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Air Dragon’s Sl% t Cloud-Treading Method

Dragon-Blooded: Whof Fire Has Wro Dragon-Blooded: What Fire Has Wrought, p. 287

Leqend

4 O O O O O ; Ignore Perception/2 points of penalties to Evasion. Ignores Essence or 3 points of penalties from move-
Surprise attacks inflict no penalty to Evasion, but can’t ment from concealment or environment. Move on

Charm Name dodge ambushes. In Air Aura, ignore Perception points surfaces that couldn’t normally bear weight. In Air Aura,

Book Name / Page Reference of penalties. walk over liquid/vapor. End movement on solid ground.

Short Descriptor.
This does not contain fﬁlrrrussig:sz)utintendsto confer %ﬁ . . O O O N %ﬁ . . . O O N

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

—— 00000 <x— —— 00000 ¥— @— OO0O0O00 ¥—

Breath-Seizing Technique Wind Dragon Speed

. . Dragon-Blooded: What Fire Has Wrought, p. 287 Dragon-Blooded: What Fire Has Wrought, p. 287
Permanent Essence requirements in dots . . . . . . .
Roll overwhelming dice as withering attack. If enemy is Flurry a disengage with an attack, no penalty, no
Permanent Ability requirements in dots crashed, Iniative Break is activated before damage. initiative penalty. In Air Aura, flurry a disengage with an
‘ Doesn't affect zombies or mechs, but spirits lose motes aim action to move and aim on the same turn, but only
Repurchase/Upgrade available equal to withering damage. for Air Dragon attacks.

Aura Keyword (see What Fire Has Wrought) %ﬁ . . . . O ﬁ %ﬁ . . . O O ﬁ

Balanced Keyword (see What Fire Has Wrought)

Elemental Affinities

o Water @ Earth 6 Wood
O - Q Ar AOOOOO;

Air Dragon Form
Signature Charms have larger and colored boxes associated Dragon-Blooded: What Fire Has Wrought, p. 287

with their element. Withering Chakram attacks get close range accuracy
bonus at any range. +1 evasion, +1 success on disen-

Template Created by MadLetter daelkyr@gmx.de q a

Edited by dim3tapp . gage and stealth. May enter form reflexively if you drop

opponent’s initiative below yours.

——F 00000 <—

At Draqon §tyle Into

To practice Air Dragon style is to be the wind: elusive, intangi-
ble, omnipresent, and devastating in its fury. Its students train

in acrobatics to cultivate an intuitive awareness of their body’s @ > é @ > é
own movements, and master breath control to lighten the O O O O O O O O O O

body and walk silently. Unlike the other Immaculate styles, Air Shroud of Unseen Winds Aven ina Wind Strike

Dragon stylists strike from afar, throwing chakrams to claim Dragon-Blooded: What Fire Has Wrought, p. 288 Dragon- B\ooded \%of Fire Has Wrought, p. 288

their foes’heads. Add Essence dice on Stealth roll, or Essence successes Double 10s on decisive damage roll. Knock her enemy
at Initiative 12+. With an appropriate stunt, roll Stealth prone 1 range band away on dmg. 3+ dmg, 2 range

even if nowhere to hide. In Air Aura, add successes bands instead. In Air Aura, any damage knocks 2 range

(Deap O[)S (\_(‘(r) Ofr instead of dice, and no stunt to enter concealment. bands. 5+ dmg, knock an enemy back 3 range bands.
« Unarmed Light armor only %ﬁ . . . . O < %ﬁ . . . . O <

« Chakram

Complimentary Abilities
Occult is used for battling spirits, while Dodge and Stealth are 4 O O O O O ; P O O O O O ;

used to evade and outmaneuver foes.

Thunderclap Kata Lig htnmvwg Strike Style

Dragon-Blooded: What Fire Has Wrought, p. 289 Dragon-Blooded: What Fire Has Wrought, p. 288
All in medium range roll Sta+Res against attack as Extend range of decisive attack by 1range band, adds
environmental hazard with difficulty Essence+1, does Essence+Str attack roll extra successes as dmg dice.
Str/2 B dmg, Str B dmg vs. spirits. If Air Dragon Form Ignores Hardness from metal/magic armor. In Air Aura,
entered with Initiative 20+, may be used reflexively. ignore cover from metal, +3 defense to full cover.

——F 00000 <— S——F 00000 <—
—— 00000 ¥— @— 00000 ¥

Wrathful Winds Kiai Tornado Offense Technique
Dragon-Blooded: What Fire Has Wrought, p. 289 Dragon-Blooded: What Fire Has Wrought, p. 288
Roll Stam+MA as unblockable withering attack against Attack all enemies in 1 range band. Roll Initiative/3 dice
all in 90° arc, to medium range. Does special dmg, of damage against all enemies + Perception dice
knock back and prone on hit. No initiative gained, but against unexpected. In Air Aura, if all enemies hit, add
roll decisive dmg on 10s. Once per scene. See book. number (max Essence) to base Initiative.

—— 00000 <— S——F 00000 —

N\ O0000O A
Hurricane Combat Method

Dragon-Blooded: What Fire Has Wrought, p. 289

When entering Air Dragon Form, pay 6m Twp to
increase Evasion to +2, double 9s on Stealth and
movement rolls. Once per round, pay 5i to reflexively
do extra withering or decisive attack, can clash.

— 00000 —
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Leq =0 d Stone Dragon’s Skin Force of the Mountain
Dragon-Blooded: What Fire Has Wrought, p. 290 Dragon-Blooded: What Fire Has Wrought, p. 290
\ O O O O O 4 Ignore Stamina/2 points of wound penalties to Parry. Adds lower of Essence or Str dice of raw withering
Add Essence or 3 natural soak vs withering; add +1 to damage, or double 10s on decisive damage roll.
Charm Name Hardness vs Decisive. Cheaper in lighter armor. Unarmed attack gains the Smashing tag. In Earth Aura,
Book Name / Page Reference adds higher of Essence or Str raw withering damage.

Short D iptor.
This does not contain fz[l rulzssc-l'rcfxsrbutintendstoconfer H . . O O O N H . . . O O N

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

—— 00000 <— @— OO0O000O @— OO0O0O00O Y

Unmoving Mountain Stance Stillness-of-Stone Atemi
. . Dragon-Blooded: What Fire Has Wrought, p. 290 Dragon-Blooded: What Fire Has Wrought, p. 290
Permanent Essence requirements in dots . . . - . . .
Before damage is rolled, reduce enemy iniative gain by Withering attacks gain +1 Overwhelming. Pay 1
Permanent Ability requirements in dots Stamina/2. Smash attacks against you are less effective. Initiative to raise foe’s mobility penalty for each 10, max
) In Earth Aura, reduce enemy initiative gain by Stamina. Essence. Lasts until enemy recovers from crash. In Earth
Repurchase/Upgrade available Add Essence to damage threshold for knockback. Aura, you may also pay Initiative for 9s on damage roll.

Aura Keyword (see What Fire Has Wrought) h ‘ . . . O ~ H ‘ ‘ ‘ O O ~

Balanced Keyword (see What Fire Has Wrought)

Elemental Affinities

O Water @ Earth . Wood
O -  Ar AOOOOQ;

Earth Dragon Form

Signature Charms have larger and colored boxes associated Dragon-Blooded: What Fire Has Wrought, p. 290

with their element. Add Strength/2 bonus dice on smash attack rolls or

Template Created by MadLetter daclyrogmyde against prone enemies. Add Strength natural soak.
i it When hit by lower initiative enemy, reflexively enter

this Form, gaining soak bonus vs withering.

&— 00000 <—

Earth Draqoy §tyle Into

Earth Dragon style tempers overwhelming force with meticu-
lous deliberation, moving slowly and surely with every

hnique. Stud d ini i h h- 4
en the by, hardening i shrough hors pent sriking —— 00000 4 @— OOO0OO0 @— 00000 ¥—

barrels of gravel and learning to ignore their pain by sleeping Ghost~Gr0unding Blow Earthshaker Attack Shatter‘ing Fist Strike

on beds of nails. This training tempers them into nigh-invinci- Dragon-Blooded: What Fire Has Wraught, p. 291 Dragon-Blooded: What Fire Has Wrought, p. 291 Dragon-Blooded: Whar Fire Has Wrought, p. 291

ble warriors who can stand toe to toe with unruly gods and After crashing a spirit, force Spirit to materialize, and it Attack all characters in short range with an unblocka- Disarm gambit destroys a mundane weapon on

Anathema, withstanding deadly blows and answering in kind cannot dematerialize or use the Hurry Home Charm ble, undodgeable, unclashable attack. Can cause prone success. DB may sub a feat of demolition, doubling 9s

with their mighty tetsubos. until DB Strength rounds have passed after it recovers and knock back. In Earth Aura, DB can divide initiative to complete a longer demo faster. Can expend Earth
from crash. for extra damage. Once per scene. See book for details. Aura to break an artifact. Add its rating to difficulty.

Aror ©— 00000 < ©— 00000 «— ©— 00000 —

@— O0O000 ¥
CO(I) p[[(r) entar V) e\b[[ﬁ(eg 0— 00000 £LXY—— Weapon-Breaking Defense Technique

Dragon-Blooded: What Fire Has Wrought, p. 291

(Meapons

- Unarmed
« Chakram

Occult is used to battle spirits, while Athletics is employed in Hungr Earth Strike Reflexively clash a melee attack with disarm with above

feats of strength. Dragon-Blooded: What Fire Has Wrought, p. 291 charm effects. Add attack roll threshold successes to
Perform a withering smashing attack or vs prone, gambit’s Initiative roll. In Earth Aura, clash to fracture
doubling 8s on damage. If enemy is crashed, he is artifact without expending Aura. Once per scene.

buried in the earth, counting as prone. In Earth Aura,

bury enemy without crash. Once per scene. See book. h . . . . . N

&—F 00000 <
@— OO0000 4Y—
Avalanche Method

Dragon-Blooded: What Fire Has Wrought, p. 292
Attack repeatedly until you miss, or attacks equal
enemy mobility penalty. For each smash attack hit,
enemy is launched further away after last hit. In Earth
Aura, missing doesn’t stop chain. See book for details.

&— 00000 —

—— 00000 4
Perfection of Earth Bod%{

Dragon-Blooded: What Fire Has Wrought, p. 29

Buff Earth Dragon Form with 6m, 6i, Twp. Smash
attacks or vs prone add Stamina raw damage. No
wound penalties. If unarmored, Form soak bonus is
Willpower + Str, and gain Hardness Str + Stam.

&— 00000 <
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Flash Fire Technique Searing Edge Attack

Legend

Dragon-Blooded: What Fire Has Wrought, p. 293 Dragon-Blooded: What Fire Has Wrought, p. 293
\ O O O O O 4 Roll Join Battle twice, taking the higher of the two As long as withering damage roll receives at least one
results. Any Charms used must be paid separately for success, target loses Essence additional Initiative, which
Charm Name each roll. First turn decisive attack adds Dexterity attack DB doesn't gain.
Book Name / Page Reference roll extra successes as dice of damage.

Short D iptor.
This does not contain fz[l rulzssc-l'rcfxsrbutintendstoconfer H . . . O O N H . . . O O N

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

—— 00000 <— @ — OO0O0O00 ¥— @ — O0O000 ¥—

Flame-Flicker Stance Perfect Blazin% Blow
R . Dragon-Blooded: What Fire Has Wrought, p. 293 Dragon-Blooded: What Fire Has Wrought, p. 293
Permanent Essence requirements in dots . . .
1s on an attack roll against DB grant +1 Parry each. Doubles Essence 9s on decisive attack roll against
Permanent Ability requirements in dots After successfully block by an attack made by an enemy enemy with lower Initiative. Doubles 8s against crashed
) with lower Initiative, no onslaught penalty. In Fire Aura, foes (same max). In Fire Aura, each success doubled by
Repurchase/Upgrade available this Charm can be used after the attack roll. this Charm also adds one die of damage.

Aura Keyword (see What Fire Has Wrought) . ‘ . . O O ~ H ‘ . . . O ~

Balanced Keyword (see What Fire Has Wrought)

Elemental Affinities

O Water @ Earth . Wood
O -  Ar AOOOOO;

Fire Dragon Form

Signature Charms have larger and colored boxes associated Dragon-Blooded: What Fire Has Wrought, p. 293

with their element. Against enemies with a lower Initiative, apply
onslaught before the roll is made. When parrying a

Template Created by Madetter | elregmxde decisive attack, double initiative loss. When winning

Join Battle, DB may reflexively enter this Form.

0— 00000 <

Fuce Draqon (tyle Info

Fire Dragon style demands both the capacity for unpredictable
violence and immense self-discipline. Its students train in the

hythm of bat, i d performing wi drills i 4
time tomusic Walkees orhe peth of Hesiesh Rghewith @ — 00000 ¥Y— @— 00000 —— 00000 4 @ — O0O000 ¥—

incredible speed and a dancers grace, knowing when to God Immolating Strike Essence~]gniting Nerve Strike Fiery Blade Attack Overwhelming Fire Majesty Stance
withhold their force and when to unleash it without restraint. Dragon-Blooded: What Fire Has \/%oughf, p. 293 Dragon-Blooded: Whot Fire Has Wrought, p. 294 Drogon—B\oogd: What Fire Has Wrought, p. 294 Dragon-Blooded: What Fire Has Wrought, p. %4
- Decisive attacks deal aggravated damage to spirits, and Withering attacks vs lower Initiative drain 1 mote for 9s If decisive attack deals damage, sets enemy on fire for Flames impose penalty of lower of Essence or Cha on
Initiative is Essence higher when calculating this style’s and 2 for 10s on damage roll. If crashed, motes roll 1L 4L/round, Difficulty 5. Escaping the blaze requires attacks. Enemies suffer 1L on hit from close range. Foes
(Deap OQS (\I(I) Oor Charms vs lower-Initiative foes. Damage also ignites for every 2 motes lost, max Essence. DB may expend disengage even if no combatants are in close range, in may pay 1wp to ignore penalty (not dmg). In Fire Aura,
P ) Spirits for aggravated damage. See book for details. Fire Aura to gain the full Initiative instead of half. which case roll is at difficulty 2. no Willpwer is needed for Charm, no Perilous keyword.
+ Unarmed : Lightand Medium Armor
« Paired Short Swords

O— 00000 ——— O— 00000 — 0— 00000 - O— 00000 ——

—— 00000 “Y—
@4 O00O0O0O A Breath of the Fire Dra%?n

Dragon-Blooded: What Fire Has Wrought, p.

Complimentary Abilities

Occult is vital to subduing unruly gods.

Smoldermg Wound Attack Unblockable decisive fire attack in 90° cone to close
Dragon-Blooded: What Fire Has Wrought, p. 295 range, plus further based on Initiative. All characters
On decisive attack, before rolling damage, roll 1 taking 3+ damage catch fire. Flammable scenery
unsoakable dmg for each 10. Gain max Essence catches fire. Once per scene. See book for more details.

Initiative this way. Vs crashed, roll decisive damage, but

still gains Initiative. In Fire Aura, use after damage roll. H . . . . . ~
O— 00000

——N 00000 £LAZ—
Consumin Mi%ht of the Fire Dragon

Dragon-Blooded: What Fire Has Wrought, p. 295
Enhance Form with 5m, 1wp. Initiative counts as Wits
points higher. Withering attacks gain Str/2 Overwhelm-
ing, decisive attacks add 1 dmg die. 1L to melee attacks
against DB. Extra bonuses listed in book.

O— 00000 ————
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Charm Name

Book Name / Page Reference

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 <—

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 - Q@ Ar

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

Template Created by MadLetter daelkyr@gmx.de
( n3taf gmail.con

(Uater Draqon Style nfo

Water Dragon teaches that all things are flow — the rhythm of
a fight, the blood of a living body, the Essence of Creation.
Practitioners of this style train in techniques that block,
redirect, or impede these flows, subtly manipulating the
conditions of battle to seize victory. Its defense emphasizes
fluid motions and outmaneuvering enemies with footwork,
while its offense relies on repeated strikes, exploiting the
lightest wound to unleash a cascading torrent of death.

ArMor

Light and Medium Armor

Meapons

« Unarmed
- Tiger claws

Complimentary Abilities

Occult is needed to battle spirits.

@— O0OO00OO0 4

Flowing Water Defense
Dragon-Blooded: What Fire Has Wrought, p. 295
DB can flurry a full defense with an attack, ignoring the
Defense penalty for flurrying. In Water Aura, on success-
ful attack, the Initiative cost of full defense is refunded.

O0— 00000 <
@— 00000 4

Shrug[{> ng Water Dragon Escape
ragon-Blooded: What Fire Has Wrought, p. 296
Doubles 9s on a Strength + Martial Arts roll to resist
grapple, a disengage roll, opposing an enemy’s rush, or
any roll to escape from restraints such as manacles. In
Water Aura, success on the roll grants one Initiative.

00— 00000 <

@— O0O000 44—
R]pglm% Water Strike

Dragon-Blooded: What Fire Has Wrought, p. 296
Withering attack gains +2 Overwhelming, Dexterity can
be used for damage rolls. When crashing foe, all
enemies in close range suffer -1 onslaught penalty. In
Water Aura, add Dexterity and Strength to raw damage.

O0— 00000 —

@— 00000 ¥—

Drowning-in-Blood Technique
Dragon-Blooded: What Fire Has Wrought, p. 296
Decisive attacks doubles 10s on damage roll. If 3+
damage dealt, raise wound penalty by 1. Multiple uses
stack penalty against spirits, max Essence. In Water
Aura, add foe’s wound penalty/2 bonus dice of damage.

O0— 00000 —

—— 00000 ¥—

Water Dragon Form
Dragon-Blooded: What Fire Has Wrought, p. 296
Add bonus dice on attack rolls equal to target’s wound
penalty. Stamina is doubled when calculating natural
soak. Raising foe's wound penalty with decisive
damage, DB may reflexively enter this Form.

O0— 00000 <—

— 00000 4
Theft of Essence Method

Dragon-Blooded: What Fire Has Wrought, p. 296

When crashing an enemy, steals Essence + wound
penalty motes. Choose whether to drain personal or
peripheral motes, adding them to the same pool stolen
from.

O0— 00000 <

@— O0O000 Y

Essence-Dousing Wave Attack
Dragon-Blooded: What Fire Has Wrought, p. 297
If decisive attack vs crashed enemy deals at least (his
Essence) damage, deactivate one of his combat
Charms. DB may expend Water Aura to use this Charm
against an enemy who isn’t crashed.

O— 00000 <—
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Ghost-Restraining Whlrlgool

Dragon-Blooded: What Fire Has Wrought, p. 29,
Spirits in medium range must disengage. Gain Initiative
lost by spirits disengaging. After each spirit’s turn, steal
2 Initiative if they didn’t approach. Extra vs dematerial-
ized. May use reflexively when entering Form.

O— 00000 <—

—— 00000 ¥—

Flow Reversal Strike
Dragon-Blooded: What Fire Has Wrought, p. 297
On decisive hit, foe rolls Sta+Res vs DB attack roll
threshold successes. On fail, each failed success adds 1
die of decisive damage, then withering equal to wound
penalty. Extra vs spirits. Once per scene. See book.

O— 00000 <—

@— 00000 44—
Crashin wcrhIOWa\re Style

Dragon-Blooded: t Fire Has Wrought, p. 297
Make withering attacks vs foe until miss, crash, or 1 +
wound penalty attacks; until -1 Magnitude or miss with
BGs. In Water Aura, crashing deals dice of lethal
damage equal onslaught penalty. Once per scene.

O— 00000 <—

@ — 00000 ¥—

Bottomless Depths Defense
Dragon-Blooded: What Fire Has Wrought, p. 296
Before attack is rolled, roll Essence + Stamina, each
success cancelling at least 1 level of decisive damage.
DB may pay 1wp and expend Water Aura to negate all
damage from the attack. Once per day.

O0— 00000 <—

O— 00000 <—

@ — OO0O000 Y

Tsunami-Force Shout
Dragon-Blooded: What Fire Has Wrought, p. 297
Unblockable decisive attack in 90° cone to medium
range. Knocks back 1 range band and prone, 3+
damage sends 1 range band further. Can be used with
Ghost-Restraining Whirlpool. Once per scene. See book.
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Legend
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Charm Name

Book Name / Page Reference

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 <—

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

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

Template Created by MadLetter daelkyr@gmx.de

(Vood Draqoy Style Info

The most esoteric of the Immaculate Dragon styles, Wood
Dragon oversees the cycles of life and death. Its students
undergo grueling regimens that bring them to the edge of
death, fasting to their bodies’ limits while consuming copious
quantities of hallucinogenic and entheogenic drugs. When
they return to the world of the living, they bring mysterious
insight with them. In battle, these mystics draw on an exten-
sive knowledge of pressure points and Essence flows to both
subdue foes and heal allies. Masters of the style are rumored to
possess a technique that can bring instant death, destroying
the soul itself.

ArMor

Light Armor

(MVeapons

- Unarmed
- Staff
- Long Bow (melee)

Complimentary Abilities

Occult is necessary to battle spirits, while Performance is used
to distract and misdirect.

@— OOO0OO0O0 4

Wood Dragon Vitalit

Dragon-Blooded: What Fire Has Wrought, p. 29
Add Martial Arts soak against a withering attack, or

In Wood Aura, add Essence + Martial Arts soak, or
subtract Essence/2 dice of decisive damage.

subtracts one die from the damage of a decisive attack.

O— 00000 <

—— 00000 4

Mind-Over-BodIH{ Meditation
Dragon-Blooded: What Fire Has Wrought, p. 298
Roll Essence or 3 dice, unmodified by other effects, and
heal a level of non-aggravated damage for each
success, minimum one. This Charm can only be used
once per scene, and only while in combat.

O— 00000 <

@— 00000 44—
E%es of the Wood Dra%gm

ragon-Blooded: What Fire Has Wrought, p.

Add Perception raw withering damage and can make
piercing attacks with Wood Dragon attacks. In Wood
Aura, don't suffer a Defense penalty for making a
piercing attack.

O— 00000 <—

—— N 00000 £XZ—
Soul~MarkingNStgle

Dragon-Blooded: What Fire Has Wrought, p. 299
After decisive attack deals damage, further Wood
Dragon gain benefits of aiming against that foe for the
scene. Spirits suffer a -1 crippling penalty on all actions
for the scene.

O0— 00000 <—

Wood Dragon Form
Dragon-Blooded: What Fire Has Wrought, p. 299
Gains lower of Essence or Stamina -1 health levels. After
scene, extra health levels fade. When incapacitating foe,
reset Mind-Over-Body Meditation. When healing
reduces wound penalty, DB may reflexively enter Form.

O— 00000 —

—— 00000 ¥—

—— 00000 4
Sgirit-Wracking Method

agon-Blooded: What Fire Has Wrought, p. 299
Withering attack against spirits double 8s on damage
roll, but don't grant Initiative. Roll a die of lethal
decisive damage for each10 on withering damage roll.
Crashed spirits double wound penalties.

O0— 00000 <

—— 00000 4

Spirit-Rending Technique
Dragon-Blooded: What Fire Has Wrought, p. 299
Add Willpower dice to a decisive damage roll against a
spirit marked by Soul-Marking Style, and deal aggravat-
ed damage. If this incapacitates a spirit, gains its
Essence in motes.

O— 00000 <

—— N 00000 £XZ—
Death-Pattern-Sensing Attitude

Dragon-Blooded: What Fire Has Wrought, p. 299

Gains full defense to block attacks from enemies
marked with Soul-Marking Style, and ignores the
Defense penalty from surprise attacks. If ambushed by
marked foe, pay Twp to block. See book for details.

O— 00000 <—

O— 00000

@ — OO0O00O0 4

Wood Dragon Succor
Dragon-Blooded: What Fire Has Wrought, p. 300
Roll Initiative, healing ally one level of damage per
success, max of his Stam+Res. Take 1B for each 2 levels
healed. Reset to base Initiative. If Wood Aura is spent,
lose Initiative instead of health. Once per day.

O— 00000 <—

—— 00000 ¥—

Unbreakable Fascination Kata
Dragon-Blooded: What Fire Has Wrought, p. 299
Makes an Appearance + Performance inspire roll vs
Resolve. Failed roll cannot attack on his next turn, and
cannot move away DB without disengaging that turn.
See book for rules on resisting with Willpower.

O— 00000 <—

@— OO0O0O00 ¥—

Enthralling Blow Attack

Dragon-Blooded: What Fire Has Wrought, p. 300

When using above Charm, roll a withering attack vs
each enemy who failed. Damaged foes cannot move. In
Wood Aura, gain up to Essence/2 Initiative from each
extra damage roll besides best. See book for details.

O— 00000

—— 00000 ¥—
Soul Mastery

Dragon-Blooded: What Fire Has Wrought, p. 301

Decisive attack vs foe affectged by Soul-Marking Style.
Gambit difficulty (his Essence + Willpower — wound
penalty) min 6 to instantly kill a creature other than

non-living creatures such as constructs. Once per scene.
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Leq =0 d Where-Is-Doom Inquisition Rotten Leaf Arrested
Dragon-Blooded: What Fire Has Wrought, p. 301 Dragon-Blooded: What Fire Has Wrought, p. 301
\ O O O O O Z Add Occult dice to an Awareness roll to detect or Join Withering attack gains +1 Overwhelming and knock
Battle. If any creatures of darkness oppose the roll, enemy prone. Crashed enemies cannot move. Against
Charm Name Essence 1s on their rolls add non- Charm dice to her creatures of darkness, Overwhelming bonus is Occult/2
Book Name / Page Reference roll. Mastery adds movement and damage. See book. and adds one auto success to damage roll. See book.

Short Descriptor.
This does not contain full rules-text, but intends to confer 7 . . O O O N\ 7 ‘ ‘ ‘ O O <
an at-a-glance info about this Charms capabilities.
Please refer to the book for full details.

—— 00000 ¥—

Cleansin% Flame Strike
ha

Permanent Ability requirements in dots Dragon-Blooded: What Fire Has Wrought, p. 301

Add one die of damage and ignore two points of
Hardness. Against creatures of darkness, deal aggravat-

Mastery Tag (Solar/Sidereal bonuses) ed damage and double 10s on the damage roll.

Permanent Essence requirements in dots

Terrestrial Tag (Dragon-Blooded restrictions)

Elemental Affinities A4 . ‘ ‘ O O N
o Water @ Earth G Wood
O - O i AOOOOQ;

Golden Janissary Form
Dragon-Blooded: What Fire Has Wrought, p. 302
Add Strength/2 to her soak and as bonus dice on
Template Created by MadLetter drlsTagmet rushes, and gain 1i on rush. Gain +1 Parry and +Occult
I dim3tapp soak vs creatures of darkness, and 4i as base initiative.
Enter Form reflexively on successful decisive vs CoD.

—— 00000 <—

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

Golden Jantssary §tyle (nfo

This ancient art has been passed down by generations of
devil-fighting sages who pledged their lives to defend

Creation from darkness. Its training regimens combine
weapon katas, dance-like footwork, and meditation on light — O O O O O ;Q P O O O O O L

and shadow. It's studied by holy ascetics, warriors who guard De 2 2 p "
 warr uar vil-Slaying Spear Dance Light-On-Dark Shield
the borders of shadowlands, and barbarian tribes dwelllng in DrogonfB\oodegthgﬁre I’Es Wrought, p. 302 Drogng\ooded: What Fire Has Wrought, p. 302
demon-haunted wilderness, as well as Dragon-Blooded shikari. - s . . .
Upon killing foe, rush new enemy, double 9s. Gain 1i from Clashes a withering attack. Deal max of Overwhelming,
1s on creature of darkness opposed rush roll. Mastery: no Initiative gain. Extra damage to creatures of

instantly move to target instead of rush and make darkness. Terrestrial: This counts as attack for the round,

(I)eap OQS (\I(I) Of reflexive decisive attack. Trigger Charm again on kill. and can't be used if already attacked.
- Unarmed Light Armor ﬁ . ‘ ‘ ‘ O N ﬁ ‘ . . . ‘

O0— 00000 +—®

« Spear
Paralyzing Combustion Imbuement
Dragon-Blooded: What Fire Has Wrought, p. 302
Decisive attack causes -1 to Stealth and increases wound
penalty by -1. Creatures of darkness take additional dmg.
Mastery: disengage penalties. Terrestrial: Enemy can
negate effect with a decisive attack. See book for details.

— 00000 <

Complimentary Abilities

Occult is useful to practitioners of this style, while Athletics is
key to its mobility.

O0— 00000 +—®

Lone S;D)ark Lights the Conflagration
ragon-Blooded: What Fire Has Wrought, p. 303
Decisive attack vs foe affected by Paralyzing Combus-
tion Imbuement for extra successes. Damage causes
attack to spread. Mastery: use Devil-Slaying Spear Dance
after each kill. Terrestrail: once per scene. See book.

— 00000 <
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Charm Name

Book Name / Page Reference

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.

Permanent Essence requirements in dots
Permanent Ability requirements in dots
Terrestrial Tag (Dragon-Blooded restrictions)

Mastery Tag (Solar/Sidereal bonuses)

Elemental Affinities

o Water @ Earth . Wood
O -  Ar

Signature Charms have larger and colored boxes associated
with their element.
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(Dantis Style Into

Mantis style emphasizes a combination of grappling and rapid
strikes. It draws no distinction between offense and defense,
employing painful joint holds that leave enemies unable to
fight back or deflecting the force of a blow so that the attack-
er's guard is left wide open. It's commonly studied by Immacu-
late monks for its ability to subdue foes without killing, but is
also widespread throughout Eastern and Southern dojos.

—— 00000 +—O

Iron-Arm Block
Dragon-Blooded: What Fire Has Wrought, p. 304
Gain +1 Parry, and inflicts onslaught attacker on block.
When grappling, blocking prevents loss of control
rounds. Mastery: no onslaught penalty from blocked
attacks.

—— 00000 <

—— 00000 ¥—

Crushing Claw Technique
Dragon-Blooded: What Fire Has Wrought, p. 304
Add 1 auto success on grapple gambit or a decisive
attack roll. On grapple, roll [Str or Dex] + MA with
Essence or 3 bonus dice for control. On decisive attack,
Essence 10s on her attack roll add dice of damage.

—— 00000 <—

—— 00000 ¥—

Mantis Form
Dragon-Blooded: What Fire Has Wrought, p. 304
Gain +1 Parry. If hit through block, add Parry soak or
gain Hardness Parry/2. Vs lower Initiative or grappled,
double 10s on decisive damage rolls. When gaining
grapple control, may enter Form reflexively.

—— 00000 <—

—— 00000 +—0

Leaping Mantis Technique
Dragon-Blooded: What Fire Has Wrought, p. 304
Rush with Str bonus dice. Perform grapple or decisive
attack, adding half threshold successes to attack dice.
Bonus against stationary opponents. Mastery: gain Twp
from successful Rush. See book for details.

ArMor

No armor

Meapons

«Unarmed -« Nunchaku
- Baton «War Fan
- Kama « 7-Section-Staff

—— 00000 <

—— 00000 +—®

Joint-Locking Techniciue
Dragon-Blooded: What Fire Has Wrought, p. 304
While grappling, restrain him and roll Strength dice of
unsoakable withering damage. Vs crashed, restraining
doesn't cost control. Mastery: exchange Initiative
received to gain more rounds of control, 2i per round.

O0— 00000 ¥—

—— 00000 <—

Joint-Breaking Attack

Dragon-Blooded: What Fire Has Wrought, p. 305

Vs grappled, make difficulty 6 gambit for lethal
damage. Damage breaks a foe's limb, inflicting -3 for
2-handed actions and extra -2 wound penalty.
Terrestrial: once per scene. See book for details.

— 00000 <—

—— 00000 “—@
Grasping Claw Method

Dragon-Blooded: What Fire Has Wrought, p. 305

When winning control of grapple, disarm enemy,
flinging his weapon to short range. Mastery: Add attack
roll threshold successes as bonus dice to control roll.

O0— 00000 ¥—

— 00000 <

Grasping Mantis Defense
Dragon-Blooded: What Fire Has Wrought, p. 305
Clashes an attack from close range with grapple
gambit. Adds Strength or 3 non-Charm dice on control
roll. Terrestrial: This counts as attack for the round, and
can't be used if already attacked in this round.

— 00000 <—

o— 00000 +—8

Unfolding Retribution Strike

Dragon-Blooded: What Fire Has Wrought, p. 305

Release grapple for unblockable, undodgeable decisive
attack. Each control round gives +3 damage dice, -1
onslaught. Mastery: gain extra initiaive. Terrestrial:
Essence limits bonus. Once per scene. See book.

— 00000 <—
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Charm Name

Book Name / Page Reference

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.

Permanent Essence requirements in dots
Permanent Ability requirements in dots
Terrestrial Tag (Dragon-Blooded restrictions)

Mastery Tag (Solar/Sidereal bonuses)

Elemental Affinities

o Water @ Earth . Wood
O -  Ar

Signature Charms have larger and colored boxes associated
with their element.
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(hite Vetl §tyle Info

There is no White Veil Society. It's not a loose-knit association
of martial artists, spies, and assassins spread throughout the
Realm and beyond. Its members don't practice a deadly
martial art, nor has this style ever spread to students willing to
pay vast sums for secret instruction or to rival martial artists
who haven't uncovered records of its secret techniques. It
never sees use at dinners, salons, and galas. People don't die
from it, occasionally silently and occasionally screaming, days
or weeks after not encountering it.

—— 00000 “—6
BirdsoncW{h Over Blades

Dragon-Blooded: What Fire Has Wrought, p. 306
After landing decisive attack, don't roll. Only poison is
applied. All onlookers roll to see if they noticed. Stealth
attack gives more penalties; doesn't break stealth.
Mastery: Poison resist penalties. See book for details.

—— 00000 x

—— 00000 “—
Owl Clutches at the Night

Dragon-Blooded: What Fire Has Wrought, p. 306

After missing with an attack, all onlookers roll to see if
they noticed. Stay in stealth if nobody noticed. Mastery:
As long as no character succeeds on the Awareness roll,

gain one Willpower. See book for details.

ArMor

No armor

(MUeapons

- Unarmed
- Garrote
- Hand-needles

—— 00000 <

—— 00000 —

Alehouse Memory Stance
Dragon-Blooded: What Fire Has Wrought, p. 306
Add base Guile in bonus dice to a Stealth roll. As long as
no character present has witnessed her make an attack
this scene, she ignores the penalty for attempting
Stealth in combat.

—— 00000 <x—
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White Veil Form

Dragon-Blooded: What Fire Has Wrought, p. 307

Gain +1 Evasion and Guile, no penalty for flurrying with
Socialize. Sub Manipulation for Dexterity for Evasion or
concealment, disengage, or withdraw. Foe Join Battle
change. Enter form after surprise attack. See book.

—— 00000 <—

— 00000 —9
Blithe Unruffled Plumage

Dragon-Blooded: What Fire Has Wrought, p. 307

Add Guile + 1 to soak and reduce overwhelming or
gain Guile Hardness. If no dmg, conceal from onlookers’
notice as per Owl Clutches at the Night. Mastery: When
concealing an attack, she may steal Initiative. See book.

Complimentary Abilities

Socialize and Stealth are essential to the modus operandi that
isn't employed by masters of this nonexistent style.

—— 00000 <
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Blinded by Laughter

Dragon-Blooded: What Fire Has Wrought, p. 307

Ambush using social roll vs Resolve, doubling 9s. Use
this roll instead of Join Battle. Mastery: double threshold
successes on withering, or add Guile threshold success-

es to decisive to dmg roll. Once per scene. See book.

7 00000 <

—— 00000 —®

Tickling the Dragon’s Throat
Dragon-Blooded: What Fire Has Wrought, p. 307
Every 2 threshold successes on decisive attack roll give
-1 penalty to actions and Defense, max Essence, until
onslaught ends. Mastery: If attack inflicts max penalty,
increase onslaught duration by 1 turn per 2 successes.

—— 00000 <—
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The Dra%on Dies in Bed

Dragon-Blooded: What Fire Has Wrought, p. 308
Apply an Exalt-killing disease as poison, using Birdsong
over Blades for free. Extra effects based on intensity. See
book for complex charm.

— 00000 <
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The Dragon Dies Screaming
Dragon-Blooded: What Fire Has Wrought, p. 308
Decisive attack transfers deadly poison, with +3 difficul-
ty to diagnose. Poison onset may be delayed by an hour
to Essence weeks, +5 to diagnose. Mastery: poison
duration must be 1 round. Once per scene. See book.

— 00000 <
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The Dragon Succumbs
Dragon-Blooded: What Fire Has Wrought, p. 308
Decisive attacks against poisoned foes must resist each
or speed their progress, also suffers the damage of one
immediately. Mastery: this can kill Exalts immediately.
Terrestrial: must be an ambush. See book for details.
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