Medicine

Exalted 3rd Edition Charm Cascades
Legend

Ailment-Rectifying Method

Wound-Mending Care Technique

Flawless Diagnosis Technique

Spend an hour treating an illness for an enhanced
roll to cure it. This Charm allows treating of even
supernatural maladies, such as the Great Contagion.

Treat lethal or bashing damage of a patient with an
improved medicine roll carrying double 9s. The
patient must rest in bed for the rest of the day.
If the Solar restores at least 2 health levels, gain temp. WP.

Flawlessy diagnose a patient without chance of making
and error in the analysis.

Any Medicine Charm

Plague-Banishing Incitation

Wound-Cleansing Meditation

Touch of Blissful Release

Master Chirurgeon Meditation

If the Solar gains double the patients Stamina or Resistance
(whichever is greater) on a roll with the prerequisite, the
illness is immediately banished. If saving someone from
death‘s door with this Charm, gain one temp. Willpower.

Convert aggravated damage to lethal damage. This
Charm allows the Solar to attempt reattaching severed
limbs. Does not allow the regrowth of lost tissue.

Ease pain and suffering with a touch for a couple
hours at a time. Wears off if the patient engages in any
activity that would require him to leave bed for more
than a couple minutes at a time.

Permanently lowers the cost of the Medicine
Excellency to one mote per two dice.

Contagion-Curing Touch

Instant Treatment Methodology

Anodyne of Celestial Dreaming

Feit of Imparted Nature

Body-Purifying Admonitions

Benison of Celestial Healing

Permanently gain successes to treat forms of disease,
even if no proper tools are available. Recovering
patients gain prolonged disease-resistance.

Complete up to an hour of treatment in a handful of
seconds at maximum. Lowers treatment time for one
Simple-type Medicine Charm.

Completely banish a target‘s pain with a touch. Removes
all wound penalties, but puts stress on the Solar, giving
him a -1 penalty if the target engages in strenuous
activity. This penalty can stack.

This Charm grants a number of -0 health levels.
Can also be used to staunch wounds and stop
the flow of blood.

Draw even the most vicious and noxious poisons from
a patient‘s body. Roll against the poison‘s duration to
make it leave the patient‘s body.

Use a Simple-type Medicine Charm once per scene
without paying motes or Willpower. Can be reset by
saving a dying character through medical care.
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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
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Permanent Ability requirements in dots
Repruchase/Upgrade available
☑ Exalted 3rd Edition Core Book
☑ Miracles of the Solar Exalted (Backer Charms)
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Anointment of Miraculous Health

Wound-Banishing Strike

Time-Halting Flow

Life-Exchanging Prana

Life-Sculpting Hands Technique

Convert aggravated damage to lethal damage or outright
cure lethal/bashing damage. Usable once per scene,
but can be reset with a two-point stunt treating a
patient without using this Charm.

Instantly heal a temporary crippling
efect though a gambit.

Channel essence and strike the soul of a terminally ill,
comatose or mortally wounded target to suspend their
vital signs and sustain their life.
Please refer the book for this complex Charm.

Trade health levels to gain motes to
be used for Medicine Charms.

The Solar can use a free full Medicine Excellency
once per scene.

Wholeness-Restoring Meditation

Body-Sculpting Essence Method

Healer‘s Unerring Hands

Heal conditions which are usually impossible to heal,
such as permanent blindness, deafness and so on.
Please refer the book for this complex Charm.

Functions as Instant Treatment Methodology, but also
lowers the convalescence of the patient to seconds. Can
be used once per scene, but can be reset by stunting.

Allows the Solar to reroll all non-successes on a Medicine
action. If she eliminates half or more of the
non-successes, she regains 1 Willpower.
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Healing Trance Meditation

Perfect Celestial Chirurgeon

Immaculate Solar Physician

Gain and generate motes and Willpower as you
continue to use Medicine Charms and actions, becoming
a divine healer for the duration.
Please refer the book for this complex Charm.

Once per story, the Solar can apply
double 7s to a single Medicine action.

Double the successes on any Medicine roll
once per day.
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A personal „Thank You“ and dedication to all the people who helped make Exalted 3 a reality: John, Holden, Rich and all the others, from the developers to the playtesters. Props to you all.

