purpose. You can
every two threshold successes. Outside of combat, use to use this Charm to attempt to fit into a society of sailors
demolish seafaring structure/obstacle. Refer book. or other seafarers. Please refer the book.

©e— 00000 —— 0O— 00000 - —
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DragBon Sets the Seas Ablaze Shipwreck-Strewn Tempest Wake Fog Shroud Ambush

Dragon-Blooded: What Fire Has Wrought, p. 258/259 Dragon-Blooded: What Fire Has Wrought, p. 259 Dragon-Blooded: What Fire Has Wrought, p. 261
Make a broadside stratagem with double 9s, discharging Upon successfully rolling to enact an escape stratagem, Waive Momentum cost of concealment stratagem. If you
your anima through ship weaponry. Set target afire to create a swirling maelstrom or similar peril that the succeed and use next round to enact broadside, escape,
inflict ongoing damage. Once per scene. opposing captain must contend with. or ram stratagem, succeed automatically. Magic may
Please refer the book for this complex Charm. counter this effect.

6— 00000 —— 0— 00000 —— 0O— 00000 - —
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Benediction of the Living Ship
Dragon-Blooded: What Fire Has Wrought, p. 259/260
Use this Charm to roll (Essence) plus applicable Sail
specialty, healing Hull damage. You and allied characters
aboard the ship heal one level of non-aggravated damage.
Provide food. Crew gain non-Charm bonuses.
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Loquacious Courtier Technique
Dragon-Blooded: What Fire Has Wrought, p. 26

@4 O O O O O ;‘) Add automatic successes to Socialize rolls or raise Guile

for two motes each.
Charm Name

Book Name / Page Reference

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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Permanent Essence requirements in dots 5 5 5 5 5 5 . .
) Wary Yellow Dog Attitude Friend—to—All-Nations Attitude Loyalty—Reading Meditation Smoke—Wreathed Mien
Permanent AbiIity requirements in dots Dragon-Blooded: What Fire Has Wrought, p. 261 Dragon-Blooded: What Fire Has Wrought, p. 261 Dragon-Blooded: What Fire Has Wrought, p. 261 Dragon-Blooded: What Fire Has Wrought, p. 261
Repurchase/Upgrade available When combat breaks out amid social interactions, use After spending one hour or more being exposed to When reading intentions to discern an Intimacy based When a character you are aware of rolls to read intentions,
to Join Battle with ([Perception or Wits] + Socialize). any culture or social group, ain temporary Socialize on emotion, that Intimacy penalizes the target’s Guile (Essence) 1s on his roll each force them to reroll a
Aura Keyword (see What Fire Has Wrought) Gain bonus non-Charm die for every rolled 10 if you specialty in it. May have up to (Essence) granted specialties as though it were his Resolve. successful die, starting with 7s and moving up.
read the intentions of one enemy in the scene. by this Charm.
Balanced Keyword (see What Fire Has Wrought)

Elemental Affinities: H..Oooﬁ H...Ooﬁ H...Qoﬁ H...OO#
o Water @ Earth . Wood
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with their element. Brother—Against—Brother Insinuation Impeccable Purity Lavation Seizing—the—Tongue Technique Sweeten—the—Tap Method Auspicious First Meeting Attitude Shadow--Dispersing Radiance Watching the Salon’s Shadows Smoke Without Flame
Dragon-Blooded: What Fire Has Wrought, p. 262 Heirs to the Shogunate, p. 144 Dragon-Blooded: What Fire Has Wrought, p. 26 Dragon-Blooded: What Fire Has Wrought, p. 262 Dragon-Blooded: What Fire Has Wrought, p. 261/262 Dragon-Blooded: What Fire Has Wrought, p. 263 Dragon-Blooded: What Fire Has Wrought, p. 264 Dragon-Blooded: What Fire Has Wrought, p. 264
‘g’r’;agli’;l':Z;‘é‘;"é‘ﬂ‘;;‘iig°:e'|3r';’:’:§f’ecsc;:§gB:’;"t)e T Make an instill roll with double 9s to weaker a positive Tie Spend an hour bathing, after which you cannot be stained Reroll (Essence) non-1 failed dice on an influence roll When you supply drinks, use to heighten potency and Upon meeting for the first time, you may combine a read If your Appearance is higher than a target’s Guile, Gain +1 Guile against read intentions rolls of characters Gain +1 Guile. If opposing character fails to read your
towards a character that belongs to the same culture or or dirtied by mundane material. Anyone interacting with made with Presence or Socialize. quality. Everyone partaking is treated as having a positive intentions action with an instill action to create a positive add non-Charm dice equal to the difference on a you are unaware of. If you defeat the roll, test intentions, they believe they have succeeded and receive
Created by Madletter exalted@madletternet social group as your target or instill a negative Tie towards you gains a minor positive tie. Those who already have such In Air Aura, use reflexively after making a roll. Minor Tie for fellow partygoers and suffers -1 Guile. Tie towards yourself, making a single roll against the roll to read their intentions. (Perception + Awareness) with double 9s to detect an exaggeration of your emotional state or a discerned
such a character. Additional effects apply, refer book. suffer -1 Resolve. Please refer the book for this Charm. Can also increase risk to fray tempers. Refer book. lower of the target’s Guile or Resolve. whomever was trying to read you. emotion-based Intimacy. Please refer the book.
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Ember-Fanning Provocation Rumor—Dred%in Gaze Eye—for—Passions Scrutin Enticing Flame Feint
Dragon-Blooded: What Fire Has Wrought, p. 265 Dragon-Blooded: What Fire Has Wrought, p. 266 Dragon-Blooded: What Fire Has Wrought, p. 263/264 Dragon-Blooded: What Fire Has Wrought, p. 266
Make a persua roll supported by a negative Tie for Read intentions with double 9s. Uncover the Intiamacy When reading a characters’ intentions, ST reveals an When you witness a character attempting to read an
foreigners, outsiders, or members of an undesirable your target is most inclined to hide from you. If you use additional Intimacy based on emotion that relates to the ally’s intentions, impose a penalty on the roll equal to
subculture or one instilled by Brother-Against-Brother the knwoledge in a bargain or threaten action in the motives or other Intimacy discerned. (lower of Essence or Manipulation). Each use inflicts a -1
Insinuation, doubling 9s. scene, gain double 9s on the roll. penalty to your own Guise for the scene.
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Smoothing—Over-the—Past Technique Ripdpling Mirror Face Implacable Dragon Mien
Dragon-Blooded: What Fire Has Wrought, p. 265/266 Dragon-Blooded: What Fire Has Wrought, p. 266/267 Dragon-Blooded: What Fire Has Wrought, p. 266
Suppress memories in your target to negate negative Use when asserting your Guile against a read intentions Gain +2 Guile, except against rolls that would reveal
influences on your current situation relating to the target. roll to let your opponent believe they succeeded. Instead Major/Defining Intimacy based on emotion or an intention
Please refer the book for this complex Charm. of gaining correct info, choose an Intimacy posessed by arising out of such an Intimacy.
anyone present you discerned before to pass off as your own. Earth Aura improves the bonus.

0O——~ 00000 <~ 0O— 00000 <~ &— 00000 < —
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Unfalterinv% Pillar of Unit Wildfire Scandal Revelation Ego-Dissolving Deception Poisonous Sneer Reproach Still Waters Mask
Dragon-Blooded: What Fire Has Wrought, p. 264 Dragon-Blooded: What Fire Has Wrought, p. 264 Dragon-Blooded: What Fire Has Wrought, p. 264/265 Dragon-Blooded: What Fire Has Wrought, p. 265 Dragon-Blooded: What Fire Has Wrought, p. 265 Heirs to the Shogunate, p. 145
Make a single read intentions roll against all characters Strengthen the foundations of a society or social group Uncover a damaging or embarassing secret of someone Rewrite your memories of a single event or relationship Use when witnessing someone attempting social influence Devise a fictitious identity for yourself over an hour, gaining
you perceive, double 9s. Attempt to determine everyone’s by instilling into all members a Tie of loyalty towards it to use this Charm to spread that secret. This can change, and gain a Major Principle reflecting your new belief. to disrupt their attempt, inflicting penalties based on a temporary specialty that applies on Larceny rolls to
intentions in the scene or identify their Intimacies on a that cannot be easily removed or weakened. or instill Intimacies. Release commitment reflexively to regain memories. a dice roll. Can cause the opposite of what your target diguise as the identity. Opposing this disguise is difficult.
single topic. Please refer the book for this complex Charm. Please refer the book for this complex Charm. Please refer the book for this complex Charm. Please refer the book for this complex Charm. was trying to achieve if you reduce their pool below 1. Please refer the book for this complex Charm.
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Whispering Dragon Soul
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Charm Name

Book Name / Page Reference

Distracting Breeze Meditation
Dragon-Blooded: What Fire Has Wrought, p. 267

Add automatic successes to Stealth roll for two motes
each. The wind conspires to conceal you.

Dragon-Blooded: What Fire Has Wrought, p. 267

Ignore one point of penalty for using stealth in combat,
and effects that detect air motion. Can still be detected
by normal hearing and other senses.

Air Aura improves the Charm.

Vanishing Wind~Bodg Technique Blood-Chilling Strike

Heirs to the Shogunate, p. 147

When landing an unexpected decisive attack against an
enemy that hasnt acted this round, they lose 1i or (Essence) i
on an ambush. If you deal enough damage, you can deny
them movement, except rising from prone.

Dragon-Blooded: What Fire Has Wrought, p. 267

Pay two motes to apply Mute keyword to any Air or
Balanced Charms you use. Master this Charm for other
elements by spending XP. Cannot mute different elements
in a single instance.

Short Descriptor.
This does not contain full rules-text, but intends to confer
an at-a-glance info about this Charms capabilities.
Please refer to the book for full details.

—— 00000 ¥

O Permanent Essence requirements in dots
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Foe--Blinding Venom SleepingNDra on's Lair
Heirs to the Shogunate, p. 147 Dragon-Blooded: What Fire Has Wrought, p. 269

Sink and meld into stone, making you nearly perfectly
hidden, only (some) magical senses able to spot you.
Please refer the book for this complex Charm.

— 00000 ——

& — 00000 4F—

Soundless Action Prana
Dragon-Blooded: What Fire Has Wrought, p. 267
Every 10 on a Stealth roll rerolls a non-1 failed die and you
cannot be detected by hearing unless opposing character
has superhuman hearing. Such characters still take a
-2 penalty on hearing you.

. Permanent Ability requirements in dots

While in concealment, make a decisive attack that conveys
a poison dealing 2i/round damage and inflicts a penalty.

o Repurchase/Upgrade available

@ Aura Keyword (see What Fire Has Wrought)

@ Balanced Keyword (see What Fire Has Wrought)

Elemental Affinities: . / . . . O O \
. Water @ Earth . Wood

O - Q Ar @ i
Signature Charms have larger and colored boxes associated Q O O O O O ;

with their element. Flowing Shadow Stance
Dragon-Blooded: What Fire Has Wrought, p. 267

Reroll 6s on a Stealth roll until they cease to appear, gain
one point of Initiative if you beat opposed rolls of all
enemies. Water Aura improves the Charm.

O—— 00000 <—

O—— 00000 <—

—— 00000 4—

Zone of Silence Stance
Dragon-Blooded: What Fire Has Wrought, p. 269
Functions as prerequisite, but completely silences you, When using Foe-Blinding Venom, you may instead Drag an unsuspecting enemy into the earth along with
so that not even supernatural hearing aids in detection. choose to have the poison induce hallucinations instead you unnoticed, rolling to savage, slam or throw them
You can radiate silence to enforce it around you. of dealing damage. while within the earth.

Please refer the book for this complex Charm. Please refer to the book for this complicated Charm.
S~ 00000 <— O— 00000 <— — 00000 -

—— 00000 F¥—

Belladonna-and-Wormwood Refinement
Heirs to the Shogunate, p. 147

@— 00000 44—
Quicksand Tomb Burial

Heirs to the Shogunate, p. 148

What Fire Has Wrought (Dragon-Blooded Core Book)
/] Dragon-Blooded Companion: Heirs to the Shogunate (Additional and Backer Charms)

Created by MadLetter exalted@madletter.net

—\ 00000 £&—

Flame-Becomes—Shadow Technique
Dragon-Blooded: What Fire Has Wrought, p. 268
Roll ((Manipulation or Appearance] + Stealth) vs Resolve
of any character with intimacy of deference/submission
to you. Any affected is unable to see you until you
reveal yourself. Please refer the book for this complex Charm.

O— 00000 ——

@— 00000 4— —— 00000 £—
Depth-Stalkin% Discipline Dragon Shroud Technique

Dragon-Blooded: What Fire Has Wrought, p. 268 Dragon-Blooded: What Fire Has Wrought, p. 269
Gain +2 Evasion. Ends if non-trivial enemy attacks you Double 9s on Stealth rolls. While surrounded by water,
and rolls no 1s, even if you successfully defend. Fire Aura gain double 8s and become completely impercetible by (Essence/2, round up). You waive the cost of muting Air
causes withering attacks to no longer end this Charm, scent. Once per scene. Charms with Whispering Dragon Soul. Charm ends
so long as they have no 10s. if you attack.

O—— 00000 <— O— 00000 < S~ 00000 <

@ — 00000 4—

Deadly Riptide Executioner
Dragon-Blooded: What Fire Has Wrought, p. 269
Must be in concealment. Choose a character and gain 1
point of Initiative each turn you move towards them
without breaking concealment. End by making an
unexpected attack. Refer the book.

O— 00000 <~ —

—— 00000 47—
Shimmering Heat-Mirage Tactic

Dragon-Blooded: What Fire Has Wrought, p. 267
All rolls to oppose your Stealth take a penalty of

—— 00000 4¥—

Burning Shadow Double
Dragon-Blooded: What Fire Has Wrought, p. 269
Must be in concealment, create a doppelganger decoy
within medium range. Decoy cannot talk, make sounds or
touch anything and has no scent.
Please refer the book for this complex Charm.

O— 00000 <—

@— 00000 £F—

Shadow--Stalking Predator Spirit
Dragon-Blooded: What Fire Has Wrought, p. 268/269
Must be moving through or hiding behind foliage. Enemies
in medium to long range gain penalties to spot you.
Enhances unexpected attacks.

Please refer the book for this complex Charm.

00— 00000 ——
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Mela's Hungry Jaws
Dragon-Blooded: What Fire Has Wrought, p. 270

Use in concealment against an enemy within medium
range. Steal the breath of your target and asphyxiate them.
Please refer the book for this complex Charm.

S~ 00000 <

—— 00000 4F¥—

Explosive Decoy Technique
Heirs to the Shogunate, p. 148
When an enemy attacks a duplicate created with the
prerequisite, you can pay 6m to detonate them as a decisive
counterattack. Does not break concealment.
Please refer to the book for this complex Charm.

O— 00000 <—
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Ration—Enhancing Method

Dragon-Blooded: What Fire Has Wrought, p. 270

Legend

Add automatic successeses to Survival rolls for two

M O O O O O ‘) motes each. If enhancing a roll to forage food, yield enough

Charm Name for additional character besides you per threshold
Book Name / Page Reference success.

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.

—— 00000 x—

—— 00000 4¥—— —— 00000 4— &— 00000 4F¥— & — 00000 4

Permanent Essence requirements in dots . . ¢ . ¢ . . . .
Wild—Wandering Forester's Charm Invokmg Nature's Forgiveness Quarrg Revelation Technique Beast—Tammg; Aspect
Permanent Ability requirements in dots Dragon-Blooded: What Fire Has Wrought, p. 271 Dragon-Blooded: What Fire Has Wrought, p. 271/272 Dragon-Blooded: What Fire Has Wrought, p. 270 Dragon-Blooded: What Fire Has Wrought, p. 271
. Roll ([Intelligence or Wits] + Survival) to introduce a fact Protect yourself, Sworn Kin and (Essence) addtl. characters. Reroll 6s on tracking rolls until they fail to appear. Double 9s on a roll to train an animal or to influence it
Repurchase/Upgrade available . . . - . : ) . . . . . .
about a wilderness region you know. Must have a 5 minute one-on-one instruction with each, Enables contesting magical concealment that is using Performance/Presence. Train and claim an animal
Aura Keyword (see What Fire Has Wrought) then targets gain resistance specialty to withstand current otherwise perfect. as familiar over the course of weeks.
environment. Cooperative use possible. Please refer the book for this complex Charm.

Balanced Keyword (see What Fire Has Wrought)

Elemental Affinities: H..OOOﬁ H...Qoﬁ H..QQO# H...OO#
. Water @ Earth . Wood

O - Q Ar @ i
Signature Charms have larger and colored boxes associated Q O O O O O ; 4 O O O O O ; P O O O O O ;o A O O O O O ; A O O O O O ; P O O O O O ;

with their element. Eternal Elemental Harmong Tireless Caravan Prana Trail-Concealing Measure Stalking Wolf Pursuit Mother--of-Beasts Mastery Animal En%)athg Technique
Dragon-Blooded: What Fire Has Wrought, p. 27 Dragon-Blooded: What Fire Has Wrought, p. 273 Dragon-Blooded: What Fire Has Wrought, p. 271 Dragon-Blooded: What Fire Has Wrought, p. 272 Dragon-Blooded: What Fire Has Wrought, p. 271 Dragon-Blooded: What Fire Has Wrought, p. 271
‘312;;2’;I:Zz‘é‘g"c‘ﬂ‘;ﬁzg°:e‘fr'::’:f:ecs‘:§;fr:’akt’e (Additional and Backer Charms) Use upon failing a roll against environmental hazard. Commit additional moves when using prerequisite to Double 9s on Survival rolls to conceal tracks or on a Ignore any penalties on a tracking roll from visual Complete one interval of an extended roll to train Add (Essence) non-Charm bonus dice on an influence
Roll again, with successes reduzing damage. If hazard increase rate at which you and others travel through Stealth roll to establish concealment in wood-related obstructions, the age of tracks and similar factors. an animal in a week rather than month, ignoring roll made against an animal using any Ability. In addition,
Created by MadLetter A inflicts no damage, gain Willpower. wilderness. Cooperative use possible. wilderness. Can repurchase for elemental variants to Successful roll lets you determine time elapsed since usual specialty requirements. Repurchase to train your target doesn‘t gain the Resolve bonus for lacking
suit different terrain types. target left, based on reamining scent. familiars to awaken latent magical abilities. a common language.
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Dragon's Nest Shelter Vanishing Tracks Technique Cunning Beast—Mind Inspiration Burnin& Fang Strike Dragon--Beast Transformation
Dragon-Blooded: What Fire Has Wrought, p. 273/274 Dragon-Blooded: What Fire Has Wrought, p. 272 r- - - =- = =="--m-" Dragon-Blooded: What Fire Has Wrought, p. 272 Dragon-Blooded: What Fire Has Wrought, p. 274 Heirs to the Shogunate, p. 148
Fortify a shelter with the power of elements to Reroll 6s on a roll to cover tracks. May conceal the spoor of Use this Charm on your familiar’s turn, rolling (Charisma When your familiar makes a decisive attack, it adds your Touch one of your familiars to grant them mutations that
protect against hazards and wilderness perils. Sworn Kin and (Essence) additional chracters, allowing them I Occult 3 I + Survival), adding half the total successes rolled to one Initiative to the damage. Successful attack resets both, reflect their physical form, behavior, or traits.
Please refer the book for this complex Charm. to use half of your rolled successes in place of their own L — — — — — — _ 4 action your familiar takes that turn. Grants familiar missed attacks cost both 1 Initiative. Gain additional
result, if that is higher. relfexive protect other action for you. Refer book. Initiative on reset under circumstances.

— 00000 < S~ 00000 <— — 00000 O— 00000 <~ ——— 00000 <—
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Uncann}j{ Fugitive's Intuition Elemental Bond Meditation Earth—~Moving Kata Roarm% Dragon Font
Dragon-Blooded: What Fire Has Wrought, p. 274 Heirs to the Shogunate, p. 148 Dragon-Blooded: What Fire Has Wrought, p. 272 Dragon-Blooded: What Fire Has Wrought, p. 273
When another character fails an opposed roll to track You may take Elementals with Essence 3 or less as familiars, Move any natural earthen scenery barring your path. Find hidden springs and draw them to the surface.
you, you are able to use this Charm. Confirms a character up to (Essence) of such. You may claim elementals you The Storyteller describes the effects of this Charm. Those drinking from the font in the scene it was created
is pursuing you, giving you general sense of distance and summoned. Can be enhanced with prerequisite and Can instead also create a bridge or stairway of earth. gain an automatic Intimacy towards you.
direction to their current location. Animal Empathy Technique. Once per story.

S~ 00000 <— —— 00000 <— &— 00000 — O— 00000 <—

— N 00000 £L— —\ 00000 &£Y— N 00000 £Y—

Labyrinth of Mist Technique Wildfire—Taming Technique Stalking Apex Predator Technique
Dragon-Blooded: What Fire Has Wrought, p. 274 Dragon-Blooded: What Fire Has Wrought, p. 272/273 Dragon-Blooded: What Fire Has Wrought, p. 273
Roll to conceal tracks with double 8s. Any character failing Manipulate fire-based scenery and hazards, protecting Ignore penalties for crossing difficult terrain made of
aroll to trail you becomes lost in wilderness, chasing you and your allies from it. forests, foliage, etc. Ignore penalties for enetering
false trails. Escape is a difficulty 5 roll. Please refer the book for this complex Charm. concleament in combat while in such terrain.
Please refer the book for this complex Charm.

0 00000 - — O— 00000 —— 00— 00000 ——



bquinn
Line


Thro@on

Exalted 3rd Edition Draqon-Blooded Charm Cascades

&— 00000 47—

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 N\
an at-a-glance info about this Charms capabilities.
Please refer to the book for full details.

—— 00000 x—

Leqgend

—— O0000 ¥ —— O0000 F¥— —— 00000 ¥ &— O0000 F¥—— — 00000 F¥——
Blinding Spark Throw Armor—Ru turinwg Fang Venom Thorn Attack Invisibly Hidden Chakram Method Elusive Zephgr Strike

O Permanent Essence requirements in dots

. Permanent Ability requirements in dots Dragon-Blooded: What 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
o Repurchase/Uparade available 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.
P P9 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...Ooﬁ h..OOOﬁ H...OO# H‘..OO# H..‘.Oh
. Water @ Earth . Wood

O - @ Ar @ wi
Signature Charms have larger and colored boxes associated 4 O O O O O ;0 @4 O O O O O ; P O O O O O ; @4 O O O O O ; Q O O O O O ; é O O O O O ; P O O O O O ;

H H » » » » s » » (4 » » »
with their element. Smoke Burst Eruption Arcing Levinbolt Precision Earth~Shatterm% Strike Mela’s Twin Fangs Sand--Scourge 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, p. 149 Dragon-Blooded: What Fire Has Wrought, p. 277 Dragon-Blooded: What Fire Has Wrought, p. 278
‘I’Dvr:aglz';l’:zz‘;‘g"c‘;?:;(a'zI'Zg°;‘:::f:f:éi‘;’:;j;’1 (Adeitional 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 MadlLetter oefieame e 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.
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Explodin Wealpon Technlgue Fatal Riptide Strike Devastatmvgv; Avalance Barrage Stone Needle Strike Thousand Razor Wind Persistent Hornet Attack
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.

S —~ 00000 < —

@ — O0000 4£—

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.

S —~ 00000 < —
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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.

S —~ 00000 < —
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Charm Name

Book Name / Page Reference

Short Descriptor.

an at-a-glance info about this Charms capabilities.
Please refer to the book for full details.

Permanent Essence requirements in dots
Permanent Ability requirements in dots
Repurchase/Upgrade available

Aura Keyword (see What Fire Has Wrought)

Balanced Keyword (see What Fire Has Wrought)

Elemental Affinities:

o Water @ Earth . Wood
O -  Ar @ i

Signature Charms have larger and colored boxes associated

with their element.

[7 What Fire Has Wrought (Dragon-Blooded Core Book)
[71 Dragon-Blooded Companion: Heirs to the Shogunate (Additional and Backer Charms)

Created by MadLetter exalted@madletter.net

This does not contain full rules-text, but intends to confer
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Tactics Mean Everythin
Dragon-Blooded: What Fire Has Wrought, p. 279

You may add bonus dice to War rolls for one mote each,
and reroll 6s until they cease to appear.

&— @000 0 <x—
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Excellence of the Dutiful General
Dragon-Blooded: What Fire Has Wrought, p. 279

Convert up to (Essence) situational bonus dice
on a Strategic Maneuver roll to non-Charm successes.

&— 00000 <—
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Roaring Dragon Officer
Dragon-Blooded: What Fire Has Wrought, p. 279
Place a command action in a flurry.

In Earth Aura, penalty on both flurried actions
is reduced by one and your Defense isn't penalized.

Tireless Footfalls Cadence
Dragon-Blooded: What Fire Has Wrought, p. 279
Ignore penalties from troop fatigue or movement through
strenuous environs on Strategic Maneuver rolls. If you
defeat opposing general on roll and implement your
strategem, allied groups ignore these penalties as well.

&— 00000 <—
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Blazing Courageous Swordsman Inspiration
Dragon-Blooded: What Fire Has Wrought, p. 279/280
Roll an additional non-Charm die for each 10 that
appears on a Charisma- or Appearance-based command
action to give orders. In Fire Aura, bonus dice also add
to the battle group’s Willpower rolls to resist rout.

—— 00000 F¥—

Swift Rain, Fierce Storm
Heirs to the Shogunate, p. 149
Enhance allied battle groups for 3m each, granting bonuses
on movement, ranged attacks from medium or further,
and Evasion. Gain more benefits if Drill is elite. Use reflexively
if you successfully enacted a stratagem.

SO0 00000 <—
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Ramparts of Obedient Earth
Dragon-Blooded: What Fire Has Wrought, p. 280/281
Must be leading soldiers under a successfully enacted
stratagem. Roll Join Battle with (Intelligence + War) and
receive points equal to successes you can use to reshape
the battlefield. Please refer the book for this complex Charm.

©6— 00000 ——

— 00000 +—0

Changing Winds Cunnin
Dragon-Blooded: What Fire Has Wrought, p. 280
Reroll (Essence) non-1 failed dice on a Strategic Maneuver
roll. At War 5, Essence 5 repurchase to spend one Willpower
after rolling your maneuver - but before rerolling - to
change your chosen strategem.

S~ 00000 <—
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Enfolded in the Dravg;on‘s Wings

Dragon-Blooded: What Fire Has Wrought, p. 282/2
When an allied battle group within short range is attacked
you may reflexively roll a special command action to
grant increased Defense and Soak. Once per scene, resettable.
Upgrades at Essence 5+ to extend range.

&— 00000 <
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Combination of any 5 Archery,
| Brawl, Martial Arts, Melee, |
Thrown, or War Charms

| W e § R |

Tiger—and--Dragon Combination
Heirs to the Shogunate Preview, p. 162
Train with an ally during training time of this Charm,
gain a combination decisive attack you can perform
together with some benefits.
Please refer the book for this complex Charm.

@ — 00000 F¥—
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Twin Dragons Dancing
Heirs to the Shogunate Preview, p. 162/T63
When using the prerequisite with a Hearthmate, each may
expend Aura to gain free full Excellency on both attack rolls.
Please refer the book for this complex Charm.

— 00000 <
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Army ~To—-Mob Assault

Dragon-Blooded: What Fire Has Wrought, p. 280

When an allied battle group attacks an enemy battle group
under your order, convert (Manipulation) bonus dice
granted by command action to auto successes If this

empties enemy Magnitude, increase difficulty of rout by one.

Blessed Dragon Champion
Dragon-Blooded: What Fire Has Wrought, p. 283
Must be leading soldiers under successfully enacted
strategem to use. Double 9s on all War rolls, gain +2 Defense
against battle groups. Add non-Charm dice equal to
largest battle group under command on attacks v. groups.
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Phantom Fire—Warrior Horde
Dragon-Blooded: What Fire Has Wrought, p. 283
Create illusionary warriors when rallying for numbers
to increase your Magnitude restored. Also treat result
as threaten action against all battle groups that see the
illusions come into existance.
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Chokin%Weeds Tactic

Dragon-Blooded: What Fire Has Wrought, p. 280

When rolling Strategic Maneuver, the threshold of opposing
general’s stratagem is increased by 1. If you successfully
enact your stratagem, enemy battle groups suffer a
-3 penalty on Join Battle rolls in affected fight.

| Magma Hell Upheaval |
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Dragon-Blooded: What Fire Has Wrought, p. 280
Create a unique magical stratagem, forcing the enemy to
contend with storms and similar perilous atmospheric
conditions. Once per story only, resettable.

Please refer the book for this complex Charm.

S 0000

—— 00000 44—
Caldera Battlefield Agk)roach

Heirs to the Shogunate, p.

When using Ramparts of Obedient Earth, you can create
lava hazards.If you win Join Battle, you can use this Charm
without needing to be in Aura or expending one.
Charm ends with the scene.
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Divine Wind Approach

Heirs to the Shogunate, p. 151
Deploy your troops in an unstoppable fast attack before
anyone else gets to act. Does not count as attack for the group.
Please refer the book for this complex Charm.
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Deadlé{ Wildfire Leqion

Dragon-Blooded: What Fire Has Wrought, p. 281/282

Add (Essence) non-Charm dice on a command action to
give orders. In addition to adding to the battle group’s
attack roll, add one die to damage for every two successes.
Once per scene, resettbale. Please refer the book.
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Indomitable Flame of Valor
Dragon-Blooded: What Fire Has Wrought, p. 283
Double 9s on a rally or rally for numbers roll. If your
soldiers have elite Drill, a successful roll grants perfect
morale for one round. Upgrades at Essence 5 to extend
duration of perfect morale status to full scene.
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Fog—of—-War Misdirection
Dragon-Blooded: What Fire Has Wrought, p. 282
Create a unique magical strategem shrouding the entire
battlefield in heavy mist. Grants various benefits.
Please refer the book for this complex Charm.
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Supreme Dragon—General's Presence
Heirs to the Shogunate, p. 150/151
When enemy battle group is routed, reset rally for numbers
action. If you rally for numbers before or on next turn, roll
additional non-Charm dice for each 10 rolled.
Fire Aura effect. Once per scene. Please refer the book.
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Hidden Thorn Treachery

Dragon-Blooded: What Fire Has Wrought, p. 282

Create a unique magical strategem to infiltrate an
enemy’s ranks with a traitor.
Please refer the book for this complex Charm.
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