The Martial Arts Schools of Exalted

Across Creation, there exist certain schools, temples and dojo's that try to perfect techniques that were handed down to them from their forebears. These techniques encompass their philosophies and fighting abilities and reflect how they approach life, death and the battle for survival. Many of these martial arts schools were developed by the Exalted in the days of the First Age before the Great Contagion. There were likely many more schools than exist today, as much of what was known is lost. Those that remain often have incomplete styles taken from what they could scavenge from the ruins of that golden age. Even so, the techniques practiced by the monks of the schools are powerful indeed, and many a ruffian or barbarian has been brought low before the elegantly refined maneuvers of the martial artist.

What follows is a brief description of the various styles and their repertoire of moves, as well as a list of the known techniques that harness the wellspring of Essence within each Exalt: Charms.

Note: Stances. These are basic stances that allow characters to alter his or her performance when making moves in combat. Taking a stance must be declared at the start of a turn and the character must be on his feet. From then on, the bonuses and negatives derived from the stance apply to all moves made by the character. Going back to a neutral stance must be declared at the start of a turn as well. If a character gets knocked down or knocked back, he automatically goes back to neutral stance.

Snake Style

Practiced in few temple across the central River Province, this style utilises slow, sinuous movements punctuated by deadly fast strikes. The moves are developed by patient meditation and studying how serpents move and attack. Abilities picked up through this style are usually Athletics, Dodge, Performance, Resistance and Awareness.

Book: Exalted

Weapon: seven-section staff

Moves
Spd
Acc
Dam
Def
Reach
Min
Special

Punch/Strike
+0
+0
+0B
-
0
-
-

Kick
-3
-1
+2B
-
0
-
-

Block
-
-
-
+0
0
-
Only blocks Bashing attacks

Grapple
+0
+0
-
-
0
-
Sustained

Snake Stance
+3
+0
-1
+0
+0
MA 1
Sustained

Throw
-3
-1
+1B
-
0
MA 2
Knockdown

Trip/Sweep
-3
-2
+0B
-
0
MA 2
Knockdown

Slithering Evasion
-
-
-
-1
0
MA 3
Dodge. +3 Spd to next move

Sinuous Break-Hold
+0
-
-
-1
0
MA 3
Can use Dex+MA to break out of holds, Diff opponent's MA or Brawl, min 1.

Headbutt
+0
+0
+1B
-
0
MA 3
Only usable in grapple

One-Inch Punch
+3
+0
-1B
-
0
MA 3
-

Counter-Strike
+0
-2
-1B
-1
0
MA 4
Blocks, then counters

Nerve Strike
+0
-2
+0B
-
0
MA 4
Double wound penalties, double Min penalty

Seven Section Staff
+3
-2
+2L
+3
4
Str 2, MA 3
Entagle

Charms

Martial Arts 2

Striking Cobra Technique (Min Essence 1, pg 160)

Martial Arts 3

Serpentine Evasion (Min Essence 1, Striking Cobra Technique, pg 160)

Martial Arts 4

Snake Form (Min Essence 2, Serpentine Evasion, pg 160)

Martial Arts 5

Essence Fangs and Scales Technique (Min Essence 2, Snake Form, pg 160)

Snake Strikes the Heel (Min Essence 2, Snake Form, pg 161)

Uncoiling Serpent Prana (Min Essence 3, Snake Form, pg 161)

Armour-Penetrating Fang Strike (Min Essence 2, Essence Fangs and Scales Technique, pg 161)

Crippling Pressure-Point Strike (Min Essence 2, Snake Strikes the Heel, pg 161)

Striking Serpent Speed (Min Essence 3, Uncoiling Serpent Prana, pg 162)

Essence Venom Strike (Min Essence 3, Armour-Penetrating Fang Strike, Crippling Pressure-Point Strike, Striking Serpent Speed, pg 162)

Tiger Style

Developed in the South-East, this school of martial arts is popular with gladiators of the fighting pits and with tiger-monks who wander the South in search of enlightenment. A powerful style, it incorperates speed and ferocity with grace and discipline, all of which can be found in the beast from which the style derives its name. Abilities picked up with this style are usually Athletics, Stealth, Presence, Endurance and Survival.

Book: Caste Book: Dawn

Weapon: tiger claws

Moves
Spd
Acc
Dam
Def
Reach
Min
Special

Punch/Strike
+0
+0
+0B
-
0
-
-

Kick
-3
-1
+2B
-
0
-
-

Block
-
-
-
+0
0
-
Only blocks Bashing attacks

Grapple
+0
+0
-
-
0
-
Sustained

Tiger Stance
+0
-1
+2B
-1
+0
MA 1
Sustained

Throw
-3
-1
+1B
-
0
MA 2
Knockdown

Trip/Sweep
-3
-2
+0B
-
0
MA 2
Knockdown

Two-Hand Smash
+0
-1
+2B
-
0
MA 3
Two-handed only

Flying Kick
-3
-1
+3B
-
1
MA 3
Knockdown

Bull-Rush
-3
+0
+2B
-
0
MA 4
Knockdown, must be 10 ft away

Counter-Strike
+0
-2
-1B
-1
0
MA 4
Blocks, then counters

Tiger Claws
+0
+1
+2L
+0
1
Str 1
-

Charms

Martial Arts 2

Crimson Leaping Cat Technique (Min Essence 2, pg 73)

Martial Arts 3

Striking Fury Claws Attack (Min Essence 2, Crimson Leaping Cat Technique, pg 73)

Martial Arts 4

Tiger Form (Min Essence 2, Striking Fury Claws Attack, pg 73)

Raging Tiger Pounce (Min Essence 2, Tiger Form, pg 73)

Spine Shattering Bite (Min Essence 3, Raging Tiger Pounce, pg 73)

Martial Arts 5

Stalking Cat Movement Meditation (Min Essence 2, Tiger Form, pg 73)

Celestial Tiger Hide (Min Essence 2, Tiger Form, pg 74)

Leap From Cloaking Shadows Attack (Min Essence 3, Stalking Cat Movement Meditation, pg 74)

Angry Predator Frenzy Style (Min Essence 4, Spine Shattering Bite, Leap From Shadows Attack, Celestial Tiger Hide, pg 74)

Ebon Shadow Style

Steeped in mystery, the Ebon Shadow Style was thought to have died out when the Great Contagion struck. Now, however, evidence of this style's work has been witnessed across creation. Thought to be more of a cult than a school, this style uses speed, stealth and cunning to overcome more powerful opponents. Members of this school usually work in teams. Abilities picked up with this style are usually Stealth, Awareness, Athletics, Dodge and Investigation, with Thrown being a popular secondary combat skill.

Book: Caste Book: Night

Weapon: sai or fighting chain

Moves
Spd
Acc
Dam
Def
Reach
Min
Special

Punch/Strike
+0
+0
+0B
-
0
-
-

Kick
-3
-1
+2B
-
0
-
-

Block
-
-
-
+0
0
-
Only blocks Bashing attacks

Grapple
+0
+0
-
-
0
-
Sustained

Ebon Shadow Stance
+0
-1
-1
+2
0
MA 1
Sustained

Throw
-3
-1
+1B
-
0
MA 2
Knockdown

Trip/Sweep
-3
-2
+0B
-
0
MA 2
Knockdown

Shadow Evasion
-
-
-
-1
0
MA 3
Dodge. +3 Spd to next move

Break-Hold
+0
-
-
-1
0
MA 3
Can use Dex+MA to break out of holds, Diff opponent's MA or Brawl, min 1.

Flying Kick
-3
-1
+3B
-
1
MA 3
Knockdown

Counter Strike
+0
-2
-1B
-1
0
MA 4
Blocks, then counters

Nerve Strike
+0
-2
+0B
-
0
MA 4
Double wound penalties, double Min penalties

Sai
+3
+0
+2L
+1
1
Str 1, MA 2
Catch weapon (diff 3)

Fighting Chain
+3
-1
+2L
+0
4
Str 1, MA 3
Entangle

Charms

Martial Arts 2

Image of Death Technique (Min Essence 2, pg 67)

Martial Arts 3

Wall-Climbing Technique (Min Essence 2, Image of Death Technique, pg 67)

Distracting Finger-Gesture Attack (Min Essence 2, Wall-Climbing Technique, pg 68)

Martial Arts 4

Ebon Shadow Form (Min Essence 2, Distracting Finger Gesture Attack, pg 68)

Seven Points of Weakness Strike (Min Essence 3, Ebon Shadow Form, pg 68)

Elusive Flicker Evasion (Min Essence 2, Ebon Shadow Form, pg 69)

Limb-Immobilizing Method (Min Essence 3, Seven Points of Weakness Strike, pg 69)

Martial Arts 5

Blow-Concealing Gesture Technique (Min Essence 3, Elusive Flicker Evasion, pg 69)

Paralysing Touch Attack (Min Essence 3, Limb-Immobilising Method, pg 69)

Shadow-Body Style (Min Essence 4, Blow-Concealing Gesture Technique, pg 69)

Shadow-Stepping Motion (Min Essence 5, Paralysing Touch Attack, Shadow-Body Style, pg 70)

Five-Dragon Style

This style was born from the Blessed Isle and is widely practiced by many Dragon-Blooded of the Realm. It incorperates teachings from all five Immaculate styles and is generally seen as inferior to those styles. However, its versitility and ease of learning makes it popular with many warriors, even those who are not Exalted. It takes its inspiration from the teachings of the Five Immaculate Dragons and so students are encouraged to study their natural environments, learning all they can. Abilities picked up through this style are usually Lore, Awareness, Athletics, Investigation and Survival.

Book: Dragon-Blooded

Weapon: none

Moves
Spd
Acc
Dam
Def
Reach
Min
Special

Punch/Strike
+0
+0
+0B
-
0
-
-

Kick
-3
-1
+2B
-
0
-
-

Block
-
-
-
+0
0
-
Only blocks Bashing attacks

Grapple
+0
+0
-
-
0
-
Sustained

Five-Dragon Stance
-3
+1
-1
+1
+0
MA1
Sustained

Throw
-3
-1
+1B
-
0
MA2
Knockdown

Trip/Sweep
-3
-2
+0B
-
0
MA2
Knockdown

One-Inch Punch
+3
+0
-1B
-
0
MA3
-

Watery Break-Hold
+0
-
-
-1
0
MA3
Can use Dex+MA to break out of holds, Diff opponent's MA or Brawl, min 1.

Stone-Hand Smash
+0
-1
+2B
-
0
MA3
Two-handed attack

Flame-Evasion
-
-
-
-1
0
MA3
Dodge. +3 Spd to next move

Aerial Kick
-3
-1
+3B
-
1
MA3
Knockdown

Reed Counter-Strike
+0
-2
-1B
-1
0
MA4
Blocks, then counters.

Charms

Martial Arts 3

Five-Dragon Claw (Min Essence 1, pg 198)

Five-Dragon Fortitude (Min Essence 2, pg 197)

Five-Dragon Blocking Technique (Min Essence 2, pg 197)

Five-Dragon-Force Blow (Min Essence 2, pg 198)

Martial Arts 4

Five-Dragon Form (Min Essence 3, pg 199)

Five-Dragon Wrath (Min Essence 4, pg 199)

Martial Arts 5

Five-Dragon Invulnerability (Min Essence 3, pg 199)

Five-Dragon Fist (Min Essence 4, pg 199)

Sun's Hammer Style

The Chosen of the Unconquered Sun seem to naturally adopt this fighting style, as if they were born to it. If given no formal training, Solars will usually take to developing their own style. Not so refined as many martial arts schools, this style is nonetheless a powerful weapon in the right hands. Only the most dedicated fighters will learn the secrets of this style, as it is demanding both physically and mentally. The secrets of this lost art are only now coming back to Creation, as many of the Chosen are beginning to remember certain techniques from their past incarnations. Abilities picked up with through this style are usually Athletics, Endurance, Resistance, Dodge and Presence.

Book: Exalted

Weapon: none

Moves
Spd
Acc
Dam
Def
Reach
Min
Special

Punch/Strike
+0
+0
+0B
-
0
-
-

Kick
-3
-1
+2B
-
0
-
-

Block
-
-
-
+0
0
-
Only blocks Bashing attacks

Grapple
+0
+0
-
-
0
-
Sustained

Sun's Hammer Stance
-3
+0
+2
-1
0
Br 1
Sustained

Throw
-3
-1
+1B
-
0
Br 2
Knockdown

Trip/Sweep
-3
-2
+0B
-
0
Br 2
Knockdown

Headbutt
+0
+0
+1B
-
0
Br 3
Only usable in grapple

Two-Hand Smash
+0
-1
+2B
-
0
Br 3
Two-handed only

Evasion
-
-
-
-1
0
Br 3
Dodge. +3 Spd to next move

Break-Hold
+0
-
-
-1
0
Br 3
Can use Dex+Brawl to break out of holds, Diff opponent's MA or Brawl, min 1.

Tenacious Strike
+0
+1
+1B
-
0
Br 4
+1B soak, attack

Bull Rush
-3
+0
+2B
-
0
Br 4
Knockdown must be 10 ft away

Charms
Brawl 1

Ferocious Jab (Min Essence 1, pg 157)

Sledgehammer Fist Punch (Min Essence 1, pg 159)

Brawl 2

Crashing Wave Throw (Min Essence 1, Sledgehammer Fist Punch, pg 159)

Brawl 3

Fist of Iron Technique (Min Essence 1, Ferocious Jab, pg 157)

Thunderclap Rush Attack (Min Essence 1, Ferocious Jab, pg 158)

Heaven Thunder Hammer (Min Essence 1, Sledgehammer Fist Punch, pg 160)

Brawl 4

Shockwave Technique (Min Essence 1, Crashing Wave Throw, pg 160)

Ox-Stunning Blow (Min Essence 1, Fist of Iron Technique, pg 157)

Dragon Coil Technique (Min Essence 1, Fist of Iron Technique, pg 158)

Hammer of Iron Technique (Min Essence 2, Thunderclap Rush Attack, pg 159)

Knockout Blow (Min Essence 3, Ox-Stunning Blow, CB:Dawn pg 72)

Brawl 5

Pounding Hammer of Devastation Technique (Min Essence 5, Heaven Thunder Hammer, CB:Dawn pg 72)

Adamantine Fists of Fury (Min Essence 6, Hammer on Iron Technique, Heaven Thunder Hammer, CB:Dawn pg 72)

Fierce Wave Style

This style was developed by the Terrestrial Exalted living on the western shores of the Blessed Isle that didn't care for the refinement or heavy discipline of the Dragon Schools. It is rumoured that though this style seems to draw on inspiration from the element of water, there are other styles out there. Some believe that this style is an even purer form of Water Dragon fighting, since it doesn't rely on years of training and meditation, instead tapping the natural flow of Essence within everyone and allowing it to come out in a devastating torrent of attacks. Abilities picked up through this style are usually Endurance, Athletics, Dodge, Sail and Survival 

Book: Dragon-Blooded

Weapon: none

Moves
Spd
Acc
Dam
Def
Reach
Min
Special

Punch/Strike
+0
+0
+0B
-
0
-
-

Kick
-3
-1
+2B
-
0
-
-

Block
-
-
-
+0
0
-
Only blocks Bashing attacks

Grapple
+0
+0
-
-
0
-
Sustained

Fierce Wave Stance
+3
-1
+1
-1
0
Br 1
Sustained

Throw
-3
-1
+1B
-
0
Br 2
Knockdown

Trip/Sweep
-3
-2
+0B
-
0
Br 2
Knockdown

Headbutt
+0
+0
+1B
-
0
Br 3
Only usable in grapple

Two-Hand Smash
+0
-1
+2B
-
0
Br 3
Two-handed only

Evasion
-
-
-
-1
0
Br 3
Dodge. +3 Spd to next move

Break-Hold
+0
-
-
-1
0
Br 3
Can use Dex+Brawl to break out of holds, Diff opponent's MA or Brawl, min 1.

Tenacious Strike
+0
+1
+1B
-
0
Br 4
+1B soak, attack

Bull Rush
-3
+0
+2B
-
0
Br 4
Knockdown, must be 10 ft away

Charms

Brawl 2

Drowning Embrace (Min Essence 2, pg 213)

Pounding Surf Style (Min Essence 1, Drowning Embrace, pg 214)

Brawl 3

Blade-Deflecting Palm (Min Essence 1, pg 214)

Become the Hammer (Min Essence 1, Blade-Deflecting Palm, pg 214)

Brawl 4

Riptide Method (Min Essence 2, Drowning Embrace, pg 213)

Fist-Spinning Malstrom (Min Essence 2, Pounding Surf Style, pg 214)

Brawl 5

Flow Past Defenses (Min Essence 2, Become the Hammer, Pounding Surf Style, Riptide Method, pg 215)

Moves … for copying
Moves
Spd
Acc
Dam
Def
Reach
Min
Special

Punch/Strike
+0
+0
+0B
-
0
-
-

Kick
-3
-1
+2B
-
0
-
-

Block
-
-
-
+0
0
-
Only blocks Bashing attacks

Grapple
+0
+0
-
-
0
-
Sustained

Throw
-3
-1
+1B
-
0
Br/MA 2
Knockdown

Trip/Sweep
-3
-2
+0B
-
0
Br/MA 2
Knockdown

Headbutt
+0
+0
+1B
-
0
Br 3
Only usable in grapple

Two-Hand Smash
+0
-1
+2B
-
0
Br 3
Two-handed only

Tenacious Strike
+0
+1
+1B
-
0
Br 4
+1B soak, counter

Bull Rush
-3
+0
+2B
-
0
Br 4
Knockdown, must be 10 ft away

Evasion
-
-
-
-1
0
MA 3
Dodge. +3 Spd to next move

Break-Hold
+0
-
-
-1
0
MA 3
Can use Dex+MA to break out of holds, Diff opponent's MA or Brawl, min 1.

One-Inch Punch
+2
+0
-1B
-
0
MA 3
-

Flying Kick
-3
-1
+3B
-
1
MA 3
Knockdown

Counter Strike
+0
-2
-1B
-1
0
MA 4
Block, counter

Nerve Strike
+0
-2
+0B
-
0
MA 4
Double wound penalties, double Min penalties

